The Quest for Perfection, Part II Encounters
Green text = conditions

Blue text = notation below stat block

Highlighted text = special GM reminder
Primary Goal(s):  The PCs successfully reach Shokuro with both the Braid of a Hundred Masters and the crates of incense they received from Ogokai.
Secondary Goal(s):  The PCs preserve the Pathfinder Society's reputation in the area by acquiring the incense from Ogokai without violence and by avoiding combat with Sun Cheyeng.  In the event that the PCs fight Sun Cheyeng, at the GM's discretion, they may still succeed at the secondary success condition if they took considerable steps to disguise their identities, eliminate evidence of their fight, modify Sun Cheyeng's memory of the incident, or a similar tactic.

Driving the Laughing Crow [AC 2, hardness 5, hp 600]

Driving the ship out of combat requires no check.  In combat a DC 20 driving check (a move action) is required each round.  The check can be made with Knowledge (nature), Profession (sailor), or a Wisdom check.  A failed check or failure to make a check during combat requires a mishap roll on the table below.  If reduced to half hps or fewer, the ship gains the broken condition, applying a -2 penalty on future driving checks.  Spells such as mending or make whole can be used to repair the ship.  If the ship is destroyed at any point, the PCs are essentially stranded and fail the scenario.

	d20
	Result

	1-4
	Smooth Sailing

	5-8
	Chop

	9-12
	Lurch

	13-16
	Snag (becomes a Collision in Act 2)

	17-20
	Collision



Smooth Sailing:  The ship suffers no ill effects.

Chop:  The ship sails into a patch of especially choppy water.  All creatures aboard take a -1 penalty on attack rolls made this turn.

Lurch:  The ship is jostled violently as it narrowly misses an obstacle.  All creatures aboard slide 10 feet toward port or starboard (50% chance for either).  This movement does not provoke attacks of opportunity.  If this causes the creature to impact a solid object or another creature, it takes 1d3 points of damage and must succeed at a DC 15 Reflex save or be knocked prone.  A creature that slides over the edge of the ship may make a second DC 15 Reflex save to catch itself on the vessel's railing; otherwise, it falls overboard.


Snag:  The ship strikes a sandbar or other soft obstacle, coming to a temporary stop.  This causes all creatures and objects aboard to slide a number of squares toward the bow equal to 1/2 the vehicle's speed before it came to the sudden stop (movement that pushes creatures past the bow causes them to fall overboard).  This movement does not provoke attacks of opportunity.  At the end of this movement, creatures take 1d6 points of damage and must succeed at a DC 20 Reflex saving throw or be knocked prone.  The ship remains immobile until freed of the obstacle, which requires a DC 20 Strength check as a full-round action.


Collision:  The ship strikes a submerged rock or a similar hard obstacle.  The ship and its passengers suffer the same effects as a Snag, and the ship also takes 8d6 points of damage.

Swim
Make a Swim check once per round while you are in the water.  Success means you may swim at up to half your speed (as a full-round action) or at a quarter of your speed (as a move action).  If you fail by 4 or less, you make no progress.  If you fail by 5 or more, you go underwater.

If you are underwater, either because you failed a Swim check or because you are swimming underwater intentionally, you must hold your breath.  You can hold your breath for a number of rounds equal to twice your Constitution score, but only if you do nothing other than take move actions or free actions.  If you take a standard action or a full-round action (such as making an attack), the remainder of the duration for which you can hold your breath is reduced by 1 round.  (Effectively, a character in combat can hold his breath only half as long as normal.)  After that period of time, you must make a DC 10 Constitution check every round to continue holding your breath.  Each round, the DC for that check increases by 1.  If you fail the Constitution check you begin to drown.  The DC for the Swim check depends on the water, as given on the table below.

	Water Conditions
	Swim Check / Save
	Results

	Wading in relatively calm water
	none
	N/A

	Calm water
	10
	fail <5 = no move or fail 5+ = go underwater

	Rough water
	15
	fail <5 = no move or fail 5+ = go underwater; fail = 1d3 nonlethal damage or 1d6 lethal if flowing over rocks and cascades

	Stormy water
	20
	fail <5 = no move or fail 5+ = go underwater; cannot take 10

	Hourly fatigue check
	20
	1d6 nonlethal damage

	Very deep water
	DC 15 Fort +1/min.
	1d6 lethal pressure damage/100 ft. depth/min.; 1d6 nonlethal damage in very cold water (no save)


Drowning
Any character can hold her breath for a number of rounds equal to twice her Constitution score.  If a character takes a standard or full-round action, the remaining duration that the character can hold her breath is reduced by 1 round.  After this period of time, the character must make a DC 10 Constitution check every round in order to continue holding her breath.  Each round, the DC increases by 1.

When the character finally fails her Constitution check, she begins to drown.  In the first round, she falls unconscious (0 hp).  In the following round, she drops to -1 hit points and is dying.  In the third round, she drowns.

Unconscious characters must begin making Constitution checks immediately upon being submerged (or upon becoming unconscious if the character was conscious when submerged).  Once she fails one of these checks, she immediately drops to -1 (or loses 1 additional hit point, if her total is below -1).  On the following round, she drowns.
Act 1: Shaguang  [boat speed = 40 ft./round (see "Snag" result); river = 50 to 70 ft. wide and 10 to 15 ft. deep]
1. Kogendu Basin Ambush (CR 2 or CR 5)  [Mutabi-qi raiders break off combat after 1d6+4 rounds of combat if unable to stop the boat]
KHOQARIT  [Male human fighter 1]


Subtier 1-2




CR 1/2
CN Medium humanoid (human)
Init +3; Senses Perception +0
DEFENSE
AC 18, touch 13, flat-footed 15 (+5 armor, +3 Dex)
hp 12 (1d10+2)
Fort +3, Ref +3, Will +0
OFFENSE
Speed 20 ft., mounted 50 ft.
Melee scimitar +3 (1d6+2/18-20)
Ranged composite shortbow +5 (1d6+2/x3)
TACTICS
During Combat Khoqarit remains within 50 feet of the PCs' ship while attacking with his shortbow.  He stays at the front of the raiding party whenever possible, and focuses his attacks on whichever PC is driving the ship, hoping to distract or disable the driver long enough to get the boat snagged on something.  Once the ship comes to a stop, he dismounts and charges forward onto the ship's deck to fight in melee.
Morale Khoqarit retreats if reduced to 4 or fewer hit points.
STATISTICS
Str 14, Dex 17, Con 13, Int 8, Wis 10, Cha 12
Base Atk +1; CMB +3; CMD 16
Feats Mounted Archery, Mounted Combat, Weapon Focus (composite shortbow)
Skills Intimidate +5, Ride +3
Languages Hon-La, Tien
Gear horn lamellar, composite shortbow (+2 Str) with 40 arrows, scimitar, light horse (combat trained), military saddle
Mounted Archery:  The penalty you take when using a ranged weapon while mounted is halved: -2 instead of -4 if your mount is taking a double move, and -4 instead of -8 if your mount is running.
Mounted Combat:  Once per round when your mount is hit in combat, you may attempt a Ride check (as an immediate action) to negate the hit.  The hit is negated if your Ride check result is greater than the opponent's attack roll.
Ride:  In order for Khoqarit to guide his mount with his knees he must make a Ride check at the beginning of each round.  If he rolls a 1 he cannot use his shortbow.  Khoqarit and the raiders must make a DC 10 Ride check each round to make attacks as a free action from horseback.
MUTABI-QI RAIDERS  [4 Human warriors 1]

Subtier 1-2




CR 1/3
CN Medium humanoid (human)
Init +2; Senses Perception +0
DEFENSE
AC 14, touch 12, flat-footed 12 (+2 armor, +2 Dex)
hp 6 each (1d10+1)
Fort +2, Ref +2, Will +0
OFFENSE
Speed 30 ft., mounted 50 ft.
Melee scimitar +2 (1d6+1/18-20)
Ranged shortbow +3 (1d6/x3)
TACTICS
During Combat The raiders remain within 50 feet of the PCs' ship while attacking with their shortbows.  They divide their ranged attacks between the PCs on deck.  If given the opportunity, they board the vessel and switch to their scimitars.
Morale If Khoqarit falls or retreats, the raiders break off the attack and flee.
STATISTICS
Str 13, Dex 14, Con 11, Int 9, Wis 10, Cha 8
Base Atk +1; CMB +2; CMD 14
Feats Mounted Archery, Mounted Combat (see above)
Skills Ride +6, Survival +1
Language Hon-La, Tien
Gear lamellar cuirass, scimitar, shortbow with 40 arrows, light horse (combat trained), riding saddle
HORSE, LIGHT (Combat Trained)  [5]


