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INTRODUCTION:
THE DRAGON AND THE TIGER

"HEY, WHAT IS THIS
FENG SHUI 2, ANYWAY?"

Compatibility with the Pathfinder Roleplaying Game requires the Pathfinder Roleplaying Game from Paizo Inc.. See http://paizo.com/pathfinderRPG
for more information on the Pathfinder Roleplaying Game. Paizo Inc. does not guarantee compatibility, and does not endorse this product.



INTRODUCTION

FADE-IN: LONG AGO
IN ANCIENT CHINA

"I KNOW THIS FENG SHUI 2,
FOR MY FU IS SUPERIOR!

ABOUT THE AUTHOR

Writer and game designer Robin D. Laws created the original Feng Shui action movie roleplaying game and its
shiny new reboot, Feng Shui 2. Other work with his longtime collaborators at Atlas Games includes additional
setting material for Over the Edge, The Weather the Cuckoo Likes, the novels Pierced Heart and The Rough and the
Smooth, and the oral history 40 Years of Gen Con. For more narrative gaming insight, see his acclaimed Hamlet’s
Hit Points. In 2014 his game Hillfolk won the prestigious Diana Jones Award and twin Indie RPG Awards for
Best Game and Best Support. Other RPG designs include 7he Esoterrorists, Ashen Stars, HeroQuest, and The
Gaean Reach. Fiction projects encompass eight novels, the short story collection New Tales of the Yellow Sign,
and creative direction duties for Stone Skin Press. He comprises one-half of the ENnie-winning podcast Ken
and Robin Talk About Stuff, and can be found online at robindlaws.com.
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ACT ONE: BLOOD OF
THE CRIPPLED HEROES

COMBAT MANAGER
APP SCENE LINK

UNNAMED LOTUS MINIONS
MOOKS (5 PER PC)

ATTACK DEFENSE SPEED
14 13 5

Sample Dialogue: “In Kan Kuei’s name, you die!”
Weapons: Machete (9), bow and arrow (7).

UnNaAaMED LoTus MINIONS CR 1/3

XP 135 Human commoner 1
NE Medium humanoid (human)
Init +2; Senses Perception +0

AC 14, touch 12, flat-footed 12 (+2 armor, +2 Dex)
hp 4 (1d6+1); faceless horde hp
Fort +1, Ref +2, Will +0O

Weaknesses extra attack vulnerability, feat
vulnerability

Speed 30 ft.

Melee short sword (hits only on natural 19-20)
(1d6/19-20)

Ranged shortbow (hits only on natural 19-20)
(1d6/X3)

Special Attacks lucky shot

STATISTICS

Str 11, Dex 15, Con 12, Int 8, Wis 10, Cha 9

Base Atk +0; CMB (succeeds only on a natural < f ey
19-20); CMD 12 1 i

Feats Martial Weapon Proficiency (short sword,
shortbow)

Skills Acrobatics +3, Climb +4, Swim +4

Languages Common
SQ faceless horde
Combat Gear leather armor
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CHICKEN STALL
NO-THUMBS CHAN
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ACT 1: BLOOD OF THE CRIPPLED HEROES

NEW F20 RULE: FACELESS HORDES

Ay, Call ‘em mooks, call ‘em thugs, extras, what have you: faceless hordes are large groups of opponents for

. the heroes to bowl quickly through in true action movie style. PCs are meant to slice through faceless
hordes like butter, and probably won't get hurt doing so. Although they largely exist to show how buff the PCs
are, they can be dangerous to those who fail to keep an eye on them. They can also provide a tactical challenge
to the PCs, making it harder for PCs to get to the truly challenging opponents they really want to smite. They
can ring themselves around a magician so PCs can't interfere with his spellcasting. Faceless hordes can carry
off the princess they’re out to rescue, while the primary villains pound on them.

Any type of opponent can make up a faceless horde. You can even have a faceless horde of non-humanoid
creatures, from giant toads to floating eyeballs, if that suits your fancy. If you want to make them members of
other creature classes, you can give them additional abilities: a faceless horde of zombies might share the usual
perks and drawbacks of the undead, for example.

Usually, though, a faceless horde is composed of humans or their close kin. What faceless hordes have in
common is a bizarrely unswerving loyalty to their bosses. They’ll wade in, one after another, to fight the heroes,
even though dozens of their comrades have already been easily squelched and now lie bleeding or groaning in
the dirt.

Roll once for the faceless horde’s Initiative. Roll separately for each member’s attacks.

Faceless hordes follow these modifications to the F20 combat rules:

Special Hit Point Rules: 4 hp only. Every member of a faceless horde goes down after suffering 4 hit points of
damage, no matter what. On the other hand, they ignore all damage under 4 points. Theyre either up or down.
'This allows the GM to keep track only of the number of currently active horde members, instead of monitoring
individual hit points for each.

Special Attack Rules: Members of a faceless horde only hit on a natural 19 or 20. Even so, their victims may
avoid damage by making an Armor check — that is, a roll modified by their total bonus to their Armor Class —
against a DC of 25. Characters may not be eligible for this save when helpless, or if they just stand there and
allow the hordes to attack them without fighting back. Attacking a non-horde enemy does not disqualify them
from making these saves.

Lucky Shot: Whenever a horde member rolls the maximum possible result on a damage die (for example, a
result of 6 when rolling a d6), he gets to roll the die again and add the new result to the original total. If the
extra die roll is also a lucky shot, he adds it to his total and rolls again, and so on.

Feat Vulnerability: Characters with certain combat feats gain extra benefits against faceless hordes. GMs may
choose to update other feats with similar bonuses, as desired.

*  Deflect Arrows: You may use this feat against ranged attacks from faceless hordes a number of times per
round equal to your base attack bonus. Any use of this feat against a faceless horde prevents you from using
it against a ranged attack from a standard opponent for that round, however, and vice versa.

Dodge: Your dodge bonus against faceless hordes increases to +2.
Cleave: Against faceless hordes, you can act as if you also have the Great Cleave feat, even when you don't.

