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Sacred Ground II Out-take: 
Shi Xiao-Yu
There wasn’t room for Shi Xiao-Yu in Sacred Ground II, but here are her stats as special promo for the book. The entirety of this document is Open Game Content, except for the title Sacred Ground II.

Would-Be Heroine
“Nothing can defeat my drunken-mermaid typhoon-fist! Oops …”
Shi Xiao-Yu (shih shyaow ew) is Hai Shen Gong’s leading wave sister. She recently arrived with Old Hu. Originally, she hailed from the capital where she performed with Donkey Flops in the Mud, a famous acrobatic opera troupe named after a sticky taro treat. Dissatisfied with always play-acting the heroics of others, she left to make her life more meaningful and perhaps become a real heroine herself.
Old Hu and she became fast friends after she failed miserably in an attempt to rescue him from a gang of cutthroats as they tried to rob him of his money and his life. Hu ended up rescuing her, instead. Greatly impressed with her moral character but not so much with her combat abilities, he offered to take her on as an apprentice. Yu eagerly agreed, seeing in him the kind of fighter she had always dreamed of becoming. 
Yu has been by Hu’s side ever since, studying his fighting style, learning how to read and write the imperial dialect, and generally becoming a better person. The two traveled far and wide while Hu sought after the memory of his lost love, their adventures eventually bringing them to Hai Shen Gong. A nun’s life devoted to the Sea Goddess was never in Yu’s long-term plans, but it— and the associated adventures — has grown on her. Old Hu teaches her and the nuns how to fight, and she often gets to lead her sisters on the open seas to hunt down pirates. 
Yu has a perfect smile and soft lips. Even though she affects the temple fashion, a rebellious part of her compels her to violate the dress code and she often wears a pair of jade and gold earrings when no one’s looking. Lan always chastises her about this, but not too harshly. Of all the nuns living here, the head priestess certainly isn’t one to judge her for such peccadilloes.
Shi Xiao-Yu
2nd-level Human Cleric/10th-level Monk
CR 12; Size M (Humanoid); HD 2d8+4 + 10d8+20; hp 77; Init +6 (+2 Dex, +4 Improved initiative); Spd 60 ft.; AC 18 (+2 Dex, +4 Wis, +2 Mnk, +2 bracers); Attack +12/+7 melee (keen scimitar 1d6+2/crit 15-20/x2), or +10/+7/+4 monk (unarmed 1d10), or +10/+5 ranged; SA Unarmed attack, flurry of blows, stunning attack, ki strike; SQ Improved evasion, still mind, slow fall, purity of body, gills of the goddess, wholeness of body; SV Fort +12, Ref +9, Will +14; AL CG; Str 14, Dex 14, Con 15, Int 10, Wis 19, Cha 13
Skills: Balance +10, Climb +10, Concentration +8, Diplomacy +6, Hide +4, Knowledge (religion) +6, Listen +6, Move Silently +5, Spellcraft +4, Search +4, Spot +6, Tumble +16
Feats: Alertness, Deflect Arrows, Dodge, Endurance, Improved Initiative, Improved Trip, Improved Unarmed Strike, Skill Focus (tumble), Stunning Fist, Toughness
Languages: Common
Flurry of Blows: Shi Xiao-Yu may make one extra attack in a round at her highest base attack, but this attack and each other attack made that round suffer a -2 penalty apiece.
Stunning Attack (Su): Shi Xiao-Yu can use this ability once per round, but no more than 5/day. She must declare she is using a stun attack before making the attack roll. A struck foe must make a Fortitude saving throw (DC 16) or be stunned for 1 round in addition to receiving normal damage.
Ki Strike (Su): Shi Xiao-Yu’s unarmed attack deals damage to a creature with damage reduction as if made by a weapon with a +1 enhancement bonus.
Improved Evasion (Ex): Shi Xiao-Yu takes no damage on a failed Reflex save.
Still Mind: Shi Xiao-Yu receives a +2 bonus to saving throws against spells and effects from the Enchantment school.
Slow Fall: Shi Xiao-Yu takes damage from a fall as if it were 50 feet shorter than it actually is.
Purity of Body: Shi Xiao-Yu is immune to all diseases except for magical ones.
Gills of the Goddess: Shi Xiao-Yu has the ability to breathe underwater as aquatic creatures do. She may do this up to 7 hours per day.
Wholeness of Body (Su): Shi Xiao-Yu can cure up to 40 hit points each day, and she can spread this healing out among several uses.
Spells: (4/3+1) Shi Xiao-Yu worships the Sea Goddess; her domains are Sea and Water. She has the following spells prepared:
0—cure minor wounds, detect magic, light, virtue
1st—cause fear, divine favor, doom, obscuring mist
Possessions: +2 keen scimitar, monk’s belt, wind fan, bracers of armor (+2), stone of alarm, 160 gp
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