The intention of this document is to give an overview of how the various challenges in the Ruby Phoenix work, as well as some tactical suggestions for the combats. Occasionally I will give some stat adjustments to incorporate abilities that weren't calculated in properly within the scenario. I've also included a visual aid for the archery contest.
Exhibition 0: Chung Po (no pre-buffs)
Modified Initiative = +5

Modified AC = 29 | Touch  = 26 | FF = 23

Modified CMD = 21 (39 vs. grapple)

Ki Pool = 9

Grappling workflow:

If missed or failed to grapple, can make a grapple check as an immediate action at a -2 penalty.

Full-round grappling:

Round 1:

Standard action grapple attempt

move action – pin (from Greater Grapple) (uses same roll from Standard, so not another roll)

swift action:

either Stunning Fist (DC 17)

or deny magical bonuses to Escape Artist and/or CMD for 1 k

or Harm (4d6+12)

Exhbition 1: Senzuzhou (no pre-buffs)
Starts as far away as possible with two heads in its hands, and the axes on its belt. On its first round throws a head to fill its own half of the arena with a stinking cloud, which grants it total concealment while its own lifesense allows it to see the party. It is also immune to the poison from undead traits. It then moves to a position near the front of the fog, but 10 feet off to one side.

Whenever anything comes within a 30 foot radius, it will need to make a DC 22 Will save or freeze in place. If a creature is frozen in place, the Senzuzhou will likely use its cloudkill to start hurting it.

On the second round the Senzuzhou will fill the other half of the arena with a stinking cloud and find an good position to begin using it's cloudkill spell, keeping in mind that the cloudkill will move 10 feet/round in a vector from the caster to the point of origin. It will then move to find an isolated party member to full attack the next round. It will attempt to remain 10 feet away from all party members to maintain its total concealment, while still allowing it (as a Large creature) to attack with impunity. Creatures 5 feet from it will suffer 20% miss chance from concealment from the fog effects, which lifesense allows Senzuzhou to ignore.

Against high AC (26+) opponents he will not power attack. Low AC opponents he will power attack, changing them to +14/+9+4 | 2d6+18 and +14/+9 | 2d6+18

If he hits with both axes on the same opponent in a round, he can rend for an additional 1d10+13.
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Archery Contest:

Set up targets with point values for players to see. They get 10 shots.

For every 10 points, award slaying arrows in the following order:

10 – Ooze slaying

20 – Evil Outsider

30 – Animal

40 – Magical Beast

50 – Dragon

60 – lesser bracers of archery

Exhibition 2: Spider Battle (no pre-buffs)
The three monks will attempt to set up flanks with one another and/or Orometsu and trip people off of the wall. They will prefer low BAB character classes to do this to.

Orometsu drink her postion of haste on the first round, and will then be full attack power attacking (+15/+15/+10 || 1d10 + 18; 15-20/x2) whenever advisable, and Spring-Attacking to position herself. If she gets to 25 HP or below and can get away with it, she can drink her potion of cure moderate wounds for 2d8+3 HP.

A ring of feather fall is the reward.

Round 2 – Battle Oracle (Ganyavesha) (10 rounds of pre-buffs)

In addition to the pre-buffs listed, I have her use divine favor, because why not (she has an extra round to do so). She rolls twice and takes the higher on initiative rolls, I rolled a 15 and 18, so got a 27 total.

Her tactics are pretty good, but she has some spells that could come in handy depending on the situation.

Notices save or suck spellcaster – casts spell resistance to gain SR 24

Notices a really badass group buff on the enemies – Greater Dispel Magic for 1d20+12 vs 11+CL

Flame Strike – 20x20x40 pillar of 12d6 holy fire damage Reflex (19) for half

Mass Inflict Moderate Wounds – DC 20 Will to hald 2d8+12. Only really useful when the party is spread out a bit, as the damage is about half of Flame Strike's. Also preferable when dealing with PCs that have evasion.

