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Primary Success Condition(s):  The PCs recover the Lotus Annals and do not tarnish the Pathfinder Society's name by spilling needless blood.
Secondary Success Condition(s):  The PCs remove the opposing naga's allies without further bloodshed that would alienate the nagaji of Nibung or the nagas of Zom Kullan.  Depending on whom they chose as their ally, the PCs can accomplish this either by convincing Iltame to leave without a fight or by successfully drugging Avinash.  At the GM's discretion other particularly clever means of quietly neutralizing one of these allies can also fulfill the secondary mission's objective.

Cast of Characters
· Yesmoro:  nagaji coffee farmer; resident of Nibung; familiar with local politics; likes trees and hates beetles
· Aishwarya:  head of the Daughters of the Lotus; titular ruler of Nibung; young guardian naga (hooded protector mother); traditionalist, follower of the established caste system; wishes the PCs to remove Iltame in exchange for copying (not removing) the Lotus Annals
· Bakji:  lieutenant of the Daughters of the Lotus; renowned samsaran mercenary captain; new to Nibung
· Dhanishta:  head of the Ruby Circle; "business" leader; spirit naga (mother of change); free enterprise promoter who wants to do away with the caste system and bring more trade to Nibung; wishes PCs to remove the Lotus Annals from its caretaker Avinash
· Taicho:  lieutenant of the Ruby Circle; ambitious tengu mercenary
· Sellaweti:  old female negaji (mother) innkeeper; neutral in conflict; takes business from both sides
· Iltame:  a female ogre mage disguised as a short nagaji; tax collector from Nagajor capital Zom Kullan; allied with Dhanishta; can be bribed or intimidated into leaving Nibung 
· Avinash:  arrogant old royal naga disguised as an old male nagaji; guardian of the Lotus Annals; will attack PCs trying to take the Annals but can be sedated by slipping him drugged lenoo alchohol; allows the PCs to study the Annals if they ally with Aishwarya
Act 1: The Treed Nagaji

The PCs can make a DC 20 Knowledge (nature) check to know the beetles can be driven off by a large fire.  A lasting fire larger than a torch will cause them to flee as if effected by the cause fear spell.  Collecting enough of the local kindling and branches to make a fire requires two full-round actions (for the party or per person?).  If the beetles are left alone, one grabs the farmer on the second round and kills him on the third.  A vermin harmed by a PC attacks that PC instead.

BEETLES, GOLIATH STAG  [2 at subtier 7-8]

Knowledge (nature) 18



CR 8
This massive beetle is the size of a small house.  Its immense, horn-like mandibles clash with a hungry fervor.
N Huge vermin
Init +0; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 21, touch 8, flat-footed 21 (+13 natural, -2 size)
hp 104 each (11d8+55)
Fort +12, Ref +3, Will +3
Immune mind-affecting effects
OFFENSE
Speed 30 ft., fly 30 ft. (poor)
Melee bite +17 (3d8+16)
Space 15 ft.; Reach 10 ft.
Special Attacks trample (3d8+16, DC 26)
STATISTICS
Str 32, Dex 10, Con 21, Int –, Wis 10, Cha 4
Base Atk +8; CMB +21; CMD 31 (39 vs. trip)
Skills Fly -8
Trample (Ex):  As a full-round action, a creature with the trample ability can attempt to overrun any creature that is at least one size category smaller than itself.  This works just like the overrun combat maneuver, but the trampling creature does not need to make a check, it merely has to move over opponents in its path.  Targets of a trample take an amount of damage equal to the trampling creature's slam damage + 1.5 times its Str modifier.  Targets of a trample can make an attack of opportunity, but at a -4 penalty.  If targets forgo an attack of opportunity, they can attempt to avoid the trampling creature and receive a Reflex save to take half damage.  The save DC against a creature's trample attack is 10 + 1/2 creature's HD + creature's Str modifier (the exact DC is given in the creature's descriptive text).  A trampling creature can only deal trampling damage to each target once per round, no matter how many times its movement taikes it over a target creature.
	Flying Maneuver
	Fly DC (-8 stag/-6 horned)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when 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 the ground due to a mid-air collision with an object of your size or greater
	25


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

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Suffers a -8 Fly penalty in "Windstorm" (51-74 mph) winds.
· Suffers a -12 Fly penalty in "Hurricane" (75-174 mph) winds.
· Must succeed on a DC 20 Fly check to move at all in "Tornado" (175+ mph) winds.  Suffers a -16 Fly penalty.

BEETLES, GREAT HORNED  [2 at subtier 10-11]

Knowledge (nature) 20



CR 10
This massive beetle is the size of a small house.  An immense horn, half the length of its body, protrudes from its head.
N Huge vermin
Init -2; Senses darkvision 60 ft.; Perception +0
DEFENSE
AC 24, touch 6, flat-footed 24 (-2 Dex, +18 natural, -2 size)
hp 142 each (15d8+75)
Fort +14, Ref +3, Will +5
Immune mind-affecting effects
OFFENSE
Speed 30 ft., fly 30 ft. (poor)
Melee bite +20 (3d8+11), gore +20 (2d6+11)
Space 15 ft.; Reach 10 ft.
Special Attacks trample (2d8+16, DC 28)
STATISTICS
Str 32, Dex 6, Con 20, Int –, Wis 10, Cha 9
Base Atk +11; CMB +24; CMD 32 (40 vs. trip)
Skills Fly -6
Act 3: Plots within Plots (The Exchange)

If the PCs fail to convince Iltame to leave by bribe or intimidation (see "Development" on pg. 13) and wish to do so by force (or if they simply attack her outright), Dhanishta doesn't intervene.  The same holds true for Iltame if the PCs attack Dhanishta in the Copper Mine Office.  She flees from the combat.  In order to avoid adjusting stats (and avoid the reduced reach) for her changed shape, have Iltame dismiss her nagaji form when combat begins.

ILTAME  [female ogre mage monk 4, subtier 7-8]

Knowledge (planes) 20



CR 10
This short, dark gray scaled nagaji female is wearing expensive-looking orange and green robes.

Clad in beautiful armor, this exotically garbed giant roars, its tusks glistening and its eyes afire with murderous intent.
LE Large outsider (oni, giant, native, shapechanger)
Init +8; Senses darkvision 60 ft., low-light vision; Perception +15
DEFENSE
AC 24, touch 19, flat-footed 19 (+4 Dex, +1 dodge, +1 monk, +4 Wis, +5 natural, -1 size)
hp 138 (12 HD; 8d10+4d8+76); regeneration 5 (acid or fire)
Fort +16, Ref +10, Will +14; +2 vs. enchantment
Defensive Abilities evasion; SR 21
OFFENSE
Speed 50 ft., fly 60 ft. (average)
Melee unarmed strike +20/+15/+10 (2d6+9/19-20) or flurry of blows +18/+18/+13/+8 [+19/+19/+14/+9]1 (2d6+9)
Space 10 ft.; Reach 10 ft.
Special Attacks flurry of blows, stunning fist (6/day, DC 16)
Spell-Like Abilities (CL 9th; concentration +12)

Constant – fly

At will – darkness, invisibility

1/day – charm monster (DC 19), cone of cold (DC 20), gaseous form, deep slumber (DC 18)
STATISTICS
Str 28, Dex 19, Con 23, Int 12, Wis 18, Cha 20
Base Atk +11; CMB +22; CMD 41
Feats Combat Reflexes, Deflect Arrows, Dodge, Extra Ki, Improved Critical (unarmed strike), Improved Initiative, Improved Unarmed Strike, Power Attack, Stunning Fist, Weapon Focus (unarmed strike)
Skills Acrobatics +16 (+20 when jumping), Bluff +16, Disguise +13, Fly +13, Intimidate +18, Knowledge (arcana) +11, Perception +15, Sense Motive +12, Spellcraft +6, Use Magic Device +10
Languages Common, Giant, Nagaji, Tien
SQ change shape (Small, Medium, or Large humanoid; alter self or giant form I), fast movement, flight, ki pool (8 points, magic), maneuver training, slow fall 20 ft., still mind

1 Base atk (+1 for monk base atk being = to monk lvl for flurry) = +12, Str = +9, weapon focus (unarmed strike) = +1, size = -1, and flurry penalty = -2 for a total of +19.
ILTAME  [female ogre mage monk 8, subtier 10-11]

Knowledge (planes) 23



CR 13
This short, dark gray scaled nagaji female is wearing expensive-looking orange and green robes.

Clad in beautiful armor, this exotically garbed giant roars, its tusks glistening and its eyes afire with murderous intent.
LE Large outsider (oni, giant, native, shapechanger)
Init +9; Senses darkvision 60 ft., low-light vision; Perception +19
DEFENSE
AC 26, touch 21, flat-footed 20 (+5 Dex, +1 dodge, +2 monk, +4 Wis, +5 natural, -1 size) [+4 dodge vs. AoOs moving in and out of  threatened area]
hp 176 (16 HD; 8d10+8d8+96); regeneration 5 (acid or fire)
Fort +18, Ref +13, Will +16; +2 vs. enchantment
Defensive Abilities evasion; Immune disease; SR 24
OFFENSE
Speed 60 ft., fly 60 ft. (average)
Melee unarmed strike +22/+17/+12 (2d8+9/19-20) or flurry of blows +22/+22/+17/+12/+7 (2d8+9)
Space 10 ft.; Reach 10 ft.
Special Attacks flurry of blows, stunning fist (10/day, DC 18)
Spell-Like Abilities (CL 9th; concentration +12)

