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Primary Goal(s):  The PCs manage to recover the gripplis' clay talisman.
Secondary Goal(s):  The PCs earn the favor and respect of the grippli tribe (boon included) by fulfilling 2 of the following 3 tasks:
1. retrieve at least 3 intact tyrannosaurus eggs

2. successfully overcome 4 or more obstacles in area A4 (ensuring Finyik survives)

3. prevent Fiveknives Kalim from escaping in area B
SYMBIOTIC ANT SWARM



Knowledge (nature) 6



CR 1


[1 in Subtier 1-2: 3-4/5-7 players; 2 in Subtier 4-5: 3-4 players]
A surging tide of large ants emerge from nearby trees.
N Diminutive vermin (swarm)
Init +3; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +4
DEFENSE
AC 17, touch 17, flat-footed 14 (+3 Dex, +4 size)
hp 9 [6] (2d8)
Fort +3, Ref +3, Will +0
Defensive Abilities swarm traits; Immune mind-affecting effects, weapon damage
Weaknesses swarm traits
OFFENSE
Speed 20 ft., climb 20 ft.
Melee swarm (1d6 plus poison and distraction)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 11)
TACTICS
During Combat The ants' most basic instinct is to defend the bullhorn acacia that serves as their home and food source, so they attack the PCs as 
soon as they come near enough to witness the scene.
Morale The ants typically don't need to attack a creature for long before it runs away, so they harass the PCs for only 4 rounds before dispersing into 
the jungle and eventually returning to the bullhorn acacia.  They also disperse if reduced to 3 or fewer hit points.
STATISTICS
Str 1, Dex 17, Con 10, Int –, Wis 10, Cha 2
Base Atk +1; CMB –; CMD –
Skills Climb +11, Perception +4; Racial Modifiers +4 Perception; uses Dexterity for Climb checks
SPECIAL ABILITIES
Poison (Ex) Swarm – injury; save Fort DC 11; frequency 1/round for 2 rounds; effect 1d2 Str; cure 1 save.  The save DC is Constitution-based.
SYMBIOTIC ANT SWARMS



Knowledge (nature) 7



CR 2


  [2 in Subtier 4-5: 5-7 players]
A surging tide of large ants emerge from nearby trees.
N Diminutive vermin (swarm)
Init +5; Senses darkvision 60 ft., tremorsense 30 ft.; Perception +6
DEFENSE
AC 21, touch 19, flat-footed 16 (+5 Dex, +2 natural, +4 size)
hp 13 (2d8+4)
Fort +5, Ref +5, Will +2
Defensive Abilities swarm traits; Immune mind-affecting effects, weapon damage
Weaknesses swarm traits
OFFENSE
Speed 20 ft., climb 20 ft.
Melee swarm (1d6 plus poison and distraction)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 13)
TACTICS
During Combat The ants' most basic instinct is to defend the bullhorn acacia that serves as their home and food source, so they attack the PCs as 
soon as they come near enough to witness the scene.
Morale The ants typically don't need to attack a creature for long before it runs away, so they harass the PCs for only 6 rounds before dispersing into 
the jungle and eventually returning to the bullhorn acacia.
STATISTICS
Str 5, Dex 21, Con 14, Int –, Wis 14, Cha 6
Base Atk +1; CMB –; CMD –
Skills Climb +13, Perception +6; Racial Modifiers +4 Perception; uses Dexterity for Climb checks
SPECIAL ABILITIES
Poison (Ex) Swarm – injury; save Fort DC 13; frequency 1/round for 3 rounds; effect 1d2 Str; cure 1 save.  The save DC is Constitution-based.
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.