Round 3: Chanters of the Sacred Song (1 round of pre-buffs)

First round of combat:

Initiative 19 [A] – Invisibility sphere + Dirge of Doom (shaken within 30')

Initiative 14 [B] – Haste + Inspire Courage

Initiative 13 [C] – Weird Words + Distraction.

Initiative 11 [D] – Weird Words
Weird words deal 4d6+3, can use two words per standard action. Any AoOs will go to trip attempts.

Their Distraction song (move action) can offer another save against pattern or figment effects with a +15, if they have the song up before the effect comes into play, they can roll their save and the Perform save and take the better. Otherwise they just get the Perform save as a post-hoc save.

Exhibition 3: Tsavati (Dragon Disciple) (indefinite pre-buffs)

Initiative = 10

First will attempt to cast fly and shoot 45 feet into the air to gain the soft cover (+4 AC) and concealment (20%) from the canopy. May also move laterally some.

Second round will be greater invisibility and some movement.

Third round will be dominate person and some movement.

Beyond that will use breath weapons, scorching rays, and lightning bolt spells (10d6+10). If affected by an enemy spell, may use spell resistance to get SR 22.
Story Fight 1: Golden League Xuns (no pre-buffs)

When the Xuns decide it's time to strike, they drink their potions of invisibility and bear's endurance and use fast stealth to approach the party. They have a total stealth modifier of +36 while invisible, and their HP increases to 98. Roll the party's Perception checks in secret opposing their Stealth. For every 1 a PC exceeds this DC by, the rogue in question is detected 10 feet further away.

They have seen the tournament thus far, and will target the most dangerous members of the party first by establishing flanking positions while invisible and using their surprise round to make sneak attacks.

The Xuns are well constructed to fight a war of attrition. They have sufficient Acrobatics ranks to gain a +3 bonus to AC when fighting defensively, and their sansetsukon has the blocking ability, which nets them an additional +1 shield bonus when doing this. They also have the Offensive Defense ability, meaning they gain an additional 4 AC (from 4d6 SA) against whatever they hit with a sneak attack. They have the brutal beating ability from the Thug archetype, which means they can lower their SA damage by 1d6 to impart the sickened condition (-2 to attacks, saves, skills, ability checks, and damage) for 3 rounds.

Therefore in the surprise round (if they have one) I'd have them set up flanks on the most dangerous characters in the room. They may prefer characters with low flat-footed ACs. They will fight defensively, and one of them per PC targeted will use their brutal beating ability. Their ACs will shoot up to 27 or 28 (23 vs anyone not hit with a sneak attack, 27 is if they used brutal beating, 28 if not. Their touch AC increases by all but one of this and their flat-footed only increases by 1) and they will be attacking at +12 (+12 base, +4 Outflank, -4 fighting defensively, +2 invisibility, -2 Power Attack) against flat-footed. They will only get 3d6 SA if using brutal beating (hence the lower AC boost from Offensive Defense).

If one goes below 0 HP, as an immediate action he can gain 7 temporary HP.

After the surprise round, one would likely try to stymie PC spellcasters while the other two flank dangerous martials. Fighting defensively while flanking keeps them attacking at their normal attack bonus, but if they are still getting hit far more frequently than they can hit the PCs they will stop fighting defensively.

If and when they Power Attack, they take a -2 to attack rolls and deal +6 damage (as sensutsukon are Two-Handed weapons). (1d10+10+4d6 SA or 3d6 + sickened).

Round 4: Hok Fong, the Eunuch (1 round pre-buffs)

His hex save DCs are 18, as his bloatmage levels do not increase the DCs.
The tactics outlined in the text are actually pretty spot on. His only feat thing to keep in mind is that he has Mobility, so his AC goes up to 23 when avoiding AoOs from movement. He also has combat casting, meaning his minimum roll for casting defensively is 21. He can therefore cast spells up to 3rd level defensively without fail. Invisibility would be a likely choice if he is close enough to worry about that.