Great Cleave: When you fell one opponent in a faceless horde, you may get to move on to another, even
when he is not in the immediate vicinity. Make a Reflex check against a DC of 20; if so, you can move on
to any enemy within 15 feet of you. Once you've started to bounce from location to location, you must make
a successful Reflex check (DC 20) for each new horde member you wish to engage.

Power Attack: If you have this feat, you take down a member of a faceless horde with each hit, rather than
when you deal 4 points or more of damage.

o Whirlwind Attack: You gain an additional 25 XP for each faceless horde member you fell with this feat.

Extra Attack Vulnerability: When attacking only members of a faceless horde, ignore the general rules for
extra attacks. Instead, you get one extra attack for every 4 points of base attack bonus, and all attacks are made
at your standard attack bonus.

Ragnulf’s base attack bonus is +9. 4 goes into 9 twice. Ragnulf gets 2 attacks versus the faceless horde, both at +9.




ACT 1: BLOOD OF THE CRIPPLED HEROES

NEW F20 RULE: WUXIA STYLE COMBAT

Ty The following optional rules and style notes allow you to simulate the inventive stunts of Hong Kong
YAy ) : ) ) )
P martial arts and fantasy movies. We recommend that you use them in Borning Shaolin Redux.

STUNTS

Characters gain additional XP when their players describe the method of their attacks in an entertaining way.
For example:

I leap up into the air, slicing at his neck as I jump over him.”
I kick a cloud of dust into the air, then slash at his exposed neck as he staggers back to clear his eyes.”

'The XP bonus equals the character’s level x 10.

'The bonus applies only if the stunt description is being used for the first time in the current fight. This
includes uses by other players, or even by you, the GM.

The GM is also encouraged to describe the actions of PC opponents in this way. (Each fight scene in this
adventure provides examples of things that might happen during the fight.) The idea here is to inspire your
players to do the same, by demonstrating how it’s done. Try not to hog all of the good or obvious stunt ideas
yourself, though.

PLAYER-CREATED PROPS

Players are not only allowed but encouraged to invent minor features of the set where the fight scene occurs.
“Ihe floor is tiled, so I use my toe to dislodge a tile, and then kick it towards Kan Kuei’s nasty, scaly head.”
“There’s a big coil of heavy-duty rope in the back of the shop. I whirl it around to deflect the incoming arrows.”

The GM is allowed to declare that certain props are not present, and should use this discretion when the player
is being utterly unreasonable. You should rule out Uzi sub-machineguns and rods of smiting, but not the sorts
of props you've seen used in movies like Drunken Master or Fong Sai Yuk.

EXTRA MOBILITY

As if suspended on wires, wuxia characters jump, leap and tumble across the scene of a fight, remaining always
in motion. Standing in one place and waving a sword is only for characters without benefit of Hong Kong
fight choreographers. During combat only, any character’s maximum distance for forward or upward leaps is
doubled. In wuxia fights, you can make a full attack and still take a full move. This rule does not make the light
crossbow any faster to use.

GRAVITY, SCHMAVITY

In a wuxia fight, almost any structure is capable of supporting your weight, if you run along it fast enough.
Characters can run or leap from treetop to treetop, for example. Any entertaining move should never be ruled
out by the requirements of mere physics.

IMPROVISED WEAPONS

Characters rarely finish a fight armed with the same weapons they started out with. But, curiously, the found
weapons prove at least as effective as the ones they replace.

Any failed hit that comes within 2 points of the target’s armor class disarms him (assuming he uses a
weapon at all; creatures with natural weaponry are exempt from this rule). When you’re disarmed, your weapon
travels 20-80 feet (2d4 x 10) in a random direction.

This is more of a cosmetic disadvantage than anything else. Any found or improvised weapon does the same
damage as the weapon you lost. This is true whether the new, improvised weapon is a length of rope, a branch,
or even a large fish.

However, during a round in which you regain your original lost weapon (or that of another character), you
gain a +2 morale bonus to attack and damage with it.

If you lost a magical weapon, and fight a creature only hit by such weapons, your improvised item still works
against it. Logic? Why, I oughtta!




ACT 1: BLOOD OF THE CRIPPLED HEROES

CR7

No-THumss CHAN

XP 3,200

Male human barbarian 8

CG Medium humanoid (human)
Init +3; Senses Perception +8

AC 16, touch 11, flat-footed 13 (+4 armor, +3 Dex, +1
natural, -2 rage)

hp 97 (8d12+40)

Fort +12, Ref +5, Will +5

Defensive Abilities improved uncanny dodge, trap
sense +2; DR 1/-

Speed 40 ft.

Melee iron hand +12/+7 (1d12+6), iron hand +12
(1d12+6), bite +9 (1d6+3)

Special Attacks rage (20 rounds/day), rage
powers (animal fury, intimidating glare, swift foot
+5 feet, unexpected strike)

TACTICS

Base Statistics When not raging, the barbarian’s
statistics are AC 18, touch 13, flat-footed 15; hp 87;
Fort +10, Will +3; Melee iron hand +10/+5 (1d12+4),
iron hand +10 (1d12+4); Str 18, Con 14; CMB +12;
Skills Climb +9.

STATISTICS

Str 22, Dex 16, Con 18, Int 8, Wis 12, Cha 10

Base Atk +8; CMB +14; CMD 25

Feats Cleave, Exotic Weapon Proficiency (iron
hand), Great Fortitude, Power Attack, Run, Two-
Weapon Fighting

Skills Bluff +8, Climb +11, Handle Animal +7,
Intimidate +9, Perception +8, Ride +8, Stealth +7,
Survival +6

Languages Common

SQ fast movement

Combat Gear +] studded leather, iron hands (2),
amulet of natural armor +1, belt of incredible
dexterity +2, 575 gp

SPECIAL ABILITIES

Iron Hands (Ex) No-Thumbs Chan has iron hands
where his hands would normally be. Because he’s
become so adept at using them, he gains Exotic
Weapon Proficiency (iron hand) as a bonus feat
and treats them as light weapons when two-
weapon fighting.

