[bookmark: _GoBack]Chapter 3:  Road to the Serpent Kingdom

O
nce the wererat castle is out of sight, Caleb says, “I know silver weapons harm lycanthropes.  Will magic weapons suffice to harm them?”

“We and other lycanthropes are indeed susceptible to silver, but a magic weapon would do just as well,” the timid rat-gnome armed with a gnome-sized ranseur answers, not quite comfortable with that kind of talk, but knowing that he is the junior man in the group.

“I think we should visit the Wolf and Boar Kingdoms first to get their side of this,” says Kali.

“Yeah, I like that idea,” Gordo says, standing beside Kali.

Trufaux eyes Kali and Gordo, trembling in his armor but trying not to show it.  He says, “In order to reach those far-off kingdoms, we must first get through the Serpent Kingdom.”

Faith asks, “If what the duke told us is correct, it may be that while the weresnakes are neutral, they are willingly or unwillingly under the control of the yuan-ti.  The other clans are likely of an evil bent and may treat us with violence.

“What sort of training do you have, warrior?” someone asks the wererat.

“Oh, uh, I have the ability to Power Attack,” the reticent and humble servant of the Earl of Gorgon Zoloft answers.

Silence is drowned out by footsteps and the chirping of birds.  The babbling of a brook grows louder as said brook runs closer to the well-defined trail.  The 3’ wide brook eventually meanders away from the path once again and eventually they hear nothing.

And they keep walking along the narrow trail until they begin to hear the singing of at least three distinct voices.

“Children?” Jason whispers.

“Young women?” wonders Gordo.

As they get closer, the voices are clearly singing in Celestial, which only Caleb understands.  He identifies the language for those who cannot, and rests both hands on his walking stick. 

The voices now become louder as three winged fey with gnomish faces and pointed ears come skipping over the next hill.

The party doesn’t have too many places to hide, so they remain in the open, and are easily beheld by the fey.

The curious, childlike beings come closer.

Jason smiles at the beings and calls to them.  “Your singing is beautiful.  I just wish I could understand it to better appreciate it.”

Kali thinks it is nice also but does not voice her opinion as she walks beside Gordo.

Faith nods politely and smiles at the creatures, but watches for fey trickery.

Caleb translates for his companions telling them, “My companion finds your singing is beautiful.  I am called Caleb.”

“Greetings!  One of them giggles, as it is customary for fey to do.  “We are on our way to becoming paladins of freedom.  Our souls are young, but our stride is strident,” she seems to hiccup.  “You are headed towards the Serpent Kingdom.  Lots of nasties there.  We were almost spotted.”

“These are petitioner souls,” explains the wererat warrior.  “We bid you well, sprites, that you might become what your spirits have always embodied.”

The jolly fey beings nod, and smile, passing the heroes as they keep on going northeast.  In time they’ll pass the wererat fortress and continue towards their migratory destination.

Caleb wishes them well and an easy journey asking their names once more.

“Our names?” they look at one another.  “We have none.”  And with this, they, too, bid the taller ones well, and continue where their spiritual compasses guide them.  They skip and prance about, singing as if they had not a care in the world, and they don’t... yet.  Had the heroes attacked them, they would have found themselves swinging at Ethereal creatures that in infancy are camouflaged as corporeal beings:  spirits in a material world.

After they leave, Caleb produces his journal and documents the encounter as they resume their pace.

Faith asks the others, now that the fey have departed.  “How do we wish to approach this?  We can visit one of the outposts?  We could just head straight to the main fortress?  We could try to find one of the wereserpents and try to get more intel?”

Having a vague notion of where they are on the path, the gnome wererat warrior points to their map and informs them, “We should be about here right about now:  directly north of that there peak, and east of the lake that I’m sure you can smell to the west.”

The others look at one another, unable to smell a lake 2 miles away.
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“Well,” said Kali.  “The Snakes might not appreciate us coming around with Trufaux here and might take us for hostile.  That is, unless we come up with some story.  Say he was bested in a fight and we took him as a slave.”  The gypsy looked over at the were-rat.  “That would mean one of us will need to carry your weapons until we are found out or we get past the Snake’s territory.”  She waited for an answer before continuing.  “It may also serve us to talk trash about your people and bluff a kindred spirit between us and the snakes.  I know this might be hard for you, paladin, but remember we will be in the middle of an armed camp.

“I’ll try to keep quiet, and I’ll keep the visor of my helmet down.  Strong silent type,” Trufaux mostly tells himself.

“They’ll likely recognize its craftsmanship,” Faith assumes.  “It’s quite distinctive,” she notes as she considers Kali’s proposal.  While not nefarious, it does tread close to the boundaries of dishonorable conduct for a paladin, so she reasons through it.

The woods around them have thickened somewhat.  They’d started off in the barren, scrubby desert-like terrain in which the Earldom of Gorgon Zoloft is ensconced between a river oasis and a cliff, and eventually, as they descended the continent’s hilly slope, the terrain began to grow both more humid and slightly cooler.  Now, as they clear a hilltop and continue their descent, a cool, new breeze, heavy with the scent of sage and pine, hits the right side of everyone’s faces, coming in from the west as they travel southwestwardly.

There are now thousands of junipers before them, coating the hills immediately around them, and interspersed among them thrive clumps of sage, choya, agave, and a myriad variety of cacti and round-leafed succulents.  About a mile down, they can already see another evident addition of palms, thickening as the arid chaparral gives way to a more lush, tropical panorama.

They stop momentarily to behold the breathtaking view that ends in a hazy horizon.  Looking up, Gordo is astonished at the canyon that decorates the sky above their heads.  “Marvelous,” he sighs as day begins to threaten to turn to night.

“Do you smell it?” the wererat asks.

“What?” Jason wonders.  “The sage?”

“Well, there’s that, but no, the reptile dung.  From over there,” he points directly westward.

“On another note, then, I presume we are being watched and should proceed accordingly,” says Jason.

“This is a good place as any to make camp,” says Kali.  “Now, Rat, prepare us a fire that we might eat and keep warm.  I will have no lollygagging.  Don’t go out of my sight or I’ll have the range use you for target practice.”

“The name’s Trufaux,” the offended gnome wererat insists on defending his dignity against the human woman.

The woman dumps her stuff on the ground and arranges her bedroll.

Jason takes up watch as if to keep an eye on the wererat, but in reality is looking for others hiding in the trees nearby.

Caleb asks the others, “What is our plan with this camp?  Are we setting up with the expectation of an interaction with the snake folk during the night, or do we simply need a safe night of sleep?”

The consensus seems to be that rest is not yet needed, given that they’ve only trekked a few miles in the morning sunshine.

“They will surely come to us if we wait, but they can ambush us in the forest.  Make your choice,” says Kali.

Faith says, “Let’s go check it out,” and heads west.

“Sure.  Why not?”  Gordo says in agreement.  The halfling is a little suspicious, but he’s confident the party can handle whatever is ahead.  And, if treachery is afoot, better to get it out of the way now than later....

The group follows the paladin, though the step of the armored human is not the fleetest.  Vegetation grows ever thicker as they put a quarter-mile between themselves and the beaten path.  Occasional patches of swamp dot the forest of conifers and shade-loving bushes underneath them.  Jason can tell by the earth’s composition and sponginess that this was once a vast swamp.  A few ancient mangrove tree trunks—long dead and in a state of decay—are occasionally seen among the otherwise living landscape.

The scent of dung here is heavy enough to alert all of them of the presence of the digestions of reptiles.  They hear movement further up ahead, and have little time to react before Jason and Faith both spot the dung snake emerging from the dung of a creature probably 20 times its size.

The creature and its dung shelter are about 15’ away from them, just behind a bushy juniper.

Round 1

	Character
	Group
	Initiative
	Roll
	Modified Roll
	Move

	Gordo
	1
	-1
	20
	19
	20’

	Caleb
	1
	3
	16
	19
	30’

	Kali
	1
	7
	10
	17
	30’

	Jason
	1
	7
	8
	15
	50’

	Faith
	1
	1
	13
	14
	20’

	dung snakes
	2
	3
	6
	9
	20’



Trufaux takes the ranseur he’s been using as a walking stick, and slashes at the snake in front of him.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Trufaux
	Ranseur +1
	1d6+1
	4
	1
	1
	0
	5
	11


Miss.

Gordo attacks the nearest snake with his “Frost Lick” sword.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Short Sword Frost Tongue +2
	1d4
	2
	2
	19-20, x2
	Piercing
	2.0
	+11
	18
	29


Hit.  Dmg:  1 + 2 = 3 + frost tongue [please let me know where to find this info so I can add the effects].

Caleb moves away from the snake and casts extended greater mage armor on himself.
Caleb gains +6 to AC.

Kali moves forward with both swords drawn and attacks the same snake that Gordo just poked.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Scimitar +2
	1d6
	2
	2
	18-20, x2
	Slashing
	4.0
	+14
	14
	28

	Crystal of Electrical Assault, Greater
	-
	1d6
	-
	-
	-
	0.0
	 
	 
	 

	Scimitar +1
	1d6
	1
	1
	18-20, x2
	Slashing
	4.0
	+13
	7
	20

	Crystal of Cold Assault, Greater
	-
	1d6
	-
	-
	-
	0.0
	 
	 
	 


Hit, hit.  Dmg:  (6 + 2 + 5 electric) + (2 + 1 + 1 cold) = 11 + 5 electric + 1 cold = 17.

Jason spots a second snake, and gives warning of the second snake as he fires upon the beast.
	Ranged Weapon
	Dmg.
	D+
	TH+
	Critical
	Rng.
	Wt.
	Atk
	Roll
	Check
	Notes

	Sacred Composite Longbow, Strength +1
	1d8
	+1
	2
	x3
	200’
	3.0
	+14
	12
	26
	+1 within 30’

	2nd Shot
	1d8
	+1
	2
	 
	 
	 
	+9
	2
	11
	+1 within 30’

	3rd Shot, Rapid Firing
	1d8
	+1
	2
	 
	 
	 
	+14
	5
	19
	+1 within 30’

	Crystal of Cold Assault, Greater
	-
	1d6
	 
	 
	 
	 
	 
	 
	 
	-1 to AC 1 round


Hit, miss, hit.  Dmg:  (7 + 1 + 2 cold) + (4 + 1 + 4 cold) = 13 + 6 cold = 19 + (-1) to AC on next round.

The creature does not die, but lays limp, bleeding, and barely moving.  [apparent hps = 0]

Faith sees that it is going to attack so draws her greatsword as she moves up to a third specimen that she spots, attacking with power attack [+3].
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Adamantine Illuminated Holy Greatsword +1
	2d6+2
	+6 + 1
	1 – 3
	17-20/x2
	Slashing
	16.0
	+13
	20
	33


Threat.  1d20 = 4 + 13 = 20, critical hit.  Dmg:  2 x (8 + 2 + 6 + 1 + 6) = 2 x 23 = 46.

Cleaving the third snake in half, the paladin proposes to eat the flesh of these soft organisms.  “It would be a waste of life,” she repeats some tenet in her holiest of scriptures.

The dung snakes writhe as they die.

Round 2

Trufaux’s knees shake a bit as he regains his composure lifting the visor of his helmet once again.  “I’ll be glad to share in some of the snake munch,” he nods.

“We’ve roused the attention of someone or something else,” the scout whispers as they hear movement coming from the west, perhaps at a distance of 200’ or more.

Gordo is unnerved by the situation, and freezes up a little, but snaps out of it.  He tries a sneak attack with Frost Lick if he can, but in any case he attacks with his frozen, little short sword when the snake is in range.

Caleb looks over the dung the snakes came from, trying to figure out what creature may have made it.  He casts longstrider [expires in 11 hours] on himself, throwing a pinch of dirt upon the tips of his boots.  “Alakazim Alakazipher!” the words most likely carry a few hundred feet before being muffled by the thick juniper and brush.
Caleb gains 10’ to his base land speed.

It is clearly the dung of another reptile, given that each lump has a white sac of calcium and urea salt accompanying it.  No bird or mammal produces that in solid form.  The animal that deposited this dung must have been around thrice the size of a human, or even bigger.

Kali hides in some shrubbery, hoping to surprise this new threat if it attacks.
	Skill
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Kali, Hide
	0
	Dex (+3)
	-2
	1
	13
	14


Result unknown.

