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THE GOLDEN SERPENT 

�· 
BY jrM GROVES 

A
few short years ago, two women from different 

corners of Golarion were set on a collision course 

in the city of Absalom. The first was one of two 

daughters to survive in a family haunted by spectres 

of murder, magic, and suicide. A scion of the Varisian 

Foxglove family, Sendeli Foxglove is a woman whose 

personal strength is matched only by her beauty and her 

determination to be the captain ofher own destiny. Raised 

by her extended family in Korvosa after her parents' tragic 

death, Sendeli sold what remained of her own personal 

Foxglove inheritance when she reached adulthood and 

immigrated to Absalom, intent on forgetting her own 

past and getting a fresh start. With the upbringing and 

resources of a young noblewoman, Sendeli found a place 

for herself in the wealthy and popular Ivy District as a 

local entrepreneur and restaurateur. 

The second woman was every bit as driven, and could 

appear every bit as lovely despite the fact that she was 

not even remotely human. She was the marai rakshasa 

Maelpheta, who arrived in Absalom from distant 

Vudra around the same time as Sendeli arrived from 

Korvosa. Maelpheta sought to carve out her own realm 

of corruption and worship among the ancient arcane 

wonders of the City at the Center of the World. Driven 

by the need to discover and master new magical powers, 

she set to work in building a power base from which she 

could infiltrate the centers of influence and learning that 

dominate the city. 

Yet these two women would have had no reason to cross 

paths if not for a third individual-an elven dilettante by 

the name of Syrdathiel who fancied himself an amateur 

detective, researcher, and historian, despite his addictive 

personality. His life pursuits of luxury, wealth, and 

personal station through academics led him to acquire 

a considerable collection oflegends, lore, and potentially 

authentic treasure maps from all across the Inner Sea. 

This impressive collection was unable to keep Syrdathiel 

from mortal peril, however, and actually contributed to 

it, for the relics in the elf's collection came at no small 

price. Desperate to alleviate his debt, Syrdathiel gambled 

and frittered away his money on empty luxuries and 

philandering. Several loan sharks actively sought to 

• -· - -- .. * ., 
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The Golden Serpent ta kes p l ace i n  t he  Ivy D i st r i ct of the  c ity 
of Absa l om-the p rem i e re q u a rter of the  city for  a rt i s ans, 
craftsman ,  a n d  cu l t u re a l i ke. The a rt i sa n s  he re p roduce 
h i gh-q u a l i ty goods for sa l e ,  from fab ri cs, perfumes, a nd  
exq u i s ite carpentry t o  maste rwork a rmor  a nd  wea pons. 
There a re no ru i n ed b u i l d i n gs he re. I n stead, t he re a re 
beaut ifu l  homes, attractive s hops a nd  bus i nesses, a nd  the  
headq u a rters of Absa lom's most i m portant  mercha nts 
and gu i lds .  O rd i n a ry pedestr i a n  cr i me i s  ra re he re, but  
the  d i str ict's t ight  secu r ity serves to b reed s h rewd and 
ruth l ess rogues. Fo r more i nformat ion a nd  deta i l ed maps 
on the  Ivy D i st r i ct, its c it ize n ry, a nd  the  Go lden  Serpent 
resta u ra nt, see Pathfinder Module U2: Gallery of Evil or 
Pathfinder Campaign Setting: Guide to Absafom, ava i l a b l e  
i n  booksto res a nd  g ame  stores everywhere, a n d  o n l i ne 
at paizo.com. 

recoup their losses from him, so the elf opted to cash 

in his collection in order to buy his way out of trouble. 

Syrdathiel sought many buyers for his collection, 

including the Pathfinder Society, the Aspis Consortium, 

and various powerful private collectors. 

But legitimate buyers weren't the only ones to hear 

word of Syrdathiel's collection and his desire to part 

with it. Among the unintended parties interested in 

the maps and lore up for sale is an Ivy District thieves' 

• f -
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guild known as the Crowsworn. The guild's mysterious 

leader-known only as the Mistress-is none other 

than Maelpheta, who killed the previous guildmaster, 

impersonated him, and later supplanted him with her 

own human alias. Knowing the value of the knowledge 

contained within Syrdathiel's library, she sent a band 

of thugs to interrupt the transaction between the 

elf and his Pathfinder Society buyers, which was to 

take place at the Golden Serpent, a prominent Ivy 

District restaurant owned and operated by none 

other than Sendeli Foxglove. The Crowsworn took 

the restaurant's entire staff and all its patrons 

hostage, kidnapped Syrdathiel and his cache 

of secrets, and now wait for the Pathfinder 

Society's representatives to show up so they too 

can be taken for all they're worth. 

SUMMARY 

deduced the likely location of the Crowsworn hideout. 

The trail of the abducted elven dilettante sends the 

PCs underground to a glassblower's shop along the 

wall separating the Ivy District and the settlement of 

Westerhold just outside Absalom. Beneath Absalom's 

streets, the PCs confront not merely another gang of 

humanoid thugs, but also the thralls of powerful evil 

spirits and supernatural horrors. 

GETTING STARTED 
Around midday, just after lunchtime, the 

Pathfinders are called into Venture-Captain 

Ambrus Valsin's office in the Grand Lodge of 

Absalom for an important new mission. Read 

the following to get the adventure underway. 

Venture-Capta i n  Ambrus  Va l s i n  is seated 
beh i nd  his l a rge and meti cu lous ly  a r ranged 

desk, and he  i s  not a l one. At his s ide 
beh i nd  the desk sta nds the sm i rki ng, 

m ustach ioed l i keness of G ua r i l  
Ka re l a .  Ambrus  gestu res to  the 
ch a i rs set  forth before the desk, 

then begi ns  h i s  b r iefi ng. 

The Pathfinders are debriefed 

on what seems to be a 

simple and straightforward 

assignment: to rendezvous 

with the elf Syrdathiel at the 

Golden Serpent in the Ivy 

District. He expects to close the 

sale on several valuable maps for 

cash then and there, but the PCs are 

Venture-Captain 
Ambrus Valsin 

"Some of you may not be 
acqu a i nted with M r. Ka re l a .  H e's a n  a l ly of 

tasked to persuade him to travel with them to a Society 

safe house while his collection is authenticated prior 

to payment. Through no fault of their venture-captain, 

however, this plan has already gone wrong even as the 

PCs receive their instructions. 

Syrdathiel has attracted the attention of more than 

one interested party seeking to acquire his collection. A 

relatively new gang of talented thieves who call themselves 

the Crowsworn have come to occupy a forgotten hideout 

beneath Absalom's great walls that once allowed 

underground traffic in and out of the city with impunity, 

and even to other parts of the city via the sewers. Under 

the remote direction of their powerful and charismatic 

leader, the marai rakshasa Maelpheta, the Crowsworn have 

seized the Golden Serpent and taken its entire staff and 

its patrons hostage prior to the PCs' arrival, and already 

removed Syrdathiel and his collection from the scene. The 

remaining Crowsworn intend to swindle the Pathfinder 

Society if they can, and rob all the wealthy patrons of the 

establishment when they're done. Sendeli Foxglove is at 

cross-purposes to the Crowsworn. She's determined to do 

everything she can to warn the party so they can help her 

prevent the impending mayhem. 

Once the PC free the Golden Serpent from the 

Crowsworn's control, Sendeli informs them she has 

the  Soc iety and  he's p rovided the Decemvi rate 
pert i nent  i nformat ion concern i ng  th i s  s i tuat i on .  I 've i nvited 
him to pa rt ic i pate in you r  b riefi ng. P lease extend to him every 
cou rtesy." Ambrus  nods at G ua r i l  to t ake the lead .  

G ua r i l  p reens at the  recogn i t ion a nd  sets  as ide h i s  docks ide 
s l a ng. " By way of my own resou rces, it 's come  to my attent ion 
the re's a n  i nd ivi du a l  l ooki ng  for a buyer for  a co l l ection  of 
va l u a b l e  l o re .  These a re legends-researched, a n notated, and 
corre l ated with a l l egedly verifi ab l e  sou rces a nd  maps .  Th i s  
poor, u nfortunate sou l  has  gotten h imse lf i n  over h i s  head with 
the loan sha rks, and he's seeki ng  to l i q u idate h is assets before 
he fi nds h imse lf l i q u i dated-if you fo l l ow me." G ua r i l  g r i ns  
toot h i ly before soberi ng. "Ca p'n Vas l i n  and  I h ave ar ranged a 
meeti ng  with h im .  We've let h im  t h i n k  he's gett i ng  pa id  on the 
spot ,  but  that's j u st to ensu re that  he  actua l ly shows up .  He  
needs t h a t  money. But  the  Pathfinder  Soc iety doesn't s u rvive 
by trust a l one. You're go i ng  to need to t a l k  h im  i nto com i ng  to 
a safe house wh i l e  we a uthenticate his co l l ection  and verify it's 
worth the go l d  we've p rom i sed h im .  I t 's the best offer he's goi ng  
to  get without a l so  eat i ng h i s  own entra i l s , because the  Asp  i s  
Consort i um has  no  reason to look out for  a man  w i th  a pr ice 
on h i s  head .  This i s  not a comp l ex job .  No  deep po l i t ics , p l a n a r  
ga l l iva nt in ', o r  d igg in '  fle a s  out of you r  trousers .  N everthe l ess , 
th is co l l ect ion cou l d  spur many more mean i ngfu l m iss ions  to 
come.  Good co in and  u h-lost secrets and  such-" 

" Exact ly," Ambrus  Vas l i n  i nterjects. " I 'm a l ready aware 
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G randmaster Torch t h i n ks th i s  is beneath you r  stat ion .  What 
he  needs to understa nd  i s  that the Ten v iew any success as 
a victo ry, especi a l ly if it opens u p  more leads for  the ent i re 
Soci ety. Th i s  i nd ivid u a l ,  by the n ame  of Syrdath i e l ,  is a n  e lf  with 
expens ive tastes. H e  wants to meet somewhere he  fee l s  safe .  
The Go lden Serpent i s  a h igh -c l ass  resta u rant  i n  the I vy D i str ict . 
That q u a rter of the  city i s  rout ine ly  patro l led by its own pa id  
mercena ry force and  the  vo l u nteer efforts of a n  order  
of pa l ad ins .  Secu rity s hou l dn 't be a p rob l em ,  but  by 
se l ecti ng  you we're leavi ng noth i ng  to cha nce. 
J ust persuade h im to come i n  for  the  n ight ,  a nd  
i n  the morn i ng  he  can wa l k  out w i t h  c a s h  i n  
h and  t o  sett l e  h i s  p rob l ems .  I f  a l l  goes we l l ,  
you can be i n  soft beds before the  n i g h t  i s  over. 
There's no travel expenses req u i red he re, but  
the  Soc iety i s  g l ad to reimbu rse you for  d i n ner. 
I 've eaten there myse lf; the menu  is impecca b l e." 

The PCs have until dinnertime to make 

any purchases they want. Feel free to 

emphasize that time is short 

and they're not going on a long 

journey or to an extreme climate; 

appropriate attire is more crucial than 

specific adventuring gear. 

15+ The Ivy District is among the safest quarters of 

the city. It's the home of many craftsmen, artisans, and 

minor nobles. 

20+ The district is routinely patrolled by its own 

mercenary police force, known as the Ivy District Watch. 

The watch is supplemented by the Brotherhood of 

Abadar, a group of paladins who patrol the same area as a 

matter of personal spiritual devotion. 

25+ The Brotherhood of Abadar and the Ivy 

District Watch are close to open conflict. The 

watch does a fine job, but the brotherhood has 

presented itself as a free (albeit faith-based) 

alternative, which makes it quite popular 

among some taxpayers. Both organizations 

have their supporters and critics. Their 

dispute seems territorial. 

30+ The Brotherhood of Abadar does 

exemplary work, but unlike the watch, these 

paladins are not above evangelism and often 

promote a moral ethos. The local theater 

often features daring and even risque 

performances, and the brotherhood 

and the watch have clashed on the 

theater's legal right to do so. 

The PCs may have additional 

questions for the venture-captain and 

Sczarni mastermind. Several potential 

Guaril Karela 
The Golden Serpent 
PCs who seek information about the 

questions and their answers are listed below. 

There's got to be more to it than this. "No, there isn't. 

But something always goes wrong when the situation 

is too good to be true, and you're the response to that 

concern. That's exactly why we've assigned it to you 

instead ofbrand-new field agents." 

How much leeway do we have when we persuade 

Syrdathiel? "Don't kill him, obviously, but we're aware he's 

not thinking clearly, and has self-destructive tendencies. 

If you have to apply some 'five knuckle persuasion,' or 

charm him through guile or magic, so be it. Either way, 

we'll look after his best interests after the transaction is 

complete. We do have a positive reputation to maintain." 

What if something goes wrong? "Fix it. If there's 

third-party interference, don't come back here for 

reinforcements or permission-take the initiative and 

chase the target. You know Absalom is the worst possible 

place to lose track of anything. But remember you're 

operating in a very public venue." 

The Ivy District 
PCs who seek insight into the local community in 

advance of the meeting can learn the following facts by 

making a Diplomacy check to gather information or a 

Knowledge (local) check. 

restaurant can learn the following facts 

by making a Diplomacy check to gather information or a 

Knowledge (local) check. 

15+ The restaurant recently came under new 

management, but this has not diminished its sterling 

reputation. Famous artists, politicians, and city 

celebrities frequently dine there. 

20+ The new owner of the restaurant is a young woman 

with a noble air named Sendeli Foxglove. She is not a 

native of Absalom, but rather a wealthy immigrant who 

bought the Golden Serpent outright with the bulk of some 

personal inheritance. She is considered a local mystery. 

ACT 1: SHOWDOWN ATTHE 
GOLDEN SERPENT (CR 7 OR 

CR 10) 
The  Go l den  Serpent  is a s izea b l e ,  we l l - l i t  esta b l i s h ment  with 
a ra i sed stage occu pyi n g  the  center of i ts common room ,  a 
roa r i ng  fi rep l ace on the  south wa l l ,  a n d  a l o ng  ba r  a l o ng  the  
nor th .  An e l evated row of t ab l e s  ove r l ooks t he  ma i n  floor  on  
the  room's western edge. The  mood i s  s ubd ued ,  bu t  very few 
pause  to t ake any not ice of new a rr iva l s .  Ove r a dozen wide 
rou nd  tab les fi l l  t he  room ,  most packed with customers ;  one 
tab le  i s  consp i cuous l y  em pty. 



The PCs arrive at the Golden Serpent without 

incident, but the situation there is not as it appears. 

In his hasty desire to appease his creditors as fast as 

possible, Syrdathiel attracted a criminal gang known as 

the Crowsworn. The rogues ferreted out the time and 

location ofSyrdathiel's meeting with the Pathfinders and 

slipped quietly inside the restaurant, where they took its 

owner, staff, and all its patrons hostage. Under the threat 

of wholesale slaughter, the crowd is forced to participate 

in a charade for the PCs' benefit. The PCs meet with 

one of the Crowsworn-also an elf-masquerading as 

their contact. The imposter wants to exchange a false 

collection of maps and data in exchange for the gold that 

Syrdathiel expected, and, once the meeting concludes, to 

rob all the restaurant's patrons. 

The sound of conversation and the appearance 

of wait staff serving guests belie that something is 

wrong. The Crowsworn have coached the patrons and 

staff of the Golden Serpent so the hostages do not to 

6 

tip the Pathfinders off to the reality of the situation. 

People notice the Pathfinders arrive, but carefully and 

artificially do not pay much attention to them. Dinner 

guests do not move around the room. The wait staff 

does so carefully, bringing drinks and food to tables, 

but exchange no more than a few sentences with their 

customers. There is conversation at every table, but it 

is intimate, which can legitimately be attributed to the 

ambiance of the restaurant. A successful DC 20 Sense 

Motive check on any individual, or even the entire 

room, verifies there is definite tension present that is 

deliberately being held in check. 