Constant – fly

At will – darkness, invisibility

1/day – charm monster (DC 19), cone of cold (DC 20), gaseous form, deep slumber (DC 18)
STATISTICS
Str 28, Dex 20, Con 23, Int 12, Wis 18, Cha 20
Base Atk +14; CMB +26 (+28 grapple); CMD 46 (48 vs. grapple)
Feats Combat Reflexes, Deceitful, Deflect Arrows, Dodge, Extra Ki, Improved Critical (unarmed strike), Improved Grapple, Improved Initiative, Improved Unarmed Strike, Mobility, Power Attack, Stunning Fist, Vital Strike
Skills Acrobatics +18 (+38 when jumping), Bluff +24, Disguise +21, Fly +16, Intimidate +18, Knowledge (arcana) +11, Perception +19, Sense Motive +17, Spellcraft +11, Use Magic Device +13
Languages Common, Giant, Nagaji, Tien
SQ change shape (Small, Medium, or Large humanoid; alter self or giant form I), fast movement, flight, high jump, ki pool (10 points, magic), maneuver training, purity of body, slow fall 40 ft., still mind, wholeness of body [swift action, heal 8 hps for 2 ki pts.]
Combat Reflexes [+4, 5/round, tier 7-8; +5, 6/round, tier 10-11 only]:  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.
Darkness (Sp):  A touched object radiates darkness out to a 20-ft. radius, but is blocked if placed inside a lightproof covering.  The illumination level in the area drops by one step.  This has no effect in an already dark area and the light level cannot drop into deeper darkness.  Creatures have concealment (20% miss chance) in dim light and total concealment (50% miss chance) in darkness.
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.
Improved Grapple [tier 10-11 only]:  You do not provoke an attack of opportunity when performing a grapple combat maneuver.  In addition, you receive a +2 on checks made to grapple a foe.  You also receive a +2 bonus to your Combat Maneuver Defense whenever an opponent tries to grapple you.
Invisibility (Sp):  You and your gear become invisible (excluding items that extend more than 10 feet from your person).  Items you drop become visible.  Items you pick up and are tucked into clothing or pouches disappear.  Light from any light source you carry is still visible even if the source is not.  You aren't silenced and certain conditions (like swimming) can render you detectable.  You gain a +40 bonus on your Stealth check while stationary and a +20 while moving.  The effect ends if you directly attack a foe or indirectly attack using area effects.  Causing harm indirectly, such as summoning a monster that then attacks, doesn't end the effect.
Ki Pool (Su):  At 4th level, a monk gains a pool of ki points, supernatural energy she can use to accomplish amazing feats.  The number of points in a monk's ki pool is equal to 1/2 her monk level + her Wisdom modifier.  As long as she has at least 1 point in his ki pool, she can make a ki strike.  At 4th level, ki strike allows her unarmed attacks to be treated as magic weapons for the purpose of overcoming damage reduction.  At 7th level [tier 10-11 only], her unarmed attacks are also treated as cold iron and silver for the purpose of overcoming damage reduction.


By spending 1 point from her ki pool, a monk can make one additional attack at her highest attack bonus when making a flurry of blows attack.  In addition, she can spend 1 point to increase her speed by 20 feet for 1 round.  Finally, a monk can spend 1 point from her ki pool to give herself a +4 dodge bonus to AC for 1 round.  Each of these powers is activated as a swift action.  A monk gains additional powers that consume point from her ki pool as she gains levels.
Regeneration (Ex):  A creature with this ability is difficult to kill.  Creatures with regeneration heal damage at a fixed rate, as with fast healing, but they cannot die as long as their regeneration is still functioning (although creatures with regeneration still fall unconscious when their hit points are below 0).  Certain attack forms, typically fire and acid, cause a creature's regeneration to stop functioning on the round following the attack.  During this round, the creature does not heal any damage and can die normally.  The creature's descriptive text describes the types of damage that cause the regeneration to cease functioning.


Attack forms that don't deal hit point damage are not healed by regeneration.  Regeneration also does not restore hit points lost from starvation, thirst, or suffocation.  Regenerating creatures can regrow lost portions of their bodies and can reattach severed limbs or body parts if they are brought together within 1 hour of severing.  Severed parts that are not reattached wither and die normally.
Power Attack [-3 atk/+6 dmg, tier 7-8; -4/+8, tier 10-11 only]:  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.
Vital Strike [tier 10-11 only]:  When you use the attack action, you can make one attack at your highest base attack bonus that deals additional damage.  Roll the weapon's damage dice for the attack twice and add the results together before adding bonuses to Strength, weapon abilities (such as flaming), precision-based damage, and other damage bonuses.  These extra weapon damage dice are not multiplied on a critical hit, but are added to the total.
Spell-Like Abilities (CL 9th; concentration +12)
Charm Monster [enchantment (charm) [mind-affecting]; 45 ft. range; 1 living creature; 9 days; DC 19 Will negates]:  +5 bonus to save if target is 
being threatened; failed save means treat caster as trusted friend and ally; perceives words and actions in most favorable way; giving orders 
that target wouldn't normally do requires opposed Cha check (no retries); never obeys suicidal or obviously harmful orders; any 
threatening act by caster or allies breaks the spell
Cone of Cold [evocation [cold]; 60 ft. range; cone-shaped burst; instantaneous; DC 20 Reflex half]:  deals 9d6 cold damage
Deep Slumber [enchantment (compulsion) [mind-affecting]; 45 ft. range; 1 or more living creatures within 10-ft.-radius burst; 9 mins.; DC 18 Will 
negates]:  up to 10 HD of (non-unconscious) creatures put to sleep (rendered helpless); creatures with fewest HD affected first; if HD 
equal, affects closest to spell's origin first; if remaining HD insufficient to affect creature then is wasted; std action (slapping/kicking) or 
wounding awakens
Gaseous Form [transmutation; touch; willing corporeal creature touched; 18 mins.]:  subject and all gear become insubstantial, misty, and 
translucent; no armor bonus (except from force effect) but other AC bonuses remain; gain DR 10/magic and immune poison, sneak attacks, 
and crits; can't attack or cast spells with verbal, somatic, material, or focus components (unless prepared with necessary metamagics); 
lose all supernatural abilities; held touch spells discharge; can't run; fly at 10 ft. and auto-succeed on all Fly checks; can move through 
small holes or cracks; subject to effects of wind and can't enter any liquids; can't manipulate objects (inc. those on person); continuously 
active items remain active


	Flying Maneuver
	Fly DC (+13 tier 7-8/

+16 tier 10-11)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when 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 the ground due to a mid-air collision with an object of your size or greater
	25


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

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Suffers a -8 Fly penalty in "Windstorm" (51-74 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Hurricane" (75-174 mph) winds.  Suffers a -12 Fly penalty.

· Must succeed on a DC 25 Fly check in "Tornado" (175+ 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 blown away must still make a DC 20 Fly check to move.  Suffers a -16 Fly penalty.

Act 3: Plots within Plots (The Temple of Nalinivati)

If the PCs are allied with Dhanishta and wish to steal the Lotus Annals without engaging Avinash in combat, one of them must make a Stealth check followed by a Sleight of Hand check versus his Perception in order to swap the lenoo bottle in his pack with the drugged one given to the party by Dhanishta.  They can then try to find and remove the Annals that evening while Avinash sleeps.  If for some unknown reason he is shaken or attacked he will fight with the sickened condition.  If the PCs try to steal the Annals without the permission of any of the town's nagas, three strikers and one tripper (see stats below) join Avinash in defending the temple.
AVINASH  [male old royal naga, subtier 7-8]

Knowledge (dungeoneering) 20



CR 10
This snake-bodied creature has five necks, each with a regal, humanoid face in a cobralike hood.
LE Huge aberration (shapechanger)
Init +6; Senses darkvision 60 ft., see invisibility; Perception +28
DEFENSE
AC 25 [33], touch 10, flat-footed 23 [31] (+2 Dex, +15 natural, -2 size [+4 armor, +4 shield])
hp 119 (14d8+56)
Fort +8, Ref +8, Will +16
OFFENSE
Speed 40 ft.
Melee 5 bites +13 (2d6+5 plus bleed)
Space 15 ft.; Reach 15 ft.
Special Attacks bleed (1d6), dual gaze, rend (3 bites, 2d6+7)
Spell-Like Abilities (CL 9th; concentration +14) [+4 defensively]


Constant – see invisibility
Spells Known (CL 9th; concentration +14) [+4 defensively]


4th (5/day) – arcane eye, charm monster (DC 19)


3rd (7/day) – blink, dispel magic, suggestion (DC 18)


2nd (7/day) – enthrall (DC 17), hold person (DC 17),  invisibility, scorching ray

1st (8/day) – charm person (DC 16), mage armor, magic missile, ray of enfeeblement (DC 16), shield

0 (at will) – daze (DC 15), detect magic, flare, mage hand, message, open/close, read magic, touch of fatigue
TACTICS
During Combat If attacked, Avinash begins by casting invisibility.  He then moves away from his attackers and casts mage armor and shield, after which he casts charm monster or suggestion on a fighter-type to divide the group, using his dual gaze ability on any obvious spellcasters.  [adjusted stats in brackets]
Morale Due ot his healthy instinct for self-preservation, Avinash flees if reduced to fewer than 30 hit points.
STATISTICS

Str 20, Dex 14, Con 18, Int 20, Wis 24, Cha 21
Base Atk +10; CMB +17; CMD 29 (can't be tripped)
Feats Alertness, Blind-Fight, Combat Casting, Combat Reflexes, Eschew Materials, Improved Initiative, Lightning Reflexes, Stand Still
Skills Acrobatics +19 (+23 when jumping), Bluff +19, Diplomacy +19, Knowledge (arcana) +21, Knowledge (nobility) +19, Knowledge (religion) +19, Perception +28, Sense Motive +25, Stealth +11
Languages Celestial, Common, Infernal, Nagaji, Tien
SQ change shape (male nagaji, female Tian-Shu human, Male Tian-Dan human, male Tian-Dtang human, female kitsune; alter self)
SPECIAL ABILITIES
Change Shape (Su) A royal naga can use this ability to take one of five specific humanoid forms.  Each of these forms has a unique appearance and the naga can only use this ability to assume these five forms.  The naga can still use its dual gaze in humanoid form.
Dual Gaze (Su) A royal naga has a piercing stare capable of crippling those that meet its gazes.  The creature has two gaze attacks and can switch between them as a move action.  One gaze causes those that succumb to it to become permanently blinded, while the other causes those that succumb to be permanently deafened.  A DC 22 Fortitude save negates the effects of either gaze; otherwise, the effects are permanent until cured.  Royal nagas generally prefer to keep their deafening gaze active, switching to the blinding gaze once combat begins and some of their foes have already been deafened, since those who are blinded can no longer be harmed by gaze attacks.  The save DC is Charisma-based.
AVINASH  [male advanced royal naga, subtier 10-11]
Knowledge (dungeoneering) 23



CR 13
This snake-bodied creature has five necks, each with a regal, humanoid face in a cobralike hood.
LE Huge aberration (shapechanger)
Init +8; Senses darkvision 60 ft., see invisibility; Perception +30
DEFENSE
AC 28 [36], touch 12, flat-footed 24 [32] (+4 Dex, +16 natural, -2 size [+4 armor, +4 shield])
hp 171 (18d8+90)
Fort +11, Ref +12, Will +17
OFFENSE
Speed 40 ft.
Melee 5 bites +17 (2d6[3d6]1+6  plus bleed)
Space 15 ft.; Reach 15 ft.
Special Attacks bleed (1d6), dual gaze, rend (3 bites, 2d6+9)
Spell-Like Abilities (CL 9th; concentration +14) [+4 defensively]


Constant – see invisibility
Spells Known (CL 11th; concentration +16) [+4 defensively]