Subtier 1-2




CR 1
This proud horse thunders across the grassy plain with fluid grace, wind tugging at its loose-fitting barding.
N Large animal
Init +2; Senses low-light vision, scent; Perception +6
DEFENSE
AC 11, touch 11, flat-footed 9 (+2 Dex, -1 size)
hp 15 (2d8+6)
Fort +6, Ref +5, Will +1
OFFENSE
Speed 50 ft.
Melee 2 hooves +3 (1d4+3)
Space 10 ft.; Reach 5 ft.
STATISTICS
Str 16, Dex 14, Con 17, Int 2, Wis 13, Cha 7
Base Atk +1; CMB +5; CMD 17 (21 vs. trip)
Feats Endurance, Run
Skills Perception +6
KHOQARIT  [Male human fighter 4]


Subtier 4-5




CR 3
CN Medium humanoid (human)
Init +3; Senses Perception +0
DEFENSE
AC 20, touch 14, flat-footed 16 (+6 armor, +3 Dex, +1 dodge)
hp 38 (4d10+12)
Fort +6, Ref +4, Will +1; +1 vs. fear
Defensive Abilities bravery +1
OFFENSE
Speed 30 ft., mounted 50 ft.
Melee mwk scimitar +7 (1d6+2/18-20)
Ranged mwk composite shortbow +9 (1d6+2/x3)
TACTICS
During Combat Khoqarit remains within 50 feet of the PCs' ship while attacking with his shortbow.  He stays at the front of the raiding party whenever possible, and focuses his attacks on whichever PC is driving the ship, hoping to distract or disable the driver long enough to get the boat snagged on something.  Once the ship comes to a stop, he dismounts and charges forward onto the ship's deck to fight in melee.
Morale Khoqarit retreats if reduced to 10 or fewer hit points.
STATISTICS
Str 14, Dex 17, Con 14, Int 8, Wis 10, Cha 12
Base Atk +4; CMB +6; CMD 20
Feats Dodge, Mounted Archery, Mounted Combat, Point-Blank Shot, Precise Shot, Weapon Focus (composite shortbow)
Skills Intimidate +8, Ride +8
Languages Hon-La, Tien
SQ armor training 1
Gear +1 horn lamellar, masterwork composite shortbow (+2 Str) with 40 arrows, masterwork scimitar, light horse (combat trained), military saddle
Mounted Archery:  The penalty you take when using a ranged weapon while mounted is halved: -2 instead of -4 if your mount is taking a double move, and -4 instead of -8 if your mount is running.
Mounted Combat:  Once per round when your mount is hit in combat, you may attempt a Ride check (as an immediate action) to negate the hit.  The hit is negated if your Ride check result is greater than the opponent's attack roll.
Ride:  Khoqarit and the raiders must make a DC 10 Ride check each round to make attacks as a free action from horseback.
MUTABI-QI RAIDERS  [4 Human warriors 2]

Subtier 4-5




CR 1/2
CN Medium humanoid (human)
Init +2; Senses Perception +0
DEFENSE
AC 15, touch 12, flat-footed 13 (+3 armor, +2 Dex)
hp 13 each (2d10+2)
Fort +3, Ref +2, Will +0
OFFENSE
Speed 30 ft., mounted 50 ft.
Melee scimitar +3 (1d6+1/18-20)
Ranged composite shortbow +4 (1d6+1/x3)
TACTICS
During Combat The raiders remain within 50 feet of the PCs' ship while attacking with their shortbows.  They divide their ranged attacks between the PCs on deck.  If given the opportunity, they board the vessel and switch to their scimitars.
Morale If Khoqarit falls or retreats, the raiders break off the attack and flee.
STATISTICS
Str 13, Dex 14, Con 11, Int 9, Wis 10, Cha 8
Base Atk +2; CMB +3; CMD 15
Feats Mounted Archery, Mounted Combat (see above)
Skills Ride +6, Survival +2
Language Hon-La, Tien
Gear studded leather, composite shortbow (+1 Str?) with 40 arrows, scimitar, light horse (combat trained), military saddle
HORSE, LIGHT (Combat Trained)  [5]


Subtier 4-5




CR 1
This proud horse thunders across the grassy plain with fluid grace, wind tugging at its loose-fitting barding.
N Large animal
Init +2; Senses low-light vision, scent; Perception +6
DEFENSE
AC 11, touch 11, flat-footed 9 (+2 Dex, -1 size)
hp 15 (2d8+6)
Fort +6, Ref +5, Will +1
OFFENSE
Speed 50 ft.
Melee 2 hooves +3 (1d4+3)
Space 10 ft.; Reach 5 ft.
STATISTICS
Str 16, Dex 14, Con 17, Int 2, Wis 13, Cha 7
Base Atk +1; CMB +5; CMD 17 (21 vs. trip)
Feats Endurance, Run
Skills Perception +6
2. Jhemulit Camp (CR 1 or CR 4)
OGOKAI  [Male middle-aged human druid 1]

Subtier 1-2




CR 1/2
NG Medium humanoid (human)
Init +1; Senses Perception +7
DEFENSE
AC 15, touch 11, flat-footed 14 (+4 armor, +1 Dex)
hp 10 (1d8+2)
Fort +0, Ref +1, Will +5
OFFENSE
Speed 20 ft.
Melee spear (1d8/x3)
Ranged javelin +1 (1d6)
Druid Spells Prepared (CL 1st; concentration +4)


1st – entangle (DC 14), produce flame

0 (at will) – create water, guidance, know direction
TACTICS
During Combat Ogokai casts entangle in the first round of combat.  In subsequent rounds he focuses on the closest entangled PC, attacking with his spear.
Morale Ogokai is a proud warrior and fights to the death.
STATISTICS
Str 11, Dex 12, Con 7, Int 13, Wis 16, Cha 15
Base Atk +0; CMB +0; CMD 11
Feats Combat Casting, Toughness
Skills Handle Animal +6, Heal +7, Knowledge (geography) +5, Knowledge (nature) +7, Perception +7, Survival +9
Languages Common, Druidic, Hon-La, Tien
SQ nature bond (animal companion), nature sense, wild empathy +3
Combat Gear potion of cure light wounds (2); Other Gear masterwork hide armor, javelins (5), spear, wolf pelt cloak worth 50 gp, 68 gp
Animal Companion; Link (Ex):  A druid can handle his animal companion as a free action, or push it as a move action, even if he doesn't have any ranks in the Handle Animal skill.  The druid gains a +4 circumstance bonus on all wild empathy checks (+7 total) and Handle Animal checks (+10 total) made regarding an animal companion.
Handle Animal (+10 for Dar, requires DC 10; DC 12 if injured):  If Dar is injured, Ogokai must make Handle Animal checks each round.  If he rolls a 1 Dar is unable to execute Ogokai's command.

Druid Spells Prepared (CL 1st; concentration +4 (+8 defensively or grappled))
Entangle [faint transmutation; 1 standard action; 440 ft. range; plants in a 40-ft.-radius spread; 1 min. (D); DC 14 Reflex partial; see text]  This spell 
causes tall grass, weeds, and other plants to wrap around creatures in the area of effect or those that enter the area.  Creatures that fail their 
save gain the entangled condition.  Creatures that make their save can move as normal, but those that remain in the area must save again at 
the end of your turn.  Creatures that move into the area must save immediately.  Those that fail must end their movement and gain the 
entangled condition.  Entangled creatures can attempt to break free as a move action, making a Strength or Escape Artist check.  The DC 
for this check is equal to the DC of the spell.  The entire area of effect is considered difficult terrain while the effect lasts.

Quick Summary
The area is difficult terrain (all squares count as 2 for movement).

Creatures in the area make a Reflex save.

· Fail = entangled

· Success = may move as normal (through difficult terrain)

Any who enter the area make a Reflex save immediately.

· Fail = entangled and movement ends

· Success = may move normally (through difficult terrain)

Any who remain in the area at the end of the caster's turn must save again.

Entangled creatures can attempt to break free as a move action by making Strength or Escape Artist check vs. the DC of the spell.

Entangled Condition Summary
· Move at half speed

· Cannot run or charge

· -2 penalty on all attack rolls

· -4 penalty to Dexterity
Must make a concentration check (DC 15 + spell level) to cast a spell (or lose it)
DAR  [Hawk animal companion]


Subtier 1-2




CR -
N Small animal
Init +2; Senses low-light vision; Perception +6
DEFENSE
AC 14, touch 13, flat-footed 12 (+2 Dex, +1 natural, +1 size)
hp 11 (2d8+2)
Fort +4, Ref +5, Will +2
OFFENSE
Speed 10 ft., fly 80 ft. (average)
Melee bite +4 (1d4), 2 talons +4 (1d4)
TACTICS
During Combat Dar is trained to attack any enemy using a ranged weapon or casting spells.  If no such target is present, she attacks the PC nearest to her master.
Morale Dar fights as long as Ogokai lives.
STATISTICS
Str 10, Dex 15, Con 12, Int 2, Wis 14, Cha 6
Base Atk +1; CMB +0; CMD 12
Feats Weapon Finesse
Skills Fly +8, Perception +6

	Flying Maneuver
	Fly DC (+8)

	Avoid falling damage (excluding by failed fly check)
	10

	Avoid losing 10 feet of altitude by being attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to ground due to mid-air collision with object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Severe" (31-50 mph) winds.  Suffers a -4 Fly penalty.