Not moving from his already advantageous position, Jason turns to face the threat with arrow notched and ready.

Faith casts bull’s strength on herself and moves so she is on the western side of the party facing the coming creature.
Faith gains +4 to Strength.

Trufaux stands at the ready with his gnome-sized ranseur held high.

Round 3

Caleb and Jason spot the creature.  It is a deathcoils:  a single, snake at least 20’ long with horns along its head and neck.  As green as the foliage around it, it is currently 180’ away, and progressing towards them at about 60’ per round.  Caleb recalls that the blood of these giant serpents is valuable, though he doesn’t recall exactly for what purpose.
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Jason sends his arrows flying at the great snake.
	Ranged Weapon
	Dmg.
	D+
	TH+
	Critical
	Rng.
	Wt.
	Atk
	Roll
	Check
	Notes

	Sacred Composite Longbow, Strength +1
	1d8
	+1
	2
	x3
	200’
	3.0
	+14
	8
	22
	

	2nd Shot
	1d8
	+1
	2
	 
	 
	 
	+9
	8
	17
	

	3rd Shot, Rapid Firing
	1d8
	+1
	2
	 
	 
	 
	+14
	8
	22
	

	Crystal of Cold Assault, Greater
	-
	1d6
	 
	 
	 
	 
	 
	 
	 
	-1 to AC 1 round


Hit, hit, hit.  Dmg:  (6 + 1 + 5 cold) + (4 + 1 + 2 cold) + (3 + 1 + 5 cold) = 7 + 5 + 4 + 12 cold = 28 + (-1) to AC on next round.

Kali takes in the information passed along by the others but makes no sound or move.  She keeps herself ready to spring out and attack the creature when it gets in range.

Caleb casts magic missile at the snake.
Dmg:  13 + 5 = 18 magic.

Faith waits for the creature to get closer, standing ready and in plain sight, taking total defense.

Round 4

The deathcoils is now 115’ away, and hisses as it picks up speed.

Caleb pulls out his wand and casts magic missile.
Dmg:  10 + 5 = 15 magic.

The deathcoils is about to turn tail and flee by this point, but is now confronted by Jason’s able bow.

Jason smiles, wondering if he can now bring down this giant serpent before Faith can even say hello.  He tries.
	Ranged Weapon
	Dmg.
	D+
	TH+
	Critical
	Rng.
	Wt.
	Atk
	Roll
	Check
	Notes

	Sacred Composite Longbow, Strength +1
	1d8
	+1
	2
	x3
	200’
	3.0
	+14
	16
	30
	

	2nd Shot
	1d8
	+1
	2
	 
	 
	 
	+9
	17
	26
	

	3rd Shot, Rapid Firing
	1d8
	+1
	2
	 
	 
	 
	+14
	6
	20
	

	Crystal of Cold Assault, Greater
	-
	1d6
	 
	 
	 
	 
	 
	 
	 
	-1 to AC 1 round


Hit, hit, hit.  Dmg:  (5 + 1 + 6 cold) + (6 + 1 + 3 cold) + (1 + 1 + 4 cold) = 15 + 13 cold = 28 + (-1) to AC on next round.

The deathcoils coils up and dies about 100’ away from them.

The landscape is still for a moment, and eventually the songs of birds chirping nearby returns to caress their ears.

Trufaux farts, his knees visibly shaking now.

“Well, Scout, you did well,” Kali evaluates the archer as she sheathes her swords.  “I prefer not to eat a snake especially one that lived in a dunk hill.  But maybe this other would do instead.”  She moves toward the dead body, Jason in toe.  “Wonder if this thing is valuable.”

Jason doesn’t respond, his eyes are more so upon Kali’s rear at the moment, but turn elsewhere when she pauses.

The sound of more movement can now be heard to the south, though after careful listening, it is evident that whatever is rustling through the temperate foliage is actually moving away from them.

A few egrets fly overhead, bearing their beaks and flight path eastward towards the lake that Trufaux swears is just up ahead.
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“We’ve been following this trail,” the wererat points to the single map they hold.  “And now veered off of it, and entered this oasis.  A bit more, and we’re either in a marsh or standing on a rocky coast, depends on the part of the lake at which we arrive.”

Jason—a passionate scout—commits this to memory, studying the map further before pocketing it again.

Caleb seems eager to know about the lay of the land.  

Faith says, “I wonder if they are testing us or if we simply ran across local fauna.”

The scout uses his training to discern what he can.  “I’m putting my coppers and silvers on these being entirely wild.  This was once a nest,” he points to a bush with clumps of straw and twigs underneath.  “Not sure what might’ve nested there, but it was probably eaten by the deathcoils.  The dung snakes are going to obviously be attracted to the dung, but the deathcoils definitely made this part of its hunting ground, probably using the dung snakes as alarms that triggered its attention when we killed them.”

Kali concurs.  “I don’t see a trace of any regulation on the part of sentient beings... no pruning, clipping, or logging.  This is a refuge maintained by nature itself, and the spirits herein.”

Jason nods, “Now as for whether or not whatever’s over there to the south is a wild animal or a yuan-ti expeditionary force waiting to ambush us, that’s another question?”

“I smell nothing metallic or leathery coming from there,” Trufaux says, having removed his helmet.  “Whatever just bolted away was not armored... but it was a reptile.”

“Let’s go see if we can talk to them,” Faith replies headed off south.

The others follow, and with Jason taking the lead and scouting the area ahead, they are only able to follow about 1000’ until the trail runs cold, and the scent of the retreating creatures disappears.

“Let’s see that map again?” Caleb asks a statement.

“We’re in a valley, so we have no visual on anyone who could be fleeing from us in any direction,” Jason states the obvious to the others as they behold the ideal spot for a dwelling, should they ever want to retire.

“So we can either go back uphill to the paved road,” Caleb points eastward.  “Or keep on bearing south and eventually reach the road at a further juncture,” he adds.

“Or we could keep going west and eventually reach the lake,” poses Trufaux.  “Maybe set up camp there, eat and rest a bit.”

“It is still morning,” Faith protests.  “Let us not ponder our campsite just yet.”

Gordo sighs, “I mean, we’re meant to be going southwest, right?  So whether we head south or west, we’re making headway, even if we’re not taking the road.”

“The most efficient way to the Serpent Kingdom’s central fortification is along the road,” Caleb points out.  “Any other path is the scenic route, unless there’s some advantage, such as access to fresh, running water, to taking one of these other routes.”

Trufaux has to go and take care of his biologicals, so he excuses himself as the others confer on where to go and what to do.

In the meantime, the others concur that they should head southeast.

~*~

The party has been trekking southeastwardly, and seeing as the direction of the wind has turned also southeastward, Trufaux is unable to smell anything in front of them.  Now that they’ve gone uphill and away from the lake, the terrain has returned to what they were previously traversing:  junipers and sagebrush peppered by cacti and succulents.

The party clears a hill, and as the wind beats upon their backs, the scout takes a moment to look from this propitious vantage point, spotting nothing and no one.  He then looks back at his party, smiles and nods, then continues on their southeastwardly path down the hill and towards a dried out creek bed just up ahead.

Viperswift Fangsheart has been waiting for the stinking mammals to make their presence seen as well as heard and smelled.  They have at least two armored combatants among them, Viperswift deduces from the footsteps.  He turns back to his party approaching, and signals a few key somatic elements.

Masigniorine Adderhiss rides a giant lizard behind the group, and once alerted by the scout’s somatic gesture, casts bear’s endurance upon herself.

Those on foot slow their step down so as to be quiet as they approach the summit.

Pythongrip Featherscale takes point behind Viperswift, not quite running, but creeping quickly.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	Pythongrip Featherscale
	Move Silently
	7
	0
	19
	26


See below.

Slithering as they make their way of the hill, the three halfblood shock troops lead the way for the six pureblood acolytes that trail close behind.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	Yuan-ti ½blood
	Mov.Sil.
	7
	0
	3
	10

	Yuan-ti ½blood
	Mov.Sil.
	7
	0
	7
	14

	Yuan-ti ½blood
	Mov.Sil.
	7
	0
	9
	16

	Yuan-ti pureblood
	Mov.Sil.
	6
	0
	15
	21

	Yuan-ti pureblood
	Mov.Sil.
	6
	0
	6
	12

	Yuan-ti pureblood
	Mov.Sil.
	6
	0
	5
	11

	Yuan-ti pureblood
	Mov.Sil.
	6
	0
	7
	13

	Yuan-ti pureblood
	Mov.Sil.
	6
	0
	12
	18

	Yuan-ti pureblood
	Mov.Sil.
	6
	0
	6
	12


The troops are heard by the entire party.

	Skill
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Caleb:  Listen
	0
	Wis (+4)
	2
	6
	6
	12

	Faith:  Listen
	0
	Wis (+3)
	0
	3
	7
	10

	Gordo:  Listen
	7
	Wis (+0)
	2
	9
	4
	13

	Jason:  Listen
	11
	Wis (+2)
	0
	13
	18
	31

	Kali:  Listen
	2
	Wis (+0)
	2
	4
	14
	18


See below.

They descend about half-way towards the creek with Jason in the lead, who now signals to the others to stop momentarily.  He realizes as they approximate the lowest part of this ridge that they might be walking into a trap.

Crouching into a better position among the others, Professor Rattlehum Diamondback casts see invisibility.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	Prof. Rattlehum Diamondback
	Move Silently
	2
	0
	11
	13


See below.

The others now hear the sound of movement to the south as well.

Masigniorine Adderhiss is almost at the top of the hill, and casts eagle’s splendor upon herself.

Round 1
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The rider reaches the top of the hill, and casts what Caleb identifies as bull’s strength upon herself as she studies the band of wanderers in the midst of their king’s lands.
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The unarmored woman riding atop the giant, saddled lizard keeps her heavy mace hanging from her side.
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A male spellcaster type announces, “You tread upon the hinterlandsss of the Ssserpent Kingdom... and with a wererat, no lesssss.  What is your businessss here?”
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A wereserpent scout and a lizardwoman ranger stand tall, each brandishing a longbow, one nicer than the other.  The wereserpent twists and cracks his neck in anticipation of diplomacy going awry.  The lizardwoman draws and arrow, but does not touch it to her bowstring.

[image: http://i.imgur.com/ezsnFSk.jpg]

Three halfblood shock troopers reach the summit, each one differently scaled and adorned, and all looking eager to kill and die for their leader.  One of them is striped like a coral snake; the markings on the other two are less distinctive, one being purely green and the other sporting a red and blue pattern.
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The six pureblood acolytes accompanied the halfblood shock troopers eye the mammals as they behold each of them.
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Trufaux shits himself a nugget, then holds his ranseur in fighting stance as he spots a fellow with the same markings as the coral snake that bit him last year.
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Jason calls out, “We were told of your great kingdom and were coming to seek audience with your ruler.”

Kali follows with an explanation for the wererat, “This beast is my slave.  He seemed good for nothing else; as you see the coward cannot hold his bowels when he is afraid.”  She scoffs in the rat’s direction and speaks what sounds like cursing.
	Skill
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Kali: Bluff
	0
	Cha (+3)
	0
	3
	7
	10


See below.

Faith says, “We don’t need a conflict here, do we?”
	Faith: Skill
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Diplomacy
	8
	Cha (+3)
	2
	13
	1
	14


See below.

Feeling like their intelligence has been insulted (or perhaps their wisdom), the serpent folks call bullshit, and prepare for battle with scorn on their faces.

Jason estimates the distance between himself and the male who spoke is about 350’, and gauges that he is about 20’ lower than they are in altitude.

Caleb and Gordo note that Trufaux is standing right behind them, hoping to fight on the defensive this time around.

[image: ]

Round 2

Masigniorine gives a few verbal commands to her posse, then urges her mount westward, and the lizard complies.  She casts guidance, or so it seems to Caleb and Gordo.
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Having deferred to their leader’s discretion, the halfblood shock troops now advance a bit, and each casts entangle upon the land around the heroes, doubly and trebly populating the earth around part of the area with a total of three smatterings of brambles and vines.

Within this Venn diagram of entanglement, the heroes do their best to wrest themselves free.

