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THE DISAPPEARED 
BY JONATHAN H. KEITH 

----@----

P
aracounte s s  Zarta Dralneen-the esteemed 

Chelish ambas s ador to Absalom and liaison to 

the Cheliax faction of the Pathfinders-has gone 

mis sing without a trace. Even more uns ettling, those  

most  intimately affiliated with the paracountess  claim 

she never even existed in the first place. Even the Chelish 

embassy claims to know nothing of her, and signs seem 

to indicate that members ofher own nation's government 

may be behind her unusual disappearance. But 

"disappeared" can mean so many things :  Maybe Cheliax 

wanted her in a new deep- cover assignment. Maybe she's 

been shu ffled off to a punishment as signment at a j ungle 

outpost down in Garund. Or maybe s omething more 

sinister entirely is  going on. 

The Pathfinder Society wants to know what happened 

to Dralneen and, if pos sible, how to get her back. For 

one thing, she's got a brain full of Pathfinder s ecret s .  

For another, letting any government "dis appear" a n  

important Pathfinder ally s e t s  a very b a d  precedent. 

It is  no secret that Zarta has made many enemies in 

Cheliax. Her flamboyant and extravagant life style no 

doubt aggravates the lesser privileged, and she has 

cro s s e d  many to advance her agenda and increase her 

power. Tancred D esimire is  a mixture ofboth cas e s .  He's 

an important functionary in House  Thrune dealings ,  in 

a behind-the- s cenes s ort of way, and he sees Zarta as a 

dangerous rival and pos sible impediment to his plans 

for self-aggrandizement.  At the same time, he recognize s  

that s h e  could be u s e fu l  to h i m  in t h e  future. So rather 

than assassinate or execute her, he planted evidence in 

the Chelish embassy that proved she had been s elling 

Chelish government s ecrets to the Pathfinders.  He then 

used his acces s  to the Thrune hous e  seals to grease the 

skids of the bureaucracy's internal security. 

Zarta's first clue that s omething was wrong came 

from a contact in embassy s ecurity, who warned her that 

she was to be arrested in mere minute s .  During those  

minutes she managed to get  a few instructions to trusted 

minions and plant a little bit of evidence of her own-a 

clue that wouldn't be noticeable as such by her Chelish 

antagoni sts but that might lead Pathfinders in the right 

direction if they came looking for her. With the s e  subtle 

The Disappeared ta kes p l ace in the Ascendant  Co u rt 

i n  Absa l om,  the  City at the  Center of the  Wor ld .  The 

Ascendant Cou rt is the centermost d istrict with i n  Absa lom,  

a nd  i s  the  re l i g ious  hub of the  metropo l i s  th a n ks to its 

p roxi m ity to the fa med Sta rstone  Cathedra l .  When Aroden  

d i ed ,  h i s  fo l l owers were eventu a l ly forced to se l l  t he i r  

Absa lom-based tem p le  to  the Che l i s h  e m p i re to  serve 

as its embassy, a n d  t h i s  b u i l d i n g  is where t he  m ajo r ity 

of t h i s  sce n a rio  ta kes p l a ce. Fo r more i nfo rm at ion  on  

the  Che l i s h  embassy, s ee  Pathfinder Campaign Setting: 

Pathfinder Society Field Guide, ava i l a b l e  at you r  loca l  hobby 

store and  on l i n e  at paizo.com. 

nudges, Zarta was able to perforate Tancred's near-perfect 

plan and ensure that a smart band of Pathfinders might 

be able to rescue her. 

The P C s  are dispatched by Venture - C aptain Ambrus 

Valsin to figure out what happened to Zarta Dralneen. 

Since his direct overtures to the embassy have been 

rebuffed, he has sent the PCs  in the guise of Pathfinders 

with important information for the C helaxians 

regarding Garundi discoveries that might help Cheliax 

regain the colony of Sargava. This ruse  will give the 

PCs entrance into the embassy, and the infiltration is 

timed to coincide with a lavi sh diplomatic gala being 

held there. Valsin hop e s  that the chaos and bustle 

surrounding the gala will allow the PCs to get out from 
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The Disappeared m a kes use of the  Pathfinder RPG Core 

Rulebook and  the  Pathfinder RPG Bestiary. 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 .. 

under the watchful eyes of their hosts and do s ome 

creative snooping. 

SUMMARY 
Venture - C aptain Ambrus Valsin tasks the PCs  

with infiltrating the Chelish embassy in Absalom 

to discover the circumstances surrounding Zarta 

Dralneen's mysterious disappearance. Discretion 

is  of the utmo st importance: It is critical that the 

Chelaxians do not realize the Pathfinders have 

been prying. Venture - C aptain Amara Li will 

be at the gala on other busine s s  and can 

offer some limited aid, but it is  largely 

up to the PCs  to get in and get out 

without alerting the embassy staff. 

clues and the records on file in the archive, the party is  

able to piece together that Zarta has been taken to Citadel 

Vraid-the mountainous Hellknight citadel in Varisia­

indefinitely. The imperial seal used to authorize the arrest 

can be linked to Tancred Desimire. The PCs also discover 

the nature of the accusations against Zarta, as well as 

the false evidence that was used to accuse her of pas sing 

secrets to the Pathfinders .  

Once the PCs  have the information and the evidence, 

they need to get back to the waiting room before their 

hour is  up. Having done so,  they can hand over their 

intelligence to the ambassador and get away with the 

Chelaxians none the wiser. 

GETTING STARTED 
Read aloud the following to get the adventure 

The ga l a  i n s i de  the Che l i s h  em bassy a p pears  

to be  i n  fu l l  swi ng ,  a n d  as  t he  fa i n t  

l i gh t  from the  bu i l d i ng  fa l l s  u pon  t he  

a l l eyway o uts ide ,  Ven tu re- Ca pta i n  

Ambrus  Va l s i n 's m i s s i on  b r i efi ng  i s  

h a rd t o  fo rget. The P C s  first have to talk their 

way into the embas sy. Their cover 

story is that they have information for 

Zarta Dralneen that's of vital national 

Venture-CaP,tain 
Ambrus Valsin 

"Pathfi nders ," Va l s i n  boomed but  

hou rs ea r l i e r  i n  the  b r iefi ng  cham ber 

wit h i n  the  G rand  Lodge,  "Zarta Dra l neen  

interest to Cheliax. When informed that Zarta Dralneen 

doesn't exist, they must convince the embassy staff 

that they can only divulge the information to the new 

ambassador. The ambassador is  too busy with the gala 

to attend to them immediately, and Amara Li can delay 

him further if he does decide to make them a priority. 

The security staff puts the P C s  in the s ecure waiting 

room just to get them out from underfoot. Fortunately, 

the waiting area in which they've been left is slightly less  

s ecure due to the machinations of a Zarta loyalist.  A door 

to the room is  open and a set of keys has been left in the 

keyhole for the PCs to find. The keys include the key to 

Zarta's chambers as well as a key that can get the PCs into 

her secret study. 

Once they have the keys ,  the P C s  must make their way 

to Zarta's chambers acro s s  the residential wing, where 

the gala i s  in full swing. They have only 60 minutes to 

get the information they've come for and get back to the 

waiting room before the ambassador arrives to receive 

their information. The tight time frame may push the 

P C s  to take risks they would rather avoid as they sneak 

and bluff their way through the embas sy. 

In Zarta's chambers,  the PCs find the secret door to 

her study as well as the devils guarding it. Zarta has left a 

coded note in her study that can guide them through the 

ventilation system to the records archive. Between Zarta's 

no l onger  exists. S he  never exi sted. S he's never worked for the  

Che l i s h  em bassy here i n  Absa l om ,  and  s he's never been i n  

cha rge o f  the  Che l i s h  Pathfi nders .  A t  least th at's what I was 

to ld ,  repeated ly, to my face,  through t h ree l ayers of Che l i s h  

b u reaucrats. I know those  peop l e ,  and  they a l l  knew Zarta .  

They d idn 't j ust forget a bout her. S he's been 'd i sappeared. '  

" I  don't know where she went and I don't know who took her. 

What I n eed you to do for me is to go i nto the  Che l i s h  em bassy 

and find out  as  much as you can  by snoop ing  a round  for  a b i t .  I 

want to know where Za rta i s ,  I want to know who took her, a nd  

I wan t  t o  know why  she  was  t aken .  

"We can 't afford to offend Che l i ax, so you ' l l  h ave to  i nfi ltrate 

the i r  em bassy q u i et ly. I 've devised a cover story that  s hou l d  

get you  i n  the  s i de  doo r  w i t h  o rders to s ee  the  new Che l i s h  

am bassador. An ongoi ng  d i p l omat ic  ga l a  sched u led  for  t he  

s ame t ime and  a c l ever r u se  by  Venture -Capta i n  Amara Li­

who is  a lso attend i ng  the ga l a-wi l l  keep  the a m bassador 

busy, but  you ' l l  h ave to act q u ick ly if you want to secure the  

i nformat ion we need before he  a r rives to meet  you .  You m ust 

get i nto the embassy, get what we need, and get back out of 

the em bassy without the Che l axi an s  ever catch i ng  on  that  we've 

been root i ng  a round .  

"H ere i s  a packet of  i nformat ion t h a t  be a r s  on  Che l i s h  

i nterests i n  Sa rgava. I t's legitimate inte l l i gence t h a t  we  probab ly 

wou l d  h ave passed on to Za rta eventu a l ly a nyway and  that  

we're wi l l i n g  to g ive u p  for  free as  ou r  t icket i nto the  bu i l d i ng. 
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"You ' l l  enter the  em bassy through the  no rth entrance of the  

res ident i a l  wi ng, where Che l i s h  i m peri a l  secu rity receives a l l  of  

the i r  i nformants .  Even if you have a good cover sto ry, you might  

have difficu lty gett ing past the guards there-if necessa ry, you' l l  

h ave to resort  to b ri b i n g  you r  way through.  Once you're i n ,  the  

gua rds wi l l  l i ke ly  m a ke you wa i t  for  the  am bassador when you 

te l l  t hem you h ave i m portant i nformat ion for h i m .  Don 't give it 

to a nyone  e l se, s i n ce once they h ave the  i nformat ion there wi l l  

be no  reason for  them not t o  show you t h e  door. 

