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FEAST OF SIGILS 
BY DENNIS BAKER 

----@----

T
he city of Kaer Maga is the home of a very active 

node of Lissala worshipers. They established a 

presence in the city several years ago and have 

slowly been building a following among the poor and 

desperate underclass of the city. The cult does not 

worship overtly; instead they operate a business called 

a lethe house. In the lethe house, a person can buy 

forgetfulness and a few hours of mild euphoria for just a 

few coins. The lethe house created a flourishing clientele 

that has provided them with a steady income and, more 

importantly, unwitting participants in a ritual designed to 

gather power the priests ofLissala need to waken Krune, a 

runelord of ancient Thassilon. 

Lethe users who run out of coin are given the 

opportunity to participate in a feast to Lissala in lieu of 

payment. During the Feast of Sigils, cultists and lethe 

users alike sacrifice small portions of their souls in the 

creation of si,gil wafers. The cultists quickly consume their 

own wafers, restoring the integrity of their own souls and 

temporarily empowering themselves. Meanwhile, they 

hoard their patrons' siIJil wafers and give them more lethe 

to addle their brains. 

When the adventurers arrive, the cult has been quietly 

harvesting from the lowborn citizens of Kaer Maga for some 

time. People appear in local temples with a mysterious, 

incurable malady, or simply disappear from the streets. The 

cultists realize their activities are starting to draw attention, 

and are ramping up their back-room activities for one final 

push before leaving Kaer Maga to join their fellow cultists 

in recovering the refuIJe spell components needed to awaken 

Runelord Krune from his long sleep. 

SUMMARY 
The party starts the adventure by meeting up with Miss 

Feathers, who contacted the Pathfinder Society with 

information about the church of Lissala's activities in 

Kaer Maga. The church has been forging contracts to 

gain property illegally, and keeping desperate people 

addicted to drugs in one of their dens. The description 

Miss Feathers provides leads the PCs to a block filled with 

condemned and abandoned buildings in one of the more 

rundown parts of the Hospice district. 

Th is scena rio ta kes p l ace i n  Kaer Maga,  an i so l ated city 

perched on the edge of the Sto rva l P l atea u .  The mass ive 

hexagon a l  monu ment the city is b u i l t wit h i n  p redates even 

the memories of the most ancient races l ivi ng  on the su rface 

of Go l a rion .  Its or ig i ns date back to the begi n n i ngs of the 

Thass i l o n i a n  emp i re. The city has  no  offici a l  autho rity; 

i n stead, each reg ion is run  by fact ions  or fa m i l i es with a 

vested i nterest i n  ensu r i ng  va ryi ng  amounts of sta b i l i ty 

wit h i n  the city wa l l s. 

Most of Kaer  Maga i s  b u i l t i n s ide the mass ive maze- l i ke 

r im of the a nc ient structu re that never sees the l i ght of 

day. Th i s  adventu re ta kes p l ace i n  the Hosp ice d i str ict i n  

t h e  s m a l l  centra l port ion o f  t h e  city open t o  t h e  sky known 

as the Core. Hosp ice houses cou nt less i n ns,  taverns,  and  

ma rkets that cater to  outs iders a nd  traders who freq uent 

the city. I t  a l so  boasts the most i m p ress ive red- l i ght d i str ict 

i n  a l l  of Va r i s i a ,  cate ri n g  to the wh ims  of even the most 

dema nd i ng  c l i ents. 

Fo r more i nfo rmat ion on  l<ae r  Maga ,  be s u re to 

check out Path.finder Campaign Setting: City of Strangers, 

ava i l a b l e  i n  booksto res a nd  game stores everywhere, a nd  

on l i n e  at paizo.com. 

The only building on the block with any activity is 

an old converted building currently used to peddle a 

drug called lethe. Drollis, a foul-smelling Tian dwarf, 

runs the place and offers the PCs a tour and even some 
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Feast of Sigils ma kes use of the Pathfinder RPG Core 

Rulebook, the Pathfinder RPG Bestiary, the Pathfinder RPG 

GameMastery Guide, the Pathfinder RPG Advanced Player's 

Guide, and  Pathfinder RPG Ultimate Magic. These ru l es 

ca n be found  o n l i n e  for free as pa rt of the Pathfi nder  

, Ro l ep l ayi ng  Game  Reference Document  at paizo.com/prd .. 

sample goods (first time is free! ). In 

spite of the relatively low profile, the 

place is crowded throughout much of the 

day. If the PCs show interest in Lissala 

or mention the Feast of Sigils, Drollis 

offers to show them the ceremony later 

that evening. Whether the PCs witness the 

ceremony or not, they eventually must fight 

or otherwise subvert Drollis and his toughs 

to gain access to the surface chapel 

and discover what the cultists 

are up to. 

After dealing with Drollis, 

the PCs discover a few dozen 

wafers with intricate runes on 

surface. The wafers are the end result 

of the Lissalan ritual known as the 

Feast of Sigils. In addition, in Drollis' office, the 

players discover a letter that alludes to the purpose 

of the feast sigils and the fact that Kesoulla has caught 

wind of the Pathfinders' presence in Kaer Maga and 

plans on leaving that evening. 

The cult owns the entire block the lethe house is on, 

but only the lethe house and one large warehouse are 

occupied currently. The warehouse behind the lethe 

house is accessed via a small alleyway. Inside, dozens of 

nearly catatonic people sit waiting to die. The suffering 

here drew a small number of variant will-o'-wisps to 

feast. The will-o'-wisps are not allies of the cultists, but 

have an uneasy truce. The will-a' -wisps protect their food 

source and attack anyone who tries to heal or remove any 

of the victims. 

Underneath the warehouse and the lethe house, the 

cultists carved a convoluted temple that is accessed 

through a stairwell in the warehouse. The temple is 

layered with protections and a series of rune traps the 

cult leader, Kesoulla, relies on for protection. The PCs 

must defeat Kesoulla and prevent her from escaping with 

her cache of sinil wafers. 

GETTING STARTED 
After getting a summons from Sheila Heidmarch, 

the PCs find themselves meeting with Venture­

Captain Ollysta Zadrian in one of several libraries in 

the Magnimar Lodge. Read the following to get the 

adventure underway. 

She i l a  He i dma rch 's b r ief is s ho rt a nd  to t he  po in t .  "Th ousands  

of years ago ,  a gro u p  of i n s ane l y  powerfu l  w i z a rd  k i ngs  

r u l ed  Thass i l o n ,  a vas t  wo r ld - spa n n i n g  emp i re .  M a ny of  the  

g rea t  m o n u ments  i n  Va r i s i a ,  i n c l ud i ng  the  I r e s  pan  he re i n  

Magn ima r  a nd  the  Sto rva l S t a i r s ,  a re re l i c s  of t h i s  fo rgotten 

age .  The  wizard k i ngs  w ie lded powerfu l  

r u n e  mag i c  a nd  dec l a red themse lves 

r une  l o rds .  The Thass i l o n i a n  emp i re was 

dest royed by some i m mense  catac lysm i c  

event ,  bu t  t he  r une l o rds  were prepared 

and entombed themse lves i n  h i dden ,  we l l ­

p rotected c h am bers a nd  p u t  themse lves i nto 

deep ,  mag i c a l  s l eep .  

"Unt i l  recent ly, we thought  t he  secret of t he  

of these  c h am bers  a n d  methods  of  

wa k i ng  t he  r u n e l o rds  of Th a ss i l o n  

w a s  fo rgotten .  H oweve r, recent 

fi nd i ngs revea led that  a powerfu l  

g ro u p  o f  L i ss a l a n  c u l t i s t s  kn ows 

whe re Rune l o rd l<r u n e  is s l e e p i ng  

a n d  a re wo rk i n g  t o  waken  h i m  fro m  

h i s  l o n g  s l eep .  Awa ke n i n g  a powerfu l  

a n d  a m b i t i ou s  w iza rd  l i ke Kru n e  wo u l d  

h ave a mass ive i m pact  o n  G o l a r i o n  t h e  Decemvi rate 

wo u l d  p refe r  to avo i d ." 

She i l a  nods to the  a rmored woman  next to her. "O l lysta has  

been active ly pursu i ng  the  act iv i t ies of t he  cu l t .  S h e  j ust got 

a l e ad  about  a powerfu l  b r anch  of L issa  I a n  cu l t i sts ope rat i ng  

i n  K ae r  Maga .  We  need  yo u to t r a c k  down the  cu l t i s ts  a nd  

fi n d  out  wh a t  t hey a re p l a n n i n g  a nd  d i s r upt t he i r  ope rat ion  

i n  Kaer Maga ." 

If the players have any questions, Sheila defers to Ollysta, 

who helpfully provides the following replies. 

How will we find the cultists? "Several weeks ago a 

friend of the Society in Kaer Maga sent me a letter asking 

for help with a criminal element in the City of Strangers. 

She realized that they were tampering with foul magic, 

and that we were her best chance to find help. You'll meet 

her at or near the Blushing Rose brothel. Ask for Miss 

Feathers. We're not sure how embroiled in this she is, so 

make sure she's doing well. She can be a valuable contact 

in the city." 

Why are the cultists in Kaer Maga? "We don't know why 

they chose Kaer Maga. Perhaps they're taking advantage 

of the lack of authority and chaos." 

Who or what is Lissala? "During the rule of the 

runelords, there were huge temples to Lissala and worship 

was common. She is the goddess of runes and knowledge, 

but is twisted and corrupt. The Lissalan cultists believe 



the return of Krune will bring back some shadow of the 

Thassilonian empire and that worship of the mostly 

forgotten goddess will return." 

Ki;iowledge (religion) or Knowledge 
(history) 
The PCs can recall information about Lissala and her cultists 

by succeeding at sufficiently high Knowledge checks. 

15+ She is the corrupt goddess of runes and knowledge, 

and her holy symbol is the Sihedron. 

20+ Lissala's high priest was Krune, the Runelord 

of Sloth. In spite of the fact that she has vanished and 

her high priest is sleeping, a cult survives dedicated to 

returning her influence to Golarion. 

25+ During holidays in Thassilonian times, the 

followers of Lissala practiced a ritual called the Feast of 

Sigils, which emphasized indulgence and excess. 

30+ The ancient Lissalan Feast of Sigils was a ritual of 

power in which participants would sacrifice a small part 

of themselves and in return gain great power. 

PART ONE: FINDING THE CULT 
The PCs talk to Miss Feathers to learn the information 

they need to track down the cult. Give PCs time during 

this section to complete their faction missions. 