-
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No-Foort L1

XP 3,200 Male human brawler A°¢ 8
LG Medium humanoid (human)
Init +3; Senses Perception +7

AC 17, touch 15, flat-footed 13 (+2 armor, +1
brawler, +3 Dex, +1 dodge)

hp 76 (8d10+32)

Fort +8, Ref +8, Will +4

Speed 30 ft.

Melee iron leg +9/+4 (1d10+3), unarmed strike
+9/+4 (1d8+3) or

iron leg +11/+6 (1d10+3)

Ranged heavy repeating crossbow +11/+6 (1d10/
X4)

Special Attacks brawler’s flurry (Improved
Two-Weapon Fighting, Two-Weapon Fighting),
brawler’s strike (magic), close weapon mastery,
knockout (DC 17), martial flexibility (two feats),
stunning fist (8/day, DC 14)

STATISTICS

Str 16, Dex 16, Con 16, Int 12, Wis 10, Cha 8

Base Atk +8; CMB +11 (+12 overrun, +15 trip); CMD
25 (26 vs. overrun, 29 vs. trip)

Feats Combat Expertise, Deflect Arrows, Dodge,
Exotic Weapon Proficiency (iron leg, repeating
crossbow), Improved Trip, Improved Two-Weapon
Fighting, Improved Unarmed Strike, Mobility,
Power Attack, Stunning Fist, Two-Weapon
Fighting

Skills Acrobatics +14, Climb +14, Heal +8,
Knowledge (dungeoneering) +8, Perception +7,
Ride +14, Survival +8

Languages Common

SQ brawler’s cunning, martial training

Combat Gear leather armor, heavy repeating
crossbow, iron leg, belt of mighty constitution +2,
cloak of resistance +1, 240 gp

SPECIAL ABILITIES

Iron Leg (Ex) No-Foot Li has an iron leg prosthetic.
Because he’s become so adept at using it, he gains
Exotic Weapon Proficiency (iron leg) as a bonus
feat and treats the leg as a monk weapon.




ACT 1: BLOOD OF THE CRIPPLED HEROES

No-ToNGuE CHOW CR 7

XP 3,200 Male human rogue 8
CG Medium humanoid (human)
Init +7; Senses Perception +16

AC 19, touch 15, flat-footed 15 (+4 armor, +1
deflection, +3 Dex, +1 dodge)

hp 63 (8d8+24)
Fort +4, Ref +10, Will +5

Defensive Abilities evasion, improved uncanny
dodge, trap sense +2

Speed 30 ft.

Melee mwk short sword +11/+6 (1d6/19-20)
Ranged shortbow +9/+4 (1d6/X3)

Special Attacks sneak attack +4d6

STATISTICS

Str 10, Dex 16, Con 12, Int 14, Wis 14, Cha 8
Base Atk +6; CMB +6; CMD 21

Feats Dodge, Improved Initiative, Mobility, Skill
Focus (Perception), Toughness, Weapon Finesse,
Weapon Focus (short sword)

Skills Acrobatics +14, Appraise +13, Craft (alchemy)
+13, Diplomacy +10, Disable Device +18, Disguise +10,
Escape Artist +14, Knowledge (arcana) +6, Perception
+16, Sense Motive +13, Stealth +14, Swim +7

Languages Common (can’t speak)

SQ rogue talents (combat trick, fast stealth, finesse
rogue, stand up), trapfinding +4

Combat Gear acid (2), alchemist’s fire (8),
tanglefoot bag (2); Other Gear +2 /leather armor,
mwk short sword, shortbow, cloak of resistance +1,
ring of protection +1, 20 gp

No-Eyrs Lau

XP 3,200 Male human cleric 4/monk 4
LG Medium humanoid (human)
Init +3; Senses blindsight 30 ft.; Perception +12

AC 20, touch 18, flat-footed 17 (+2 armor, +1
deflection, +3 Dex, +1 monk, +3 Wis)

hp 40 (8d8+4)
Fort +9, Ref +11, Will +12; ; +2 vs. enchantments
Defensive Abilities evasion Weaknesses blind

Speed 40 ft.
Melee mwk kama +10/+5 (1d6+2) or
mwk kama flurry of blows +9/+9 (1d6+2)

Special Attacks channel positive energy 4/day (DC
13, 2d6), flurry of blows, stunning fist (5/day, DC 17)

Domain Spell-Like Abilities (CL 4th; concentration +7)
6/day-fire bolt (1d6+2 fire)

6/day-icicle (1d6+2 cold)

Cleric Spells Prepared (CL 4th; concentration +7)
2nd-bull’s strength, fog cloudD, hold person (DC
15), spiritual weapon

1st-bless, bless water, burning handsD (DC 14),
protection from evil, shield of faith

No-Guts Mul

XP 3,200 Male human fighter 8
CG Medium humanoid (human)
Init +3; Senses Perception +12

AC 20, touch 14, flat-footed 16 (+5 armor, +3 Dex,
+1 dodge, +1 natural)

hp 64 (8d10+16)
Fort +8, Ref +6, Will +4 (+2 vs. fear)
Defensive Abilities bravery +2

Speed 30 ft.