LIZARDFOLK




Knowledge (local) 11




CR 1


[2 in Subtier 1-2: 3-4/5-7 players; 2 in Subtier 4-5: 3-4 players]
This reptilian humanoid has green scales, a short and toothy snout, and a thick alligator-like tail.
N Medium humanoid (reptilian)
Init +0; Senses Perception +1
DEFENSE
AC 17, touch 10, flat-footed 17 (+5 natural, +2 shield)
hp 11 [7] (2d8+2)
Fort +4, Ref +0, Will +0
OFFENSE
Speed 30 ft., swim 15 ft.
Melee morningstar +2 (1d8+1), bite +0 (1d4) or claw +2 (1d4+1), bite +2 (1d4+1)
Ranged javelin +1 (1d6+1)
TACTICS
Before Combat The lizardfolk set up an ambush if they smell the monkey tree stench on the PCs.
During Combat The lizardfolk team up against a dangerous-looking PC and try to neutralize that target before attacking others.
Morale The territorial and warlike lizardfolk fight to the death.
STATISTICS
Str 13, Dex 10, Con 13, Int 9, Wis 10, Cha 10
Base Atk +1; CMB +2; CMD 12
Feats Multiattack
Skills Acrobatics +2, Perception +1, Swim +8; Racial Modifiers +4 Acrobatics
Languages Draconic
SQ hold breath
Gear heavy wooden shield, morningstar, 3 javelins
SPECIAL ABILITIES
Hold Breath (Ex) A lizardfolk can hold its breath for a number of rounds equal to 4 times its Constitution score before it risks drowning.
LIZARDFOLK VANGUARD



Knowledge (local) 12




CR 2

Lizardfolk barbarian 1  [Subtier 4-5: 2 with 3-4 players; 4 with 5-7 players]




This muscle-bound reptilian humanoid has green scales, a short and toothy snout, and a thick alligator-like tail.
CN Medium humanoid (reptilian)
Init +2; Senses Perception +6
DEFENSE
AC 17, touch 10, flat-footed 15 (+2 armor, +2 Dex, +5 natural, -2 rage)
hp 33 (3 HD; 2d8+1d12+12)
Fort +9, Ref +2, Will +3
OFFENSE
Speed 40 ft., swim 15 ft.
Melee mwk morningstar +8 (1d8+5), bite +5 (1d6+2) or 2 claws +7 (1d4+5), bite +5 (1d6+2)
Ranged javelin +4 (1d6+5)
Special Attacks rage (6 rounds/day)
TACTICS
Before Combat The lizardfolk set up an ambush if they smell the monkey tree stench on the PCs.
During Combat The lizardfolk split into pairs to flank the two most dangerous-looking PCs and bring those foes down before engaging any others.
Morale The territorial and warlike lizardfolk fight to the death.
Base Statistics When he's not raging, the vanguard's statistics are AC 19, touch 12, flat-footed 17; hp 27; Fort +7, Will +1; Melee mwk morningstar +6 (1d8+3), bite +3 (1d6+1) or claw +5 (1d4+3), bite +3 (1d6+1); Str 17, Con 15; CMB +5; Skills Swim +16
STATISTICS
Str 21, Dex 14, Con 19, Int 9, Wis 12, Cha 8
Base Atk +2; CMB +7; CMD 17
Feats Multiattack, Power Attack
Skills Acrobatics +10 (+14 when jumping), Perception +6, Survival +5, Swim +18
Languages Draconic
SQ fast movement, hold breath
Combat Gear potion of cure moderate wounds [faint conjuration; CL 3rd]; Other Gear mwk leather armor, mwk morningstar, javelins (4), 8 gp
SPECIAL ABILITIES
Hold Breath (Ex) A lizardfolk can hold its breath for a number of rounds equal to 4 times its Constitution score before it risks drowning.

