	Out of Anarchy
Pezzack, Cheliax

	STATEMENT OF INTENT 

I occasionally make rather in-depth guides for the out of combat elements of some of the more involved scenarios. The purpose of these guides is to facilitate understanding of any convoluted or unwieldy mechanics and to make it easy to find the DCs for skill checks and what special actions PCs can perform that have an effect on the situation. I'll usually include some other handy information just so you don't have to go scouring the pfsrd mid-session. I'd appreciate any feedback you have, just sent me a PM on the paizo boards. My name on there is Le Petite Mort.

Skill check DCs will separate numbers with & if the numbers are representing tiered success conditions (one DC is good enough, the next is really good) and separated by || to represent different level tiers (such as the lvls 1-2 tier vs 4-5 tier). For example, if a party needs a perform check with a DC 10 in the low tier and 16 in the high, but there is a super success condition if they beat the DC by 5, I would represent that as follows:
Perform (DCs 10  & 15 || 16 & 21) – PCs impress everyone with the hard earned skills from their performing arts majors.

	Scenario Type: 1st half social, last half more combat oriented

Primary success condition: 

Extract Olandil or turn him over to the Chelish Loyalists
Secondary Objective:

Counter anti-Pathfinder propaganda from the Loyalists or prevent it by turning Olandil over to them

Additional Faction Objectives:
Dark Archives – Extract Phelerosa or gain her Infernal Contract to return to Zarta

Liberty's Edge – gain a copy of Amalia Wraxton's work and have either the White Thistles or Galtans as the favored faction by end of scenario
	Special Considerations:

A few things work differently in this scenario than what an experienced agent (or GM) would be accustomed to. There are two main mechanical considerations that should be understood in advance.

Goods vs. Gold: Being locked away from the global economy, Pezzack's residents have little use for hard currency. As a result, traders (other than the Loyalists) do not accept coin for goods and services, but rather require trade goods of equivalent value. PCs can either buy 1 lb of generic goods / 10 gp, or buy any cheap mundane goods (or magical gear worth 2,500 gp or less) while still aboard the Grinning Pixie.
Influence: Many actions the PCs may or will perform change their reputations (for better or worse) with one or more of the four factions vying for power in Pezzack. Tracking this mechanic can be distracting if the GM is not prepared for it. Hence my recommendation below for a tracking sheet. Pfsprep.com has a few tracking sheets for this scenario to choose from.

Also keep in mind that the wealth of “investigation/social” encounters can run you into the time limit easily. I encourage GM's concerned about time to do a bit of 'railroading'. Nudge them to the information broker first, then the areas with faction missions, then the players should have enough info to skip to the poetry slam thing.

	Additional Materials

Maps – 1 must be drawn, located on page 18 of the published scenario. The remainder come from Flip Mats or Map Packs. Those are as follows:

Pezzack City map from Pathfinder Campaign Setting: Towns of the Inner Sea (while not strictly necessary, this map is a helpful visual aide. I suggest labeling the mission relevant sites by name rather than number.)

Pathfinder Map Pack: Slums (Area A2, Gold Street)

Pathfinder Flip Mat: Thieves Guild (Area B2, Into the Guts)

Pathfinder Map Pack: Evil Ruins (Area C2, The Abandoned Tower, mislabeled as Waterfront)

Pathfinder Map Pack: Swallowed Whole (Area D, Escape From Pezzack)

I also recommend printing out a Faction Influence tracker, as that mechanic can be...difficult.

	Additional Information

	Goods vs. Gold ideas: Many goods have a 1:1 gold to object ratio, and are of negligible weight. A few of these are useful during an adventurer's career, and so make perfect choices for the discerning Pathfinder to purchase aboard the Grinning Pixie. Salt tablets, Alchemist's Kindness, bells, firearm bullets, flint and steel, wooden holy symbols, stationery, and vials are a few options that weigh nothing and provide the desired 1:1 ratio that allows for efficient expenditure of gold. Hypothetically, costly spell components such as diamond dust could be bought for any given value as well. I recommend advising players of Pezzack's disuse of currency during the seafaring mission briefing.
Influence Tracking (effects):

(A) PCs gain a +2 circumstance bonus to interact with NPCs of the faction they have the most Influence Points with. They get a -2 circumstance penalty with the faction they have the fewest Influence Points with.

