GOJU MARIDAE

Colossal Draconic Alien (Fire/Light)/cleric 20/assassin 10/ Legendary Dreadnought 2)
Hit Dice: Mature Adult, 61d12 + 1,037 (1433 hp)

Initiative: +3 

Speed: 40 ft, fly 250 ft (clumsy), 150 ft (human form)

AC: 71 (-8 Size, +15 deflection + 52 natural)

Attacks: attack bonus + 66 Bite + 77 melee, 2 claws + 73 melee, 2 wings + 72 melee, tail slap + 72 melee

Damage: Bite 8d6 + 24 , claws 4d8 +12, wing 4d6+ 12, tail slap 4d8 + 36

Face/Reach: 40 ft by 80ft/20ft

Special Attacks: Crush 8d6 + 36 (DC 57), tail sweep 4d6 + 36 (DC 57), breath weapon, frightful presence (DC 51), divine spells (caster level 33rd) spell-like abilities, (following in human form ONLY) sneak attack +5d6, death attack, poison use 

Special Qualities: Immunities, DR 35/+6, SR 46, blind sight, keen senses (darkvision 7600 ft) fire subtype, natural shape shifting

 Skills: Appraise + 44, Balance + 3, Bluff + 72, Climb + 54, Concentration + 78, Diplomacy + 78, Escape Artist + 36, Heal +41, Intimidate + 78, Jump + 85, Knowledge (arcana) + 72, Knowledge (history) +30, Knowledge (martial arts) + 50 knowledge (psychology) + 50, Listen + 72, Search + 72, Scent + 77, Spellcraft + 72, Spot + 72, Swim + 54, weapon and armor proficiency, 

Feats: Cleave, Combat Casting, Combat Reflexes, Dodge, hover, Improved Spell Capacity (13th), Mobility Power Attack, snatch, Weapon Focus (claw), Weapon Focus (two handed broad sword) wing over, scribe scroll, brew potion, forge ring, heighten spell, maximize spell, quicken spell, turn undead, uncanny dodge, unstoppable, unmoveable 

Epic Feats: Armor Skin, Dragon Wild Shape, Greater polymorph, Bonus Domain, Damage Reduction, Epic Leadership, Extended Life span, Shattering Strike, Thundering Rage

Saves: Fort +49, Ref +35, Will + 43  +5 save vs poison

Abilities: Str 59, Dex 16, Con 45, Int 32, Wis 33, Cha 32

Climate/Terrain: Temperate to warm jungle or forest

Organization: Solitary (he’s the last)

Treasure: Anything Ford, natural gems, technological artifacts, CDs and DVDs, Geli…
Challenge Rating: 39

Alignment: Chaotic Neutral (was neutral evil)

Advancement: none 

COMBAT
Because of over 3000 years of on the job experience, Goju is an avid fighter, just as likely to plan on the go as to think before hand. Most likely he’ll stay out of a battle by ignoring the assailants (typical fighters just aren’t worth his while…unless you pay him) but if his loved one is threatened; he’ll get into the thick of things instantly, half the time in a berserk rage. If he wants to end a fight quickly, he switches to his true form, but most of the time he likes a good fight, especially with Geli: she gets really wild afterwards.  He almost never leaves an opponent alive. When dealing with stuff he plans to eat later, he uses his claws only.

Breath Weapon (Su): Cone of Plasma, 80 ft, damage 40d10, Ref half (DC 57) Goju CAN use his breath weapon in his human form but the range and damage is halved.

Spell-like Abilities: 19/day—locate objects; 3/day suggestion 1/day find the path, discern location, intimidate          Immunities: Sleep, paralysis

Fire Subtype: Fire immunity, double damage from cold except on a successful save

Unstoppable (ex): 1/per day, gains a +20 to strength check to be used to break down doors, break objects, bust walls of force (Strength DC 32) or apply to a single attack.

Unmovable (ex): 1/per day. Gives him a +20 bonus to grapple checks, to strength, or any saving throw.

Divine Spells Known: 0—Detect magic, guidance, light, read magic 1—bane, command, deathwatch, shield of faith. 2—calm emotions (maximized), enthrall (maximized), resist elements, hold person (maximized) 3—cure serious wounds, remove curse, speak with dead, searing light (maximized), water walk 4—cure critical wounds, dimensional anchor, divine power, greater magic weapon, inflict critical wounds 5—true seeing (always active) fire shield,  dispel law, circle of doom 6—forbiddance, harm, heal, word of recall 7—destruction, repulsion ,fire storm, fire seeds 8—mass heal, holy aura, anti-magic field, incendiary cloud 9—elemental swarm, implosion, shape change All cast as a level 25 cleric with Animal, Destruction, and Fire domains.

Epic Spells: Spell Worm, Rain of Fire, Superb Dispelling, Vengeful gaze of god, uses the seeds of Destruction, Compel, Energy (fire), and Heal
Goju spends most of his time in his human form.  While in this form (using this Shape Change spell which for him stays until he changes back to normal) he appears to be a 6’6” tall human male in his early 30’s. His raven black hair matches the black leather and velvet he usually wears. As a human, he retains all of his dragon abilities and saves as well as attack bonuses, spells and skills. Goju is much more likely to fight in his human form where he gains in speed and dexterity than his true form. His skills with long sword and martial arts more than make up for his lack of dragon attacks while humanoid. Generally stoic, calm, and pleasant, this dragon is the strong silent type. He doesn’t really like talking and would much rather just sit around in companionable silence. As a cleric and strong leader, he’d much rather use diplomacy to solve a problem but his short temper tends to take control of him and he’s pretty likely to swing in with a swift attack. He’s not easily distracted, great and battle tactics, and as a dragon is nearly indestructible. However, his aloofness and general blah attitude tends to get him into trouble more often than naught.  Goju doesn’t hoard gems or gold, but instead hoards cds, pickup trucks, and occasionally power bars and TV dinners. 
Goju speaks Draconic, Drakkan, Common, Elven, Infernal, Celestial, and traders speak.

Human Form (Su): Like most Draconic creatures, Goju is able to change from dragon to human male and back three times a day as if using the Wild Shape or polymorph self spell. This takes two rounds to shift. In this form he gains Dex +3, Con –10 and can use Uncanny Dodge.
WEAKNESSES
Mating Season (ex): For one month out of the year (during July usually), his mind is on one thing only and he cannot cast spells, create golems or magical artifacts. He takes a –15 loss to Char, Int, and Wis as well as ending up with a Will save of 0. During this time he prefers to stay in his lair with his mate but will attack anyone coming into his territory without thought. This is really the only time when he acts like a true dragon.