Power Attack [-1 atk/+2 dmg, morningstar & claws, primary; -1 atk/+1 dmg, bite, secondary]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
FIVEKNIVES KALIM



Knowledge (local) 13




CR 3


Male human hunter 4  [Subtier 1-2: 3-4/5-7 players]
A grim-faced human whose bare arms bear numerous scars stands before you wielding two wicked looking daggers.
NE Medium humanoid (human)
Init +4; Senses Perception +8
DEFENSE
AC 16, touch 14, flat-footed 12 (+2 armor, +4 Dex)
hp 29 (4d8+8)
Fort +5, Ref +8, Will +2
OFFENSE
Speed 30 ft.
Melee mwk dagger +7 (1d4+4/19-20), mwk dagger +7 (1d4+2/19-20)
Ranged mwk dagger +9 (1d4+4/19-20)
Hunter Spells Known (CL 4th; concentration +5)

2nd (1 [0]) – barkskin, bull's strength

1st (4) – cure light wounds, faerie fire, longstrider, pass without trace

0 (at will) – create water, detect poison, know direction, light, mending, purify food and drink
TACTICS

Before Combat Kalim casts bull's strength on himself and activates his animal focus (mouse) as soon as he becomes aware of enemies approaching, such as when Safira or the agents warn him.
During Combat Kalim waits until enemies are trying to climb up into the trees and throws daggers at them.  When he only has two daggers remaining, he waits to engage in melee combat, preferring to flank enemies if possible.
Morale Kalim retreats to cast cure light wounds on himself if brought below 10 hit points.  If brought below 5 hit points, he attempts to flee to the south.
Base Statistics Without bull's strength, Kalim's statistics are Melee mwk dagger +5 (1d4+2/19-20), mwk dagger +5 (1d4+1/19-20); Ranged mwk dagger +9 (1d4+2/19-20); Str 14
STATISTICS
Str 18, Dex 18, Con 12, Int 10, Wis 13, Cha 8
Base Atk +3; CMB +7; CMD 21
Feats Distracting Charge, Precise Shot, Quick Draw, Two-Weapon Fighting, Weapon Focus (dagger)
Skills Handle Animal +61, Intimidate +6, Knowledge (geography) +7, Knowledge (nature) +7, Perception +8, Stealth +11, Survival +8
Languages Common
SQ animal companion, animal focus (mouse active), hunter tactics, improved empathic link, nature training, track +2, wild empathy +3
Combat Gear potion of cure moderate wounds [faint conjuration; CL 3rd], smokesticks (2), tanglefoot bags (2); Other Gear mwk leather armor, antitoxins (2), everburning torch, tindertwigs (5), mwk daggers (5), 75 gp

Animal Focus [4 mins./day; mouse = evasion] (Su):  At 1st level, a hunter can take on the aspect of an animal as a swift action.  He must select one type of animal to emulate, gaining a bonus or special ability based on the type of animal emulated and his hunter level.  The hunter can use this ability for a number of minutes per day equal to his level.  This duration does not need to be consecutive, but must be spent in 1-minute increments.  The hunter can emulate only one animal at a time.


The hunter can also apply one of these aspects to his animal companion.  Unlike with the hunter himself, there is no duration on the animal aspect applied to his animal companion.  An aspect applied in this way does not count against the hunter's minutes of duration per day – it remains in effect until the hunter changes it.  The companion's aspect can be the same aspect the ranger has taken on or a different one.  The hunter can select or change the animal foci on both himself and his animal companion as part of the same swift action.


If the hunter's animal companion is dead, the hunter can apply his companion's animal focus to himself instead of his animal companion.  This is in addition to the normal one he can choose, and (as with a companion's focus) remains in effect until the hunter changes it instead of counting against his minutes per day.  [bear = +2 Con; bull = +2 Str (3-4 players); monkey = +4 Climb; owl = +4 Stealth; stag = +5 ft. move; tiger = +2 Dex]
Distracting Charge [teamwork feat]:  When your ally with this feat uses the charge action and hits, you gain a +2 bonus on your next attack roll against the target of that charge.  This bonus must be used before your ally's next turn, or it is lost.
Improved Empathic Link (Su):  At 4th level, the hunter gains an empathic link with his animal companion.  This functions like an empathic link with a familiar, except the hunter can also see through a companion's eyes as a swift action, maintaining this connection as long as he likes (as long as the companion is within 1 mile) and ending it as a free action.  The hunter is blinded while maintaining this connection.
Smokestick:  This alchemically treated wooden stick instantly creates thick, opaque smoke when burned.  The smoke fills a 10-foot cube (treat the effect as a fog cloud spell, except that a moderate or stronger wind dissipates the smoke in 1 round).  The stick is consumed after 1 round, and the smoke dissipates naturally after 1 minute.
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.
Hunter Spells Known (CL 4th; concentration +5)
Faerie Fire [evocation (light); V, S, DF; 560 ft. range; creatures & objects within 5-ft.-radius burst; 4 mins.]:  subjects outlined by pale glow, sheds 
dim light in 5 ft. radius; creatures take -20 Stealth penalty; don't benefit from concealment provided by darkness (except magical darkness 
of 2nd-lvl or higher), blur, displacement, invisibility, or similar effects
Longstrider [transmutation; V, S, M; personal; you; 4 hrs.]:  +10 enhancement bonus to base speed; no effect on other modes of movement

