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Pathfinder
Adventure Path:
Season of Ghosts

PATHFINDER SOCIETY

Pathfinder Adventures
Season of Ghosts can be run or played to gain specific 
benefits for the Pathfinder Society Organized Play campaign.

KEY DIFFERENCES FROM SCENARIOS
Pathfinder Adventures have variable playtimes. They 
don’t contain specific faction-related elements, nor are 
they designed for play by characters over a wide range 
of levels. They sometimes include pregenerated characters 
tailored and themed to the adventure. While not required, 
we recommend using the provided characters, as they 
strengthen players’ immersion in the story.

Thematically, Pathfinder Adventures don’t assume the 
characters are members of the Pathfinder Society. Season 
of Ghosts is therefore offered outside of the standard 
Organized Play environment; characters don’t need to 
conform to the standard Organized Play requirements 
laid out in the Guide to Organized Play: Pathfinder 
Society, and they do not receive the school benefits from 
Pathfinder Training listed in the Additional Character 
Options section of the Guide.

KeepsaKes
Chronicle Sheets occasionally include a section for 
Keepsakes. A character can only acquire one keepsake 
per adventure; once a player has applied this Chronicle to 
a character and purchased a keepsake from the list, they 
must cross any other Keepsakes off of their Chronicle Sheet. 
The character doesn’t have access to the crossed-off items, 
though they may later gain access to some of these items 
through other means (such as boons purchased through the 
Achievement Points system on paizo.com). A player can’t 
purchase more than one copy of a keepsake item, unless 
that keepsake is a consumable item. 

APPLYING CREDIT
Players who play through Season of Ghosts, as well as 
GMs who run the adventure, can apply the adventure’s 
Chronicle Sheet to any of their Pathfinder Society 
Organized Play characters. Players and GMs must decide 
which character to apply credit to when they receive the 
Chronicle Sheet. The Chronicle Sheet gives 12 Experience 
Point(s), 12 Reputation with one faction, and 30 Treasure 
Bundles appropriate to a character of their level, applied 
in batches of 10 Treasure Bundles at each 4 XP interval. 
It also grants 24 days of Downtime. This adventure is not 
repeatable, therefore an individual may earn a Chronicle 
Sheet once as player and once as GM for the adventure.

Players earn access to the items and options listed on 
the Chronicle Sheet through their actions during the 
adventure. If the PCs don’t discover an item or fulfill the 
conditions described in the adventure to gain access to an 
option, cross that option off of each player’s Chronicle 
Sheet. If a PC gains access to an option presented on the 
Chronicle Sheet that can only be obtained by one member 
of the party, they earn that option on the Chronicle Sheet 
for all members of their group.

About the Pathfinder 
Society
The Pathfinder Society is a worldwide fantasy living 
campaign that puts you in the role of an agent of the 
Pathfinder Society, a legendary league of explorers, 
archaeologists, and adventurers dedicated to discovering 
and chronicling the greatest mysteries and wonders of 
an ancient world beset by magic and evil. A Pathfinder’s 
adventures explore the dark alleys and political intrigues 
of Absalom between far-flung travels to the most 
interesting and remote locales in the world of Pathfinder. 

In an organized play campaign, characters exist in 
a common setting shared by tens of thousands of other 
gamers from around the world. Paizo’s Organized Play 
programs, including Pathfinder Society and Starfinder 
Society, are campaigns produced by Paizo and used by a 
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Event Reporting Form Date Event Code:

Location

GM Org Play #: GM Name: GM Faction:

Adventure #: Adventure Name:

Reporting Codes: (check when instructed, line through all if no conditions to report) □ A □ B □ C □ D Fame Earned:

Bonus Faction Goal Achieved: □ Yes □ No □ N/A Scenario-based Infamy earned? □ Yes □ No □ N/A

Faction:

Character Name: □ Grand Archive □ Envoy’s Alliance □ Slow Track
□ Radiant Oath □ Horizon Hunters □ Dead

Org Play #: Level □ Vigilant Seal □ Verdant Wheel
□ Infamy□

Faction:

