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Welcome to
Pathﬁnder society
Pathﬁnder Society (second edition)("PFS") is a
worldwide fantasy roleplaying campaign set in the
World of Golarion during the Age of Lost Omens. As
agents of the Pathﬁnder Society, a legendary league
of explorers, archaeologists, and adventurers
headquartered in Absalom, you dedicate your life to
discovering and chronicling the greatest mysteries
and wonders of an ancient world. Pathﬁnder
adventures range from exploring the dark alleys to
engaging in political intrigues to embarking on farﬂung travels to exciting locales.
Pathﬁnder Society (second edition) uses Paizo’s
Pathﬁnder Second Edition ruleset and Lost Omens
setting under the campaign leadership of the Paizo
Organized Play Team. This guide presents the
information you need to participate in this exciting,
dynamic campaign. Welcome to the Pathﬁnder
Society!

What Is Paizo Organized Play?
In a Paizo Organized Play campaign, your character
adventures in a shared setting with thousands of
other gamers worldwide. Anyone can host a
game anywhere it is convenient for the players. This
includes in homes, game stores, libraries,
conventions, and online, as long as they report the
adventurer’s results afterward. Reporting earns each
participant campaign rewards and player actions can
even inﬂuence the fate of the Lost Omens setting.
As part of the organized play experience, you can
take your characters to any Pathﬁnder Society
(second edition) event in the world, allowing you to
join a game with friends and strangers alike with
ease. After each adventure, your characters grow
stronger and carry their rewards with them to the
next adventure, even if your fellow players and Game
Masters ("GM") change between adventures. The

Paizo organized play experience is uniquely
immersive, as the diverse range of players, GMs, and
characters provide incredible depth. The campaign is
also a great way to meet other gamers and play
regularly without needing to schedule recurring
events with a single set of players as you might for a
more traditional game setting.
In order to help the Pathﬁnder Society (second
edition) program function smoothly in a shared-world
environment, the campaign has some additional rules
to ensure a fair and equal experience for all
participants—no matter who is playing or running the
game. The rest of this guide covers that information.
Besides the Pathﬁnder Society (second edition)
campaign, Paizo Organized Play programs also
include the Starﬁnder Society, the Pathﬁnder
Adventure Card Society, and the Pathﬁnder Society
(ﬁrst edition) campaigns.
Paizo’s Organized Play Team oversees the campaign’s
content and program structure, and team members
include the Organized Play Manager, Organized Play
Managing Developer, Pathﬁnder Society developers,
and the Pathﬁnder Society design liaison. Volunteers,
called Venture-Oﬃcers, facilitate the campaign by
coordinating the worldwide network of players and
GMs.

Register for Organized Play
To ensure you have access to all the tools and
beneﬁts available to our players, participants should
have an organized play number and an account on
paizo.com. To create an account,
visit paizo.com/organizedplay and click on the “New
Players Create an Account” button.
If you are unable to acquire an organized play
number online, ask your Event Coordinator for help.

My Organized Play
Every registered organized play participant has a
record on paizo.com. You can access this information
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by direct link or by visiting paizo.com,
hovering/clicking on the My Account at the top right
of the screen, then selecting Organized Play. There
are several tabs on your account page.
Summary: A list of your GM Ranks for all Paizo
Organized Play programs, your registered
characters and their character IDs, and your
character Reputation totals. You can create new
characters by selecting the desired type at the
bottom of the screen or "Edit" an existing
character by selecting edit on the right of the
screen. In addition, this table displays your
Organized Play ID and allows you to download a
card you can print and bring with you to events.
Sessions: A chronological list of all games you
have participated in.
GM/Event Coordinator: A list of your earned
points, including Achievement Points ("AcP")
and GM table credits. Additionally, this tab
displays a list of all events you are organizing, a
button to create new events, and a button to
reserve and print Organized Play Cards for new
players.
Boons: A list of all currently available boons in
each Paizo Organized Play program that may be
purchased using AcP or earned through play.
The Player Rewards appendix contains more
details on purchasing and using boons.
If you discover an error in your Sessions list, send an
email to pfsreportingerrors@paizo.com. Include the
error, any supporting documentation, and the
correction.