The Crowsworn have discouraged the NPCs (under 

pain of death) from taking any initiative in this situation 

other than for Sendeli to take the PCs' dinner order when 

they arrive; nevertheless, if the ruse works, it is not in 

the Crowsworn's best interest to bristle too much at the 

slightest bit of improvisational behavior on the part of 

the other NPCs, so long as they do not betray the truth. 

.... . .. -- - - . 
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Feel free to have the room respond to the PCs carefully if 

that's what it takes to maintain appearances. This alone 

does not drive the Crowsworn to attack. 

Creatures: Amistis, the elven Crowsworn leader posing 

as Syrdathiel, is seated at the otherwise empty table in the 

center of the room, southwest of the raised dais. He gives 

the PCs a meaningful stare when they first enter, and 

nods and gestures to them to sit once they notice him. 

Resting on top of the table is a leather folio, tied shut with 

leather straps. Amistis knows enough about Syrdathiel 

and the situation to lie convincingly, but opposed Bluff 

and Sense Motive checks are effective here (as is truth­

determining magic, though overt use of such is taken as 

an act of hostility by the Crowsworn and may accelerate a 

dangerous confrontation). 

Amistis expects to sell his false collection right here 

and now, just as Syrdathiel expected to sell the true 

documents. The Crowsworn thief knows the fakes won't 

stand up to scrutiny, and doesn't want to abandon the rest 

of his potential take by leaving the rest of the customers 

here unmolested. Thus, he refuses to follow the PCs to 

the safe house for payment later. Instead, he attempts 

to ascertain whether that decision is set in stone and he 

can talk the Pathfinders into changing their minds. Ifhe 

cannot (and he shouldn't be able to; Ambrus Valsin and 

Guaril Karela were explicit), he alters the plan, instead 

trying to convince the PCs to leave the Golden Serpent so 

he and his allies can rob it. 

The PCs may demand to inspect the folio to try to 

authenticate them here in the field. Amistis permits up to 

two PCs to examine the documents briefly, asserting that 

the value is in the knowledge, and that were he to present 

all the documents to the whole party, they'd have no need 

to pay him anything. A successful DC 25 Appraise or 

Knowledge (geography, history, or religion) check reveals 

the documents are clever but worthless fakes. 

Sendeli Foxglove interrupts the negotiations, ideally 

before they get too close to a conclusion. She is a stunning 

woman with a prominent features, long blonde hair 

pulled back with a begemmed hairpin, and fine clothing. 

Under the pretense of taking the PCs' dinner or beverage 

orders, she attempts to pass a Pathfinder a secret message 

without drawing Amistis's attention. Sendeli believes 

that if the Pathfinders don't intervene against the 

Crowsworn, many innocent people are going to be hurt 

or killed, and her restaurant is doomed. Toward that end, 

she does whatever is necessary to warn the PCs so they 

can get the drop on the Crowsworn. If the PCs refuse 

to take the hint, she forces a confrontation if she has to. 

She believes a confrontation is preferable to ending the 

hostage crisis with the Crowsworn still in control. 

Sendeli has a prewritten note she wants to get to a PC 

without Amistis noticing (see the Player Handout on 

• -· - -- .. * ., 
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If Sende l i  passes a PC her  q u ick ly scrawled note, it's not 
someth i n g  tHe p l ayer s hou l d  read a l oud ,  as o n ly h i s  
cha racter wou l d  h ave yet seen  i t s  contents. Encou rage PCs 
to use B l uff, S le ight  of Hand ,  o r  other creative means to 
d issem i n ate the i nformat ion to the rest of the pa rty. Such 
attem pts a re s ubject to notice by Amist i s

'
j ust as when 

Sende l i  attem pted to a l e rt the PCs to the truth of the 
s i tuat ion i n  the Go lden Serpent. 

page 27). She can only deliver the note to one PC, and 

the method in which she does this is situational to each 

individual game session. She may attempt a Sleight of 

Hand check opposed by Amistis's Perception check (at a 

+4 bonus due to the note's small size) or use a DC 15 Bluff 

check to send a secret message through innuendo to the 

PCs to let them know she has a message to slip them. If 

she attempts the second option, Amistis can attempt a 

Sense Motive check to uncover her deception. If the elf 

catches Sendeli in the act of tipping off the PCs, he knows 

the jig is up, and immediately becomes hostile to both the 

restaurateur and the PCs. 

There are two Crowsworn thugs positioned on opposite 

ends of the restaurant to keep an eye on the patrons and 

wait staff and to back up Amistis in the event of a conflict. 

They take their cues from the elf, and move quickly to 

his aid should a fight break out. The thug on the raised 

platform overlooking the room has a necklace of .fireballs that 

he uses to panic the crowd and cover an escape. He lobs 

fireballs into the largely vacant center of the room starting 

with the least powerful balls on the necklace, more to 

make a scene-and catch any PCs in the blast he can­

than to injure the restaurant's patrons, hoping instead to 

deliver a clear message to the assembled citizenry that the 

Crowsworn gang is ruthless and not to be taken lightly. 

The silent, secret threat in this encounter is Skoras, the 

raktavarna rakshasa. This creature is a spy whose master 

is Maelpheta herself, the ultimate villain of the scenario. 

Maelpheta gifted Skoras to Amis tis in the guise of a gilt 

and bejeweled masterwork short sword, not telling the 

criminal of its true nature. In this way, she can check 

in on what the gang is doing without them being aware. 

Skoras does not intervene in this encounter no matter 

what happens. Instead, it allows itself to be scooped up 

by the PCs as treasure or remains as a silent, disguised 

spying device on Maelpheta's agents. 

Subtier 5-6 (CR 7) 

AM I ST I S  C R  5 
Ma l e  e lf  ranger (u rban ranger) 6 (Pathfinder RPG Advanced 

Player's Guide 129) 

• f -
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N E  Med i um h umano id  (e lf) 
lnit +3 (+5 i n  Absa l om); Senses l ow- l ight v i s ion ;  Percept ion +8 

(+10 i n  Absa lom) 
DEFENSE 
AC 20, touch 13 , fl at-footed 17 (+6 a rmor, +3 Dex, +i sh i e l d )  
h p  55  (6d10+i8) 
Fort +6, Ref +8, Will +3; +2 vs. enchantments 
Immune s leep 
OFFENSE 
Speed 30 ft. 
Melee mwk longsword +8/+3 (1d8+2/19-20), 

mwk short sword +7/+2 (1d6+i/19-20) 
Special Attacks favored enemy (e lves +2, 

h uman s  +4) 
Ranger Spells Prepared (CL 3rd ;  

concentrat ion +4) 
lSt-/ongstrider, pass without trace 

TACTICS 
During Combat Am i st i s  favo rs h u m a n  

a n d  e lve n ta rgets t o  g a i n  h i s  favo red 
enemy bon uses .  He gran t s  t he  
rogue s  h i s  comp a n i o n  bond  
bon u s  ag a i n st t he  PC who  seems  
t he  most  d a ngerous .  

Morale Am ist i s  th rows down h i s  
wea pons  a nd  s u rrenders ,  given the  
c h ance,  when reduced to 10 h i t  po in t s  o r  fewe r. 

STATISTICS 
Str 15, Dex 16, Con 12, Int 10, Wis 12, Cha 10 
Base Atk +6; CMB +8; CMD 21 
Feats I mproved Two-Weapon Fighti ng, Toughness, Two-Weapon 

Defense, Two-Weapon Fighti ng, Weapon Focus ( longsword) 
Skills Acrobat ics +9, B l uff +6, D i s ab l e  Device +12, Knowledge 

( loca l )  +9 (+i1 i n  Absa l om), Perception  +8 (+io i n  Absa l om), 
S l e ight of Hand  +9, Stea l th  +io (+i2 in Absa lom) 

Languages Common ,  E lven 
SQ favored commun ity (Absa l om +2), h u nter's bond 

(compan ions), t rack +3 , t rapfind i ng,  wi l d  empathy +6 
Gear +2 glamered mithraf shirt, masterwork longsword, 

masterwork short sword (d isguised raktava rna), key to area B2 

SPECIAL ABILITIES 
Favored Community (Ex) Amist is  ga i n s  a +2 bonus  on 

i n i t i ative checks a nd  Knowledge ( loca l) , Percept ion ,  Stea l th ,  
a nd  S u rviva l checks wh i l e  i n  h i s  favo red commun ity. The 
ranger  leaves no  tra i l  wh i l e  trave l i ng  through h i s  favo red 
commun ity (though he  may if he  wishes). 

CROWSWO RN T H U G S  (2 CR 3 
Human  rogue 4 
N E  Med i um h umano id  ( h uman) 
lnit +3; Senses Percept ion +8 
DEFENSE 
AC 16, touch 13 , flat-footed 13 (+3 a rmor, +3 Dex) 
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hp 37 each (4d8+i6) 
Fort +3 , Ref +7, Will +2 
Defensive Abilities evas ion ,  trap sense +i, uncanny dodge 
OFFENSE 
Speed 30 ft. 
Melee rapier +6 (1d6+2/18-20) 
Ranged mwk sho rtbow +7 (1d6+i/x3) 

TACTICS 
During Combat The rogue with the  neck lace of 
fi reba l l s  l ooks for l i ke ly c l u sters of ta rgets, but  
refra i n s  from i nj u r i ng  h i s  own a l l i es .  Sneak 
attacks with fl a n ks o r  fe i nts a re p referred to ga in  
the  add i t i ona l  b l eed damage. 
Morale When reduced to 10 h i t  po i nts o r  fewer, 
the  rogues su rrender. 
STATISTICS 

Str 15, Dex 16, Con 14, Int 10, Wis 12, Cha 8 
Base Atk +3 ; CMB +5; CMD 18 

Feats Combat Reflexes, Toughness, V i ta l  
Stri ke, Weapon F in esse 

Skills Acrobat ics +9, B l uff +6, 
D i s ab l e  Device +9, Escape Artist +9, 
l<nowledge ( loca l )  +7, Perception  +8, 

Sense Motive +8, S l e i ght of Hand  +io, 
Stea l th  +9 

Languages Common  
S Q  rogue ta l ents (b leed i ng  attack +2, combat tr ick), 

t rapfind i ng  +2 
Combat Gear potion of blur, necklace of fireballs type I; Other 

Gear studded leather, maste rwork shortbow with 10 +l 
arrows, rap ier, key to a rea B2 

S E N  D E L I  FOXG LOVE CR 2 

Fema l e  h uman  a ri stocrat l/expert 3 
N G  Med i um h umano id  ( h uman) 
I nit +1; Senses Percept ion +6 
DEFENSE 
AC 11, touch 11, fl at-footed 10 (+i Dex) 
hp 20 (4d8-1) 
Fort +o, Ref +2, Will +5 
OFFENSE 
Speed 30 ft. 
Melee dagger +l (1d4-1/19-20), u n a rmed str i ke +l (1d3-1) 
Ranged dagger +3 (1d4-1/19-20) 
TACTICS 
During Combat Sende l i  gets out of the way of the 

com batants , but  b rave ly a ids  any PC defend i ng  the  Go lden 
Serpent if do i ng  so i sn 't su i c i da l .  

Morale Sende l i  fights to the death to  save her  patrons or keep 
from be ing taken as a long-term pr isoner of the Crowsworn .  

STATISTICS 
Str 8, Dex 12, Con 9, Int 11, Wis 10, Cha 16 
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Base Atk +2; CMB +i; CMD 12 
Feats Deceitfu l ,  Deft H a nds ,  S ki l l  Focus (Profess ion  

[rest au rateu r]) 
Skills B l uff +i2, D i p l omacy +io, D i s ab l e  Device +3 , D isgu i se 

+s, Knowledge ( loca l )  +6, Percept ion +6, Profess ion 
(rest au rateu r) +io, Sense Motive +7,  S l e ight of Hand +io 

Languages Common  
Gear dagger 

SKORAS CR 2 

Ra ktava rna (Pathfinder RPG Bestiary 3 229) 
hp 22 (see page 22) 

Subtier 8-9 (CR 10) 

AM I ST I S  C R  9 
Ma l e  e lf  ranger (u rban ranger) 10 (Pathfinder RPG Advanced 

Player's Guide 129) 
N E  Med i um h umano id  (e lf) 
lnit +3 (+7 i n  Absa lom); Senses l ow- l i ght v is i o n ;  Perception  +io 

(+i4 in Absa lom) 
DEFENSE 
AC 21 ,  touch 14 ,  fl at-footed 17 (+6 a rmor, +3 Dex, +i dodge,  

+1 s h i e l d )  
h p  89 (10d10+30) 
Fort +8, Ref +io, Will +4; +2 vs. encha ntments 
Defensive Abilities evas ion ;  Immune s leep 
OFFENSE 
Speed 30 ft. 
Melee +1 longsword +i3/+8 (1d8+4/19-20), mwk short swo rd 

+12/+7 (1d6+3/19-20) 
Special Attacks favored enemy (dwarves +2, e lves +2, h umans +6) 
Ranger Spells Prepared (CL 7th ;  concentrat ion +8) 

2nd-barkskin 
lSt-longstrider, pass without trace, resist energy 

TACTICS 
Before Combat Amist is re l i es on h i s  g l amered a rmor  and  

mag ic  sheath to  comp lement h i s  d i sgu i se  as  Syrdath i e l  and  
appear  l e s s  m i l i t ant  o r  susp ic ious .  Qu i ck  D raw gets h im  i n  
the  fight  fast. 

During Combat Amist is favors h uman ,  dwarf, and e lf  ta rgets 
to ga i n  his favored enemy bon uses. He grants the rogues 
h is compan ion  bond bonus aga i n st the  PC who seems the 
most dangerous .  

Morale Amist is  th rows down h i s  wea pons a nd  su rrenders, 
given the  chance, when reduced to 10 h i t  po i nts o r  fewer. 

STATISTICS 
Str 16, Dex 16, Con 12, Int 10, Wis 12, Cha 10 
Base Atk +io; CMB +i3 ; CMD 27 
Feats Dodge, Doub le  S l ice, I mproved Two-Weapon F ight ing, 

Quick Draw, Tough ness, Two-Weapon Defense, Two-Weapon 
F ight ing, Weapon Focus ( longsword) 

Skills Acrobat ics +n, B l uff +io, D i s ab l e  Device +i6, Knowledge 

• -· - -- .. * ., 
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( loca l )  +i3 (+i7 i n  Absa lom), Percept ion +io (+i4 i n  Absa lom), 
S l e ight of Hand  +i3 , Stea l th +14 (+i8 in Absa lom) 

Languages Common ,  E lven 
SQ elven magic, favo red commun ity (Absa l om +4, Westerho ld  

+2), evas ion ,  h un te r's bond (compan ions), push  t h rough ,  
sw ift tracker, t r ack  +s, tra pfi nd i ng, wi l d  em pathy +io 

Gear +2 glamered mithral shirt, +i longsword, masterwork short 
swo rd (d i sgu i sed ra ktava rna), sheath of bladestealthAPG, key 
to a rea B2 

SPECIAL ABILITIES 
Favored Community (Ex) Amist is  ga i n s  a bonus  on i n it i ative 

checks and Knowledge ( loca l) , Percept ion ,  Stea l th ,  and  
S u rviva l checks wh i l e  i n  h i s  favored commun it ies .  The 
ranger leaves no  tra i l  wh i l e  trave l i ng  through h i s  favo red 
commun it ies (though he may if he  wishes). 

Push Through (Ex) Amist is i s  never s l owed by d ifficu l t  terra i n  
i n  h i s  favored commun it ies .  I n  add i t ion ,  he  can  move 
t h rough the  space occup ied by loca l  c it izens as if they 
were a l l i es .  Th i s  does not app ly to creatu res i ntent on 
h a rm ing  the  ranger. Areas  that a re encha nted or  mag ica l l y  
man i p u l ated to im pede motion ,  however, sti l l  affect h im .  

APG See the  Advanced Player's Guide. 