Melee improvised weapon +11/+6 (1d6+4)
Ranged improvised weapon +12 (1d6+4)
Special Attacks weapon training (thrown +1)

STATISTICS

Str 16, Dex 16, Con 12, Int 14, Wis 12, Cha 8
Base Atk +8; CMB +11; CMD 25

Feats Catch Off-Guard, Combat Expertise, Combat
Reflexes, Dodge, Improvised Weapon Mastery,
Mobility, Skill Focus (Perception), Spring Attack,
Throw Anything, Whirlwind Attack

SKkills Climb +12, Disable Device +9, Handle Animal
+10, Knowledge (nobility) +6, Perception +12,
Stealth +5

Languages Common
SQ armor training 2

Combat Gear scale mail, amulet of natural
armor +1, belt of mighty constitution +2, cloak of
resistance +1, 750 gp

CR7

O (at will)-create water, detect magic, light, stabilize
D domain spell; Domains Fire, Water

STATISTICS

Str 14, Dex 16, Con 10, Int 8, Wis 16, Cha 12
Base Atk +6; CMB +9; CMD 26

Feats Alertness, Combat Casting, Combat
Reflexes, Deflect Arrows, Improved Unarmed
Strike, Lightning Reflexes, Skill Focus (Diplomacy),
Stunning Fist, Weapon Focus (kama)

Skills Craft (alchemy) +4, Diplomacy +15, Intimidate
+8, Knowledge (religion) +4, Perception +12, Sense
Motive +5, Spellcraft +6

Languages Common

SQ fast movement, maneuver training, ki pool (5
points, magic), slow fall 20 ft.

Combat Gear mwk kama, bracers of armor +2,
cloak of resistance +1, ring of protection +1, 5
pounds of powdered silver (worth 25 gp), 473 gp

SPECIAL ABILITIES

Blindsight (Ex) Although No-Eyes Lau is blind, his
four senses are so well developed that he gains the
blindsight ability, taking no penalties from being
blind or from invisibility or darkness
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' THE CAVE

Moving the boulder requires a Strength

score of 15 (the boulder weighs 900 1bs, so #
this would be enough to push it out of the way as a §
heavy load). Should the PCs prove unable to move §
the boulder with sheer muscle power, some more §
ingenious method will be required. They might set
up a rope-and-pulley system to yank it over (Use

a wall that spells like passwall or phase door will
f work on it. Other more destructive magics could
also be used to get rid of the boulder.

Rope, DC 25).The boulder is close enough to being -




ACT 1: BLOOD OF THE CRIPPLED HEROES

NETHERWORLD RABBLE

CONSTANTINE THE APOS CR 4

XP 1,200 Male human rogue 5
N Medium humanoid (human)
Init +3; Senses Perception +9

Juan & Ponck, THE Evi. Twins  CR 4

XP 1,200 Male human fighter 5
NE Medium humanoid (human)
Init +6; Senses Perception +5

AC 17, touch 13, flat-footed 14 (+4 armor, +3 Dex)
hp 31 (5d8+5)
Fort +2, Ref +8, Will +3

Defensive Abilities evasion, trap sense +1, uncanny
dodge

Speed 30 ft.

Melee rapier +6 (1d6+1/18-20)
Ranged +7 shortbow +8 (1d6+1/X3)
Special Attacks sneak attack +3d6

STATISTICS

Str 12, Dex 16, Con 10, Int 10, Wis 13, Cha 14
Base Atk +3; CMB +4; CMD 17

Feats Blind-Fight, Point-Blank Shot, Precise Shot,
Weapon Finesse, Weapon Focus (shortbow)

Skills Acrobatics +9, Climb +7, Disable Device
+3, Disguise +10, Escape Artist +9, Intimidate
+10, Perception +9, Perform (oratory) +10, Sense
Motive +9, Stealth +9

Languages Common

SQ rogue talents (fast stealth, finesse rogue),
trapfinding +2

Combat Gear chain shirt, +1 shortbow, rapier, cloak
of resistance +1

HROTHGAR THE SLAYER

XP 1,200 Male human barbarian 5
N Medium humanoid (human)
Init +1; Senses Perception +9

AC 16, touch 9, flat-footed 15 (+7 armor, +1 Dex, -2
rage)

hp 68 (5d12+30)
Fort +9, Ref +4, Will +4

Defensive Abilities improved uncanny dodge, trap
sense +1

Speed 30 ft.
Melee mwk greataxe +11 (1d12+6/X3)
Ranged shortbow +6 (1d6/X3)

Special Attacks rage (15 rounds/day), rage powers
(no escape, powerful blow +2)

AC 18, touch 12, flat-footed 16 (+6 armor, +2 Dex)
hp 52 (5d10+20)

Fort +7, Ref +5, Will +1 (+1 vs. fear)

Defensive Abilities bravery +1

Speed 30 ft.

Melee mwk greataxe +10 (1d12+4/X3)
Ranged mwk shortbow +8 (1d6/X3)
Special Attacks weapon training (axes +1)

STATISTICS

Str 15, Dex 14, Con 16, Int 12, Wis 10, Cha 8
Base Atk +5; CMB +7; CMD 19

Feats Cleave, Great Cleave, Improved Initiative,
Improved Unarmed Strike, Lightning Reflexes,
Power Attack, Weapon Focus (greataxe)

Skills Craft (alchemy) +6, Knowledge (arcana) +3,
Knowledge (nature) +3, Knowledge (religion) +3,
Perception +5, Stealth +4, Swim +4

Languages Common
SQ armor training 1

Combat Gear mwk chainmail, mwk greataxe,
mwk shortbow, recently lost their magic gear and
currency in a poker game

CR 4

TACTICS

Base Statistics When not raging, the barbarian’s
statistics are AC 18, touch 11, flat-footed 17; hp 58;
Fort +7, Will +2; Melee mwk greataxe +9 (1d12+3/
X3); Str 14, Con 16; CMB +7; Skills Climb +7, Swim +7.

STATISTICS

Str 18, Dex 13, Con 20, Int 10, Wis 12, Cha 10

Base Atk +5; CMB +9; CMD 18

Feats Cleave, Lightning Reflexes, Power Attack,
Weapon Focus (greataxe)

Skills Acrobatics +6, Climb +9, Perception +9, Ride
+6, Swim +9

Languages Common

SQ fast movement

Combat Gear +7 flaming arrows (3), elixir of fire

breath; Other Gear +] breastplate, mwk greataxe,
shortbow, 152 gp




B points of damage to it (it has a Hardness of 10, and §

‘ The Netherworld sequence contains a §
) number of references to modern and

B futuristic technology. In the Feng Shui 2 game, the &

i Netherworld is a surreal place where different time $&
periods collide. However, the descriptions here are
keyed to the perceptions of fantasy-genre characters, § 13 5
so that modern items seem like weird magic. If you &
b don’t want any hint of technology in your game, §i “We kil you, then take your stuff!”
tweak or omit descriptions of things the players | Sword (10), Colt Detective Special (9)
will recognize as modern. :

Open Lock (DC 30) to open the lock
quietly. To bash oft the lock, deliver 30

an AC of 11). On each hit to the lock with a
} weapon, a loud clanging noise reverberates down
j the tunnel on the other side of the door. Damage §
delivered by other means, like spells, makes no &
significant noise.