Faction Notes: Sczarni faction PCs will want to track 

down Parfus Erigol and discuss allying with Guaril. 

Finding Parfus is easy; he even frequents the Blushing 

Rose and will stop by if the PC waits for a bit. When 

anyone mentions Guaril, the crafty old Szarni insists 

on sitting down and continuing the discussion while 

puffing a sweet-smelling substance from his a pipe. After 

smoking for a few minutes, the sweet smelling smoke 

deals id4 points of Wisdom damage and the PCs can 

plead their case. Sczarni faction PCs who succeed at a 

DC 20 Diplomacy check after smoking with Parfus earn 

i Prestige Point. They can attempt to talk to him again, 

but each further attempt deals an additional id4 points 

of Wisdom damage. 

Taldor faction PCs should take the time to disguise 

themselves as Holborg Greunolo and purchase some 

of the stranger services at the Blushing Rose or one of 

Kaer Maga's many other brothels. Taldor faction PCs 

who succeed at a DC 25 Disguise check and who spend 

an hour with a prostitute in the city of Kaer Maga earn 

i Prestige Point. 

A. The Blushing Rose 
The PCs find Miss Feathers (N female human commoner 

5) drinking scotch in a tavern across from her workplace 
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M iss Feathers p l ays a p rom i nent ro l e  i n  the begi n n i n g  

o f  t h i s  adventu re. For t h e  sake o f  conti n u ity and  a more 

i nteresti ng  ro l ep l ayi ng  experi ence, it's a good idea to 

esta b l i s h  before p l ay begi ns  whether  a ny of the cha racte rs 

h ave encou ntered her  i n  Kaer  Maga p revious ly (most l i ke ly 

i n  Pathfi nder Society Scena rios #51 and #52, The Shadow 

Gambit and The Twofold Demise). Rather than  ask specifica l ly 

about M iss Feathers, wh ich m i ght spo i l some of the ear ly 

p lot, ask the p l ayers if the ir  cha racters adventured in Kaer 

Maga p revious ly and wh ich N PCs they i nte racted with .  

I f  the  PC successfu l ly com p leted the  two City 

of Stra ngers scen a rios  fro m Season 1, some 

city res idents wi l l  recogn ize t he  PCs o r  know 

of the i r re putat i ons; grant  those PCs a +2 

ci rcu msta nce bonu s  on Cha r i sma  checks 

a nd  Knowledge ( loca l )  checks made  d u ri n g  

t h i s  adven tu re. I f  a cha racter dea l t  with 

M i ss Feathe rs p revi ous ly, i n crease the 

bonus  to +4 on  D i p l om acy checks to i nfl uence 

he r  att i tude .  

least that's what they said they was-that put this in my 

mind. Didn't seem like the real helpful type, so I sent 

my letter instead." 

She hands the PCs a slip of paper with an address in 

the Hospice district. They can ask her some questions, 

which she answers to the best of her ability, though her 

patience might run out since she fears getting caught 

talking to the Pathfinders. 

What was the ritual like? "Strange. I didn't pay too 

much attention, but they had us bleed a bit and painted 

our blood on some crackers. I felt sort of.. incomplete 

afterwards. Like something was missing." 

What's the location like? "It's a scuzzy 

lethe house. Lethe's this drug that makes 

you forget your troubles for a while. Lot of 

sad, sad people around there." 

Are you sure the prostitutes are there? 

"If they aren't, I can't find them. Anyway, 

this seems like a job for you either way." 

Who's Gelwin? "Oh, he does forgeries, 

contracts mostly. Has an in at the Church 

of Asmodeus who makes sure these end 

up in the official records. Seems to 

spend most of his earnings at 

the Rose." 

Faction Notes: Lantern 

at the Blushing Rose. Though she 

stands a full head taller and muscles 

ripple beneath her white sequin 

dress, Miss Feathers looks right at 

home sitting with half a dozen more 

traditional working ladies. Miss 

Feathers' deep, booming voice and 

Lodge and Shadow Lodge faction 

Miss Feathers PCs will be interested in locating 

hearty laugh fills the otherwise quiet tavern, 

and she'd be easy to find even if it weren't for the 

signature boa of feathers draped around her neck. When 

the PCs approach, Miss Feathers motions with her hand 

and the other working girls clear out quickly. 

Miss Feathers tells the PCs, "Oh, finally. Look, let's 

get through with this quickly. This girl's got drinking 

to do. I appreciate what you do, blah blah blah, but I 

don't need to be seen with you. I only told Ollysta a 

little bit, but here's the score. Some of the girls at the 

Blushing Rose went missing, and Madam Rose was 

none too happy. She figured I'm a girl who can take care 

of herself, so she sent me around to look into where they 

got off to or to see whether maybe another cathouse 

snagged 'em. This guy Gelwin-a customer-had seen 

some of them. I ask him and he says they'd been feeling 

down and he sent them to this lethe house he'd done 

some forged contracts for. I go looking around and they 

rope me into this weird ritual. I ain't felt right since, 

and I knew it was some magic business that your sort 

should look into. Those girls still haven't showed up. 

Gelwin's gone, too, though I can't say I want him to start 

coming back around. I seen some other Pathfinders-at 

the renegade Pathfinders. Miss 

Feathers doesn't like to kiss and tell and refuses 

to share her source since it's not related to the job 

at hand. However, with an additional successful 

Diplomacy check, Miss Feathers is willing to speak 

with her client to see if there are any additional details. 

Offering to cover her normal fee of 50 gold pieces gives 

PCs a +s circumstance bonus on this Diplomacy check. 

Reward Shadow Lodge and Lantern Lodge faction PCs 1 
Prestige Point for collecting the additional information 

from Miss Feathers. 

Qadira Faction PCs should be interested in discovering 

some way to get on Madam Rose's good side, and learn 

that finding the missing prostitutes would greatly please 

the Madam. 

PART TWO: A SUBTLE EVIL 
The Lissalan cult has taken over an entire city block. 

All the structures in the block are boarded up save the 

lethe house detailed below. These areas are presented in 

the order they will most likely be encountered, but its 

possible the party can avoid some areas. When the players 

arrive, read or paraphrase the following description of 

the lethe house and it's surroundings. 
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I n  a b l o ck  fi l l ed  w i th  seve r a l  bo a rded - u p  h o u ses a n d  

b u s i n esses ,  t h i s  gray i n g  wooden  s t ruct u re a p pe a rs t o  h ave 

once  been  a tave rn  m a ny years  ago .  The  s i gn  in t h e  fro nt  

h a s  been  p u l l ed  down and t h e  fro nt  w i ndows a re bo a rded 

up ,  b u t  u n l i ke t h e  o the r  h o uses  o n  t he  b l ock ,  t h e  doo r  i s  

open  a n d  a few patro n s  c an  be  seen  enter i n g  a n d  l eav i n g  

t he  p l a ce .  

The block the lethe house resides on is filled with 

condemned houses and businesses. Most of these 

buildings are boarded up. If the PCs break into an 

abandoned building, there is a 25% chance the building 

contains large piles of dirt and debris and a 50% chance 

a boarded-up door in the rear exits to the alleyway in 

area E. At one time, the alleyway was a service access 

between rows of buildings; now the ends are blocked 

with large piles of rubbish. Carefully searching the 

debris on the north end of the alley (Perception DC 

30) reveals a hidden exit with no apparent latch on the 

outside. It can be pried open with a successful DC 35 

Disable Device check; the door has a break DC of 25, a 

hardness of 5, and 60 hit points. The large, street-facing 

door on the east side of area B6 is sealed up so tightly 

as to be inoperable. 

Patrons exiting the lethe house can be questioned; 

almost all of the ones leaving look buoyed and happier 

than when they went in. Patrons who pay using the feast 

keep the ceremony secret, as Drollis has made it very 

clear that telling others means they lose the "privilege." 

A few typical patrons and their responses to questions 

are listed below (though there are many more similar 

stories among the patrons). 

Kellin: This wealthy-looking youth has a haunted 

look on his face and wears a bright red fedora. Kellin 

uses lethe to help him dull his memory and forget his 

witnessing of a brutal street killing. "It's not about the 

buzz. Sometimes it's best to just put things behind you. 

The lethe helps." 

Bol: This emaciated man with hollow eyes is garbed in 

ragged clothes. A former adventurer, Bol was struck by a 

curse he couldn't afford to have removed. Now homeless 

and destitute, he takes lethe to forget his former life. Bol 

pays for the drug by participating in the Feast of Sigils, 

and today's effort has nearly wiped him out. He tears up 

a bit when confronted "I used to be great-I had a sword 

and killed things. The lethe helps me sleep now." 

Helcret: A young Varisian woman, Helcret makes a 

meager living selling small Shoanti crafts. When she 

was hustling a wealthy merchant, her daughter wandered 

into the street and was crushed to death by a passing 

wagon. She blames herself for her daughter's death and 

takes lethe when she can afford it. "It doesn't make me 

happy, it just dulls the hurt." 

Ormyth: This youth came to Kaer Maga chasing a 

merchant's daughter. A reckless nature and a penchant 

for doing odd jobs with few questions asked has left him 

with a few short digits on each hand. For Ormyth, lethe is 

a pleasure drug to be used with friends or more intimate 

company. "Hey, sometimes its better if people don't 

remember things all too clearly." 

Bl. The Lobby (CR 10 or CR 12) 
During the afternoon and into the evening, a small 

crowd of patrons gathers here, usually 7-15 people 

circulating in small groups. Some of the patrons pass 

around small pipes and even offer some to friendly 

PCs. The pipes create a slight haze of chemical laden 

smoke, making everyone a little light-headed (this has 

no mechanical effect). 

The lethe house is run by Drollis, a lazy, foul-smelling 

dwarf who relishes his position of authority. He sits in 

a large armchair in the corner, flirting crudely with 

female patrons and laughing raucously at jokes only he 

gets. A ceremonial stand behind him is topped with a 

jagged circular object covered by a heavy cloth. Drollis 

occasionally targets a spittoon to the side of his chair with 

a large gob of tobacco spit. 