CROWSWO RN T H U G S (2 CR 5 
Human  rogue 6 
N E  Med i um h umano id  ( h uman) 
I nit +3; Senses Percept ion +9 
DEFENSE 
AC 17, touch 13 , flat-footed 14 (+4 a rmor, +3 Dex) 
hp 48 each (6d8+18) 
Fort +3 , Ref +8, Will +2 
Defensive Abilities evas ion ,  trap sense +2, unc anny dodge 
OFFENSE 
Speed 30 ft. 
Melee mwk rapier +8 (1d6+2/18-20) 
Ranged mwk sho rtbow +8 (1d6+i/x3) 
Special Attacks sneak  attack +3d6 
TACTICS 
During Combat The rogue with the neck lace of fi reba l l s  l ooks 

for l i ke ly c l u sters of ta rgets, but  refra i n s  from i nj u r i ng  h i s  
own a l l i es .  Sneak  attacks w i t h  fl a n ks o r  fe i nts a re p referred 
to ga i n  the add i t i on a l  b l eed damage. 

Morale When red uced to 10 h i t  po in ts  o r  fewer, t he  rogues 
s u rrende r. 

STATISTICS 
Str 15, Dex 16, Con 13 , Int 13 , Wis 10, Cha 8 
Base Atk +4; CMB +6; CMD 19 
Feats Combat Expert ise, Imp roved Fe i nt ,  Toughness, Vita l 

Stri ke ,  Weapon F i nesse 
Skills Acrobatics +i2, B l uff +8, D isab le  Device +i2, Escape Art ist 

+i2, I nt im idate +8, Knowledge ( loca l) +io, Perception  +9, 
Sense Motive +9, S l e ight of Hand  +12 ,  Stea l th  +i2 

Languages Common ,  E lven 
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At the GM 's d i scret ion ,  the hostage s i tuat io n  i n  the Go lden 
Serpent may serve as a cata lyst to forge a strong bond 
between Sende l i  Foxg love and  one o r  more of the PCs. 
Ci rcu mstances that m i ght p rec ip itate such a connection  
may i nc l ude exceptio n a l ly witty banter o r  fl i rtatio n  
between Sende l i  a nd  a PC d u ri n g  the pass i ng  of  the note, 
a PC protect i ng  the d i n ner  guests cou rageous ly, or a PC 
c leverly thwa rt i ng  the Crowsworn in a manne r  that goes 
a bove and  beyond mere sword p l ay a nd  vio l ence. 

Awa rd i n g  or with ho l d i ng  the Sende l i  Foxglove's Favo r 
boon is ent i rely opt io n a l  a nd  s hou l d  fee l  l i ke a rewa rd 
for immers ive ro l ep l ayi ng  rather  t h an  an a utomat ic 
ach ievement for comp l et i ng  the encou nter. Th is  boon has 
no i m pact upon th is scena rio  and  doesn't affect cha racter 
adva ncement, but it may p l ay a ro l e  in futu re adventu res 
i nvo lvi ng  Sende l i or those c lose to her. You may awa rd 
the boon to mu lt i p l e  p l ayers or none at a l l ,  but you a re 
strongly encou raged to be j ud ic ious a nd  spa ri n g  with its 
use to ma i nta i n  its speci a l  status . 

SQ rogue ta l ents (b leed i ng  attack +3, com bat tr ick, s l ow 
react ions), t rapfind i ng  +3 

Combat Gear potion of blur, necklace of.fireballs, type II; Other 

Gear +i studded leather, masterwork rap ie r, masterwork 
shortbow with 10 +i arrows, key to a rea B2 

S E N  D E L I  FOXG LOVE CR 2 

hp 21 (use the stats from Subt ier 5-6) 

S KORAS CR 2 

hp 22 (use the  stats from Subt ier  5-6) 

Development: For simplicity's sake, there is no 

mechanic provided for the crowd during the combat. The 

GM is free to improvise the sense of fear and panic from 

the patrons in the room. Dinner guests may get in the 

way of the fight, dishes and objects might be thrown at 

the hostage-takers, and parts of the Golden Serpent may 

catch fire from a stray fireball. Keep in mind such events 

shouldn't arbitrarily prevent the faction missions from 

being achieved, although Sendeli can be killed which 

prevents missions requiring interaction with her from 

being completed. 

After the Crowsworn are defeated, the two local 

constabularies-the Ivy District Watch and the Brotherhood 

of Abadar-arrive simultaneously, whereupon they vie to 

take statements on what occurred and to escort important 

citizens and politicians back to their homes. Afterward, 

many survivors choose to remain to gather their wits, speak 

to the authorities, comfort one another, and be available for 

many of the faction missions. 
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If any of the Crowsworn survive the encounter, a 

successful Intimidate check forces them to reveal the 

location of their hideout. The DC for this check equals 

10 +the target's Hit Dice +the target's Wisdom modifier; 

the PCs receive a +4 circumstance bonus on this check for 

defeating the Crowsworn in combat. If the PCs can't get 

the Crowsworn to talk, they can make a DC 20 Diplomacy 

check to gather information or a DC 20 Knowledge (local) 

check to retrace the Crowsworn thugs' recent movements, 

leading them back to the Glass Menagerie. 

Sendeli is grateful to the PCs provided they made 

an effort to protect her, her restaurant, and the Golden 

Serpent's patrons, and remains on the scene to chat with 

them. She offers a special boon for PCs who are exceptional 

in their interaction with her during the hostage crisis, 

be it a particularly heroic act or a show of cunning. The 

boon indicates a special relationship between Sendeli 

and the PC has been forged. This may signify admiration 

and friendship or it might be romantic. The exact nature 

of it should be the player's choice. For more information 

on this boon, see the Saving Sendeli sidebar, above. 

Maelpheta expects Aristis and his thugs to return from 

their job eventually, and if they don't return quickly, she 

looks through the raktavarna Skoris's eyes to check up 

on them (see Treasure, below). If the PCs take too long to 

reach the Glass Menagerie, Maelpheta discovers the fate 

of her lieutenant and puts the Crowsworn beneath the 

glassblower's shot on high alert. 

Mission Notes: Cheliax faction PCs will likely want 

to converse with Sendeli Foxglove. She isn't offended by 

their interest but is extremely private in respect to her 

personal history prior to coming to Absalom. A successful 

DC 25 Diplomacy check gets her to open up about her past 

as an orphaned noble in Magnimar and then Korvosa. A 

successful Knowledge (local) check, Diplomacy check to 

gather information from the crowd, or Linguistics check 

(all DC 25) before speaking with Sendeli reveals small 

tidbits about her (i.e. , history, rumors, her accent) that 

can be used as conversational inroads. Each successful 

alternate skill grants a +2 circumstance bonus (maximum 

+6) toward making the final Diplomacy check for the 

faction mission. A PC who earns the Sendeli Foxglove's 

Favor boon gains a +io bonus on this check. Convincing 

Sendeli to open up about her past earns Cheliax faction 

PCs i Prestige Point. 

Grand Lodge faction PCs cannot complete their mission 

in this encounter, but to help avoid confusion, any captured 

Crowsworn confess their "Mistress" has a list of third 

parties interested in Syrdathiel's collection back in their 

hideout (revealed under Development, above). 

Lantern Lodge faction PCs who speak to any dinner 

guest or local constable and also makes a successful 

DC 25 Bluff, Diplomacy check to gather information, 

.... . .. -- - - . 
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Intimidate check, or Knowledge (local) check can get 

someone to divulge the common belief that Sendeli 

acquired some personal information on the previous 

owner that "persuaded" them to give preference to her 

bid to buy out the property. This information may have 

come to her from a Varisian relative associated with a 

group with the means to dig up useful secrets. Learning 

such information earns Lantern Lodge faction PCs 1 
Prestige Point. 

Qadira faction PCs can speak with either members 

of the Brotherhood of Abadar or their rivals, the Ivy 

District Watch, after the crisis. A successful DC 25 
Knowledge (local) , Knowledge (religion), or Sense 

Motive check can ascertain that the Brotherhood puts 

moral (good) behavior above and beyond preservation of 

the law and trade. This is an interesting spin on their 

core faith, and a discovery that earns Qadira faction PCs 

1 Prestige Point. 

Silver Crusade PCs have the opportunity to speak 

directly to the Brotherhood of Abadar after the conflict. 

A successful DC 25 Diplomacy check or a secret message 

delivered through a successful Bluff check conveys the 

Silver Crusade's support of the Brotherhood in such a 

way that it does not reflect poorly on the Crusade. Making 

such known to a member of the Brotherhood of Abadar 

earns Silver Crusade faction PCs 1 Prestige Point. 

Taldor faction PCs can discover the identity of 

Alain Always's secret lover by making a bold assertion 

(positive or negative) about the local councilman with a 

DC 25 Bluff check. Success indicates that the PCs trick 

Always's lover into coming to his defense, or overtly 

agreeing with the statement. Alternatively, a successful 

DC 25 Knowledge (local) check also uncovers the truth. 

In either case, identifying Always's lover-a local 

painter named Xaran Hidock-earns Taldor faction 

PCs 1 Prestige Point. 

Treasure: Among the treasure on Amistis's body is 

the raktavarna rakshasa Skoras, disguised as a bejeweled 

short sword. The raktavarna acts as a spy for Maelpheta 

and knows it is most effective while remaining in sword 

form. If a PC loots Amistis and takes the sword, Skoras 

remains hidden and observes the PCs' actions, allowing 

Skoras to see through its eyes as the Pathfinders carry it 

with them on the rest of the adventure. Be sure to note 

which PC loots Amistis's body (or confiscates his gear 

if he's captured), as you'll need to know who has Skoras 

in the scenario's final encounter (see page 21 for more 

information). If no PC takes the sword, or Amistis is 

arrested by the authorities with his gear intact, the sword 

reverts to its true form and attempts to return to its 

mistress to report on the fate ofher servants. 

Rewards: If the PCs defeat the Crowsworn, reward each 

subtier thusly: 

• -· - -- .. * ., 
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Subtier 5-6: 

Give each PC 1,001 gp. 

Subtier 8-9: 
Give each PC 1,913 gp. 

ACT 2: THE LAIR OF THE 
CROW SWORN 

When Maelpheta first arrived in Absalom, she was 

overwhelmed-so many thousands of people to corrupt, 

so many secrets of power and antiquity to learn. Unsure 

where to start in her quest to build her own empire, 

the rakshasa was drawn to the beauty and luxury of the 

Ivy District, where she quickly found kindred spirits 

in avarice and greed in the local thieves' guild. She 

surreptitiously charmed and seduced its guild master 

to learn the Crowsworn's secrets, insinuating herself 

into the guild as his lover and lieutenant. When she had 

learned all she needed from him, she killed, devoured 

him, and supplanted him, taking his own form to keep 

the other Crowsworn from becoming aware of his demise. 

When he retired a few weeks later and ceded control to 

Maelpheta, none realized she was merely passing power 

from one hand to the other-smoke and mirrors. 

B. The Glass Menagerie 
Maelpheta's predecessor had already acquired a local 

glassblower's shop named the Glass Menagerie situated 

directly above their lair. A family member of one of the 

gang's neophyte members possesses basic glassblowing 

skills and maintains the shop by day, lending the 

appearance oflegitimacy and honest trade to the guild's 

operation. Meanwhile, most of the guild has a key to the 

shop's back door and can enter and leave quietly in the 

dead of night whenever necessary. 

Bl. Front Lobby 

Th i s  u n l i t  s h owroom is l i ned with th ree d i s p l ay cases fi l l ed 
with de l i cate g lass ,  crysta l  b a u b l es ,  and nove l ty a rt o bjects .  
A set of doub l e  doors i s  cente red in t he  south wa l l ,  wh i l e  a 
doub l e  door  to t he  no rth sta nds  between the  cou nters .  

The front doors are locked in the evening, as are the 

doors to areas Bz and B3. A successful DC 25 Disable 

Device check opens them. 

Treasure: Scavenging PCs can acquire a handful of 

small glass and crystal art objects here worth a total 

of 100 gp. These goods mostly aid in the suspension of 

disbelief concerning the legitimacy of the shop and have 

no use other than decoration. 

Rewards: If the PCs scavenge the display cases, give 

each PC 17 gp. 
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B2. Storage Room 
This is a storage room. It contains nothing of value aside 

from simple tools and cleaning equipment. The door to 

the east is unlocked. 

B3. Workshop (CR 6 or CR 9) 

Th i s  u n l i t workshop  featu res two workbenches  covered with 
too l s  and eq u i pmen t  re leva nt to t he  a rt of g l a s sb l ow ing. 
Aga i n st t he  southern  wa l l  is a l a rge ba rre l  of water. A l ong  the  
no rth  wa l l  a re th ree sepa rate ki l n s  w i t h  c h imneys l e ad i ng  to  
the  roof. To the  ea s t  i s  a c l o sed  door. 

The eastern door is locked tight. A successful DC 25 
Disable Device opens it, but the Crowsworn at the Golden 

Serpent all carried a key to this lock. 

Inside of the east kiln is a secret trap door to the guild 

lair below. A successful DC 20 Perception check allows a PC 

to notice the secret door where the dust pile is significantly 

smaller than the other kilns, and most of it is swept away 

from the center instead of piled in the middle. A rope 

ladder is attached just under the trap door, permitting 

descent to hallway 30 feet below at area C1. All of the kilns 

are currently cool, and up to four Medium creatures can 

step inside any of them without needing to squeeze. 

Trap: Aside from being concealed, the secret door is 

also trapped, triggering when touched. If the PCs locate 

the trap's bypass mechanism, a key to the door to B2 door 

also disables it. 

Subtier 5-6 (CR 6) 

FALLIN G BLOCKTRAP CR6 

Type mechan i c a l ;  Perception DC 25; Disable Device DC 20 
EFFECTS 
Trigger touch ;  Reset manua l ;  Bypass h idden lock (DC 25 

Percept ion ,  DC 30 D i s ab l e  Device) 
Effect Atk +15 me lee (6d6); m u lt i p l e  ta rgets (a l l  ta rgets i n  a 

10-fl. squa re) 

Subtier 8-6 (CR 9) 

FALLIN G CEILIN G TRAP CR 9 
Type mechan i c a l ;  Perception DC 30; Disable Device DC 25 
EFFECTS 
Trigger touch ;  Reset manua l ;  Bypass h idden lock (DC 25 

Percept ion ,  DC 30 D i s ab l e  Device) 
Effect Atk +20 me lee (6d6); m u l t i p l e  ta rgets (a l l  ta rgets i n  a 

io-fl. squa re) 

C. Crowsworn Hideout 
The Ivy District is well defended by Absalom's high 

walls against which the district abuts. Absalom's strict 

12 

laws and regulations focus on the flow of traffic in and 

out of the city as a result of countless sieges over the 

centuries. This is a real deterrent to criminal activity, 

particularly in a gated community of wealthy citizens. 

Two thousand years ago, a dwarf by the name of Drun 

Deepkeg established a roadside inn to accommodate 

those who were locked out of the city for the night, 

and over time the entire town of Westerhold sprang 

up around him and his family. In the generations that 

followed, the members of the Westerhold community 

dug a secret tunnel underneath Absalom's walls and 

into the Ivy District. The original intent may not have 

been criminal, but any covert means to enter and exit 

the city undetected lends itself to being exploited for 

profit. Certainly, access and control of these tunnels has 

changed hands many times over the past 2,000 years. 

The existing passages lead to an underground complex 

beneath a glass blower's shop directly adjacent to the Ivy 

District's northwestern wall. The chambers are suited 

to the rise and fall of various thieves' guilds over the 

generations. The hideout was also connected to the 

sewer system centuries ago, enabling one shrewd guild 

to move contraband inside barrels. They floated stolen 

goods in sealed barrels, and it was here the containers 

were fished out of the filth and then carried outside the 

city underneath the walls. 

A successful DC 20 Knowledge (dungeoneering or 

engineering) check confirms the construction is ancient 

and dwarven, and remains in good condition. A successful 

DC 25 Knowledge (geography or history) check correlates 

the location with Westerhold, and the ancient town's 

early history. Down below, the wood doors, furniture, 

and finishing have been replaced in the last 20 years, and 

the ceilings are typically 12 feet high. 