5th (5/day) – feeblemind (DC 20), telekinesis (DC 20)


4th (7/day) – arcane eye, charm monster (DC 19), dimension door

3rd (7/day) – blink, dispel magic, slow (DC 18), suggestion (DC 18)


2nd (7/day) – enthrall (DC 17), hold person (DC 17),  invisibility, scorching ray

1st (8/day) – charm person (DC 16), mage armor, magic missile, ray of enfeeblement (DC 16), shield

0 (at will) – daze (DC 15), detect magic, flare, mage hand, message, open/close, read magic, touch of fatigue
TACTICS
During Combat If attacked, Avinash begins by casting invisibility.  He then moves away from his attackers and casts mage armor and shield, after which he casts charm monster or suggestion on a fighter-type to divide the group, using his dual gaze ability on any obvious spellcasters.  [adjusted stats in brackets]
Morale Due ot his healthy instinct for self-preservation, Avinash flees if reduced to fewer than 40 hit points.
STATISTICS

Str 23, Dex 18, Con 21, Int 18, Wis 22, Cha 21
Base Atk +13; CMB +21; CMD 35 (can't be tripped)
Feats Alertness, Blind-Fight, Combat Casting, Combat Reflexes, Empower Spell, Eschew Materials, Improved Initiative, Improved Natural Attack (bite)1, Lightning Reflexes, Stand Still
Skills Acrobatics +24 (+28 when jumping), Bluff +22, Diplomacy +22, Knowledge (arcana) +21, Knowledge (history) +18, Knowledge (religion) +18, Perception +30, Sense Motive +27, Stealth +16
Languages Celestial, Common, Infernal, Nagaji, Tien
SQ change shape (male nagaji, female Tian-Shu human, Male Tian-Dan human, male Tian-Dtang human, female kitsune; alter self)
SPECIAL ABILITIES
Change Shape (Su) see above
Dual Gaze (Su) see above
1 With the Improved Natural Attack (bite) feat, Avinash's base bite damage should increase from 2d6 to 3d6
Blind-Fight:  In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile roll one time to see if you actually hit.  An invisible attacker gets no advantages related to hitting you in melee.  That is, you don't lose your Dexterity bonus to Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible.  The invisible attacker's bonuses do still apply for ranged attacks, however.  You do not need to make Acrobatics skill checks to move at full speed while blinded.  The Blind-Fight feat is of no use against a character who is the subject of a blink spell.
Combat Reflexes [+2, 3/round, tier 7-8; +4, 5/round, tier 10-11 only]:  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.
Empower Spell [tier 10-11 only]:  All variable, numeric effects of an empowered spell are increased by half including bonuses to those dice rolls.  Saving throws and opposed rolls are not affected, nor are spells without random variables.  An empowered spell uses up a spell slot two levels higher than the spell's actual level.
Rend (Ex):  If it hits with two or more natural attacks in 1 round, a creature with the rend special attack can cause tremendous damage by latching onto the opponent's body and tearing flesh.  This attack deals an additional amount of damage, but no more than once per round.  The type of attacks that must hit and the additional damage are included in the creature's description.  The additional damage is usually equal to the damage caused by one of the attacks plus 1-1/2 the creature's Strength bonus.
See Invisibility (Sp):  You can see any objects or beings that are invisible within your range of vision, as well as any that are ethereal, as if they were normally visible.  Such creatures are visible to you as translucent shapes, allowing you to discern the difference between visible, invisible, and ethereal creatures.  It does not reveal illusions or enable you to see through opaque objects.  It does not reveal creatures who are simply hiding, concealed, or otherwise hard to see.
Stand Still:  When a foe provokes an attack of opportunity due to moving through your adjacent squares, you can make a combat maneuver check as your attack of opportunity.  If successful, the enemy cannot move for the rest of his turn.  An enemy can still take the rest of his action, but cannot move.  This feat also applies to any creature that attempts to move from a square that is adjacent to you if such movement provokes an attack of opportunity.
Spells Known (CL 9th/11th; concentration +14/+16) [+4 defensively]
Blink [transmutation; V, S; personal; you; 9/11 rnds]:  physical attacks and individually targeted spells against caster have 50% miss chance (Blind-
Fight doesn't help) or 20% if attack can strike ethereal creatures or see invisible (no miss chance if both); caster has 20% miss chance (miss 
can affect targets on Ethereal plane if weapon or spell able); take 1/2 dmg from area attacks (unless extend onto Ethereal Plane); caster gets 
+2 bonus on attack rolls against enemies unable see invisible creatures; take 1/2 falling dmg; can attempt to step through solid objects but 
for every 5 ft., 50% chance become material and shunted to nearest open space and take 1d6 dmg/5 ft. traveled; can interact and attack 
ethereal creatures as if material; casters sight and hearing limited to 60 ft. on Material Plane
Charm Monster [enchantment (charm) [mind-affecting]; V, S; 45/50 ft. range; 1 living creature; 9/11 days; DC 19 Will negates]:  as charm person but 
not restricted by creature type or size
Charm Person [enchantment (charm) [mind-affecting]; V, S; 45/50 ft. range; 1 humanoid creature; 9/11 hrs.; DC 16 Will negates]:  humanoid target 
regards you as friendly; +5 bonus to target's save if being threatened or attacked by you or allies (ends spell if in effect); perceives caster's 
words in most favorable way; can give orders but must make opposed Cha check to do things wouldn't normally do (no retries); target 
never obeys suicidal or obviously harmful orders; must speak target's language or be able to communicate effectively in some manner
Dimension Door [conjuration (teleportation); V; 840 ft. range; you and touched objects or up to 3 touched willing creatures; instantaneous]:  instantly 
teleport without error to any spot within range of spell; can bring objects as long as maximum load not exceeded; can bring willing 
creatures as long as all are touching you or in a chain
Dispel Magic [abjuration; V, S; 190/210 ft. range; 1 spellcaster, creature, or object; instantaneous]:


Targeted Dispel 1:  make dispel check (1d20 + your CL) on 1 object, creature, or spell and compare to spell with highest CL (DC = 11 + 

spell's CL); if successful (= or >), spell ends; if not, compare result to spell w/next highest CL until successful or fail to dispel 

every spell; if vs. magic item make dispel check against item's CL (DC = 11 + item's CL); success suppresses magical 


properties for 1d4 rounds and detects as non-magical for duration; automatically succeed on dispel check against your own 

spells


Targeted Dispel 2:  make dispel check on 1 spell affecting target or area; must name spell to dispel


Counterspell:  targets spellcaster and is cast as counterspell requiring successful dispel check
Feeblemind [enchantment (compulsion) [mind-affecting]; V, S, M; 210 ft. range, 1 creature, instantaneous, DC 20 Will negates]:  target creature's Int 
and Cha drop to 1; unable use related skill, cast spells, understand langauge, or communicate coherently; knows friends, can follow and 
protest them; only removed with heal, limited wish, miracle, or wish; arcane casters take -4 penalty on save
Hold Person [enchantment (compulsion) [mind-affecting]; V, S, F; 190/210 ft. range; 1 humanoid creature; 9/11 rounds; DC 17 Will]:  subject 
paralyzed; each round gets new save (full-round action) on its turn
Invisibility [illusion (glamer); V, S, M; personal or touch; you or creature or object weighing no more than 900/1100 lbs.; 9/11 mins. (D)]:  you and 
gear become invisible (excluding items that extend >10 feet from person); items dropped become visible; items picked up and tucked into 
clothing or pouches disappears; light from light source carried still visible even if source isn't; not silenced and certain conditions (like 
swimming) can render detectable; gain +40 bonus on Stealth check while stationary and +20 while moving; effect ends if directly attack 
foe or indirectly attack using area effects; causing harm indirectly, such as summoning monster that then attacks, doesn't end effect
Magic Missile [evocation [force]; V, S; 190/210 ft. range; up to 5 creatures, no 2 more than 15 ft. apart; instantaneous]:  5 missiles dealing 1d4+1 
force dmg each
Ray of Enfeeblement [necromancy; V, S; 45/50 ft. range; ray; 9/11 rnds; DC 16 Fort half]:  ranged touch for 1d6+4/5 Str dmg; doesn't stack w/self; 
apply highest penalty
Scorching Ray [evocation [fire]; V, S; 45/50 ft. range; 2/3 rays]:  2/3 ranged touch rays for 4d6 fire dmg; all targets must be within 30 ft. of each other
Slow [transmutation; V, S, M; 50 ft. range; up to 11 creatures, no 2 more than 30 ft. apart; 11 rnds; DC 18 Will negates]:  creatures affected are 
staggered; take -1 penalty on atk rolls, AC, and Reflex saves; move at 1/2 normal speed; doesn't stack with other slow effects
Suggestion [enchantment (compulsion) [language-dependent, mind-affecting]; V, M; 45/50 ft. range; 1 living creature; 9/11 hrs. or until completed; 
DC 18 Will negates]:  influence actions of target by suggesting course of activity or specify conditions that trigger activity during duration 
(sentence or two); must be worded to make it sound reasonable; asking target to do something obviously harmful negates; spell ends when 
duration is reached or activity is completed (whichever is shorter); very reasonable suggestion can cause save to be made with -1 or -2 
penalty
Telekinesis [transmutation; V, S; 840 ft. range; see text for target(s); concentration (up to 11 rnds) or instantaneous; DC 20 Will negates (object) or 
none]:  
· Combat Maneuver: 1/rnd perform bull rush, disarm, grapple (including pin), or trip; don't provoke AoOs; +16 bonus (CL + Cha mod.); no save allowed but SR applies; can last as long as spell duration
· Violent Thrust: instantaneously hurl up to 11 objects and/or creatures within range (all within 10 ft. of each other) weighing up to 275 lbs. total; +18 to atk roll to hit target with items; weapons cause standard dmg (no Str bonus; arrows and bolts as daggers); other objects do 1 dmg/25 lbs. (less dangerous objects) or 1d6 dmg/25 lbs. (hard, dense objects); misses land in squares adjacent to target; creatures or their held possessions allowed Will save; creature hurled against solid surface takes 1d6 dmg
Act 4: High Noon (vs. Daughters of the Lotus)

PCs can arrange themselves anywhere on the eastern (Ruby Circle) side of the square arrayed against the forces of the Daughters of the Lotus on the west side of the square.
AISHWARYA  [female adolescent guardian naga, subtier 7-8]