NETHERWORLD
PASSAGEWAYS

g Investigating this item is time-
consuming and pointless. A character

can suffer 1d4-1 damage if he’s foolish enough
to stick his fingers into the mechanism. A
character destroying it may take 2d6 electrical

damage, unless he makes a Reflex save DC 25,
at your discretion.
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ﬂ the
mushroom people as a CR 3 trap, but

characters only gain XP if they successfully navigate

with

Treat the entire encounter

b the room without triggering any mushroom men.
i Exploding mushroom men cause 5d6 damage in a
25-foot radius burst. Take half damage only on a
successful Reflex save DC 16. Characters within 5
feet of the mushroom man make the save at +10 to

the DC.

JOHNNY KO'S CRIB

Make a Spot check (DC 20) to see the

peephole.

triggering the mechanism.

@

alf damage.

] 5d6 fire damage. Reflex saves (DC 16;
button-pusher at +3 to DC) to take only
B h

Disable Device (DC 30); certain spell

effects may disable it at your discretion.

B JOHNNY APPEARS

Again, feel free to ease back on the modern

@ references if you're uncomfortable with
them. You can make him a sage who speaks without
resorting to contemporary slang.

“Sorry buds. No admittance fto the
Nerve Center.”

Use the Full Metal Nutball archetype from Feng
Shui 2, adding Signature Weapon for his twin E. T.
Series One Laseraims (13/3/5), Info: Science 10,
and Info: Kinky Anime 15.
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Jounny Ko

XP 6,400 Male human gunslinger“c 10
CG Medium humanoid (human)
Init +9; Senses Perception +7

AC 23, touch 17, flat-footed 17 (+5 armor, +1
deflection, +3 Dex, +3 dodge, +1 natural)

hp 99 (10d10+40) Fort +11, Ref +10, Will +2
Defensive Abilities nimble +3

Speed 30 ft.

Melee machete +13/+8 (1d6+3/19-20)

Ranged mwk automatic pistol +15/+10 (1d8+3/X4) or
mwk automatic pistol +13/+13/+8 (1d8+3/X4)

Special Attacks grit (1), gun training (automatic
pistol, revolver, +3), automatic pistols

STATISTICS

Str 16, Dex 16, Con 14, Int 12, Wis 8, Cha 10
Base Atk +10; CMB +13; CMD 30

Feats Great Fortitude, GunsmithingUC, Improved
Initiative, Point-Blank Shot, Precise Shot, Quick
Draw, Rapid Shot, Toughness, Weapon Focus
(automatic pistol)

Skills Acrobatics +15, Bluff +8, Climb +15, Disable
Device +12, Disguise +5, Escape Artist +7,
Intimidate +8, Perception +7, Sense Motive +4

Languages Common

SQ deeds (dead shot, deadeye, gunslinger initiative,
gunslinger’s dodge, pistol-whip, quick clear,
startling shot, targeting, utility shot), gunsmith

Combat Gear potions of cure moderate wounds
(2); Other Gear +] kevlar vest, machete, mwk
automatic pistols (2), amulet of natural armor +1,
ring of protection +1

SPECIAL ABILITIES

Automatic Pistols (Ex) Johnny Ko’s guns deal
1d8 points of bludgeoning and piercing damage,
have a critical multiplier of X4, have a range

of 20 feet, misfire on a 1, and have a capacity

of 10 bullets. These guns have the automatic
quality (Technology Guide), meaning that when
the wielder takes a full-attack action, he can

fire as many shots in a round as he has attacks,
provided he has enough bullets to make all of
the attacks. The user can instead fire a burst of
shots with a single pull of the trigger to attack

all creatures in a line. This line starts from any
corner of the wielder’s space and extends to

the limit of the weapon’s range, or until it strikes
a barrier it cannot penetrate. When using an
automatic weapon to attack all creatures in a
line, the wielder makes a separate attack roll
against each creature in the line. Each creature in
the line can be attacked with only one shot from
each burst. Each attack roll takes a -2 penalty,
and its damage cannot be modified by precision
damage or damage-increasing feats such as Vital
Strike. Effects that grant concealment, such as
fog or smoke, or the blur, invisibility, or mirror
image spells, do not affect an automatic weapon’s
line attack. Roll to confirm each attack roll that
threatens a critical hit separately. A single burst
with an automatic weapon consumes 10 bullets.

:




i OTHER QUESTIONS




Only on the first day is the traveling light

enough to permit natural healing. Otherwise, |

the group will have to rely on spells, potions, and so on
. to recover any hit points lost to exploding mushroom
men, flame-throwers and the like.

a In F20, surprise has a game effect, so the
players should get a shot at avoiding it.
The demon monks are too well concealed to see
with an ordinary Spot check, but various
supernatural perceptual abilities might help here.
To cite one example, sense evil can zero in on the
murderous anticipation of the lurking demons.

a The demon monks soften up the party
with their ffreballs, then unleash their acid
arrows, before closing to fight hand-to-hand.

THINGS THAT CAN HAPPEN
DURING THE FIGHT
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ACT 2. MOUTH OF THE DEMON

2
THE DEMON MONKS DeMoN MoNK

SUNG CHIEN AND SUNG KEN %P 6,400 Demon monk 4
FEATURED FOES LE Medium outsider
ATTACK DEF TOU SPEED Init +8; Senses darkvision 60 ft.; Perception +19

15 13 8 8

. » o AC 21, touch 17, flat-footed 17 (+4 Dex, +1 monk, +2
Sample Dialogue: “We knew you would come — to die! Wis, +4 natural)

Weapons: Nunchaku (12) hp 105 (14 HD; 10d10+4d8+32)
Creature Powers: Blast, Flight, Steel Hide Fort +9, Ref +15, Will +13; ; +2 vs. enchantments
Foe Schticks: Energy Drain, Furious Wrath Defensive Abilities evasion, non-standard demon

Speed 40 ft.