"Ama ra Li wi l l  keep  the  a m bassador p i n ned down at the  ga l a  

wh i l e  you  b reak  out of the  wait i ng  room and  snoop  a round .  

She  wi l l  a l so  mee t  you j u st before you en te r  the  ga l a  to  cast 

a message spe l l  o n  you ,  j u st i n  case you need to keep  i n  touch 

dur ing you r  m i ss ion .  You j ust need to m a ke you r  way to Za rta's 

chambers-they're in the southwest co rner  of the res ident i a l  

wi ng, but  you ' l l  h ave to  fi n d  a route t h a t  doesn't i n te rsect with 

the  ga l a's attendees or  res idents of the  embassy. Try to get in 

and out  i n  less than a n  hou r. Th at's my best esti mate at how 

long  the  ga l a  a nd  Li can  keep  the  am bassador preoccup ied .  

Once you've got  the  i nformat ion and  made it back to the  

wait i ng  a rea ,  you j u st h ave to wait  for  the  a m bassador to find 

t ime to see you .  

"My  i nformants te l l  me t h a t  Ai l en i a  Hospar, one  of  the  c l e rks 

you ' l l  l i ke ly  run i nto at the embassy, i s  add icted to sh iver. I 've 

procured some of the  drug  for you to s l i p  he r  if s he  i n it i a l ly 

p roves less t h an  accommodat ing .  You may a l so  h ave to dea l  

with Anstre l l a  Tre l ax, the  pompous  n ight-duty officer. 

Beyond that ,  what you ' l l  face is beyond my knowledge. I 've 

ordered for you to receive severa l  too ls  that  m ight  h e l p  you i n  

you r  m iss ion .  G o o d  l uck, Pathfinders." 

Before the s cenario begins , the PCs are given two 

scrolls of dis.!Juise self as well as two elixirs ofhidin.!J from the 

Pathfinder Society. 

THE CHELISH EMBASSY 
The Chelish embassy to Ab s alom is in the As cendant 

Court,  a part of the city better known for temples 

and cathedrals than for diplomatic and government 

buildings .  The embassy is hous e d  in what was once 

a large cathedral to Aroden, but which has been 

repurp o s e d  incompletely. The religious decorations 

and iconography in the grand chambers that the 

Chelaxians use to entertain visitors have been taken 

down and replaced with imperial symbols ,  Egorian 

s chool architectural flourishe s ,  and Asmodean religious 

statuary. Much of the rest of the building, on the other 

hand, i s  devoted to private quarters ,  o ffice space,  

interrogation rooms,  and the like, and the s e  areas have 

been modified in a s ometimes slapdash fa shion, with 

the original artwork merely painted over, ceilings 

lowered to more human dimensions, and walls added or 

removed as nece s s ary. Thu s ,  much of the embassy has a 

S i nce Che l i ax fact ion PCs' u sua l  contact has  gone m iss i ng  

d u ri n g  the  cou rse of  th i s  scena r io, Zarta Ora l n een  i s  u n a b l e  

t o  p rovide these PCs with a fact ion  m i ss ion d u ri n g  t h e  

cou rse o f  th i s  scena rio. I n stead, y o u  shou l d  l et a ny Che l i ax 

fact ion PCs know that the i r  faction  miss ion  is the  same as 

the i r  p ri m a ry miss ion ,  a nd  that they wi l l  receive 2 Prest ige 

; Po i nts upon  successfu l com p l et ion of the  scena rio. 

mes sy, dis organi zed appearance, s omewhat at odds with 

the usual Chelish stereotyp e s  of rigid structure and 

order. Eventually the whole cathedral will be done over 

in the traditions of Asmodeus and Thrune, but for now 

redecorating remains low on the priority list .  

All of the action in this scenario happens in the 

residential wing-two floors on the north side of the 

embassy mostly given over to quarters for the Chelish 

ambassador and other high-level diplomats and 

operatives as well as the records archive. The embas sy's 

well-appointed foyer and ballroom have been taken 

over for the gala, while the servants '  hallways and other 

s ervice areas are thick with s ervants who keep the event 

running smoothly. The records archive is only acce ssible 

to the P C s  through the embas sy's ventilation system­

the main entrance is  many locked doors away from the 

areas the PCs have access  to. Locked doors in the embassy 

are in good condition and can be op ened with a D C  30 

Disable D evice check, but the Pathfinders'  mis sion 

doesn't require getting through any of them. 

The Deadline 
Everything the P C s  do in the embassy takes time, and 

you'll need to keep track of the number of minutes the 

PCs spend as they progres s  through the scenario. The 

amount of time most maj or actions take is  noted where 

appropriate. Ignore incidental actions but make an 

estimate of minutes if the PCs take s ome major action 

that isn't accounted for in this scenario. 

Be sure to tell the PCs how long their actions are 

taking s o  that they can keep track as well, if they wish. 

The goal is  to make the action in this scenario seem like 

a race against the clock, which should become even more 

apparent when Amara Li alerts the PCs of their time 

remaining or alerts them that the guards are on their way 

(see Amara Li at the Gala, below). If the P C s  aren't back 

in the waiting room within 60 minute s ,  the ambassador 

notices they've gone mi ssing. If they aren't back in 65 

minutes ,  he calls for the guards .  

Amara Li at the Gala 
Venture - C aptain Amara Li is a bona fide guest at the 

embassy gala. She has obj e ctive s of her own and isn't 
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D u r i n g  seve ra l p a rts of t he  sce n a r io ,  t h e  PCs m ust move 

t h ro u g h  p o p u l ated a reas  of t he  e m b a ssy. If t h ey a re 

extreme ly  ca refu l ,  t h ey ca n get t h ro u g h  wit hou t  a nybody 

not i c i n g  t h e m ,  and even a b r i ef g l a n ce at some scru b by 

adventu rers wo n't n ecessa r i ly co m pe l  a se rva nt  to ca l l  

t h e  g u a rds .  

Rat he r, eve ry t ime t he  PCs do  someth i n g  to d raw 

atten t ion  to t hemse lves, t h ey get o n e  or m o re str i kes. 

O n ce t hey get a n u m be r  of stri kes eq u a l  to the n u m be r  

of  pa rty mem bers, the  s i tuat ion  dete r io rates ra p i d ly a n d  

t he  g u a rds  a re ca l l ed (see t he  B l own Cove r sect i o n  o n  

page i5). M a k i n g  i t  t o  Za rta's c h a m bers resets t h e  PCs' 

n u m be r  of accrued str i kes ( if a ny) back to zero. 

Genera l ly, acti o n s  that cause str i kes a l so h e l p  the  PCs 

adva nce t h rough  the sce n a r io  q u i cker. Th us, PCs ca n 

e i ther  ta ke it s l ow and  safe, negati ng  the  r i sk  of accru i n g  

str i kes, o r  try t o  get the  job  done  i n  a q u i ck  m a n ne r  wh i l e  

r i sk i n g  utter fa i l u re. You m ay be re l a t ively t ra n s p a rent  

about  the  n u m ber  of str i kes the  PCs can  accrue and 

i nform them when  they accrue str i kes t h roughout the  

sce n a r io ,  a l l owi ng  t he  p l ayers to get a good fee l  of the  

. con seq uences of the  cho i ces they're m a ki n g. 

excited about running interference for the Pathfinders .  

Before they enter the gala,  Amara casts messa,ge from a 

discreet location and targets the P C s  so that they can 

communicate with one another during the s cenario. 

For mo st of the s cenario, Amara doesn't utilize the 

communication channel unle s s  the PCs mes sage her 

first, after which she give s as  conci s e  a reply as p o s s ible. 

When the PCs reach Part Three and enter the vent s 

leading to the records archive , the various metal and 

stone barriers between Amara and them blocks the 

communication channel,  making it imp o s sible for 

either side to talk to the other. The exception i s  if the 

P C s  trigger the wards in area Bz, at which point the 

doors opened by guards on their way to the records 

archive allow the channel to temp orarily open once 

again, long enough for Amara to warn the P C s  of the 

guards '  impending arrival. 

Amara perio dically me s s ages the PCs to let them 

know how much time they have remaining. A s  long 

as  they are still within range of the messa,ge effect, she 

warns them when they have 20 minutes remaining and 

when they have 10 minutes remaining. 

PART ONE: INFILTRATION 
The P C s  begin the s cenario just  outside the side­

entrance to the Chelish embassy, where they must 

convince the various guards obstructing the entrance to 

let them through. 

Al. The Spy's Entrance 
The s o - called "s py's entrance" is a nondes cript entrance 

in an alley that runs along the north side of the Chelish 

embassy. The only feature distingui shing the spy's 

entrance from other doors piercing the alley walls i s  the 

pres ence of a guard in Cheli sh imperial livery. The guard 

i s  a man by the name ofVaniu s Ge stanian, and the P C s  

mu st convince h i m  that h e  should let them through the 

door into the receiving room b eyond. Vanius considers 

the bribes  he gets from visitors to be a maj or component 

of his income. While a DC 20 Bluff, Diplomacy, or 

Intimidate check comp els him to pass  the P C s  through, 

passing a bribe of 10 gp to Vaniu s decreas e s  the D C  of 

Diplomacy checks by 5. If the PCs fail in their checks,  

they can try again if they offer another bribe or switch 

their tactic to coercion. 