· Must succeed on a DC 25 Fly check in "Windstorm" (51-74 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -8 Fly penalty.

JHEMULIT WARRIORS  [2 Human warriors 1]

Subtier 1-2




CR 1/3
N Medium humanoid (human)
Init +0; Senses Perception +3
DEFENSE
AC 14, touch 10, flat-footed 14 (+4 armor)
hp 6 each (1d10+1)
Fort +2, Ref +0, Will +2
OFFENSE
Speed 20 ft.
Melee spear +3 (1d8+1/x3)
Ranged shortbow +1 (1d6/x3)
TACTICS
During Combat The loyal warriors do their best to defend Ogokai, and attack any creature that targets the shaman.
Morale If Ogokai falls, the warriors focus their attacks on the PC they deem most responsible for their leader's death.  They fight to the death.
STATISTICS
Str 13, Dex 10, Con 11, Int 9, Wis 14, Cha 8
Base Atk +1; CMB +2; CMD 12
Feats Combat Reflexes, Weapon Focus (spear)
Skills Perception +3, Survival +3
Language Hon-La, Tien
Other Gear hide armor, shortbow with 20 arrows, spear, wolf pelt cloak worth 50 gp

Combat Reflexes (+0, 1/round):  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus.  With this feat, you may also make attacks of opportunity while flat-footed.
OGOKAI  [Male middle-aged human druid 4]

Subtier 4-5




CR 3
NG Medium humanoid (human)
Init +1; Senses Perception +10
DEFENSE
AC 16, touch 11, flat-footed 15 (+5 armor, +1 Dex)
hp 25 (4d8+4)
Fort +3, Ref +2, Will +7; +4 vs. fey and plant-targeted effects (including entangle)
Defensive Abilities resist nature's lure
OFFENSE
Speed 20 ft.
Melee mwk spear +5 (1d8/x3)
Ranged javelin +4 (1d6)
Special Attacks wild shape 1/day
Druid Spells Prepared (CL 4th; concentration +7)


2nd – barkskin, bull's strength, chill metal (DC 15)


1st – entangle (DC 14), magic fang, pass without trace, produce flame

0 (at will) – create water, guidance, know direction, stabilize
TACTICS
During Combat Ogokai casts bull's strength in the first round of combat, then uses entangle to hinder opponents and chill metal to harm the most heavily armored foe.  He focuses his melee attacks on the closest entangled PC.
Morale Ogokai is a proud warrior and fights to the death.
STATISTICS
Str 11, Dex 12, Con 8, Int 13, Wis 16, Cha 15
Base Atk +3; CMB +3; CMD 14
Feats Combat Casting, Toughness, Weapon Focus (spear)
Skills Handle Animal +9, Heal +10, Knowledge (geography) +8, Knowledge (nature) +10, Perception +10, Survival +12
Languages Common, Druidic, Hon-La, Tien
SQ nature bond (animal companion), nature sense, trackless step, wild empathy +6, woodland stride (ineffective against entangle)
Combat Gear potion of cure light wounds (2); Other Gear +1 hide armor, masterwork spear, javelins (5), wolf pelt cloak worth 50 gp, 128 gp
Animal Companion; Evasion (Ex):  If an animal companion is subjected to an attack that normally allows a Reflex saving throw for half damage, it takes no damage if it makes a successful saving throw.
Animal Companion; Link (Ex):  A druid can handle his animal companion as a free action, or push it as a move action, even if he doesn't have any ranks in the Handle Animal skill.  The druid gains a +4 circumstance bonus on all wild empathy checks (+10 total) and Handle Animal checks (+13 total) made regarding an animal companion.
Handle Animal (+13 for Dar, requires DC 10; DC 12 if injured):  Even if Dar is injured, Ogokai succeeds automatically thanks to his Link.

Druid Spells Prepared (CL 4th; concentration +7 (+11 defensively or grappled))
Bull's Strength [1 standard action; touch; creature touched; 4 mins.; Will negates]:  +4 STR for +2 melee atk, +2 melee dmg (+3 2-handed), +2 
CMB/CMD, +2 climb & swim checks, +2 STR checks
Chill Metal [1 standard action; 35 ft. range; metal equipment of up to 2 creatures, no more than 30 ft. apart; 7 rounds; Will negates (object)]

	Round
	Metal Temperature
	Damage

	1
	Cold
	None

	2
	Icy
	1d4 points

	3
	Freezing
	2d4 points

	4
	Icy
	1d4 points

	5
	Cold
	None


· A metal item in a creature's possession uses that creature's save bonus unless its own is higher.

· A creature takes full damage if its armor, shield, or weapon is affected, or minimum damage (1 or 2 points) from items not worn or wielded.

·  Any heat intense enough to damage the creature negates cold damage on a point-for-point basis.

· Underwater, the spell deals no damage, but ice forms around the affected metal

Entangle [1 standard action; 440 ft. range; plants in a 40-ft.-radius spread; 1 min. (D); DC 14 Reflex partial; see text]  This spell causes tall grass, 
weeds, and other plants to wrap around creatures in the area of effect or those that enter the area.  Creatures that fail their save gain the 
entangled condition.  Creatures that make their save can move as normal, but those that remain in the area must save again at the end of 
your turn.  Creatures that move into the area must save immediately.  Those that fail must end their movement and gain the entangled 
condition.  Entangled creatures can attempt to break free as a move action, making a Strength or Escape Artist check.  The DC for this 
check is equal to the DC of the spell.  The entire area of effect is considered difficult terrain while the effect lasts.

Quick Summary
The area is difficult terrain (all squares count as 2 for movement).

Creatures in the area make a Reflex save.

· Fail = entangled

· Success = may move as normal (through difficult terrain)

Any who enter the area make a Reflex save immediately.

· Fail = entangled and movement ends

· Success = may move normally (through difficult terrain)

Any who remain in the area at the end of the caster's turn must save again.

Entangled creatures can attempt to break free as a move action by making Strength or Escape Artist check vs. the DC of the spell.

Entangled Condition Summary
· Move at half speed

· Cannot run or charge

· -2 penalty on all attack rolls

· -4 penalty to Dexterity
Must make a concentration check (DC 15 + spell level) to cast a spell (or lose it)
Produce Flame [1 standard action; flame in your palm; 4 mins.]  can strike with melee touch or ranged touch attack (120 ft. range) for 1d6+4 dmg; 
each attack reduces duration by 1 min.; when duration reduced to 0 mins. or less, spell ends after attack resolves
DAR  [Hawk animal companion]


Subtier 4-5




CR -
N Small animal
Init +3; Senses low-light vision; Perception +6
DEFENSE
AC 17, touch 14, flat-footed 14 (+3 Dex, +3 natural, +1 size)
hp 26 (4d8+8)
Fort +6, Ref +7, Will +3
OFFENSE
Speed 10 ft., fly 80 ft. (average)
Melee bite +7 (1d4+1), 2 talons +7 (1d4+1)
TACTICS
During Combat Dar is trained to attack any enemy using a ranged weapon or casting spells.  If no such target is present, she attacks the PC nearest to her master.
Morale Dar fights as long as Ogokai lives.
STATISTICS
Str 13, Dex 16, Con 14, Int 2, Wis 14, Cha 6
Base Atk +3; CMB +3; CMD 16
Feats Flyby Attack, Weapon Finesse
Skills Fly +10, Perception +6

Flyby Attack:  When flying, the creature can take a move action and another standard action at any point during the move.  The creature cannot take a second move action during a round when it makes a flyby attack.
	Flying Maneuver
	Fly DC (+10)

	Avoid falling damage (excluding by failed fly check)
	10

	Avoid losing 10 feet of altitude by being attacked while flying
	10

	Move less than half speed and remain flying
	10

	Hover
	15

	Turn greater than 45° by spending 5 feet of movement
	15

	Turn 180° by spending 10 feet of movement
	20

	Fly up at a greater than 45° angle
	20

	Avoid plummeting to ground due to mid-air collision with object of your size or greater
	25


· Suffers a -2 Fly penalty in "Strong" (21-30 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Severe" (31-50 mph) winds.  Suffers a -4 Fly penalty.

· Must succeed on a DC 25 Fly check in "Windstorm" (51-74 mph) or greater winds or be blown back 2d6x10 feet and take 2d6 points of nonlethal damage.  This check must be made every round the creature remains airborne.  A creature that is blow away must still make a DC 20 Fly check to move.  Suffers a -8 Fly penalty.