Knowledge (dungeoneering) 19


CR 9
A contemplative young Vudran face framed by a cobra-like hood adorns the body of this long, brightly colored serpent.
LN Large aberration
Init +7; Senses darkvision 60 ft.; Perception +23
DEFENSE
AC 23 [27], touch 16, flat-footed 16 [20] (+7 Dex, +7 natural, -1 size [+4 armor])
hp 90 (12d8+36)
Fort +7, Ref +13, Will +12
OFFENSE
Speed 40 ft. [70 ft.]
Melee bite +11 (2d6+4 plus poison)
Ranged spit +15 touch (poison)
Space 10 ft.; Reach 5 ft.
Spells Known (CL 8th; concentration +12) [+4 defensively]


4th (4/day) – greater invisibility

3rd (6/day) – dispel magic, lightning bolt (DC 17)


2nd (7/day) – detect thoughts (DC 16), see invisibility, scorching ray

1st (7/day) – cure light wounds, divine favor, expeditious retreat, mage armor, magic missile

0 (at will) – daze (DC 14), detect magic, light, mage hand, open/close, ray of frost, read magic, stabilize
TACTICS
Before Combat A shrewd creature, Aishwarya casts mage armor and expeditious retreat on herself on her way down to the main square.  As the PCs can theoretically fight her outside of the final combat, these spells are not already incorporated into her stat block.  [adjusted stats in brackets]
During Combat The naga casts greater invisibility on herself in the first round of combat, following up with lightning bolt and scorching ray in the subsequent rounds.  Selfish and focused on defeating her enemies to gain power, Aishwarya does not heal her allies.
Morale Aishwarya doesn't let herself be defeated if at all possible.  She flees if reduced to fewer than 30 hit points, or if she uses up all of her 3rd-level spells, hoping to rebuild her gang and strike out at Dhanishta in the coming days or weeks.
STATISTICS

Str 17, Dex 25, Con 16, Int 16, Wis 19, Cha 18
Base Atk +9; CMB +13; CMD 30 (can't be tripped)
Feats Alertness, Blind-Fight, Combat Casting, Combat Expertise, Eschew Materials, Improved Trip, Lightning Reflexes
Skills Bluff +16, Diplomacy +16, Knowledge (arcana) +18, Perception +23, Sense Motive +20, Spellcraft +18, Stealth +18
Languages Celestial, Common, Nagaji, Samsaran, Tien
SPECIAL ABILITIES
Poison (Ex) Bite – injury or spit – contact; save Fort DC 19; frequency 1/round for 6 rounds; effect 1d4 Con damage; cure 2 consecutive saves.
Spells Aishwarya casts spells as an 8th-level sorcerer, and can cast spells from the cleric list as well as those normally available to a sorcerer.  Cleric spells are considered arcane spells for a guardian naga.
Spit (Ex) A guardian naga can spit its venom up to 30 feet as a standard action.  This is a ranged touch attack with no range increment.  Opponents hit by this attack must make successful saves (see above) to avoid the effects.
Blind-Fight:  In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile roll one time to see if you actually hit.  An invisible attacker gets no advantages related to hitting you in melee.  That is, you don't lose your Dexterity bonus to Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible.  The invisible attacker's bonuses do still apply for ranged attacks, however.  You do not need to make Acrobatics skill checks to move at full speed while blinded.  The Blind-Fight feat is of no use against a character who is the subject of a blink spell.
Combat Expertise [-3 atk & CM/+3 dodge AC]:  You can choose to take a -1 penalty on melee attack rolls and combat maneuver checks to gain a +1 dodge bonus to your Armor Class.  When your base attack bonus reaches +4, and every +4 thereafter, the penalty increases by -1 and the dodge bonus increases by +1.  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.
Improved Trip:  You do not provoke an attack of opportunity when performing a trip combat maneuver.  In addition, you receive a +2 bonus on checks made to trip a foe.  You also receive a +2 bonus to your Combat Maneuver Defense whenever an opponent tries to trip you.
Spells Known (CL 8th; concentration +12) [+4 defensively]
Dispel Magic [abjuration; V, S; 180 ft. range; 1 spellcaster, creature, or object; instantaneous]:


Targeted Dispel 1:  make dispel check (1d20 + your CL) on 1 object, creature, or spell and compare to spell with highest CL (DC = 11 + 

spell's CL); if successful (= or >), spell ends; if not, compare result to spell w/next highest CL until successful or fail to dispel 

every spell; if vs. magic item make dispel check against item's CL (DC = 11 + item's CL); success suppresses magical 


properties for 1d4 rounds and detects as non-magical for duration; automatically succeed on dispel check against your own 

spells


Targeted Dispel 2:  make dispel check on 1 spell affecting target or area; must name spell to dispel


Counterspell:  targets spellcaster and is cast as counterspell requiring successful dispel check
Divine Favor [evocation; V, S; personal; you; 1 min.]:  +2 luck bonus on attack and weapon damage rolls
Expeditious Retreat [transmutation; V, S; personal; you; 8 mins.]:  +30 ft. enhancement bonus to base land speed (+12 bonus to Acrobatics to jump)
Greater Invisibility [illusion (glamer); V, S; personal or touch; you or creature touched; 8 rnds.]:  you and gear become invisible (excluding items 
that extend >10 feet from person); items dropped become visible; items picked up and tucked into clothing or pouches disappears; light 
from light source carried still visible even if source isn't; not silenced and certain conditions (like swimming) can render detectable; gain 
+40 bonus on Stealth check while stationary and +20 while moving
Lightning Bolt [evocation [electricity]; V, S, M; 120 ft. range; 120-ft. line; instantaneous; DC 17 Reflex save]:  8d6 electricity dmg to all in area; bolt 
begins at caster's fingertips; sets fire to combustibles and damages objects in path; if dmg to interposing barrier shatters or breaks it, bolt 
continues beyond, otherwise stops at barrier
Magic Missile [evocation [force]; V, S; 180 ft. range; up to 4 creatures, no 2 more than 15 ft. apart]:  4 missiles dealing 1d4+1 force dmg each
Scorching Ray [evocation [fire]; V, S; 45 ft. range; 2 rays]:  2 ranged touch rays for 4d6 fire dmg; targets must be within 30 ft. of each other
See Invisibility [divination; V, S, M; personal, you, 80 mins]:  can see invisible objects or beings within range of vision (inc. ethereal) as if 
normally visible; visible as translucent shapes; can discern difference between visible, invisible, and ethereal creatures; doesn't reveal 
illusions or allow seeing through opaque objects; doesn't reveal hiding, concealed, or hard to see creatures
AISHWARYA  [female guardian naga, subtier 10-11]
Knowledge (dungeoneering) 20



CR 10
A contemplative young Vudran face framed by a cobra-like hood adorns the body of this long, brightly colored serpent.
LN Large aberration
Init +6; Senses darkvision 60 ft.; Perception +23
DEFENSE
AC 24 [28], touch 15, flat-footed 18 [22] (+6 Dex, +9 natural, -1 size [+4 armor])
hp 114 (12d8+60)
Fort +9, Ref +12, Will +12
OFFENSE
Speed 40 ft. [70 ft.]
Melee bite +13 (2d6+7 plus poison)
Ranged spit +14 touch (poison)
Space 10 ft.; Reach 5 ft.
Spells Known (CL 9th; concentration +13) [+4 defensively]


4th (5/day) – divine power, greater invisibility

3rd (7/day) – cure serious wounds, dispel magic, lightning bolt (DC 17)


2nd (7/day) – detect thoughts (DC 16), lesser restoration, see invisibility, scorching ray

1st (7/day) – cure light wounds, divine favor, expeditious retreat, mage armor, magic missile

0 (at will) – daze (DC 14), detect magic, light, mage hand, open/close, ray of frost, read magic, stabilize
TACTICS
Before Combat A shrewd creature, Aishwarya casts mage armor and expeditious retreat on herself on her way down to the main square.  As the PCs can theoretically fight her outside of the final combat, these spells are not already incorporated into her stat block.  [adjusted stats in brackets]
During Combat The naga casts greater invisibility on herself in the first round of combat, following up with lightning bolt and scorching ray in the subsequent rounds.  Selfish and focused on defeating her enemies to gain power, Aishwarya does not heal her allies.
Morale Aishwarya doesn't let herself be defeated if at all possible.  She flees if reduced to fewer than 30 hit points, or if she uses up all of her 3rd-level spells, hoping to rebuild her gang and strike out at Dhanishta in the coming days or weeks.
STATISTICS

Str 21, Dex 23, Con 30, Int 16, Wis 19, Cha 18
Base Atk +9; CMB +15; CMD 31 (can't be tripped)
Feats Alertness, Blind-Fight, Combat Casting, Combat Expertise, Eschew Materials, Improved Trip, Lightning Reflexes
Skills Bluff +16, Diplomacy +16, Knowledge (arcana) +18, Perception +23, Sense Motive +20, Spellcraft +18, Stealth +17
Languages Celestial, Common, Nagaji, Samsaran, Tien
SPECIAL ABILITIES
Poison (Ex) Bite – injury or spit – contact; save Fort DC 21; frequency 1/round for 6 rounds; effect 1d4 Con damage; cure 2 consecutive saves.
Spells Aishwarya casts spells as an 8th-level sorcerer, and can cast spells from the cleric list as well as those normally available to a sorcerer.  Cleric spells are considered arcane spells for a guardian naga.

Spit (Ex) A guardian naga can spit its venom up to 30 feet as a standard action.  This is a ranged touch attack with no range increment.  Opponents hit by this attack must make successful saves (see above) to avoid the effects.

Blind-Fight:  In melee, every time you miss because of concealment (see Combat), you can reroll your miss chance percentile roll one time to see if you actually hit.  An invisible attacker gets no advantages related to hitting you in melee.  That is, you don't lose your Dexterity bonus to Armor Class, and the attacker doesn't get the usual +2 bonus for being invisible.  The invisible attacker's bonuses do still apply for ranged attacks, however.  You do not need to make Acrobatics skill checks to move at full speed while blinded.  The Blind-Fight feat is of no use against a character who is the subject of a blink spell.
Combat Expertise [-3 atk & CM/+3 dodge AC]:  You can choose to take a -1 penalty on melee attack rolls and combat maneuver checks to gain a +1 dodge bonus to your Armor Class.  When your base attack bonus reaches +4, and every +4 thereafter, the penalty increases by -1 and the dodge bonus increases by +1.  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.
Improved Trip:  You do not provoke an attack of opportunity when performing a trip combat maneuver.  In addition, you receive a +2 bonus on checks made to trip a foe.  You also receive a +2 bonus to your Combat Maneuver Defense whenever an opponent tries to trip you.