Melee +2 nunchaku +20/+15/+10 (1d6+4) or
+2 nunchaku flurry of blows +18/+18/+13/+8
(1d6+4) or

unarmed strike +17/+12/+7 (1d8+2) or
unarmed strike flurry of blows +16/+16/+11/+6
(1d8+2)

Ranged mwk longbow +18/+13/+8 (1d8/X3)
Special Attacks flurry of blows, stunning fist (6/
day, DC 14)

Spell-Like Abilities (CL 6th; concentration +11)
At will-feather fall, levitate, spider climb
3/day-quickened acid arrow (DC 17)
1/day-fireball (DC 18)

STATISTICS

Str 14, Dex 19, Con 14, Int 12, Wis 15, Cha 20

Base Atk +13; CMB +18 (+20 grapple); CMD 32 (34
vs. grapple)

Feats Agile Maneuvers, Blind-Fight, Combat
Reflexes, Deflect Arrows, Improved Grapple,
Improved Initiative, Improved Unarmed Strike,
Quicken Spell-Like Ability (acid arrow), Stunning
Fist, Weapon Finesse, Weapon Focus (nunchaku)
Skills Acrobatics +21 (+25 when jumping), Climb
+19, Craft (alchemy) +18, Knowledge (arcana) +7,
Perception +19, Spellcraft +8, Stealth +14, Swim
+19; Racial Modifiers +4 Acrobatics when jumping
Languages Abyssal, Common

SQ fast movement, maneuver training, ki pool (4
points, magic), slow fall 20 ft.

Combat Gear +2 nunchaku, mwk longbow, 1,373 gp

SPECIAL ABILITIES

Non-Standard Demon This demon doesn’t use the
default traits or alignment for a normal demon. It
doesn’t count as a demon for spells or effects that
have a greater effect on demons or affect only
demons.

JLEib b foe
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NEW POISON: DISTILLED DEMON ICHOR

TYPE ForTr DC ONSET FREQUENCY ErFEcT CURE PrICE

Ingested 20 10 min. 1 minute 1d2 Dex and 1d2 Con 2 saves 30gp
Each jar contains one dose of poison and weighs half a pound. The jars are fragile, with a Hardness of
0

and 1 hit point apiece.




CHIEN CHIEH
FEATURED FOE

CREATURE POWERS DEF TOU
12 12

Sample Dialogue: “Please do not further pierce my
oh-so-delicate flesh!”

Weapons: Punch (7), Bow & arrows (7/5/-)

Skills: Deceit 15, Detective 10, Driving 8, Info/
Occult 10, Intrusion 12, Sabotage 12

Sorcery: Divination.

Creature Powers: Inevitable Comeback.

CuieN CHIEH

XP 1,200 Male human cleric 2/rogue 2
NE Medium humanoid (human)
Init +7; Senses Perception +9

AC 14, touch 14, flat-footed 10 (+3 Dex, +1 dodge)
hp 21 (4d8) Fort +3, Ref +6, Will +5
Defensive Abilities evasion

Speed 30 ft. Melee unarmed strike +3 (1d3+1)

Special Attacks channel negative energy 2/day
(DC 10, 1d6), sneak attack +1d6

Domain Spell-Like Abilities (CL 2nd; concentration +4)
At will—lore keeper (19)

5/day—copycat (2 rounds)

Cleric Spells Prepared (CL 2nd; concentration +4)

1st—bane (DC 13), disguise selfD, obscuring mist,
shield of faith

O (at wilh—bleed (DC 12), detect magic, detect
poison, light

D domain spell; Domains Knowledge, Trickery

STATISTICS

Str 12, Dex 16, Con 10, Int 14, Wis 15, Cha 8
Base Atk +2; CMB +3; CMD 17
Feats Dodge, Improved Initiative, Silent Spell

SKkills Acrobatics +10, Bluff +6, Diplomacy +6,
Disable Device +9, Knowledge (arcana) +9,
Knowledge (religion) +9, Perception +9, Spellcraft
+9, Stealth +10

Languages Common SQ trapfinding +1
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ACT 2. MOUTH OF THE DEMON

NEW MAGIC ITEM:
ROD OF LINGERING AGONY

@ Price 2500gp; Slot none; CL oth.
Weight 5 Ibs; Aura strong (necromancy)

DESCRIPTION

A victim touched with this rod becomes resistant
to magical healing. For every four points of magical
healing (whether from spells, potions, or other
sources) directed towards him, he gains the benefit
of only one point. Round fractions to the nearest
whole number. One use of the Aeal/ spell heals only
25% of the victim’s lost hit points. Four Aea/ spells
cast in sequence return him to normal. The effect
remains active until the victim returns (naturally or
otherwise) to his full hit point value.

To use the rod during combat, the wielder must
succeed with a melee attack against his target. It acts
as a +1 [ight mace that deals no damage.

CONSTRUCTION REQUIREMENTS

Cost 1250 gp; Feats Craft Rod, Craft Magic Arms and
Armor, contagion
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x

ATTUNING TO THE ICHOR POOL

' ‘ It is dangerous for our Dragon heroes to try to attune to the ichor pool, or even to burn it for
power. Any character making an Info/Occult or Sorcery Check (Difficulty 7) knows this.