JHEMULIT WARRIORS  [3 Human warriors 1]

Subtier 4-5




CR 1/3
N Medium humanoid (human)
Init +0; Senses Perception +3
DEFENSE
AC 14, touch 10, flat-footed 14 (+4 armor)
hp 6 each (1d10+1)
Fort +2, Ref +0, Will +2
OFFENSE
Speed 20 ft.
Melee spear +3 (1d8+1/x3)
Ranged shortbow +1 (1d6/x3)
TACTICS
During Combat The loyal warriors do their best to defend Ogokai, and attack any creature that targets the shaman.
Morale If Ogokai falls, the warriors focus their attacks on the PC they deem most responsible for their leader's death.  They fight to the death.
STATISTICS
Str 13, Dex 10, Con 11, Int 9, Wis 14, Cha 8
Base Atk +1; CMB +2; CMD 12
Feats Combat Reflexes, Weapon Focus (spear)
Skills Perception +3, Survival +3
Language Hon-La, Tien
Other Gear hide armor, shortbow with 20 arrows, spear, wolf pelt cloak worth 50 gp

Combat Reflexes (+0, 1/round):  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus.  With this feat, you may also make attacks of opportunity while flat-footed.
3. Border Crossing (CR 2 or CR 5)
SUN CHEYENG  [Male human aristocrat 1]

Subtier 1-2




CR 1/3
LE Medium humanoid (human)
Init -1; Senses Perception +7
DEFENSE
AC 10, touch 9, flat-footed 10 (+1 armor, -1 Dex)
hp 4 (1d8)
Fort +0, Ref -1, Will +3
OFFENSE
Speed 30 ft.
Melee longsword -1 (1d8-1/19-20)
Ranged light crossbow -1 (1d8/19-20)
TACTICS
During Combat Cheyeng stays as far away from the PCs as he can, throwing his tanglefoot bags and firing his crossbow at any target not engaged in melee.  If forced into melee, he uses Combat Expertise to increase his AC.
Morale Cheyeng attempts to flee once all his guards are slain.  Failing that, he surrenders and begs the PCs to spare his life.
STATISTICS
Str 8, Dex 9, Con 10, Int 13, Wis 12, Cha 13
Base Atk +0; CMB -1; CMD 8
Feats Alertness, Combat Expertise
Skills Appraise +5, Bluff +5, Diplomacy +5, Intimidate +5, Linguistics +5, Perception +7, Sense Motive +7
Languages Common, Goblin, Hon-La, Tien
Combat Gear tanglefoot bags (2); Other Gear silken ceremonial armor, light crossbow with 20 bolts, longsword, 79 gp
Combat Expertise (-1 atk & CM / +1 dodge AC):  You can only choose to use this feat when you declare that you are making an attack or a full-attack action with a melee weapon.  The effects of this feat last until your next turn.
Tanglefoot Bag:  A tanglefoot bag is a small sack filled with tar, resin, and other sticky substances.  When you throw a tanglefoot bag at a creature (as a ranged touch attack with a range increment of 10 feet), the bag comes apart and goo bursts out, entangling the target and then becoming tough and resilient upon exposure to air.  An entangled creature takes a -2 penalty on attack rolls and a -4 penalty to Dexterity and must make a DC 15 Reflex save or be glued to the floor, unable to move.  Even on a successful save, it can move only at half speed.  Huge or larger creatures are unaffected by a tanglefoot bag.  A flying creature is not stuck to the floor, but it must make a DC 15 Reflex save or be unable to fly (assuming it uses its wings to fly) and fall to the ground.  A tanglefoot bag does not function underwater.

A creature that is glued to the floor (or unable to fly) can break free by making a DC 17 Strength check or by dealing 15 points of damage to the goo with a slashing weapon.  A creature trying to scrape goo off itself, or another creature assisting, does not need to make an attack roll; hitting the goo is automatic, after which the creature that hit makes a damage roll to see how much of the goo was scraped off.  Once free, the creature can move (including flying) at half speed.  If the entangled creature attempts to cast a spell, it must make concentration check with a DC of 15 + the spell's level or be unable to cast the spell.  The goo becomes brittle and fragile after 2d4 rounds, cracking apart and losing its effectiveness.  An application of universal solvent to a stuck creature dissolves the alchemical goo immediately.

LINGSHEN BORDER GUARDS  [3 Human rogues 1]
Subtier 1-2




CR 1/2
LE Medium humanoid (human)
Init +7; Senses Perception +5
DEFENSE
AC 15, touch 13, flat-footed 12 (+2 armor, +3 Dex)
hp 11 each (1d8+3)
Fort +2, Ref +5, Will +1
OFFENSE
Speed 30 ft.
Melee short sword +3 (1d6+1/19-20)
Ranged composite shortbow +3 (1d6+1/x3)
Special Attacks sneak attack +1d6
TACTICS
During Combat The border guards target melee fighters first, working together to flank opponents.  They use their potions of cure light wounds if reduced to 5 hit points or fewer.
Morale The border guards fight to the death, knowing they will be reincarnated as terra-cotta warriors in Lingshen's esteemed army should they fall in battle.
STATISTICS
Str 13, Dex 17, Con 14, Int 8, Wis 12, Cha 10
Base Atk +0; CMB +1; CMD 14
Feats Improved Initiative, Weapon Finesse
Skills Acrobatics +7, Bluff +4, Climb +5, Disable Device +7, Intimidate +4, Perception +5, Sleight of Hand +7, Stealth +7
SQ trapfinding +1
Language Hon-La, Tien (not listed in scenario but assumed from earlier listings)
Combat Gear potion of cure light wounds; Other Gear lamellar cuirass, composite shortbow (+1 Str) with 20 arrows, short sword, 23 gp
SUN CHEYENG  [Male human aristocrat 1/bard 3]

Subtier 4-5




CR 2
LE Medium humanoid (human)
Init +2; Senses Perception +10
DEFENSE
AC 16, touch 12, flat-footed 14 (+4 armor, +2 Dex)
hp 24 (4 HD; 3d8+1d8+3)
Fort +2, Ref +6, Will +7; +4 vs. bardic performance, language-dependent, and sonic
OFFENSE
Speed 30 ft.
Melee mwk longsword +3 (1d8-1/19-20)
Ranged mwk light crossbow +5 (1d8/19-20)
Special Attacks bardic performance 11 rounds/day (countersong, distraction, fascinate, inspire competence +2, inspire courage +1)
Bard Spells Known (CL 3rd; concentration +6)


1st (4/day) – cause fear (DC 14), hideous laughter (DC 14), silent image (DC 14), sleep (DC 14)


0 (at will) – dancing lights, detect magic, know direction, light, mage hand, read magic
TACTICS
During Combat Cheyeng activates his bardic performance to inspire courage on the first round, reciting jingoistic prose to spur his allies into combat.  In subsequent rounds, he uses spells such as hideous laughter and sleep to disable PCs.  He uses his light crossbow to attack foes from afar, and if drawn into melee, he moves to flank with the border guards, maintaining his bardic performance while attacking with his longsword.  If reduced to 12 hit points or fewer, he applies the bonus from Combat Expertise to his AC.
Morale Cheyeng attempts to flee once all his guards are slain or he is reduced to 8 hit points or fewer.  Failing that, he surrenders and begs the PCs to spare his life.
STATISTICS
Str 8, Dex 14, Con 10, Int 14, Wis 12, Cha 17
Base Atk +2; CMB +1; CMD 13
Feats Alertness, Combat Expertise, Weapon Focus (longsword)
Skills Appraise +7, Bluff +10, Diplomacy +10, Intimidate +10, Linguistics +9, Perception +10, Perform (oratory) +10, Sense Motive +10, Spellcraft +9
Languages Common, Giant, Goblin, Hon-La, Hwan, Minkaian, Tien
SQ bardic knowledge +1, versatile performance (oratory)
Combat Gear tanglefoot bags (2); Other Gear masterwork leather lamellar, masterwork light crossbow with 20 bolts, masterwork longsword, cloak of resistance +1 [faint abjuration], 409 gp
Bardic Performance (standard action); Inspire Courage (Su):  A 1st level bard can use his performance to inspire courage in his allies (including himself), bolstering them against fear and improving their combat abilities.  To be affected, an ally must be able to perceive the bard's performance.  An affected ally receives a +1 morale bonus on saving throws against charm and fear effects and a +1 competence bonus on attack and weapon damage rolls.  Inspire courage is a mind-affecting ability.
Combat Expertise (-1 atk & CM / +1 dodge AC):  You can only choose to use this feat when you declare that you are making an attack or a full-attack action with a melee weapon.  The effects of this feat last until your next turn.
Tanglefoot Bag:  A tanglefoot bag is a small sack filled with tar, resin, and other sticky substances.  When you throw a tanglefoot bag at a creature (as a ranged touch attack with a range increment of 10 feet), the bag comes apart and goo bursts out, entangling the target and then becoming tough and resilient upon exposure to air.  An entangled creature takes a -2 penalty on attack rolls and a -4 penalty to Dexterity and must make a DC 15 Reflex save or be glued to the floor, unable to move.  Even on a successful save, it can move only at half speed.  Huge or larger creatures are unaffected by a tanglefoot bag.  A flying creature is not stuck to the floor, but it must make a DC 15 Reflex save or be unable to fly (assuming it uses its wings to fly) and fall to the ground.  A tanglefoot bag does not function underwater.