1. Since ordering animal companions to perform "tricks" requires a DC 10 (or DC 12 if the companion is injured), Kalim will need to make rolls to see if Safira follows his orders.
FIVEKNIVES KALIM



Knowledge (local) 16




CR 6


Male human hunter 7  [Subtier 4-5: 3-4/5-7 players]
A grim-faced human whose bare arms bear numerous scars stands before you wielding two wicked looking daggers.
NE Medium humanoid (human)
Init +4; Senses Perception +11
DEFENSE
AC 19, touch 14, flat-footed 15 (+5 armor, +4 Dex)
hp 63 (7d8+28)
Fort +8, Ref +9, Will +3
OFFENSE
Speed 30 ft.
Melee mwk dagger +9 (1d4+4/19-20), mwk dagger +9 (1d4+4/19-20)
Ranged mwk dagger +11 (1d4+4/19-20)
Hunter Spells Known (CL 7th; concentration +8)


3rd (1 [0]) – cure moderate wounds, dominate animal (DC 14)

2nd (3 [1]) – barkskin, bull's strength, cat's grace [bear's endurance], hold animal (DC 13) [only casts bull's strength]

1st (5) – cure light wounds, faerie fire, jump, longstrider, pass without trace

0 (at will) – create water, detect poison, know direction, light, mending, purify food and drink
TACTICS

Before Combat Kalim casts bear's endurance and bull's strength on himself and activates his animal focus (mouse) as soon as he becomes aware of enemies approaching, such as when Safira or the agents warn him.
During Combat Kalim waits until enemies are trying to climb up into the trees and throws daggers at them.  When he only has two daggers remaining, he waits to engage in melee combat, preferring to flank enemies if possible.  If any animal foes are present, he attempts to use dominate animal on them.
Morale Kalim retreats to cast healing spells on himself if brought below 25 hit points.  If brought below 12 hit points, he attempts to flee to the south.
Base Statistics Without bear's endurance and bull's strength, Kalim's statistics are hps 49; [Fort +6;] Melee mwk dagger +7 (1d4+2/19-20), mwk dagger +7 (1d4+2/19-20); Ranged mwk dagger +11 (1d4+2/19-20); Str 14, Con 12  [without bear's endurance, hps 49; Fort +6; Con 12]
STATISTICS
Str 18, Dex 18, Con 16, Int 10, Wis 13, Cha 8
Base Atk +5; CMB +9; CMD 23
Feats Deadly Aim, Distracting Charge, Double Slice, Intercept Charge, Precise Shot, Quick Draw, Two-Weapon Fighting, Weapon Focus (dagger)
Skills Handle Animal +91, Intimidate +9, Knowledge (geography) +10, Knowledge (nature) +10, Perception +11, Stealth +13, Survival +11
Languages Common
SQ animal companion, animal focus (mouse active), hunter tactics, improved empathic link, nature training, track +3, wild empathy +6, woodland stride
Combat Gear potion of cure moderate wounds [faint conjuration; CL 3rd], smokesticks (2), tanglefoot bags (2); Other Gear +1 chain shirt [CL 3rd], candle of truth [faint enchantment; CL 3rd], antitoxins (2), everburning torch [faint evocation; CL 3rd], tindertwigs (5), mwk daggers (5), 85 gp
Animal Focus [7 mins./day; mouse = evasion] (Su):  At 1st level, a hunter can take on the aspect of an animal as a swift action.  He must select one type of animal to emulate, gaining a bonus or special ability based on the type of animal emulated and his hunter level.  The hunter can use this ability for a number of minutes per day equal to his level.  This duration does not need to be consecutive, but must be spent in 1-minute increments.  The hunter can emulate only one animal at a time.