Cl. Entry Hall 

Th i s  ten -foot-wide corr idor  beg ins  u n derneath a t r ap  door  
a nd  rope l adde r, a nd  r uns  south .  Doors are set i n  t he  east and 
west wa l l s ,  and  a pa i r  of doub l e  doors  l i e s  at the southern  end .  
At  e i the r  end ,  t he  h a l lway i s  l i t  by  a fl i cker i ng  to rch  se t  i n  t he  
wa l l .  The  a rea a ppears  swept a nd  we l l  t rafficked .  

Treasure: Few of the Crowsworn have darkvision, so 

this hallway is kept lit with a pair of everburning torches. 

All of the doors leading out of this area and unlocked. 

Rewards: If the PCs take the everburning torches, give 

each PC 37 gp. 

C2. Practice Room 

Th i s  room is l i ned with e ight  com bat p ract ice d um mies  a l o ng  
the  no rth a nd  s ou t h  wa l l s .  F ive t a b l e s  occupy the  center of 
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t he  room and  the  west a nd  east wa l l s .  The  t ab l e s  a re covered 
mech an i c a l  devices and o bjects .  

The tables are covered with practice locks, two sand­

filled hourglasses, a handful ofbroken skeleton keys and 

thieves tools, and an assortment of trap components and 

pieces. It is here that the Crowsworn practice their craft. 

The padded linen combat dummies show numerous stab 

wounds and tears from multiple points and angles. 

The western wall contains a secret door, which can 

be located with a DC 25 Perception check. It opens into 

a dark, earthy (but stable) passage that goes due north. 

Eventually it passes underneath Absalom's walls and 

leads to a staircase that ascends to a cellar door built into 

the side of an abandoned house in Westerhold. 

Development: If the PCs trace the tunnel all the way 

to Westerhold without dealing with Maelpheta first, it 

is sufficient cause for her to check on the thugs she sent 

to the Golden Serpent by looking through Skoras's eyes. 

No matter whether the PCs have the raktavarna in their 

possession or it's with Amistis, what she sees alerts her 

that something has gone wrong and puts the remaining 

enemies in the hideout on alert. 

Mission Note: Sczarni faction PCs should be 

particularly interested in the discovery of the secret door 

and tunnel. Reporting their existence to Guaril Karela 

completes the first half of their mission. See area C11 for 

the second half of their faction mission. 

C3. Costume Closet 

Racks of costumes and c loth ing l i ne  the north and south wa l l s  of 
th is t ight chamber, wh i le  a s ing le d resser is pushed to the east wa l l .  

Operating in and out of the Ivy District for any length of 

time requires a certain appearance without also expecting 

to draw attention as an outsider. The Crowsworn have 

amassed a collection of outfits to enable them to walk 

among the upper- and middle-class without standing out. 

They usually change to more casual dress when taking the 

tunnel to Westerhold and this also helps them elude city 

and community watchmen who might be on the lookout for 

a specific gang member. There is no lighting in this room. 

Treasure: This room contains at least 300 gp worth of 

fancy clothes, hats, wigs, and other attire in good repair 

that can be collected and sold. 

Rewards: If the PCs confiscate the wardrobe, give each 

PC 50 gp. 

C4. Trapped Hallway (CR 6 or CR 9) 
This corridor features a set of double doors on each end 

and one set into the eastern wall approximately halfway 

down the hallway. 
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The doors at each end of the corridor are unlocked, as 

is the first set of double doors to area C5, though the latter 

are magically trapped (see below). The second set of doors 

to area C5 is locked but can be opened with a successful DC 

20 Disable Device check (hardness 5, hp 20,  Break DC 25). 

Trap: These are magical traps set with an alarm spell 

and a secret spoken password ("ravenheart"). Remember 

that the trapfinding class feature is required to use 

Disable Device and Perception skills on magical traps. 

Subtier 5-6 {CR 6) 

F LA M E  ST RI KE TRA P CR 6 

Type magic ;  Perception DC 30; Disable Device DC 30 
EFFECTS 
Trigger proxim ity (a/arm); Reset none 
Effect spe l l  effect (fl ame str i ke, 8d6 fi re damage, DC 17  Reflex 

save for ha l f  damage); m u l t i p l e  ta rgets (a l l  ta rgets in a 
10-fl:. - r ad ius  bu rst) 

Subtier 8-9 (CR 9) 

S H O C K  I N G  FLOOR TRA P CR 9 
Type magic ;  Perception DC 26; Disable Device DC 26 
EFFECTS 
Trigger proxim ity (a/arm); Du ration ld6 rounds ;  Reset none  
Effect spe l l  effect (shocking grasp, Atk  + 9  me lee touch [4d6 

e l ectr ic ity damage]) ; m u lt i p l e  ta rgets (a l l  ta rgets i n  a 15-fl:.­
by-10 -fl:.-a rea from i nter ior door to west wa l l )  

Development: If  the PCs trigger this trap, the sound 

of the resulting explosion or electrical discharge alerts 

the Crowsworn in area C5 to the PCs' presence and they 

prepare to defend themselves accordingly. 

CS. Prisoner Cells (CR 7 or CR 10) 

Th i s  l a rge l i t room featu res a sma l l  t a b l e  a nd  fou r  c h a i rs i n  t he  
center. S ix  ba rred j a i l  c e l l s ,  each of wh i ch  conta i n s  a co t  a nd  
bucket, s u r ro u nd  the  ent i re room .  

Many of  the guilds that have controlled this hideout 

over the centuries have had need to keep prisoners. The 

Crowsworn seldom have more than a couple prisoners 

at a time. The gang has not realized that the Mistress 

and the Twins are actually eating them when most of the 

mortal guild is out of the hideout. The cells currently 

contain two prisoners: elven dilettante Syrdathiel (CN 

male elf expert 2/bard l) and Josiah (NG male human 

cleric of Shelyn 2) are the only prisoners at the moment. 

Syrdathiel was just brought here a short while ago. 

Josiah is a cleric of the local temple of Shelyn. Josiah 

became suspicious of evil supernatural activity in the 

. . 
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community some time ago. When he investigated the 

Glass Menagerie one night, the rogues picked him up and 

imprisoned him. Since then, Maelpheta has taken great 

delight in his torture. Both prisoners are unconscious 

and currently have o hit points. 

Creatures: Syrdathiel's interrogation and torture has 

been left to Panivenn, the gang's resident sorcerer, who 

has only just begun toying with the recent arrival. Two 

Crowsworn thugs assist him in managing the prisoners 

(neither thug has a necklace of .fireballs as one did in Act 

1). Each of the three Crowsworn in the room also has a 

skeleton key that opens the cells within. 

Once Panivenn becomes aware of intruders, he stabs 

Syrdathiel, hoping to get rid of a potential witness against 

him and his torturous ways. This reduces the elf to -4 hit 

points and he begins dying. With a Constitution score of 

12, he has 8 rounds before he will die if not stabilized. For 

simplicity, the elf makes stabilization checks every round 

at the start of Panivenn's turn. 

Subtier 5-6 (CR 7) 

PAN IVEN N CR S 
Ma l e  h uman  sorcerer 6 
N E  Med i um h umano id  ( h uman) 
ln it +3; S en ses Percept ion -1 
DEFENSE 
AC 18, touch 14, fl at-footed 14 (+4 a rmor, +3 Dex, +i dodge) 
h p  35 (6d6+12) 
F o rt +3 , Ref +s, W ill +4 
Defen sive A b ilities +2 vs. po ison ;  Resist fi re 5 
OFFENSE 
S peed 30 fl:. 
M elee +i swordbreaker dagger +4 (1d4+i/19-20) 
Blo odlin e S pell- L ik e  A b ilities (CL 6th ;  concentrat ion +9) 

6/day-corru pti ng touch (3 rounds) 
S o rcerer S pells Kn own (CL 6th ;  concentrat ion +9) 

3 rd (4/day)-vampiric touch 

2nd (6/day)-glitterdust (DC 15) , flaming sphere (DC 15) 
scorching ray 

1st (7/day)-alarm, grease, mage armor, protection from good, 

shocking grasp 

o (at wi l l)-acid splash, bleed (DC 13), detect magic, flare (DC 13), 
fight, mending, open/close 

Blo odlin e i nfe rna l  
TACTICS 
Befo re C om b at Pan iven n  starts each day by cast i ng  mage 

armor. l f h e  is a l e rted to the  PCs' app roach ,  he casts 
protection from good and read ies scorching ray to ta rget the 
fi rst creatu re that passes t h rough the doors. 

Du rin g  C om b at Pa n iven n  uses flaming sphere and scorching 

ray to fight  the  PCs from range, reserv ing me lee com bat to 
d i sa rm opponents with h i s  swo rd breaker  dagger. 

• -· - -- .. * ., 
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M o rale Pan iven n  fights to the death .  
STATISTICS 
S tr 10, Dex 16, C on 12, In t 13 , W is 8, Ch a 16 
Base A tk +3 ; CMB +3 (+8 d i sa rm,  +12 d i sa rm vs. b l aded 

weapons); CM D 17 (19 vs. d i sa rm) 
F eats Combat Cast i ng,  Com bat Expert ise, Dodge, Eschew 

Mater i a l s ,  Exot ic Weapon Profic iency (swordbreaker 
dagger), Im p roved Disarm 

Sk ills Acrobat ics +9, Knowledge (a rca na) +10, Spe l l crafl: +10, 
Use Magic Device +12 

L an gu ages Common ,  I nfe rna l  
S Q  b lood l i ne  a rcana (+2 DC for cha rm spe l l s), inferna l  resistances 
C om b at G ear potions of cure moderate wounds (2), scrolls of 

align weapon (2) ; O th er G ear +i swordbreaker daggef"PG, 

ske leton key 
APG See the  Advanced Player's Guide. 

C R OWSW O R N  TH U G S  (2 CR 3 
h p  37 each (use the  stats on page 9) 

Subtier 8-9 (CR 10) 

PAN IVEN N CR 9 
Ma l e  h uman  sorcerer 10 
N E  Med i um h umano id  ( h uman) 
I n it +3; S en ses Percept ion +9 
DEFENSE 
AC 18, touch 14, fl at-footed 14 (+4 a rmor, +3 Dex, +i dodge) 
h p  67 (10d6+30) 
F o rt +s, Ref +1, W ill +7 
Defen sive A b ilities +4 vs. po ison ;  Resist fi re 10 
OFFENSE 
S peed 30 fl:. 
M elee +i swordbreaker dagger +6 (1d4+i) 
Blo odlin e S pell- L ik e  A b ilities (CL 10th ;  concentrat ion +i3) 

6/day-corru pti ng touch (5 rounds) 
1/day-he l l fi re (10d6 fi re, DC 18) 

S o rcerer S pells Kn own (CL 10th ;  concentrat ion +i3) 
5th (3/day)-cone of cold (DC 19) 
4th (5/day)-charm monster (DC 19), enervation, shout (DC 18) 
3 rd (7/day)-.fireball (DC 17), haste, suggestion (DC 16), 

vampiric touch 

2nd (7/day)-blur, glitterdust (DC 15), jlaming sphere (DC 16), 
scorching ray, touch of idiocy 

1st (7/day)-alarm, grease, mage armor, protection from good, 

shield, shocking grasp 

o (at wi l l )-acid splash, bleed (DC 13), detect magic, flare (DC 
14), light, mage hand, open/close, mending, touch of fatigue 

(DC 13) 
Blo odlin e i nfe rna l  

TACTICS 
Befo re C om b at Pan iven n  starts each day by cast i ng  mage 

armor. If he is a l e rted to the  PCs' app roach ,  he casts shield, 
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protection from good, and  haste, in that  o rder, then read ies 
scorching ray to ta rget the  fi rst creatu re that  passes t h rough 
the  doors .  

Du rin g  C om b at On Pan iven n's fi rst round  of combat, h e  uses 
h is h e l l fi re spe l l - l i ke a b i l i ty, ta rgeti ng  as many PCs as he  can 
get i n  its a rea of effect. H e  cont i n ues u s i ng  ranged spe l l s  to 
damage foes, rese rvi ng me lee com bat to d i sa rm opponents 
with h is swo rdbreaker dagger. 

M o rale Pan iven n  fights to the death .  
STATISTICS 
Str 10, Dex 16, C on 12, Int 14, W is 8, Ch a 16 
Base A tk +s; CMB +s (+10 d i sa rm,  +i4 d i sa rm vs. b l aded 

weapons); CM D 19 (21 vs. d i sa rm) 
F eats Combat Casti ng, Combat Expertise, Dodge, Eschew 

Materi a l s ,  Exotic Weapon Proficiency (swordbreaker dagger), 
I mproved Disarm, Spe l l  Focus (evocat ion), Tough ness 

Sk ills Acrobat ics +13 , l<nowledge (a rcan a) +15 , Percept ion +9, 
Spe l l craft +i5 , Use Magic Device +i6 

L an gu ages Common ,  I nfe rna l ,  Ska ld  
S Q  b lood l i ne  a rcana (+2 DC for charm spe l l s), inferna l  resistances 
C om b at G ear potions of cure serious wounds (2), scrolls of align 

weapon (2) ; O th er G ear +i swordbreaker daggef"PG, cloak of 

resistance +1, s ke l eton key 
APG See the  Advanced Player's Guide. 

CR OWSW O R N  TH U G S  (2 CR S 
h p  48 each (use the  stats on page 9) 

Development: Josiah can tell the PCs of the torment 

he's experienced at the hands of the Mistress, whom he 

describes as a sultry woman of incredible evil who he's 

certain isn't actually human as she appears. While the 

scrolls and potions in Panivenn's possession originally 

belonged to Josiah, he offers them to the PCs in thanks 

for rescuing him. He doesn't know where his holy symbol 

and the rest of his gear were taken, but he guesses they 

were long ago fenced into Absalom's black markets. 

Syrdathiel explains how he was captured by a band 

of Crowsworn in the Golden Serpent pretending to be 

Pathfinders, and how they took his documents from him 

when they abducted him. He's not sure what the gang's 

plan for him was, but he is grateful for the PCs' help and 

promises to make their sacrifice to save him worth their 

while, though without his documents he's not sure how 

he can actually do that. 

If freed from their cells, the two prisoners flee the 

hideout up the rope ladder. They agree to seek help and 

avoid trouble until they can rendezvous with the PCs 

after the adventure's conclusion. 

Mission Notes: Andoran faction PCs should be 

interested in saving Syrdathiel's life. Once Syrdathiel is 

rescued from a near death confrontation, it is possible to 

free him from his imprisonment. In fact, it is essential to 
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save him from the Crowsworn to complete the mission. 

Saving Syrdathiel's life and freeing him from captivity 

earns Andoran faction PCs 1 Prestige Point. 

Rewards: If the PCs defeat the Crowsworn here, reward 

each subtier thusly: 

Subtier 5- 6 :  

Give each PC 446 gp. 

Subtier 8-9: 
Give each PC 846 gp. 

C6. The Octagon 

The  floo r  of t h i s  l a rge octago n a l  s h a ped room is sepa rated 
i n to th ree desce nd i n g  t iers .  The m i d d l e  floor i s  ten feet 
b e l ow the top, a n d  t h e  bottom i s  fifteen feet l ower yet. Sets 
of d o u b l e  doors face no rth  and east  o n  t he  top t i e r, wh i l e  
s im i l a r  doors  face west a n d  sou th  o n  t h e  m i d d l e  t i e r. Sta i r s  
o n  t h e  west e nd  of t he  room co n n ect t he  top a n d  m idd l e  
t i e r s ,  a s  does  a mou nted l a dde r  to t he  southwest .  N ot h i n g  
co n n ects t o  bottom floo r, b u t  a so l i t a ry l a d d e r  l i e s  o n  t h e  
floo r  o f  t he  m i dd l e  t i e r. A h i n ged ten -foot- by-te n -foot i r o n  
grate s i t s  at t h e  very bottom ,  from  wh i c h  comes t he  s o u nd  
of r u n n i n g  water. A comforta b l e  c h a i r  i s  perched i n  t he  
sou th east co rne r  of t he  u ppe r  t i e r, affo rd i n g  a b i rd's- eye 
v iew of t he  who l e  c h am ber. 