Once Vanius i s  s atisfied,  he opens the door and 

directs the PCs to the reception room. The red paint 

that covers the walls of this high- ceilinged chamber 

does little to hide the raised outlines of ancient religious 

mosaics that once decorated this former temple. Behind 

the chamber's large and imposing desk sits a woman 

in clerk's clothing. This is Ailena Hos par. She i s  

intransigent and bureaucratic, miffed that the PCs  don't 

have an appointment and seem to be operating outside 

the normal channels .  If the PCs ask for Zarta, she insists  

there i s  no such person employed at the embas sy, and 

furthermore ,  there never has been. Ailena instead offers 

to get the information to the ambassador through the 

normal proce s s .  She doesn't have the status to summon 

the ambass ador, but she can be persuaded to call the 

duty o fficer with a succe s s fu l  DC 20 Diplomacy check or 

D C  25 Intimidate check. If the PCs dis cretely slip her the 

vial of shiver, the D C s  of the s e  checks are reduced by 10 

as she folds under the pressure of her addiction. 

Ailena summons the duty officer from an o ffice next 

door. Anstrella Trelax is  dressed much more finely than 

the lower functionarie s ,  and wears an imp erial dre s s  

uniform. She is  striking in r e d  and black and looks 

down her no s e  at the P C s ,  mildly berating Ailena for not 

dealing with them herself. Anstrella insists on taking 

the package from the PCs as well, but can be p ersuaded 

to allow them an audience with the ambassador with a 

successful DC 20 Diplomacy check. If the P C s  interact 

with her in an ob s e quious manner the DC is reduced 

by 5. Anstrella cannot be intimidated in her domain, and 

rebuffs any who would seek to bully her. 

If the PCs manage to talk Anstrella into letting them 

deliver their package to the ambassador personally, she 

informs them that he will see them, but that he is  busy 

for the time being. She dispatches a functionary to lead 

the PCs to a waiting room (area Az) deeper in the building 

and then returns to her own matters .  
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A2. Waiting Area 

The  room is sp a rse ly  fu rn i s hed  with o n ly a few o l d  c h a i rs 

a n d  a co uch .  Two doo rs-one  to t he  east a n d  a n othe r  to t he  

west-lead  e l sewhere with i n  t he  embassy. 

After being led here by the duty guard, the PCs are locked 

in and left alone. The only other door out of the room is 

locked as well, but shortly after they are placed in the room, 

the PCs can hear the interior door unlock and open a crack. 

If they investigate they see nobody in the hallway beyond, 

but a set of keys hangs from the keyhole. The keys include 

the key to the doors in this room, another regular door key to 

Zarta's receiving room (area Ai4), and an odd key that ends 

in the shape of an Asmodean cross .  At this point they can 

make their way through the embassy to Zarta's chambers. 

Starting from the moment they are left alone in this 

office, the PCs have 60 minutes to retrieve the evidence 

and information they need and get back to the waiting 

area undetected. Dep ending on their actions and the 

path they take toward Zarta's chambers,  but it could 

take the PCs anywhere from about is to 30 minutes to 

reach their first destination. For any PC action that 

seems exce ssively cautious ,  add a minute or two to their 

time spent. Especially bold or foolhardy actions should 

warrant a skill check from the PC performing the action. 

If she succeeds,  the PCs can subtract i or 2 minutes from 

their total time spent,  but if she fails ,  they get a strike. 

Specific areas of the scenario include example s of possible 

PC actions and how much time such actions would take. 

Faction Notes: Taldor faction PCs who have p o s s e s sion 

of the keys from area A2 at the end of the s cenario and 

es cape the embassy without having them confis cated 

earn i Prestige Point. 

A3. Security Offices 
The security o ffices around the spy's entrance are actually 

the least populated part of the wing at the moment,  

and the various workstations throughout the room are 

completely empty. This doesn't make the security o ffices 

a viable path toward Zarta's bedroom, however, since the 

northern entrance to the o ffices is  constantly monitored 

by Ailena Hospar in the receiving area, and both the 

s outhern and eastern doors from the o ffices lead to the 

well-populated grand foyer (area A13). 

A4. Ill-Used Hallway 
This short hallway doesn't appear to get much use.  The 

only other door is  locked, but the hall ends at a set of 



PATHFINDER SOCIETY SCENARIO 

crimson draperies hanging from the ceiling to the south. 

B eyond the draperies lies the north gallery (area As). 

The P C s  can wait in this empty hallway without fear of 

being seen while they figure out how to proceed through 

the north gallery. 

AS. North Gallery 
The north gallery is a hallway that runs along the north 

edge of the grand ballroom (area A7) and is  separated from 

it by heavy red curtains.  To the east, the hallway 

extends beyond the ballroom with a door to the 

gardens.  Through a door on the north side of the 

hallway come s the racket of the kitchen. This is 

the hallway that the embas sy's servants use  to 

move food, dishe s ,  and other supplies between 

the kitchens and the ballroom and foyer where 

the gala is  in full swing. Loud discus sion and 

music can be heard through the curtains as the 

guests enj oy thems elves .  

otherwise wo u l d .  F l uted co l u m ns ca rved i n  t he  s h a pes of 

va r i ous  devi l s  soa r  to t he  ce i l i n g  on t he  no rth  a n d  south  ends  

of t he  room ,  h a rd u p  aga i n st t he  e l egant  cr i mson  cu rta i n s  

t h rough  wh i ch  se rvants  cont i n uous l y  p a s s  bear i ng  fo o d ,  

d r i n k, o r  servi ng  ware .  D i p l o mats ,  me rcha nts ,  a n d  n o b les  

m i ng l e  a s  a c h ambe r  orchestra p l ays nea r  t he  eastern wa l l ,  

i nto wh i ch  bea ut ifu l  sta i n ed -g l ass  w indows a n d  o p e n  d o u b l e  

d o o r s  t o  a b a l cony a re set .  Two sets o f  open  d o u b l e  doors l ead  

west  towa rd a we l l - appo i nted foye r. 

This ballroom is the center of the gala, 

and it i s  full of knots of the Abs alom 

diplomatic upper crust discus sing their 

shared busine s s  in terms subtle or frank, 

depending on their level of intoxication. 

Everyone in the room is  dressed either in 

Chelish imperial livery or other extremely 

fine clothing-the P C s  are immediately 

pegged as interlopers should they be ab sent 

s ome suitable ruse.  P C s  can get s ome 

measure of concealment by lurking 

near the pillars at the northern or 

s outhern edges of the room; doing so 

unobtrusively requires succeeding at 

This hallway is bustling with servant 

activity, but patient PCs can time a break 

to either duck through the curtains from 

area A4 into the ballroom (DC 10 Perception 

check for whichever PC times the 

break), to the kitchens (Perception Amara Li either a DC is Stealth check to mix 

D C  is) or to make it all the way to the 

garden door (Perception DC 20). Only one PC can 

time the break, but she can attempt her Perception check 

as many times as she wants; each attempt causes the PCs to 

spend 2 minutes waiting for their chance. 

The PCs may instead just stride down the hallway like 

they know where they're going, which requires a DC i5 

Bluff check by the leader of the party that takes only i 
minute. Failing the check lands the PCs  one strike, but 

allows them to reach the end of the hallway either way. 

Faction Notes: Qadira faction P C s  can attempt 

to bribe a s ervant in the north or s outh gallery to 

deliver their me s s age to Eudom Mansarian. Picking an 

adequate s ervant to bribe in one of the s e  areas requires 

a succe s s fu l  D C  i5 Knowledge (nobility) check or DC i7 
Sense Motive check. 

A6. Kitchens 
These  kitchens are very busy right now. Fortunately, 

the cooks are far too busy to think in terms of embassy 

s ecurity, and ifthe P C s  enter without an extremely good 

excuse (necessitating a D C  25 Bluff check), the cooks 

simply chase them back out into the hallway. 

A7. Grand Ballroom 

Th i s  eno rmous  ba l l room t a kes advantage of t he  b u i l d i n g's 

vau lted ce i l i ngs  to l ook  even more extravagant  t h an  it 

with the shadows or a DC 20 Bluff 

check to blend in with the crowd, and takes a total 

of 10 minutes for the party to move acros s  the ballroom 

(each PC who fails the skill check adds i additional 

minute to the party's sp ent time). If the PCs have more 

than 30 minutes remaining before they are to be seen by 

the ambassador, Amara Li can still be seen standing near 

the columns along the s outhern wall. 

The PCs can cro s s  the ballroom by adopting a suitable 

guise,  such as by obtaining hors d'oeuvre platters from 

the kitchens (area A6) or the staging area (area A9) and 

using them as cover to cro s s  the ballroom as s ervant s .  

Such a clever scheme allows t h e  PCs  to travel fr o m  one 

end of the ballroom to the other in only 5 minutes .  Doing 

s o  requires a succe ssful D C  20 Bluff or Disguise check 

from everyone in the party; for every two PCs who fail 

this check, the party earns one strike. 

Faction Notes: Grand Lodge faction PCs may notice the 

Aspis Cons ortium agent Muno Dans talking animatedly 

with a group of nobles near the columns of the northern 

wall. A PC who succeeds at a DC is Sleight of Hand check 

can slip the tracking bead into one of Muno Dans's 

pockets without him noticing. D oing s o  earns Grand 

Lodge faction P C s  i Prestige Point. 

Lantern Lodge P C s  can unobtrusively get Amara's 

attention with a successful D C  is Bluff check, at which 

point she casually approaches them to retrieve her fan, or 

by making a D C  i7 Sleight of Hand check while walking 
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past Amara near the central s outhern column. A Lantern 

Lodge PC who succe s sfully give s Amara the fan without 

drawing too much attention to either of them earns 1 

Prestige Point.  

AS. Gardens 

These gardens  s h i n e  i n  t he  m o o n l ight ,  bu t  da rk  shadows 

h u g  the l ower reaches of the bu shes ,  top i a ry, a n d  trees .  Two 

m a r b l e  s ta i rcases wra p a round  a b a l cony where reve l e rs a re 

si l h o uetted aga i n st t he  l i gh t  sh i n i n g  from the  b a l l room's 

sta i n ed-g l a s s  w indows. A t a l l  wro ught- i ron  fence d iv ides  the  

garden from the  c i ty  beyond  a n d  be low. Sma l l  serva nt's doors  

enter  t he  garden from the  no rth  a n d  t he  south .  