Entangle 1
	Save vs.
entangle
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Caleb, Reflex
	3
	Dex (+3)
	2
	8
	7
	15

	Faith, Reflex
	2
	Dex (+1)
	5
	8
	5
	13

	Gordo, Reflex
	7
	Dex (+3)
	0
	10
	8
	18

	Kali, Reflex
	6
	Dex (+3)
	1
	10
	12
	22


Success, fail, success, success.  See below.
	Character
	Save vs.
entangle
	Ranks
	Mods
	Roll
	Save

	Trufaux
	Reflex
	2
	0
	2
	4


Fail.

Entangle 2
	Save vs.
entangle
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Faith, Reflex
	2
	Dex (+1)
	5
	8
	19
	27

	Gordo, Reflex
	7
	Dex (+3)
	0
	10
	16
	26

	Kali, Reflex
	6
	Dex (+3)
	1
	10
	4
	14


Success, success, success.  See below.

Entangle 3
	Save vs.
entangle
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Faith, Reflex
	2
	Dex (+1)
	5
	8
	17
	25

	Gordo, Reflex
	7
	Dex (+3)
	0
	10
	8
	18

	Jason, Reflex
	7
	Dex (+5)
	1
	13
	14
	27

	Kali, Reflex
	6
	Dex (+3)
	1
	10
	2
	12


Success, success, success, fail.

Faith, Kali, and Trufaux are entangled; the others remain free, and can move out of the way if they choose.

The pureblood acolytes do little more than run to various parts of the grade as it slopes down towards the heroes.  Hiding behind bushes, they leave to the imagination what they might do next.

Viperswift Fangsheart and Pythongrip Featherscale also move into position behind two of the bigger juniper bushes to the north.

Prof. Rattlehum Diamondback smirks as he casts true strike, and moves towards the enemy cautiously.

Trufaux [entangled] does his best to wrest himself free from the entanglement, assuming hybrid form within his plate armor.
	Character
	Check vs.
entangle
	Ranks
	Mods
	Roll
	Save

	Trufaux
	Escape Artist
	2
	1
	14
	16


Fail.

The wererat squeals as his helmet falls off his head, revealing a fellow that now resembles a rodent far more than a gnome.
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Unable to cast spells with somatic components Faith [entangled] struggles to free herself from the entangling vines that use the creases in her armor as handles to grab onto.
	Character
	Ability
& Mod.
	Roll
	Check

	Faith
	Strength +5
	14
	19


Fail.

The paladin remains held in place about 10’ south of Kali.

Less encumbered than Faith, but just as anchored by the entangle spell, Kali tries to slink her way out of the tendrils and brambles wrapped around her wrists and ankles.
	Kali: Skill
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Escape Artist
	6
	Dex (+3)
	-2
	7
	9
	16


Fail.

Kali remains in the tendrils, though she notes that Gordo has jumped free of the vines, and is approaching her now.

Gordo tries to free Kali using his short sword +2 (Frostlick).
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Short Sword Frost Tongue +2
	1d4
	2
	2
	19-20, x2
	Piercing
	2.0
	+12
	18
	30


Hit.  Dmg:  2 + 2 + 6 cold? = 10.  Still need to know where to find the canon info on Frost Tongue or Frostlick.
[End result to be determined.]

Caleb moves out of the entangled area, trying to give himself some cover.  Choosing E6 as the closest and best covered spot immediately available, the cleric-diviner spotted his yuan-ti counterpart—the revered Professor Rattlehum Diamondback, whom Caleb had never heard of.
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Round 3

	Character
	Group
	Initiative
	Roll
	Modified Roll
	Move

	Viperswift Fangsheart
	2
	3
	20
	23
	50’

	halfblood shock troops
	2
	5
	16
	21
	40’

	Trufaux (armored)
	2
	1
	18
	19
	20’

	Kali
	1
	7
	10
	17
	30’

	Pythongrip Featherscale
	2
	2
	15
	17
	50’

	Caleb
	1
	3
	13
	16
	40’

	pureblood acolytes
	2
	5
	10
	15
	40’

	Jason
	1
	7
	4
	11
	50’

	Masigniorine Adderhiss
	2
	4
	7
	11
	40’

	Faith
	1
	1
	8
	9
	20’

	Prof. Rattlehum Diamondback
	2
	6
	2
	8
	40’

	Masigniorine’s mount
	2
	0
	8
	8
	30’

	Gordo
	1
	-1
	5
	4
	20’



Viperswift Fangsheart—already with her composite gnomebane longbow drawn—sneaks behind a juniper until he spots his favored enemy and rapid fires upon the gnomish wererat.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Viperswift Fangsheart
	Composite Gnomebane
Longbow (cold crystal)
	1d8+1d6 cold
	6
	-2 range
	1
	2 + 2
	14
	23

	Viperswift Fangsheart
	Longbow, 2nd Shot
	1d8+1d6 cold
	1
	0
	1
	2 + 2
	8
	14

	Viperswift Fangsheart
	Longbow, Rapid Shot
	1d8+1d6 cold
	6
	0
	1
	2 + 2
	2
	13


Hit, miss, miss.  Dmg:  (5 + 5 bane + 2 favored enemy + 4 cold) = (12 + 4 cold) = 16.

The halfblood shock troops see that some—but not all—of these heroes are too mighty for their entangle spells, and readied their bows, firing a single arrow each after having positioned themselves in a suitable location.

	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total
	Targeting

	halfblood shock trooper 1
	MW longbow, 1st Shot
	1d8
	9
	1
	1
	-6 range
	15
	20
	Faith

	halfblood shock trooper 2
	MW longbow, 1st Shot
	1d8
	9
	1
	1
	-6 range
	1
	6
	Gordo

	halfblood shock trooper 3
	MW longbow, 1st Shot
	1d8
	9
	1
	1
	-8 range +2 height
	18
	23
	Jason


Miss, miss, miss.

Trufaux [entangled] does his best to squeeze out of the entangle spell.
	Character
	Check vs.
entangle
	Ranks
	Mods
	Roll
	Save

	Trufaux
	Escape Artist
	2
	1
	2
	4


Fail.

All in vain, yet... all in vain.

Kali attempts to slip out of the tendrils.
	Kali: Skill
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Escape Artist
	6
	Dex (+3)
	-2
	7
	19
	26


Success.

The lover-fighter-dancer slinks out of the tendrils’ grips and moves 30’ north.

Having cast longstrider—her only spell—about a minute ago when Viperswift signaled that the mammals were approaching, Pythongrip Featherscale now spots Jason treading through the brambles conjured by the halfbloods.  The ranger positions herself at a better spot, and fires a single shot at the human archer.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Pythongrip Featherscale
	MW Longbow, 1st Attack (acid crystal)
	1d8+1d6 acid
	6
	1
	1
	-4 range
	5
	9


Miss.

The pureblood acolytes each make a 5’ adjustment, point, and shoot at Kali and Gordo.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total
	Targeting

	pureblood acolyte
	MW longbow
	1d8
	4
	1
	1
	0
	9
	15
	 Gordo

	pureblood acolyte
	MW longbow
	1d8
	4
	1
	1
	0
	6
	12
	Gordo

	pureblood acolyte
	MW longbow
	1d8
	4
	1
	1
	0
	10
	16
	 Kali

	pureblood acolyte
	MW longbow
	1d8
	4
	1
	1
	0
	2
	8
	 Kali

	pureblood acolyte
	MW longbow
	1d8
	4
	1
	1
	0
	17
	23
	 Kali

	pureblood acolyte
	MW longbow
	1d8
	4
	1
	1
	0
	11
	17
	 Kali


Hit, miss, miss, miss, miss, miss.  Dmg to Gordo:  7 [33/40].

Jason jumps back and forth to avoid being entangled further.
	Save vs.
entangle
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Reflex
	7
	Dex (+5)
	1
	13
	13
	26


Success.  See below.

Jason also darts out of the way of the tendrils, and moves back as quick as possible, staying within the entanglement field.  The scout is able to reach his intended destination, but is still in danger of being entangled.

Having cast guidance, Masigniorine continues to ride her lizard as it crawls westward along the high ground.  Speaking mostly in the Yuan-ti tongue with some Common phrases thrown in there, Masigniorine Adderhiss begins to taunt Faith into combat, hissing and slurring words that the heroes can’t understand intermingled with phrases like “your teats off” and “skewered torso” among others.
Masigniorine Adderhiss gains +1 on next attack against any foe [guidance], plus an additional +1 on attacks, damage, and Will saves against Faith [knight’s fighting challenge, expires on Round 2 + 5 + 5 = 12].

Masigniorine’s mount stops as the woman draws her crossbow and fires a bolt at Faith.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Masigniorine Adderhiss
	Heavy Crossbow +1 (fire crystal)
	1d8+1d6 fire
	6
	-4 range
	1
	+1 +1
	8
	13


Miss.

Having cast true strike, Prof. Rattlehum Diamondback now positions himself 40’ further to the west, and fires an accursed pebble at Faith.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Prof. Rattlehum Diamondback
	Unholy Sling
	1d4 – 1 + 2d6 evil
	4
	-14 range
	1
	+20 true strike
	17
	28


Hit.  Dmg:  3 – 1 + 11 evil = 13.  Partial damage negated.  [104/116]

Gordo keeps trying to free Kali using his short sword +2 (Frostlick).
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Short Sword Frost Tongue +2
	1d4+1d6 cold
	2
	2
	19-20, x2
	Piercing
	2.0
	+12
	9
	21


Threat.  1d20 = 18 + 12 = 30, critical hit.  Dmg:  2 x (1 + 5 cold) = 2 + 10 cold = 12.

And though it would probably not be this easy in the future, the halfling rogue is able to chop a tendril clean off of Kali, though where this tendril was cut off, two more sprout.

Faith continues to try to struggle to free herself from the tendrils.
	Character
	Ability
& Mod.
	Roll
	Check

	Faith
	Strength +5
	7
	12


Fail.

Caleb casts shield of faith on himself, trying to stay out of sight.
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	Skill
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Caleb: Hide
	0
	Dex (+3)
	8
	11
	4
	15


Result unknown.

Faith and Kali spot a tiny, reptilian, winged creature that had been hiding in the bushes now take flight and head southeast.  It’s about 400’ from Faith by the time they spot it, and flies at about 60’ per round.
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Round 4

Viperswift Fangsheart, a scout with an eye as keen as Jason’s, effortlessly sprints 50’ in a mostly westward direction.  The skirmisher then takes a single potshot at Trufaux, who remains bound.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total
	Notes

	Viperswift Fangsheart
	Composite Gnomebane Longbow (cold crystal)
	1d8+1d6 cold
	6
	0
	1
	0
	17
	24
	+2d6 vs. gnomes


Hit.  Dmg:  3 + 3 skirmish + 10 gnomebane + 6 cold = 22.

Trufaux suffers too strong a blow, and begins to bleed out.

Caleb casts close wounds on the wererat as a reaction when he goes down.
Trufaux gains 4 + 5 = 9 hps, and regains consciousness.

The yuan-ti hiss and cheer at the wererat’s demise.

Pythongrip Featherscale, the other ranged combatant in the yuan-ti posse, licks the air as she also moves 50’ closer, and targets Kali.  The expert archer closes one eye as she carefully aims.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Pythongrip Featherscale
	MW Longbow (acid crystal)
	1d8+1d6 acid
	6
	1
	1
	0
	5
	13


Miss.
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Prof. Rattlehum Diamondback, pleased to note that they have seen to the extermination of the wererat, now ponders on their next objective, the capture or extermination of its companions.  The yuan-ti diviner lacks long-range spells to cast against the intruders, so he slithers about 135’ westward at an alarming rate, then hides behind a large juniper.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	Prof. Rattlehum Diamondback
	Hide
	5
	0
	11
	16


See below.

Faith, Gordo, and Jason are still able to see his legs, though the diviner’s torso and head are concealed behind the green bush-tree.

Masigniorine Adderhiss has designated Faith as the primary melee combatant, whom she will soon face in battle, but as she urges her mount westward towards a cluster of vegetation, she produces a potion of barkskin, and drinks it.
Adderhiss gains +2 to AC and FF AC.

The woman also swiftly taps a gem engraved into her headband, and a helmet begins to form around her head.

