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Pathfinder Adventures

Vaultlines can be run or played to gain specific benefits
for the Pathfinder Society Organized Play campaign.

KEY DIFFERENCES FROM SCENARIOS

Pathfinder Adventures & Adventure Paths have variable
playtimes and aren’t 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 & Adventure
Paths don’t assume the characters are members of
the Pathfinder Society. These adventures are 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.

Applying Credit

Players who play through Vaultlines, 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 gold appropriate to a character of their level per
the attached table. It also grants 24 days of Downtime.
This adventure is repeatable, therefore an individual
may earn a Chronicle Sheet each time they play or GM
the adventure.

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
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Character Level Gold
1 42 gp

3 114 gp

5 300 gp

7 660 gp

9 1,320 gp

11 2,580 gp

13 5,640 gp

15 12,120 gp

17 28,800 gp

19 79,800 gp

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 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.




PATHFINDER SOCIETY ADVENTURE

ORC Notice

This product is licensed under the ORC License located at the
Library of Congress at TX 9-307-067 and available online at
various locations including paizo.com/orclicense, azoralaw.
com/orclicense, and others. All warranties are disclaimed as
set forth therein.

Attribution: This product is original game content and is not
based on a licensed game system.

If you use our Licensed Material in your own published work,
please credit us in your product as follows:

Vaultlines Sanctioning Document © 2026, Paizo Inc. Authors
Jessica Catalan and Alex Speidel.

Reserved Material: Reserved Material elements in this product
include all elements designated as Reserved Material under

the ORC License. To avoid confusion, such items include: 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.

Expressly Designated Licensed Material: This product
contains no Expressly Designated Licensed Material.

Vaultlines Sanctioning Document © 2026, Paizo Inc. Paizo,
the Paizo golem, Pathfinder, Starfinder, and other trademarks
owned by Paizo are property of Paizo Inc. All rights reserved
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= Date Event Code:
Event Reporting Form |
Location
GM Org Play #: 2 GM Name: GM Faction:
Adventure:
Reporting Codes: (check when instructed, line through all if no conditions to report) OA OB ac 0D ngﬁéslﬂon

Bonus Faction Goal Achieved: [ Envoy’s Alliance [[] Grand Archive [] Horizon Hunters [] Radiant Oath [] Verdant Wheel [ Vigilant Seal

Character Name:

[ Envoy's Alliance

[J Radiant Oath

[J Grand Archive

Org Play #:

[J Verdant Wheel

Dead? [J

2 Level O Horizon Hunters

[ Vigilant Seal

Infamy [

Character Name:

[ Envoy's Alliance

[J Radiant Oath

[ Grand Archive

Org Play #:

[ Verdant Wheel

Dead? [J

2 Level [ Horizon Hunters

[ Vigilant Seal

Infamy [

Character Name:

[ Envoy's Alliance

[J Radiant Oath

Org Play #:

[J Grand Archive

[ Verdant Wheel

Dead? []

2 Level [ Horizon Hunters

[ Vigilant Seal

Infamy [

Character Name:

[ Envoy's Alliance

[J Radiant Oath

[J Grand Archive

Org Play #:

[J Verdant Wheel

Dead? [J

2 Level O Horizon Hunters

[ Vigilant Seal

Infamy [

[ Envoy's Alliance

[J Radiant Oath

Character Name: Dead? [J
[ Grand Archive [ Verdant Wheel
Org Play #: 2 Level O Horizon Hunters | OJ Vigilant Seal Infamy L]
Faction:
Character Name: [J Envoy's Alliance [ Radiant Oath Dead? [
[J Grand Archive [ Verdant Wheel
Org Play #: 2 Level O Horizon Hunters | OJ Vigilant Seal Infamy L]




Pathfinder Adventure Path: Character Chronicle #

Vaultlines, Part 1 (Chapters 1-3) |

2
Adventure Summary LEVEL
. -
When a vaultline—a powerful, untamed ley line—struck the city of Lattiskar, you escaped captivity. [ -
This drew the attention of the settlement’s rulers, who enlisted you to track down a fellow prisoner, b
Nuzial, who was believed to know something about the errant ley line. Your investigations revealed that - -
Nuzial also used the chaos of the vaultline to stage an escape. After a detour through an abandoned
fleshwarping facility, you arrived at their last-known location, a fungus farm on Lattiskar’s outskirts.
Speaking with the ghost of one of their victims, you learned that Nuzial isn’t the human he appears to be,
but rather a serpentfolk reincarnated in human form. Another vaultline struck the farm, this one creating
a toxic cloud that forced you upwards.
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Chronicle Code: 5456
For more information about the Pathfinder Society Organized Play program, including how to use this Chronicle Sheet, visit pathfindersociety.club
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Vaultlines, Part 2 (Chapters 4-6) |

2
Adventure Summary LEVEL
You arrived at a temple dedicated to Yig, where you learned a disturbing truth: Nuzial appears to be the E -
reincarnation of Eivess, a human priest of the Great Old One who millennia ago delivered a clutch of [ LEVEL
sekmin eggs to an Orvian vault known as the Cradle. You returned to the Darklands via a mysterious - -
circular pit, landing in the middle region of Sekamina. At the bottom of the pit, you encountered Nuzial’s
closest ally: Cern, a former vault builder originally responsible for the Cradle’s creation. Cern briefly
activated the Vaultline Auger, flinging you back in time to when the artifact first malfunctioned. You were
saved by Yig, who delivered you to the doorstep of another of his temples in Sverenagat. You discovered
that Nuzial had already left the city by way of the Ghostfang Coils, a dungeon created by his father, the
lich Zyphaniss. To enter the Coils, you negotiated a ceasefire between Nuzial’s sisters, Jotzi and Aksayla,
and faced off against Zyphaniss.
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Chronicle Code: VFTH
For more information about the Pathfinder Society Organized Play program, including how to use this Chronicle Sheet, visit pathfindersociety.club
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=YelIZaW/  Vaultlines, Part 3 (Chapters 7-10) |

2
Adventure Summary LEVEL
In Orv, you met the three kaseshi who helped create the Cradle—and who were partially responsible for E -
its near destruction. They implored you to rebuild Cernock, the only being capable of restoring order to || LEVEL
the Cradle. You constructed a new body for Cernock, but before you could give the vessel life, Yig issued - -
his own demands, tasking you with defeating Zyphaniss (again) and delivering one of the unhatched
eggs to the top of the Vaultline Auger.
With sekmin egg in hand and xiomorn vessel in tow, you arrived at the Vaultline Auger, where you
calmed the ley-line energy raging around the artifact. You defeated Nuzial and Cern, and Yig hatched
from the egg you delivered and offered to grant life to the vessel Cernock himself. To save the Cradle, you
negotiated a peace between the Great Old One and Cernock’s remaining allies— perhaps by sacrificing
one of your own.
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Chronicle Code: RH8Q
For more information about the Pathfinder Society Organized Play program, including how to use this Chronicle Sheet, visit pathfindersociety.club