When the Pathfinders arrive, Drollis is friendly and 

offers to let them sample a few doses of lethe. The foul dwarf 

even invites the PCs to tour the lethe house. He waddles 

around the lethe house, grunting and complaining 

quietly to himself as if he were burdened greatly by the 

effort. If the PCs comment about the ceremony room, 

ask about Lissala, or mention the Feast of Sigils, Drollis 

explains that he and a small number of worshipers of 

Lissala use the lethe house for a feast celebrating the 

goddess. He even invites them back later in the evening 

to participate in or observe the Feast of Sigils. He does 

ask that animals and otherworldly creatures wait in the 

lobby during the ceremony. For details on the feast, see 

area Bz. 

Drollis meets inquiries about other missing people that 

might be tied to the lethe house with smooth denials, and 

points out that lethe is never lethal or even addictive, and 

has few side effects. If pressed, Drollis assures the PCs 

that all the activities that take place in the lethe house are 

done with the consent of the clients and they are free to 

talk to any of the patrons. 

Creatures: Drollis and two of his thugs are in this room. 

Drollis sits in the large chair in the southeast corner of 

the room and his thugs are in the spaces marked with a 

G. There are two thugs in Subtier 7-8, one on each side of 

Drollis. In Subtier 10-11, there are five guards, four in the 

marked spaces and a fifth mingling with patrons. 

Traps: The ceremonial stand behind Drollis is topped 

with a large Sihedron covered in a heavy cotton cloth. 



PATHFINDER SOCIETY SCENARIO 

Make the fo l lowi ng  changes to 

accommodate pa rt ies of fou r  PCs. 

Subtier 7-8: Remove one t hug. 

Subtier io- 1 1: Remove two t hugs. 

In the center of the Sihedron, Kesoulla has placed a 

symbol. In Subtier 7-8, it's a symbol of sleep, and in _,__._ 
Subtier l0-11, a symbol of weakness. In each case, 

the symbol has been altered with a magical 

aura so it can't be discovered with detect manic 

or similar effects. Kesoulla has attuned these 

symbols to Drollis and his thugs so they are 

immune to the effects (though other patrons 

in the room are not so lucky). 

Subtler 7-8(CR10) 

SYM BOL OF  PAIN CR 5 
Type spe l l ;  Perception DC 30; 

Disable Device DC 30 

EFFECTS 
Trigger reads the  rune; Reset none  

Effect Creatu res wit h i n  60 feet take a -4 

pena lty on attack ro l l s ,  ski l l  ch ecks, 

and a b i l i ty checks (Fort DC 21 negates). 

DROLL I S  CR 7 

Ma l e  dwarf monk  8 

LE Med i um  h u mano id  (dwa rf) 

I nit +5; Senses da rkvis ion  60 ft.; Perception  +i6 

DEFENSE 
AC 24,  touch 20, fl at-footed i9 (+4 a rmor, +5 Dex, +2 monk, 

+3 Wis) 

hp 63 (8d8+24) 

Fort +io, Ref +i3, Will +n; +2 vs. po ison ,  spe l l s ,  a nd  spe l l - l i ke 

a b i l i t ies; +2 vs. enchantment 

Defensive Abilities defens ive tra i n i ng  (+4 dodge bonus  to AC 

vs. g i ants), evas ion;  Immune disease 

OFFENSE 
Speed 50 ft. 

Melee un a rmed str i ke +n/+6 (1d10), fl u rry of b l ows 

+n/+n/+6/+6 (1d10) 

Ranged mwk s h u r i ken  +12/+7 (1d2) 

Special Attacks +i on attack ro l l s  aga i nst gob l i no id  a nd  ore 

h umano ids ,  fl u rry of b l ows, stu n n i ng  fist (8/day, DC 17) 

TACTICS 
Before Combat Dro l l  is ate a sigil wafer that  conta i ned a 

fragment of a lethe house victim's sou l  3 months ago. It gives 

h im  a +2 p rofane bonus to Dexterity. He dri n ks his potion of 

mage armor before i nteract i ng  with the Pathfi nders .  

During Combat D ro l l  i s  i n i t i ates combat by p u l l i n g  t he  cover 

off the sym bo l  in the room ,  o r  h e  p u l l s  i t  d u r i n g  the fi rst 

rou n d  of com bat .  D ro l l i s  i s  l a zy and doesn 't l i ke to move, 

even in combat .  I f  fo rced to do so ,  h e  grudg in g ly wadd les  

i nto pos i t i on ,  g ru m b l i n g  t he  who l e  way. On  a ro u nd  

he's l i m ited t o  a sta nda rd act i o n ,  D ro l l i s  expert ly l ob s  a 

d i sgust i ng  b a l l  of chewi n g  tobacco i nto a n  opponent's 

eyes (us i ng  t he  d i rty t r i ck  com bat maneuve r to b l i nd) .  

The  rest  of t he  t ime,  D ro l l  i s  t r i ps  opponents so he  can  

set u p  t h ugs to do h i s  d i rty wo rk  with s neak  attack .  

Anyti me  he  can m a ke a fu l l  attack,  D ro l l i s  spends  

a ki po i n t  to get  a n  extra attack .  Add i t i o n a l ly, 

D ro l l  i s  uses Stu n n i n g  F ist  on t he  fi rst q u a l ified 

a t tack  each ro und .  

Morale Loya l  to t he  c u l t ,  D ro l l i s  wi l l  give h i s  

l i fe to p revent a nyone  from getti ng  

to t he  b a semen t  temp l e .  

Base Statistics Without mage 

armor, Dro l l is's statistics a re AC 20, 

touch 20, flat-footed 15 . 

STATISTICS 
Str 10, Dex 20, Con 14, Int 13, Wis 17, 

Cha 6 

Base Atk +6; CMB +13 (+15 d i rty tr ick, 

grapp le ,  or tr i p); CMD 26 (30 vs. b u l l  

r u s h  or  grapp l e ,  3 2  vs. t r ip) 

Feats Agi le  Maneuvers, Com bat 

Expertise, Deflect Arrows, Imp roved Di rty TrickAPG, 

I m proved G rapp le ,  I m proved Trip ,  I mproved Una rmed 

Stri ke, Stunn i ng  Fist, Weapon F inesse 

APG See the  Path.finder RPG Advanced Player's Guide. 

Skills Acrobat ics  +23 (+39 when  j u m p i n g), B l uff +8,  

I nt im idate +7 ,  Perceptio n  +i6 (+i8 to not ice u n u s u a l  

stonework), S e n s e  Motive +i2, Stea l t h  +i8; Racial 

Modifiers +12 Acro bat ics when j u m p i ng, +2 Appra i se  to 

assess n o nm ag ica l  meta l s  or gemstones ,  +2 Percept ion to 

not ice u n us u a l  stonework 

Languages Common ,  Dwarven 

SQ fast movement, h igh  j ump, ki pool (7 po i nts ,  mag ic), 

maneuver tra i n i ng, pu rity of body, s l ow fa l l  40 ft., st i l l  

m i n d ,  who leness o f  body 

Combat Gear potion of cure light wounds, potion of cure 

moderate wounds, potion of invisibility, potion of mage armor; 

Other Gear 50 mwk shu r i ken ,  belt of incredible dexterity +2, 

boots of striding and springing, sigil wafers (15), 500 gp 

TH UGS 2 CR 6 

LE h ighwayman  (Path.finder RPG Game Mastery Guide 259) 

hp 53 each 

TACTICS 
During Combat If Dro l l i s  i sn't a b l e  to p u l l  the cover off the  

sym bo l ,  one  of the th ugs h u rr ies to remove the cover. The 

th ugs t ry to t r ip  opponents a nd  flank with D ro l l i s  so they 



can sneak  attack the i r  enem ies .  The  th ugs focus attacks on  

downed foes D ro l l i s  has  b l i nded .  

Morale These th ugs a re l oya l to D ro l l  i s ,  but  if the  fight  goes 

poor ly, they flee. 

Subtier 10-11(CR13) 

SYM BOL OF  WEAKNESS CR 8 

Type spe l l ;  Perception DC 32; Disable Device DC 32 

EFFECTS 
Trigger reads the  rune; Reset none  

Effect Creatu res wit h i n  60 feet take 3d6  po i nts of  strength 

damage (DC 23 Fort negates). 

DROLL I S  CR 10 

Ma l e  dwarf monk  7/rogue 4 

LE Med i um  h u mano id  (dwa rf) 

lnit +s; Senses da rkvis ion  60 ft.; Perception  +i9 

DEFENSE 
AC 24, touch 20, fl at-footed 19 (+4 armor, +i deflect ion ,  +s Dex, 

+i monk, +3 Wis) 

hp 94 (11 H D; 7d8+4d8+41) 

Fort +10, Ref +16, Will +11; +2 vs. po i son ,  spe l l s ,  a nd  spe l l - l i ke 

a b i l i t ies; +2 vs. enchantment 

Defensive Abilities defens ive t ra i n i n g  (+4 dodge bonus to 

AC vs.  g i a nts), evas i on ,  t r ap  sense +i ,  u n c a nny dodge; 

Immune d i sease 

OFFENSE 
Speed 40 ft. 

Melee +i u n a rmed str i ke +i4/+9 (1d8+i p l u s  ld6 e l ectr ic i ty), 

+i fl u rry of b l ows +i4/+i4/+9 (1d8+i p l u s  ld6 e l ectr ic i ty 

Ranged +i shuriken +i4/+9 (1d2+i) 

Special Attacks +1 on attack ro l l s  aga i nst gob l i no id  a nd  ore 

h umano ids ,  fl u rry of b l ows, sneak  attack +2d6,  stu n n i ng  fist 

(8/day, DC 18) 

TACTICS 
Use the  tact ics from Subt ier  7-8. 

STATISTICS 
Str 10, Dex 20, Con 14, Int 13, Wis 17, Cha 6 

Base Atk +8; CMB +i5 (+i9 d i rty tr ick,  grapp l e, or tr i p); CMD 

28 (32 vs. b u l l  rush  or gra pp le ,  34 vs. t r i p) 

Feats Agi l e  Maneuvers, Combat Expert ise, Deflect Arrows, 

G reater Tr i p, I m p roved D i rty Tr ickAPG, I m p roved G rapp l e, 

I m proved Tri p, I m proved U narmed Stri ke, Ki Th rowAPG, 

Stu n n i ng  F ist ,  Tough ness ,  Weapon F i nesse 

Skills Acrobatics +21 (+32 when jump i ng), B l uff +14, Cl imb +8, 

I nt im idate +i4, Perception +19 (+21 un usua l  stonework), Sense 

Motive +19, Stea lth +21; Racial Modifiers +11 Acrobatics 

when jumpi ng, +2 Appraise to assess nonmagica l meta ls  or 

gemstones, +2 Perception to notice unusua l  stonework 



PATHFINDER SOCIETY SCENARIO 

The r itu a l  performed by these cu lt ists creates one  sigil 

wafer per pa rt ic i pa nt, conta i n i n g  a port ion of each 

person's sou l .  Norma l ly, these were meant to be eaten by 

the pa rti c ipa nts, b l ess i ng  them for the com i n g  yea r  a nd  

resto ri ng  the i r d amaged sou l s. The  cu lt ists h ave perverted 

th i s  rit u a l ,  keep i ng  the wafers for themse lves to boost the i r  

own a b i l it ies and  to eventu a l ly use i n  the restoratio n  of  

Ru ne lo rd Krune .  The r itu a l  i s  deta i l ed i n  a rea B2. 