The hunter can also apply one of these aspects to his animal companion.  Unlike with the hunter himself, there is no duration on the animal aspect applied to his animal companion.  An aspect applied in this way does not count against the hunter's minutes of duration per day – it remains in effect until the hunter changes it.  The companion's aspect can be the same aspect the ranger has taken on or a different one.  The hunter can select or change the animal foci on both himself and his animal companion as part of the same swift action.


If the hunter's animal companion is dead, the hunter can apply his companion's animal focus to himself instead of his animal companion.  This is in addition to the normal one he can choose, and (as with a companion's focus) remains in effect until the hunter changes it instead of counting against his minutes per day.  [bear = +2 Con (3-4 players); monkey = +4 Climb; owl = +4 Stealth; stag = +5 ft. move; tiger = +2 Dex]
Deadly Aim [-2 atk/+4 dmg]:  You can choose to take a -1 penalty on all ranged attack rolls to gain a +2 bonus on all ranged damage rolls.  When your base attack bonus reaches +4, and every +4 thereafter, the penalty increases by -1 and the bonus to damage increases by +2.  You must choose to use this feat before making an attack roll and its effects last until your next turn.  The bonus damage does not apply to touch attacks or effects that do not deal hit point damage.
Distracting Charge [teamwork feat]:  When your ally with this feat uses the charge action and hits, you gain a +2 bonus on your next attack roll against the target of that charge.  This bonus must be used before your ally's next turn, or it is lost.
Improved Empathic Link (Su):  At 4th level, the hunter gains an empathic link with his animal companion.  This functions like an empathic link with a familiar, except the hunter can also see through a companion's eyes as a swift action, maintaining this connection as long as he likes (as long as the companion is within 1 mile) and ending it as a free action.  The hunter is blinded while maintaining this connection.
Intercept Charge [teamwork feat]:  When an opponent charges your ally with this feat, as an immediate action you can move up to your speed toward any square in the path of the charge.  If you end your movement in the path of the charge, the opponent must stop when it becomes adjacent to you and then attack you instead of your ally.  Your movement from using this feat counts toward your movement on your next turn.
Smokestick:  This alchemically treated wooden stick instantly creates thick, opaque smoke when burned.  The smoke fills a 10-foot cube (treat the effect as a fog cloud spell, except that a moderate or stronger wind dissipates the smoke in 1 round).  The stick is consumed after 1 round, and the smoke dissipates naturally after 1 minute.
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.
Hunter Spells Known (CL 7th; concentration +8)
Barkskin [transmutaion; V, S, DF; touch; living creature touched; 70 mins.]:  +3 enhancement bonus to existing natural AC
Faerie Fire [evocation (light); V, S, DF; 560 ft. range; creatures & objects within 5-ft.-radius burst; 4 mins.]:  subjects outlined by pale glow, sheds dim light in 5 ft. radius; 
creatures take -20 Stealth penalty; don't benefit from concealment provided by darkness (except magical darkness of 2nd-lvl or higher), blur, displacement, 
invisibility, or similar effects
Dominate Animal [enchantment (compulsion) [mind-affecting]; 1 round; V, S; 40 ft. range; 1 animal; 7 rounds; DC 14 Will negates]:  enchants target creature and can 
mentally direct it within spell range with simple commands (ex: tricks); suicidal or self-destructive commands ignored; don't have to see creature to command 
it; no sensory input but know what it's experiencing; no concentration required unless directing it to do something normally wouldn't; changing instructions or 
giving new command requires move action
Hold Animal [enchantment (compulsion) [mind-affecting]; V, S; 170 ft. range; 1 animal; 7 rounds; DC 13 Will negates]:  subject paralyzed; gets new save each round on its 
turn (full-round action); could cause drowning in water (if breathes air) or falling damage if target is flying (non-magically)
Jump [transmutation; V, S, M; touch; creature touched; 7 mins.]:  +20 enhancement bonus on Acrobatics for high or long jumps
Longstrider [transmutation; V, S, M; personal; you; 4 hrs.]:  +10 enhancement bonus to base speed; no effect on other modes of movement