Character Name: □ Grand Archive □ Envoy’s Alliance □ Slow Track
□ Radiant Oath □ Horizon Hunters □ Dead

Org Play #: Level □ Vigilant Seal □ Verdant Wheel
□ Infamy□

Faction:

Character Name: □ Grand Archive □Envoy’s Alliance □ Slow Track
□ Radiant Oath □ Horizon Hunters □ Dead

Org Play #: Level □ Vigilant Seal □ Verdant Wheel
□ Infamy□

Faction:

Character Name: □ Grand Archive □ Envoy’s Alliance □ Slow Track
□ Radiant Oath □ Horizon Hunters □ Dead

Org Play #: Level □ Vigilant Seal □ Verdant Wheel
□ Infamy□

Faction:

Character Name: □ Grand Archive □ Envoy’s Alliance □ Slow Track
□ Radiant Oath □ Horizon Hunters □ Dead

Org Play #: Level □ Vigilant Seal □ Verdant Wheel
□ Infamy□

Faction:

Character Name: □ Grand Archive □ Envoy’s Alliance □ Slow Track
□ Radiant Oath □ Horizon Hunters □ Dead

Org Play #: Level □ Vigilant Seal □ Verdant Wheel
□ Infamy□
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PATHFINDER SOCIETY ADVENTURE

volunteer community of organizers and GMs in more than 
36 countries on six continents. 

Participants in the Pathfinder Society can take their 
characters to any public Pathfinder Society event anywhere 
in the world, and any Game Master can gather a group 
of players to run through dozens of different pre-made 
adventures. It’s a great way to get in touch with other local 
gamers, meet new people, and play regularly without all 
the prep work and scheduling of a traditional campaign.

Players and GMs both earn special Achievement Points 
for participating, which they can use to buy special 
options for their characters on paizo.com. GMs earn 
double Achievement Points rewards for the games they 
run. For more information on the Pathfinder Society, on 
how to read the attached Chronicle Sheet, and to find 
games in your area, check out the campaign’s homepage 
at pathfindersociety.club.
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Open Game License Version 1.0a
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 

Wizards of the Coast, Inc. (“Wizards”). All Rights Reserved.
1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who 

have contributed Open Game Content; (b) “Derivative Material” means copyrighted 
material including derivative works and translations (including into other computer 
languages), potation, modification, correction, addition, extension, upgrade, improvement, 
compilation, abridgment or other form in which an existing work may be recast, 
transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell, 
broadcast, publicly display, transmit or otherwise distribute; (d) “Open Game Content” 
means the game mechanic and includes the methods, procedures, processes and routines 
to the extent such content does not embody the Product Identity and is an enhancement 
over the prior art and any additional content clearly identified as Open Game Content 
by the Contributor, and means any work covered by this License, including translations 
and derivative works under copyright law, but specifically excludes Product Identity. 
(e) “Product Identity” means product and product line names, logos and identifying 
marks including trade dress; artifacts, creatures, characters, stories, storylines, plots, 
thematic elements, dialogue, incidents, language, artwork, symbols, designs, depictions, 
likenesses, formats, poses, concepts, themes and graphic, photographic and other visual 
or audio representations; names and descriptions of characters, spells, enchantments, 
personalities, teams, personas, likenesses and special abilities; places, locations, 
environments, creatures, equipment, magical or supernatural abilities or effects, logos, 
symbols, or graphic designs; and any other trademark or registered trademark clearly 
identified as Product identity by the owner of the Product Identity, and which specifically 
excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign, 
motto, designs that are used by a Contributor to identify itself or its products or the 
associated products contributed to the Open Game License by the Contributor (g) “Use”, 
“Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate and 
otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means 
the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice 
indicating that the Open Game Content may only be Used under and in terms of this 
License. You must affix such a notice to any Open Game Content that you Use. No terms 
may be added to or subtracted from this License except as described by the License 
itself. No other terms or conditions may be applied to any Open Game Content distributed 
using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your 
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the 
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with 
the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material 
as Open Game Content, You represent that Your Contributions are Your original creation 
and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion 
of this License to include the exact text of the COPYRIGHT NOTICE of any Open Game 
Content You are copying, modifying or distributing, and You must add the title, the 
copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any 
original Open Game Content you distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as 
an indication as to compatibility, except as expressly licensed in another, independent 
Agreement with the owner of each element of that Product Identity. You agree not to 
indicate compatibility or co-adaptability with any Trademark or Registered Trademark 
in conjunction with a work containing Open Game Content except as expressly licensed 
in another, independent Agreement with the owner of such Trademark or Registered 
Trademark. The use of any Product Identity in Open Game Content does not constitute a 
challenge to the ownership of that Product Identity. The owner of any Product Identity 
used in Open Game Content shall retain all rights, title and interest in and to that Product 
Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate 
which portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated 
versions of this License. You may use any authorized version of this License to copy, 
modify and distribute any Open Game Content originally distributed under any version 
of this License.