If they burn it, each beneficiary must check Fortune (Difficulty 10) to avoid forging an unwanted mystical
connection to the Underworld. Characters who fail do not get the usual bonus XP; instead, they gain a new
supernatural creature power. This power is chosen by the GM, not the player. Each failed character should get
a different power, just for variety’s sake, but in each case the power should be obvious, ugly, and inconvenient.
Further, whenever the character is faced with an opportunity to harm the interests of the Lotus, he must make
a Difficulty 7 Will Check. If he fails, he loses control of his actions just long enough to aid the Lotus and screw
up the Dragons. The GM decides what exactly he does, depending on the situation. She should also eventually
create a plot hook for the character, in which he can free himself from the demonic taint — losing the creature
power in the process — by performing some heroic act involving plenty of explosions.

In the unlikely event that characters attune to the site, nothing obviously bad happens — at first. But when the
Lotus come back to reclaim it, each character must make a Will Check, with a Difficulty equal to 7 plus the
number of XP he has so far gained from the attunement. If he fails, he gains a supernatural creature power, but
then becomes a glassy-eyed servitor of the Lotus, willingly performing whatever evil acts his eunuch masters
demand of him. The effect is not momentary, but permanent until countered. If a player loses control of his
character, allow him to temporarily play a different one, while the group struggles to free his primary PC
from the grip of the Lotus. The replacement might be a newly generated PC, a GMC related to the original
character’s melodramatic hook, or even a supporting character from the series, like Johnny Ko. As above, the
creation of a plot hook to justify the character’s return to normal is left as an exercise for the GM.

In either case, if the PC is already a supernatural creature, add 3 to the Difficulties of any checks to resist Lotus
influence.




MOUTH OF THE DEMON

.
.

ACT 2




F20: only subdual
damage allowed

FIGHT PREPARATION

F20 treasure
seekers

E WINNING OVER
f THE OLD MASTER

You know better than us if your group F20: oppose a
prefers roleplaying or skill checks to S PC’s Diplomacy check against his

resolve situations like this. In the latter case, a &

Diplomacy vs. Diplomacy check is the most

obvious choice. A fast-talking sort could use Bluff,

or possibly Innuendo, to sound like a properly

devout follower of the Shaolin way; Chung Fu Tui $88 KAN KUEI'S PLAN

opposes such attempts with Sense Motive.
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ACT 3: TEMPLE ON FIRE

CHUNG FU TUI
FEATURED FOE

ATTACK DEF TOU
16 13 5 7

Sample Dialogue: “When crossing the great water,
the Superior Man perseveres.”

Weapons: Punch (10)

Skills: Info/Calligraphy 10,Info/Shaolin Buddhism
15, Leadership 15

Fu Powers: Crane Stance, Wing of the Crane,
Beak of the Crane, Talon of the Crane, Flow
Restoration, Corners of the Mouth, Healing
Chi, Point Blockage, Prodigious Leap

WU WANG
FEATURED FOE

ATTACK DEF TOU
15 12 6 8

Sample Dialogue: Attentively I watch my master’s
back.”

Weapons: Punch (7), sword (10)

Skills: Info/Shaolin Buddhism 11, Leadership 7

Fu Powers: Bite of the Dragon, Breath of the
Dragon, Prodigious Leap

COMBAT MANAGER
APP SCENE LINK
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CR 10

Cuung Fu Tur

XP 9,600 Male venerable human monk 11
LG Medium humanoid (human)
Init +O; Senses Perception +5

AC 15, touch 15, flat-footed 14 (+1 dodge, +2 monk,
+2 Wis)

hp 86 (11d8+33)
Fort +8, Ref +7, Will +11; +2 vs. enchantments

Defensive Abilities improved evasion; Immune
disease, poison

Speed 60 ft.

Melee nunchaku +10/+5 (1d6+1) or

flurry of blows +10/+10/+5/+5/+0 (1d10+1) or
unarmed strike +9/+4 (1d10+1)

Ranged composite longbow +8/+3 (1d8+1/X3)

Special Attacks flurry of blows, stunning fist (11/
day, DC 17)

STATISTICS

Str 12, Dex 10, Con 12, Int 13, Wis 15, Cha 11
Base Atk +8; CMB +12 (+14 trip); CMD 24 (26 vs. trip)

Feats Combat Reflexes, Crane RiposeUC, Crane
StyleUC, Crane WingUC, Deflect Arrows, Dodge,
Improved Trip, Improved Unarmed Strike, Iron Will,
Skill Focus (Perception), Stunning Fist, Toughness,
Weapon Focus (nunchaku)

Skills Acrobatics +14 (+37 when jumping),

Craft (calligraphy) +15, Diplomacy +11, Heal +13,
Knowledge (arcana) +12, Knowledge (religion) +9,
Perception +5, Sense Motive +11; Racial Modifiers
+23 Acrobatics when jumping

Languages Common

SQ fast movement, maneuver training, ki pool (7
points, cold iron/lawful/magic), slow fall 50 ft.,
high jump, wholeness of body (11 hit points)

Combat Gear nunchaku, composite longbow (+1
Str), belt of physical perfection +2, 148 gp

-

=

Wu WanG CR 8

XP 4,800 Male human barbarian 3/monk 6
LE Medium humanoid (human)
Init +6; Senses Perception +15

AC 16, touch 15, flat-footed 14 (+1 armor, +1
deflection, +2 Dex, +1 monk, -2 rage, +3 Wis)
hp 88 (9 HD; 3d12+6d8+33)

Fort +10, Ref +8, Will +11; +2 vs. enchantment

Defensive Abilities evasion, trap sense +1, uncanny
dodge; Immune disease

Speed 60 ft.

Melee +7 nunchaku +14/+9 (1d6+6) or

+1 nunchaku flurry of blows +13/+13/+8 (1d6+6) or
unarmed strike +12/+7 (1d8+5) or

flurry of blows +12/+12/+7 (1d8+5)

Ranged mwk shortbow +10/+5 (1d6/X3)

Special Attacks flurry of blows, rage (8 rounds/
day), rage powers (guarded stance [+1 dodge vs.
melee]), stunning fist (6/day, DC 17)

TACTICS

Base Statistics When not raging, the barbarian’s
statistics are AC 18, touch 17, flat-footed 16; hp

76; Fort +8, Will +9; Melee +7 nunchaku +12/+7
(1d6+4), or +1 nunchaku flurry of blows +11/+11/+6
(1d6+4), or unarmed strike +11/+6 (1d8+3), or flurry
of blows +10/+10/+5 (1d8+3); Str 16, Con 10; CMB
+12; Skills Climb +15.