1. Since ordering an injured animal companion to perform "tricks" requires a DC 12, Kalim will need to make rolls to see if Safira follows his orders once she takes damage.
SAFIRA





Knowledge (nature) 9



CR –


Female panther (small cat) animal companion  [Subtier 1-2]
This cat's sleek black fur is marred by countless jagged scars on its face and back.
N Medium animal
Init +9; Senses low-light vision, scent; Perception +5
DEFENSE
AC 18, touch 15, flat-footed 13 (+5 Dex, +3 natural)
hp 30 (4d8+12)
Fort +7, Ref +9, Will +2
Defensive Abilities evasion
OFFENSE
Speed 50 ft.; sprint
Melee bite +6 (1d6+3 plus trip), 2 claws +6 (1d3+3)
TACTICS
During Combat Safira lurks on the ground and uses her stealth to approach and maul the PCs.  She only climbs into the trees to attack if Kalim commands her to do so.
Morale Safira, ill-treated by her master, doesn't care to stick around and defend him if the fight goes poorly.  She flees if reduced to 15 hit points or fewer.  The PCs can also chase the wretched creature off by succeeding at a DC 20 Handle Animal or Initidate check.
STATISTICS
Str 17, Dex 20, Con 16, Int 2, Wis 12, Cha 6
Base Atk +3; CMB +6; CMD 21 (25 vs. trip)
Feats Distracting Charge, Improved Initiative, Skill Focus (Stealth)
Skills Acrobatics +9 (+13 when jumping), Climb +7, Perception +5, Stealth +12
SQ tricks (attack, down, fetch, guard, heel, seek, stay, track)
SPECIAL ABILITIES
Sprint (Ex) Once per hour, a small cat can move at 10 times its normal speed (500 feet) when it makes a charge.

Distracting Charge [teamwork feat]:  When your ally with this feat uses the charge action and hits, you gain a +2 bonus on your next attack roll against the target of that charge.  This bonus must be used before your ally's next turn, or it is lost.

ASPIS CONSORTIUM AGENTS


Knowledge (local) 10




CR 1/2


Novice scouts (half-elf ranger 1)  [Subtier 1-2: 1 to 3 with 3-4 players; 2 to 4 with 5-7 players]
A well-armed half-elf sports the badge of the Aspis Consortium pinned to her studded leather jacket.
NE Medium humanoid (elf, human)
Init +3; Senses low-light vision; Perception +10
DEFENSE
AC 16, touch 13, flat-footed 13 (+3 armor, +3 Dex)
hp 12 (1d10+2)
Fort +3, Ref +5, Will +1; +2 vs. enchantments
Immune sleep
OFFENSE
Speed 30 ft.
Melee longsword +3 (1d8+3/19-20) or shortspear +3 (1d6+2)
Ranged longbow +4 (1d8/x3)
Special Attacks favored enemy (orcs +2) [inc. half-orcs]
TACTICS