S IGI L WAFE R 

Aura moderate necromancy [evi l ]; CL 9th 

Slot none; Weight -

DESCRIPTION 
A sigil wafer m ust be created i n  a speci a l  rit u a l  i nvolvi ng  

seven pa rt i c ipa nts. The i r  b l ood i s  comb i ned a nd  pa i nted 

onto wafers, a nd  in the p rocess a fragment of each 

pa rt i c ipa nt's sou l  becomes bound i nto a wafer. Anyone 

whose  sou l  fragment gets bound  i nto a wafer ta kes 2 
poi nts of a b i l i ty d r a i n  d iv ided as he chooses between one  

or  two of  h i s  a b i l i ty sco res. I f  a pa rt i c ipant  i n  the rit u a l  

consu mes the sigil wafer conta i n i n g  the fragment of  h i s  

sou l ,  h e  recovers th i s  a b i l i ty d r a i n  i m med iately. 

If i n stead someone other  t h an  the person whose sou l  i s  

i n s i de  the wafer consu mes i t ,  s he  ga i n s  a +2 p rofa ne bonu s  

t o  a n  a b i l ity score o f  her  cho ice for i yea r. A cha racte r c a n  

benefit from on ly one  bonu s  from a sigil wafer a t  a given 

t ime. The person whose sou l  fragment was in that wafer 

l oses that pa rt of h i s  sou l  perma nent ly, so consu m i n g  a 

wafer i n  t h i s  way is a n  evi l act. The one  consu m i n g  the 

wafer sh ifts her  a l ign ment one  step towa rd evi l .  P l ayers 

who do so shou l d  be given the opportun ity to atone  for  

such act ions  before the scena rio's conc l u s ion  if such a n  

a l i gn ment s h i ft  wou l d  resu lt i n  t h e i r  remova l from the 

Pathfi nder  Soci ety Organ ized P l ay ca m pa ign .  

DESTRUCTION 
A sigil wafer cru m b les to du st if the creatu re whose sou l  

it conta i n s  a fragment of  d i es. A sigil wafer ca n a l so be  

destroyed i n  a man ner  that ret u rns  i t s  sou l  fragment to 

the r ightfu l host (a nd  hea l s  h i s  a b i l i ty d ra i n). The sigil wafer 

· �ust be soaked in ho ly water u nt i l  i t d i sso lves. 

Languages Common ,  Dwarven 

SQ fast movement, h igh jump, ki pool (6 poi nts, magic), maneuver 

tra in ing, pu rity of body, rogue ta lents (fi nesse rogue, stand up), 

s low fall 30 ft., sti l l  mind, trapfind ing +2, wholeness of body 

Combat Gear potions of cure moderate wounds (3), potion of 

invisibility, potion of mage armor; Other Gear 50 +1 shuriken, 

belt of incredible dexterity +2, ring of protection +1, shock 

amulet of mighty fists, sigil wafers (15), permanent  magic fang 

on one  a rm and  one  leg 
APG See the  Path.finder RPG Advanced Player's Guide. 

TH UGS 5 CR 6 

LE h ighwayman  (Path.finder RPG Game Mastery Guide 259) 

hp 53 each 

TACTICS 
Use the  tact ics from Subt ier  7-8. 

Treasure: Inside the footlocker are 40 pouches, each 

holding 1 ounce of lethe (worth 5 gp each), and 225 gp in 

Subtier 7-8 and 250 gp in Subtier 10-ll. 
Rewards: If the PCs defeat Drollis and his thugs, 

reward them as follows. 

Subtier 7-8: Give each PC 2,865 gp. 

Subtier 10-11: Give each PC 3,194 gp. 

B2. The Chapel 

Severa l  s h e lves fi l l ed with books a nd  s m a l l  conta i n ers l i n e  

t he  no rth  a nd  east wa l l s  o f  t h i s  room .  The  floo r  i s  covered 

with a l u s h  red rug,  and the wa l l s  a re deco rated with o aken  

a nd  che r rywood pane l s  i n l a i d  runes  w i t h  at regu l a r  i nterva l s .  

B l a c k  a nd  b u rgundy sat i n c u rta i n s  b l ock  t he  room's s m a l l  

w i ndows h i gh  on  t he  no rth  a nd  east wa l l s .  An  o aken  veneer  

covers each of t he  th ree doors  head ing east ,  west, a nd  south  

out  of t he  room .  

The  centerp iece o f  t he  room i s  a l a rge, seven -s ided t a b l e  

with a n  orn ate, seve n - po i nted s t a r  i n l a i d  i n to t he  s u rface .  

Between the  po in t s  of t he  star, seven b l ackened r unes a re a l so 

set i n  t he  o ak. Seven c h a i rs with fi l i g ree backs s u rround  the 

t a b l e; each c h a i r  back exh i b its a rune tha t  corresponds  with a 

r une  o n  t he  t ab l e .  

If  the PCs agree to  observe the feast, it takes place here 

in the chapel. The feast is fairly short and simple. Seven 

people sit around the table and Drollis passes the Chalice 

of Signs around to each person. Participants read a brief 

prayer to Lissala from a slip of parchment and cut their 

arms to bleed into the chalice. At this point, participants 

feel drained as the magic of the chalice also pulls a small 

portion of each one's soul to power the magic. Drollis 

then mixes a small amount of ink with the blood in the 

chalice and intones a final prayer. The chalice glows 

briefly, then Drollis pulls out seven wafers and dips a 

small brush into the blood and uses it to paint a small, 

unique sigil on each, which he passes to one of his thugs 

to distribute. 

Drollis's thugs and any PCs participating receive a wafer 

that restores their now-sullied souls and benefits (see the 

Sigil Wafers sidebar) while nonpaying participants aren't 

allowed to eat their the si.f!il wafers. Drollis carefully places 

any wafers from the nonpaying patrons into a small gilded 

box and places it on a shelfbehind him. At that point, Drollis 

reaches over and pulls the cover from the holy symbol of 

Lissala, revealing the symbol trap etched on it. 



FEA ST OF SIGILS 

Creatures: If the PCs are participating or observing 

in the Feast of Sigils, Drollis and his men are here. In 

addition, a few other patrons are present to fill up the 

seven seats at the ceremonial table. Use the stat blocks 

from area B1 above for this encounter. 

Traps: Drollis places the stand with the holy symbol 

of Lissala into the chapel before the PCs arrive for the 

feast. Use the trap details for the symbol trap in area B1 

for this encounter. 

Faction Notes: Osirion faction PCs will want to 

observe the entire Feast of Sigils. If they observe the feast 

and succeed at a DC 27 Knowledge (Religion) or DC 32 
Perception check, they understand enough of the ritual 

to make detailed notes, earning 1 Prestige Point. If they 

can understand Azlanti, they gain a +5 bonus on this 

check. If they participate in the ceremony, they gain a +5 
bonus on the check. These bonuses stack. 

B3. Office 
This area serves as Drollis' office. A single piece of 

parchment with a crisp crease rests conspicuously 

in the center of an otherwise empty desk. The office 

is barren and looks mostly unused, but a man with a 

greasy cloth gag in his mouth sits at the table, his foot 

chained to the leg. This is Gelwin, the forger and Miss 

Feather's contact. 

The cult caught wind of Miss Feathers's letter, but thought 

it came from Gelwin. They captured him so he couldn't 

reveal their scheme to authorities, and they've been making 

him forge more contracts for them-this time for free. 

Development: If the players choose to examine the letter 

on the desk, give them the Player Handout on page 20. 
Faction Notes: Andoran faction PCs are meant to 

deliver the forger to Andoran "mostly intact," so strong­

arming him too intensely is discouraged. He's willing 

to leave town with a DC 20 Diplomacy check. After all, 

disappearing when you work for criminals is a good way 

to get a bad reputation. Award Andoran faction PCs who 

are able to successfully deliver Gelwin to their home 

country 1 Prestige Point. 

Cheliax faction PCs will want to track down Gelwin's 

contact in the Church of Asmodeus, a woman named 

Renna. If he thinks it will save his skin, Gel win agrees 

to give them a letter with some of her dark secrets in it 

so she can be blackmailed. Doing so requires a successful 

DC 20 Intimidate check or DC 25 Diplomacy check. 

Cheliax faction PCs who have this information earn 1 
Prestige Point. 

B4. Bedroom 

A t ang l e  of b l a n kets a nd  fo u l - l ook i ng  s heets adorns  a p l a i n ­

l o o k i n g  b ed  h e re. The re i s  a s m a l l  wardrobe a nd  a foot locker  

at t he  end  of t he  bed .  The  room reeks  of body odor, cheap  

perfume ,  forma l dehyde, a nd  ever so s l ight ly  of rot. 

BS. Alleyway 
The alley here goes behind the lethe house. The ends of 

the alley are blocked with large piles of rubbish, dirt, and 

debris. The piles are large but someone can clamber over 

one with a successful DC 15 Climb check. Succeeding at a 

DC 15 Survival check or DC 20 Perception check reveals 

that most traffic goes directly between the lethe house 

and the warehouse (area B6). 

B6. Cold Storage (CR 11 or CR 14) 

Th i s  room appears  to be a sort  of wa it i ng  a rea .  A h a rs h ,  b r ight  

l i gh t  p u l sates nea r  t he  ce i l i n g, cast i n g  t he  occupants  of t he  

room i n  a n  ee r i e  b l u e  l i ght .  A dozen  peop l e  l o u nge he re ,  m a ny 

ly i n g  on couches  or s l u m ped i n  u n comforta b l e - l ook i ng  c h a i rs .  