10. Copy of this License: You MUST include a copy of this License with every copy of 
the Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game 
Content using the name of any Contributor unless You have written permission from 
the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of 
this License with respect to some or all of the Open Game Content due to statute, judicial 
order, or governmental regulation then You may not Use any Open Game Material so 
affected.

13. Termination: This License will terminate automatically if You fail to comply with 
all terms herein and fail to cure such breach within 30 days of becoming aware of the 
breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such 
provision shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a © 2000, Wizards of the Coast, Inc.
System Reference Document © 2000, Wizards of the Coast, Inc.; Authors: 

Jonathan Tweet, Monte Cook, and Skip Williams, based on material by E. Gary Gygax 
and Dave Arneson.

Pathfinder Core Rulebook (Second Edition) © 2019, Paizo Inc.; Authors: Logan Bonner, 
Jason Bulmahn, Stephen Radney-MacFarland, and Mark Seifter.

Pathfinder Adventure: Season of Ghosts Sanctioning Document © 2024, Paizo Inc.; 
Authors: Josh Foster, Shay Snow, Alex Speidel, Tonya Woldridge

and Linda Zayas-Palmer.

This product is compliant with the Open Game License (OGL) and is suitable for use with the 
Pathfinder Roleplaying Game (Second Edition).

Product Identity: The following items are hereby identified as Product Identity, as defined in the 
Open Game License version 1.0a, Section 1(e), and are not Open Game Content: All trademarks, 
registered trademarks, proper nouns (characters, deities, locations, etc., as well as all adjectives, 
names, titles, and descriptive terms derived from proper nouns), artworks, characters, dialogue, 
locations, organizations, plots, storylines, and trade dress. (Elements that have previously been 
designated as Open Game Content, or are exclusively derived from previous Open Game Content, or 
that are in the public domain are not included in this declaration.)

Open Game Content: Except for material designated as Product Identity, the game mechanics of 
this Paizo game product are Open Game Content, as defined in the Open Game License version 1.0a, 
Section 1(d). No portion of this work other than the material designated as Open Game Content may 
be reproduced in any form without written permission.

Pathfinder Adventure: Season of Ghosts Sanctioning Document © 2023 Paizo Inc. All rights reserved. Paizo, 
the Paizo golem logo, Pathfinder, the Pathfinder logo, Pathfinder Society, Starfinder, and the Starfinder logo 
are registered trademarks of Paizo Inc.; the Pathfinder P logo, Pathfinder Accessories, Pathfinder Adventure 
Card Game, Pathfinder Adventure Card Society, Pathfinder Adventure Path, Pathfinder Adventures, 
Pathfinder Battles, Pathfinder Combat Pad, Pathfinder Flip-Mat, Pathfinder Flip-Tiles, Pathfinder Legends, 
Pathfinder Lost Omens, Pathfinder Pawns, Pathfinder Roleplaying Game, Pathfinder Tales, Starfinder 
Adventure Path, Starfinder Combat Pad, Starfinder Flip-Mat, Starfinder Pawns, Starfinder Roleplaying Game, 
and Starfinder Society are trademarks of Paizo Inc.
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FOR GM ONLY