Before Combat Two [one] agents are on the rope bridges.  If any of the agents sent to fetch eggs have returned, they are still on the ground.
During Combat The agents use ranged attacks from the rope bridges to soften up their foes and try to prevent anyone from climbing up.  Any agents on the ground attack the PCs in melee.
Morale If Kalim dies or runs, the agents flee into the jungle.  Otherwise, they fight to the death.
STATISTICS
Str 14, Dex 17, Con 12, Int 10, Wis 13, Cha 8
Base Atk +1; CMB +3; CMD 16
Feats Point-Blank Shot, Skill Focus (Perception)
Skills Climb +6, Knowledge (local) +1, Knowledge (nature) +4, Perception +10, Stealth +7, Survival +5
Languages Common, Elven
SQ elf blood, track +1, wild empathy +0
Combat Gear potion of cure light wounds [faint conjuration; CL 1st], alchemist's fire, masterwork arrows (3), smokesticks; Other Gear masterwork studded leather, longbow with 20 arrows, longsword, shortspear, 15 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.
Favored Enemy (Ex):  At 1st level, a ranger selects a creature type from Table: Ranger Favored Enemies.  He gains a +2 bonus on Bluff, Knowledge, Perception, Sense Motive, and Survival checks against creatures of his selected type.  Likewise, he gets a +2 bonus on weapon attack and damage rolls against them.  A ranger may make Knowledge skill checks untrained when attempting to identify these creatures.
SAFIRA





Knowledge (nature) 11



CR –


Female panther (small cat) animal companion  [Subtier 4-5]
This cat's sleek black fur is marred by countless jagged scars on its face and back.
N Medium animal
Init +9; Senses low-light vision, scent; Perception +5
DEFENSE
AC 20, touch 15, flat-footed 15 (+5 Dex, +5 natural)
hp 51 (6d8+24)
Fort +8, Ref +10, Will +3; +4 vs. enchantment spells and effects
Defensive Abilities evasion
OFFENSE
Speed 50 ft.; sprint
Melee bite +8 (1d6+4 plus trip), 2 claws +8 (1d3+4)
TACTICS
During Combat Safira lurks on the ground and uses her stealth to approach and maul the PCs.  She only climbs into the trees to attack if Kalim commands her to do so.
Morale Safira, ill-treated by her master, doesn't care to stick around and defend him if the fight goes poorly.  She flees if reduced to 25 hit points or fewer.  The PCs can also chase the wretched creature off by succeeding at a DC 20 Handle Animal or Initidate check.
STATISTICS
Str 18, Dex 21, Con 16, Int 2, Wis 12, Cha 6
Base Atk +4; CMB +8; CMD 23 (27 vs. trip)
Feats Distracting Charge, Improved Initiative, Intercept Charge, Skill Focus (Stealth), Toughness
Skills Acrobatics +9 (+13 when jumping), Climb +8, Perception +5, Stealth +12, Survival +2, Swim +8
SQ tricks (attack any creature, defend, down, fetch, guard, heel, seek, stay, track)
SPECIAL ABILITIES
Sprint (Ex) Once per hour, a small cat can move at 10 times its normal speed (500 feet) when it makes a charge.

Distracting Charge [teamwork feat]:  When your ally with this feat uses the charge action and hits, you gain a +2 bonus on your next attack roll against the target of that charge.  This bonus must be used before your ally's next turn, or it is lost.
Intercept Charge [teamwork feat]:  When an opponent charges your ally with this feat, as an immediate action you can move up to your speed toward any square in the path of the charge.  If you end your movement in the path of the charge, the opponent must stop when it becomes adjacent to you and then attack you instead of your ally.  Your movement from using this feat counts toward your movement on your next turn.
ASPIS CONSORTIUM AGENTS
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CR 1/2


Poachers (human ranger 3)  [Subtier 4-5: 1 to 3 with 3-4 players; 2 to 4 with 5-7 players]
A well-armed human sports the badge of the Aspis Consortium pinned to her studded leather jacket.
CE Medium humanoid (human)
Init +1; Senses Perception +7
DEFENSE
AC 14, touch 11, flat-footed 13 (+3 armor, +1 Dex)
hp 30 (3d10+9)
Fort +5, Ref +4, Will +2
OFFENSE
Speed 30 ft.
Melee 2 mwk handaxes +6 (1d6+3/x3)
Ranged mwk heavy crossbow +5 (1d10/19-20)
Special Attacks favored enemy (animals +2) [inc. animal companions]
TACTICS