Pa l l i d  s k i n ,  d ry mouths ,  a nd  u n b l i n ki n g  eyes m a ke severa l  

appea r  l i fe l ess .  The  most a m b i t i ous  of t he  wa i t i n g  occupants  

l ifts  a n  a rm br i efly as  if  to gestu re ,  but  t he  a rm co l l a pses back  

down a nd  he r  head  lo l l s  to one  s ide  as  if  t he  effort s apped a l l  

h e r  rem a i n i n g  strength .  

The cultists keep their burned-out patrons in this room 

while they recover enough to take part in another ritual. 

The fear and suffering of these souls drew will-o'-wisps 

from the depths below the city like moths to a flame. 

Kesoulla and the rest of the cultists learned quickly that 

so long as they continue to supply the will-o'-wisps with 

"food" and don't show any fear, they can come and go 

without being in danger. Also, when the will-o'-wisps 

stop paying attention to a victim, it's a good indication 

that he's either ready for another ritual or has died. 

Creatures: In Subtier 7-8, there are two war wisps, 

a variant will-o' -wisp. These are the source of the 

flickering light illuminating this chamber. In Subtier 

10-11  there are three war wisps and a more powerful 

ancient war wisp. As long as the war wisps are in this 

chamber with slowly dying and despairing victims, they 

gain fast healing 5. 
Traps: In Subtier 7-8, there is a .greater ,glyph of wardin,g 

in the northernmost space marked with a T. In Subtier 

10-11, both spaces marked with a T are trapped. In each 

subtier, a symbol of scryin,g is scribed on the southern wall 

in the space marked with an X. The symbol has no effect 

on this encounter, but triggering it alerts Kesoulla. 

Subtler 7-8(CR11) 

G REATE R GLYPH OF  WARDING (FLAMESTRIKE CR 7 
Type spe l l; Perception DC 31; Disable Device DC 31 



PATHFINDER SOCIETY SCENARIO 

Make the fo l lowi ng  changes to the encou nter to 

accom modate pa rt ies of fou r  PCs. 

Subtier 7-8: Remove the greater glyph of warding. 

Subtier 10-11: Remove both war wisps a nd  one  greater 

glyph of warding. 

EFFECTS 
Trigger l ocat ion ;  Reset none  

Effect 9d6  h it poi nts of  damage, 50% 

fi re, 50% divi ne (Reflex DC 20 ha lf). 

WAR WI SPS (2 CR8 

Advanced wi l l -a' -wi sp  

(Pathfinder RPG Bestiary 277) 

NE Sma l l  a berrat ion (a i r) 

I nit +14; Senses da rkvis ion 60 fl:.; 
Perception +21 

DEFENSE 
AC 27, touch 27, fl at-footed i6 

(+5 deflection ,  +io Dex, +1 

dodge, +1 s ize) 

hp 60 each (11d8+11) 

Fort +4 , Ref +i3, Will +10 

Defensive Abilities natura l  

i nv is i b i l ity; Immune mag ic  

OFFENSE 
Speed fly 50 fl:. (perfect) 

Melee shock +i9/+i4 touch (3d8 

e l ectr ic ity) 

Special Attacks l i g h tn i ng  form 

TACTICS 
During Combat The war wisps a re immune  to the  va r ious 

g lyphs and  traps i n  the  room and  try to l u re the  PCs i nto 

tr i ggeri ng  them.  

STATISTICS 
Str i, Dex 31, Con i2, Int is, Wis i6, Cha 14 

Base Atk +8; CMB +2; CMD 28 

Feats Al ertness,  B l i n d - F ight ,  Dodge, F lyby Attack, I m proved 

I n it i at ive, Weapon F i nesse 

Skills Acrobat ics +24, B l uff +i3, Escape Art ist +24, F ly +34. 

Perception  +21, Sense Motive +s, Stea l th +28 

Languages Aklo ,  Common  

SQ feed on  fea r  

SPECIAL ABILITIES 
Lightning Form (Ex) Twice per  d ay, a war  w isp  can  t r ansform 

i nto l i ghtn i n g  as  a sta nda rd act i o n  a nd  i n stant ly  travel i n  a 

stra ight  l i n e  to a d i stance of u p  to 50 feet, remater i a l i z i ng  

i n  t he  n ew locat ion as  a free act i o n .  Th i s  movement  does 

not p rovoke attacks of oppor tun i ty. Creatu res i n  th is  l i n e  

t ake 7 d 6  po in t s  o f  e l ectr i c a l  d am age a nd  a re staggered fo r  

i ro u nd  (a s u ccessfu l  DC  i 6  Refl ex save h a lves t he  d am age 

and negates t he  staggered cond i t i on). The  save DC i s  

Const i tut i o n - based .  

Subtier 10-11(CR14) 

G REATE R GLYPH OF WARDING (FLAMESTRIKE CR 7 

Type spe l l ;  Perception DC 31; Disable Device DC 31 

EFFECTS 

OFFENSE 

Trigger l ocat ion; Reset none  

Effect 13d6 h it poi nts of  damage 50% 

fi re, 50% divi ne (Reflex DC 22 ha lf). 

ANCIENT WAR WISPS (2} CR 12 

Advanced wi l l - o'-wi sp  

(Pathfinder RPG Bestiary 

277) 

NE Med ium a berrat ion 

(a i r) 

lnit +i3; Senses 

da rkvi s ion  60 fl:.; 
Percept ion +26 

DEFENSE 
AC 28, touch 28, flat-footed 

i8 (+8 deflection ,  +9 Dex, +i 

dodge) 

hp i36 each (16d8+64) 

Fort +io, Ref +i4, Will +i3 

Defensive Abilities e l ectrified ,  natura l  

i nv is i b i l i ty; Immune e l ectri c ity, mag ic  

Speed fly 50 fl:. (perfect) 

Melee shock +21/+i6/+11 touch (3d8 e l ectr ic ity) 

Special Attacks l i g h tn i ng  form 

STATISTICS 
Str i, Dex 29, Con i6, Int i5 , Wis 16, Cha 14 

Base Atk +12; CMB +7; CMD 35 

Feats Alertness,  B l i n d - F ight ,  Dodge, F lyby Attack, G reat 

Fo rt itude, I m p roved I n it i at ive, Toughness, Weapon Fi n esse 

Skills Acrobatics +28,  Escape Artist +28, Fly +36, I nt im idate +21, 

Perception  +26, Sense Motive +5, Stea l th +28 

Languages Aklo ,  Common  

SQ feed on  fea r  

SPECIAL ABILITIES 
Electrified (Su) An ancient  war wisp generates a cont i nuous  

e l ectri c a l  cha rge. Creatu res attacki ng  it u s i ng  natura l  

attacks, u n a rmed str i kes, o r  me lee  weapons  made p r ima ri l y  

of meta l  t ake 3d6 po i nts of e l ectr ic ity damage. A successfu l  

DC 2 1  Reflex save h a lves t h e  damage. T h e  save DC i s  

Const itut i on - based.  

Lightning Form (Ex) Twice per day, a war wisp can transform 

i nto l i gh tn i ng  as a sta nda rd act ion and  i n stant ly trave l i n  a 

stra ight  l i n e  to a d i sta n ce of u p  to 50 feet, remateri a l iz i ng  
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in the new locat ion as a free actio n .  Th i s  movement  does 

not p rovoke attacks of opportun ity. Creatu res i n  th is l i n e  

t ake 10d6 po ints o f  e l ectri c a l  d amage and  a re staggered for  

l round  ( a  successfu l  DC 21  Reflex save ha lves the damage 

and negates the  staggered cond i t ion). The  save DC i s  

Const itut i on - based.  

WAR W I SPS (2 CR 8 
hp 60 each (Use the stat ist ics from Subt ier  7-8.) 

During Combat The war wisps are immune to the 

effects of the various glyphs and traps in the room and 

try to lure the PCs into triggering them. They take turns 

being visible to confuse their numbers. 

Development: The prisoners here can be restored to 

some semblance of sanity if the appropriate s(gil wafers 

can be located and either fed to them or destroyed in 

holy water (see page 10). A successful DC 25 Spellcraft 

check identifies which wafer contains the tattered 

remains of a particular victim's soul. On a failed check, 

the wafer is misidentified. If a victim eats the wrong 

wafer, he gains the ability score bonus of the wafer, but 

doesn't recover the lost fragment of his soul. Most of the 

wafers needed to restore these victims are with Kesoulla 

in the Basement Temple. 

Treasure: In Subtier 7-8, a chest of drawers in the 

corner contains treasures collected over time from the 

cult's victims, plus a wand of li,ghtnin!J bolt with 20 charges. 

In Subtier 10-11, the cultists have already spent this 

treasure in other resources. 

Faction Notes: Qadira faction PCs will want to rescue 

the three working ladies from this room. The three 

prostitutes in here can be restored using the wafers 

Drollis possessed if the PCs can identify the correct 

three wafers out of the 15 total he carried. Word gets 

back to Madam Rose, who arranges for some substantial 

discounts for the Trade Prince in the future. If the three 

prostitutes are restored to health, award Qadira faction 

PCs l Prestige Point. 

Rewards: If the PCs defeat the will-o'-wisps and search 

the room, reward them as follows. 

Subtier 7-8: Give each PC 828 gp. 

Subtier 10-n: No reward. 

PART THREE: BASEMENT 
TEMPLE (CR 11 OR CR 14) 

The  ba sem ents  of most  of t he  b u i l d i ngs  o n  t h i s  b l o c k  h ave 

been  converted i n to o n e  g i a n t ,  m i s s h a ped tem p l e  ded i c ated 

to L i s sa l a .  I m p ro m ptu  p i l l a rs and bu ttresses ten uous l y  

s u p por t  a m i sm atched  ce i l i n g. T he  floo r  of t h e  c h a m be r  

i s  eq u a l l y  patchwork ,  t h ough  i t  h a s  been  l eve l ed  smooth 

Make the fo l lowi ng  changes to the encou nter to 

accom modate pa rt ies of o n ly four PCs. 

Subtier 7-8: Remove the forbiddance effect from the 

basement tem p le  a rea .  

Subtier io- 1 1: Remove th ree g u a rds  and the symbol 

of pain. 

u n dernea th  a h uge S i h ed ro n  sym bo l .  The  sym bo l  p u l sates 

w i th  a s ick ly redd i s h  l i gh t ,  fi l l i n g  the room with  a d i m  

r e d  g l ow. I n  t h e  no rtheas t  co rne r  o f  t he  tem p l e ,  a most ly  

i n tact  b a sement  p rov ides  t he  most  o bv i ou s  egress fro m  t he  

s u bter ra n e a n  a re a .  