STATISTICS

Str 20, Dex 14, Con 14, Int 13, Wis 17, Cha 8
Base Atk +7; CMB +14 (+16 trip); CMD 27

Feats Blind-Fight, Combat Expertise, Deflect
Arrows, Greater Trip, Improved Initiative, Improved
Unarmed Strike, Stunning Fist, Toughness, Weapon
Focus (nunchaku)

Skills Acrobatics +14 (+32 when jumping), Climb
+17, Craft (alchemy) +10, Disable Device +8,
Disguise +5, Perception +15, Stealth +14; Racial
Modifiers +18 Acrobatics when jumping
Languages Common

SQ fast movement, fast movement, maneuver
training, ki pool (6 points, magic), slow fall 30 ft.,
high jump

Combat Gear +7 nunchaku, mwk shortbow, be/lt
of giant strength +2, bracers of armor +1, ring of
protection +1, 418 gp
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KAN KUEI
BOSS/UBER-BOSS

SORCERY DEF TOU
18 14* 7

*15 if he has a coffin active.

Sample Dialogue: “Fall down and tremble before my
transcendent corruption!”

Weapons: Blast (12), flying coffin (highest hero
Damage Value +1)

Skills: Deceit 15,Info/Demonology 15, Intimidation
12, Leadership 12

Resistances: Notice 15

Auto Re-Arm: Swap, replace, or pick up weapons
at a shot cost of 0.

Back to the Wall: If attacked by more than one
character in any sequence, the shot cost of a
standard attack drops to 2 until end of sequence.

Sorcery: Blast, Fertility, Movement, Summoning

Flying Coffins: For each flying coffin he currently
has active, add 3 to Kan Kuei’s Initiative checks.
Rules-wise, each coffin attack is just a blast attack
with a cool description, with a bit of extra kick
in the damage department. A coffin can take 9
points of damage before shattering. Any damage

beyond that carries over to the victim inside.

Kan Kurln

XP 38,400 Male human magus”™ 15
LE Medium humanoid (human)
Init +8; Senses Perception +16

AC 26, touch 18, flat-footed 21 (+4 armor, +3
deflection, +4 Dex, +1 dodge, +4 shield)

hp 109 (15d8+38) Fort +13, Ref +12, Will +15
Defensive Abilities blur, displacement

Speed 30 ft.

Melee +2 light mace +18/+13/+8 (1d6+4)
Ranged +1 shortbow +16/+11/+6 (1d6+1/X3)
Special Attacks greater spell combat, improved

spell combat, spell combat (-2 attack, +2
concentration, double bonus), spellstrike

Magus Spells Prepared (CL 15th; concentration +19)
5th—maximized acid arrow, acidic sprayYM (DC
19), interposing hand

4th—dimension door, extended displacement
(already cast), fire shield, ice storm, maximized
magic missile

3rd—dispel magic, fireball (DC 17), lightning bolt (DC
17), ray of exhaustion (DC 17), vampiric touch (2)
2nd—acid arrow, blur (already cast), darkness,
mirror image, scorching ray (2)

SR RE by o L M R Py v e 2 R

CR 14

Ist—expeditious retreat, magic missile (2), shield
(already cast), shocking grasp, true strike

O (at wilh—acid splash, detect magic, ghost sound
(DC 14), mage hand, ray of frost

STATISTICS

Str 10, Dex 18, Con 12, Int 18, Wis 13, Cha 10
Base Atk +11; CMB +11; CMD 29

Feats Craft Wondrous Item, Dodge, Extend

Spell, Improved Initiative, Iron Will, Maximize
Spell, Scribe Scroll, Toughness, Weapon

Finesse, Weapon Focus (light mace), Weapon
Specialization (light mace)

Skills Bluff +15, Craft (alchemy) +22, Diplomacy
+15, Intimidate +18, Knowledge (arcana) +22,
Knowledge (planes) +14, Perception +16, Spellcraft
+22

Languages Abyssal, Common

SQ arcane pool (11 points, +4), fighter training
(fighter level 7), heavy armor proficiency,
improved spell recall, knowledge pool, magus
arcana (close range, concentrate, hasted assault,
pool strike +6d6, reflection) medium armor
proficiency

Combat Gear +2 /ight mace, +1 shortbow, belt

of incredible dexterity +4, bracers of armor +4,
cloak of resistance +3, ring of protection +3, black
centipede jar, 365 gp
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FADE OUT:
DENOUEMENT

SEQUELS: COMING
BACK FOR MORE

NEW MAGIC ITEM:
FLYING COFFIN

@1 This sarcophagus of translucent rock makes an

impressive weapon, provided you have a victim of
6th level (character level, not class level) to put inside it.
You must render the victim helpless by some other means.
He must be alive but unable to escape from the coffin.

With a victim inside, any arcane spellcaster of 7th level or
above can make the coffin fly through the air (speed 60 ft.).
It can be used to batter opponents. Each coffin you control
has a melee attack bonus of +9 and a damage of 1d4 + the
trapped victim’s level. Neither number is modified by your
own statistics. You may control up to five coffins at one
time, striking up to five times per round. Striking with one
or more coffins counts as your full action for the round.
Typically, a single Medium-sized target can be attacked by
no more than two coffins during the same round.

The coffin’s maximum altitude is 70 ft above the ground.

Though seemingly fragile, the coffins take no damage
when used as weapons. However, they can be damaged by
opponents: they have a Hardness rating of 2 and 20 hit
points apiece. If you are clever, you can ensure that the
coffin is high above the ground when destroyed, so that
your victim plummets towards the ground, facing grave
injury unless rescued on his way down.

The coffins are sized to fit Medium-sized victims.
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