Before Combat Two [one] agents are on the rope bridges.  If any of the agents sent to fetch eggs have returned, they are still on the ground.
During Combat The agents use ranged attacks from the rope bridges to soften up their foes and try to prevent anyone from climbing up.  Any agents on the ground attack the PCs in melee.
Morale If Kalim dies or runs, the agents flee into the jungle.  Otherwise, they fight to the death.
STATISTICS
Str 17, Dex 12, Con 14, Int 10, Wis 13, Cha 8
Base Atk +3; CMB +6; CMD 17
Feats Double Slice, Endurance, Quick Draw, Two-Weapon Fighting, Weapon Focus (handaxe)
Skills Climb +9, Intimidate +4, Knowledge (geography) +5, Knowledge (local) +2, Knowledge (nature) +6, Perception +7, Stealth +7, Survival +7
Languages Common
SQ favored terrain (forest +2), track +1, wild empathy +2
Combat Gear potion of bull's strength [faint transmutation; CL 3rd], potions of cure light wounds (2) [faint conjuration; CL 1st], potion of hide from animals [faint abjuration; CL 1st]; Other Gear masterwork studded leather, masterwork handaxes (2), masterwork heavy crossbow with 20 bolts, 63 gp

Favored Enemy (Ex):  At 1st level, a ranger selects a creature type from Table: Ranger Favored Enemies.  He gains a +2 bonus on Bluff, Knowledge, Perception, Sense Motive, and Survival checks against creatures of his selected type.  Likewise, he gets a +2 bonus on weapon attack and damage rolls against them.  A ranger may make Knowledge skill checks untrained when attempting to identify these creatures.
Treasure
A2. Acacia Attack [in the undergrowth near Jace's body]

Subtier 1-2

· rapier

· masterwork composite longbow
· potion of invisibility

· potion of cure moderate wounds

· oils of magic weapon (2)
· sleep arrows (2)

· alchemist's fire (2)

Subtier 4-5 (also)
· rope of climbing
A3. Dinosaur Nest [strewn around the nest]

Subtier 1-2 (only)

· climber's kit

· 100 feet of silk rope

· grappling hook

· longbow with 20 arrows
· potion of hide from animals

· tree feather tokens (2)

Subtier 4-5 (only)

· masterwork composite longbow
· wand of barkskin (12 charges)

A4. Tyrannosaurus Chase [on tree in Breakneck Race obstacle]

· Kaava sun pear (DC 18 Knowledge (nature) to identify; candlelight (dim 5-ft. radius) for 8 hrs. after picked; cure moderate wounds & neutralize poison effects (CL 7th) if eaten as full-round action)
ROPE OF CLIMBING
Aura faint transmutation; CL 3rd
Slot none; Price 3,000 gp; Weight 3 lbs.
DESCRIPTION
A 60-foot-long rope of climbing is no thicker than a wand, but it is strong enough to support 3,000 pounds.  Upon command, the rope snakes forward, upward, downward, or in any other direction at 10 feet per round, attaching itself securely wherever its owner desires.  It can unfasten itself and return in the same manner.

A rope of climbing can be commanded to knot or unknot itself.  This causes large knots to appear at 1-foot intervals along the rope.  Knotting shortens the rope to a 50-foot length until the knots are untied, but lowers the DC of Climb checks while using it by 10.  A creature must hold one end of the rope when its magic is invoked.

SLEEP ARROW
Aura faint enchantment; CL 5th
Slot none; Price 132 gp; Weight 1/10 lb.
DESCRIPTION
This +1 arrow is painted white and has white fletching.  If it strikes a foe so that it would normally deal damage, it instead bursts into magical energy that deals nonlethal damage (the same amount as it would deal lethal damage) and forces the target to make a successful DC 11 Will save or fall asleep.

TREE FEATHER TOKEN
Aura strong conjuration; CL 12th
Slot none; Price 200 gp; Weight –
DESCRIPTION
A token that causes a great oak to spring into being (5-foot-diameter trunk, 60-foot height, 40-foot top diameter).  This is an instantaneous effect.
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