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Adventure Summary

A mysterious and otherworldly signal led you to an old manor house in Ustalav’s countryside, which a group of planar travels and
researchers known as the Ardis Scholars had used as their base of operations. The base was nearly deserted, with signs that someone
had recently raided the location. There, you made telepathic contact with Lumna, an alien from Liavara’s moon Hallas, and OJ helped them
stabilize their form, or O were unable to save them from dissipating. You also met the ghostly musician Vilo and the cu sith Gleam, as well as
the researcher Revecka, who was ina dire situation. G+ You helped her recharge her artificial heart, or perhaps [ she did not escape the manor
alive. As you explored the manor, you were attacked by roving oozes, harpy bandits, and possessed clockwork contraptions. Along the
way, you discovered that the one who had raided the manor was none other than Aslynn, a night hag who has long been an enemy of the
Pathfinder Society. But you weren’t the only ones drawn to the signal. An angry mob of locals who had been experiencing unpleasant side
effects from exposure to the signal stormed the manor to shut it down. You O convinced them that you had the situation under control, or O
were ultimately unable to assuage their fears, and they burned down the manor.

Boons Rewards
Starting XP
Congratulations on completing the adventure! You’ve earned Pathfinder Society (second edition) Achievement , 00
Points, a currency that be redeemed on our website at paizo.com for special character boons, such as access

to rare or uncomumon 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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