Community Code of Conduct
All participants in Organized Play must adhere to the
Paizo Organized Play Code of Conduct and the
PFS community standards—thoroughly read through
these and uphold them at all Organized Play events
and sessions.

Characters
Next, you need a character to play. You can either
use a pre-generated character or create your own
character.

Using a Pre-Generated Character
If you don’t have time to create a new character or
want to try out a new character class, you can use a
pre-generated character ("pregen") based on the
Pathﬁnder iconic characters. A player can choose any
of the pregen characters without owning the
associated rule books or sources. You can download
the pregen character sheets for free from
Paizo, Community Use Package: PF2E Iconics
Pregenerated Characters, or request them from your
local event coordinator.
More information on using pre-generated characters
can be in Player Basics: Before the Adventure.

Using Your Own Character
If you have the time and know what you want to play,
you can build your character following the rules in
the Character Creation appendix.
After you are done building your character, register
them by going to your Organized Play account,
signing in, and clicking on the “Register a New
Pathﬁnder Society (second edition) Character.”

Where can I ﬁnd a Game?
Each community uses its own game scheduling
process. Common platforms used in scheduling
games include:
Paizo Event Calendar
Warhorn
Online Region Discord
Meetup

Organized Play Forums
Join the vibrant Pathﬁnder Society online community
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by participating in the oﬃcial Pathﬁnder Society
forums. Ask questions! Compare character builds!
Discuss! Find events! Your feedback helps us improve
our program, so drop by and tell us what we can do to
enhance your organized play experience.

The world of Pathﬁnder and of Pathﬁnder Society is a
world called Golarion. The Age of Lost Omens below
provides a basic introduction to the setting; you can
learn more about Golarion from Chapter 8 of
the Pathﬁnder Core Rulebook, from the Lost
Omens line of setting books, and from the Pathﬁnder

Earthfall, the Age of Destiny saw the rise of many new
human empires throughout the world. Humanity built
wondrous structures, and its schools relearned magic
that had been thought lost. Among these human
nations walked a man named Aroden—an immortal
survivor of the devastation of Earthfall. Aroden had
long since cultivated a following of loyal subjects who
regarded him with awe, for immortality was but one
of the wonders he’d achieved. Greatest among these
was his discovery of a shard of potent magic known
today as the Starstone, a fragment from the stars that
fell during Earthfall, which had lodged at the bottom
of the Inner Sea. Contact with this alien artifact
assailed Aroden with phantasmagoric visions,
subjected him to a series of deadly martial trials, and

Wiki.

posed exhausting moral quandaries that challenged

The World of Golarion

The Age Of Lost Omens
Ten thousand years ago, the world of Golarion came
close to ending. Earthfall, as this extinction-level
event came to be known, saw the world pummeled by
a shower of falling stars that sank continents,
hollowed out new seas, and destroyed civilizations. It
took centuries for the world to recover, and centuries
more for society to rebuild, but recover it did.
Dwarves ascended to the surface from the
underground reaches of the Darklands in their
legendary Quest for Sky, elves returned from the
neighboring planet of Castrovel via a network of
portals to reclaim their lands and traditions, and
gnomes from the mysterious First World sought
shelter from a now-forgotten terror. Survivors from
other ancestries who had sheltered through the terror
and destruction of Earthfall emerged during the Age
of Darkness to reclaim their ancestral lands, from
scrappy goblin tribes with a knack for surviving
despite all odds against them to industrious halﬂings
who emerged from the ruins to found societies of
their own.
But humanity made the most astounding recovery.
Less than 2,000 years after the near-extinction from