A creature that is glued to the floor (or unable to fly) can break free by making a DC 17 Strength check or by dealing 15 points of damage to the goo with a slashing weapon.  A creature trying to scrape goo off itself, or another creature assisting, does not need to make an attack roll; hitting the goo is automatic, after which the creature that hit makes a damage roll to see how much of the goo was scraped off.  Once free, the creature can move (including flying) at half speed.  If the entangled creature attempts to cast a spell, it must make concentration check with a DC of 15 + the spell's level or be unable to cast the spell.  The goo becomes brittle and fragile after 2d4 rounds, cracking apart and losing its effectiveness.  An application of universal solvent to a stuck creature dissolves the alchemical goo immediately.

Bard Spells Known (CL 3rd; concentration +6)
Cause Fear (mind-affecting) [V, S; 30 ft. range; 1 living creature with 5 or fewer HD; 1d4 rounds or 1 round; DC 14 Will partial]:  creature becomes frightened; successful 
Will save means only shaken 1 round
Hideous Laughter (compulsion, mind-affecting) [V, S, M; 30' range; 1 creature; 3 rounds; DC 14 Will negates]:  falls prone; can't take actions but isn't helpless; gets 
another save end 2nd turn if takes full-round action (success=ends, failure=full duration); Int 2 or lower unaffected; +4 bonus for creatures of different type than 
caster
Sleep (compulsion, mind-affecting) [V, S, M; 1 round casting; 130' range; 1 or more living creatures within 10'-radius burst; 3 mins; DC 14 Will]:  causes magical slumber 
on 4 HD of creatures, fewest HD creatures first (equal HD = closest first); sleeping creatures helpless; slapping or wounding awakens (std action) but normal 
noise doesn't

LINGSHEN BORDER GUARDS  [3 Human rogues 2]
Subtier 4-5




CR 1
LE Medium humanoid (human)
Init +7; Senses Perception +6
DEFENSE
AC 15, touch 13, flat-footed 12 (+2 armor, +3 Dex)
hp 16 each (2d8+4)
Fort +2, Ref +6, Will +1
Defensive Abilities evasion
OFFENSE
Speed 30 ft.
Melee short sword +4 (1d6+1/19-20)
Ranged mwk composite shortbow +5 (1d6+1/x3)
Special Attacks sneak attack +1d6
TACTICS
During Combat The border guards target melee fighters first, working together to flank opponents.
Morale The border guards fight to the death, knowing they will be reincarnated as terra-cotta warriors in Lingshen's esteemed army should they fall in battle.
STATISTICS
Str 13, Dex 17, Con 14, Int 8, Wis 12, Cha 10
Base Atk +1; CMB +2; CMD 15
Feats Improved Initiative, Weapon Finesse
Skills Acrobatics +8, Bluff +5, Climb +6, Disable Device +8, Intimidate +5, Perception +6, Sense Motive +6, Sleight of Hand +8, Stealth +8
Language Hon-La, Tien (not listed in scenario but assumed from earlier listings)
Combat Gear potion of cure light wounds; Other Gear lamellar cuirass, masterwork composite shortbow with 20 arrows, short sword, 34 gp
Act 2: Kaoling  [boat speed = 40 ft./round; river = 30 ft. wide and 60 ft. deep; canyon cliffs = 30 ft. high (DC 10 Climb check)]
1. Cliffs of the Kijimunas (CR 3 or CR 6)
YOUNG TRIBAL KIJIMUNAS  [2 reduced HD kijimuna]
Subtier 1-2




CR 1
At first glance, this creature appears to be a mischievously smiling young child with bright red hair clad only in a grass skirt.  A closer look reveals goblinoid ears and a mouth full of pointed teeth.
CN Small humanoid (goblinoid)
Init +3; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 15, touch 15, flat-footed 11 (+3 Dex, +1 dodge, +1 size)
hp 13 each (2d8+4)
Fort +2, Ref +6, Will +0
OFFENSE
Speed 30 ft.
Melee spear +3 (1d6+1/x3)
Ranged net +5 (special)
Special Attacks steal fire
TACTICS
During Combat The young kijimunas thirst for blood, and attack whichever PCs look the weakest.
Morale The young kijimunas know that their tribe's leaders will look down upon them if they flee, and so they fight to the death.
STATISTICS
Str 13, Dex 17, Con 15, Int 12, Wis 10, Cha 14
Base Atk +1; CMB +1; CMD 15
Feats Dodge
Skills Profession (fisherman) +8, Sleight of Hand +4, Stealth +11, Survival +4, Swim +10; Racial Modifiers +4 Profession (fisherman), +4 Swim
Languages Common, Goblin
Gear net, 3 spears
SPECIAL ABILITIES
Steal Fire (Su) As a standard action, a kijimuna can call out to a non-magical fire within 30 feet equivalent in size to the flames of a burning torch.  
Doing so causes the flame to become a light similar to that created by a dancing lights spell, under the control of the kijimuna.  An 
attended object can make a DC 13 Reflex saving throw to avoid this effect.  Unlike a dancing lights spell, a kijimuna's steal fire ability can 
cause a stolen fire to strike a creature, either ringing the target in light as per the spell faerie fire for 5 minutes, or dealing 2d6 points of fire 
damage (DC 13 Reflex, half).  Both save DCs are Charisma-based.  A lantern, candle, torch, or similar item that has its flame stolen cannot 
be relit by any means for 24 hours.

Net:  A net is used to entangle enemies.  When you throw a net, you make a ranged touch attack against your target.  A net's maximum range is 10 feet.  If you hit, the target is entangled.  An entangled creature takes a -2 penalty on attack rolls and a -4 penalty on Dexterity, can move at only half speed, and cannot charge or run.  If you control the trailing rope by succeeding on an opposed Strength check while holding it, the entangled creature can move only within the limits that the rope allows.  If the entangled creature attempts to cast a spell, it must make a concentration check with a DC of 15 + the spell's level or be unable to cast the spell.


An entangled creature can escape with a DC 20 Escape Artist check (a full-round action).  The net has 5 hit points and can be burst with a DC 25 Strength check (also a full-round action).  A net is useful only against creatures within one size category of you.


A net must be folded to be thrown effectively.  The first time you throw your net in a fight, you make a normal ranged touch attack roll.  After the net is unfolded, you take a -4 penalty on attack rolls with it.  It takes 2 rounds for a proficient user to fold a net and twice that long for a non-proficient one to do so.

TREASURE
BEAD, CAMPFIRE
Aura faint evocation; CL 1st
Slot none; Price 720 gp; Weight -
DESCRIPTION
This tiny glass bead transforms itself into a small (2-foot-tall) pile of burning logs whenever its command word is spoken.  The fire burns for 8 hours or until extinguished, at which point it turns back into a bead.  The owner of the item must wait twice as long as the fire burned before he can order the bead to become a campfire again.
TRIBAL KIJIMUNAS  [4 kijimunas]


Subtier 4-5




CR 2
At first glance, this creature appears to be a mischievously smiling young child with bright red hair clad only in a grass skirt.  A closer look reveals goblinoid ears and a mouth full of pointed teeth.
CN Small humanoid (goblinoid)
Init +3; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 15, touch 15, flat-footed 11 (+3 Dex, +1 dodge, +1 size)
hp 19 each (3d8+6)
Fort +3, Ref +6, Will +1
OFFENSE
Speed 30 ft.
Melee spear +4 (1d6+1/x3)
Ranged net +6 (special)
Special Attacks steal fire
TACTICS
During Combat The young kijimunas thirst for blood, and attack whichever PCs look the weakest.
Morale The tribal kijimunas have no desire to die, and attempt to flee if reduced to 7 hit points or fewer, jumping over the side of the boat to swim to safety.
STATISTICS
Str 13, Dex 17, Con 15, Int 12, Wis 10, Cha 14
Base Atk +2; CMB +2; CMD 16
Feats Dodge, Stealthy
Skills Escape Artist +5, Profession (fisherman) +9, Sleight of Hand +5, Stealth +14, Survival +4, Swim +10; Racial Modifiers +4 Profession (fisherman), +4 Swim
Languages Common, Goblin
Gear net, 3 spears
SPECIAL ABILITIES
Steal Fire (Su) As a standard action, a kijimuna can call out to a non-magical fire within 30 feet equivalent in size to the flames of a burning torch.  
Doing so causes the flame to become a light similar to that created by a dancing lights spell, under the control of the kijimuna.  An 
attended object can make a DC 13 Reflex saving throw to avoid this effect.  Unlike a dancing lights spell, a kijimuna's steal fire ability can 
cause a stolen fire to strike a creature, either ringing the target in light as per the spell faerie fire for 5 minutes, or dealing 2d6 points of fire 
damage (DC 13 Reflex, half).  Both save DCs are Charisma-based.  A lantern, candle, torch, or similar item that has its flame stolen cannot 
be relit by any means for 24 hours.

Net:  A net is used to entangle enemies.  When you throw a net, you make a ranged touch attack against your target.  A net's maximum range is 10 feet.  If you hit, the target is entangled.  An entangled creature takes a -2 penalty on attack rolls and a -4 penalty on Dexterity, can move at only half speed, and cannot charge or run.  If you control the trailing rope by succeeding on an opposed Strength check while holding it, the entangled creature can move only within the limits that the rope allows.  If the entangled creature attempts to cast a spell, it must make a concentration check with a DC of 15 + the spell's level or be unable to cast the spell.