Spells Known (CL 9th; concentration +13) [+4 defensively]
Dispel Magic [abjuration; V, S; 190 ft. range; 1 spellcaster, creature, or object; instantaneous]:


Targeted Dispel 1:  make dispel check (1d20 + your CL) on 1 object, creature, or spell and compare to spell with highest CL (DC = 11 + 

spell's CL); if successful (= or >), spell ends; if not, compare result to spell w/next highest CL until successful or fail to dispel 

every spell; if vs. magic item make dispel check against item's CL (DC = 11 + item's CL); success suppresses magical 


properties for 1d4 rounds and detects as non-magical for duration; automatically succeed on dispel check against your own 

spells


Targeted Dispel 2:  make dispel check on 1 spell affecting target or area; must name spell to dispel


Counterspell:  targets spellcaster and is cast as counterspell requiring successful dispel check
Divine Power [evocation; V, S; personal; you; 9 rnds]:  +3 luck bonus on attack and weapon damage rolls, Str checks and skill checks; +8/+9 temp 
hps; additional attack at full BAB with full-attack action (doesn't stack w/bonus atk from haste)
Expeditious Retreat [transmutation; V, S; personal; you; 9 mins.]:  +30 ft. enhancement bonus to base land speed (+12 bonus to Acrobatics to jump)
Greater Invisibility [illusion (glamer); V, S; personal or touch; you or creature touched; 9 rnds.]:  you and gear become invisible (excluding items 
that extend >10 feet from person); items dropped become visible; items picked up and tucked into clothing or pouches disappears; light 
from light source carried still visible even if source isn't; not silenced and certain conditions (like swimming) can render detectable; gain 
+40 bonus on Stealth check while stationary and +20 while moving
Lightning Bolt [evocation [electricity]; V, S, M; 120 ft. range; 120-ft. line; instantaneous; DC 17 Reflex save]:  9d6 electricity dmg to all in area; bolt 
begins at caster's fingertips; sets fire to combustibles and damages objects in path; if dmg to interposing barrier shatters or breaks it, bolt 
continues beyond, otherwise stops at barrier
Magic Missile [evocation [force]; V, S; 190 ft. range; up to 5 creatures, no 2 more than 15 ft. apart; instantaneous]:  5 missiles dealing 1d4+1 force 
dmg each
Scorching Ray [evocation [fire]; V, S; 45 ft. range; 2 rays]:  2 ranged touch rays for 4d6 fire dmg; targets must be within 30 ft. of each other
See Invisibility [divination; V, S, M; personal, you, 90 mins]:  can see invisible objects or beings within range of vision (inc. ethereal) as if normally 
visible; visible as translucent shapes; can discern difference between visible, invisible, and ethereal creatures; doesn't reveal illusions or 
allow seeing through opaque objects; doesn't reveal hiding, concealed, or hard to see creatures
BAKJI  [male samsaran ranger 7, subtier 7-8]

Knowledge (local) 16




CR 6
This blue skinned humanoid clutches an elegantly made longbow.
LN Medium humanoid (samsaran)
Init +4; Senses low-light vision; Perception +12
DEFENSE
AC 20 [22], touch 14, flat-footed 16 [18] (+6 armor, +4 Dex [+2 natural])
hp 50 (7d10+7)
Fort +5, Ref +9, Will +4; +2 vs. death and negative energy effects

[Resist fire 10]
Defensive Abilities lifebound
OFFENSE
Speed 20 ft. [30 ft.], fly 40 ft. (good)
Melee mwk longsword +10/+5 (1d8+2/19-20)
Ranged +1 composite longbow +13/+8 (1d8+3/x3)
Special Attacks favored enemy (humans +4, reptilian humanoids +2)
Ranger Spells Prepared (CL 4th; concentration +6)


2nd – barkskin

1st – longstrider, resist energy
TACTICS
Before Combat Bakji drinks his potion of fly on the way down to the central square, taking a position 100 feet above the square.  He then casts barkskin, longstrider, and resist energy (fire) on himself.  Only the potion has been figured into his stat block.  [adjusted stats in brackets]
During Combat The samsaran fires at the PCs from his elevated position, using Rapid Shot and Manyshot.1  He uses his Deadly Aim feat against lightly armored opponents.
Morale Bakji is only a mercenary, and doesn't have the cultural reverence for nagas possessed by the nagaji he commands.  He flees if reduced to fewer than 20 hit points.
STATISTICS
Str 14, Dex 18, Con 11, Int 12, Wis 14, Cha 8
Base Atk +7; CMB +9; CMD 23
Feats Deadly Aim, Endurance, Manyshot, Point-Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow)
Skills Climb +6, Fly +51, Handle Animal +5, Heal +8, Intimidate +9, Knowledge (geography) +10, Knowledge (nature) +10, Perception +12, Ride +6, Stealth +11, Survival +11, Swim +4; Racial Modifiers +2 Knowledge (geography), +2 Knowledge (nature)
Languages Nagaji, Samsaran, Tien
SQ favored terrain (jungle +2), hunter's bond (companions), shards of the past, track +3, wild empathy +6, woodland stride
Combat Gear potion of fly [faint transmutation; CL 5rd]; Other Gear +1 do-maru [CL 3rd], +1 composite longbow (+2 Str) [CL 3rd] with 40 arrows, masterwork longsword, belt of incredible dexterity +2 [moderate transmutation; CL 8th]
SPECIAL ABILITIES
Lifebound (Ex) Samsarans gain a +2 racial bonus on all saving throws made to resist death effects, saving throws against negative energy effects, Fortitude saves made to remove negative levels, and Constitution checks made to stabilize if reduced to negative hit points.

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.
Favored enemy (Ex):  At 1st level, a ranger selects a creature type from the ranger favored enemies table.  The ranger 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.  At 5th level and every five levels thereafter (10th, 15th, and 20th level), the ranger may select an additional favored enemy.  In addition, at each such interval, the bonus against any one favored enemy (including the one just selected, if so desired) increases by +2.
Hunter's Bond (Ex) [companions, 2 rounds]:  At 4th level, a ranger forms a bond with his hunting companions.  This bond can take one of two forms.  Once the form is chosen, it cannot be changed.  The first is a bond to his companions.  This bond allows him to spend a move action to grant half his favored enemy bonus against a single target of the appropriate type to all allies within 30 feet who can see or hear him.  This bonus lasts for a number of rounds equal to the ranger's Wisdom modifier (minimum 1).  This bonus does not stack with any favored enemy bonuses possessed by his allies; they use whichever bonus is higher.
Manyshot:  When making a full-attack action with a bow, your first attack fires two arrows.  If the attack hits, both arrows hit.  Apply precision-based damage (such as sneak attack) and critical hit damage only once for this attack.  Damage bonuses from using a composite bow with a high Strength bonus apply to each arrow, as do other damage bonuses, such as a ranger's favored enemy bonus.  Damage reduction and resistances apply separately to each arrow.
Point-blank Shot:  You get a +1 bonus on attack and damage rolls with ranged weapons at ranges of up to 30 feet.
Precise Shot:  You can shoot or throw ranged weapons at an opponent engaged in melee without taking the standard -4 penalty on your attack roll.
Rapid Shot:  When making a full-attack action with a ranged weapon, you can fire one additional time this round.  All of your attack rolls take a -2 penalty when using Rapid Shot.
	Flying Maneuver
	Fly DC (+5)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when 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 the ground due to a mid-air collision with an object of your size or greater
	25


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

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" (75-174 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 blown away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.

1 Since both Manyshot and Rapid Shot require full-attack actions and Bakji must make a DC 10 Fly check if he only takes a 5-ft. step and a DC 15 Fly check if he takes no move and hovers, it is quite possible he may fail his check (with only a +5 bonus) and be forced to move at least half his speed, thereby forcing a change in combat tactics.
BAKJI  [male samsaran ranger 11, subtier 10-11]

Knowledge (local) 20




CR 10
This blue skinned humanoid clutches an elegantly made longbow.
LN Medium humanoid (samsaran)
Init +5; Senses low-light vision; Perception +16
DEFENSE
AC 23 [26], touch 17, flat-footed 17 [20] (+6 armor, +1 deflection, +5 Dex, +1 dodge [+3 natural])
hp 76 [98] (11d10+11 [+33])
Fort +7 [+9], Ref +12, Will +5; +2 vs. death and negative energy effects

[Resist fire 10]
Defensive Abilities evasion, lifebound
OFFENSE
Speed 20 ft. [30 ft.], fly 40 ft. (good)
Melee mwk longsword +14/+9/+4 (1d8+2/19-20)
Ranged +1 composite longbow +18/+13/+8 (1d8+3/x3)
Special Attacks favored enemy (animals +2, humans +4, reptilian humanoids +4)
Ranger Spells Prepared (CL 8th; concentration +10)


3rd – cure moderate wounds

2nd – barkskin, bear's endurance

1st – jump, longstrider, resist energy
TACTICS
Before Combat Bakji drinks his potion of fly on the way down to the central square, taking a position 100 feet above the square.  He then casts barkskin, bear's endurance, longstrider, and resist energy (fire) on himself.  Only the potion has been figured into his stat block.  [adjusted stats in brackets]
During Combat The samsaran fires at the PCs from his elevated position, using Rapid Shot and Manyshot.1  He uses his Deadly Aim feat against lightly armored opponents, and Pinpoint Targeting2 with Deadly Aim against heavily armored PCs.
Morale Bakji is only a mercenary, and doesn't have the cultural reverence for nagas possessed by the nagaji he commands.  He flees if reduced to fewer than 20 hit points.
STATISTICS
Str 14, Dex 21, Con 11 [15], Int 12, Wis 14, Cha 8
Base Atk +11; CMB +13; CMD 30
Feats Deadly Aim, Dodge, Endurance, Improved Precise Shot, Manyshot, Pinpoint Targeting2, Point-Blank Shot, Precise Shot, Rapid Shot, Weapon Focus (longbow)
Skills Climb +7, Fly +61, Handle Animal +6, Heal +9, Intimidate +13, Knowledge (geography) +10, Knowledge (nature) +12, Perception +16, Ride +9, Stealth +16, Survival +16, Swim +8; Racial Modifiers +2 Knowledge (geography), +2 Knowledge (nature)
Languages Nagaji, Samsaran, Tien
SQ favored terrain (jungle +4, mountain +2), evasion, hunter's bond (companions), quarry, shards of the past, swift tracker, track +5, wild empathy +10, woodland stride
Combat Gear potion of cure serious wounds [faint conjuration, CL 5th], potion of fly [faint transmutation; CL 3rd]; Other Gear +1 do-maru [CL 3rd], +1 composite longbow (+2 Str) [CL 3rd] with 40 arrows, masterwork longsword, belt of incredible dexterity +4 [moderate transmutation; CL 8th], ring of protection +1 [faint abjuration, CL 5th]
SPECIAL ABILITIES
Lifebound (Ex) Samsarans gain a +2 racial bonus on all saving throws made to resist death effects, saving throws against negative energy effects, Fortitude saves made to remove negative levels, and Constitution checks made to stabilize if reduced to negative hit points.