The gardens have an abundance of shrubs and other 

hiding place s ,  but the open stretches are well lit from the 

ballroom and the balcony is  amply p eopled with potential 

observers .  PCs can slip from shrub to shrub unnoticed 

by making successful DC 10 Stealth checks;  it takes 3 

minutes to traverse the garden in this manner. 

Alternatively, the PCs can stride boldly across  the garden 

holding themselves as revelers in the dubious lighting, 

which requires a successful D C  15 Bluff or Disguise check 

from every PC who promenades in this way. A PC who 

uses this promenade as cover can make a dash acros s  the 

gardens to another area, which requires a succes sful DC 15 

Stealth check. PCs who manage to cros s  the garden in this 

way spend only 1 minute traversing the green, but if any 

PC fails this attempt, the party gains one strike. 

A9. Staging Area 

What l i ke ly  used to be a s ide chape l  is now i n  use as a stag ing  

a rea for  the  ga l a .  Magn ificent s t a i ned-g l a ss  w indows and  

vau lted cei l i ngs l ook  down on  the  racks of  p l atters, d i shes, wi ne  

bott les ,  a nd  g l a sses stacked neat ly on  l ong  wooden tab les .  

T h i s  area is  a hive of activity. T h e  doors to t h e  garden 

and to the servants'  passage aren't seeing much use but the 

double doors to the s outh gallery are constantly opening 

and closing as platters of hors d'oeuvres and other 

gala necessities are shuttled through to the garden or 

ballroom. PCs can stealthily take s erving accoutrements 

from the racks with a succe ssful D C  15 Sleight of Hand 

check. PCs carrying items such as platters ,  wine bottle s ,  

and tablecloths gain a + 2  circumstance bonus o n  Disguise 

checks against guests and on Diplomacy checks against 

s ervants ,  but take a -2 penalty on Stealth checks.  

AlO. Servants' Passage 
This narrow hallway grants acce s s  to the s ervants '  

quarters .  The two ends  of the hallway connect to the 

we stern edge of the s outh gallery and to the staging area, 

respectively. The hallway is  deserted as all hands are on 

deck for the gala. 

All. Servants' Quarters 

Scattered servants '  o utfits h a n g  over t he  edges of bed posts i n  

t h i s  spa rse ly fu rn i s hed  p r ivate q u a rters .  

A PC can easily spend 5 minutes in one of these  

unpopulated rooms to assemble a servants '  outfit 

that will pass  muster with the guests (providing a + 10 

circumstance bonus on Disguise or Bluff checks to 

impers onate a s ervant). 

Al2. South Gallery 
The s outh gallery is separated from the ballroom by 

the same manner of curtains as the north gallery, and 

it stretche s from the staging area past an open door to 

the foyer before ending at the door to Zarta's chambers 

and a smaller hallway that continues to the southwest.  

Just east of the doors to the foyer are a couple of tall racks 

currently being used as a cloak check. 

Like the north gallery, the s outh gallery is  extremely 

busy with servant traffic. There is no chance to move 

between the gallery and the staging area without being 

noticed. Succeeding at a D C  20 Intimidate check is  enough 

to get the skittish s ervants to mind their own busine s s ,  

but failure earns t h e  party one strike. Following t h i s  or a 

similar line of action takes the party 5 minutes to elbow 

through the crowded corridor from one side to the other. 

If a PC is  dre ssed in a s ervants '  outfit from area Au, 

she can blend in with the other servants bustling through 

this area with ease and cro s s  the hall in only 2 minutes .  

However, each PC disguised in this way and not holding 

anything has a 50% chance of being approached by 

another servant and given a platter to deliver to the grand 

ballroom. Getting out of this situation requires either a 

successful DC 15 Bluff check to make up a good excuse or 

a successful DC 20 Sleight of Hand check to abandon the 

platter in a nonde script location; otherwise ,  the PC must 

spend 5 minutes playing the part of s ervant in the grand 

ballroom before returning here. Brusquely rejecting the 

servant's orders earns the party an additional strike. 

Loitering around the west end of the gallery is  

considerably les s  obtrusive, and moving between the 

servants'  pas sage, the foyer, the cloak check, and Zarta's 

door can be accomplished with a succe ssful DC 10 

Perception check (to time movement so as to avoid notice), 

with a failed check costing the party 1 minute. Zarta's door 

is locked but opens with one of the keys from the key ring. 

Faction Notes: Grand Lodge faction PCs who didn't 

place the tracking bead on Muno Dans in the grand 
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Make the fo l lowi ng  ch anges to the  encou nter to 

acco m m odate pa rt ies with o n ly fo u r  PCs. 

Subtier i-2: Red uce the n u m ber  of i m ps from two to 

one,  but the i m p  i s  u nder the effect of a haste spe l l  (caster 

l evel 8th). 

Subtier 4-5: Red uce the n u m ber of bea rded devi l s  from 

two to one, but  the  bea rded devi l is u nder the  effect of a 

. haste spe l l  (caste r l eve l 8th). 

ballroom can attempt a DC 20 Perception check to spot 

his Aspis cloak in the cloak check. Slipping the tracking 

bead into the cloak in pas sing requires a succe ssful DC 13 

Sleight of Hand check. 

A13. Grand Foyer 

Th is  e legant foyer is in the th roes of the ga l a .  Va r ious d ign itar ies 

m i l l  a ro u n d  t a l k i n g  i n  s m a l l  group s  o r  p romenad i ng  a ro u n d  

the  premises .  

T h i s  foyer communicates with t h e  ballroom v i a  two 

large sets of wide- open double doors and has doors 

leading to the south gallery and the hallway adj acent to 

the s ecurity desk. This room has nowhere for the PCs to 

hide, and entering it without a clever ruse or distraction 

causes  the PCs to immediately be noticed, earning the 

them one strike. After 30 minutes have passed, Amara Li 

can be found in this room delaying the ambassador with 

s cintillating conversation. 

PART TWO: THE SECRET STUDY 
Once the P C s  reach Zarta's sitting room, they are 

temporarily no longer in danger of being dis covered 

by the embas sy's staff and guests,  but the clock is  still 

ticking. Be sure to calculate the PCs' total time sp ent 

away from the waiting area by approximating the 

length of time their movements and inve stigations take, 

calculating time spent in battle, and being aware of how 

much time is spent taking 10 or taking 20 on skill checks .  

Al 4. Zarta's Sitting Room 

The  fu r n i t u re i n  t h i s  l uxu r i o u s  s i t t i n g  room is cove red by 

d ro p - c l ot h s ,  a n d  b uckets of p a i nt s i t  ag a i n s t  wa l l s  whe re 

erot ic  m u ra l s  a re i n  t h e  process of be i n g  rep l a ced by a 

neu t r a l  i n st i tu t i o n a l  t a upe .  An e n o r m o u s ly t a l l  g i l t  fra me  

l e a n s  aga i n s t  t h e  wa l l .  A doo r  to t he  east  l e ads  to a h a l lway, 

w h i l e  to t h e  sout hwest a doo r  is p ropped  open  by a b u c ket 

and d i s p l ays the h a l f- d i s so lved i n sc r i p t i o n ,  "Wh e re Love 

Comes  to D i e ." 

This was, until recently, a lavishly appointed sitting 

room for Zarta Dralneen. A succe ssful DC 10 Perception 

check while searching Zarta's sitting room reveals a 

crumpled and roughly folded canvas s  with a full-length 

artistic rendition of Zarta in scanty red apparel, along 

with s everal other pieces of art apparently considered 

too las civious to remain. The open door leads to Zarta's 

bedchamber. The bucket holding open the door i s  full of 

a mixture of turpentine and varnish . 

AlS. Zarta's Bedchamber 

T h i s  extravagan t  bed c h a m be r  i s  d o m i n ated by a m ass ive 

four- poster  bed t h a t  t a kes  up h a l f  the roo m .  Red-va r n i s hed  

wa rd robe s  a n d  van i t i e s  co m p l e m e n t  t he  b l a c k  s i l k  s h eets 

o n  the bed ,  w h i c h  a ppea rs to be  in the p rocess  of be i n g  

d i s m a nt l ed .  The  wa l l s  of t he  r o o m  h ave b e e n  s t r i pped  o f  

t he  po rt r a i t s  t h a t  o n ce h u n g  t h e re ,  fa i n t  o u t l i n e s  of t he  a rt 

p i eces be i n g  a l l  t h a t  rem a i n .  The  except ion  to t h i s  is t h e  

e a s t e r n  wa l l ,  w h i c h  i s  occu p i ed  by a n  e l a b o rate woodcutt i n g  

dep i ct i n g  bu t  a s i n g l e  nym p h  i n  a s educt ive p o s e ,  g a r b e d  i n  

noth i n g  bu t  a neck l ace b e a r i n g  a n  a m u l et s h a ped l i ke t he  

Asmodean  s t a r. 

Zarta's bedchamber has doors leading out to her 

sitting room and to a side room that she used as a den of 

debauchery too unspeakable for her personal bedroom. 

The woodcutting on the eastern wall is  actually 

secret door that leads to Zarta's private study, and is of 

a noticeably tamer style than the paintings left in her 

sitting room. A DC 15 Perception check while examining 

the woodcutting reveals that the Asmodean star hanging 

from the nymph's neck is  actually a keyhole. If the 

Asmodean cros s  key is  placed and turned in the keyhole, 

the woodcutting swings out into the room, allowing 

entry into the study beyond. 

Creatures: Turning the key in the keyhole of the 

woodcutting in this room also summons two devils that 

Zarta has bound to guard her secret domain, which attack 

the PCs immediately. 