An entangled creature can escape with a DC 20 Escape Artist check (a full-round action).  The net has 5 hit points and can be burst with a DC 25 Strength check (also a full-round action).  A net is useful only against creatures within one size category of you.


A net must be folded to be thrown effectively.  The first time you throw your net in a fight, you make a normal ranged touch attack roll.  After the net is unfolded, you take a -4 penalty on attack rolls with it.  It takes 2 rounds for a proficient user to fold a net and twice that long for a non-proficient one to do so.

TREASURE
EFFICIENT QUIVER
Aura moderate conjuration; CL 9th
Slot none; Price 1,800 gp; Weight 2 lbs.
DESCRIPTION
This appears to be a typical arrow container capable of holding about 20 arrows.  It has three distinct portions, each with a nondimensional space allowing it to store far more than would normally be possible.  The first and smallest one can contain up to 60 objects of the same general size and shape as an arrow.  The second slightly longer compartment holds up to 18 objects of the same general size and shape as a javelin.  The third and longest portion of the case contains as many as 6 objects of the same general size and shape as a bow (spears, staffs, or the like).  Once the owner has filled it, the quiver can quickly produce any item she wishes that is within the quiver, as if from a regular quiver or scabbard.  The efficient quiver weighs the same no matter what's placed inside it.

JAVELIN OF LIGHTNING
Aura faint evocation; CL 5th
Slot none; Price 1,500 gp; Weight 2 lbs.
DESCRIPTION
This javelin becomes a 5d6 lightning bolt when thrown (120 ft. line, Reflex DC 14 half).  It is consumed in the attack.
2. Leech Nest (CR 2 or CR 5) [optional encounter, cut if less than 2 hours remain]
GIANT LEECH




Subtiers 1-2 and 4-5




CR 2
A parasite ballooned to monstrous proportions undulates in the muck, its circular maw a spiral of teeth.
N Medium vermin (aquatic)
Init +1; Senses blindsight 30 ft., scent; Perception +0
DEFENSE
AC 11, touch 11, flat-footed 10 (+1 Dex)
hp 19 (3d8+6)
Fort +5, Ref +2, Will +1
Immune mind-affecting effects
Weaknesses susceptible to salt
OFFENSE
Speed 5 ft., swim 20 ft.
Melee bite +2 (1d6 plus attach)
Special Attacks blood drain
STATISTICS
Str 11, Dex 12, Con 14, Int --, Wis 10, Cha 1
Base Atk +2; CMB +2 (+10 when attached); CMD 13 (can't be tripped)
Skills Stealth +1 (+9 in swamps), Swim +8; Racial Modifiers +8 Stealth in swamps
SQ amphibious
SPECIAL ABILITIES
Attach (Ex) When a giant leech hits with a bite attack, it latches onto its target and automatically grapples.  The giant leech loses its Dexterity bonus 
to AC and has an AC of 10, but holds on with great tenacity and automatically inflicts bite damage each round.  A giant leech has a +8 
racial bonus to maintain its grapple on a foe once it is attached.  An attached giant leech can be struck with a weapon or grappled itself – if 
its prey manages to win a grapple check or Escape Artist check against it, the giant leech is removed.
Blood Drain (Ex) A giant leech drains blood at the end of each turn it is attached, inflicting 1 point of Strength and Constitution damage.
Susceptible to Salt (Ex) A handful of salt burns a giant leech as if it were a flask of acid, causing 1d6 points of damage per use.

Blindsight (Ex):  Some creatures possess blindsight, the extraordinary ability to use a non-visual sense (or a combination of senses) to operate effectively without vision.  Such senses may include sensitivity to vibrations, acute scent, keen hearing, or echolocation.  This makes invisibility and concealment (even magical darkness) irrelevent to the creature (though it still can't see ethereal creatures).  This ability operates out to a range specified in the creature description.

· Blindsight never allows a creature to distinguish color or visual contrast.  A creature cannot read with blindsight.

· Blindsight does not subject a creature to gaze attacks (even though darkvision does).

· Blinding attacks do not penalize creatures that use blindsight.

· Deafening attacks thwart blindsight if it relies on hearing.

· Blindsight works underwater but not in a vacuum.

· Blindsight negates displacement and blur effects.

LEECH SWARM




Subtier 4-5




CR 4
A mass of wriggling black creatures each the size of a man's finger stirs the stagnant water before enveloping its victim.
N Diminutive vermin (aquatic, swarm)
Init +4; Senses blindsight 30 ft.; Perception +0
DEFENSE
AC 18, touch 18, flat-footed 14 (+4 Dex, +4 size)
hp 39 (6d8+12)
Fort +7, Ref +6, Will +2
Immune mind-affecting effects, swarm traits, weapon damage
Weaknesses susceptible to salt (see giant leech)
OFFENSE
Speed 5 ft., swim 30 ft.
Melee swarm (2d6 plus poison)
Space 10 ft.; Reach 0 ft.
Special Attacks blood drain, distraction (DC 15)
STATISTICS
Str 1, Dex 18, Con 15, Int --, Wis 10, Cha 2
Base Atk +4; CMB --; CMD --
Skills Stealth +16 (+24 in swamps), Swim +12; Racial Modifiers +8 Stealth in swamps, uses Dexterity to modify Swim checks
SPECIAL ABILITIES
Blood Drain (Ex) Any living creature that begins its turn with a leech swarm in its space is drained of its blood and takes 1d3 points of Str and Con damage.
Poison (Ex) Swarm – injury; save Fort DC 15; frequency 1/round for 2 rounds; effect 1d4 Dexterity drain; cure 1 save.

Blindsight (Ex):  see above
Distraction (Ex):  A creature with this ability can nauseate the creatures that it damages.  Any living creature that takes damage from a creature with the distraction ability is nauseated for 1 round; a Fortitude save (DC 10 + 1/2 creature's HD + creature's Con modifier) negates the effect.
Swarm Traits:  Swarms are not subject to critical hits or flanking.  A swarm made up of Tiny creatures takes half damage from slashing and piercing weapons.  A swarm made up of Fine or Diminutive creatures is immune to all weapon damage.  Reducing a swarm to 0 hit points (through lethal or nonlethal damage) disperses it.  Swarms are never staggered or reduced to a dying state by damage.  They can't be tripped, grappled, or bull rushed and they can't grapple.  A swarm is immune to any spell or effect that targets a specific number of creatures, except mind-affecting effects if the swarm has an Intelligence score and a hive mind.  A swarm takes half again as much damage (+50%) from spells or effects that affect an area.  Diminutive and Fine swarms are susceptible to high winds (such as a gust of wind spell) and treated as a creature of their individual size.
Act 3: The Sea of Eels
XIAO WEN  [Female human magus 1]


Subtier 1-2




CR 1/2
LN Medium humanoid (human)
Init +1; Senses Perception -1
DEFENSE
AC 15, touch 11, flat-footed 14 (+4 armor, +1 Dex)
hp 10 (1d8+2)
Fort +3, Ref +1, Will +1
OFFENSE
Speed 30 ft.
Melee +1 scimitar +6 (1d6+4/18-20)
Special Attacks spell combat (-2 attack, including ranged touch; up to -2 attack for up to +2 to concentration)
Magus Spells Prepared (CL 1st; concentration +3)


1st – color spray (DC 13), magic missile

0 (at will) – acid splash, daze (DC 12), ray of frost
TACTICS
Before Combat Xiao waits belowdecks to avoid ranged attacks until she can board the PCs' ship.  The round before boarding, Xiao uses her arcane pool ability to give her scimitar a +1 enhancement bonus on attacks.
During Combat Xiao uses color spray on the first round to hit as many PCs as possible.  She then attacks any PCs who weren't affected by the color spray with her offensive spells and scimitar, using spell combat to both cast and attack each round.
Morale Xiao knows enough about the empire's plans for the Braid of a Hundred Masters to realize it is of crucial importance, and thus fights to the death for the glory of Lingshen.
Base Statistics When not enhancing her scimitar with her arcane pool ability, Xiao has the following statistics:  Melee mwk scimitar +5 (1d6+3/18-20).
STATISTICS
Str 17, Dex 13, Con 12, Int 14, Wis 8, Cha 10
Base Atk +0; CMB +3; CMD 14
Feats Combat Casting, Weapon Focus (scimitar)
Skills Acrobatics +0, Knowledge (arcana) +6, Profession (sailor) +3, Spellcraft +6, Swim +5
Languages Common, Minkaian, Tien
SQ arcane pool (2 points, +1)
Gear leather lamellar, masterwork scimitar, 112 gp
SPECIAL ABILITIES
Spell Combat (Ex) Xiao can cast spells while wielding a weapon at the same time.  This ability functions much like two weapon fighting, but the off-hand weapon is a spell that is being cast.  As a full-round action, she can make all of her attacks with his melee weapon at a -2 penalty and can also cast any of her prepared spells with a casting time of 1 standard action (any attack roll made as part of this spell also takes this penalty).  If Xiao casts this spell defensively, she can decide to take an additional penalty on her attack rolls, up to her Intelligence bonus, and add the same amount as a circumstance bonus on her concentration check.  If the check fails, the spell is wasted, but the attacks still take the penalty.  Xiao can choose to cast the spell first or make the weapon attack first.