The halfblood shock troops advanced 40’ towards the intruders, then each shot an arrow, targeting Kali and Gordo.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total
	Targeting

	halfblood shock trooper
	MW longbow
	1d8
	9
	1
	1
	-6 range
	15
	20
	Gordo

	halfblood shock trooper
	MW longbow
	1d8
	9
	1
	1
	-6 range
	10
	15
	Kali

	halfblood shock trooper
	MW longbow
	1d8
	9
	1
	1
	-6 range
	2
	7
	Kali


Hit, miss, miss.  Dmg:  2 [31/40].

“The halfling is vulnerable!” the successful archer shouts, causing the others to target Gordo.

The pureblood acolytes set their sights on the halfling rogue, moving 40’ westward, and maintaining the higher ground for the moment.  Their arrows are aimed high, then released towards Gordo.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	-6 range
	15
	16

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	-6 range
	4
	5

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	-6 range
	14
	15

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	-6 range
	13
	14

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	-6 range
	17
	18

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	-6 range
	8
	9


Hit, miss, hit, hit, hit, miss.  Dmg:  4 + 5 + 2 + 3 = 14 [17/40].

Seeing the yuan-ti forces attacking the group, Caleb peeks out from behind the juniper to get a clear line of sight, and casts fireball on Rattlehum and the 3 pureblood acolytes.
	Ranged Weapon
	Dmg.
	TH+
	Ranks
	Roll
	Check

	Bypass Spell Resistance
	10d6 fire
	4
	7
	14
	21

	Bypass Spell Resistance
	10d6 fire
	4
	7
	3
	10

	Bypass Spell Resistance
	10d6 fire
	4
	7
	16
	23


Success, fail, success.  Pureblood acolyte 1 resists the spell.
	Character
	Save vs.
fireball
	Ranks
	Mods
	Roll
	Save

	Pythongrip Featherscale
	Reflex
	3
	0
	3
	6

	pureblood acolyte 2
	Reflex
	5
	0
	18
	23


Pureblood acolyte 2 saves for ½ damage.
Dmg to Pythongrip:  39 fire.
Dmg to pureblood acolyte 2:  ½ x 37 = 18 fire.

Pythongrip is dearly stung by the flash of fire that just about toasts one of her two disciples.  The acolyte behind her falls to her knees, clutching at his own throat, and falls face down.

Caleb smirks and nods at a job fairly well done.

Jason, still in the vines, moves cautiously to the west, stopping just out of reach of the vines, and with his bow attacks the mounted woman, who is now just under 200’ from him, and at about the same altitude across the minor rift.
	Ranged Weapon
	Dmg.
	D+
	TH+
	Critical
	Rng.
	Wt.
	Atk
	Roll
	Check
	Notes

	Sacred Composite Longbow, Skirmish
	1d8
	+1 +3d6
	2
	x3
	200’
	3.0
	+16
	10
	26
	

	Crystal of Cold Assault, Greater
	-
	1d6
	 
	 
	 
	 
	 
	 
	 
	-1 to AC 1 round


Hit.  Dmg:  7 + 9 + 4 cold = 20.

This upsets the lizard mount, who groans like a lean tortoise.  And though the arrow sticks to the woman, she pulls out the freezing bolt as her helmet continues to grow into a suit of plate armor.

Faith continues to struggle against the vines.
	Character
	Ability
& Mod.
	Roll
	Check

	Faith
	Strength +5
	11
	16


Fail.

Gordo decides that chopping at the vines is a losing battle, and moves instead to stand beside Jason.
	Save vs.
entangle
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Reflex
	7
	Dex (+3)
	0
	10
	16
	26


Success.

Kali has escaped the entangled area.
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Round 5

Masigniorine Adderhiss drinks a potion of cure moderate wounds and urges her mount forward, issuing commands across the battlefield in her own language, which none of the heroes can understand.
Adderhiss regains 7 + 7 = 14 hps.

Jason and Kali spot the acolyte preparing to shoot at them on the next round.  The others can deduce that he’s behind that trio of trees somewhere.

One yuan-ti acolyte runs northwestward and gets behind a bush.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	pureblood acolyte
	Hide
	3
	0
	11
	14


See below.

Another follows Pythongrip Featherscale as they also make their way to the next cluster of junipers and give themselves enough time to shoot one arrow each at Gordo.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total
	Targeting

	Pythongrip Featherscale
	MW Longbow (acid crystal)
	1d8+1d6 acid
	6
	1
	1
	0
	1
	9
	Gordo

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	0
	11
	17
	Gordo


Miss, hit.  Dmg:  6 [11/40].

The other three pureblood acolytes cheer as Gordo keeps taking mundane arrow damage, hissing in their own vile language.  They sprint westward behind the junipers just south of the lizard-riding woman, and are fully concealed by the vegetation.

The halfblood shock troops don’t quite make it as far as the trees, but they make their way there as well.

Viperswift Fangsheart makes a 5’ adjustment into the dry creek, then fires off three arrows in Kali’s direction.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Viperswift Fangsheart
	Composite Gnomebane Longbow
(cold crystal)
	1d8+1d6 cold
	6
	0
	1
	-4 range & height
	7
	10

	Viperswift Fangsheart
	Longbow, 2nd Shot
	1d8+1d6 cold
	1
	0
	1
	-4 range & height
	13
	11

	Viperswift Fangsheart
	Longbow, Rapid Shot
	1d8+1d6 cold
	6
	0
	1
	-4 range & height
	13
	16


Miss, miss, miss.

Prof. Rattlehum Diamondback creeps around behind the trees, but no one can see him.

Caleb casts a targeted dispel magic, trying to remove the entangle spell and free Faith.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	Caleb
	Dispel Magic
	10
	0
	11
	21

	Caleb
	Dispel Magic
	10
	0
	19
	29

	Caleb
	Dispel Magic
	10
	0
	14
	24


Success, success, success.

Centering it on the paladin, he is able to get the point of origin of one of the three entangle spells, extinguishing that one completely.

All entanglement fields become disrupted around Faith.

The paladin, free of the tendrils now, moves north-northwestwardly and out of the entangle, summoning Brant.

Brant neighs, rears back, then stands still for Faith.

Gordo brandishes his +2 frost sword and moves 20’ south, hoping to melee with the lizard-riding woman.

Kali feels useless because she has no long range weapons, but decides to hold her ground with both swords drawn, preparing to attack the first oncoming enemy, which was probably this lesser yuan-ti approaching from the east.

Jason fires upon the lizard rider.
	Ranged Weapon
	Dmg.
	D+
	TH+
	Critical
	Rng.
	Wt.
	Atk
	Roll
	Check
	Notes

	Sacred Composite Longbow, Strength +1
	1d8
	+1
	2 + 2 height
	x3
	200’
	3.0
	+14
	5
	21
	

	2nd Shot
	1d8
	+1
	2 + 2 height
	 
	 
	 
	+9
	20
	31
	

	3rd Shot, Rapid Firing
	1d8
	+1
	2 + 2 height
	 
	 
	 
	+14
	20
	36
	

	Crystal of Cold Assault, Greater
	-
	1d6
	 
	 
	 
	 
	 
	 
	 
	-1 to AC 1 round


Miss, threat, threat.
1d20 = 8 + 9 = 17, not a critical hit.
1d20 = 11 + 9 = 20, not a critical hit.
Dmg:  (2 + 1 + 3 cold) + (8 + 1 + 3 cold) = 12 + 6 cold = 18.

Trufaux is thankful to Caleb, who winks at him in the midst of the action.  The rat-gnome gets up onto his feet, and picks up his ranseur, noting Gordo’s bravado as the wererat makes his way south to spar with the adversary’s leader.  “You go, halfling!” the gnome cheers.
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Round 6

Faith mounts up, casting righteous fury on herself sharing it with Brant.
Faith and Brant both gain 50 temporary hps [these expire in 1 hour if not used up] [166/116], and +4 to Strength [expires on Round 66].
	Skill
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Faith: Ride
	2
	Dex (+1)
	0
	3
	3
	6


Fail.  Mounting is a move action on this round.

Masigniorine Adderhiss nods with approval at the paladin’s buffing spell, and urges her mount forward.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	Masigniorine Adderhiss
	Ride
	3
	0
	16
	19


See below.

The lizard jumps across the dry creek, and takes a few more steps northwestwardly.  When the beast and her rider are in range of Jason, she casts blindness on the scout.
	Save vs.
blindness
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Fortitude
	3
	Con (+0)
	3
	6
	1
	7


Fail.

Jason becomes completely blind.

Viperswift Fangsheart sprints northward and up the slope, taking refuge behind another bush.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	Viperswift Fangsheart
	Hide
	12
	0
	10
	22


Has full concealment.

Staying out in the open now, Pythongrip Featherscale moves 50’ north-northwest and fires a single shot at Trufaux, her favored enemy.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Pythongrip Featherscale
	MW Longbow, 1st Attack (acid crystal)
	1d8+1d6 acid
	6
	1
	1
	-2 range
	14
	20


Hit.  Dmg:  4 + 5 acid = 9.

The wererat winces with pain as an acidic arrow sticks in his left deltoid.

One acolyte sprints northwestwardly, getting close to Kali.

The acolyte that follows the ranger also fires an arrow, this one directed at Gordo.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	pureblood acolyte 3
	MW Longbow
	1d8
	4
	1
	1
	-2 range
	13
	17


Hit.  Dmg:  2 [9/40].

The other pureblood acolytes also attack Gordo, seeing the bold and defenseless halfling as an easy target.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	pureblood acolyte 4
	MW Longbow
	1d8
	4
	1
	1
	-2 range
	19
	23

	pureblood acolyte 5
	MW Longbow
	1d8
	4
	1
	1
	-2 range
	4
	8

	pureblood acolyte 6
	MW Longbow
	1d8
	4
	1
	1
	-2 range
	18
	22


Hit, miss, hit.  Dmg:  1 + 4 = 5 [4/40].

Almost dead, Gordo wipes some blood from his forehead and eyebrows as the three archers come out from behind the junipers and draw another arrow, ready to repeat the process and lay Gordo out.

Prof. Rattlehum Diamondback moves north, reaches the creek, crouches behind the giant lizard, and strategizes further.

The halfblood shock troops bare their teeth, smelling the sweet scent of fear in the mammalian heroes.  They each reach the dry creek without time to do much more for the moment, and seem to smile from ear to ear as they display their forked tongues and curved fangs.

Trufaux drinks a potion of cure serious wounds, and heads southwest towards where he resolves to die gloriously in battle.
Trufaux heals 11 + 8 = 19 hps.

Caleb wants to cast cure serious wounds on Gordo, but the halfling is already too far for Caleb to reach him and cast the spell, so instead, the spellcaster chooses to move 40’ toward Gordo, and shoot one of the enemies within 190’ with his wand of magic missile.
Target determined randomly out of 8 possible targets within specified range:  halfblood shock trooper 3.  Dmg:  12 + 5 = 17 magic.

And though he hadn’t noticed until now, Caleb’s fireball spell has caused one of the junipers to the southeast to catch on fire, not that it makes a lot of tactical difference.

Kali attacks the acolyte.

Jason yells, “I can’t see!  I can’t see!” climbing back north 40’.

Seeing Jason turning back, Gordo also retreats.
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Round 7

Feigning valor in the face of near-certain death, Trufaux drinks a potion of cure moderate wounds, and bears his overbiting incisors at lizard-riding knight woman whose suit of plate armor is now completely assembled around her, then has a change of heart and scuttles over to Kali to provide support against a more mundane foe.
Trufaux gains 3 + 5 = 8 hps.

The halfblood shock troops discontinue their entangle spells, and rush forward and uphill to create a barrier between their leader and the enemies.  Faith studies their body language and eyes, and it is clear that they do not intend to engage Faith, but rather her fellow adventurers behind her, letting their mistress deal with the foe that she has selected for herself.

Masigniorine Adderhiss— a knight now truly in shining armor—eyes the pitiful wererat, but really awaits the incoming horsewoman that looks to be a more worthy adversary.

Atop Brant, Faith sees that the entangle spells are dismissed, and spurs her mount south towards the archenemy of the moment.
	Faith: Skill
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Ride: Guide with Knees
	2
	Dex (+1)
	0
	3
	11
	14


Success.  Faith can fight two-handed for now if she wants to.