In ages past, this room was used for a variety of 

purposes, from the collection barrels full of smuggled 

goods, to the disposal of unwanted bodies to the sewer 

creatures that slip through the gates, to a makeshift 

gladiatorial arena. Currently, Maelpheta uses it for a 

little bit of all three. 

The area is unlit and the walls are sheer and smooth. 

The bottom grate can be lifted along the north edge with 

a successful DC 15 Strength check, and leaned back and 

propped open indefinitely along the south wall with a 

successful DC 20 Strength check. Underneath is another 

5-foot drop to a sewer well and a tunnel leading to the 

northwest. The tunnel is not completely submerged and 

is navigable with a successful DC 5 Swim check. The 

water is unpleasant but not as foul as other city districts 

(requiring no save against disease). 

C7. The Twins (CR 7 or CR 10) 

Th i s  octagon a l  room is l avi s h l y  deco rated with fi n e  ca rpets, 
wa l l  h a ng i ngs ,  and two comforta b l e  beds .  Each bed i s  p a i red 
with i ts own tab le and chest , wh i l e  a s i ng l e  bas in and m i rror 
s i ts on  a nothe r  tab le aga i n st t he  center of the  east wa l l .  

The door to this room is unlocked, but the chamber itself 

is almost always occupied. The rakshasas who dwell here 

have no need for a light source, so it remains darkened. 
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' - - - -- I - -- - l 



. ' J ---� . ---

�. , • Co 

-. • 

THE GOLDEN SERPENT 

Creatures: The two shapeshifters who call this 

chamber their own are subordinates to 

Maelpheta, and belong to a lesser caste 

ofrakshasa. Maelpheta refers to them 

as the Twins, though whether they 

are actually twins-or even siblings­

only they know, and they're not 

sharing. They are schemers who hope to 

advance their own wickedness in order to 

be promoted in their next reincarnation. 

This ambition gives them a willingness to 

surrender quickly in combat (particularly if one 

of them is already dead and not a witness to the other's 

infidelity to their Mistress, or if both are reduced to 

half their total respective hit points). In exchange for 

their lives, they can only offer a truthful vow to leave 

Absalom forever, their treasure, and to provide basic 

information about Maelpheta or unresolved faction 

mission objectives. The twins may want to confirm the 

Pathfinders' good faith with their detect thoughts ability 

(with or without consent). 

The twins initially appear as diabolical halflings with 

large, eerie, toothsome, and unwholesome grins. They 

dance and caper when they move about the battle area, 

chuckling and hooting at nothing amusing. They drop 

these disguises when their special abilities require their 

true hideous forms. 

Subtier 5-6 {CR 7) 

NARI  U S  AN D N ov s  (2) CR 5 
Ma l e  and  fema l e  dandasuka rakshasas (Pathfinder RPG 

Bestiary 3 225) 
LE Sma l l  outs ider (n ative, rakshasa ,  s h apech anger) 
I n it +4; S en ses da rkvi s ion 60 fl:. ;  Percept ion +9 
DEFENSE 
AC 19, touch 16, flat-footed 14 (+4 Dex, +1 dodge, +3 natura l , +i size) 
h p  51 each (6d10+i8) 
F o rt +s, Ref +9, W ill +6 
DR 5/good or p i erci ng ;  SR 20 
OFFENSE 
S peed 30 fl:. ,  c l imb  20 fl:. 
M elee bite +8 (1d6+i p lus b l eed), 2 c l aws +8 (1d4+i) 
S pecial A ttack s b l eed ld4, detect thoughts (DC 15), sneak  

attack +id6 
S pell- L ik e  A b ilities (CL 5th ;  concentrat ion +7) 

l/day-clairaudience/clairvoyance 

S pells Kn own (CL 2nd ;  concentrat ion +4) 
1st (5/day)-charm person (DC 13), ventriloquism (DC 13) 
o (at wi l l )-bleed (DC 12), daze (DC 12), detect magic, ghost 

sound (DC 12), mage hand 

TACTICS 
Befo re C om b at The Twi n s  h ave no prepa rato ry mag ic  to cast, 
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but with wa rn i ng  use detect thoughts a nd  clairaudience/ 

clairvoyance to eva l u ate the PCs. 
Du rin g  C om b at The Twi n s  favo r me l e e  ove r s p e l l ca s t i ng ,  

a n d  t hey l ook  fo r  o p portu n i t i e s  to g a i n  s n e a k  attacks 
whenever poss i b l e .  

M o rale As  l o ng  as both dandasukas a re a l ive and have more than 
ha lf  the i r  respective h i t  poi nts, they fight merci less ly. If  e ither 
i s  k i l l ed ,  the other su rrenders when reduced to 10 h i t  points 
or fewer if he can negotiate terms for long-term escape. If 
both a re reduced to fewer than ha lf the i r  tota l  h i t  po ints ,  the 
Twins  su rrender together, and express a des ire to depart the 
la i r  and Absa lom i n  genera l out of fea r  of the M istress. 

STATISTICS 
S tr 13 , Dex 18, C on 16, In t 13 , W is 12, Ch a 15 
Base A tk +6; CMB +6; CM D 21 
F eats Dodge, Mob i l i ty, Sp r i ng  Attack 
Sk ills Acrobat ics +io, B l uff +i5 , C l imb  +io, D isgu i se +i9, 

Perception  +9, Sense Motive +io, S l e ight of Hand  +io, 
Stea l th  +i7 ; Racial M od ifi ers +4 B l uff, +8 D isgu i se 
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L an gu ages Common ,  I nferna l ,  U ndercommon 
S Q  change shape  (a ny h umano id ;  after self) 

SPECIAL ABILITIES 
S pells Dandasukas casts arcane spe l l s  as 2nd- l eve l sorcerers. 

Subtier 8-9 (CR 10) 

NARI U S  AN D N ovs 2) CR 8 
Ma l e  and  fema l e  dandasuka rakshasa rogue 3 (Path.finder RPG 

Bestiary 3 225) 
LE Sma l l  outs ider (ra kshasa ,  native, s h apech anger) 
ln it +6; S en ses da rkvi s ion 60 ft . ;  Perception  +i3 
DEFENSE 
AC 2i, touch i8, fl at-footed i4 (+6 Dex, +i dodge, +3 natura l ,  

+ i  s ize) 
h p  9i each (9 H D ; 6d10+3d8+45) 
F o rt +7, Ref +i4, W ill +7 
Defen sive A b ilities evas ion ,  t rap sense +i; DR 5/good o r  

p ie rc i ng ;  S R  20  
OFFENSE 
S peed 30 ft. ,  c l imb  20 ft. 
M elee bite +i5 (id6+2 p lus b l eed), 2 c l aws +i5 (id4+2) 
S pecial A ttack s b l eed (id4), detect thoughts (DC i7), sneak  

attack +3d6 
S pell- L ik e  A b ilities (CL 5th ;  concentrat ion +9) 

i/day-cfairaudience/cfairvoyance 

S pells Kn own (caster l evel 2nd ;  concentrat ion +6) 
ist (s)-charm person (DC is) , ventriloquism (DC is) 
o (at wi l l )-bleed (DC 14), daze (DC i4), detect magic, ghost 

sound (DC i4), mage hand 

TACTICS 
Befo re C om b at The Twi n s  h ave no prepa rato ry mag ic  to cast, 

but  with wa rn i ng  use detect thoughts and clairaudience/ 

clairvoyance to eva l u ate the PCs. 
Du rin g  C om b at The Twi n s  favo r me l e e  ove r s p e l l ca s t i ng ,  

a n d  t hey l ook  fo r  o p portu n i t i e s  to g a i n  s n e a k  attacks 
whenever poss i b l e .  

M o rale As  l o ng  as both dandasukas a re a l ive a n d  have more than 
ha lf the i r  respective h it po ints ,  they fight merci less ly. If  either 
is ki l l ed, the other su rrenders when reduced to io h it poi nts or 
fewer if he can negotiate terms for long-term escape. If both 
a re reduced to fewer than half their tota l h it poi nts, the Twins 
su rrender together, and express a desire to depart the l a i r  and 
Absa lom i n  general out of fea r  of the Mistress. 

STATISTICS 
S tr is , Dex 22, C on i8,  I n t  11, W is i2,  Ch a i9 
Base A tk +8; CMB +9; CM D 26 
F eats Dodge, Lunge, Mob i l i ty, Spr i ng Attack, Tough ness ,  

Weapon F i nesse 
Sk ills Acrobat ics +i8, B l uff +20, C l imb  +i9 , D isgu i se +24 ,  

Perception  +i3 , Sense Motive +io, S l e ight of Hand  +i5 , 
Stea l th +22 ;  Racial M od ifi ers +4 B l uff, +8 D isgu i se 

L an gu ages Common ,  I nferna l ,  U ndercommon 
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S Q  change shape  (a ny h umano id ;  after self), rogue ta l ents 
(com bat tr ick), t rapfind i ng  +i 

SPECIAL ABILITIES 
S pells Dandasuka casts a rcane spe l l s  as 2nd- l evel sorcerers. 

Mission Notes: No mission can be satisfied through 

this encounter alone, but the Twins can give some valuable 

information if the PCs release them. They can offer that 

the deed to the Glass Menagerie is in area C11. They also 

know that Syrdathiel's collection is in the possession of 

the Mistress, who has a list of other interested parties 

who want the collection. The Twins refuse to speak to the 

Shadow Lodge faction mission, citing another binding 

oath, but offer the hint that the answer lies with the 

"Mistress's family." 

Treasure: Each of the Twins has a personal chest of gold 

and magic items they've acquired but have no immediate 

personal use for. In Subtier 5-6, the chests contain a total 

of ioo gp, a scroll of displacement, and a scroll of keen ed9e. In 

Subtier 8-9,  the chests contact a total ofioo gp and a rinJJ 

of mind shieldinJJ. 

R.ewards: If the PCs defeat the Twins, reward each 

subtier thusly: 

Subtier 5- 6 :  

Give each PC 79 gp. 

Subtier 8-9: 
Give each PC 683 gp. 

C8. The Barracks and Kitchen 
The double doors to this area are unlocked and the rooms 

are unlit. 

Three rooms make up this area. The two western 

rooms are connected by an open doorway. The northern 

room is occupied by two long makeshift dining tables 

surrounded by chairs and stools. The southern room 

is a small kitchen and pantry. East of these two rooms 

through another open doorway is a barracks area with 

nine bunks. 

The Crowsworn don't typically take lodging or 

long-term residence in the Ivy District, living instead 

in Westerhold if they crave community beyond their 

fellow guildmates. When their criminal operations 

mandate they move quickly, this common area serves as 

temporary lodging. This has been less popular in recent 

weeks since one guild member mysteriously vanished 

(first to Maelpheta's bed and then into her stomach). 
Even with a careful search, there is nothing of interest 

in this area. 

C9. Sewerport (CR 6 or CR 9) 
This area can only be accessed by a partially submerged 

tunnel leading from area C6. There is no lighting in 

this area. 

.... . .. -- - - . 
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The  ce i l i n g  is ra i sed a bove a nd  a ro u nd  the  d r a i n age c h a nne l  
t o  create a sewe r access c h am ber. A grate exi sts at e i t h e r  end ,  
but  t he  ba rs  h ave been broken ,  ben t ,  a nd  pu shed as ide  to  
grant  u n restr icted access i nto a nd  ou t  of the  channe l .  On  the  
wa l kways on  e i the r  s ide  a re rotted wooden po les  a nd  deb r i s .  

A successful DC 12 Craft (carpentry or  ships) or 

Profession (woodworking) check or DC 20 Intelligence 

check reveals the debris as ancient mined barrels and low 

flat-bottom canoes. Predecessors of the Crowsworn once 

smuggled goods from other portions of Absalom through 

the sewer channels in sealed barrels and smuggled them 

through the tunnels to Westerhold. The Crowsworn have 

not yet expanded their operations to use this resource. 

Infrequent visits from creatures, particularly oozes, 

who move underneath the city complicate that possibility. 

In recent decades the Perfumers Conglomerate-a 

collection of florists, druids, and alchemists who keep 

the Ivy District parks and trees blooming all year long­

have relied on more and more extravagant magic. Some 

of their efforts now menace this area as residual effects of 

their work drain into the sewers and amass in the mire 

below the district's streets. 

Creature: A mud elemental tasked with keeping the 

soil moist and aerated has strayed from its work area 

and is slogging through the sewers. Confused and angry, 

it lashes out at PCs encountered in this area and may 

pursue them into area C6 (squeezing through the tunnel 

if necessary). The elder mud elemental in Subtier 8-9 is 

tall enough to pull itself up the tiered floors in pursuit. 

Subtier 5-6 (CR 6) 

M u o E L E M E N TAL CR6 

Advanced l a rge mud  e lementa l  (Path.finder RPG Bestiary 2 120) 
N Large outs ider (earth ,  e l ementa l ,  extra p l a n a r, water) 
I n it +3; S en ses da rkv is ion 60 fl:. ,  tremorsense 30 fl: . ;  

Perception  +i3 
DEFENSE 
AC 21, touch i2, fl at-footed i8 (+3 Dex, +9 natura l ,  -i s ize) 
h p  84 (8d10+40) 
F o rt +11, Ref +9, W ill +4 
DR s/-; I m m un e ac id ,  e l ementa l  tra i ts 
OFFENSE 
S peed 20 fl:. ,  b u rrow 10 fl:. ,  swim 30 fl:. ;  earth g l i de  
M elee 2 s l ams  +14 (id8+7 p l u s  entrap) 
S pace 10 fl: . ;  Reach 10 fl:. 
S pecial A ttack s entrap (DC i9, 10 m i n utes, h a rd ness 5, h p  10) 
STATISTICS 
S tr 24,  Dex 16, C on 2i, In t 8, W is is , Ch a is 

Base A tk +8; CMB +i6; CMD 29 
F eats Cl eave, G reat C l eave, G reater B u l l  Rush ,  I mproved B u l l  

Rush" ,  Power Attack 
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The encou nter i n  a rea C9 is optiona l  and shou ld  on ly be run 
if there i s  sufficient t ime i n  which to comp lete the scena rio. 
If  the fi rst encou nter ra n long or  the p l ayers h ave less 
than a n  hou r  and a half to fi n ish the scena rio, remove the 
creatu res from this encou nter a rea. There a re no rewa rds or 
fact ion miss ions associ ated with this encou nter. 

Sk ills C l i m b  +i4, E scape  Art i s t  +8 ,  Know ledge (natu re) 
+s ,  Know ledge ( p l a n es) +8 ,  Perce pt i o n  +13 , Ste a l t h  +io, 
Swi m +is 

L an gu ages Terran 
SPECIAL ABILITIES 
E arth Glid e (Ex) A b u rrowi ng  mud  e l ementa l  c an  pass 

t h rough  d i rt ,  grave l ,  o r  other  loose o r  porous so l id  matter 
as  eas i l y  a s  a fish swims  t h rough  water. I t  c a nnot use t h i s  
a b i l i ty to p a s s  t h rough  a so l i d  b a r r i e r  such  as  a stone  o r  
b r i ck  wa l l .  I t s  b u rrowi ng  l eaves beh i nd  no  t u nne l  o r  ho l e ,  
no r  does  i t  create any r i p p l e  o r  other  s ign  of i t s  presence .  
A move earth spe l l  cast on  a n  a rea conta i n i n g  a b u rrowi ng  
mud  e l ementa l  fl i ngs t he  e l ementa l  back  30 feet, stu n n i n g  
the  creatu re for  1 ro und  u n less i t  succeeds a t  a DC 15 
Fo rt i tude save. 

En trap (Ex) The mud from an  e lementa l 's entrap a b i l i ty can be 
washed away i n  id3 rounds  of im mers ion i n  water. 