Subtier 1-2 (CR 4) 

I MPS (2) CR 2 

hp 16 each (Pathfinder RPG Bestiary 78) 

Morale The devi l s  fight  to the  death .  If they a re brought to 

fewer than  o hit po i nts, the i m ps a re sucked back i nto the  

woodcutt i ng  a nd  d i sappear. 

Subtier 4-5 (CR 7) 

BEARDED  DEVI LS 2) CR 5 

hp 57 each (Pathfinder RPG Bestiary 73) 
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Morale The devi l s  fight  to the  death .  If they a re brought to 

fewer than  o h i t  po i nts, the  bearded dev i l s  a re sucked back 

i nto the  woodcutt i ng  a nd  d i sappear. 

A16. Zarta's Playroom 

T h i s  room seems  to be i n  p r i s t i n e  cond i t i on ,  w i th  l i t t l e  

evi dence of ren ova t i on s .  The  c h a m be r  i s  fu l l  of a var i ety of  

equ i pment  s uggestive of  a d u n geon or  tortu re cham ber. The 

wa l l s  a p pea r  to be  t h i ck ly  padded  and sus t a i n  h o o ks h o l d i n g  

a n u m be r  of w h i ps, b l udgeons, a n d  oth e r  i n st r u m ents  o f  

p a i n .  S paced between  l a rge m i r rors  a r e  seve r a l  extre me ly  

obscene  p a i n t i n gs .  

This room was where Zarta spent the maj ority of her 

time entertaining her lovers and playthings .  Among the 

paintings on the wall is  a rather blasphemous p ortrait of 

Sarenrae in a compromising position with two succubi. 

Faction Notes: Silver Crusade faction PCs who destroy 

the painting ofSarenrae earn l Prestige Point. The surest 

and quicke st method of destruction available in the area 

is  to splash the painting with the mixture of turpentine 

and varnish in area A14. 

A17. Zarta's Study 

I n  contrast  to t he  l a rge a n d  l av i sh  rooms  tha t  m a ke u p  t he  

rest of t h i s  s ide  of t he  e m b assy, t h i s  secret s tudy  i s  c r am ped,  

ut i l i t a r i a n ,  and spa rse .  A l m ost a l l  of t he  roo m  i s  t aken  u p  by 

a long desk  topped by a ser ies  of c u b b ies fu l l  of pa pers a n d  

cur ios .  The  d e s k  i tse lf  i s  c l e a r  except fo r  a p i ece o f  p a p e r  a n d  a 

s m a l l ,  fra med portra i t  ofVentu re- Capta i n  A m b rus  Va l s i n  with 

a l i pst ick  k iss- ma r k  on  i t .  The  wa l l s  of t he  room a re i r reg u l a r  

a n d  l ook  as  if  t he  r o o m  w a s  s h oeho rned i nto wasted space 

between other  rooms .  Li ke t he  rest  of t he  person a l  c h a m bers ,  

th i s  room i s  w indow less ,  and i s  p i e rced on ly  by t he  secret 

door  a n d  an a i r  vent in the southern  corner. 

Development: The paper left out on Zar la's desk 

(see Player Handout #1 on page 20) includes the serial 

numbers of s everal imperial seals and (in code) the 

imperial functionary entrusted with the seal.  The list 

was painstakingly compiled by Zarta so that she could 

tell who in the bureaucracy was responsible for any 

given imp erial action. She left it out during her final 

preparations for the Pathfinders to find so that they'd 

have some way of cutting through the paper trail and 

finding out who had her kidnapped.  The list includes 

the seal appended to Zarta's arrest order along with the 

name "Tancred D esimire," though the PCs likely won't 

be able to decode the name until they run the encrypted 

text through the partial cipher from Player Handout #2. 

Even then, they'll need to find the pris oner receipt in area 

Bz to properly cro s s -reference the imperial seal serial 

numbers and figure out which one was responsible for 

Zarta's disappearance. 

The back ofValsin's portrait contains a note from Zarta 

(see Player Handout #2 on page 20). Any PC who make s 

a succe ssful DC 10 Perception check while examining 

the p ortrait dis covers the note on the back. What looks 

like a fan's note about a beloved actor is  actually a veiled 

set of directions to the records archive (area Bz). Zarta 

wrote on the back of the portrait of Valsin thinking that 

it was the one thing in her study that Pathfinders would 

immediately take notice of but that internal security 

thugs might dismi s s  as being unimportant. 

In addition to providing the dis creet directions 

through the vent system, Zarta encrypted the first several 

words of her note in the cipher (see the bottom right­

hand corner of Player Handout #2), which give s the P C s  

t h e  means of decoding t h e  l i s t  of s e a l  codes on Player 

Handout #L The line Zarta provided is only enough to 

decode 18 letters of the alphabet;  a PC who succeeds at 

a DC 15 Linguistics check while figuring out the partial 

cipher can figure out one additional letter for every 

iteration of 5 by which his Lingui stics check exceeds the 

D C .  If the PCs seem utterly cluele s s  as to what the garbled 

last line of the note i s ,  a DC 10 Intelligence check can 

identify it as a code of s ome s ort. 

The clues in Zar la's note should lead the PCs to open 

the vent in this room. The vent can b e  opened with a 

succe s s fu l  D C  15 Disable D evice check or pried off the 

wall with a succe s s fu l  DC 15 Strength check. The vent 

leads into an old system of air duct s ,  and the capitalized 

words in Zar la's note provide clues as  to which way to 

turn at the various forks b etween Zar la's secret study 

and the records archive. 

A succe ssful DC 15 Perception check made while 

examining the cubbies in Zarta's study reveals a felt bag 

with three carved tower figurines in the Thassilonian 

style. There is  also a list labeled " S L  Operatives "  among 

the myriad papers spilling out of the cubbie s .  

Treasure: Tucked behind the vent in this room is  a 

valis e  containing 50 gp (Subtier 1-2) or 600 gp, four opals 

worth 300 gp each, a hat of dis.fJuise, and an improved rin,9 of 

climbin,9 (Subtier 4-5). Regardle s s  of the subtier, the vali se  

also contains a pouch of dust of disappearance, a cloak of 

elvenkind, and official-looking documents establishing 

s everal different false identities for Zarta Dralneen. This 

was Zarta's quick- getaway bag, but she didn't have enough 

advance warning to take advantage of it . 

Faction Notes: O s irion faction P C s  who succe s s fu lly 

pocket the Thas silonian figurine s and get them out 

of the embassy (requiring a succe s s fu l  DC 15 Sleight 

of Hand check to hide them unobtrusively on their 

persons) earn 1 Prestige Point. 
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Many of the  b u reaucratic agencies i nvolved with i ntern a l  

secu rity i n  Che l i ax u s e  a c i phe r  t o  encode i m porta nt 

docu ments. The c i phe r  i sn't very comp l ex: each l ette r of 

the a l p h a bet i s  rep l a ced by another  l ette r  in no  pa rt icu l a r  

order. The  ci pher  i s  s i m p l e  enough  t h a t  i ntern a l  secu rity 

agents can read a nd  write encrypted messages without a 

seco nd thought. 

Fo r those who don't know the code and don't h ave a 

key, the  ci pher  is d ifficu l t  to decode s i nce the  su bstitut ions 

don't fo l l ow a pa rt icu l a r  patte rn .  Fo rt un ately, Za rta knows 

the ci pher  as we l l  (a nd  uses it herse lf on occas ion ,  such as 

with he r  sea l code l i st). She  l eft a pa rt i a l  key with he r  note 

to the Pathfi nders so they can read a ny docu ments they 

ca me across. 

Whenever the p l ayers take t ime  d u ri n g  the game to 

try to decode e i ther  Za rta's note from a rea A17 o r  her  

pr i soner  recei pt i n  a rea B2, t ime the  p l ayers us ing a c lock  

or  stopwatch to see how l ong  it ta kes them to deci pher  the  

docu ments. Add th i s  n u m ber  of rea l-t i me m i n utes to  the  

pa rty's tota l  t ime spent away from the wait i ng  a rea .  Let the  

p l ayers know you a re ca lcu l ati ng  th i s  t ime, s i n ce if they 

know th i s, they m i ght choose to wa it un t i l  they h ave found  

both the  note a nd  the  pr i soner  recei pt before attempti ng  

to  crack the  ci pher. 

Fo r the  sake of mak i ng  the  G M 's job  a b i t  eas ier, the  

co mp l ete c i pher  i s  reproduced i n  the  fo l lowi ng  ta b l e. To 

use the  c i phe r, s im ply fi n d  each l ette r from a n  encoded 

message on  the  Encrypted Lette r co l u m n  and rep l ace it 

with the  l etter on  the  Unencrypted Lette r col u m n .  

Encrypted Unencrypted Encrypted Unencrypted 

Letter Letter Letter Letter 

A N B 

B F 0 E 

c L p G 

D s Q H 

E 0 R K 

F c s N 

G M T z 

H D u y 

A v w 

Q w T 

K v x R 

L x y u 

M J z p 

Shadow Lodge P C s  may earn 1 Prestige Point by 

memorizing the list labeled " SL Operatives "  (requiring 

a succe ssful D C  12 Intelligence check) and destroying 

the list without anyone else doing the same. Available 

means of destruction include dipping the list in the paint 

thinner in area A14, devouring the list (which requires a 

successful DC 13 Constitution check to keep the grimy 

sheet down), or some other creative means of destroying 

the paper. 

Rewards: If the PCs dis cover the valise and take what's 

inside, reward them as follows.  

Subtier i-2: Give each PC 425 gp.  

Subtier 4-5: Give each PC 1,700 gp. 

PART TH REE: THE RECORDS 
ARCHIVE 

Once the P C s  have determined that Zarta's letter of 

admiration is actually a clue to their next objective, they'll 

likely traverse the ventilation system in order to reach the 

records archive beyond. During this part of the scenario, 

the various barriers between Amara and the PCs prevent 

communication via her messafje spell, leaving the P C s  to 

fend for thems elves until they return to the other area of 

the residential wing. 