Masigniorine Adderhiss [no longer able to take 10 on Ride now that the PCs are in proximity] then urges her own mount forward to face the proud paladin before her.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	Masigniorine Adderhiss
	Ride
	3
	0
	8
	11


Success.

Adderhiss holds her heavy mace with both hands as she braces for combat, urging Faith on in a language indiscernible to the pious templar as she swings the blunt object in a menacing way.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Masigniorine Adderhiss
	Heavy Mace +2
	1d8+2+5
	6
	0
	2
	1 Knight’s Challenge
	13
	21


Miss.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	Masigniorine Adderhiss
	Ride
	3
	0
	19
	22


Success.

Faith swings back.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check
	Properties

	Adamantine Illuminated Holy Greatsword +1
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	16.0
	+18
	2
	20
	+2d6 to evil


Miss.
	Skill
	Rank
	Ability
& Mod.
	Misc.
Mods.
	Total
	Roll
	Check

	Faith: Ride
	2
	Dex (+1)
	0
	3
	5
	8


Fail.

Steel meets steel.  Both blows hit each enemy’s armor, but do not do much to hurt the combatants within.  “Bitch, you suck!” the yuan-ti cleric-knight taunts the paladin-templar in Common now.

Prof. Rattlehum Diamondback has had enough of the lackeys getting in the way of his Masigniorine, so he makes his way slightly uphill and northeastward, disappearing into the cluster of junipers just east of the ensuing joust, then maybe does nothing for the moment.

Viperswift Fangsheart moves 50’ closer to his mark, and skirmishes a single arrow in Trufaux’s direction.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total
	Notes

	Viperswift Fangsheart
	Longbow, Skirmish
	1d8+1d6 cold
	6
	0
	1
	-2 range
-2 height
	9
	13
	+2d6 vs. gnomes


Miss.

Pythongrip Featherscale also moves forward about 50’, then lets loose a single arrow towards her favored enemy:  Trufaux.  She’s not about to let her prey live another day.  His head will be on her mantle before the tenday’s end.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Pythongrip
Featherscale
	MW Longbow
(acid crystal)
	1d8+1d6 acid
	6
	1
	1
	+2 favored enemy
-2 range
-2 height
	18
	28


Hit.  Dmg:  8 + 2 + 1 acid = 11.

The pureblood acolyte following Pythongrip mimics her actions.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	0
	2
	8


Miss.

Three other acolytes emerge from the bushes to the south, and fire arrows upon Jason.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	pureblood acolyte 4
	MW Longbow
	1d8
	4
	1
	1
	0
	12
	18

	pureblood acolyte 5
	MW Longbow
	1d8
	4
	1
	1
	0
	4
	10

	pureblood acolyte 6
	MW Longbow
	1d8
	4
	1
	1
	0
	11
	17


Miss, miss, miss.

The blinded archer’s senses tell him arrows are coming.  Jason intuitively steps away from the incoming volley, and the trio of missiles misses its mark.

And the most ambitious acolyte reaches Kali, and slashes at her.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	pureblood acolyte 1
	MW Scimitar
	1d6
	4
	0
	1
	0
	15
	20


Miss.

The transgender yuan-ti misses—or rather scrapes up Kali’s Celestial Chainmail—and then it’s Kali’s turn to play swipies.

Kali swipes at the transgender yuan-ti.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Scimitar +2
	1d6
	2
	2
	18-20, x2
	Slashing
	4.0
	+14
	7
	21

	2nd Attack
	1d6
	2
	2
	18-20, x2
	Slashing
	-
	+14
	15
	29

	Crystal of Electrical Assault, Greater
	-
	1d6
	-
	-
	-
	0.0
	 
	 
	 


Hit, hit.  Dmg:  (5 + 2 + 5 acid) + (5 + 2 + 2 acid) = 14 + 7 acid = 21.

The transgender yuan-ti falls in battle in the service of their Serpent King.

Trufaux is relieved as he arrives at the scene of the lethal swipes, and hacks at the body with his ranseur, just in case.
Gratuitous damage:  2 + 1 = 3.

The fire to the southeast flares up.

Caleb moves up to Gordo and casts cure serious wounds on him, giving up magic circle.
Gordo heals 12 + 11 = 23 hps [27/40].

Jason moves 30’ north.

Gordo retreats 15’ to the northeast so he can fire arrows from the cover of the chaparral evergreens.  He tries to get out of hand-to-hand range so that he’s not a liability for the party!
	Skill
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Gordo, Hide
	5
	Dex (+4)
	6
	15
	16
	31

	Character
	Check
	Ranks
	Mods
	Roll
	Save

	Prof. Rattlehum Diamondback
	Spot
	3
	2
	13
	18


See below (Round 8).

Gordo then sheathes his sword.
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Round 8

The two mounts circle one another, both staying within biting and kicking distance of one another.

Masigniorine Adderhiss knows she cannot toy too much with this paladin, so she full attacks with a fairly disciplined form.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Masigniorine Adderhiss
	Heavy Mace +2
	1d8+2+5
	6
	0
	5
	0
	17
	28

	Masigniorine Adderhiss
	Heavy Mace +2, 2nd Attack
	1d8+2+5
	1
	0
	5
	0
	8
	14


Hit, miss.  Dmg:  2 + 2 + 5 = 9.  Partial damage negated [146/166].

From horseback, Faith full attacks the enemy knight.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check
	Properties

	Adamantine Illuminated Holy Greatsword +1
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	16.0
	+18
	16
	34
	+2d6 to evil

	2nd Attack
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	 
	+13
	14
	27
	+2d6 to evil

	3rd Attack
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	 
	+8
	20
	28
	+2d6 to evil


Hit, miss, threat.  1d20 = 5 + 8 = 13, not a critical hit.
Dmg:  (9 + 2 + 10 + 1 + 3 good) + (4 + 2 + 10 + 1 + 8 good) = 22 + 17 + 11 good = 50.

The lizard nips at Brant’s hind knees like a determined jackal upon an antelope.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Masigniorine’s mount
	Bite
	2d8+9
	7
	7
	0
	0
	12
	26


Hit.  Dmg:  5 + 9 = 14 [81/95].

Faith struggles to control her wounded mount and remain mounted as Brant’s left hind leg falters.
	Skill
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check
	Notes

	Faith: Ride
	2
	Dex (+1)
	0
	3
	13
	16
	+2 to stay on saddle (Military Saddle)


Success.

[Faith can compel Brant to kick the lizard.]

Viperswift Fangsheart moves 50’ west while Pythongrip Featherscale and her acolyte move 50’ north.  All three then release their arrows upon Trufaux.  “Kill that fucking turnip muncher!” one of the snake people said in Common.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total
	Targeting
	Notes

	Viperswift Fangsheart
	Composite Gnomebane Longbow (cold crystal)
	1d8+1d6 cold
+ 1d6 skirmish
	6
	0
	1
	0
	15
	22
	Trufaux
	+2d6 vs. gnomes

	Pythongrip Featherscale
	MW Longbow, 1st Attack (acid crystal)
	1d8+1d6 acid
	6
	1
	1
	0
	1
	9
	Trufaux
	 

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	0
	6
	12
	 Trufaux
	 


Hit, miss, miss.  Dmg:  2 + 3 cold + 2 + 7 gnomebane = 14.

Trufaux falls in battle yet again.  These rodent- and gnome-eating snake folk simply won’t let this wererat live.

The other three pureblood acolytes that remain standing release their respective volleys upon Caleb, whose human form is occluding Gordo’s halfling body.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	-2 height
	15
	19

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	-2 height
	18
	22

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	-2 height
	1
	5


Miss, miss, miss.

The snake-like squires then curse, and descend to the dry creek and begin to climb up the northern grade.

The halfblood shock troops reach the general patch of hillside where the conflict is ensuing.  One is close to Faith already; she turns towards the paladin, casts darkness on the ground as she slithers by, and continues towards Jason and company.  Passing by Faith as she does this, she invites the paladin’s blade to swipe at her.
1d100 = 91, darkness ignored.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check
	Properties

	Adamantine Illuminated Holy Greatsword +1
	2d6+2
	+10+1
	1
	17-20/x2
	Slashing
	16.0
	+18
	15
	33
	+2d6 to evil


Hit.  Dmg:  8 + 2 + 10 + 1 + 9 good = 21 + 9 good = 30.

	Character
	Check
	Ranks
	Mods
	Roll
	Save

	halfblood shock trooper
	Climb
	4
	0
	1
	5


Fail.

Another halfblood has a hard time getting up the grade, but will soon be upon Caleb, with whom he establishes eye contact and shakes his head, his forked tongue flickering in the air between them.

Kali wanted to send Trufaux to Jason’s aid, but now sees the wererat has been slain again, so she plants her feet in place and prepares to receive the first enemy that reaches her.

The third halfblood charge-attacks Kali, now that Trufaux lies dead yet again.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	halfblood shock trooper
	MW Scimitar
	1d6+1
	7
	3
	1
	2 charge
	4
	17


Miss.

As he charges, Kali full-attacks her new dance partner.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Scimitar +2
	1d6
	2
	2
	18-20, x2
	Slashing
	4.0
	+14
	11
	25

	2nd Attack
	1d6
	2
	2
	18-20, x2
	Slashing
	-
	+9
	9
	18

	Crystal of Electrical Assault, Greater
	-
	1d6
	-
	-
	-
	0.0
	 
	 
	 


Hit, miss.  Dmg:  2 + 2 + 6 electric = 10.

Having cast some spell that some could barely hear but none could see behind the bushes, Prof. Rattlehum Diamondback emerges from the junipers, reaching the altitude of most of the heroes, and looks upon the battlefield before him with glowing blue eyes.

Caleb can tell this is the effect of a true casting spell.  The cleric-diviner goes to heal Trufaux yet again.  He reaches the dying wererat, but does not have time to cast the spell on this round.

Gordo spots Rattlehum coming out from behind the bushes, but Rattlehum doesn’t spot him, so he tries to sneak attack the spellcaster as he hides between two junipers.
	Ranged Weapon
	Dmg.
	D+
	TH+
	Critical
	Rng.
	Wt.
	Atk
	Roll
	Check

	Composite Short Bow
	1d4
	5d6 sneak
	0
	x3
	70’
	2.0
	+13
	18
	31


Hit.  Dmg:  2 + 17 = 19.

The spellcaster screams with pain, his left arm pierced by the rogue’s half-sized arrow.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	Prof. Rattlehum Diamondback
	Concentration
	8
	1
	15
	24

	Prof. Rattlehum Diamondback
	Spot
	3
	2
	18
	23


Success.

Rattlehum puts his hand into his spell component pouch in anticipation of casting a nasty little something for Gordo, whom he now sees.

Jason, trained in blind fighting, moves 30’ north, but stumbles upon a spiky cholla cactus.
	Save vs.
Falling on His Face
	Rank
	Ability
& Mod.
	Misc.
Mods.
	Total
	Roll
	Check

	Jason: Reflex
	7
	Dex (+5)
	1
	13
	4
	17


Success.

The agile archer avoids getting a face full of spines and burrs, keeping his balance for the moment as his eyes fail him.
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Round 9

Professor Rattlehum Diamondback—aided by true casting—casts darkbolt upon the closest spellcaster:  Caleb.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Prof. Rattlehum Diamondback
	Ranged Touch Attack
	varies
	4
	0
	0
	0
	5
	9


Miss.

The yuan-ti diviner apparently can’t hurl a spell worth a damn, and Caleb has to fight back a chuckle just to concentrate.

Viperswift Fangsheart moves 50’ west-northwest, and fires a single arrow upon Kali.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Viperswift Fangsheart
	Composite Gnomebane Longbow (cold crystal)
	1d8+1d6 cold
	6
	0
	1
	0
	11
	18


Miss.

The arrow bounces off the fighter’s armor.

Pythongrip Featherscale and her acolyte press on directly westward 40’, and with a direct line of sight, also try to bring Kali down.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Pythongrip Featherscale
	MW Longbow, 1st Attack (acid crystal)
	1d8+1d6 acid
	6
	1
	1
	-2 height
	13
	19

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	-2 height
	6
	10


Miss, miss.