The ceiling is  low and irregular, dipping to  5 feet tall 

in some places. Large bipeds and huge creatures treat 

this room as difficult terrain and mounted combat is 

impossible. Additionally, area effect spells such as fireball 

that hit the ceiling have a 50% chance of causing a small 

cave-in, dealing an additional 3d6 points of bludgeoning 

damage to creatures in the area and creating difficult 

terrain underneath. 

Kesoulla believes they have enough of the si!]il wafers 

to fill the runestones and gain access to the refu!Je spell 

components now. After a warning divination earlier in 

the day, Kesoulla is anxious to get out of Kaer Maga. She 

is currently preparing to leave, waiting for Drollis and 

the last of the si!Jil wafers. 

Creatures: Kesoulla awaits the PCs here. If the PCs 

observed or participated in the Feast of Sigils with Drollis 

or if they triggered the symbol of scryin!J in the warehouse 

in area B6, Kesoulla is ready for them. 

Traps: Two powerful spell effects protect the basement 

temple. Starting at the base of the stairwell and extending 

to cover the entire basement temple, an area offorbiddance 

prevents dimensional travel, prohibits summoning 

spells, and damages creatures whose alignments are 

not lawful evil. Additionally, at Subtier 10-11, a symbol 

of pain is inscribed in the southwest corner of the room; 

the symbol is marked with an X on the map. Kesoulla has 

attuned these symbols to her allies so they are unaffected. 

Subtier 7-8(CR11 or 12) 

FORB I  DDANCE CR 8 
Type spe l l ;  Perception DC 32; Disable Device DC 32 

EFFECTS 
Trigger locat ion;  Reset none  

Effect Lawfu l  neutra l ,  l awfu l  good, neu t r a l  evi l ,  a nd  chaot ic  

evi l creatu res exiti ng  the  sta i rwe l l  t ake 6d6 po i nts of 

damage. Creatu res of other a l i g nments t ake 12d6 h i t  
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poi nts of damage (Wi l l  s ave DC i9 h a lf), though Lawfu l  

Evi l creatu res t ake no  damage.  Forbiddance a l s o  b locks 

s ummon i ng  and te leportat ion .  

KESOULLA CR 8 
Fema l e  h uman  c le r i c  of L issa la 9 

LE Med i um  h u mano id  ( h uman) 

lnit +i; Senses true seeing; Percept ion +14 

DEFENSE 
AC 22 ,  touch 11, fl at-footed 21 (+8 a rmor, +1 Dex, +3 sh i e ld )  

hp 80 (9d8+36) 

Fort +9, Ref +7, Will +i2 

Defensive Abilities 20% miss  chance on ranged attacks, 

freedom of movement 

OFFENSE 
Speed 20 fl.  

Melee + 1  bastard sword +io/+5 (1d10+3/19-20) 

Special Attacks channe l  negative energy 2/day (DC i3, 5d6) 

Domain Spell-Like Abilities (CL 9th; concentrat ion +i4) 

At wi l l- lo re keeper  (i9), remote v iew ing (9 rounds/day) 

8/day-b l ast rune  or spe l l  r une  (1d6+4 energy damage o r  

spe l l ,  9 rounds) 

Cleric Spells Prepared (CL 9th; concentrat ion +14) 

5th-flame strike (DC 20), greater command (DC 21), 

true seeing0 

4th-air walk, divination°, divine power. freedom of movement 

3rd-dispel magic, glyph of warding0, magic vestment (2), 

wind wall 

2nd-cure moderate wounds, detect thoughts0 (DC i7), 

graceAPG (2), hold person (DC i8), sound burst (DC 17) 

ist-comprehend languages0, cure light wounds (2), obscuring 

mist, sanctuary (DC 16), shield of faith (1) 
o (at wi l l )-detect magic, light, mending, read magic 

D Doma in  spe l l; Domains Knowledge, Rune  

TACTICS 
Before Combat Kesou l l a  keeps magic vestment on he r  

a rmor  a nd  s h i e l d  at a l l  t imes .  I f  a l e rted by  the  symbol of 

scrying i n  a rea B6, s he  a l so  casts entropic shield. freedom of 

movement, a nd  true seeing. These effects a re refl ected i n  

h e r  stat b l ock .  

During Combat Keso u l l a  p uts u p  a wind wall to p revent 

r anged attacks aga i n st h e rse lf, t hen  pounds t he  p a rty 

with r anged spe l l s .  S h e  uses blade barrier i f  she can  

effect ive ly sp l i t  u p  t he  pa rty. Otherwise ,  s he  cont i n ues to  

use r anged spe l l s  a s  l o ng  as  poss i b l e .  When  fo rced i nto 

me l ee ,  Keso u l l a  uses greater command (flee) a nd  grace to 

s l i p  away. (Remembe r  tha t  cha racters who reenter the a rea 

need to m a ke the  save aga i nst forbiddance aga i n .) When  

o the r  cho i ces a re exh au sted, s he  casts divine power, t hen  

fi ghts defens ive ly. 

Morale Once her gua rds a re s l a i n  and it 's c l ea r  she i s  go i ng  

to  l o s e  the figh t ,  Kesou l l a  tr ies t o  g r ab  the chest fi l l ed with 

sigil wafers and flee out  the back exit .  Once she reaches the 

su rface, she q uaffs her  potion of invisibility and flees us i ng  

air walk. I f  the PCs  withd raw from the room even br i efly, 

s he  t akes the opportun ity to grab the sigil wafers and  flee .  

Base Statistics I f  l<esou l l a  i s  not a l e rted by the  symbol of 

scrying i n  a rea B6, the re is no m iss cha nce to h i t  he r  with 

ranged attacks and she l acks true seeing and freedom of 

movement. Without magic vestment, her  stat ist ics a re AC 18, 

touch 11, fl at-footed 17. 

STATISTICS 
Str i4, Dex 12, Con 14, Int io, Wis 20, Cha 8 

Base Atk +6; CMB +8; CMD i9 

Feats Combat Cast ing,  Exoti c  Weapon Profic iency (basta rd 

sword), L ightn i ng  Reflexes, Scr ibe Scro l l ,  Spe l l  Focus 

(enchantment), Tough ness ,  Weapon Focus (bastard sword) 

Skills Dip lomacy +], Knowledge (re l igion) +8, Perception +14, 

Sense Motive +i2, Spe l l crafl +7; Racial Modifiers -4 Acrobatics 

when jump ing 

Languages Common  

SQ a u ra 

Combat Gear potion of invisibility, scroll of blade barrier, scroll 

of cure serious wounds; Other Gear mwk b reastp l ate, mwk 

l igh t  steel s h i e l d ,  +1 bastard sword, cloak of resistance +i, 

headband of inspired wisdom +2 

APG See the Pathfinder RPG Advanced Player's Guide. 

G UARDS 2) CR 6 

LE h ighwayman  (Pathfinder RPG Game Mastery Guide 259) 

hp 53 each 

TACTICS 
During Combat The gua rds keep between Kesou l l a  and  any 

enemies, a l l owi ng  her  to use them for  cover. I f  there a re no  

me lee  enem ies ,  the  guards fi re the i r  bows and  keep c lose to  

Kesou l l a .  I f  the PCs c lose i nto me  lee ,  the guards t ry  to fl a n k  

a nd  t r i p  enemies  with t h e i r  sp i ked cha i n s .  

Morale These  guards a re l oya l to Kesou l l a  a nd  fight  to the  

death  as l ong  as she  i s  a l ive. I f  s he  i s  ki l l ed ,  they q u ick ly 

su rrender  o r  flee .  

Subtier 10-11(CR13 or 14) 

FORB I  DDANCE CR 8 
Type spe l l; Perception DC 32; Disable Device DC 32 

EFFECTS 
Trigger locat ion;  Reset none  

Effect Lawfu l n eutra l ,  l awfu l  good ,  neut ra l  evi l ,  a n d  ch aot ic  

evi l creatures exi t i ng  t he  sta i rwe l l  t a ke 6d6 po i nts of 

d am age.  Creatu res of oth er  a l i g n ments  t a ke 12d6 h i t  

po i nts of d am age (Wi l l  DC 19  h a l f) , t hough  l awfu l  evi l 

creatu res t ake no d amage .  Forbiddance a l so  b l ocks 

s u m m o n i n g  and te l eportat io n .  

SYM BOL OF  PAIN CR 6 

Type spe l l; Perception DC 30; Disable Device DC 30 
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EFFECTS 
Trigger reads the  rune; Reset none  

Effect Creatu res wit h i n  60 feet take a -4  pena lty on  attack 

ro l l s , ski l l  checks, and a b i l i ty checks (Fort DC 21 negates). 

Th i s  pena lty l asts for 1 hou r  after the creatu re moves more 

than  60 feet from the sym bo l .  

KESOULLA CR 12 

Fema l e  h uman  c le r i c  of L issa l a  13 

LE Med i um  h u mano id  ( h uman) 

I nit +i; Senses true seeing; Percept ion +i9 

DEFENSE 
AC 29, touch 15 , fl at-footed 28 (+9 armor, +4 deflection ,  +l Dex, 

+i natura l ,  +4 sh i e ld )  

hp 127  (13d8+65) 

Fort +i3, Ref +9, Will +i6 

Defensive Abilities 20% miss  chance on ranged attacks, 

freedom of movement 

OFFENSE 
Speed 20 ft.  

Melee + 2  bastard sword +i5/+10 (1d10+5/19-20) 

Special Attacks channe l  negative energy 2/day (DC 17, 7d6) 

Domain Spell-Like Abilities (CL 13th; concentrat ion +i9) 

At wi l l- lo re keeper  (34), remote vi ewi ng  (13 rounds/day) 

9/day-bl ast rune  or spe l l  r une  (1d6+6 energy damage o r  

spe l l ,  13 rounds) 

Cleric Spells Prepared (CL 13th; concentrat ion +i9) 

7th-blasphemy (DC 23), legend lore0 

6th-blade barrier (DC  22), cold ice strike"M  (DC  22), harm 

(DC 22), greater glyph of warding0 

5th-flame strike (2, DC 21), greater command (DC 22), 

righteous might, true seeing0 

4th-air walk, cure critical wounds, divine power, divination°, 

freedom of movement, greater magic weapon 

3rd-dispel magic (2), glyph of warding0, magic vestment (2), 

wind wall 

2nd-cure moderate wounds (2), detect thoughts (DC 18)0, 

graceAPG (2), hold person (DC 19), sound burst (DC i8) 

ist-comprehend languages0, cure light wounds, entropic 

shield, obscuring mist, sanctuary (DC 17), shield of faith (2) 

o (at w i l l )-detect magic, light, mending, read magic 

D Doma in  spe l l; Domains Knowledge, Rune  

TACTICS 
Before Combat Kesou l l a  keeps greater magic weapon on he r  
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bastard sword a nd  magic vestment on he r  a rmor  a nd  s h i e l d  

at a l l  t imes .  I f  a l erted by  the  symbol of  scrying i n  a rea B6, 

s he  a l so  casts entropic shield. freedom of movement, shield 

of faith, a nd  true seeing. These effects a re reflected i n  he r  

s t a t  b l ock .  