his limits more than any of the arduous experiences
he had yet endured. He emerged from this test a
living god, and his ﬁrst divine act was to raise
the Starstone and the mass of land on which it had
lain from the bottom of the sea to form the Isle of
Kortos—also known as Starstone Isle—where he then
established the city of Absalom.
In the centuries to follow, Absalom grew into one of
the largest cities in the world, and Aroden’s legacy
grew alongside it. As the millennia passed, his
attentions increasingly turned away from the
concerns of the Inner Sea’s inhabitants to
otherworldly matters beyond mortal ken, but
prophecy spoke of a time when he would return to
Golarion and lead humanity triumphantly into an Age
of Glory. As the time of Aroden’s return drew near,
entire nations undertook monumental preparations to
welcome him back to Golarion.
But instead, Aroden died, and with him the reliability
of prophecy as well. Golarion was wracked by storms,
war, and supernatural devastation as the god’s death
marked the beginning of a new age—a time of
uncertainty, but also a time of opportunity. This is the
Age of Lost Omens, an age in need of heroes like
never before.
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—Pathﬁnder Core Rulebook 417

What Is The
Pathﬁnder Society?
Your character is a member of an in-game
organization known as the Pathﬁnder Society.
Pathﬁnder agents are adventurers who travel
throughout the world, exploring new places and
chronicling both history and modern lore. The most
signiﬁcant and exciting Pathﬁnder missions earn a
spot in the Pathﬁnder Chronicles, an ongoing series of
journals that are copied and spread far and wide to
share the Society’s discoveries with the world.
Pathﬁnders agents come from all over the world and
from all walks of life; anyone willing to work together
with other agents to pursue the Society’s aims is
welcome to try to join the organization. Together,
these tenets are captured in the Pathﬁnder motto:
“Explore, report, cooperate.”
More information on the Pathﬁnder Society, and its
role in Golarion can be found in Pathﬁnder Lost
Omens: Pathﬁnder Society Guide. However some of
the more relevant details are summarized below.

Training

the road, explore dangerous sites, and understand
their discoveries. The deans of the Society’s three
schools oversee this training, each promoting
particular techniques tied to their respective schools:
the Scrolls, Spells, and Swords. Kreighton Shaine (CG
male elf loremaster) is the Master of Scrolls, who
instructs his pupils in history, languages, sciences,
and academic esoterica. Sorrina Westyr (N female
oread priest of Nethys) is the Master of Spells, who
lectures on magical basics, overcoming supernatural
hazards, and the proper handling of artifacts. And
ﬁnally, Marcos Farabellus is the Master of Swords,
who guides initiates through endurance drills, teaches
the ﬁner arts of inﬁltration, and ensures each
Pathﬁnder has enough combat training to stay safe in
dangerous lands. Newly appointed Head Initiate Janira
Gavix helps trainees thrive during their education and
during their ﬁrst few years as full agents.
A rare few Pathﬁnders skip the usual training process,
having already distinguished themselves in some way
that proves that they have what it takes to be a
Pathﬁnder. These agents receive ﬁeld commissions,
which allow them to engage in a far shorter training
process. Field commissioned agents have fewer
responsibilities back at the Grand Lodge, but they
also tend to receive less material support from the
Pathﬁnder Society than agents who built connections
there during their years of practice and study.
Once an agent has completed their training, they
have the freedom to travel the world and seek out
places to explore.

Leadership
The Grand Lodge in Absalom

Although drawn from diverse backgrounds and
regions, the vast majority of Pathﬁnders start their
careers by traveling to the Society’s headquarters,
the Grand Lodge, to receive training. There they
undergo approximately 3 years of training, in the
process learning the key skills they need to survive on

Most Pathﬁnder missions are assigned by a group of
leaders known as venture-captains. Venture-captains
typically spend a lot less time in the ﬁeld than
adventuring agents, instead spending their time
managing a lodge. In the process, venture-captains
watch for leads for suitable missions, handle logistics
and paperwork, and scout out nearby Pathﬁnders who
might be interested in the adventure opportunities
they have to oﬀer.
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At the top of the Pathﬁnder Society’s hierarchy are
the Decemvirate, also known as the Ten. Most of the
members of The Ten hide their identities behind
magical masks, but recent rumors indicate that one of
the Ten has decided to go public with her identity.