Keeping far enough from the mounted combat, three pureblood acolytes and two halfblood shock troopers climb up the hill, but do not quite reach Gordo.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	pureblood acolyte
	Climb
	2
	1
	16
	19

	pureblood acolyte
	Climb
	2
	1
	2
	5

	pureblood acolyte
	Climb
	2
	1
	11
	14

	halfblood shock trooper
	Climb
	4
	0
	9
	13

	halfblood shock trooper
	Climb
	4
	0
	20
	24


See below.

One of the acolytes slips and lags a bit behind the other charging yuan-ti.

One halfblood charge-attacks Gordo, while another spots and targets Caleb, but does not quite reach him yet.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	halfblood shock trooper
	MW Scimitar
	1d6+1
	7
	3
	1
	0
	7
	18


Hit.  Dmg:  4 + 1 = 5 [22/40].

Masigniorine Adderhiss full-attacks Faith.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Masigniorine Adderhiss
	Heavy Mace +2
	1d8+2+5
	6
	0
	5
	0
	18
	29

	Masigniorine Adderhiss
	Heavy Mace +2, 2nd Attack
	1d8+2+5
	1
	0
	5
	0
	11
	17


Hit, miss.  Dmg:  (7 + 2 + 5) + (1 + 2 + 5) = 14 + 8 = 22 [125/166].  Partial damage negated.

Faith moves north out of the darkness spell’s area of effect.  Once she spots the laggard pureblood climbing, she urges her horse onward and flanks-attacks the running, climbing, hissing opponent.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check
	Properties

	Adamantine Illuminated Holy Greatsword +1
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	16.0
	+18
	1
	19
	+2d6 to evil; ignores 20 hardness


Miss.

Faith nearly slashes at her own mount after her blade completely misses the lucky minion.

Masigniorine’s mount follows Brant out of the darkness and attacks the special mount again.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Masigniorine’s mount
	Bite
	2d8+9
	7
	7
	0
	0
	1
	15


Miss.

Brant avoids being bitten again in a rear leg.

Caleb casts cure moderate wounds on Trufaux, sacrificing silence.
Trufaux heals 5 + 11 = 16 hps.

Trufaux gets up and picks up his ranseur again, grateful to Caleb for his kindness.

Kali and the halfblood shock trooper continue their heated melee.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	halfblood shock trooper
	MW Scimitar
	1d6+1
	7
	3
	1
	0
	18
	29

	halfblood shock trooper
	Bite
	1d6+3
	7
	3
	0
	0
	9
	19


Hit, miss.  Dmg:  3 + 1 = 4 [93/97].

Kali full-attacks the shock trooper.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Scimitar +2
	1d6
	2
	2
	18-20, x2
	Slashing
	4.0
	+14
	8
	22

	2nd Attack
	1d6
	2
	2
	18-20, x2
	Slashing
	-
	+9
	2
	11

	Crystal of Electrical Assault, Greater
	-
	1d6
	-
	-
	-
	0.0
	 
	 
	 


Hit, miss.  Dmg:  2 + 2 + 3 electric = 7.

Jason [blind; 25’ north of B1] stops and turns to face the battle, though he can see nothing.  He shoulders his bow, taking out his hand axes and taking on a defensive stance.  Never one to be caught off-guard, the scout listens for the sound of the grassy earth being stepped on by anyone approaching.

Gordo moves to protect Jason, getting as close to him as possible.  As he turns his back on the halfblood before him, he leaves himself open to a flank attack.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	halfblood shock trooper
	MW Scimitar
	1d6+1
	7
	3
	1
	2 flank
	8
	21


Hit.  Dmg:  1 + 1 = 2 [20/40].
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Round 10

Gordo uses his short bow to attack anyone who is attacking Jason, in this case, the coral-painted halfblood shock trooper coming their way, the same one that just swiped at him a few seconds ago.
	Ranged Weapon
	Dmg.
	D+
	TH+
	Critical
	Rng.
	Wt.
	Atk
	Roll
	Check

	Composite Short Bow
	1d4
	0
	0
	x3
	70’
	2.0
	+13
	20
	33


Threat.  1d20 = 15 + 13 = 28, critical hit.  Dmg:  3 x 2 = 6.

Trufaux charge attacks this same halfblood, hoping to intercept its own charge.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Trufaux
	Ranseur +1
	1d6+1
	4
	1
	1
	2 charge
	5
	13


Miss.

The halfblood shock troop laughs at Trufaux as he reaches Gordo and slashes at the halfling again.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	halfblood shock trooper
	MW Scimitar
	1d6+1
	7
	3
	1
	2 charge
	10
	23


Hit.  Dmg:  1 + 1 = 2 [18/40].

The other two shock troopers attack Kali and Caleb.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total
	Targeting

	halfblood shock trooper
	MW Scimitar, 1st Attack
	1d6+1
	7
	3
	1
	0
	13
	24
	Kali

	halfblood shock trooper
	MW Scimitar, 2nd Attack
	1d6+1
	2
	3
	0
	0
	4
	9
	Kali

	halfblood shock trooper
	MW Scimitar, 1st Attack
	1d6+1
	7
	3
	1
	0
	14
	25
	Caleb

	halfblood shock trooper
	MW Scimitar, 2nd Attack
	1d6+1
	2
	3
	0
	0
	11
	16
	Caleb


Miss, miss, miss, miss.

Prof. Rattlehum Diamondback casts lesser orb of electricity upon Caleb, vowing to end this cretin’s life.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Prof. Rattlehum Diamondback
	Ranged Touch Attack
	varies
	4
	0
	0
	0
	4
	8


Miss.

“Damn you, you nippled man-whore!” one diviner insults another.

Viperswift Fangsheart moves forward a bit, skirmishing as best as he can, choosing Kali as the most visible target.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Viperswift Fangsheart
	Composite Gnomebane Longbow
(cold crystal)
	1d8+1d6 cold
	6
	0
	1
	0
	6
	13


Miss.

The arrow falls a few feet short of Kali and her yuan-ti assailant.

Pythongrip Featherscale and her acolyte move westward and uphill a bit, then fire their own arrows at Kali.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Pythongrip Featherscale
	MW Longbow, 1st Attack (acid crystal)
	1d8+1d6 acid
	6
	1
	1
	0
	3
	11

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	0
	11
	17


Miss, miss.

Two pureblood acolytes reach and attack Trufaux, hoping to end the vermin man’s life once and for all.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	13
	18

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	20
	25


Hit, threat.  1d20 = 4 + 5 = 9, not a critical hit.  Dmg:  3 + 6 = 9.

Trufaux is barely left standing, but he holds his ranseur defensively as he shakes in his armor.

Another circle of darkness envelops Faith.  Whether it is cast by the knight or one of her minions is not clear.

The last pureblood acolyte continues to flank-attack Faith.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	9
	14


Miss.

To the north, another circle of darkness manifests, enveloping Jason, Gordo, and Trufaux.

Jason [blinded] stands ready to attack, waiting ‘til the enemy makes his move so the scout can hone in on him.

Kali full-attacks the shock trooper.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Scimitar +2
	1d6
	2
	2
	18-20, x2
	Slashing
	4.0
	+14
	5
	19

	2nd Attack
	1d6
	2
	2
	18-20, x2
	Slashing
	-
	+9
	16
	25

	Crystal of Electrical Assault, Greater
	-
	1d6
	-
	-
	-
	0.0
	 
	 
	 


Miss, hit.  Dmg:  3 + 2 + 6 electric = 11.

Masigniorine Adderhiss guides her mount so as to get an optimal attack, then full-attacks Faith.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Masigniorine Adderhiss
	Heavy Mace +2
	1d8+2+5
	6
	0
	5
	0
	14
	25

	Masigniorine Adderhiss
	Heavy Mace +2, 2nd Attack
	1d8+2+5
	1
	0
	5
	0
	8
	14


Hit, miss.  Dmg:  3 + 2 + 5 = 10 [116/166].  Partial damage negated.

Caleb casts magic missile from the wand on the shock trooper in melee with him.
	Ranged Weapon
	Dmg.
	Mod.
	Atk
	Roll
	Check

	Bypass Spell Resistance
	Diviner
	4
	7
	9
	16


Barely succeeded.  Dmg:  15 + 5 = 20 magic.

The shock trooper falls to the ground.

Barely seeing in the darkness that her knight opponent is nearly dead, Faith figures that she can’t escape all these darkness spells so just full-attacks the knight.
1d100 = 100, darkness ignored.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check
	Properties

	Adamantine Illuminated Holy Greatsword +1
	2d6+2
	+10 + 1
	1 + 1
	17-20/x2
	Slashing
	16.0
	+19
	11
	30
	+2d6 to evil

	2nd Attack
	2d6+2
	+10 + 1
	1 + 1
	17-20/x2
	Slashing
	 
	+14
	11
	25
	+2d6 to evil

	3rd Attack
	2d6+2
	+10 + 1
	1 + 1
	17-20/x2
	Slashing
	 
	+9
	5
	14
	+2d6 to evil


Hit, miss, miss.  Dmg:  9 + 2 + 10 + 1 + 5 good = 27.

As the darkness persists around her, Faith can barely see her challenger’s head tumbling onto the floor as the knight’s lizard mount jumps on the paladin.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Masigniorine’s mount
	Bite
	2d8+9
	7
	7
	0
	0
	10
	24

	Masigniorine’s mount
	Claw 1
	2d6+4+poison
	7
	2
	0
	0
	16
	25

	Masigniorine’s mount
	Claw 2
	2d6+4+poison
	7
	2
	0
	0
	16
	25


Miss, hit, hit.  Dmg:  (4 + 4) + (9 + 4) = 8 + 13 = 21 + poison2.

	Save vs.
Poison
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check
	Notes

	Fortitude
	8
	Con (+1)
	5
	14
	9
	23
	True Believer bonus +2

	Fortitude
	8
	Con (+1)
	5
	14
	18
	32
	


Success, success.  No poison damage sustained.

To the southeast, two entire junipers are on fire, and the sagebrush around them is spreading the flames.
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Round 11

Most of the yuan-ti do not immediately realize that their truppenführer is dead.

Trufaux flank attacks the shock trooper that threatens Gordo.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Trufaux
	Ranseur +1
	1d6+1
	4
	1
	1
	2 flank
	16
	22


Hit.  Dmg:  2 + 1 + 2 = 5.

The halfblood shock trooper is surprised to see that the wererat has it in him to fight.  The coral-painted trooper swings mightily back at Trufaux, then repeats.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	halfblood shock trooper
	MW Scimitar, 1st Attack
	1d6+1
	7
	3
	1
	0
	11
	22

	halfblood shock trooper
	MW Scimitar, 2nd Attack
	1d6+1
	2
	3
	0
	0
	16
	21


Hit, hit.  Dmg:  (3 + 1) + (5 + 1) = 4 + 6 = 10.

Trufaux falls over yet again, this time more gone than before.

The other halfblood shock troopers cheer as the wererat begins to roll downhill and outside of the circle of darkness before stopping at a bush that muffles the fall.

Viperswift Fangsheart commends the coral-man-snake on his glorious murder of Trufaux, then moves 40’ westward, with an arrow ready.

To the west, one pureblood acolyte persists in aiding the knight in slaying Faith.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	2 flank
	19
	26


Hit.  Dmg:  1.  All damage negated.

With the knight dead, Faith does the most reasonable thing in this situation, and turns to face the unfortunate yuan-ti whose ambitions are greater than her skills.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check
	Properties

	Adamantine Illuminated Holy Greatsword +1
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	16.0
	+18
	19
	37
	+2d6 to evil

	2nd Attack
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	 
	+13
	13
	26
	+2d6 to evil

	3rd Attack
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	 
	+8
	15
	23
	+2d6 to evil


Threat, hit, hit.  1d20 = 18 + 9 = 27, critical hit.
Dmg:  [2 x (9 + 2 + 10 + 1 + 5 good)] + (10 + 2 + 10 + 1 + 6 good) + (4 + 2 + 10 + 1 + 7 good) = 22 + 23 + 17 + 18 good = 62 + 18 good = 80.