Subtier 8-9 (CR 9) 

G REAT E R  M u o  E L E M E NTAL CR 9 

N H uge outs ider (earth ,  e l ementa l ,  extra p l a n a r, water) 
I n it +4; S en ses da rkvi s ion 60 fl:. ,  tremorsense 30 fl: . ;  

Perception  +i6 
DEFENSE 
AC 22,  touch i3 , fl at-footed i7 (+4 Dex, +i dodge, +9 natura l ,  

-2 s ize) 
h p  i23 (13d10+52) 
F o rt +i2,  Ref +14, W ill +4 
DR 10/- ; I m m un e ac id ,  e l ementa l  tra i ts 
OFFENSE 
S peed 20 fl:. ,  b u rrow 10 fl:. ,  swim 30 fl:. ;  earth g l i de  
M elee 2 s l ams  +20 (2d8+9 p l u s  entrap) 
S pace 15 fl: . ;  Reach is fl:. 
S pecial A ttack s entrap (DC 20, io m i n utes, h a rd ness 10, h p  is) 
STATISTICS 
S tr 28,  Dex i8, C on i9, In t 8, W is 11, Ch a 11 
Base A tk +i3 ; CMB +24 ;  CM D 39 
F eats Awesome B low, Cleave, Dodge, G reat Cleave, G reater Bu l l  

Rush, Imp roved Bu l l  Rush", Lightn ing Reflexes, Power Attack 
Sk ills C l imb  +25 ,  Escape Artist +20, l<nowledge (p l anes) +i5 , 

Perception  +i6, Stea l th  +12, Swim +i7 
SPECIAL ABILITIES 
See S ubt ier 5-6 .  
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Lotus  scent is a powerfu l s leep i ng  gas used by Vud ra n  
hea l ers t o  n u m b  pat ients before pa i nfu l  o r  a nxiety­
i nduc i ng  p roced u res. Each fai led save of exposu re i m pa rts 
the fatigued cond i t ion on the ta rget, wh ich i s  he ightened 
to exh austed on  a second fai led save, and fi n a l ly 
u n consciousness on a t h i rd fai led save. Whe� i n corporated 
i nto a trap, lotus scent i ncreases the tra p's ch a l l e nge rati ng  
by  3 .  One  dose of  lotus scent costs 1,200 gp. 

LOT U S  S C E N T  

Type po ison ,  i n h a l ed ;  S ave Fort itude DC 15 
F req u en cy l/round  for 6 rounds  
Effect become fati gued ;  a creatu re t h at becomes exh austed 

from th i s  po ison and fa i l s  a n  add it io n a l  save fa l l s  
u nconsc ious for  l d4  hou rs ;  Cu re l save 

ClO. Audience Chamber 

Th i s  spac ious room is ba re except for a po l i shed wooden desk 
at its no rth end .  A comforta b l e  padded cha i r  s its beh ind the  
desk ,  wh i l e  two l ess l uxur ious ch a i rs flank e i ther s ide of it .  A 
banne r  of a flyi ng  crow h angs on the wa l l  beh i nd  the desk .  
Two tab les abut  e i ther  wa l l .  Each tab le has  heavy gouges i n  i ts 
s u rface, as if b l ades have been em bedded i n  i t  temporar i ly. The 
doub le  doors to the  south a re pa rt i a l ly aj a r. 

This area is unlit. The both sets of double doors leading 

to C6 are unlocked. The doors to the immediate south are 

ajar. The doors to area C12 are locked (described below). 

Maelpheta holds court over the guild in this chamber, 

with the only other chairs reserved for the Twins who sit at 

her side. By the time the PCs reach this point, Maelpheta 

likely already knows they're coming. As she realizes the 

guild members who took the Golden Serpent hostage 

have not yet reported in, she looks through Skoras's eyes. 

She deliberately leaves the door to the south open in the 

hope they'll investigate there first, weakening them for 

the final confrontation. She waits in area C12, behind the 

locked doors in the room's western wall. 

Cll. Cenotaphs of the Fallen (CR 6 
or CR 9) 

This chamber has no light source, and its doors are 

locked; a successful DC 20 Disable Device check is 

required to open them. These are the only stone doors in 

the complex, and they have the words "Cenotaphs of the 

Fallen" engraved on the northern side. At 14 feet high, the 

ceiling in this specific room is slightly higher than those 

in the others. 
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E ight  l a rge vert i c a l  sta nd i ng  crypts form a sem ic i rc l e  a ro u nd  
the  room .  The  covers face the  exte r io r  wa l l  a nd  mos t  h ave a 
n ame  a nd  date engraved on the  s u rface.  The  floo r  is po l i s hed  
wh i t e  ma r b l e  i n  t he  center, a nd  b l a ck  ma r b l e  a l o ng  a n  exte r io r  
c i r c l e .  The a rea i s  c l e an  a nd  free of d ust .  

The original dwarven architects of this subterranean 

complex constructed this room to commemorate 

their work, but few, if any, wanted to be buried here in 

anonymity when they reached old age. As the complex fell 

under control of generations of different thieves' guilds, 

those guild masters have opted to make this their final 

resting place. The crypts are not locked, but are solid 

stone and difficult to pry open, requiring a successful 

DC 20 Strength check to open. Only five have names 

engraved. The northeastern two appear untouched or 

unused. Inside, the crypts are empty, but there are signs 

they once contained mementos, tokens, and small stores 

of treasures, which were ironically stolen by the rogues 

of other gangs that replaced the ones that came before; 

nevertheless, Maelpheta has secreted a few objects of 

value in the unmarked crypt to the east of the entrance. 

Trap: A pressure plate is set in the floor in the center 

of the room. Maelpheta forced her charmed predecessor 

to reset it before she devoured him and took his place. 

When the pressure plate is depressed, the room fills with 

a potent sleeping poison called lotus scent, and the inner 

door to area C10 slams shut and locks. This is a stone door 

(hardness 8,  hp 60, Break DC 28) secured with a simple lock 

(DC 20 Disable Device). Inhaled poisons have cumulative 

effects, but players can also hold their breath to avoid the 

compounding effects; refer to page 558 of the Patl'!finder 

RPG Core Rulebook for rules concerning inhaled poisons. 

Subtier 5-6 (CR 6) 

S L E E P I N G  GAS TRAP CR 6 

Type mechan i c a l ;  Perception DC 20; Disable Device DC 20 
EFFECTS 
Trigger touch ;  Reset repa i r  
Effect poison g a s  ( lotus scent); never miss ;  onset de l ay (1 

round); mu lt ip le  ta rgets (a l l  ta rgets i n  a 30-fl.- by-30-fl:. a rea); 
north door s l ams shut  and locks; ch ime ri ngs in a rea C12. 

Subtier 8-9 (CR 9) 

S L E E P I N G  GAS TRAP CR 9 
Type mechan i c a l ;  Perception DC 27; Disable Device DC 25 
EFFECTS 
Trigger touch ;  Reset repa i r  
Effect poison g a s  ( lotus scent); never miss ;  onset de l ay (1 

round); mu lt ip le  ta rgets (a l l  ta rgets i n  a 30-fl:.- by-30-fl:. a rea); 
north door s l ams shut  and locks; ch ime ri ngs in a rea C12. 

.... . .. -- - - . 
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Development: If the PCs set off the chime in area 

C12 before dealing with Maelpheta, she gathers her 

keys, prepares for combat, and heads to this area in the 

hope of finding some of the intruders incapacitated. See 

below for Maelpheta's statistics and tactics. If she reaches 

the Cenotaphs of the Fallen to find the entire party 

unconscious, she places each PC in a cell in area C5 and 

ransoms them back to the Pathfinder Society for 2,500 gp 

each, a price that each PC must pay from his or her own 

wealth. Alternatively, a PC may spend 6 Prestige Points 

for the same result. This outcome ends the scenario, and 

characters who do not pay the appropriate ransom in 

money or Prestige Points are removed from play. Aside 

from the denoted ransom amount, a captured PC loses 

none ofits equipment. 

Treasure: The cenotaph just east of the doorway 

contains the following items in both subtiers: 2 potions 

of cure moderate wounds, a vacuum-sealed scroll case, and 

200 gp. Inside the scroll case is the recent deed to the 

Glass Menagerie, the property above the hideout. 

Mission Notes: Sczarni faction players should be 

interested in the deed to the Glass Menagerie. While 

possession doesn't permit immediate transfer of the 

shop to the Sczarni faction, it does give Guaril Karela 

tremendous advantage in pursuing that agenda. Recovery 

of this and discovery of the secret passage in C2 completes 

their faction mission and earns Sczarni faction PCs i 
Prestige Point. 

Rewards: If the PCs recover the stashed items in the 

cenotaph, give each PC 83 gp. 

C12. Maelpheta's Bedroom 
(CR 8 or CR 11) 

Th i s  o p u l ent ly deco rated bedroom is dom i n ated by a h uge 
comforta b l e  bed a l o ng  the  center of the  west wa l l .  S i l k  p r ivacy 
cu rta i n s  emb ro ide red with exot i c  Vudran  des igns  fl a n k  
e i the r  s i d e  o f  t h e  headboa rd ,  w h i l e  a d resser a nd  wardrobe 
rest aga i n st t he  no rth  and south wa l l s .  To the  no rtheast  i s  
a perso n a l  t a b l e  with van ity m i rror a nd  b a s i n ,  a nd  to the  
sou theas t  i s  a sma l l  wr it i n g  t ab l e .  

Maelpheta has locked the door to  her chamber 

(hardness 5, hp 20, Break DC 28 ,  Disable Device DC 25). 
Possessing darkvision, she has no need for lighting, and 

the room shrouded in darkness. 

Creature: The marai rakshasa Maelpheta makes her 

final stand here, if she hasn't surprised the party in 

area Cu. Initially, she appears in the form of Sendeli 

Foxglove, whom she observed through Skoras's eyes while 

Amistis conducted the first half of his operation at the 

Golden Serpent. She looks down at her body with a look 

of admiration. "She's a little slender for my taste, but 
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she has a pretty face, don't you think?" the guild leader 

coos seductively. She follows this up with an ear splitting 

scream and assumes her true form. 

When not sheathed behind a mask of humanity, 

Maelpheta has a lithe humanoid form with a scaly 

red skin and a viciously fanged mouth from which a 

long forked tongue extends. In place of arms, she has 

a writhing mass of three colorful vipers protruding 

from her silken sleeves. She wears no armor but rather 

a clinging black-and-red silk robe and a flashy gold­

embroidered cape. 

The raktavarna Skoras, which is likely in one of the 

PCs' possession, takes this opportunity to reveal itself. 

The disguised spy reverts to its true form, a serpentine 

creature made of gold, blood, and smoke, with glowing 

ruby eyes and teeth that look like forged silver blades. 

It attacks the creature possessing it relentlessly, and 

if dropped or otherwise not in a target's square, the 

raktavarna fights as best it can in concert with its 

mistress, Maelpheta. IfMaelpheta is slain, the raktavarna 

reverts to item form in the hope it can find its way into 

another's hands and find a new master. 

Subtier 5-6 (CR 8) 

MAE L P H ETA CR 8 
Fema l e  mara i  rakshasa (Pathfinder RPG Bestiary 3 228) 
LE Med i um  outs ider (n ative, rakshasa ,  s h apech anger) 
I n it +s; S en ses da rkvis ion 60 ft . ;  Perception  +10 
DEFENSE 
AC 25 ,  touch i6, fl at-footed 19 (+4 a rmor, +s Dex, +I dodge, 

+s na tu r a l )  
h p  94 (9d10+45) 
F o rt +8, Ref +11, W ill +9 
DR 10/good and p ierci ng ;  SR 23 
OFFENSE 
S peed 40 ft. 
M elee 7 bites +i4 (1d4+2 p l u s  confus ion) 
Ran ged 6 energy bo l ts +i4 touch (1d8 p l u s  speci a l )  
S pecial A ttack s detect thoughts (DC i8), energy bo l ts 
S pells Kn own (CL 5th ;  concentrat ion +9) 

2nd (5/day)-invisibility, scorching ray 

ist (7/d ay)-charm person (DC i5) , jump, mage armor, 

magic missile 

o (at wi l l )-bleed (DC 14), detect magic, ghost sound (DC i4), 
mage hand, open/close, read magic 

TACTICS 
Befo re C om b at If aware that someth ing has gone wrong at the 

Go lden Serpent, Mae lpheta casts mage armor i n  ant ic ipat ion 
of confl ict . Th is spe l l  effect is a l ready inc l uded i n  her statistics. 

Du rin g  C om b at I f  the PCs do not force her i nto close com bat, 
Mae l p heta uses her energy bo l ts to ta rget as many PCs as  
poss i b l e ,  fo l l owi ng u p  w i th  scorching ray and  magic missile 
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wh i l e  he r  v iper  a rms rech a rge. I n  c lose com bat, s he  makes 
fu l l  attacks aga i n st a s i ng l e  opponent ,  count ing on her 
confus ion su pernatura l  a b i l i ty to d i stract her  opponent  on 
the  fo l lowi ng round  to give her  t ime to move away. 

M o rale Mae l pheta flees if brought down to is h i t  po ints o r  
fewer, u s i ng  her  cape of  the mountebank to get as fa r  from 
the PCs as poss i b l e .  

STATISTICS 
S tr 14, Dex 21, C on 20, In t 11, W is i3 , Ch a i 
Base A tk +9; CMB +11; CMD 27 
F eat s  Dodge ,  I ron  Wi l l ,  S i l e n t  S p e l l ,  

St i l l  S p e l l ,  Weapon  F i n esse 
Sk ills Acrobat ics +14 (+i8 when 

j ump i ng), B l uff +20,  C l imb +7, 
D isgu ise +i6, l<nowl edge (a rca n a) +8, 
Perception  +10, Sense Motive +i2 ,  
Spe l l c raft +8; Racial M od ifi ers +4 
B l uff, +8 D isgu i se 

L an gu ages Common ,  I nferna l ,  
U ndercommon 

S Q  change sh ape  (a ny humano id ;  alter se!f) 

G ear cape of the mountebank 

SPECIAL ABILITIES 

OFFENSE 
S peed 20 ft. ,  c l imb  20 ft. ,  swim 20 ft. 
M elee bite +8 (1d4-2 p l u s  po ison) 
S pecial A ttack s detect thoughts (DC i3) 
S pell- L ik e  A b ilities (CL 6th ;  concentrat ion +8) 

Consta nt-comprehend languages 

i/day-charm person (DC i3), suggestion (DC is) 
i/week-commune (CL 12th ,  6 q uestions) 

S tr 7, Dex i6, C on i5 , In t 12, W is i3 , Ch a 14 
Base Atk +3;  CMB +4; CM D i2 (ca n 't 

be  t r i p ped) 
F eats Alertness ,  Weapon F i nesse 
Sk ills B l uff +12, Cl imb +9, Disguise 

+i6, Escape Artist +6, Perception +9, 
Sense Motive +9, Stea lth +i7, Swim +6; 
Racial M od ifi ers +4 B l uff, +8 Disguise 

L an gu ages Common ,  I nfe rna l ,  
U ndercommon ;  comprehend 

l a nguages 
SQ change s h ape (Tiny object), 
master's eyes 

SPECIAL ABILITIES 
C onfu sion (Su) A creatu re b i tten by a 

ma ra i 's b ite (from e i ther its actua l  mouth 
or  the s n akes it has  for h ands) must 

Maelpheta 
Ch an ge Sh ape (Su) As a fu l l ­

ro u nd  act i o n ,  a ra ktava rna  c an  

succeed at a DC i9  W i l l  s ave or  become confused for i 
round .  The save DC is Const itut i on - based. 

En ergy Bolts (Ex) Once every id4 rounds  as a sta nda rd act ion 
that  p rovokes a n  attack of opportun ity, Mae l pheta's s ix 
sn ake arms can  each sp i t  a bo l t  of energy to a maximum  
range o f  60 feet. Each bo l t  dea l s  id8 po i nts o f  damage a n d  
h a s  a n  add i t i on a l  effect i f  t h e  ta rget fa i l s  t o  resist i t  with a 
DC i9 Fort i tude save, as s umma rized be low. The save DC i s  
Const itut i on - based.  