Arcane Pool (Su):  At 1st level, the magus gains a reservoir of mystical arcane energy that she can draw upon to fuel her powers and enhance her weapon.  This arcane pool has a number of points equal to 1/2 her magus level (minimum 1) + her Intelligence modifier.  The pool refreshes once per day when the magus prepares her spells.  A magus can expend 1 point from her arcane pool as a swift action to grant any weapon she is holding a +1 enhancement bonus for 1 minute.  This bonus does not function if the weapon is wielded by anyone other than the magus.  A magus can only enhance one weapon in this way at one time.  If she uses this ability again, the first use immediately ends.
Magus Spells Prepared (CL 1st; concentration +3 (+7 defensively or grappled (+8 or +9 with spell combat)))
Acid Splash [V, S; 25 ft. range; 1 missile of acid]:  ranged touch for 1d3 acid dmg
Color Spray [V, S, M; 15 ft. range; cone-shaped burst; DC 13 Will]:  sightless creatures aren't affected


2 HD or less:  unconscious, blinded, and stunned for 2d4 rounds; then blinded and stunned for 1d4 rounds, and then stunned for 1 round


3 or 4 HD:  blinded and stunned for 1d4 rounds; then stunned for 1 round


5 or more HD:  stunned for 1 round
Daze [V, S, M; 25 ft. range; 1 humanoid creature of 4 HD or less; 1 round; DC 12 Will]:  target is dazed 1 round, after which is immune for 24 hrs.
Magic Missile [V, S; 110 ft. range; 1 creature]:  1 missile dealing 1d4+1 force dmg
Ray of Frost [V, S; 25 ft. range; 1 ray of frost]:  ranged touch for 1d3 frost dmg
LINGSHENESE SOLDIERS  [3 Human monks 1]

Subtier 1-2




CR 1/2
LN Medium humanoid (human)
Init +2; Senses Perception +2
DEFENSE
AC 14, touch 14, flat-footed 12 (+2 Dex, +2 Wis)
hp 10 each (1d8+2)
Fort +3, Ref +4, Will +4
OFFENSE
Speed 30 ft.
Melee unarmed strike +4 (1d6+3) or flurry of blows +2/+2 (1d6+3)
Ranged light crossbow +2 (1d8/19-20)
Special Attacks flurry of blows, stunning fist (1/day, DC 12)
TACTICS
Before Combat Xiao's favored crew members wait belowdecks to avoid ranged attacks until they can board the PCs' ship.  The round before boarding, each soldier uses his oil of magic fang.
During Combat In the first round of melee combat, the soldiers use their stunning fist attacks against the closest PCs.  They then concentrate their flurry of blows attacks and Power Attacks on stunned enemies.
Morale The soldiers refuse to retreat or surrender, seeing death in service to the empire as a great honor.
Base Statistics While not under the effects of oil of magic fang, the soldiers have the following statistics:  Melee unarmed strike +3 (1d6+2) or flurry of blows +1/+1 (1d6+2).
STATISTICS
Str 15, Dex 14, Con 12, Int 10, Wis 15, Cha 8
Base Atk +0; CMB +2; CMD 16
Feats Combat Reflexes, Improved Unarmed Strike, Power Attack, Stunning Fist, Weapon Focus (unarmed strike)
Skills Acrobatics +6, Climb +6, Knowledge (religion) +4, Profession (sailor) +6, Swim +6
Language Tien
Combat Gear oil of magic fang, potion of cure light wounds, alchemist's fire (2); Other Gear light crossbow with 20 bolts, Lingshenese ring worth 155 gp

Alchemist's Fire:  You can throw a flask of alchemist's fire as a splash weapon.  Treat this attack as a ranged touch attack with a range increment of 10 feet.  A direct hit deals 1d6 points of fire damage.  Every creature within 5 feet of the point where the flask hits takes 1 point of fire damage from the splash.  On the round following a direct hit, the target takes an additional 1d6 points of damage.  If desired, the target can use a full-round action to attempt to extinguish the flames before taking this additional damage.  Extinguishing the flames requires a DC 15 Reflex save.  Rolling on the ground provides the target a +2 bonus on the save.  Leaping into a large body of water or magically extinguishing the flames automatically smothers the fire.
Combat Reflexes (+2, 3/round):  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus.  With this feat, you may also make attacks of opportunity while flat-footed.
Power Attack [-1 atk/+2 dmg]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
Stunning Fist (Ex):  You must declare that you are using this feat before you make your attack roll (thus, a failed attack roll ruins the attempt).  Stunning Fist forces a foe damaged by your unarmed attack to make a Fortitude saving throw (DC 10 +1/2 your character level + your Wis modifier), in addition to dealing damage normally.  A defender who fails this saving throw is stunned for 1 round (until just before your next turn).  A stunned character drops everything held, can't take actions, loses any Dexterity bonus to AC, and takes a -2 penalty to AC.  At 1st level, the monk gains Stunning Fist as a bonus feat, even if he does not meet the prerequisites.  The monk may attempt a stunning attack a number of times per day equal to his monk level, plus one more time per day for every four levels he has in classes other than monk.  Constructs, oozes, plants, undead, incorporeal creatures, and creatures immune to critical hits cannot be stunned.
XIAO WEN  [Female human magus 5]


Subtier 4-5




CR 4
LN Medium humanoid (human)
Init +5; Senses Perception -1
DEFENSE
AC 16, touch 11, flat-footed 15 (+5 armor, +1 Dex)
hp 36 (5d8+10)
Fort +5, Ref +2, Will +3
OFFENSE
Speed 30 ft.
Melee +1 shock scimitar +12 (1d6+7 plus 1d6 electricity/18-20)
Special Attacks spell combat (-2 attack, including ranged touch; up to -2 attack for up to +2 to concentration), spellstrike
Magus Spells Prepared (CL 5th; concentration +7)


2nd – blur, flaming sphere (DC 14), scorching ray

1st – chill touch (DC 13), color spray (DC 13), magic missile, ray of enfeeblement (DC 13), shocking grasp

0 (at will) – acid splash, daze (DC 12), ghost sound (DC 12), ray of frost
TACTICS
Before Combat Xiao waits belowdecks to avoid ranged attacks until she can board the PCs' ship.  In the rounds before boarding, Xiao uses her arcane pool ability to turn her scimitar into a +1 shock scimitar, imbibes her potion of bull's strength, and casts blur on herself.
During Combat Xiao uses spell combat to make a scimitar attack and cast a spell each round, starting with scorching ray.  After exhausting her ranged spells, Xiao uses her spellstrike ability to deliver touch spells through her scimitar attacks.  After expending all of her combative spells, she uses spell recall to recover one use of either chill touch or shocking grasp.  [scorching ray, color spray then flaming sphere or flaming sphere then color spray, magic missile, ray of enfeeblement, shocking grasp, chill touch, shocking grasp, shocking grasp]
Morale Xiao knows enough about the empire's plans for the Braid of a Hundred Masters to realize it is of crucial importance, and thus fights to the death for the glory of Lingshen.
Base Statistics When not under the effects of blur, potion of bull's strength or arcane pool, Xiao has the following statistics:  Melee mwk scimitar +9 (1d6+4/18-20); Str 22; CMB +7; CMD 18; Skills Swim +11.
STATISTICS
Str 22, Dex 13, Con 12, Int 14, Wis 8, Cha 10
Base Atk +3; CMB +9; CMD 20
Feats Combat Casting, Combat Reflexes, Improved Initiative, Power Attack, Weapon Focus (scimitar)
Skills Acrobatics +5, Knowledge (arcana) +10, Profession (sailor) +7, Spellcraft +10, Swim +13
Languages Common, Minkaian, Tien
SQ arcane pool (4 points, +2) [up to 2 pts.], magus arcana (pool strike +2d6) [1 pt.], spell recall [1 pt./lvl]
Combat Gear potion of cure moderate wounds, potion of bull's strength; Other Gear +1 leather lamellar, masterwork scimitar, jade pendant worth 100 gp, spellbook (contains all prepared spells plus burning hands, expeditious retreat, fog cloud, magic weapon, mount, and all cantrips), spell component pouch,  236 gp
SPECIAL ABILITIES
Spell Combat (Ex) See Subtier 1-2.
Spellstrike (Su) Whenever Xiao casts a spell with a range of "touch," she can deliver the spell through any weapon she wields as part of a melee attack.  Instead of the free melee touch attack normally allowed to deliver the spell, Xiao can make one free melee attack with her weapon (at her full base attack bonus) as part of casting this spell.  If successful, this melee attack deals its normal damage as well as the effects of the spell.  If Xiao makes this attack in concert with spell combat, this melee attack takes all the penalties accrued by her spell combat melee attacks.  This attack uses the weapon's critical range, and the spell effect deals x2 damage on a successful critical hit.
Spell Recall (Su) With a swift action, Xiao can recall any single magus spell she has already prepared and cast that day by expending a number of points from her arcane pool equal to the spell's level (minimum 1).  The spell is prepared again, just as if it had not been cast.