The pureblood snakewoman is cut into three pieces.  The holy damage alone would have killed her, but the trisection is necessary to keep this woman from being raised again.  This will have to be done to all of their foes, lest they be resurrected by their king’s clerics.

The scimitar swipes the back of Faith’s plate suit piercing but a minute section of it, and only scuffing the surface of her skin.

By then, Pythongrip Featherscale and her acolyte have annulled another 50’ between themselves and Kali.  They both fire upon her.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total
	Notes

	Pythongrip Featherscale
	MW Longbow, 1st Attack (acid crystal)
	1d8+1d6 acid
	6
	1
	1
	0
	11
	19
	+1 within 30’

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	0
	17
	23
	 


Miss, miss.

Viperswift ends this round with a single skirmish towards Kali.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Viperswift Fangsheart
	Composite Gnomebane Longbow (cold crystal)
	1d8+1d6 cold
	6
	0
	1
	0
	20
	27


Threat.  1d20 = 6 + 7 = 13, not a critical hit.  Dmg:  8 + 3 cold = 11 [82/97].

The other 2 remaining pureblood acolytes step over Trufaux’s body and into the circle of darkness, aiding the shock trooper in surrounding and engaging Gordo as the blinded Jason does his best to fend off anyone within his 5’ reach.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	18
	23

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	8
	13


Hit, hit.  Dmg:  5 + 2 = 7 [11/40].

Prof. Rattlehum Diamondback—not among the archers—continues to target Kali, confident that the bowmen will come through with the others.  He casts ray of frost, seeing that she is harmed by cold.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Prof. Rattlehum Diamondback
	Ranged Touch Attack
	varies
	4
	0
	0
	0
	18
	22


Hit.  Dmg:  2 cold [80/97].

The other halfblood shock trooper to the south continues to attack Kali.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total
	Targeting

	halfblood shock trooper
	MW Scimitar, 1st Attack
	1d6+1
	7
	3
	1
	0
	3
	14
	Kali

	halfblood shock trooper
	MW Scimitar, 2nd Attack
	1d6+1
	2
	3
	0
	0
	13
	18
	Kali


Miss, miss, miss, miss.

Kali full-attacks her opponent again.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Scimitar +2
	1d6
	2
	2
	18-20, x2
	Slashing
	4.0
	+14
	7
	21

	2nd Attack
	1d6
	2
	2
	18-20, x2
	Slashing
	-
	+9
	19
	28

	Crystal of Electrical Assault, Greater
	-
	1d6
	-
	-
	-
	0.0
	 
	 
	 


Miss, threat.  1d20 = 18 + 9 = 27, critical hit.  Dmg:  2 x (3 + 2 + 6 electric) = 10 + 12 electric = 22.

And this is the blow that kills her assailant.

The Professor suddenly realizes that his leader is on the ground, and headless.  “Adderhiss has fallen!”  Surveying the battlefield, he is not confident that they will survive this engagement, but they can definitely go down preventing these intruders from achieving their goals.  “Slay the halfling scoundrel, then the spellcasting human!”

Jason continues to hold his twin axes in a menacing way, but no foes approach his striking area.

Caleb is tired of all darkness spells so he casts celestial brilliance on a dagger he draws.

Gordo _____.
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Round 12

Masigniorine’s mount attacks Brant.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Masigniorine’s mount
	Bite
	2d8+9
	7
	7
	0
	0
	8
	22

	Masigniorine’s mount
	Claw 1
	2d6+4 plus poison
	7
	2
	0
	0
	10
	19

	Masigniorine’s mount
	Claw 2
	2d6+4 plus poison
	7
	2
	0
	0
	5
	14


Hit, miss, miss.  Dmg:  5 + 9 = 14 [67/95].

Faith tries to finish off the lizard mount.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Adamantine Illuminated Holy Greatsword +1
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	16.0
	+18
	12
	30

	2nd Attack
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	 
	+13
	20
	33

	3rd Attack
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	 
	+8
	19
	27


Hit, threat, hit.  1d20 = 12 + 13 = 25, critical hit.  Dmg:  (6 + 2 + 10 + 1) + [2 x (5 + 2 + 10 +1)] + (12 + 2 + 10 + 1) = 80.

Despite a trio of well-placed slashes across the creature’s left side, the lizard continues to threaten Brant and her rider.

Viperswift Fangsheart, Pythongrip Featherscale, and the ranger’s acolyte move northward 40’ or so and target Gordo with their bows and arrows.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total
	Notes

	Viperswift Fangsheart
	Composite Gnomebane Longbow (cold crystal)
	1d8+1d6 cold
	6
	0
	1
	0
	20
	27
	Skirmish +1d6

	Pythongrip Featherscale
	MW Longbow (acid crystal)
	1d8+1d6 acid
	6
	1
	1
	0
	18
	26
	

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	0
	19
	25
	 


Threat, hit, hit.  1d20 = 5 + 7 = 12, not a critical hit.  Dmg:  (6 + 6 + 2 cold) + (7 + 6 acid) + (8) = 27 + 2 cold + 6 acid = 35 [-24/40].

This instantly ends Gordo’s life.

Prof. Rattlehum Diamondback—now de-facto leader of this scouting party—circles around Caleb and the shock trooper, and gets into position to target Gordo, then sees that the halfling is quite dead, so he turns around to face Caleb, hissing in Common, “You’re next, human!”  The wily pureblood spellcaster then casts acid splash upon Caleb and moves northeast to join the ace archers.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Prof. Rattlehum Diamondback
	Ranged Touch Attack
	varies
	4
	0
	0
	0
	14
	18


Hit.  Dmg:  1 acid [58/59].

The remaining pureblood acolytes and the only halfblood shock trooper left take their orders more seriously and literally, and now charge downhill to face Caleb.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	halfblood shock trooper
	MW Scimitar
	1d6+1
	7
	3
	1
	+2 charge
	13
	26

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	+2 charge
	19
	26

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	+2 charge
	5
	12

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	+2 charge
	2
	9


Miss, threat, miss, miss.  1d20 = 15 + 7 = 22, not a critical hit.  Dmg:  5 [53/59].

Kali moves to intercept and attack Pythongrip, who appears to lead the skirmishers.  Positioning herself between the ranger and her chosen acolyte, the dervish strikes first at the senior ranger, then at her fanatical follower.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Scimitar +2 [v. Pythongrip]
	1d6+3 dervish
	2
	2 + 3 dervish
	18-20, x2
	Slashing
	4.0
	+17
	14
	31

	2nd Attack [v. acolyte]
	1d6+3 dervish
	2
	2 + 3 dervish
	18-20, x2
	Slashing
	-
	+12
	17
	29

	Crystal of Electrical Assault, Greater
	-
	1d6
	-
	-
	-
	0.0
	 
	 
	 


Dmg to Pythongrip:  6 + 3 dervish + 6 electric = 15.
Dmg to acolyte:  5 + 3 dervish + 3 electric = 11.

The dancer steps securely on the sixteenth downbeat, and chooses the next progression of her rhythmic kata.

As Gordo dies, Jason [blind] steps southeastward 30’, hoping to attack with his axes.  Moving faster than he should while blinded, the human’s step falters. 
	Save vs
Tripping
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Jason, Reflex
	7
	Dex (+5)
	1
	13
	5
	18


Success.

The archer stumbles on a rock outcropping, but catches his footing, and props himself up on his axes once more.  Surrounded by enemy forces, Kali selects her next target as she pirouettes across the battlefield.
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Caleb calls out, “Sorry, Kali!” and casts benign transposition on her, switching places with her.
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He then moves 40’ north, incurring attacks of opportunity from Pythongrip and her acolyte.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Pythongrip Featherscale
	Claw 
	1d4+1
	6
	1
	1
	0
	14
	22

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	18
	23


Miss, miss.
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Round 13

Prof. Rattlehum Diamondback declares, “Contingency Omicron Omega!” his voice heightened at the end, and then makes his way over to Viperswift, touches the male scout yuan-ti, and casts dimension door.

The three pureblood acolytes and the last single halfblood shock troop still alive—betrayed by their superiors—look to Pythongrip, who was also left behind.  The ranger woman continues to attack, firing upon Caleb with little hesitation.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total
	Notes

	Pythongrip Featherscale
	MW Longbow, 1st Attack (acid crystal)
	1d8+1d6 acid
	6
	1
	1
	0
	17
	25
	+1 within 30’

	Pythongrip Featherscale
	MW Longbow, 2nd Attack (acid crystal)
	1d8+1d6 acid
	1
	3
	1
	0
	7
	12
	+1 within 30’


Miss, miss.

“His defenses are impenetrable!” warns the scout as she moves 5’ away from the enemy.  “Target the dervish!”

The lackeys obey, lacing into Kali.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	halfblood shock trooper
	MW Scimitar, 1st Attack
	1d6+1
	7
	3
	1
	0
	2
	13

	halfblood shock trooper
	MW Scimitar, 2nd Attack
	1d6+1
	2
	3
	0
	0
	18
	23

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	19
	24

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	9
	14

	pureblood acolyte
	MW Longbow
	1d8
	4
	1
	1
	0
	11
	17


Miss, threat, threat, miss, miss.  1d20 = 5 + 5 = 10; 1d20 = 12 + 4 = 16; no critical hits.
Dmg:  (3 + 1) + 2 = 6 [74/97].

Masigniorine’s mount full-attacks Brant.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	Masigniorine’s mount
	Bite
	2d8+9
	7
	7
	0
	0
	11
	25

	Masigniorine’s mount
	Claw 1
	2d6+4 plus poison
	7
	2
	0
	0
	13
	22

	Masigniorine’s mount
	Claw 2
	2d6+4 plus poison
	7
	2
	0
	0
	14
	23


Hit, hit, hit.  Dmg:  (12 + 9) + (9 + 4) + (2 + 4) = 21 + 13 + 6 = 40 + poison3 [27/95].

	Character
	Save vs.
Poison
	Ranks
	Mods
	Roll
	Save

	Brant
	Fortitude
	10
	0
	5
	15

	Brant
	Fortitude
	10
	0
	2
	12

	Brant
	Fortitude
	10
	0
	1
	11


Success, fail, fail.  Dmg:  2 + 3 = 5 Con [19/87 hps].

Faith thinks she’ll finish off the lizard now.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Adamantine Illuminated Holy Greatsword +1
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	16.0
	+18
	19
	37

	2nd Attack
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	 
	+13
	6
	19

	3rd Attack
	2d6+2
	+10 + 1
	1
	17-20/x2
	Slashing
	 
	+8
	15
	23


Threat, hit, hit.  1d20 = 9 + 18 = 27, critical hit.  Dmg:  [2 x (9 + 2 + 10 +1)] + (6 + 2 + 10 + 1) + (6 + 2 + 10 + 1) = 44 + 38 = 82.

And sure enough, this leaves the lizard quite cleft and lifeless.  The paladin now turns her attention to the remaining yuan-ti who have been abandoned by their priest and scout.

“Whoa!” Caleb warns the scout.

Jason moves southeastward another 30’, staying away from where he hears Caleb approaching.
	Save vs.
Tripping
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Jason, Reflex
	7
	Dex (+5)
	1
	13
	20
	33


Success.

More practiced now, Jason anticipates the fumble as he descends the grade more quickly than the average blind person would, and is prepared to correct his stance and land on both feet, just inches away from Caleb.

With three yuan-ti slashers to her immediate west, Kali calls out to Caleb, “If you do that again, I will kill you myself,” as she attacks one of the pureblood acolytes that is poorly defended.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Scimitar +2
	1d6
	2
	2
	18-20, x2
	Slashing
	4.0
	+14
	3
	17

	2nd Attack
	1d6
	2
	2
	18-20, x2
	Slashing
	-
	+9
	17
	26

	Crystal of Electrical Assault, Greater
	-
	1d6
	-
	-
	-
	0.0
	 
	 
	 


Miss, hit.  Dmg:  1 + 2 + 6 electric = 9.

At Jason’s side, Caleb moves 40’ southeastwardly—toward the fleeing pair—and magic missiles Pythongrip with the wand.  A problem here is that the fleeing pair doesn’t flee until Round 14, so they’re right up in the human’s mug.
	Wand of magic missiles
	Dmg.
	TH+
	Atk
	Roll
	Check

	Bypass Spell Resistance
	5d4 magic
	4
	7
	6
	13


Fail.