Considering his ability to disguise himself for 8 hours, I see no reason he wouldn't have. His Patron is deception, so I feel a sensible choice of disguise would be a tall, heavily armored man weilding a large spear. He does this to screw up the party's first actions. If they ask for a Perception roll, it opposes his Disguise check (+18 bonus) with distance penalties (-1/ 10' away) as normal. Whenever a character interacts with the glamer, roll a Will save in secret vs. illusions, the DC is only 18.

He leverages flight and blink to survive the first few rounds. In the first round if he thinks he's at a safe distance, he'd probably cast cloak of dreams* if he knows of melee martial characters that can reach him. This, along with his flight and blink leaves him substantially protected from melee martial characters. 

*Any time a character begins their round or ends a movement in a 5' radius of the caster (for 12 rounds) they have to make a DC 23 Will save or fall asleep for 1 minute. Things with the scent ability take a -4 penalty on these saves. Casting this spell is 1 round, meaning it doesn't take effect until the following round.

If he wants to take down martial characters, he'll likely use confusion if a group of them are close to one another (DC 21 15' radius burst), or dominate person (another 1 round cast) if one particular PC is troubling him.

If an Intelligence or Charisma based caster is troubling him, he'll cast feeblemind, which on a failed Will save (DC 22) permanently reduces a character's Intelligence and Charisma to 1. Casters take a -4 penalty on this save.

If he is seemingly in little danger (isn't taking damage for multiple rounds) he'll likely take the time to try to ihnflict his evil eye and misfortune hexes before spending his precious spell slots on his deadliest save or sucks (like dominate person, phantasmal killer, feeblemind, and lesser geas).

His blood pool is miswritten in the scenario. He uses 1 blood point per spell level that he recalls, not just a point per spell. He begins with 4 blood points in his pool, which he should really reserve for invisibility when something gets close to him, as he'll break invisibility pretty frequently. Once he's done this twice or otherwise emptied his blood pool, he can Bloat to get 2d4 points back. He should never bloat unless his pool is completely empty. If the 2d4 adds up to 5-7 points, he becomes sickened. If it goes to 8, he goes batshit and will probably just use his wand of lightning bolt.

If he's invisible and nothing can really notice or get to him, he might heal with his potion of cure serious wounds and his own castings of cure light wounds as well as buff himself with heroism. 

The scroll of heightened hold person has a Will save of 14, and really shouldn't be bothered with in most circumstances.

The wand of lightning bolt is his best method of dealing damage after his slay living, and is even better than that in most circumstances. He really doesn't care to do damage though, as he'd prefer to have enemies dominated, charmed, killed by phantasmal killer, feebleminded, etc. Once all of those tricks are expended, if there are still enemies to defeat he would start using lightning bolts.

Exhibition 4: Huyanwo (indefinite pre-buffs)
His listed tactics are to intersperse his breath weapon with cold attacks, and maybe go invisible while his breath weapon recharges.

I think some better tactics are to breath weapon, use invisibility, then use a lot of obscuring mists (which he can do at will without breaking invisibility) before breaking invisibility with another breath weapon. He could repeat this strategy up to 7 times (that's how many invisibility casts he can do), but at some point it may be get boring, at which point he can just settle into some mists and start full attacking.

If he attacks as a standard action, he can use Improved Vital strike to add an additional 4d6 damage onto a bite. On a full attack, he should just power attack, which nets him -4 penalties on attack rolls for +8 damage.

His dragon senses include Darkvision and Blindsense, so the mist never hides PCs from him. 

Storyline 2: Kidnapped! (indefinite pre-buffs)

This is a fight against a level 9 archetypal party (rogue, fighter, cleric, sorcerer). If Huyanwo hasn't been defeated, he gets rolled into this fight. If pressed for time, or if the party hasn't been very challenged thus far, I suggest just skipping the earlier Huyanwo fight and putting him in here.