(B) The final encounter in Area D is changed slightly to match whatever faction the PCs have the least influence with.


	Getting Started and Area A1: Grinning Pixie and Academy of Applied Magic

	The mission briefing and interview with Poppo are relatively straightforward, and run much like any other scenario. There are a few things to note, however.

There is no real mention of the message that the Society received from Poppo before it appears as a, “Commonly asked question.” Obviously, players are unlikely to request the details of a message they haven't heard of, so this seems to be an editing error. I recommend to hand the players the message as a handout, and have created one as an appendix of this document.

Liberty's Edge and Dark Archives members receive their faction mission handouts while aboard the Grinning Pixie.

As mentioned previously, PCs can (and should) exchange gold for goods aboard the Pixie before arriving in Pezzack.

While it is not expressly said within the scenario, Poppo should really encourage PCs to visit Area A2 (the Gold Market) before exploring the rest of the city. The information gained from Cessia there makes the remainder of the scenario run much more smoothly and efficiently, and this mission can be difficult to run in a limited time frame. For the same reason, he should discourage their visiting points of interest on the map that are not salient to the mission at hand.

Poppo offers Academy robes granting +5 circumstance bonuses to disguise checks to appear as one of his students.

	Influence Tracking:
Loyal +1: Leaving through the front door of the Academy.
Loyal +2: Staying at the Throne Defiant rather than with Poppo grants the Loyalists an additional 2 points


	A2: Gold Street
	Cessia Florianthus

	There's no sneaking in here, PCs have to approach Cessia directly. Once they do, the social mechanic here is complex. Basically, she has four prices for information: free, low, standard, and high. The actual numerical values of those prices changes between the 1-2 tier and the 4-5 tier. Furthermore, the prices listed in the scenario are actually half what she will charge if no one improves her attitude by one step. If they can improve her attitude by two steps, she will halve the cost. That means there are a total of 18 prices one needs. I'm going to insert a table to represent how those work below.

	[image: image1.emf]Low Tier

Low Price Standard High

High Tier

Low Price Standard High

Starting Attitude 10 20 40 Starting Attitude 50 100 200

5 10 20 25 50 100

2.5 5 10 12.5 25 50

One Step Up: DC 17/14 One Step Up: DC 22/19

Two Steps Up: DC 22/19 Two Steps Up:  DC 27/24

Skill Checks:
Diplomacy: (DCs 17 & 22 || 22 & 27) – These DCs are to improve Cessia's attitude by 1 or two steps.
Appraise or Profession (merchant): (DCs 14 & 19 || 19 & 24) – These checks can be made in place of the above Diplomacy checks to improve Cessia's attitude.

	Special Actions:

PCs may bribe Cessia in place of the listed skill checks to improve her attitude. These bribes cost 20 gp per attitude improvement step in the low-tier, and 100 gp per step in the high.

PCs may sell information about Olandil to Cessia for potions.
	Loot:

PCs receive 2 potions of cure light wounds for information about Olandil in the low tier, or four potions in the high.

	Influence Tracking:
Galt and WT +1: Ask about Jax Telandril (Olandil's Docktown alias)
Dock & Loyal +1: Ask about Jaks Arunai (Olandil's White Thistle poet alias)
Dock, Loyal, & WT +1: Ask about Jacks Falger (Olandil's Galtan thief alias)
Dock & Loyal +2: Sell Cessia information about Olandil's true identity.
Galt & Dock +1: Ask questions about unlisted NPCs.


	A3: The Inkwell                                                                           
	Lorrin Meese

	This area is pretty straightforward. PCs can get a bit of information about Jaks Arunai's upcoming performance, Liberty's Edge members can accomplish their faction goal, and there are some Influence events to track.

	Skill checks:
Knowledge (local): DC 14 – Overhear conversations indicating Jaks Arunai to be the upcoming speaker on the flyers.
Perception (DC 16) – Same result as above knowledge local check.
Diplomacy (DC 15) – This check is unlisted, and simply represents the standard DC to improve the attitude of an indifferent NPC with 10 CHA to friendly. This halves the cost of Amalia Wraxton's chapbooks from Meese.
Diplomacy or Intimidate (DCs 17 || 22) – These are checks made to stop the potential brawl between Loyalists and Galtans.