Bl. VENTILATION SYSTEM 
Th i s  cra m med vent l eads  to a ser ies  of o l d  vent i l a t i on  t u n n e l s .  

The  floo r  a n d  some o f  t he  wa l l s  of t he  t u n n e l s  a re p l a i n  sto ne  

o r  p l aster, bu t  i n  m a ny p l a ces t he  wa l l s  a n d  ce i l i n g  d i s p l ay 

p i eces of c ru m b l i n g  mosa i cs ,  frescos,  m u ra l s ,  a n d  bas - re l ief 

scu l ptures .  

These  tunnels are narrow with low ceilings ,  and tend 

to be about 3 feet wide and 3 feet tall. They lead to many 

rooms on both floors of the residential wing. Zarta's note 

(see Player Handout #2 on page 20) gives clues to which 

direction to take at each fork. The clue s ,  in order, are 

vent, lion, scale s ,  king, and centaur. 

Once in the tunnels ,  the PCs must crawl along on 

hands and knees to move through them. Occasional vents  

punctuate the walls and provide dim light throughout 

the tunnels .  

At the first junction, the wall to the left of the fork is  

adorned with the head of a lion, cut off from whatever 

mural sustained it in the room below, and the right side 

of the fork shows an ancient banner unfurling. 

If the PCs follow the lion, the next junction they reach 

has the right side of the fork adorned with the scales of 

justice, while the left fork is  plain wood. 

If the P C s  follow the s cales ,  the next junction has a 

crown on the wall of the right branch of the fork and a 

depiction of a sp ear thrust up through the floor of the 

wall of the left fork. If they follow the crown, the P C s  

come to a dead e n d  with a vent in i t .  T h e  middle third o f  

a centaur wielding a b o w  adorns a wall of t h e  tunnel, its 

arrow pointing to the vent. 
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The P C s  can open the vent carefully with a successful 

D C  15  Disable D evice check followed by a successful D C  15 

D exterity check. Otherwise ,  the vent clatters to the floor, 

creating a loud nois e  that fortunately nobody i s  around 

to hear. The vent is  near the ceiling of the records archive 

but climbing up and down is made trivial by a cabinet 

standing against the wall under the vent. 

Traversing the ventilation tunnels takes 5 minutes for 

the whole party to make it through, plus 1 minute for 

every wrong turn the party take s .  

B2. RECORDS ARCHIVE 
Th i s  room is l a rge a n d  s q u a re .  The  wa l l s  g l ow with a gent l e  

b l ue  l i ght ,  a n d  t he  a i r  fee l s  u n n atu r a l l y  coo l  a n d  d ry. S h e lves 

l i n e  the wa l l s  and sta nd  in ra n ks t h rough  the m i d d l e  of t he  

room ,  p u n ctu ated by  a wooden t a b l e  a n d  orn ate c h a i rs .  An 

i m pos ing ,  u n occup ied  desk  faces t he  ma in ent r ance to the 

room .  On  a n  ease l  i n  one  of t he  a i s l es i s  a map of t he  room .  

The records archive is  among the more heavily 

protected rooms in the residential wing of the Cheli sh 

embas sy, and with good reason, since most of the 

sensitive records kept by the embassy are stored there. 

Security in the records archive mostly involve s a series 

of wards and alarms at the entrance. When the records 

archive i s  open, it is  attended to by clerks on duty as well. 

When the records archive is  closed,  on the other hand, 

animated obj ects are instructed to watch over the area 

just in case s omebody manages to sneak in. 

Creatures: Since they are bypassing the main entrance, 

the PCs don't have to worry about the protective wards 

there, but they still  have to deal  with the animate 

guardians,  which attack as soon as the P C s  approach any 

of the four cabinets immediately adj acent to the table 

nook (labeled "Internal Security: Receipts," "Internal 

Security: Evidence," "Imperial Security: D o s siers," or 

"Imperial Security: Mis c.") .  

Subtier 1-2 (CR 3) 

AN I MATED CHAI R CR 3 

An imated object (Pathfinder RPG Bestiary i4) 

hp 36 

SQ construct ion points (constr ict ,  grab) 

During Combat The ch a i r  attacks with its a rms ,  u s i ng  s l am  

attacks a nd  i t s  g r a b  a b i l i ty to force int ruders i nto its 

seat where it attem pts to constr ict them unt i l  they fa l l  

u n consc ious ,  at wh ich  po int  it drops t h e m  and  moves onto 

the  next i ntruder. 
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Make the fo l lowi ng  ch anges to the  encou nter to 

acco m m odate pa rt ies with o n ly fo u r  PCs. 

Subtier i-2: The a n i m ated ch a i r  does not h ave the  

co nstr ict a b i l ity. 

Subtier 4-5: Red uce the  n u m ber of a n i mated ch a i rs 

from th ree to two. 

Subtier 4-5 (CR 6) 

AN I MATED CHAI RS 3 CR 3 

An imated object (Path.finder RPG Bestiary 14) 

hp 36 each 

SQ Construct ion Points (constr ict ,  grab) 

During Combat The ch a i rs attack with the i r  a rms ,  u s i ng  s l am  

attacks a nd  the i r  g r a b  a b i l i ty t o  force i ntruders i nto t he i r  

seats, where the  ch a i rs then  attem pt to  con str ict the  vict i m 

unt i l  s he  fa l l s  u n consc ious ,  at wh ich  po int  it drops her  a nd  

moves onto the  next i ntruder. 

Treasure: In the wreckage of each animated chair is  

an exquisitely carved j ade amulet worth 300 gp. The 

amulets were built into the backs of the chairs to help 

the archive staff differentiate between the animate chairs 

and the mundane one s .  

Development: T h e  records archive sports a map near 

the front desk that notes what subj ect each file cabinet 

pertains to. Zarta's pris oner receipt document is in the 

cabinet labeled "Internal Security: Receipts "  on the map. 

The evidence used to indict Zarta is  in the cabinet labeled 

"Internal Security: Evidence." Searching a cabinet 

requires a succe ssful DC 15 Perception check and takes 

3 minutes to either find what the PC i s  looking for or see 

that the proper evidence is  not in that particular cabinet. 

A PC who se check result exceeds the DC by 5 or more 

needs only 1 minute to s earch a cabinet. If the PC fails 

his Perception check, he still finds what he's looking for 

(as long as there is  a relevant document in the cabinet, of 

cours e) but spends a total of 5 minutes doing so .  

Zarta's pris oner receipt document (see  Player Handout 

#3 on page 21) is largely written in the internal security 

cipher. The PCs must decipher it to make sure it has the 

information they need, and the GM should determine 

the amount of real-world time the players  spend (see the 

The Cheli sh Security Cipher sidebar on page 12).  

The evidence that Tancred used to indict Zarta consists 

of a series of letters written in a halting hand that 

resembles the paracountess 's .  Upon clo ser examination, 

however, the letters'  writing differs significantly from 

the note found in Zarta's study. The forged letters are 

addressed to a prominent House  Thrune enemy, and 

in them "Zarta" discu s s e s  selling privileged Chelish 

information supposedly meant to foment political 

insurrection. Zarta's pers onal travel logs, written in her 

natural hand, are also included. While the first entry-a 

trip to Absalom's Ivy District-does indeed match with 

the letters'  indication of Zarta's supposed treasonous 

activitie s ,  the second entry proves the paracountess  was 

away from Ab salom during a time the letters claim she 

met with her conspirators in the Petal District. Both 

documents are in "Evidence Locker #A23" as described 

in Zarta's prisoner receipt document,  and the P C s  must 

acquire the prisoner receipt document and the evidence 

to meet the succe s s  conditions of the s cenario. 

Once the PCs have acquired the receipt and the 

evidence, they are free to make their way back to the 

waiting room in whatever manner they choose .  

Faction Notes: Andoran faction P C s  will be interested 

in finding the list of Andoren operative s ,  which is  in the 

cabinet labeled "C ounter- Intelligence." Memorizing the 

list requires a succe ssful D C  15 Linguistics or Intelligence 

check. Locating, memorizing, and destroying the list 

earns Andoran faction PCs 1 Prestige Point.  

Sczarni faction PCs will be interested in locating Reggo 

Firanz's dos sier in the "Imperial Security: D o s siers "  

cabinet. Locating the dossier, pocketing i t  discreetly with 

a succe ssful DC 15 Sleight of Hand check, and making it 

out of the embassy with the folder earns Sczarni faction 

PCs 1 Prestige Point. 

Rewards: If the PCs defeat the animated chairs ,  reward 

them as follows.  

Subtier i-2: Give each PC 50 gp. 

Subtier 4-5: Give each PC 150 gp. 

PART FOUR: ESCAPING THE 
EMBASSY 

If the P C s  are to succeed in their mission, they need to 

get back to the waiting room before the hour is up so that 

the ambas sador doesn't know they were sneaking around. 

Getting back to the waiting room takes a while if they 

want to avoid making a scene; climbing back through 

the tunnels takes 5 minutes ,  while traveling from Zarta's 

study back to the waiting room takes another 15 minutes .  

The j ourney might take considerably less  time ifthe P C s  

previously acquired s ervants '  outfit s fr o m  area An and 

succes sfully strut through the main foyer and back into 

the waiting room through the north gallery, or it may 

take longer if they encounter any of the rooms' various 

obstacle s along the way. 

When the P C s  have only 20 minutes left, Amara lets 

them know that the ambassador i s  getting restle s s  and 

she's going to try to distract him. When the party has 

only 10 minutes left, Amara Li mes s ages them again to let 
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them know the ambassador has excused himself from the 

party and will be coming "in a matter of minutes."  

If the P C s  make it  back to the waiting room before 60 

minutes have elapsed,  they can hand the sealed envelope 

to the ambassador and head right out of the embassy, 

succes sfully completing their mis s ion. 