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.
Favored enemy (Ex):  At 1st level, a ranger selects a creature type from the ranger favored enemies table.  The ranger 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.  At 5th level and every five levels thereafter (10th, 15th, and 20th level), the ranger may select an additional favored enemy.  In addition, at each such interval, the bonus against any one favored enemy (including the one just selected, if so desired) increases by +2.
Hunter's Bond (Ex) [companions, 2 rounds]:  At 4th level, a ranger forms a bond with his hunting companions.  This bond can take one of two forms.  Once the form is chosen, it cannot be changed.  The first is a bond to his companions.  This bond allows him to spend a move action to grant half his favored enemy bonus against a single target of the appropriate type to all allies within 30 feet who can see or hear him.  This bonus lasts for a number of rounds equal to the ranger's Wisdom modifier (minimum 1).  This bonus does not stack with any favored enemy bonuses possessed by his allies; they use whichever bonus is higher.
Manyshot:  When making a full-attack action with a bow, your first attack fires two arrows.  If the attack hits, both arrows hit.  Apply precision-based damage (such as sneak attack) and critical hit damage only once for this attack.  Damage bonuses from using a composite bow with a high Strength bonus apply to each arrow, as do other damage bonuses, such as a ranger's favored enemy bonus.  Damage reduction and resistances apply separately to each arrow.
Pinpoint Targeting2:  As a standard action, make a single ranged attack.  The target does not gain any armor, natural armor, or shield bonuses to its Armor Class.  You do not gain the benefit of this feat if you move this round.
Point-blank Shot:  You get a +1 bonus on attack and damage rolls with ranged weapons at ranges of up to 30 feet.
Improved Precise Shot:  Your ranged attacks ignore the AC bonus granted to targets by anything less than total cover, and the miss chance granted to targets by anything less than total concealment.  Total cover and total concealment provide their normal benefits against your ranged attacks.
Quarry (Ex):  At 11th level, a ranger can, as a standard action, denote one target within his line of sight as his quarry.  Whenever he is following the tracks of his quarry, a ranger can take 10 on his Survival skill checks while moving at normal speed, without penalty.  In addition, he receives a +2 insight bonus on attack rolls made against his quarry, and all critical threats are automatically confirmed.  A ranger can have no more than one quarry at a time and the creature's type must correspond to one of his favored enemy types.  He can dismiss this effect at any time as a free action, but he cannot select a new quarry for 24 hours.  If the ranger sees proof that his quarry is dead, he can select a new quarry after waiting 1 hour.
Rapid Shot:  When making a full-attack action with a ranged weapon, you can fire one additional time this round.  All of your attack rolls take a -2 penalty when using Rapid Shot.

	Flying Maneuver
	Fly DC (+6)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when 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 the ground due to a mid-air collision with an object of your size or greater
	25


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

· Suffers a -4 Fly penalty in "Severe" (31-50 mph) winds.

· Must succeed on a DC 20 Fly check to move at all in "Windstorm" force (51-74 mph) winds.  Suffers a -8 Fly penalty.

· Must succeed on a DC 25 Fly check in "Hurricane" (75-174 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 blown away must still make a DC 20 Fly check to move.  Suffers a -12 Fly penalty.

· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.

1 Since both Manyshot and Rapid Shot require full-attack actions and Bakji must make a DC 10 Fly check if he only takes a 5-ft. step and a DC 15 Fly check if he takes no move and hovers, it is quite possible he may fail his check (with only a +6 bonus) and be forced to move at least half his speed, thereby forcing a change in combat tactics.
2 One of the prerequisites of Pinpoint Targeting is a base attack bonus +16, which Bakji does not have.  (past experience from his previous samsaran lives perhaps?)
NAGAJI MERCENTARY TRIPPER  [nagaji fighter 4, subtier 7-8]

Knowledge (local) 13


CR 3


vs. Daughters of the Lotus or Ruby Circle
This heavily-armored, scaled humanoid carries a long lance with a curved metal tip.
N Medium humanoid (reptilian)
Init +1; Senses low-light vision; Perception +2
DEFENSE
AC 21, touch 12, flat-footed 19 (+8 armor, +1 Dex, +1 dodge, +1 natural)
hp 34 (4d10+8)
Fort +6, Ref +3, Will +1; +2 vs. mind-affecting effects and poison, +1 vs. fear
Defensive Abilities bravery +1
OFFENSE
Speed 20 ft.
Melee mwk hooked lance +9 (1d8+6)
Ranged shortbow +5 (1d6/x3)
STATISTICS
Str 17, Dex 13, Con 12, Int 13, Wis 8, Cha 12
Base Atk +4; CMB +7 (+9 trip); CMD 19 (21 vs. trip)
Feats Combat Expertise, Dodge, Improved Trip, Weapon Focus (hooken lance), Weapon Specialization (hooked lance)
Skills Climb +3, Handle Animal +6 (+8 against reptiles), Intimidate +8, Perception +2, Ride +1, Survival +3; Racial Modifiers +2 Handle Animal against reptiles, +2 Perception
Languages Nagaji, Samsaran, Tien
SQ armor training 1
Combat Gear potion of cure moderate wounds [faint conjuration; CL 3rd]; Other Gear +1 kusari gusoku [CL 3rd], masterwork hooked lance, shortbow with 20 arrows, cloak of resistance +1 [faint abjuration; CL 5th]

Combat Expertise [-2 atk & CM/+2 dodge AC]:  You can choose to take a -1 penalty on melee attack rolls and combat maneuver checks to gain a +1 dodge bonus to your Armor Class.  When your base attack bonus reaches +4, and every +4 thereafter, the penalty increases by -1 and the dodge bonus increases by +1.  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.
Greater Trip [tier 10-11 only]:  You receive a +2 bonus on checks made to trip a foe.  This bonus stacks with the bonus granted by Improved Trip.  Whenever you successfully trip an opponent, that opponent provokes attacks of opportunity.
Improved Trip:  You do not provoke an attack of opportunity when performing a trip combat maneuver.  In addition, you receive a +2 bonus on checks made to trip a foe.  You also receive a +2 bonus to your Combat Maneuver Defense whenever an opponent tries to trip you.

NAGAJI MERCENTARY TRIPPER  [nagaji fighter 8, subtier 10-11]

Knowledge (local) 17


CR 7


vs. Daughters of the Lotus or Ruby Circle
This heavily-armored, scaled humanoid carries a long lance with a curved metal tip.
N Medium humanoid (reptilian)
Init +5; Senses low-light vision; Perception +5
DEFENSE
AC 21, touch 11, flat-footed 20 (+9 armor, +1 Dex, +1 natural)
hp 72 (8d10+24)
Fort +8, Ref +4, Will +4; +2 vs. mind-affecting effects and poison, +2 vs. fear
Defensive Abilities bravery +2
OFFENSE
Speed 30 ft.
Melee +1 hooked lance +15/+10 (1d8+9)
Ranged shortbow +9/+4 (1d6/x3)
Special Attacks weapon training (polearms +1)
STATISTICS
Str 18, Dex 13, Con 12, Int 13, Wis 8, Cha 12
Base Atk +8; CMB +12; CMD 23
Feats Combat Expertise, Greater Trip, Greater Weapon Focus (hooked lance), Improved Initiative, Improved Trip, Iron Will, Toughness, Weapon Focus (hooken lance), Weapon Specialization (hooked lance)
Skills Climb +7, Handle Animal +8 (+10 vs. reptiles), Intimidate +12, Perception +5, Ride +2, Survival +4; Racial Modifiers +2 Handle Animal vs. reptiles, +2 Perception
Languages Nagaji, Samsaran, Tien
SQ armor training 2
Other Gear +2 kusari gusoku [CL 6th], +1 hooked lance [CL 3rd], shortbow with 20 arrows, cloak of resistance +1 [faint abjuration; CL 5th]
NAGAJI MERCENARY STRIKERS (3)  [nagaji fighters 4, subtier 7-8]

Knowledge (local) 13


CR 3


vs. Daughters of the Lotus or Ruby Circle
This heavily-armored, scaled humanoid carries a polearm tipped with a curved sword blade on the end.
N Medium humanoid (reptilian)
Init +1; Senses low-light vision; Perception +2
DEFENSE
AC 21, touch 12, flat-footed 19 (+8 armor, +1 Dex, +1 dodge, +1 natural)
hp 38 each (4d10+12)
Fort +7, Ref +3, Will +4; +2 vs. mind-affecting effects and poison, +1 vs. fear
Defensive Abilities bravery +1
OFFENSE
Speed 20 ft.
Melee +1 naginata +10 (1d8+7/x4)
[Space 5 ft.; Reach 5 ft. (10 ft. with naginata)]
Ranged shortbow +5 (1d6/x3)
STATISTICS
Str 18, Dex 13, Con 14, Int 10, Wis 10, Cha 10
Base Atk +4; CMB +8; CMD 20
Feats Dodge, Iron Will, Power Attack, Weapon Focus (naginata), Weapon Specialization (naginata)
Skills Climb +3, Handle Animal +5 (+7 vs. reptiles), Intimidate +6, Perception +2, Ride +0, Survival +4; Racial Modifiers +2 Handle Animal vs. reptiles, +2 Perception
Languages Nagaji, Tien
SQ armor training 1
Combat Gear potion of cure moderate wounds [faint conjuration; CL 3rd]; Other Gear +1 kusari gusoku [CL 3rd], +1 naginata [CL 3rd], shortbow with 20 arrows, cloak of resistance +1 [faint abjuration; CL 5th]

Mobility [tier 10-11 only]:  You get a +4 dodge bonus to Armor Class against attacks of opportunity cause when you move out of or within a threatened area.  A condition that makes you lose your Dexterity bonus to Armor Class (if any) also makes you lose dodge bonuses.
Power Attack [-2 atk/+6 dmg, naginata, tier 7-8; -3 atk/+9 dmg, naginata, tier 10-11]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.