Symbols

Wayﬁnder

The oﬃcial symbol of the Pathﬁnder Society is the
glyph of the open road, a symbol depicting a stylized
intersection of two roads under a star. Most
Pathﬁnders carry a special type of magical compass
known as a wayﬁnder; because these compasses are
hard to ﬁnd outside of the Society, they serve as
badges of membership.
.

Factions
Factions have existed within the Pathﬁnder Society
for centuries. However, their history is fraught with
controversy, particularly when past factions clashed
for control over the Society itself or acted as proxies
for various nations’ political aspirations. Following
more than a decade of turmoil, growth, and
housecleaning, the Society’s current factions are
dedicated to promoting diﬀerent elements of the
Pathﬁnder Society’s charter rather than pushing
outside ambitions. Society agents understand that
their allegiance is to the Pathﬁnder Society ﬁrst.

season will have one or more Scenarios tied to a
given major faction’s goals. Minor factions may also
have scenarios tied to their goals, but it may not
happen every season.

Major Factions

Envoy’s Alliance: Strength in Community
Envoys’ Alliance aims to bolster the Society’s ranks
and represent its members, making the Society ever
stronger, better trained, and better supported.

Grand Archive: Chronicling the Past
Archaeology is a destructive science, and adventurers
tend to be more destructive than most. If the Society
is to uphold its mandate to study and preserve the
past, then documentation and academic rigor are
key.

Horizon Hunters: Glory lies over the Horizon
The Horizon Hunters faction is home to those who
carry on the proud tradition of ascending the highest
peaks, plumbing the darkest depths, and seeing what
lies over the next hill.

The factions are divided into major factions and minor
factions. A major faction ties very strongly and
directly into the Society’s goals—such as emphasizing
exploration or research—and has a large number of
members within the Pathﬁnder Society. Minor
Factions have a smaller proﬁle, a more niche goal,
have aims that are more tangential to the Society’s
mission, or are tied to a shorter-term objective. Every

Vigilant Seal: Protect, Contain, Destroy
Members of the Vigilant Seal seek to ensure that
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ancient evils uncovered during their expeditions are
properly dealt with—they protect ancient sites,
contain possible threats, and destroy dangerous evils
that can’t be safely contained.

choose alternate descriptions, utilize lines and veils,
or incorporate X cards as described on page 485 of
the Core Rulebook to provide the best gaming
experience possible.

Do Not Cheat
Minor Factions
Radiant Oath: A Light in the Shadows
Those who join the Radiant Oath swear simple vows
to assist others, expanding on these promises the
more they serve the faction.

Maintain the integrity of the game. Cheating
behaviors include, but are not limited to, falsifying
rolls, forging records, using unapproved resources,
not owning the sources used by your character, and
lying to GMs and event coordinators. Participants
caught cheating will be barred from Pathﬁnder
Society events for an amount of time dependent on
the severity of the oﬀense. Repeat oﬀenders will be
banned from all Paizo Organized Play activities.

Keep Good Records
Pathﬁnder Society uses a combination of character
Verdant Wheel: Truth Sprouts from the Ashes
Nature enthusiasts of all stripes—from grizzled
trackers to bright-eyed ecologists to tenacious
druids—gravitate to the Society for opportunities to
witness natural wonders, catalog new species, and
better protect the world’s pristine realms.