During Combat Keso u l l a  p uts u p  a wind wall to p revent 

r anged attacks aga i n st h e rse lf, t hen  pounds t he  p a rty 

with r anged spe l l s .  S h e  cast blasphemy ear ly  o n ,  catc h i ng  

as  m a ny p a rty mem bers as  s he  c an ,  a nd  be i ng  especi a l ly 

ca refu l to h i t  extra p l a n a r  creatures .  S h e  then  uses blade 

barrier or flame strike, atte m pt i ng  to d r ive enem i es i nto 

an a rea that can be  affected by her symbol of pain. When  

fo rced i nto me l ee ,  l<eso u l l a  u se s  greater command (fl ee) 

a nd  grace to s l i p  away. (Remembe r  tha t  cha racters who 

reenter  t he  a rea need to m a ke the  save  aga i n st forbiddance 

aga i n .) When  other  cho i ces a re exh au sted, s he  casts 

righteous might, then fi ghts defens ive ly. 

Morale See S u bt ier  7-8. 

Base Statis tics I f  Keso u l l a  i s  not  a l e rted by the symbol of 

scrying in a rea B6, t he re i s  n o  miss c h a n ce to h it h e r  

w i t h  ra n ged at tacks a n d  s h e  l a cks true seeing, shield of 

faith, a n d  freedom of movement. Withou t  magic vestment 

a n d  shield of faith, he r  stat i s t i cs  a re AC 19 , touch  1 1 ,  fl at­

footed 18 .  

STATISTICS 
Str 15, Dex n, Con 16, Int 10, Wis 22, Cha 8 

Base Atk +9;  CMB +n; CMD 26 

Feats Combat Cast ing,  Exoti c  Weapon Profic iency (basta rd 

sword), I m proved Channe l ,  L ightn i ng  Reflexes, Scr ibe 

Scro l l ,  Spe l l  Focus (enchantment), Spe l l  Focus (evocat ion), 

Toughness, Weapon Focus (bastard sword) 

Skills D ip l omacy +9, Knowledge (re l i g ion) +io, Percept ion 

+i9,  Sense Motive +i5 , Spe l l craA: +9;  Racial Modifiers -4 
Acrobat ics when j ump i ng  

Languages Common  

SQ a u ra 

Combat Gear potion of invisibility, scroll of heal, wand 

of blessing of fervof"PG (s cha rges); Other Gear mwk 

b reastp l ate, mwk l ight stee l  s h i e l d ,  +i bastard sword, amulet 

of natural armor +i , belt of physical might +2 (Str, Con), cloak 

of resistance +2, headband of inspired wisdom +2 

APG See the Pathfinder RPG Advanced Player's Guide. 
u M  See Pathfinder RPG Ultimate Magic. 

G UARDS 4 CR 7 
LE se l l sword (Pathfinder RPG Game Mastery Guide 283) 

hp 80 each 

TACTICS 
During Combat The gua rds keep between Kesou l l a  and  any 

enemies, a l l owi ng  her  to use them for  soA: cover. I f  the re a re 

no me l ee enemies ,  they q uaff the i r  potions of bull's strength, 

then th row the i r  jave l i ns .  If they a re benefitt i ng  from 

blessing of fervor, they use the bonus  to AC as l ong  as they 

a re i n  ranged com bat a nd  switch to us i ng  it fo r  a n  extra 

attack once they're in me l ee .  

Morale See S u bt ier  7-8. 

Development: Once Kesoulla is dead or flees Kaer 

Maga, the remaining cultists quickly surrender or flee 

and the Lissalan cultist presence in Kaer Maga effectively 

ends, thereby completing the Pathfinder mission in the 

city. If Kesoulla was able to escape, she takes with her 

vital resources the cultists need to raise Krune from his 

long sleep. 

Treasure: The sole bit of loot to be had in this chamber 

is a small chest on a table in the northwest corner of the 

room. The chest is filled with 50 s(gi! wafers. 

Faction Notes: Grand Lodge faction PCs must ensure 

all members of the cult are captured or killed. Capturing 

or killing both Drollis and Kesoulla earns members of 

the Grand Lodge faction l Prestige Point. 

Silver Crusade faction PCs should be concerned with 

restoring the soul fragments put into the s(gi! wafers. 

They can attempt to feed the wafers to the right people, 

though this takes a day's work and requires a DC 25 

Spellcraft check to have a decent enough success rate. 

They can instead destroy them in holy water as explained 

in the Sigil Wafers sidebar on page 10. To uncover this 

method of destruction, the PCs need to make a successful 

DC 20 Knowledge (religion) check. If they return enough 

soul fragments successfully, award Silver Crusade PCs l 
Prestige Point. 

Rewards: If the PCs capture or kill Kesoulla, reward 

them as follows. 

Subtier 7-8: Give each PC 1,649 gp. 

Subtier 10-11: Give each PC 4,859 gp. 

CONCLUSION 
The Lissalan cultists are finishing the final tasks they 

need to perform before waking Runelord Krune. The si9il 

wafers Kesoulla and Drollis created are instrumental in 

charging the runestones needed to recover the refu9e spell 

components. Once Kesoulla is killed, word spreads quickly 

through the Kaer Maga underground that something is 

amiss. The other Lissalan cultists begin working as hard 

as possible to make up for what was lost in Kaer Maga. 

Success Conditions 
If the players discover the basement temple under the 

lethe house and defeat or drive off the Lissalan cultists, 

the mission is considered a success, and each PC earns l 
Prestige Point. 

Faction Missions 
Player characters of a given faction who complete the 

listed mission earn l Prestige Point for their efforts. 
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Andoran Faction: Andoran faction PCs who rescue at 

least five prisoners in Part Two earn 1 Prestige Point. 

Cheliax Faction: Cheliax faction PCs who get 

information from Gelwin that will help them blackmail 

Renna earn i Prestige Point. 

Grand Lodge Faction: Grand Lodge faction PCs who 

are able to convince Gelwin to return with them to 

Andoran earn i Prestige Point. 

Lantern Lodge Faction: Lantern Lodge faction PCs who 

help locate the renegade Shadow Lodge faction members 

earn i Prestige Point. 

Osirion Faction: Osirion faction PCs who observe 

Drollis performing the Feast of Sigils in Part Two earn 

i Prestige Point. 

Qadira Faction: Qadira faction PCs who rescue the 

prostitutes and restore them to health with the wafers 

earn i Prestige Point. 

Sczarni Faction: Sczarni faction PCs who meet Parfus 

and are able to convince him to ally with Guaril earn i 

Prestige Point. 

Shadow Lodge Faction: Shadow Lodge faction PCs who 

discover where the Kaer Magan Shadow Lodge cell fled to 

earn i Prestige Point. 

Silver Crusade Faction: Silver Crusade faction PCs who 

restore enough soul fragments that were bound into si_gil 

wafers earn i Prestige Point. 

Taldor Faction: Taldor faction PCs who successfully 

disguise themselves as Holborg Greunolo and patronize 

a brothel earn 1 Prestige Point. 
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Fe l l ow Freedom Fighter, 

Che l i ax th rives on b u reaucracy a nd  paperwork, and  contracts a re a n  essenti a l  pa rt of a l l  s l ave trad i n g  activity 

that or ig i n ates from that fou l  cou ntry. The idea of u s i ng  th i s  penchant  for the written word aga i n st Che l i ax has  

l ong  i ntr igued the leaders of the Eag le  Kn i ghts. 

You r  contact in Kaer Maga i s  a forger of u n para l le led ski l l .  He  i s  a l so an a mora l  basta rd with l i tt l e  care for 

those a round  h i m .  Ensu re that Ge lwi n makes his way to Ando ra n and that he's mostly i ntact when he  gets here, 

tak i ng  pa rt icu l a r  care that he  has a l l  his fi n gers and eyes. With a man of his ta l ents, we cou l d  free thousands  of 

s l aves t h rough decept ion rather  t h an  b l ood.  

Good Luck, 

c::&/?c:YZ-7 � 
Major  Co lson Ma l d ri s  

Though you r  presence i n  th i s  Va ri s i an  backwater wi l l  be m i ssed greatly, it i s  rather fortu itous tha t  you r  trave ls  

ta ke you to Kaer Maga. As my u n known riva l works to u nderm i ne  my power, my agents i n  the fie ld  have been 

under  attack. Fea r  not, my poppet, I be l ieve you r  a l legi ance with the Pathfi nders wi l l  p rotect you for the moment. 

Every servant I have in the field cements my i nterests here in Che l i ax, even those in a city such as Kaer Maga. 

Wh i l e  Che l i ax has l i tt l e  offic i a l  p resence in Kaer Maga, the Chu rch of Asmodeus has a su bsta nt i a l  one there. 

Between you r  vis its to the va rious  fles h houses in the Hosp ice d istr ict, fi nd  someone wit h i n  the Chu rch of 

Asmodeus who can offer  us access to the l a byri nt h i n e  excuse they h ave for a b u reaucracy a nd  b i nd  that person 

to me. Fi nd  a wea kness we can use to lean on  the i n d ivid u a l  and p ress the adva ntage. � 9� Awa iti ng  word, 

Paracou ntess Za rta Dra l n een  

Pathfi nder, 

These L issa l a n  cu l t i sts h ave l o ng  been operat i n g  i n  Kaer  Maga ,  a nd  I h ave reason to be l i eve that  the i r fo u l  

p racti ces m ay be p repa ri ng  t h e  way for  a tru ly great evi l  t o  u n l ea shed u pon  t h e  wor ld .  I 've recent ly received 

i n te l l i gence that  t he i r  p l a n s  m ay i n deed be com i n g  to fru it i o n ,  o r  even worse, t h at t hey may we l l  h ave a l ready 

acco m p l i shed what th ey've set out  to do. 