NAGAJI MERCENARY STRIKERS (3)  [nagaji fighters 8, subtier 10-11]
Knowledge (local) 17


CR 7


vs. Daughters of the Lotus or Ruby Circle
This heavily-armored, scaled humanoid carries a polearm tipped with a curved sword blade on the end.
N Medium humanoid (reptilian)
Init +5; Senses low-light vision; Perception +2
DEFENSE
AC 22, touch 12, flat-footed 20 (+9 armor, +1 Dex, +1 dodge, +1 natural)
hp 72 each (8d10+24)
Fort +9, Ref +6, Will +5; +2 vs. mind-affecting effects and poison, +2 vs. fear
Defensive Abilities bravery +2
OFFENSE
Speed 30 ft.
Melee +1 naginata +16/+11 (1d8+10/x4)
[Space 5 ft.; Reach 5 ft. (10 ft. with naginata)]
Ranged shortbow +9/+4 (1d6/x3)
Special Attacks weapon training (polearms +1)
STATISTICS
Str 18, Dex 13, Con 15, Int 10, Wis 10, Cha 10
Base Atk +8; CMB +12; CMD 24
Feats Dodge, Greater Weapon Focus (naginata), Improved Initiative, Iron Will, Lightning  Reflexes, Mobility, Power Attack, Weapon Focus (naginata), Weapon Specialization (naginata)
Skills Climb +7, Handle Animal +5 (+7 vs. reptiles), Intimidate +9, Perception +2, Ride +2, Survival +5; Racial Modifiers +2 Handle Animal vs. reptiles, +2 Perception
Languages Nagaji, Tien
SQ armor training 2
Combat Gear potion of cure serious wounds [faint conjuration; CL 5th]; Other Gear +2 kusari gusoku [CL 6th], +1 naginata [CL 3rd], shortbow with 20 arrows, cloak of resistance +1 [faint abjuration; CL 5th]
Act 4: High Noon (vs. Ruby Circle)

PCs can arrange themselves anywhere on the western (Daughters of the Lotus) side of the square arrayed against the forces of the Ruby Circle on the east side of the square.
DHANISHTA  [female spirit naga, subtier 7-8]

Knowledge (dungeoneering) 19


CR 9
A sharp-featured, middle-aged Tian-Dan head crowns the large, sinuous body of this snake-like creature.
CN Large aberration
Init +5 [+7]; Senses darkvision 60 ft.; Perception +22
DEFENSE
AC 23 [28], touch 14 [19], flat-footed 18 [21] (+5 [+7] Dex, +9 natural, -1 size [+3 deflection])
hp 95 (10d8+50)
Fort +8, Ref +10 [+12], Will +10
OFFENSE
Speed 40 ft., swim 20 ft.
Melee bite +10 (2d6+6 plus poison)
Space 10 ft.; Reach 5 ft.
Special Attacks charming grace
Spells Known (CL 7th; concentration +10) [+4 defensively]


3rd (5/day) – displacement, fireball (DC 16)


2nd (7/day) – cat's grace, invisibility, summon swarm

1st (7/day) – charm person (DC 14), cure light wounds, divine favor, magic missile, shield of faith

0 (at will) – bleed, daze (DC 13), detect magic, mage hand, open/close, ray of frost, read magic
TACTICS
Before Combat Dhanishta casts cat's grace and shield of faith on herself prior to the start of combat if she has time to prepare.  [adjusted stats in brackets]
During Combat On the first few rounds of combat, Dhanishta casts invisibility and displacement on herself, then summons a swarm to harry the PCs before following up with fireball and scorching ray spells.
Morale Dhanishta flees Nibung if brought to fewer than 30 hit points, casting invisibility on herself to aid in her escape.
STATISTICS

Str 18, Dex 20 [24], Con 21, Int 12, Wis 17, Cha 17
Base Atk +7; CMB +12; CMD 27 [29] (can't be tripped)
Feats Ability Focus (charming gaze), Combat Casting, Eschew Materials, Lightning Reflexes, Skill Focus (Perception), Stealthy
Skills Bluff +13, Escape Artist +13 [+15], Intimidate +9, Knowledge (arcana) +14, Perception +22, Spellcraft +11, Stealth +15 [+17], Swim +12
Languages Abyssal, Common, Nagaji, Tien
SPECIAL ABILITIES
Charming Gaze (Su) As charm person, 30 feet, Will DC 20 negates.  The save DC is Charisma-based.
Poison (Ex) Bite – injury; save Fort DC 20; frequency 1/round for 6 rounds; effect 1d4 Con damage; cure 1 save.
Spells A spirit naga casts spells as a 7th-level sorcerer, and can cast spells from the cleric list as well as those normally available to a sorcerer.  Cleric spells are considered arcane spells for a spirit naga.
DHANISHTA  [female advanced spirit naga, subtier 10-11]

Knowledge (dungeoneering) 20


CR 10
A sharp-featured, middle-aged Tian-Dan head crowns the large, sinuous body of this snake-like creature.
CN Large aberration
Init +5 [+7]; Senses darkvision 60 ft.; Perception +24
DEFENSE
AC 24 [29], touch 14 [19], flat-footed 19 [22] (+5 [+7] Dex, +10 natural, -1 size [+3 deflection])
hp 114 (12d8+60)
Fort +9, Ref +11 [+13], Will +11
OFFENSE
Speed 40 ft., swim 20 ft.
Melee bite +12 (2d6+6 plus poison)
Space 10 ft.; Reach 5 ft.
Special Attacks charming grace, poison
Spells Known (CL 9th; concentration +12) [+4 defensively]


4th (4/day) – freedom of movement, wall of fire

3rd (7/day) – displacement, fireball (DC 17), haste

2nd (7/day) – cat's grace, invisibility, scorching ray, summon swarm

1st (7/day) – charm person (DC 14), cure light wounds, divine favor, magic missile, shield of faith

0 (at will) – bleed, daze (DC 13), detect magic, flare (DC 13), mage hand, open/close, ray of frost, read magic
TACTICS
Before Combat On her way to the town square, Dhanishta casts freedom of movement, cat's grace and shield of faith in preparation for combat.  Since the PCs can theoretically attack her elsewhere in the scenario, these spells are not reflected in her statistics.  [adjusted stats in brackets]
During Combat On the first few rounds of combat, Dhanishta casts invisibility, displacement, and haste in that order.  She becomes visible as she casts a wall of fire to split the PCs, following up with fireball and scorching ray spells.
Morale Dhanishta flees Nibung if brought to fewer than 30 hit points, casting invisibility on herself to aid in her escape.
STATISTICS

Str 18, Dex 20 [24], Con 21, Int 12, Wis 17, Cha 17
Base Atk +9; CMB +14; CMD 29 [31] (can't be tripped)
Feats Ability Focus (charming gaze), Combat Casting, Eschew Materials, Lightning Reflexes, Skill Focus (Perception), Spell Focus (evocation), Stealthy
Skills Bluff +15, Escape Artist +14 [+16], Intimidate +11, Knowledge (arcana) +15, Perception +24, Spellcraft +11, Stealth +15 [+17], Swim +12
Languages Abyssal, Common, Nagaji, Tien
SPECIAL ABILITIES
Charming Gaze (Su) As charm person, 30 feet, Will DC 20 negates.  The save DC is Charisma-based.
Poison (Ex) Bite – injury; save Fort DC 21; frequency 1/round for 6 rounds; effect 1d4 Con damage; cure 1 save.
Spells Dhanishta casts spells as a 9th-level sorcerer, and can cast spells from the cleric list as well as those normally available to a sorcerer.  Cleric spells are considered arcane spells for a spirit naga.
Spells Known (CL 9th; concentration +12) [+4 defensively]
Charm Person [enchantment (charm) [mind-affecting]; V, S; 45 ft. range; 1 humanoid creature; 9 hrs.; DC 14 Will negates]:  humanoid target regards you as friendly; +5 
bonus to target's save if being threatened or attacked by you or allies (ends spell if in effect); perceives caster's words in most favorable way; can give orders 
but must make opposed Cha check to do things wouldn't normally do (no retries); target never obeys suicidal or obviously harmful orders; must speak target's 
language or be able to communicate effectively in some manner
Displacement [illusion (glamer); V, M; touch; creature touched; 9 rnds]:  50% miss chance to hit target of spell; true seeing negates
Divine Favor [evocation; V, S; personal; you; 1 min.]:  +2 luck bonus on attack and weapon damage rolls
Fireball [evocation [fire]; V, S, M; 760 ft. range; 20-ft.-radius spread; instantaneous; DC 17 Reflex half]:  9d6 fire dmg to all creatures and unattended 
objects in area; sets 
fire to combustibles; early impact results in early detonation; if damages a barrier within blast radius enough to destroy it, then passes through; targeting 
through narrow opening requires "hit" with ranged touch atk or detonates prematurely
Freedom of Movement [abjuration; V, S, M; personal or touch; you or creature touched; 90 mins.]:  move and attack normally even under influence of 
magic that impedes 
movement; all combat maneuver checks against target automatically fail; all combat maneuver and Escape Artists checks against grapple and pin by target 
automatically succeed; allows unimpeded movement and attacking underwater
Haste [transmutation; V, S, M; 45 ft. range; up to 9 creatures, no 2 more than 30 ft. apart; 9 rounds]:  1 additional attack at full BAB when taking full-attack action; +1 
bonus to atk and +1 dodge bonus to AC and Reflex; 30 ft. enhancement bonus to all movement (up to twice normal move); multiple haste effects don't stack; 
haste dispels and counters slow

Invisibility [illusion (glamer); V, S, M; personal or touch; you or creature or object weighing no more than 900 lbs.; 9 mins. (D)]:  you and gear become invisible (excluding 
items that extend >10 feet from person); items dropped become visible; items picked up and tucked into clothing or pouches disappears; light from light source 
carried still visible even if source isn't; not silenced and certain conditions (like swimming) can render detectable; gain +40 bonus on Stealth check while 
stationary and +20 while moving; effect ends if directly attack foe or indirectly attack using area effects; causing harm indirectly, such as summoning monster 
that then attacks, doesn't end effect
Magic Missile [evocation [force]; V, S; 190 ft. range; up to 5 creatures, no 2 more than 15 ft. apart]:  5 missiles dealing 1d4+1 force dmg each
Scorching Ray [evocation [fire]; V, S; 45 ft. range; 2 rays]:  2 ranged touch rays for 4d6 fire dmg; targets must be within 30 ft. of each other
Summon Swarm [conjuration (summoning); 1 round casting; 45 ft. range; 1 swarm of bats, rats, or spiders; concentration + 2 rounds]:  summon swarm that attacks all other 
creatures within its area; if no living creatures in its area attacks or pursues nearest creature; caster has no control over it
Wall of Fire [evocation [fire]; V, S, M; 190 ft. range; opaque 180 ft. long sheet of flame or 20 ft. radius ring of fire, both 20 ft. high; concentration + 9 rnds]:  caster selected 
side deals 2d4 fire dmg to creatures within 10 ft. and 1d4 to those 15 or 20 ft. away; deals double dmg to undead; creatures in wall when it appears or moving 
through take 2d6+9 fire dmg; any 5-ft. section taking 20+ pts. cold dmg (takes full dmg) goes away

BAT SWARM  [possible summon by Dhanishta]

Knowledge (nature) 7



CR 2
Hundreds of high-pitched squeaks fill the air as a mass of small, carnivorous bats surges forth, all of them hungry for blood.
N Diminutive animal (swarm)
Init +2; Senses blindsense 20 ft., low-light vision; Perception +15
DEFENSE
AC 16, touch 16, flat-footed 14 (+2 Dex, +4 size)
hp 13 (3d8)
Fort +3, Ref +7, Will +3
Defensive Abilities swarm traits; Immune weapon damage
OFFENSE
Speed 5 ft., fly 40 ft. (good)
Melee swarm (1d6)
Space 10 ft.; Reach 0 ft.
Special Attacks distraction (DC 11), wounding
STATISTICS
Str 3, Dex 15, Con 11, Int 2, Wis 14, Cha 4
Base Atk +2; CMB –; CMD –
Feats Lightning Reflexes, Skill Focus (Perception)
Skills Fly +12, Perception +15; Racial Modifiers +4 Perception when using blindsense
SQ swarm traits
SPECIAL ABILITIES
Wounding (Ex) Any living creature damaged by a bat swarm continues to bleed, losing 1 hit point per round thereafter.  Multiple wounds do not result in cumulative bleeding loss.  The bleeding can be stopped by a DC 10 Heal check or the application of a cure spell or some other healing magic.