If the PCs make it to the waiting room after 60 minutes 

have passed but before 65 minutes have elapsed, the 

ambas sador is waiting for them but hasn't called the guards 

yet. The PCs have one chance to attempt a DC 20 Bluff check 

explaining why they wandered off; success  means they can 

hand off the document and breeze out before the ambas sador 

gets his wits about him, while failure at the check inspires 

the suspicious ambas sador to call the guards. 

If the PCs take more than 65 minutes to return to the 

waiting room and meet the ambassador, the guards are 

summoned and are waiting for the Pathfinders when 

they get to the waiting room. They must immediately 

surrender or try to fight their way out (see the Blown 

Cover section below). 

BLOWN COVER 
The PCs can garner the attention of the Chelish embassy's 

guards by failing to get back to the waiting area in 

time or by accumulating too many strikes during their 

infiltration. Tripping the alarms at the main entrance to 

the records archive has the same effect. 

If the PCs end up facing the guards ,  they can choose 

to surrender, in which case they are  searched and their 

p o s s e s sions are confis cated. They are interrogated about 

the real reason for their pres ence, and are held in the 

embassy until Venture - C aptain Valsin can arrange to 

get them out. When Valsin retrieve s them, they get their 

pers onal property back, but not anything they picked up 

while exploring the embassy (including faction mis sion 

items). Furthermore,  the relationship between the 

Chelish embassy and the Pathfinder Society is  s everely 

strained, and word may get back to Tancred that the 

Pathfinders are onto him. 

If, instead of surrendering, the PCs choose  to fight, 

they face a few armed guards at first, but the number 

quickly es calates until the PCs are forced to flee the 

embas sy. They can es cape the building either by jumping 

through any window (a noisy affair that deals ld6 p oints  

of slashing damage plus ld6 points  of falling damage to 

anyone jumping through) or hopping the garden fence 

(requiring a succe ssful DC 15 Climb check to climb up 

and another successful DC 15 Climb check to safely 

climb down the outside). If they can make it back to 

the spy's entrance , they can e s cape that way as well. If 

they fight their way out and survive, the P C s  can bring 

the documents back to Venture - C aptain Valsin and 

the Chelaxians won't know what they were after in the 

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

accom modate pa rt ies with o n ly fou r  PCs. 

All Subtiers: O n ly one gua rd a rrives for  the fi rst 2 

rounds  of combat. Two more gua rds a rrive 2 rou nds l ater, 

then  th ree more gua rds 2 rou nds after th at, then four  

more gua rds 2 rou nds after th at, a nd  so on .  

embas sy. However, in this case,  the relationship between 

Cheliax and the Pathfinder Society is strained even worse 

than if the P C s  had been captured. 

Either way, should the PCs  draw the attention of the 

guards ,  Valsin has s erious words for the returning 

Pathfinders about the meaning of dis cretion, and they 

may be barred from any mis sions that require fine s s e  for 

the fore seeable future. 

Subtier 1-2 (CR 3) 

CHEL I SH  EM BASSY GUARDS (2 CR l 

H u m a n  fi ghter 2 

LN Med ium h u mano id  ( h u m a n) 

I nit +6; Senses Percept ion  +3 

D E F E N S E  

AC 13 , touch 12, fl at-footed 11  (+i a rmor, +2  Dex) 

hp 21 each (2d10+6) 

Fort +s, Ref +2, Wil l  +3 (+1 vs. fea r) 

Defensive Abi l ities bravery +i 

O F F E N S E  

Speed 30 fl. 

Melee mwk short sword +6 (1d6+2/19-20) 

TACTICS 

Before Combat The guards app roach the  PCs with swords 

d rawn and demand  that they th row down the i r  wea pons .  If 

they do so, the gua rds accept the i r  su rrender. Otherwise, 

the  guards attack. 

During Combat The gua rds fight conservatively, tryi ng  to 

keep  the PCs from escap i ng  unt i l  re i nforcements a rrive. 

Morale The gua rds a re p l ayi ng  for  t ime  and a re h i gh ly 

confident .  If a gua rd is reduced to fewer t h an  10 h i t  po i nts ,  

she retreats long enough to d r i n k  her  potion of cure fight 

wounds and  rejo i n  the  fi ght .  

STAT I S T I C S  

Str 14, Dex 15 , Con 15 , I nt 10, Wis 12, Cha 8 

Base Atk +2; CMB +4; CMD 16 

Feats I m proved I n i t i ative, I ron  Wi l l ,  Weapon  F i nesse, Weapon  

Focus (s hort swo rd) 

Ski l l s  I n t im idate +4, Perception  +3 , Sense Motive +3 

Languages Common  

Combat Gear potion of cure light wounds; Other Gear padded 

a rmor, maste rwork sho rt sword 
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Subtier 4-5 (CR 6) 

CHEL I  SH  EM BASSY EL ITE  GUARDS (2 CR 4 

H u m a n  fi ghter 5 

LN Med ium h u mano id  ( h u m a n) 

l nit +7; Senses Perception  +6 

D E F E N S E  

AC 17, touch 14 ,  fl at-footed 13  (+3 a rmor, +3  Dex, +i  dodge) 

hp 42 each (sd10+10) 

Fort +6, Ref +4, Wil l  +2 (+1 vs. fea r) 

Defensive Abi l ities b ravery +1 

O F F E N S E  

Speed 30 ft. 

Melee + 1 short sword +11 (1d6+6/19-20) 

Special Attacks wea pon tra i n i n g  ( l i ght  b l ades +i) 

TACTICS 

Before Combat The guards app roach the  PCs with swords 

d rawn and demand  that they th row down the i r  wea pons .  If 

they do so, the gua rds accept the i r  su rrender. Otherwise, 

the  guards attack. 

During Combat The gua rds fight conservatively, tryi ng  to 

keep  the PCs from escap i ng  unt i l  re i nforcements a rrive. 

Morale The gua rds a re p l ayi ng  for  t ime  and a re h i gh ly 

confident .  If a gua rd is reduced to fewer t h an  15 h i t  po i nts ,  

he  retreats long enough to d r i n k  h is potion of cure light 

wounds and  rejo i n  the  fi ght .  

STAT I S T I C S  

Str 14, Dex 16, Con 15 , I nt 10, Wis 12, Cha 8 

Base Atk +s; CMB +8; CMD 21 

Feats Agi l e  Maneuvers, Dodge, I m p roved I n it i at ive, Power 

Attack, Weapon  Fi n esse, Weapon  Focus (sho rt sword), 

Weapon  Speci a l i zat ion (s hort swo rd) 

Ski l ls Acrobatics +8, I nt im idate +7, Perception +6, Sense Motive +6 

Languages Common  

SQ a rmor  tra i n i n g  1 

Combat Gear potion of cure light wounds; Other Gear studded 

leather, + i  short sword 

Development: The first two guards arrive at the PCs '  

location 2 rounds after  the  alarm i s  raised.  Every 2 rounds 

thereafter, an additional set of guards comes to bolster 

the embas sy's defens es ;  the first set of reinforcements 

consists of three guards ,  the second is  made up of four, 

the third five, and s o  on. This continues until the P C s  

es cape t h e  embassy or give themselve s up. 

CONCLUSION 
Now that the Pathfinder Society knows where Zarta 

has been taken and who has taken her, they can get to 

work on either getting her back or at least figuring out 

how to deal with Tancred D e simire, who is  now firmly 

in the Society's sight s .  With the false evidence used by 

D esimire, the Pathfinder Society may be able to prove to 

the Chelaxians that Zarta is  innocent, though how they 

can do so without admitting they searched the embassy 

is  hard to see .  

When the Pathfinders report back to Venture­

Captain Valsin, if they succes sfully deduced Zarta's 

situation without alerting the guards ,  he gives each PC 

a token stamped with the House  of Thrune's insignia. 

These  tokens,  which the Pathfinder Society previously 

received from Zarta as a sign of her good will, bestow a 

+3 circumstance bonus on Diplomacy checks intended 

to influence high- standing members of House  Thrune, 

the Cheli sh government, or a Hellknight order in good 

standing. This bonus remains in effect as long as the 

token remains on its owner's person; a token only imparts 

this bonus to the individual to whom it was given. 
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Success Conditions 
If the PCs make it out of the embassy with the Chelaxians 

none the wiser about their intentions and with the 

neces s ary information about Zarta's situation, they have 

succeeded fully and earn i Prestige Point each. If they gain 

all of the information and evidence but have to fight their 

way out, they have succeeded, but are reprimanded by 

their leaders among the Society. If they are captured and 

their stolen information and evidence are confis cated, 

the P C s  have failed the mission. 

Faction Notes: If the PCs retrieve the neces s ary 

information and evidence to lead them to Zarta Dralneen's 

whereabouts ,  Cheliax faction PCs earn i Prestige Point.  

FACTION MISSIONS 
Player characters of each faction who achieve their 

faction's listed mis s ion may earn an additional Prestige 

Point as follows.  

Andoran: Andoran faction P C s  who memorize and 

destroy the list of Andoren operatives in area Bz earn i 
Prestige Point.  

Cheliax: Cheliax faction PCs do not have a faction­

specific mission, and instead simply earn i additional 

Prestige Point if they meet the succe s s  conditions for 

the s cenario. 

Grand Lodge: Grand Lodge faction PCs who 

succes sfully place the tracking bead either in Muno 

Dans's cloak in area Au or on his person in area A7 earn 

i Prestige Point.  

Lantern Lodge: Lantern Lodge faction P C s  who 

succes sfully pass  the fan to Amara Li in area A7 earn i 
Prestige Point.  

Osirion: Osirion faction PCs who successfully acquire the 

Thassilonian figurines in area Ai7 earn i Prestige Point. 

Qadira: Qadira faction P C s  who succes sfully bribe an 

appropriate servant in either area As or A12 to deliver the 

me s s age to Eudom Mansarian earn i Prestige Point. 

Sczarni: Sczarni faction PCs who retrieve the records 

archive dos sier from Reggo Firanz in area Bz earn i 
Prestige Point. 