	Influence Tracking:
If WT Influence > 2: Meese offers to sell Amalia Wraxton's chapbooks.
WT and Galt +1: PCs entering the Inkwell is enough to do this.
Dock and Galt +1: Asking about Jacks Falger here, which starts the fist-fight.
Galt OR Loyal +2: If the fist-fight breaks loose and PCs help one side win, that said gets two points.


	A4: The Throne Defiant
	Valia Wain

	Discussion:

Another simple area to grant some information to the PCs and rack up some Influence Points.

	Skill checks:
Diplomacy (DC 17) – This improves Valia's attitude from indifferent to friendly. Doing so loosens her tongue on the gem theft and Jaks Falger, and gets her to offer spellcasting services. According to Towns of the Inner Sea, she is a LN human cleric of Iomedae LVL 8. Therefore she can cast spells up to 4th level.

	Special Actions:

If Valia is made friendly and the PCs vow to recover Bellory's gem, she halves the cost of spellcasting services. Note that (according to Poppo) the Loyalists at the Throne Defiant accept currency rather than trade goods.

PCs that ask about Phelerosa Ciucci will learn her whereabouts (at Auntie's tavern in Docktown) from Valia

	Influence Tracking:
Loyal +1: The PCs enter.
Loyal +1: The PCs wear Academy robes inside.
Loyal and WT +1: The PCs vow to return Bellory's gem.


	A5: Auntie's Tavern
	                                                   Auntie

	Discussion:

A bit of information can be obtained here about Jax Telandril, but the main point of interest here is Phelerosa Ciucci. She is the focus of the Dark Archives faction mission. Some Influence points are tracked too, surprising no one.

	Skill checks:
Sense Motive (DC 15) – Reveals that the drunk guy ranting to his incredulous friends about a “begoggled ghost” diving in the bay is actually telling the truth as he saw things.
Knowledge (nobility or history): DCs 16 – Notes Phelerosa's tattoo, which is the crest of her family.
Diplomacy (DC 10) – If PCs use this to ask about Phelerosa here, she will hear that folks are asking about her and approach the party to chat.
Diplomacy or Intimidate (DCs 19 || 24) – Convince Phelerosa to return with the party to Absalom.
Linguistics (DC 20) – Copy Phelerosa's infernal contract to deliver to Zarta.
Craft or Profession (relevant): DC 15 – Same result as the linguistics check above. Relevant skills might be profession (barrister), or Craft (calligraphy).

	Special Actions:

If a PC speaks Infernal, the DCs of any checks to copy the infernal contract are reduced by 5.

While it is not outlined in the scenario, it is reasonable that a PC could simply kidnap Phelerosa. I did when I played. I paid for her voyage back after she spoke to Zarta though, so I'm not all bad. By the way, it's around 170 gp for her fare.

	Influence Tracking:
Dock, Loyal, & Galt +1: PCs overhear the drunk talking about the begoggled ghost in a public area of the tavern.
Loyal +1: Dark Archive PC reveals their identity as such to Phelerosa or Auntie.


	A6: Madge's Noodle Cart
	The Oodliest of Crabby. Shrimpy, Doodly Noodles 

	Discussion:

In addition to delicious oodly doodlies, any PC wearing Academy robes are forcefully handed a sheaf of papers. These 'poems' can be decoded, as they are in reality coded messages from Olandil.

	Skill checks:
Linguistics (DC 17 || 21) – reveals Olandil's plans for section B (Jack of All Trades) and grants a +4 circumstance bonus to the Sense Motive checks to interpret Olandil's hand signs about the hazards in the Guts.

	Special Actions:

Only PCs wearing Academy robes are handed the messages, as they are intended for Poppo.

For goods worth 5 gp or more, PCs can enjoy the crabbiest, shrimpiest doodleoodlenoodlies this side of Absalom. Truly, this is an incredible moment in the life of any adventurer. 