[image: ]

[image: ]

Round 14

Pythongrip and her favorite acolyte take to the wind, fleeting southeastwardly.  The senior yuan-ti had cast longstrider on herself before the encounter, and is glad to be able to sprint faster than the fool she’d brought with her as a contingency muffler.  “Be brave, lad!” she hisses as she catches up to and then quickly outslithers him.

The remaining shock trooper and the pair of steadfast purebloods desperately do their best to kill Kali.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	halfblood shock trooper
	MW Scimitar, 1st Attack
	1d6+1
	7
	3
	1
	0
	15
	26

	halfblood shock trooper
	MW Scimitar, 2nd Attack
	1d6+1
	2
	3
	0
	0
	4
	9

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	12
	17

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	17
	22


Hit, miss, miss, miss.  Dmg:  2 + 1 = 3 [71/97].

Kali attacks the most wounded yuan-ti of the three before her, this being the shock trooper.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Scimitar +2
	1d6
	2
	2
	18-20, x2
	Slashing
	4.0
	+14
	19
	33

	2nd Attack
	1d6
	2
	2
	18-20, x2
	Slashing
	-
	+9
	11
	20

	Crystal of Electrical Assault, Greater
	-
	1d6
	-
	-
	-
	0.0
	 
	 
	 


Threat, miss.  1d20 = 15 + 14 = 29, critical hit.  Dmg:  2 x (4 + 2 + 5 electric) = 12 + 10 electric = 22.

The shock trooper dies and gurgles blood as he rolls downhill.

Caleb moves another 40’ southwestwardly and tries his wand again on the fleeing female yuan-ti ranger.
	Wand of magic missiles
	Dmg.
	TH+
	Atk
	Roll
	Check

	Bypass Spell Resistance
	5d4 magic
	4
	7
	17
	24


Success.  Dmg:  13 + 5 = 18 magic.

[image: http://i.imgur.com/ezsnFSk.jpg]

The hooded snake woman hisses in pain when the five inerrant missiles strike her.

Jason moves to stay beside Caleb, not quite able to catch up without stumbling; with all the elite yuan-ti having fled by now, he is still not in melee proximity to an enemy.

Faith urges her wounded mount 100’ toward the fleeing foes, the force of gravity taking them 10’ further than she’d intended as they descend the grade and approach the dry creek.
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Round 15

The two pureblood yuan-ti attack Kali with a vengeance.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	3
	8

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	19
	24


Miss, threat.  1d20 = 17 + 5 = 22, not a critical hit.  Dmg:  6 [65/97].

Kali does not appreciate the slash at her face, and thus punishes the already wounded acolyte with a similar slash to the facial region.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Scimitar +2
	1d6
	2
	2
	18-20, x2
	Slashing
	4.0
	+14
	1
	15

	Crystal of Electrical Assault, Greater
	-
	1d6
	-
	-
	-
	0.0
	 
	 
	 


Miss.

The dervish whirls around and then lunges at the other acolyte, seeing what she can do to this scaled foe.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Scimitar +2, 2nd Attack
	1d6
	2
	2
	18-20, x2
	Slashing
	4.0
	+9
	14
	23

	Crystal of Electrical Assault, Greater
	-
	1d6
	-
	-
	-
	0.0
	 
	 
	 


Hit.  Dmg:  1 + 2 + 5 electric = 8.

Pythongrip and her student continue to flee at an impressive pace, getting lost within the cluster of junipers to the southeast.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	Pythongrip Featherscale
	Hide
	12
	0
	16
	28

	pureblood acolyte
	Hide
	3
	0
	11
	14



The acolyte is evident to most of the group for a few seconds, but both are likely to be over the hill and out of sight by the next round.

Faith continues to ride, increasing her mount’s pace a bit, reaching the creek and getting the acolyte in her sights.  She can smell the smoke from the fire to her immediate east.

Caleb and Jason continue to make their way southeast, but Caleb doesn’t think his targets are in range (though the two acolytes fighting Kali are).
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Round 16

The ranger and her apprentice split up, and Faith chases down the ranger, urging Brant to trot, then gallop to 250’ per round.  They catch up, and Faith positions herself to charge attack.

Caleb helps Kali, casting magic missile.
	Ranged Weapon
	Dmg.
	TH+
	Atk
	Roll
	Check

	Bypass Spell Resistance
	Diviner
	4
	7
	7
	14


Fail.

The pureblood acolytes that stand before Kali try to kill her before she kills them.
	Character
	Attack Type
	Damage
	BAB
	Mod+
	W+
	Other+
	d20
	Total

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	20
	25

	pureblood acolyte
	MW Scimitar
	1d6
	4
	0
	1
	0
	12
	17


Threat, miss.  1d20 = 3 + 5 = 8, not a critical hit.  Dmg:  5 [60/97].

Kali’s like, “Pfft, now you die.”  And with this she swings at one, then at the other, and lands on the spinning ball of her right foot, stopping the spin with her left foot as she faces them with her scimitar +2.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check

	Scimitar +2
	1d6
	2
	2
	18-20, x2
	Slashing
	4.0
	+14
	9
	23

	2nd Attack
	1d6
	2
	2
	18-20, x2
	Slashing
	-
	+9
	20
	29

	Crystal of Electrical Assault, Greater
	-
	1d6
	-
	-
	-
	0.0
	 
	 
	 


Hit, threat.  1d20 = 13 + 9 = 22, critical hit.
Dmg to northernmost acolyte:  6 + 2 + 2 electric = 10.
Dmg to southernmost acolyte:  2 x (1 + 2 + 6 electric = 6 + 12 electric = 18.

Both snake persons die or begin to die; it’s unclear to Kali.

Kali breathes a shy of relief as the two creatures die before her.  She finishes the two off bye hacking them into three pieces so they cannot be raised, before searching their bodies.  Slow she feels the pain from her wound as the adrenaline subsides.
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Round 17

Mounted and with her blade held high at the ready, Faith charge-attacks Pythongrip.
	Melee Weapon
	Dmg
	D+
	TH+
	Critical
	Type
	Wt.
	Atk
	Roll
	Check
	Properties

	Adamantine Illuminated Holy Greatsword +1
	2d6+2
	+10 + 1 + 2 charge
	1 + 2 charge
	17-20/x2
	Slashing
	16.0
	+20
	14
	34
	+2d6 to evil


Hit.  Dmg:  5 + 2 + 10 + 1 + 2 + 9 good = 20 + 9 good = 29.

Pythongrip’s torso flies a few feet while her serpentine abdomen-tail lies flaccid and bleeding on the rocky soil. 

The last pureblood acolyte hides in the junipers, trying to flee from the paladin that now makes an overture to hunt her.
	Character
	Check
	Ranks
	Mods
	Roll
	Save

	pureblood acolyte (rgr)
	Hide
	3
	0
	14
	17

	pureblood acolyte (rgr)
	Mov.Sil.
	5
	1
	15
	21



Faith turns to look for the junior ranger, but the snakelike minion is gone, probably slithering away to the southwest of the horsewoman.

[image: ]

Now that she is at the top of the ridge, she can see the road that they need to be on to reach the Serpent Kingdom’s central fortress.  To their direct south is Snake’s Peak, which Trufaux had mentioned was a place of great mystery (perhaps only to wererats), and directly west of this peak is reputed to be the seat of the monarchy that threatens the wererats.

From this vantage point, Faith can also see a tiny section of the lake that lies to the west; the rest is obfuscated by the hills to their west.  From here on out, it seems, they can look forward to a gradually downward slope surrounded by more junipers and even some saguaros further downhill.  It is at the edge of the forest that begins beyond this desert landscape where they will again have to be wary of giant snakes and the ilk of beasts that dwell in lushly wooded forests.

Faith turns her attention back to the battlefield.  To her northwest, her friends have laid waste their assailants.  Only this straggler remains, and perhaps the two that dimension doored out of here.  Based on Faith’s knowledge of arcana, she knows they can’t be too far away.

Kali makes sure no enemies can be raised as she waits for Faith to return.

Caleb leads Jason over to Kali.
	Caleb: Skill
	Rank
	Ability & Mod.
	Misc. Mods.
	Total
	Roll
	Check

	Spellcraft
	13
	Int (+5)
	2
	20
	5
	25



He’s pretty sure that this is a spell with a permanent duration, though something on the order of a restoration spell should be enough to dispel its effects for good.

Faith returns to the group and uses her Sacred Healing ability on the group.

[End of round-by-round format for now.]

~*~

The group has gone back over every corpse—including Trufaux’s and Gordo’s—and all useful items have been recovered.

[image: ]

Given the six-hour day, the clouds that produce light have already begun to dim from fusion-white to custard yellow, and would soon be orange, salmon, peach, and pink.

“If we trek over this hill,” Faith reported what she’d already seen, including the slope and the forest beyond.

Standing near Gordo’s and Trufaux’s corpses, Jason and Kali look up at the still mounted paladin and acknowledged the survey of the trek up ahead.

“Gordo’s beyond our help.  Should we keep any of his goods?” Jason asks the party, being a pragmatist, much like Caleb, who nods.  The archer notes the late rogue’s inventory.

	Melee Weapon

	Short Sword Frost Tongue +2

	MW Silver Daggers (2)

	Light Mace +1

	

	Ranged Weapon

	MW Silver Daggers (2)

	Sling

	Composite Short Bow

	

	Armor & Shield

	Leather Armor

	Ring of Protection +3



	Missiles
	Qty.
	Wt.

	Arrows
	20
	0.2

	Bullets
	20
	0.2

	
	
	
	

	Scrolls and Potions
	Qty.

	Potion of Water Breathing
	3

	Potion of Cure Serious Wounds
	3

	Potion of Cure Moderate Wounds
	1



	Item

	Explorer’s Outfit

	Cloak

	Backpack

	Equipment Carried

	Item

	Bedroll

	Flint and Steel

	Grappling Hook

	Ink

	Inkpen

	Parchments

	Burlap Sack

	Miner’s Pick

	Rations

	Waterskin

	Torches

	MW Thieves’ Tools



[DM bonus] Jason has picked up the longbow +2 that had been misused by the yuan-ti that carried it.  “Thought this was just a plain old masterwork bow, but no, it might actually be an improvement over Lucille here,” the scout jokingly and temporarily names his current bow.  He shoulders both, slung over his back in an X-formation.

Kali picks up one of the rings of protection, and says, “We should keep the scrolls hopefully someone can cast them.”

Caleb suggests that Kali and Jason take the healing potions, and tells Jason, “I can heal your eyesight on the morrow.”

Faith scoffs at the act of scavenging, and says, “We should lay our fallen comrades to rest.”

Faith takes the seal from the dead yuan-ti, “This seems interesting.”  The templar starts burying the dead, using her sword as a shovel in the mineral-rich dirt.

“I’ll help you dig,” someone says.

Faith says, “Thank you.  This group seemed very powerful for us to just walk into their capitol.  Perhaps we should head to snake mountain and see if we can learn more about them.  Perhaps even draw out more of their might to face us.  It would also give us time to rest and Caleb to heal Jason’s sight.”

Some voice their agreement.

“Should we camp here?”

“The road is maybe 500’ in that direction,” Faith remembers from her survey a minute ago.  “If we set up the campsite there, just before the summit, we could have at least one person as the lookout on the ridge, and no one without divination would see us.”

“Or we could go back on the road and make a little headway for the mountains,” Caleb seconds Faith’s motion.  “As long as our scout doesn’t mind being guided by one of us for a change,” the diplomatic paladin is able to get smiles out of everyone.

Jason assures them, “I can brawl blindfolded, and I’m sure I’ll be able to make my way as long as I follow one of you close behind.  Maybe warn me of uneven ground when it comes.”

The majority of the party is in agreement that continuing is the best course of action.  With an hour of dimming daylight left, they continue southeastwardly, clearing the summit, reaching the road, and continuing along its mostly southbound path.

At one point, Faith looks at the mountain, and says, “Any objections to taking this trail into that thicket and camping by what is probably a river over there?” she points to the southeast.

“I thought we were already doing that,” Jason admits, following behind, his ears perked.

“Yes, I just wanted to make sure we were all still on the same page about this,” the paladin says.
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