Blindsense (Ex):  Using nonvisual senses, such as acute smell or hearing, a creature with blindsense notices things it cannot see.  The creature usually does not need to make Perception checks to pinpoint the location of a creature within range of its blindsense ability, provided that it has line of effect to that creature.  Any opponent the creature cannot see still has total concealment against the creature with blindsense, and the creature still has the normal miss chance when attacking foes that have concealment.  Visibility still affects the movement of a creature with blindsense.  A creature with blindsense is still denied its Dexterity bonus to Armor Class against attacks from creatures it cannot see.
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 gust of wind spell) and treated as a creature of their individual size would be.
	Flying Maneuver
	Fly DC (+12)

	Avoid falling damage (except by a failed fly check)
	10

	Avoid losing 10 feet of altitude when 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 the ground due to a mid-air collision with an object of your size or greater
	25


· Must succeed on a DC 20 Fly check to move at all in "Strong" (21-30 mph) winds.  Suffers a -2 Fly penalty.

· Must succeed on a DC 25 Fly check in "Severe" (31-50 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 -4 Fly penalty.

· Suffers a -8 Fly penalty in "Windstorm" (51-74 mph) winds.

· Suffers a -12 Fly penalty in "Hurricane" (75-174 mph) winds.

· Suffers a -16 Fly penalty in "Tornado" (175+ mph) winds.
RAT SWARM  [possible summon by Dhanishta]

Knowledge (nature) 7



CR 2
A squirming, roiling mass of squeaking rats draws closer, teeth flashing and claws scratching everything in its path.
N Tiny animal (swarm)
Init +6; Senses low-light vision, scent; Perception +8
DEFENSE
AC 14, touch 14, flat-footed 12 (+2 Dex, +2 size)
hp 16 (3d8+3)
Fort +4, Ref +5, Will +2
Defensive Abilities swarm traits (half damage from piercing and slashing attacks)
OFFENSE
Speed 15 ft., climb 15 ft., swim 15 ft.
Melee swarm (1d6 plus disease)
Space 10 ft.; Reach 0 ft.
Special Attacks disease, distraction (DC 12)
STATISTICS
Str 2, Dex 15, Con 13, Int 2, Wis 13, Cha 2
Base Atk +2; CMB –; CMD –
Feats Improved Initiative, Skill Focus (Perception)
Skills Acrobatics +6, Climb +10, Perception +8, Stealth +14, Swim +10; Racial Modifiers uses Dex to modify Climb and Swim
SPECIAL ABILITIES
Disease (Ex) Filth Fever: Swarm – injury; save Fort DC 12; onset 1d3 days; frequency 1/day; effect 1d3 Dex damage and 1d3 Con damage; cure 2 consecutive saves.  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.
SPIDER SWARM  [possible summon by Dhanishta]
Knowledge (nature) 6



CR 1
An awful, scuttling mass of legs and mandibles scrambles forward out of the darkness.
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 (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)
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.

Distraction (Ex):  see above
Swarm Traits:  see above
Tremorsense (Ex):  A creature with tremorsense is sensitive to vibrations in the ground and can automatically pinpoint the location of anything that is in contact with the ground.  Aquatic creatures with tremorsense can also sense the location of creatures moving through water.  The ability's range is specified in the creature's descriptive text.
TAICHO  [male tengu fighter 4/rogue 3, subtier 7-8]
Knowledge (local) 16




CR 6
Black feathers cover this crow-headed humanoid, dressed in black leather lamellar and wielding a nine-ringed sword.
CN Medium humanoid (tengu)
Init +2; Senses low-light vision; Perception +9
DEFENSE
AC 19, touch 12, flat-footed 17 (+5 armor, +2 Dex, +2 shield)
hp 50 (7 HD; 4d10+3d8+11)
Fort +6, Ref +6, Will +4; +1 vs. fear
Defensive Abilities bravery +1, evasion, trap sense +1
OFFENSE
Speed 30 ft.
Melee +1 nine ring broadsword +10/+5 (1d8+7/x3), light spiked [wooden] shield +8 (1d4+4), bite +5 (1d3+2)
Ranged shortbow +8/+3 (1d6/x3)
Special Attacks sneak attack +2d6
TACTICS
During Combat Taicho always tries to flank an opponent with one of the nagaji mercenaries, using Power Attack until he misses with more than one of his attacks in a single round.
Morale Taicho is a survivor and he flees if brought below 20 hit points.
STATISTICS
Str 18, Dex 15, Con 12, Int 12, Wis 10, Cha 10
Base Atk +6; CMB +10; CMD 22
Feats Double Slice, Improved Shield Bash, Iron Will, Power Attack, Shield Focus, Two-Weapon Fighting, Weapon Focus (nine ring broadsword), Weapon Specialization (nine ring broadsword)
Skills Acrobatics +11, Climb +9, Handle Animal +6, Knowledge (local) +8, Linguistics +9, Perception +9, Ride +6, Sense Motive +5, Stealth +13, Survival +7, Swim +8
Languages Dtang, Nagaji, Samsaran, Tengu, Tien
SQ armor training 1, giften linguist, rogue talents (combat trick), swordtrained, trapfinding +1
Combat Gear potion of cure moderate wounds [faint conjuration; CL 3rd]; Other Gear +1 leather lamellar [CL 3rd], light spided wooden shield, +1 nine ring broadsword [CL 3rd], shortbow with 20 arrows, belt of giant strength +2 [moderate transmutation; CL 8th]
SPECIAL ABILITIES
Gifted Linguist (Ex) Tengus gain a +4 racial bonus on Linguistics checks, and learn 2 languages each time they gain a rank in Linguistics rather than 1 language.
Swordtrained (Ex) Tengus are trained from birth in swordplay, and as a result are automatically proficient with sword-like weapons (including bastard swords, daggers, elven curve blades, flachions, greatswords, kukris, longswords, punching daggers, rapiers, scimitars, short swords, and two-bladed swords.)
Improved Shield Bash:  When you perform a shield bash, you may still apply the shield's shield bonus to your AC.
Mobility [tier 10-11 only]:  You get a +4 dodge bonus to Armor Class against attacks of opportunity cause when you move out of or within a threatened area.  A condition that makes you lose your Dexterity bonus to Armor Class (if any) also makes you lose dodge bonuses.
Power Attack [-2 atk/+4 dmg, nine ring broadsword; -2 atk/+2 dmg, light spiked shield & bite; tier 7-8 only]:  This feat lasts until the next turn and includes combat maneuver checks and attacks of opportunity.
Step Up [tier 10-11 only]:  Whenever an adjacent foe attempts to take a 5-foot step away from you, you may also make a 5-foot step as an immediate action so long as you end up adjacent to the foe that triggered this ability.  If you take this step, you cannot take a 5-foot step during your next turn.  If you take an action to move during your next turn, subtract 5 feet from your total movement.
TAICHO  [male tengu fighter 8/rogue 3, subtier 10-11]
Knowledge (local) 20




CR 10
Black feathers cover this crow-headed humanoid, dressed in black leather lamellar and wielding a nine-ringed sword.
CN Medium humanoid (tengu)
Init +3; Senses low-light vision; Perception +10
DEFENSE
AC 29, touch 15, flat-footed 25 (+9 armor, +1 deflection, +3 Dex, +1 dodge, +1 natural, +4 shield)
hp 91 (11 HD; 8d10+3d8+30)
Fort +9, Ref +9, Will +6; +2 vs. fear
Defensive Abilities bravery +2, evasion, trap sense +1
OFFENSE
Speed 30 ft.
Melee +1 nine ring broadsword +15/+10 (1d8+8/x3), [+1] light [wooden] spiked shield +12 (1d4+4), bite +9 (1d3+2)
Ranged shortbow +13/+8 (1d6/x3)
Special Attacks weapon training (heavy blades +1), sneak attack +2d6
TACTICS
During Combat Taicho always tries to flank an opponent with one of the nagaji mercenaries, utilizing Acrobatics and his Mobility feat to navigate the battlefield.
Morale Taicho is a survivor and he flees if brought below 20 hit points.
STATISTICS
Str 18, Dex 16, Con 12, Int 12, Wis 10, Cha 10
Base Atk +10; CMB +14; CMD 29
Feats Dodge, Double Slice, Greater Shield Focus, Improved Shield Bash, Iron Will, Mobility, Shield Focus, Step Up, Toughness, Two-Weapon Fighting, Weapon Focus (nine ring broadsword), Weapon Specialization (nine ring broadsword)
Skills Acrobatics +14, Climb +6, Handle Animal +7, Knowledge (local) +9, Linguistics +9, Perception +10, Ride +5, Sense Motive +5, Stealth +16, Survival +7, Swim +8
Languages Common, Nagaji, Samsaran, Tengu, Tien
SQ armor training 2, giften linguist, rogue talents (combat trick), swordtrained, trapfinding +1
Combat Gear potion of cure serious wounds [faint conjuration; CL 5th]; Other Gear +2 tatami-do [CL 6th], +1 light wooden spiked shield [CL 3rd], +1 nine ring broadsword [CL 3rd], shortbow with 20 arrows, amulet of natural armor +1 [faint transmutation, CL 5th], belt of giant strength +2 [moderate transmutation; CL 8th], cloak of resistance +1 [faint abjuration; CL 5th], ring of protection +1 [faint abjuration; CL 5th]
SPECIAL ABILITIES
Gifted Linguist (Ex) see above
Swordtrained (Ex) see above