	Influence Tracking:
 Look everybody, this guy's buying pasta! See? Nobody cares. This is the first time since PCs unburied themselves from fish that no influence has been at stake.


	B1: Manukirt Trading Co. Warehouse
	Jaks Arunai/Olandil

	Discussion:

This section can be entirely skipped just by not knowing about it. If PCs don't go to the performance, Olandil shows up in Poppo's basement wanting to go to Whaler's Point to rendezvous with his escape. The only checks here are Spellcraft to identify the rod of influence (which doesn't really matter) and three successive Sense Motive checks to find out about the hazards in Area B2.

The Sense Motive checks work a bit abnormally. Players may NOT use the Aid another action, but every PC that succeeds at one of the checks adds 5 to the result of the PC that rolled highest. They have tiered success conditions.
If less than 3 hours remain in your session, don't bother with the Sense Motive checks, as there aren't any hazards or combats down in the Guts anyway. They're the optional encounter. For those of us in 4 hour time slots, this outcome is highly likely.
Also, PCs may interrupt Olandil during his speech if they want, but they don't get any Sense Motive checks to learn about the hazards below if they do so.

	Skill checks:
Spellcraft (DC 27) – Identifies the rod of influence. 
Sense Motive 1 (DCs 15 & 20 || 15, 20, & 25) – Lowest success reveals that there will be a pit trap. Next highest reveals its exact location in low tier, but that it has a rat swarm in it in the high tier. Highest result in the high tier reveals the trap's exact location as well as the swarm.
Sense Motive 2 (DCs 15, 20, & 25) – Lowest success reveals the scorpion's presence in the Guts. Mid-level success reveals its exact location. Highest success acts as if the PC had made a successful Knowledge (nature) check against the scorpion.
Sense Motive 3 (DCs 15, 20, & 25) – Exactly the same results as the second Sense Motive roll, but for the Giant Grub instead of the scorpion.

	Influence Tracking:
Dock & Galt +2: Only happens if the PCs interrupt Olandil/Jaks performance.


	B2: Into the Guts
	Vermin and Traps

	Discussion:

As I said before, the hazards and combats only occur if you have 3 or more hours remaining in your session. Otherwise they can be skipped.

Even if PCs somehow lose against the pathetic enemies and hazards here, Olandil will come rescue them, though he won't be happy about it.



	Skill checks:
Diplomacy (DC 16) – Calms Olandil down and gets him to share his trade goods and wand of investigative mind.

	Loot:

Low tier: wand of investigative mind (6 charges remaining) + 180 gp of trade goods

High tier: wand of investigative mind (16 charges remaining) + 960 gp of trade goods

	Influence Tracking:
WT & Galt +2: PCs exit the guts with Olandil.
Loyal & Dock +2: Olandil exits without the PCs for whatever reason.


	B3: Whaler's Point Guts Exit
	Gellius

	In the low-tier Gellius and his men can be scared into fleeing. In the high tier he can be bribed, but not intimidated away.

It also seems that PCs must climb out of the hole they're in somehow. I can't find a specifed DC for that. I'm gonna make one up below.

	Skill Checks:
Sense Motive (DC 15) – This is to determine that Gellius is scared of the PCs. This is only true in tier 1-2.
Intimidate (DC 13) – This is the DC to demoralize Gellius. If PCs do this once and then engage in combat, he will fight defensively. If the PCs do this twice, he will ask for a bribe of 50 gp to walk away. Even if the PCs refuse the bribe, he'll still run away.
Climb (DC 15 || 20) – Scales the five foot walls separating the different tiers of the islet. For the low tier I just used the DC for a rough natural rock face as per the Climb rules. In the high tier the wall is slippery with sea spray, increasing the DC by 5. Again, I'm somewhat making these up, do what you want for this.

	Special Actions:

While PCs cannot use intimidation to make Gellius flee in the high tier, he can still be bribed to walk away with 150 gp of trade goods. This reduces the PCs gold reward at the end of the scenario.