Act q u i ck ly, and for  the  s a ke of the  Soci ety, don't let a ny of these cu l t i sts escape. I f  t hey do, they wi l l  s u re ly 

set up the i r  operat io n s  e l sewhere to carry out  the i r h e i nou s  scheme. 

Honored S i b l i ng ,  

h i_ J�t of l uck on the open road,  

· 7--. Ventu re-Ca pta i n  Ambrus  Va l s i n  

The  pos iti on  of  the Lantern Lodge wit h i n  the Soci ety rema i n s  ten uous .  The  va l ues of  those i n  the I n ner  Sea 

a rea a re often s l i p pery and the i r  concept of honor  i s  crude and u n po l i shed .  Resto ri ng  our honor  i s  goi ng  to be 

d ifficu l t  in Kaer Maga, where honor  seems so ra re a t h i ng. 

There is , however, a n  opport un ity for us here. Not l ong  ago i n  Kaer Maga,  the Pathfi nder Soci ety was ta i nted 

by severa l rogue Pathfi nder agents. D i scoveri n g  the cu rrent l ocation  of the rogue Pathfi nders who rema i n  on  

the loose shou l d  he l p  restore honor  t o  the Society. By  ach ievi ng  you r  m i s s i o n  i n  Kaer Maga ,  you ca n he l p  us  

rebu i l d  o u r  p l ace i n  the Pathfi nder  Society. 

G rac ious ly, 

Ventu re-Capta i n  Amara Li 
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Servant  of t he  Ruby P r i nce ,  

Yo u r  effo rts i n  t he  fie ld h ave brought some s m a l l  re l i ef but  i t 's c lear  that  t he  Ruby Pr i n ce wi l l  cont i n u e  to 

deter io rate in s p ite of those efforts .  

My sou rces suggest the  Soc iety i s  send ing you aga i n st a powerfu l  L issa l a n  cu l t .  Cons ider i ng  that  the  curse 

that befe l l  our great em peror was based on  the same rune magic the  Liss a l a n  cu lt ists use, there i s  some sma l l  

chance the i r  magics w i l l  be a b l e  t o  hea l  the  Pr i nce. One  ceremony i nterests me most: the Feast of  S ig i l s ,  wh ich  

i s  pu rported to be a restorative, em power ing rit u a l .  Th i s  feast may ho l d  the  key to the Pr ince's ma l ady. F i nd  out 

everyth i ng  you can a bout  the r itua l-witness i t  if poss i b l e  a nd  pass on  you r  most deta i led observat ions .  

- Mih� 1 
Fo r o u r  be loved Pri nce, 

-------------------------1.- Amenopheus ,  the Sapph i re Sage 

J u n i o r  Partner  Pathfi nder, 

The city of Kaer Maga is s im i l a r  to many cit ies of Qad i ra ,  be i ng  b u i l t on trade a nd  the i n gen ious  crafts of 

the res idents there. Of cou rse, they h ave odd ways and  even odder res idents, but the City of Stra ngers s h a res 

many of o u r  va l u es. 

When do i ng  bus i ness in l<aer Maga, the servi ces of the i r fi n e  b rothe l  houses can be usefu l  i n centives du r i ng  

some  negot iat ions .  The  best b rothe l s  a re i n  h i gh  demand and  rarely offer p referenti a l  treatment to  a nyone. See 

if you ca n perform some favor for  the b rothe l s  that you can pa r lay i nto favo ra b l e  terms for  our negoti ators i n  

that most cur ious  o f  cit ies. 

SCZARNI 

Prest ig ious Cous i n ,  

May  the tradewi nds be a t  you r  back, 

� 
r-- ----Trade Pri nce Aaq i r  a l 'H a ka m  

l<ae r  Maga i s  a c ity with great potent i a l  fo r  t he  Sza r n i .  R ight  now the re i s  a s m a l l  gro u p  i n  t he  City of 

Stra ngers r un  by my co u s i n ,  Pa rfus Er igo l .  Look  up Pa rfus wh i l e  you a re the re a nd  see if you ca n speak  with 

h i m  on  my beha l f. I f  you can p ry h i m  away fro m the  attracti o n s  of t he  b rothe l  I 'm to l d  he  frequents, I 'm 

certa i n  yo u ca n find a way to convi nce h i m  of the  benefits of a t ighter bond between h is h u m b le  operat io n  

a nd  the  Ka re l a  Scza rn i .  I f  you c a n  succeed i n  fosteri ng  s u c h  a n  a l l i a n ce, great p rofit wi l l  s u re ly fo l l ow. 

Fe l l ow Watche r, 

0'/1 Aatch i n g  over you ,  

-� Gua r i l  Ka re l a  

l<ae r  Maga  i s  one  of t he  fi rst p l a ces where t he  S h adow Lodge renegades l a u nched  t he i r  fo u l  betraya l ,  

a nd  you r  j ou rney t he re i s  a pa i nfu l  rem i nder  of p a s t  events .  I n  t he  months  s i n ce that  tragedy unfo lded ,  I 've 

contemp l ated l o ng  a nd  h a rd on t he  fate of t he  Sh adow Lodge agents the re .  

Wh i l e  i n  Kaer Maga ,  a sk  a round  a nd  see if you can  find any  deta i l s  abou t  where t he  renegade S h adow Lodge 

Pathfi nders  in the city m igh t  h ave fled after t he i r  last r u n - i n  with the Soc i ety. 

Luck be with you ,  

'(, +G randmaster Torch 

J 
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Vi rtuous  Pathfinder, 

The Lissa I a n  cu lt ists h ave been qu i et ly p reac h i ng  the i r ta i nted re l i g ion for thousands  of yea rs. Even when 

they depart a p l ace, they leave beh i n d  re l i cs of dep raved r itua l s  and  horr id doctri ne. I h ave i nformat ion that a 

cu l t  of Lissa l a  is even now pract ic i ng  a fou l  rit u a l  i n  the city of Kaer Maga .  I wa nt you to travel there, observe the 

r itua l ,  a nd  b ri n g  the cu lt ists to j u st ice. 

Once you h ave va nqu i s hed these Lissa Ian cu l t ists, destroy a ny of the u n ho ly re l i cs they m ight use in the i r  

rit u a l  so they ca n't fa l l  i nto the hands  of i n n ocents a nd  lead them to h a rm .  

TALDOR 
Fe l l ow Patriot, 

��Fa ith and  Honor, 

V Ol lysta Zad r i an  

Our  p l ans  to  e levate G robaras to  someth i ng  beyond a s imp l e  Lord-Mayor has met a ser ious snag. Torb lot 

G reuno lo, a c loth merchant and one  of G robaras's more voca l opponents i n  the House of Ushers is ga i n i ng  

i n  popu l a rity and  power recent ly. Wh i l e  he won't l i kely cha l l enge G roba ras's authority, t h e  cloth merchant h a s  

become a thorn i n  t h e  Lord-Mayor's s ide. Serious ly d i scred iti ng  G reuno lo  or  h i s  close fam i ly mem bers wou l d  

underm ine  h i s  power. Th i s  s hou l d  wi l l  cement G rorba ras's loya lty t o  t he  Ta ldan  Emp i re. 

Fo rtunately, G reu nolo has a ca rava n pass ing th rough Kaer Maga concu rrent with your  vis it, ca pta i ned G reuno lo's 

o ldest boy, Ho l bo rg. Us i ng the enc losed sketch ,  d isguise you rself as Ho l borg and visit one of the city's many 

brothe ls, thereby ensu ri ng  that G reuno lo  wi l l  be fighti ng ru mors a bout h i s  boy for yea rs to come. 
C los i ng, 

PLAYER HAND OUT 
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This Chronicle Certifies That 

A.K.A. 
Player Name Character Name Pathfinder Society # 

�------------- Has Completed This Scenario. 

• Items Found During This Scenario 

Faction 

mi131 0 Sigil Wafer: You ate a s(gil wafer, the physical result of a Lissalan ritual containing a portion 

[AbbJ of an unwilling victim's soul. This grants you a +2 profane bonus to one ability score of your 

choice that lasts for 1 year from the date of this Chronicle sheet. Denote the selected ability 

score below. 

Ingesting a s(gil wafer is an evil act that shifts your alignment one step toward evil unless 

you receive the benefits of an atonement spell. If such an alignment shift would result in an 

evil alignment, you may no longer play the character in the Pathfinder Society Organized 

Play campaign. 

Selected Ability Score 
��������������������������� 

belt of incredible dexterity +z (4,ooo gp) 
boots of stridin9 and sprin9in9 (5,500 gp) 
cloak of resistance +1 (1 ,000 gp) 
headband of inspired wisdom +2 (4,ooo gp) 
potion of cure moderate wounds (300  gp) 
potion of invisibility (300 gp) 
scroll of blade barrier (1 ,650 gp) 
scroll of cure serious wounds (375 gp) 
wand of li9htnin9 bolt (20 charges; 4,500 gp, limit 1) 

amulet of natural armor +I (2 ,000 gp) 
belt of physical mi9ht +2 (Str, Con) (10,000 gp) 
cloak of resistance +2 (4,000 gp) 
headband of inspired wisdom +2 (4,000 gp) 
potion of ali9n weapon (300 gp) 
potion of bull's stren9th (300 gp) 
rin9 of protection +I (2 ,000 gp) 
scroll of heal (1 ,650 gp) 
shock amulet of mi9hty fists (5 ,000 gp) 

Scena rio  Ch ron ic le # 

0 Normal 
2,171 4.342 � 

x r---+-----1 Cl 

Starting XP 

+ I G M 's '"""' 

XP Gained (GM ONLY} 

D D  Initial Fame Initial Prestige 

I + I ���. I 
Prestige Gained (GM ONLY} 

I - I 
Prestige Spent 

D D  

Start G P  

+ 

G P  Gained (GM ONLY} 

Day Job (GM ONLY) 

0 
r 
0 

wand efblessin9 of fervor (5 charges; 2 ,100 gp, limit l; see the Advanced Player's Guide) 

- - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - - I - - -f + I 
Items Sold 

Items Sold / Conditions Gained Items Bought / Conditions Cleared I = I 
Subtotal 

Items Bought 

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

Total 

For GM Only 

EVENT EVENT CO DE DATE Game  Master's S ignatu re G M  Pathfi nder Society # 
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