Amethyst Viper: Cold damage p lus  s ickened for id4 rounds. 
Crimson Viper: F i re damage p lus b u rn (1d4,  DC i9). 
Emerald Viper: Acid damage p l u s  n a useated for i round .  
Magenta Viper: E l ectr i c ity d amage p l u s  staggered for  

i ro u nd .  
Turquoise Viper: So n i c  damage p l u s  stu n ned for  i round .  
Violet Viper: Force damage p l u s  knocked prone .  

S pells A ma ra i  casts a rca ne spe l l s  as a 5th - l evel sorcerer. 

SKORAS CR 2 

Ra ktava rna rakshasa (Pathfinder RPG Bestiary 3 229) 
LE T iny outs ider (native, rakshasa ,  s h apech anger) 
ln it +3; S en ses da rkvis ion 60 ft. ,  detect magic; Perception  +9 
DEFENSE 
AC i7, touch i5 , fl at-footed i4 (+3 Dex, +2 natura l ,  +2 s ize) 
h p  22 (3d10+6) 
F o rt +3 , Ref +6, W ill +4 
DR 5/good or p i erci ng ;  SR i7 
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t a ke the  s h ape  of a h a ndhe l d  o bject , 
most often a n  o rnamenta l  l i ght ,  a one - h a nded wea pon ,  
o r  a p i ece  of treasu re. I f  t he  r aksh a s a  rema i n s  stat i o n a ry 
i n  such  a form ,  it c an  attem pt Stea l t h  checks even wh i l e  
be i ng  observed. I t  c an  rema i n  mot i on less i n  object form 
i ndefi n ite ly, but  reve rts to i t s  t rue  form as  soon as  i t  t akes 
any act i o n .  

M aster' s  E yes (Su) A ra ktava rna  c an  des ign ate a s i n g l e  
creature as  i t s  master as  a sta nda rd act i o n .  I f  t he  
ra ktava rna  i s  a s pe l l caste r's fam i l i a r, i ts master i s  
a utomat ica l ly tha t  s pe l l ca ster, a nd  the  ra ktava rna  c a nnot 
c h a nge th i s .  As a fu l l - ro u nd  act i o n ,  a r aktava rn a's 
master can observe the wor l d  as  if l ook i ng  t h rough  
the  r aktava rn a's eyes .  The  master m ust concentrate to  
ma i n t a i n  t h i s  l i n k  each rou nd .  The  maste r's v i s u a l  senses 
a re s u pp ressed fo r  th i s  t ime,  and h e  uses t he  r aktava rn a's 
da r kvi s i on ,  detect magic, a nd  regu l a r  eyes ight  to obse rve 
the  wo r ld .  Th i s  a b i l ity h a s  no l i m it on r ange,  a nd  fu nct ions  
even across  p l a n a r  bounda r ies .  I f  t he  ra ktava rna  i s  s l a i n  
wh i l e  i t s  master i s  u s i ng  t h i s  a b i l i ty, the  master i s  stu n ned 
for  id4 ro unds  (no save). 

Po ison (Su) Bite-i nj u ry; save Fort DC i3 ; frequency i/round  
for  6 rounds ;  effect id2  Wis p l u s  modify memory; cure i save. 
Each time a vict im takes Wisdom damage from this po ison ,  
a modify memory effect causes the vict im to forget the 
p revious  m i n ute's i nteract ions  wi th the  ra ktava rna ,  as long 
as the  ra ktava rna i s  no  l onger  v is i b l e  o r  i s  i n  object form.  
The save DC is Const itut i on - based. 

.... . .. -- - - . 
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THE GOLDEN SERPENT 

Subtier 8-9 (CR 11) 

MAE L P H ETA CR 11 
Female marai rakshasa sorcerer 3 (Pathfinder RPG Bestiary 3 228) 
LE Med i um  outs ider (ra kshasa ,  native, s h apech anger) 
ln it +6; S en ses da rkvi s ion 60 ft . ;  Perception  +n 
DEFENSE 
AC 26 ,  touch 17, fl at-footed 19 (+4 a rmor, +6 Dex, +i 

dodge, +5 na tu r a l )  
h p  146  (12 H D; 9d10+3d6+87) 
F ort +11, Ref +13 , W ill +i3 
DR 10/good and  p ie rci ng ;  SR 23 
OFFENSE 
S peed 40 ft. 
M elee 7 bites +i7 (1d4+i p l u s  confus ion) 
Ran ged 6 energy bo l ts +i6 touch (1d8 p l u s  spec ia l )  
S pecial A ttack s  detect thoughts (DC 20), energy bo l ts  (DC 21) 
Blo odlin e S pell- L ik e  A b ilities (CL 8th ;  concentrat ion +i4) 

9/day-touch of dest iny (+i 
S o rcerer S pells Kn own (CL 8th ;  concentrat ion +i4) 

4th (4/day)-crushing despair (DC 20) 
3 rd (6/day)-blink, dispel magic 

2nd (8/day)-acid arrow, invisibility, scorching ray 

lSt (8/day)-alarm, charm person (DC 17) ,jump, mage armor, 

magic missile, true strike 

o (at w i l l )-bleed (DC 16), daze (DC 16), detect magic, ghost 

sound (DC 16), mage hand, open/close, read magic, touch of 

fatigue (DC 16) 
Blo odlin e dest i ned 

TACTICS 
Befo re C om b at If aware that  someth i ng  has  gone wrong 

at the  Go lden  Serpent ,  Mae l pheta casts mage armor i n  
ant ic ipat ion o f  confl ict .  T h i s  s p e l l  effect i s  a l ready i n c l uded 
i n  her  stat ist ics . 

Du rin g  C om b at I f  the PCs do not force her  i nto c lose com bat, 
Mae l p heta uses her energy bo l ts to ta rget as many PCs as  
poss i b l e ,  fo l l owi ng u p  w i th  crushing despair, scorching ray, 

and  acid arrow wh i l e  he r  v iper a rms rech a rge. S he  uses blink 

to i ncrease her  su rviva b i l ity wh i l e  cont i n u i ng  her  energy 
bo l t  assa u l t  a nd  emp l oy ing dispel magic to e l im i n ate a ny 
pa rt i c u l a r ly powerfu l  spe l l  effects. I n  c lose com bat, s he  
makes fu l l  attacks aga i n st a s i ng l e  opponent ,  coun t i ng  on 
her  confus ion su pernatura l  a b i l i ty to d i stract her  opponent  
on the  fo l lowi ng round  to g ive her  t ime to move away. 

M o rale Mae l pheta flees if brought down to 25 h i t  po ints o r  
fewer, u s i ng  her  cape of  the mountebank to get as fa r  from 
the PCs as poss i b l e .  

STATISTICS 
S tr 12, Dex 23 ,  C on 24, In t 11 ,  W is 15, Ch a 22 
Base A tk +10; CMB +11 ;  CM D 28 
F eats Dodge, Eschew Materi a l s ,  I ron  Wi l l ,  S i l en t  Spe l l ,  Sti l l  

Spe l l ,  Weapon F i nesse, Weapon Focus (b i tes) 
Sk ills Acrobat ics +i5 (+i9 when j ump i ng), B l uff +25 , C l imb  

• -· - -- .. * ., 

Mae lpheta's energy bo l t  attack p rod uces a n u m ber  of 
different secondary effects that run the gamut of condit ions 

from s ickened to stu n ned. Beca use apply i ng  and  
____ ,. tracki ng  the effects of n u merous cond i t ions 
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s l ow down com bat (especi a l ly 
when she can i m pa rt s ix d ifferent 
cond i t ions in a s i ng l e  attack), you 
may cons ider  u s i ng  GameMastery 

Condition Cards as h andouts for 
you r  p l ayers to speed u p  the 

combat. Cond i t ion Cards a re 
ava i l a b l e  i n  game stores a nd  

hobby sto res everywhere, a nd  
on l i n e  a t  paiz o. com. 

+6, D i sgu i se  +i8, Knowledge (a rca n a) +11, 
Percept i on  +11, Sense  Motive +i6, Spe l l craft +8; 

Racial M od ifi ers +4 B l uff, +8 D i sgu i se  
L an gu ages Common ,  I nfe rna l ,  U ndercommon 
S Q  b lood l i n e  a rca n a  (ga i n  l uck bonus  to  saves when cast i ng  

person a l - ra nge spe l l s), change shape  (a ny h umano id ;  alter 

se!f), fated (+1) 
G ear cape of the mountebank, pearl of power (2nd level spell), 

ring of forcefangsAPG, key to a l l  locks i n  a rea C 

SPECIAL ABILITIES 
C onfu sion (Su) A creature b i tten by a ma ra i 's b i te (from 

either i ts act u a l  mouth o r  t he  s n a kes it h a s  fo r  h a nds) 
m ust s u cceed at a DC 21 W i l l  save or become confused for  
1 ro und .  The  save DC i s  Const i tut i o n - based .  

En ergy Bolts (Ex) Once every id4 rounds  as a sta nda rd act ion 
that  p rovokes a n  attack of opportun ity, Mae I pheta's s ix  
sn ake a rms can  each sp i t  a bo l t  of energy to a maximum  
range o f  60 feet. Each bo l t  dea l s  ld8 po i nts o f  damage a n d  
h a s  a n  add i t i on a l  effect i f  t h e  ta rget fa i l s  t o  resist i t  with a 
successfu l  DC 21 Fort itude save, as s umma rized be low. The 
save DC i s  Const itut i on - based. 

Amethyst Viper: Cold damage p lus  s ickened for id4 rounds. 
Crimson Viper: F i re damage p lus b u rn (1d4,  DC 19). 
Emerald Viper: Acid damage p l u s  n au seated for 1 round .  
Magenta Viper: Electricity damage p l u s  staggered for 1 round. 
Turquoise Viper: Sonic damage p lus stu n ned for  1 round .  
Violet Viper: Force damage p l u s  knocked prone .  

APG See the  Advanced Player's Guide. 

SKORAS CR 2 

h p  22 (use the  stats from Subt ier 5-6) 

Development: A thorough search of Maelpheta's 

dresser with a successful DC 25 Perception check 

locates a secret panel behind a drawer. Inside is a folio 

containing the collection of lore Syrdathiel planned to 

• f -
-- --, • -- - - I 



PATHFINDER SOCIETY SCENARIO 

sell to the Pathfinder Society, as well as a list and some 

unsent correspondence to other criminal groups and 

organizations, including the Aspis Consortium. In these 

letters, Maelpheta offers the sale ofSyrdathiel's collection 

in exchange for gold, political favors, and access to 

further lore. Maelpheta is interested in reselling the 

information after thoroughly studying it herself, or using 

it to manipulate and exploit other potential buyers as the 

Crowsworn attempted to do to the Pathfinder Society. 

Mission Notes: Grand Lodge faction PCs should be 

interested in recovering not only the folio of Syrdathiel's 

lore, but also the evidence ofMaelpheta's other potential 

buyers. Discovering and retrieving this information 

earns Grand Lodge faction PCs 1 Prestige Point. 

Osirion faction PCs need to remove Amenopheus's 

personal seal from one of the critical maps in Syrdathiel's 

collection. This need not be a secret to the other PCs (but 

should be a secret to Society leadership). The erase spell 

works perfectly in this task. Alternatively, a successful 

DC 15 Profession (scribe) check or DC 25 Knowledge 

(geography) check allows a PC to reproduce the map in 

such detail that the copy will suffice for the Society's 

needs, while the original can be destroyed. Eliminating 

the evidence of Amenopheus's hand in Syrdathiel's 

collection earns Osirion faction PCs 1 Prestige Point. 

Shadow Lodge faction PCs should be drawn to 

Maelpheta's diary, though it is not labeled as such. 

The diary is written in an obscure Vudrani dialect and 

requires a successful DC 25 Linguistics check or magical 

means to be deciphered (a PC who speaks Vudrani can 

make this check untrained and gains a +10 bonus on 

the check). Any translation uncovers that Maelpheta has 

connections in a noble family in Korvosa, though the 

diary does not reveal the family's name, only that they are 

powerful in the Old Korvosa district. Discovering this 

information satisfies the Shadow Lodge faction mission, 

earning Shadow Lodge faction PCs 1 Prestige Point. 

C ONCLUSI ON 
If the PCs return with Syrdathiel's collection oflore, Ambrus 

Valsin and Guaril Karela are pleased at their determination 

and initiative. They thank the team, as the collection makes 

many more missions possible. If the PCs succeeded at the 

Sczarni faction mission ,Guaril sets about the process of 

acquiring the Glass Menagerie when it is seized and put up 

for sale, promising to allow the Pathfinder Society access to 

its smuggling potential "at a significant discount." 

If the PCs return to the Golden Serpent and discuss 

subsequent events with Sendeli Foxglove, she is stunned 

to learn that such a powerful supernatural entity was 

involved in what she already considered a traumatic event 

at her establishment. She is doubly indebted to the PCs, 
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and if they didn't earn the Sendeli Foxglove's Favor boon 

in Act 1, this may be one last chance to earn her favor (but 

attaining the boon should still require a high standard of 

roleplaying and not be awarded lightly). 

Finally, if the raktavarna Skoras survived the final 

encounter and was retrieved as treasure in its new 

item form, and the PCs killed all three other rakshasas 

(Maelpheta and the Twins), Skoras finds itself without a 

master and despondent. A 7th-level spellcaster with the 

Improved Familiar feat can bind the raktavarna as her 

familiar if she is lawful neutral (all other alignments 

are too far from Skoras's lawful evil worldview for the 

raktavarna to consider such a caster a potential master). 

Success Conditions 
The PCs were tasked with bringing Syrdathiel's collection 

of maps and lore in for authentication. Doing so earns 

the entire group 1 Prestige Point. 

Faction Missions 
Members of each faction have the ability to earn an 

additional Prestige Point when they complete their 

respective faction missions as detailed below. 

Andoran Faction: Andoran faction PCs who rescue 

Syrdathiel in area C5 earn 1 Prestige Point. 

Cheliax Faction: Cheliax faction PCs who persuade 

Sendeli to discuss her background (specifically learning of 

her wealth and social station) in Act 1 earn 1 Prestige Point. 

Grand Lodge Faction: Grand Lodge faction PCs who 

locate the secret list of potential rival buyers for the 

collection area C12 earn 1 Prestige Point. 

Lantern L odge Faction: Lantern Lodge faction 

PCs who find someone who can speak to Sendeli's 

aggressive acquisition of the Golden Serpent in Act 1 
earn 1 Prestige Point. 

Osirion Faction: Osirion faction PCs who remove 

Amenopheus's mark from a critical map in area C12 earn 

1 Prestige Point. 

Qadira Faction: Qadira faction PCs who ascertain 

the Brotherhood of Abadar's core agenda in Act 1 earn 1 
Prestige Point. 

Sczarni Faction: Sczarni faction PCs who locate both 

the secret tunnel in area C2 and the deed in area Cu earn 

1 Prestige Point. 

Shadow Lodge Faction: Shadow Lodge faction PCs who 

find the link between Maelpheta and a noble family in 

Korvosa in area C12 earn 1 Prestige Point. 

Silver Crusade Faction: Silver Crusade faction PCs 

who reassure without emboldening the Brotherhood of 

Abadar in Act 1 earn 1 Prestige Point. 

Taldor Faction: Taldor faction PCs who discover who 

Councilman Alain Always's secret lover is in Act 1 earn 1 
Prestige Point. 

.... . .. -- - - . 
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THE GOLDEN SERPENT 

Th is Syrdath ie l  sounds  as if he's q u ite i nte l l i gent desp ite be i ng  a p roven ne'er-do-we l l .  Te l l  you what, after 
the Pathfi nder  Soci ety obta i n s  whatever he's se l l i n g  and d i scards h im ,  we're go i ng  to see if we can't sa lvage 
someth i n g  in the man  h imself. But we can't do that if he  gets h i mse lf ki l l ed .  The next 24 hou rs wi l l  be crit i ca l .  
So keep h im a l ive, a nd  he  a nd  I wi l l  h ave a l itt l e  ta l k  on the other  s ide of "no tomorrow." They say most of o u r  
sh ack les a re se lf- im posed. 