Shadow Lodge: Shadow Lodge faction P C s  who 

memorize and destroy the list of Shadow Lodge operative s 

in area Ai7 earn i Prestige Point. 

Silver Crusade: Silver Crusade faction PCs who destroy 

the sacrilegious painting of Sarenrae in area Ai6 earn i 
Prestige Point.  

Taldor: Taldor faction PCs who bring all  three keys 

from area Az out with them earn 1 Prestige Point. 
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Li berty's Ambassador, 

You r  next m i ss ion wi l l  take you i n s ide the  Che l i s h  embassy. Th i s  is a u n i q u e  opportun ity to do some 

i nte l l i gence work. I h ave reason to be l i eve the  Che l axi a n s  h ave been effective i n  u ncoveri ng  many of Andoran's 

undercover operatives wo rki ng  wit h i n  the  Che l i s h  govern ment.  Whatever the i r other  fa u lts, the  Che l axi a n s  a re 

noth i n g  if not o rga n ized-I 'm su re they've gotten o u r  operatives conso l i d ated i n  a l i st, a nd  that  there's a copy 

of that  l i st i n  t he i r  Absa l om embassy. O u r  agents need to be warned so they can  esca pe before the  Che l axi a n s  

decide th ey're no  l onger usefu l to  them.  I f  you ca n fi n d  t h a t  l i st, memorize it a nd  recite it t o  me l ater. We  need 

to know whom we ca n trust, and whom we h ave to evacuate! 

You rs in freedom ,  

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

My Friend ,  

Muno Dans, a l ow-ra n ki n g  but  nonethe less i m porta nt Asp i s  Consort i u m  agent, wi l l  be at the  ga l a  ton i ght 

at the  Che l i s h  e m bassy, the  s ite of you r  forthco m i n g  m iss ion .  You ' l l  recogn ize h i m  by his d i st i nctive h a i rsty le :  

he  wea rs it in Ga rund i  crop- rows, which i s  h i g h ly u n usua l  for  a Che l axi a n .  He  a l so d resses q u ite d i st i nctively, 

and  freq uent ly fl a u nts h i s  br ight  red c loak  with the  tr i p le -asp on the  back. We've been tryi ng  to get some sort 

of s u rve i l l a nce to st ick to h i m  for some t ime, but  he's q u ite ca refu l .  We're givi ng  you a s m a l l  tracki ng  bead that 

we've prepared. If you can st ick it d i screetly i nto a pocket of h i s  c loth i n g, we' l l  be ab l e  to track h i s  movements 

l ong  enough to come up with a more perma nent  so l uti on .  

..4..l-JJ-. Good l u ck! 

. 

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

Honored Pathfi nder, 

I wi l l  be attend i ng  the  ga l a  at the  Che l i s h  embassy d u ri n g  you r  m iss ion there. Ru n n i n g  i nterference for you 

is but  one  of my pu rposes for be i ng  there, but  the  Che l axi a n s  a re watch i n g  me c lose ly. I need a speci a l  item to 

fu l fi l l  my ob l i gat ions ,  and  the  front gate secu rity wi l l  s u re ly detect it when they cou rteous ly sea rch me at the  

front  door. B ri n g  th i s  cou rts h i p  fa n  i nto the  embassy wi th  you and  pass it off to me, d i screte ly, when we meet 

i n s ide. I ' l l  be nea r  the  southern edge of the  b a l l room wh i l e  you're on you r  way i n  . 

Loya l Serva nt of the  Ru by Pri nce, 

Luck of the a n cesto rs gu ide  you ,  

' \..-� Ventu re-Capta i n  Amara Li 

Our  sea rch for a cu re for ou r  Pri nce's a i l ment conti nues. We h ave spread ou r  nets widely looki n g  for ancient 

secrets and  reagents that wi l l  a l l ow us to com bat the baffl i ng  cu rse. Word of the cu rse has  spread somewhat, and 

it a ppea rs we're not the on ly ones looki ng  for a cu re. Zarta Dra l n een has d ropped h i nts that she  has obta i ned a 

handfu l of Thass i l on i an  a rtifacts that m ight be cruci a l  i n  ou r  resea rches. So far she hasn't been wi l l i n g  to give 

them u p, i n stead us i ng  them as leverage in her profane power p l ays. Now, however, the shoe i s  on the other  foot. 

The a rt ifacts in q u estio n  a re severa l  s m a l l ,  ca rved figu ri nes in the Thass i l o n i a n  style.  There s hou l d  be th ree, 

each cut in the s h ape of a tower. B ri n g  them out a nd  you may he l p  the Ruby Pri nce in h i s  t ime  of greatest need. 

In s h a red service, 

/lh'/Mf� 
Amenopheus,  the  Sapph i re Sage 



THE DISAPPEARED 

Loya l S u bject of the  Pad i s h ah ,  

We  h ave m a ny a l l ies i n  Va r i s i a ,  but  the  d i stance a nd  the  etern a l  need for s u bt lety make gett i ng  a message 

to them d ifficu lt. One of our fri ends,  Eudom Mansa ri a n ,  i s  a p rom i nent  merch ant  of Korvosa and serves as  

a n  i nforma l  a m bassador between Korvosan merch ant  i nte rests a nd  those of Absa l om .  He' l l  be at the  Che l i s h  

embassy for  the i r u pcom i n g  ga l a .  And lo  a nd  beho ld ,  so wi l l  you !  

Attached t o  t h i s  message you wi l l  fi n d  a coded message for  Eudom a l o n g  with one  go ld  p i ece that you ca n 

use to br ibe  a serva nt to get the  message to h i m  i n  the  m idd l e  of the  ga l a .  Make s u re to p ick the  r ight servant: 

Too low and they wi l l  not be rel i a b l e. Too h igh  and they may be too loya l to the i r masters. 

J� /t.� � / �wa rd a p rosperous tomorrow, 

7{-1--� f- rade Pri nce Aaq i r a l ' H a ka m  

SCZARNI 
Fast Fri end ,  

The Che l axi a n s  a ren't good for  many t h i n gs, but  they can be trusted to keep extremely deta i l ed reco rds. Such 

reco rds a re extremely va l u a b l e  if put to the  r ight pu rposes, but  they so often j ust s i t  gatheri ng  du st. The Che l i s h  

embassy br i ms  w i th  the  reco rds I speak of, and  I 'd be very p l eased if you  cou l d  b r i ng  one  out w i th  you .  I 'm s u re 

it won't be m i ssed! 

Reggo F iranz i s  the  name I want-he's one of our b ret h ren  operati ng  a round  Ko rvosa,  and I 'd l ove to h ave 

some l everage I cou l d  use to m a ke h i m  more amenab l e  to some of o u r  p l a ns .  He's p roba b ly got q u ite a doss ier, 

given the  n u m ber of ti mes he's been m ixed it u p  with the  Order of the  N a i l .  Let's see if any of it is usefu l .  B ri n g  

me that  doss ier  a nd  I ' l l  b e  a h appy m a n .  

Fe l l ow Agent,  

A�� the  m a i n  chance, 

� G u a ri l  Ka re l a  

I f  I don 't m i ss my guess ,  yo u ' l l  soon  h ave a n  oppor tun ity to r ifle  t h rough  Za rta D ra l n een 's person a l  fi l es .  

I h ave reason to be l i eve tha t  s he's been asse m b l i n g  a l i st of S h adow Lodge operat ives.  That  l i s t  m ust be  

destroyed ,  bu t  t he  agents  s he's aware  of m ay be  compro m i sed i n  other  ways as  we l l .  So  fi n d  the  l i st ,  memo rize 

i t ,  destroy i t ,  and get the n ames  to me. We' l l  see how we can use  this to our advantage .  

St ick to the  s h adows, 

'(,+ G ra n d master Torch 

Our Champ ion ,  

We  a l l  know of  Za rta D ra l n een's p rofa ne tastes. I n  m a ny ways, he r  cu rsed re l i g ion  necessitates da rkness 

and evi l .  But Zarta ta kes it to depths of depravity that many  never ach ieve. Severa l of o u r  operatives h ave been 

tracki n g  down a sacr i l eg ious pa i n t i ng  of Sa re n rae so that  we may see it destroyed. I mag ine  my su rpr ise when 

we d iscovered that  the  l atest p u rchaser  of the  abom i n at ion was none other  than our co l l eague Zarta .  As you 

exp lo re the  embassy, keep an eye out for the  pa i nt i ng. You ' l l  know it when you see it-I don't wish to s u l ly t h i s  

pape r  w i th  a descri ption .  Destroy it you rse lf-we don't want  such fi lth  sp read across any more eyes t h an  it has  

to be. � z..t.c:.._ Wa l k  i n  the  l i ght, 

V Ol lysta Zad r i an  



PATHFINDER SOCIETY SCENARIO 

Agent of the Rebirth, 

Your next mission takes you into the Chelish embassy, a fantastic opportunity if ever there was one. Of 

course, you'll be busy on Pathfinder work and you'll be dogged every moment by your nosy compatriots. How 

much better would it be if we could mount our own infiltration? With that dream in mind, why don't you see 

if you can get hold of any keys to the embassy, whether external or internal. We'll keep them safe until such a 

time as they become useful. 
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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 

House Thrune's Favor: Your complete discretion in infiltrating the Chelish embassy has 

earned you a rare token stamped with the insignia of the House of Thrune, signifying 

your favor in the eyes of Cheliax's ruling house. This grants you a +3 circumstance bonus 

on Diplomacy checks to influence high-standing members of House Thrune, the Chelish 

government, or a Hellknight order in good standing. This bonus remains in effect as long 

as the token remains on your person, and the token imparts its bonus only to you. 

cloak of elvenkind (1,500 gp) 
dust of disappearance (3,500 gp) 
elixir efhidinn (250 gp) 

hat of disnuise (1,800 gp) 
improved rinn of climbinn (10,000 gp) 
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