Arcane Pool (Su):  At 1st level, the magus gains a reservoir of mystical arcane energy that she can draw upon to fuel her powers and enhance her weapon.  This arcane pool has a number of points equal to 1/2 her magus level (minimum 1) + his Intelligence modifier.  The pool refreshes once per day when the magus prepares her spells.


At 1st level, a magus can expend 1 point from her arcane pool as a swift action to grant any weapon she is holding a +1 enhancement bonus for 1 minute.  For every four levels beyond 1st, the weapon gains another +1 enhancement bonus, to a maximum of +5 at 17th level.  These bonuses can be added to the weapon, stacking with existing weapon enhancement to a maximum of +5.  Multiple uses of this ability do not stack with themselves.


At 5th level, these bonuses can be used to add any of the following weapon properties:  dancing, flaming, flaming burst, frost, icy burst, keen, shock, shocking burst, speed, or vorpal.


Adding these properties consumes an amount of bonus equal to the property's base price modifier.  These properties are added to any the weapon already has, but duplicates do not stack.  If the weapon is not magical, at least a +1 enhancement bonus must be added before any other properties can be added.  These bonuses and properties are decided when the arcane pool point is spent and cannot be changed until the next time the magus uses this ability.  These bonuses do not function if the weapon is wielded by anyone than the magus.


A magus can only enhance one weapon in this way at one time.  If he uses this ability again, the first use immediately ends.
Combat Reflexes (+1, 2/round):  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus.  With this feat, you may also make attacks of opportunity while flat-footed.
Pool Strike (Su):  The magus can expend 1 point from her arcane pool as a standard action to charge her free hand with energy.  She can make a melee touch attack with that hand as a free action as part of activating this ability.  If the touch attack hits, it releases the charge and deals 2d6 points of energy damage (acid, cold, electricity, or fire, chosen when she spends the arcane pool point to activeate this ability ).  She can use this ability with the spellstrike class feature.  If she misses with this attack, she can hold the charge for up to 1 minute before it dissipates.
Power Attack [-1 atk/+2 dmg]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
Spell Recall (Su):  At 4th level, the magus learns to use his arcane pool to recall spells he has already cast.  With a swift action he can recall any single magus spell that he has already prepared and cast that day by expending a number of points from his arcane pool equal to the spell's level (minimum 1).  The spell is prepared again, just as if it had not been cast.
Magus Spells Prepared (CL 5th; concentration +7 (+11 defensively or grappled (+12 or +13 with spell combat)))
Acid Splash [V, S; 35 ft. range; ray]:  ranged touch for 1d3 acid dmg
Blur [V; touch; creature touched; 5 mins.]:  grants subject concealment (20% miss chance); opponents that can't see ignore effect
Chill Touch [V, S; touch; up to 5 creatures touched; DC 13 Fort or DC 13 Will]:  touch atk; living creatures take 1d6 negative energy dmg and must make Fort save or take 
1 Str dmg; undead save vs. Will or flee as if panicked for 1d4+5 rounds
Color Spray [V, S, M; 15 ft. range; cone-shaped burst; DC 13 Will]:  sightless creatures aren't affected


2 HD or less:  unconscious, blinded, and stunned for 2d4 rounds; then blinded and stunned for 1d4 rounds, and then stunned for 1 round


3 or 4 HD:  blinded and stunned for 1d4 rounds; then stunned for 1 round


5 or more HD:  stunned for 1 round
Daze [V, S, M; 35 ft. range; 1 humanoid creature of 4 HD or less; 1 round; DC 12 Will]:  target is dazed 1 round, after which is immune for 24 hrs.
Flaming Sphere [V, S, M; 150 ft. range; 5'-diameter sphere; 5 rounds; DC 14 Reflex]:  move action to direct up to 30 ft./round (inc. ascending or jumping to strike foes), 
otherwise stays and burns; can roll over 4 ft. barriers; stops movement in creature's square dealing 3d6 dmg; extinguished as normal fire or goes out of range
Magic Missile [V, S; 150 ft. range; up to 3 creatures, no 2 more than 15 ft. apart]:  3 missiles dealing 1d4+1 force dmg each
Ray of Enfeeblement [V, S; 35 ft. range; ray; 5 rounds; DC 13 Fort half]:  ranged touch for 1d6+3 Str dmg; doesn't stack w/self; apply highest penalty
Ray of Frost [V, S; 35 ft. range; ray]:  ranged touch for 1d3 frost dmg
Scorching Ray [V, S; 35 ft. range; 1 ray]:  ranged touch for 4d6 fire dmg
Shocking Grasp [V, S; touch; creature or object touched]:  touch for 5d6 electricity dmg; +3 to atk if opponent wearing metal armor
LINGSHENESE SOLDIERS  [3 Human monks 2]
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CR 1
LN Medium humanoid (human)
Init +2; Senses Perception +2
DEFENSE
AC 14, touch 14, flat-footed 12 (+2 Dex, +2 Wis)
hp 16 each (2d8+4)
Fort +4, Ref +5, Will +5
Defensive Abilities evasion
OFFENSE
Speed 30 ft.
Melee unarmed strike +5 (1d6+3) or flurry of blows +3/+3 (1d6+3)
Ranged mwk light crossbow +4 (1d8/19-20)
Special Attacks flurry of blows, stunning fist (2/day, DC 13)
TACTICS
Before Combat Xiao's favored crew members wait belowdecks to avoid ranged attacks until they can board the PCs' ship.  The round before boarding, each soldier uses his oil of magic fang.
During Combat In the first round of melee combat, the soldiers use their stunning fist attacks against the closest PCs.  They then concentrate their flurry of blows attacks and Power Attacks on stunned enemies.
Morale The soldiers refuse to retreat or surrender, seeing death in service to the empire as a great honor.
Base Statistics While not under the effects of oil of magic fang, the soldiers have the following statistics:  Melee unarmed strike +4 (1d6+2) or flurry of blows +2/+2 (1d6+2).
STATISTICS
Str 15, Dex 14, Con 12, Int 10, Wis 15, Cha 8
Base Atk +1; CMB +3; CMD 17
Feats Combat Reflexes, Deflect Arrows, Improved Unarmed Strike, Power Attack, Stunning Fist, Weapon Focus (unarmed strike)
Skills Acrobatics +7, Climb +7, Knowledge (religion) +5, Profession (sailor) +7, Swim +7
Language Tien
Combat Gear elixir of swimming, oil of magic fang, potion of cure light wounds, alchemist's fire (2); Other Gear masterwork light crossbow with 20 bolts, Lingshenese ring worth 155 gp

Alchemist's Fire:  You can throw a flask of alchemist's fire as a splash weapon.  Treat this attack as a ranged touch attack with a range increment of 10 feet.  A direct hit deals 1d6 points of fire damage.  Every creature within 5 feet of the point where the flask hits takes 1 point of fire damage from the splash.  On the round following a direct hit, the target takes an additional 1d6 points of damage.  If desired, the target can use a full-round action to attempt to extinguish the flames before taking this additional damage.  Extinguishing the flames requires a DC 15 Reflex save.  Rolling on the ground provides the target a +2 bonus on the save.  Leaping into a large body of water or magically extinguishing the flames automatically smothers the fire.
Combat Reflexes (+2, 3/round):  You may make a number of additional attacks of opportunity per round equal to your Dexterity bonus.  With this feat, you may also make attacks of opportunity while flat-footed.
Deflect Arrows:  You must have at least one hand free (holding nothing) to use this feat.  Once per round when you would normally be hit with an attack from a ranged weapon, you may deflect it so that you take no damage from it.  You must be aware of the attack and not flat-footed.  Attempting to deflect a ranged attack doesn't count as an action.  Unusually massive ranged weapons (such as boulders or ballista bolts) and ranged attacks generated by natural attacks or spell effects can't be deflected.
Power Attack [-1 atk/+2 dmg]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
Stunning Fist (Ex):  You must declare that you are using this feat before you make your attack roll (thus, a failed attack roll ruins the attempt).  Stunning Fist forces a foe damaged by your unarmed attack to make a Fortitude saving throw (DC 10 +1/2 your character level + your Wis modifier), in addition to dealing damage normally.  A defender who fails this saving throw is stunned for 1 round (until just before your next turn).  A stunned character drops everything held, can't take actions, loses any Dexterity bonus to AC, and takes a -2 penalty to AC.  At 1st level, the monk gains Stunning Fist as a bonus feat, even if he does not meet the prerequisites.  The monk may attempt a stunning attack a number of times per day equal to his monk level, plus one more time per day for every four levels he has in classes other than monk.  Constructs, oozes, plants, undead, incorporeal creatures, and creatures immune to critical hits cannot be stunned.

© 2002-2013 Paizo Publishing, LLC®  See Open Game License at http://paizo.com/pathfinderRPG/prd/openGameLicense.html
Additional material added from the D20 PFSRD website (http://www.d20pfsrd.com/)