	Loot:

Low tier – 3x cutpurse loot (1 potion of cure light wounds, 2 acid flasks, 1 smokestick, 1 tanglefoot bag, 1 masterwork studded leather, 5 daggers, short sword, thieve's tools, 25 gp) + Gellius (2 potions of cure light wounds, half-plate, heavy crossbow, 10 bolts, heavy flail, halberd, sap, 5 gp)
High tier – 4x cutpurse loot (same as they were in low tier) + Gellius (potion of cure light wounds, full plate, masterwork guisarme, javelin, 2 nets, sap) 

	Influence Tracking:
Galt +2, WT & Dock +1: Incapacitate or kill all mercenaries here.
WT +2, Loyal and Galt +1: If some mercenaries flee (unbribed)
Loyal +2, Dock +1: Bribe the mercenaries.


	C+C1: Plotting an Escape and Proposing an Alliance
	Poppo and Olandil

	Discussion:

This is just a brief interlude to catch PCs up on the current situation, then make an alliance with one of the factions. Any faction the PCs choose sends them off to kill the Strix. Only the Loyalist faction makes additional demands, that they help imprison and interrogate Olandil. This path most likely leads to evil acts, and PCs should be warned of that. This is also the only section that the secondary goal (foiling anti-Pathfinder propaganda from the Loyalists) is mentioned, and only briefly at that. I recommend to any GM that you should really clarify that countermeasures to this propaganda are important.

	Skill checks:
Spellcraft (DC 15) – Gives the PCs confidence that Poppo's ritual to animate the whale carcass is flawless.
Diplomacy (DC 15) – Convinces Olandil to give up Bellory's gemstone.

	Influence Tracking:
WT & Loyal +2: Return Bellory's gemstone to Valia Wain at the Throne Defiant Inn.
Any faction +1: Allying with any of the factions to clear the strix and plant evidence garners the chosen faction an influence point.
Loyal +2: Revealing Olandil's whereabouts to the Loyalists


	C2: The Abandoned Tower
	Strix

	This section is just a run-of-the-mill fight. See strix: kill strix. You get some gear at the end, if PCs lose the fight they can't really win the secondary prestige, but they aren't executed by the strix either.

	Influence Tracking:
Framed Faction -3: Any faction framed by the PCs for the strix' presence loses 3 influence points.


	C3: Society's Reputation
	Faction Leaders

	Discussion:

In this section, PCs use skill checks to counter Loyalist propaganda against the Society. Each PC gets either 1 or 2 rolls to get “propaganda points”. If they successfully followed Olandil out of the Guts earlier, they get 2 chances. Otherwise they get 1.

In the low tier the PCs need a total of 5 propaganda points, in the high tier they need 8. These numbers are reduced by 2 if playing with the four-player adjustment (3 || 6). 

As long as players can justify how they are using ANY skill to combat the rumours, they may use it.

If the party gains the necessary number of propaganda points in this section, they earn their secondary prestige award.

	Skill checks:
Any skill (DC 15) – The PC making this roll earns 1 propaganda point. For every 5 by which this DC is exceeded, the PC earns another propaganda point. They may make these checks either once or twice, as noted in the Discussion section of this area.

	C4: Interrogation

	If the PCs betray Olandil to the Loyalists and pump him for information, this section replaces the more common area C3. Getting information out of Olandil requires a social check.
Intimidate, Bluff, or Diplomacy (DCs 19 || 24) – This gets the necessary info out of Olandil, achieving the primary and secondary success conditions of the mission. The check may be retried with cumularive -2 penalties, but different tactics must be used with each new attempt. Diplomacy is said to be “extraordinarily difficult under these charged circumstances” so perhaps the DC for it should be raised. I suppose that is a matter of interpretation.

The scenario is pretty specific that without some player creativity, they will almost certainly be committing an evil act by completing this. HOWEVER, it is not said to be an 'egregiously' evil act, so by paying for an atonement their alignments can be restored and their characters allowed to continue their PFS career. When chronicle sheets are distributed, ensure that the cost of 3,450 gp or 


Beyond this point is the final fight (Section D) and conclusion. The mechanics are really not terribly different from any other fight and conclusion, so I don't feel I really need to write about those sections. Also, it's 5 AM and I want to go to bed. Happy gaming.
Many faces fail to find the path. Send the worthless ones my last request for a vacation.
 Noodles, the highest form of poetry, point all slave masters to my lost memory. 
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