Community Standards
and Expectations
In addition to the Community Standards laid out in
the Paizo Organized Play Code of Conduct the
following rules govern Pathﬁnder Society Organized
Play

Acceptable Content
Pathﬁnder Society games use the Pathﬁnder Baseline
from page 486 of the Pathﬁnder Core Rulebook.
Circumstances, such as venue restrictions, table
composition or player needs, can require additional
adjustments to the baseline. GMs are empowered to

sheets, Chronicles, and record trackers to chart
character progression. GMs and event coordinators
rely on these documents to keep the campaign
honest, fair, and fun for everyone. It is your
responsibility to maintain accurate records. Always
bring either paper or digital copies of your character
sheet and supporting documentation such as
Chronicles and record trackers of any character you
wish to play to Pathﬁnder Society events. If using
paper copies, we suggest keeping them all together
in a binder, with a folder for each character.
If you cannot produce the supporting documents for
your character, the GM can ask you to play
a pregenerated character instead.

No Character-versusCharacter Combat
In keeping with the “Explore, Report, Cooperate”
motto of the Pathﬁnder Society, engaging in nonconsensual character-versus-character conﬂict is
prohibited. While accidental friendly ﬁre happens due
to missed attack rolls or other factors, players must
obtain the consent of other players before taking an
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action that would include another PC in a damaging
eﬀect or other or harmful eﬀect (such as eﬀects that
impose negative conditions).
Some examples include casting a harmful spell on
another PC or an area that includes them, throwing a
splash weapon that would deal splash damage to
another PC, or moving closer to another PC while
surrounded by a harmful emanation in a way that
exposes them to its eﬀects.
This rule does not apply in situations where a
character is not acting of their own free will, such as if
they’re being mind-controlled by an NPC and forced
to attack a fellow Pathﬁnder.

Violation
Enforcement Procedures
If a player is removed from a table for violating the
community standards, or a character is marked
“dead” due to Infamy, then it is the responsibility of
table GM or event coordinator to advise their local
venture-oﬃcers of the situation. The GM or event
coordinator must advise the player of the report and
provide the player with the venture-oﬃcer contact
information, so that the player may present their side
of the issue to the venture-oﬃcer. Rules
infringements will be kept on ﬁle, as continued
violations will result in suspension of organized play
membership.

Rules Variations
From time to time, players might encounter diﬀerent
rules sources with minor variations in the rules. In
general, the most current printing of the English
version of the rulebook in question should be treated
as the deﬁnitive source. In the case of the this guide
the most current printing is the English version on this
web page.

Campaign Leadership
The rules of the campaign reside in this guide and
the Character Options page. As the campaign

develops, additional rulings might be needed. These
rules will be published via the
paizo.com forums or blogs and from there be
compiled into the program documentation listed
above.
The people with the authority to issue rulings for the
Pathﬁnder (Second Edition) Society campaign are:
Tonya Woldridge (Director of Community),
Linda Zayas Palmer (Development Manager
(Digital Adventures)),
Alex Speidel (Organized Play Coordinator), and
Mike Kimmel (Pathﬁnder Society Developer).
Clariﬁcations from other campaigns and their
campaign managers do not apply to the Pathﬁnder
(Second Edition) Society Organized Play campaign
unless conﬁrmed by one of the above individuals.

Rules Changes
The Pathﬁnder roleplaying game is a living game, and
sometimes game elements change over the course of
a PC’s career. The Achievement Point system allows
you to purchase rebuilding options for your
characters. If the rule change is egregious, Campaign
Leadership may choose to issue other methods of
character rebuilding characters or adjusting
characters to accommodate the new rules.
Feats: If a feat changes or is removed from the
Character Options page, you can replace the feat
(and any subsequent feats that depend on it) entirely
with another feat for which you meet all the
prerequisites. If any of the feat’s changes directly
reference one or more pieces of equipment you own
(such as the weapon selected for the Weapon Focus
feat), you can sell back that equipment at full price.
Items: If the price of an item increases, you must sell
back the aﬀected equipment at its original full price.
So long as you have enough gold, you can repurchase
the same item at its updated cost.
Spells: If the level of a spell changes, you must
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retrain the altered spell, replacing it with another

spell of its original spell level. You can also retrain one
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