Keep you r  faith i n  freedom ,  

c&/?� � 
Major Co lson Ma l d ri s  

Dar l i n g, 
Natu re abho rs a vacu um ,  but I a bho r  pasty-faced, nervous  boys a nd  mysteries (u n less they're mysteries of 

my own man ufactu re, of cou rse). Th i s  meeti ng  at the resta u rant  ton i ght? I t's owned by a l itt l e  wisp of mystery 
n amed of Sende l i  Foxg love. She  b reezed i nto Absa l om a few yea rs ago and  out of nowhere p u rchased a rather  
cho ice p iece of property, a nd  she's been t u rn i n g  heads i n  the Ivy D istr ict ever s i n ce. I 'm not th reatened, of 
cou rse. There's no cause for it, but I 'm cu r ious .  There a re too many un an swered q uestions  here for my l i ki n g. 
Fi nd  out where she  came from and  how she's so wea l thy. J ust look, my n a ughty one,  but  don't you touch .  

Agent, 

� 9� r forget you're m i ne, 

Paracou ntess Za rta Dra l n een 

Th is ass ignment  i s  fai r ly stra i ghtforwa rd. My ch i ef concern i s  how many riva l grou ps, i n d iv idua ls ,  a nd  
o rgan izations  Syrdath ie l  has  app roached with the offer he  made u s .  I t  begs the q uest ion  of  how m uch 
com petit ion we shou l d  expect if we fo l l ow u p  on these leads . The Ten i s  comforted knowi ng  you're do i ng  
some  c lea n - up. I f  we  know who  these other groups a re, we  can be on the lookout for the i r i nvolvement when 
sett i ng  u p  a nd  esta b l i s h i ng  exped it ions .  We know he was ta l k i ng  to other  peop l e-find  out who they were. 
M i n d  you ,  t h i s  may not be someth i n g  you can so lve at the Go lden Serpent. Syrdath ie l  cou l d  be t ight l i pped, 
o r  it m ight j u st req u i re research and legwork. 

Esteemed I nvest i gato rs, 

�
i-JLe safe and  sma rt, 

· 7�ntu re-Ca pta i n  Ambrus  Va l s i n  

When  I fi rst petit ioned for my own lodge and  permanent res idence i n  Absa lom,  it took many seasons to  find  
ou r  own modest home  i n  t h e  Peta l  D istr ict. T h e  rea l  estate ma rket i n  t h e  Ivy Distr ict i s  every b i t  as competit ive. 
I was su rprised at the ease and  speed with which M istress Foxglove acq u i red the Go lden Serpent p roperty. 
Had I known it was for sa le ,  I m ight h ave even reached i nto my own modest resou rces to make a b id .  Yet the 
sa le  wasn't even pub l ic. How was that even poss i b l e ?  Ask some d iscreet quest ions a bout the pu rchase of the 
Go lden Serpent . But I suggest not to i nterrogate M iss Foxglove, but rather the greater commun ity if g iven the 
opportun ity. The answers to these questions  wou ld  tel l us much about the nature of our new ne igh bor. 

The b l ess i ng  of wisdom upon you ,  

, ,._ � Ventu re-Capta i n  Amara Li 

• -· - -- .. * ., 
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Trusted Servants of the Pri nce, 
I req u i re you r  d i scret ion ,  not on  H i s  Majesty's beha lf, but my own .  Many of the stories and l egends th i s  

e lf i s  pedd l i n g  a re based u pon  docu ments I once owned myself l ong  ago. They were sto l en  by someone I 
trusted, a nd  it a ppea rs they've fi n a l ly resu rfaced. It was ma ny, many yea rs ago, a nd  a l as, I wasn't as prudent 
concern i n g  secu rity as I wou l d  l ater become. I t  i s  my concern that once we acq u i re th i s  co l l ect i on  my own 
sea l a nd  stam p  wi l l  be seen on one of the documents. Th i s  wou l d  not o n ly emba rrass me, but a l so ca l l  i nto 
q u estio n  my com petence as an i nformat ion b roker. B a h !  Scou r  the maps a nd  look for my ma rk. I f  you see it, 
remove it very ca refu l ly. I don't ca re i fyou r fe l l ows observe you ,  so l ong  as I h ave p l a u s i b l e  den i a b i l i ty with i n  
t h e  Soci ety's leaders h i p. 

- M'l.£1/� 
Amenopheus, the Sapph i re Sage 

j. I ' l l  remember th i s  with grati tude, 

����������������������---''---

Pleased as I am with the prospects of new legends to pu rsue, you r  p rima ry miss ion is not the reason I 
am writi ng today. As you a re awa re, we concern ou rselves with a l l  t h i ngs re levant to trade and  commerce. 
Usua l ly th i s  i nterest has noth i ng  whatsoever to do with theology, but today I b ri ng  you a potenti a l ly s u rpr i s i ng  
exception .  With i n  the Ivy Distr ict there i s  confl ict between the contracted Ivy Distr ict Watch and the Brotherhood 
of Abada r. The former a l l eges the l atter i s  i nterferi ng with bus iness-which fl ies in the face of everyth i ng  I 
wou ld  expect from fol lowers of the Keeper of the Fi rst Vau lt. If there is a ny troub l e  s u rround i ng  you r  i nterests 
in the Ivy Distr ict you m ight h ave the opportun ity to ask some questions  and  make some discreet i n q u i ries, no?  
If so ,  determ ine  the Brotherhood of Abada r's core agenda. 

#-;. �� -1 
SCZARNI 

I d ropped by for a v is i t !  

I wait you r  fi nd i ngs with i nterest, 

� 
Ic:ade Pri nce Aaq i r  a l 'H a kam  

D i d  you l i ke that?  EXTEN D TO  M E  ALL  YOU R  COU RTES I ES !  I d amn  n e a r  danced a j i g. 
To bus i ness then-ou r  ma i n  ass ignment  is so l i d .  I t h i n k  the co l l ect ion  is legit i mate, but I h ave a seconda ry 

concern .  I d i d n't t h i n k  there was a th i eves' gu i l d  of a ny worth operati ng  out of the Ivy D i str ict. I h ave be l i eved 
it too d ifficu lt, save for a coup l e  fu mb l efi n gers wh i sper i ng  in an a l l ey. Yet Syrdath ie l  seems to t h i n k  a gu i l d  i s  
sta l ki n g  h im .  I f  th at's t rue ,  fi n d  out how they move i n  a nd  out of the d i str ict without bei ng  noticed. But th at's 
not a l l !  Once you h ave that sussed out, figu re out how I ca n ta ke it over for the Scza rn i .  You may h ave to d i g  
h a rd to  crack th i s  one, but you' l l know it when  you s ee  it . 

Watchers ,  

��n� ere you l ive now! 

� Gu a ri l  Ka re l a  

I t  goe s  w i t hou t  sayi ng  tha t  Vas l i n  doesn't unde rsta nd  me  i n  t he  s l i ghtest .  Rega rd i n g  h i s  wisecrack i n  
you r  b r i efi ng :  I d i d n't bother t o  i nform h im  tha t  I a l ready h a d  a covert agent i n st a l l ed i n  a c r im i n a l  gro u p  
operat i n g  i n s ide  o f  the  I v y  D i str ict .  T h a t  contact w a s  recent ly s i l enced .  Perma nent ly. Yet n o t  before t i p p i ng  
me  off t h a t  t h i s  gro u p  i s  somehow connected t o  a much  more powerfu l  po l i t i c a l  fo rce. Th i s  i s  a l o ng  s hot ,  
but  if th is  e l f  h a s  been s hopp i ng  these mater i a l s  a round ,  th is  gang i s  go i n g  to be aware of i t .  I f  yo u fi nd  
you rse lf  cross i ng  t h em ,  fo l l ow the  c l ues a l l  t he  way a nd  fi nd  out  who th ey're p l ugged i nto a nd  where they 
can  be found-wh i ch  m igh t  not even be i n  Absa l om .  Th i s  s h ou l d  be i nterest i ng .  

_..k-:: Keep you r  head down , 

Jot(C.+ G randmaster Torch 

.... . .. -- - - . 
26 

' - - - -- I - -- - l 



TALDOR 

. ' J ---� . ---

�. , - ,, 
-- . 

THE GOLDEN SERPENT 

As you and  I know both know, it's h a rd to make a sta nd .  U su a l ly my req uests a re d i rected towa rd the defeat 
of evi l in its many forms, but  th i s  t ime I t h i n k  o u r  ca l l i n g  is more one of s u pport. There a re b rothers in a rms 
i n  the Ivy D istr ict known as the B rotherhood of Abada r. Wh i l e  the i r  master's pass ion  for the L ight  i s  coo l ,  the 
b rothers themselves a re r ighteous. I t  wou l d  be u nwise for me to person a l ly cross theo log ica l  l i nes, devoted 
as I am to another  god; neverthe less, I wou l d  h ave you pass a d iscreet word of s upport a nd  pra ise for the i r 
efforts. A l l  good is beaut ifu l i n  t h i s  wea ry wor ld .  Yet the B rotherhood ca n be q u ite zea lous  and  has  been p rone  
to  overreact i ng. When you extend ou r  su pport, make s u re they don't get too  carr ied away and  sta rt bandyi ng  
it about l i ke some  pol it ica l endorsement. That wou l d  be taki n g  it t oo  far. 

Many B l ess i ngs, 
'QC."11-- � 

Ol lysta Zad r i an  

Be loved of the Emp i re, 
I t  is vita l for the Emp i re that we keep our hand on the pu lse here in Absa lom. The Ivy District i s  s ign ificant in that 

it contro ls much of the city's a rt isan markets and is the sou rce of many h igh qua l ity goods. The District Counc i l  is 
exceed i ngly democratic, but we suspect we might have an  i n  with the Ivy District's flamboyant counc i l  member, 
Al a i n  Always. A la in  l i kes to p l ay both sides of the fence, pol it ica l ly and soci a l ly. I t h i nk  I m ight captu re h i s  attention 
if I knew the identity of h i s  l atest love i nterest. I nformants te l l  me that Al a i n  d istances h imself from h i s  lover i n  
pub l i c  a n d  s o  h a s  h im  or h e r  wait a t  t h e  Golden Serpent unt i l  they c a n  meet up  after Al a i n  attends t h e  theater for 
the even ing. There must be a way to get his lover to revea l  h im- or herself. Say someth ing controvers i a l  that begs 
response, or even disguise you rself as the counc i l  member. You just need his lover to tip his or her hand .  

PLAYER HAND OUT 

'Cha.t is Mt the e lf �au' re here ta mee t( Sameaae e lse sat here firs t a.aJ taak the ather e lf a.aJ 
left a.laas with whatever else i t is �au hafeJ ta ab ta.in. 'Chese ba.s ta.rJs ha.ve ta.kea ever�ane 
has ta.se ia arJ er ta fl e e c e  �au Pa.thf inJers; a.aJ a ace the� se t �au au t af here, the� f l  a.a aa 
rab b inS ever�ane in m� res ta.ura.at. 

'Chere's ane 6� the Jaar a.aJ a.nather aae Uf a.bave. 'Che� c laim the�' ll bur a the f la.ce Jawa 
if we wara �au. 

Jar the lave af ever�th ins Je c ea t-he lf us( tvea if �au lea.ve, f haw ma.a� af these feafle 
are sains ta J ie ( 

• -· - -- .. * ., 
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extens ion ,  u pgrade,  i m p rovement ,  comp i l a t i on ,  ab r idgment  o r  other  form i n  
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t e r m s  of th i s  L icense .  Yo u m ust a ffi x  s u c h  a n ot i ce to  any  Open  G a m e  C o ntent  
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7. Use of Prod u ct I de ntity: Yo u agree not  to Use any Pro d u ct I d e nt ity, i n c l u d i n g  
as a n  i n d icat ion as to compat ib i l ity, except as express ly l icensed i n  a n other, 
i n d ependent  Agreement  with the  own e r  of each e lement  of that  P roduct I d e nt ity. 
Yo u agree not to i n d icate compat ib i l i ty o r  co-adapta b i l i ty with any Tra demark  o r  
Registered Trademark  i n  conj u nct ion with a w o r k  conta i n i n g  O p e n  G a m e  Content  
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Open G a m e  C o n t e n t  d oes not  const itute a c h a l l e n ge to the  own ersh i p  of t h a t  
P r o d u c t  I d e nt ity. The  owner  of any Pro d u ct I de ntity u s e d  i n  Open G a m e  Content  
sha l l  reta i n  a l l  r ights ,  t i t le  a n d  i n terest i n  and  to that  Prod u ct I de nt ity. 
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which port ions of the work that yo u are d istr ibut ing are Open Game Content.  

9 .  U pd a t i n g  the  L icense :  Wizards o r  its des ign ated Agents may p u b l i s h  
u p d ated ve rs ions  of t h i s  L icense .  Yo u may use  any  a u t h o r ized ve rs ion  of t h i s  
L icense to co py, m o d ify a n d  d i s t r i b ute any Open  G a m e  C o n t e n t  o r i gi n a l ly 
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beco m i n g  aware of the breach .  All s u b l icenses s h a l l  s u rvive the te rm ina t i on  of 
this L icense .  

14. Reformat ion :  If any p rovis ion  of th is  L icense is he ld  to be unenforceab le ,  such  
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PATHFINDER 50CIETY 5CENARIO :tt:3-24: 
THE fjOLDEO 5EijPEOT 

Th is Ch ron icle C ertifi es Th at 

A.K.A. 
Player N am e  Ch aracter N am e  Pathfind er S o ciety # 

�------------- H as C om pleted Th is S cen ario. 

• Items Found During This Scenario 

F action 

R.aktavarna Improved Familiar: A caster of7th level with the lawful neutral alignment may 

bond with the raktavarna Skoras using the Improved Familiar feat. If you make this bond 

with the creature, you must provide a copy of the Pat1!:finder RPG Bestiary 3 as ifthe improved 

familiar were available as an Additional Resource. 

S endeli Foxglove's Favor: You earned the favor of prominent Ivy District businesswoman 

Sendeli Foxglove. Whether this favor develops into a close friendship, a strategic business 

relationship, or a romantic tryst is up to you, but Sendeli's favor may well open doors for you 

both in Absalom and abroad as long as you remain in her good graces. 

+z 9lamered mithral shirt (7,900 gp) 

cape of the mountebank (10 ,080 gp) 

necklace of fireballs, type I (1 ,650 gp) 

potion of cure moderate wounds (300 gp) 

scroll of ali9n weapon (150 gp) 

scroll of displacement (375 gp) 

scroll ofkeen edJJe (375 gp) 

cloak of resistance +i (1 ,000 gp) 

necklace of fireballs, type II (2 ,700 gp) 

pearl of power, znd-level spell (4 ,000 gp) 

rin9 of forcejan11s (8 ,ooo gp; Advanced Player's Guide 292) 

rin9 of mind shieldinJJ (8 ,ooo gp) 

sheath ofbladesteath (5 ,000 gp; Advanced Player's Guide 309) 

Scena rio  Ch ron ic le # 

I 
0 Normal 

S tartin g XP 

+ I G M 's ' " ''"' 

XP G ain ed (GM ONLY} 

D D  
In itial Fame Initia l  Prestige 

I + I ���. I 
Prestige G ain ed (GM ONLY} 

I - I 
Prestige S pen t  

D D  

S tart G P  

+ I ��� 
G P  G ain ed (GM ONLY} 

Day J o b  (GM ONLY} 

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - I - - -f + I 
I tem s S old 

Items Sold / Conditions Gained Items Bought / Conditions Cleared I = I 
Su b to tal 

I tem s Bou gh t  

TOTAL VALU E O F  ITEMS SOLD TOTAL COST O F  ITEMS BOUGHT = 
Add i/2 th i s  va l u e  to the  " I tems So ld"  Box 

To tal 

For GM Only 

EVENT EVENT COD E  DATE Game Master's S ignatu re G M  Pathfi nder Society # 
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