Character Name Organized Play # Character #

TOTAL VALUE OF ITEMS SOLD
Add 1/2 this value to the GP Gained Box

TOTAL COST OF ITEMS BOUGHT

GP Gained

XP Gained

Reputation Gained

2

 DATE EVENT CODE GM Organized Play #

Adventure Summary

Boons Rewards

Purchases

Items Sold / Conditions Gained

Items Bought / Conditions Cleared

Items

Notes Downtime

spirit trap (level 2, 5 gp; The Summer That Never Was 83)

Keepsakes
animal-turning fulu (level 1, 4 gp; The Summer That Never Was 83)

firecracker fulu (level 1, 4 gp; The Summer That Never Was 83)

noppera-bo hood (level 4, 85 gp; The Summer That Never Was 82)

privacy ward fulu (level 1+, 4+ gp; The Summer That Never Was 83)

traveler’s fulu (level 2, 7 gp; The Summer That Never Was 83)

Chronicle Code: YVK6

Pathfinder Adventure Path #196: 
The Summer That Never Was

You found Willowshore infested with monsters and defeated them, but were then presented with a mystery as to how the monsters 
infested the village in the first place. Soon thereafter, you discovered that you can’t travel far from the village—like the other citizens of 
Willowshore, you were “cursed” and couldn’t travel more than a few dozen miles from town. Eventually, you confronted the monsters 
that abducted them, discovering that a frightening Wall of Ghosts had manifested not far from their home and that the “curse” 
affecting everyone might be even more insidious than you feared.

Congratulations on completing the adventure! You’ve earned Pathfinder Society (second edition) 
Achievement Points, a currency that can be redeemed on our website at paizo.com for special character 
boons, such as access to rare or uncommon ancestries, feats, and more! To redeem your Achievement 
Points, go to paizo.com/organizedPlay/myAccount and click on the Boons tab. Note that you must have 
created a paizo.com account and registered a character before you can begin making Achievement Point 
transactions.
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Adventure Summary

Boons Rewards

Purchases

Items Sold / Conditions Gained

Items Bought / Conditions Cleared

Items

Notes Downtime

covenant tea (level 3, 10 gp; Let the Leaves Fall 77)

energizing tea (level 4, 20 gp; Let the Leaves Fall 77)

invigorating soap (level 5, 28 gp; Let the Leaves Fall 73)

longnight tea (level 3, 12 gp; Let the Leaves Fall 77)

moon blossom tea (level 9, 150 gp; Let the Leaves Fall 77)

peace in dreams tea (level 6, 50 gp; Let the Leaves Fall 77)

resurrection tea (level 5, 25 gp; Let the Leaves Fall 78)

spiritsight tea (level 7, 60 gp; Let the Leaves Fall 78)

Keepsakes
ghost scarf (level 7, 360 gp; Let the Leaves Fall 73)

hairpin of blooming flowers (level 7, 360 gp; Let the Leaves Fall 73)

red thread knot (level 7, 360 gp; Let the Leaves Fall 74)

resolute mind wrap (level 7, 360 gp; Let the Leaves Fall 74)

root boots (level 7, 360 gp; Let the Leaves Fall 74)

spirit fan (level 7, 360 gp; Let the Leaves Fall 74)

Chronicle Code: BV7Y

Pathfinder Adventure Path #197: 
Let the Leaves Fall

You helped the people of Willowshore rebuild and recover, as well as prepare for winter. As you did so, you experienced more and 
more strange supernatural events that suggested actual ghosts were involved in the curse that afflicts Willowshore. To seek answers, 
you used magic to defeat the Wall of Ghosts west of town then traveled to an abandoned monastery at the far side of the village 
hinterlands. There, you discovered something shocking: not only have you been trapped in a mindscape, but you’ve been reliving the 
same year over and over.

Congratulations on completing the adventure! You’ve earned Pathfinder Society (second edition) 
Achievement Points, a currency that can be redeemed on our website at paizo.com for special character 
boons, such as access to rare or uncommon ancestries, feats, and more! To redeem your Achievement 
Points, go to paizo.com/organizedPlay/myAccount and click on the Boons tab. Note that you must have 
created a paizo.com account and registered a character before you can begin making Achievement Point 
transactions.