The tactics listed for the Aspis agents are pretty good. I'd adjust a few little things, as follows:

Risha doesn't have listed tactics, but keep in mind how desperately she needs to sneak attack.  80% of her average damage is sneak attack, so if she can't get a flank, she needs to reposition to get a flanking partner or have invisibility cast on her by the sorcerer (Pirin).

The fighter's tactics are spot on. Just keep in mind that Power Attack is not included in his stats, and he should always be doing that (-3 penalty, +9 damage).

The Cleric has some...issues. I would definitely change one target of the spell immunity pre-buff to include any 4th level or lower spells that the party has made frequent use of in the tournament. I don't really know why it specified magic missile and fireball. His Intimidate modifier is pathetic, and he can only potentially affect one PC as a standard action. With his +7 modifier, even a 10th level character with a Wisdom of 8 would require him to roll and 11 or better to even give the shaken condition for a single round. Touch of glory (one of his pre-buffs) is also kind of dumb. I'd replace it with righteous might. Bull's Strength has also not been factored into his stats, despite it being written as a pre-buff.

A better use of his first round is casting divine power on himself, and use his swift action on his Weapon Master domain ability to gain Furious Focus. Once he has divine power and righteous might, his STR and CON go up by 4, his AC stays the same (+2 natural, -1 size, -1 Dex penalty), and he gets +3 on attack and damage rolls, plus some additional temp hit points. Overall, he gets 27 temp HP (putting him at 93 max HP) and his attacks become +18/+16/+11 (3d6+20).
This is an increase in expected damage from what is listed in his stat block against AC 25 from 5.4 to 50.4, which is about 9.3 times as much damage.

After his pre-buffs and first round buffs, he probably just attacks. The only spells I think worthwhile for him would be invisibility purge (only if appropriate) and breath of life. I think he'll likely position himself to help Risha and Darys.

The sorcerer's tactics are fine, but I'd use scorching ray rather than the blast ability (no save) against whoever is most damaged, and she should probably try a slow if the party is grouped up, despite the low DC.

Round 5: Seishuku (1 round pre-buffs)
At this point you've probably been playing for a while. Use the tactics as written, it really shouldn't take long. The party needs to do 68 damage to a single target with a middling AC in order to progress.

Exhibition 5: Atahamuta (1 round pre-buffs)
This fight is relatively straightforward. A few notes to begin: he'll roll a disguise check to look like a normal ettin with a +30 modifier. PCs can now only make DC 16 Knowledge (local) check to get information about ettins unless they succeed the Perception check to see through the disguise.

Also, his attacks are slightly miscalculated. All of his attack rolls should be 1 higher. When he Power Attacks, it drops by 4 for +8 damage. He should always be doing this.

As far as his spell-like abilities, I'd consider black tentacles or wall of fire to occupy enemy casters, but beyond that he should probably just be attacking. 

Also note that he has regeneration 5 (acid or fire). Unless the party is lucky or figures out his true nature, he'll just keep coming back.

Final Round: Gomwai (2 rounds pre-buffs)
His AC is really 30, because why wouldn't he drink the potion in the final round of the contest. His tactics are pretty much perfect, and using the Xun tactics from before you can have him grapple the healers/casters/etc. and have the sneak attackers go to town.

Storyline 3: Wu Sisters (immediate after Gomwai)
Keep in mind that false life, bull's strength, and haste haven't been factored into these ladies' stats. I'd honestly replace false life with greater magic weapon, which she also has prepared. If the party doesn't use a lot of arrows or elemental spells, Jufeng might swap out her protection from arrows/energy pre-buffs for more relevant things, like her scroll of bear's endurance, and/or fly.

Dizhen's attacks will become 16/16/11 (1d10+14) when Power Attacking after enlarge, bull's strength, haste, and greater magic weapon have been cast. She should really just be front-lining and protecting her sister.

Jufeng has a lot more tactical nuance, with more options than it really behooves me to mention. After the force cage, greater invisibility would make a lot of sense, or maybe displacement for defensive options (if she doesn't already have displacement up). After that, I imagine she'll fly around zapping things with evocation spells.