This adventure qualifies you for the following unique Achievement Point boons: Follower of Sangpotshi 
and Secrets of Tan Sugi.
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None

Chronicle Code: 3SPQ

Pathfinder Adventure Path #198: 
No Breath to Cry

You searched for ways you could escape their mindscape by entering another inhabited by Heh Shan-Bao, where you discovered the 
truth—you’re actually dead and had been repeating the same awful year for over a century. You then perfected a ritual to manifest in 
the living world so you could invade the coastal fortress of Karahai and defeat the exorcists who seek to banish them to the afterlife. 
Only then did you attempt a final return to the living world.

Congratulations on completing the adventure! You’ve earned Pathfinder Society (second edition) 
Achievement Points, a currency that can be redeemed on our website at paizo.com for special character 
boons, such as access to rare or uncommon ancestries, feats, and more! To redeem your Achievement 
Points, go to paizo.com/organizedPlay/myAccount and click on the Boons tab. Note that you must have 
created a paizo.com account and registered a character before you can begin making Achievement Point 
transactions.
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Pathfinder Adventure Path #199: 
To Bloom Below the Web

ascended dragon spirit (level 11, 250 gp; To Bloom Below the Web 74)
dragonfire halfbow (level 12, 1,800 gp; To Bloom Below the Web 75)
dragon turtle armor (level 12, 2,000 gp; To Bloom Below the Web 75)
dragon turtle artillery (level 10, 1,000 gp; To Bloom Below the Web 76)
energizing pill (level 10, 180 gp; To Bloom Below the Web 73)
evil-reflecting shield (level 11, 1,250 gp; To Bloom Below the Web 75; change the Trigger to “You attempt 

a saving throw against an effect with the unholy or void traits.”)
fan of falling words (level 10, 900 gp; To Bloom Below the Web 76)
fortune cord (level 11, 1,300 gp;To Bloom Below the Web 77)
jiang-shi bell (level 11, 1,200 gp; To Bloom Below the Web 77)
lacquered waist drum (level 11, 1,300 gp; To Bloom Below the Web 77; change positive damage to 

vitality)
lumber lord’s axe (level 11, 900 gp; To Bloom Below the Web 76)
moonsilver necklace (level 10, 1,000 gp; To Bloom Below the Web 78)
panaceatic salve (level 10, 155 gp; To Bloom Below the Web 74)
sanctified beans (level 11, 250 gp; To Bloom Below the Web 74; change good damage to spirit damage 

with holy trait)
Taljjae tassel (level 10, 160 gp; To Bloom Below the Web 74)
thundering fury dadao (level 12, 2,000 gp; To Bloom Below the Web 76)
vengeful demon’s tears (level 10, 160 gp; To Bloom Below the Web 74)

Keepsakes
four-tiger blade (level 12, 2,000 gp; To Bloom Below the Web 75; change negative damage to void damage)
purgatory emissary’s staff (level 12, 1,820 gp; To Bloom Below the Web 78)
sensei’s parasol (level 11, 1,400 gp; To Bloom Below the Web 76; change negative damage to void damage)
silversoul bomb (level 3+, 10+ gp; To Bloom Below the Web 73)
thousand-year dragonroot (level 10, 180 gp; To Bloom Below the Web 74)

Chronicle Code: ALWS

You and the town of Willowshore reincarnated into the modern world and life, but once again you had to defend your homes. You 
sought to secure the favor of the jorogumo in charge of Willowshore but also had to find a way into yet another mindscape—one 
which the fiend Kugaptee hoped to use to return to life. By forging an alliance with the jorogumo and defeating Kugaptee’s growing 
influence, you finally made Willowshore (relatively) safe once more.

Congratulations on completing the adventure! You’ve earned Pathfinder Society (second edition) 
Achievement Points, a currency that can be redeemed on our website at paizo.com for special character 
boons, such as access to rare or uncommon ancestries, feats, and more! To redeem your Achievement 
Points, go to paizo.com/organizedPlay/myAccount and click on the Boons tab. Note that you must have 
created a paizo.com account and registered a character before you can begin making Achievement Point 
transactions.

This adventure qualifies you for the following unique Achievement Point boon: Once More With Feeling.
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