	Ungrounded but Unbroken
Opaline Vault, Elemental Plane of Earth

	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 (didgeridoo): DCs 10  & 15 || 16 & 21 – PCs impress everyone with the hard earned skills from their performing arts majors. If the DC is exceeded by 5, the townsfolk give them free brownies.

	Scenario Type: A variety of skill check sections, with a few combats 
Primary success condition: 

Get at least 4 Success Points
Secondary Objective:

Convince General Faiza of Cpt. Othis double-dealings.
Additional Faction Objectives:
Soveriegn Court – getting an honorable discharge gets the Handout 4 and the Wish Exposure Boon
	Special Considerations:

This is not the most complex scenario I’ve seen, but that is not to say it is without its complications. GMs will need to track Success Points, demerits, and various circumstance modifiers to the final “The Hearing” section.
The biggest concern is running the scenario in time. There is a lot of content, and no optional encounters or sections. Keeping the players focused will be of paramount import, and being organized in your own tracking will keep the flow going as well.

	Additional Materials

Maps – Ice Cavern Map Pack, Arena Flip Mat, the Glitterfang Halls (page 14) must be hand-drawn
One should also keep a success tracker on hand, and some scrap paper for tracking successes during several skill sections.

	Information to request at beginning of session

	This is a sequel to Captive in Crystal. That is a 5-9 scenario, so it is unlikely (but not impossible) that any character at your table has played that. I’d ask, and maybe work in something with Reyshal.
Race – Dwarves and Ifrits have some racism directed at them in the Opaline Vault.


	Getting Started and Journey to the Plane of Earth

	Nothing here is out of the ordinary. There’s a briefing, character introductions, and travel to where the mission actually happens. Notably, there is no time to make purchases after the briefing. I may write some text for Reyshal to say as he describes landmarks in the Opaline Vault, as I feel the sparse prose provided inadequately conveys the splendor of the Peerless Empire’s capital.

	Checks:
Knowledge (planes): DC 10/15/20/25/30 – Offers some information about the Plane of Earth, Opaline Vault, and Peerless Empire. IF characters want to use the Grand Lodge’s library, they get a +2 circumstance bonus on this check.
Knowledge (local): DC 15 – Recognizes an Aspis banner being flown outside the Peerless Embassy.

Sense Motive: Make up a DC – I would prompt this for players to figure out that Reyshal (due to his culture) has some racist tendencies towards Ifrit and Dwarves.

Sense Motive: DC 10 – This check isn’t officially in the scenario, but its to get a sense that Captain Othis has ulterior motives for being so harsh upon the Pathfinders. She has a +0 modifier to Bluff, so this is her taking 10 to hide her intentions. I wouldn’t prompt this check, but if a player makes it, I’d at least tell them there’s something else going on with her.


	Captain’s Office
	Cpt. Marlene Othis

	There are three things to find in here, one in the bookshelf, another in the desk, and one in the wall. They will have 1d8 rounds to find these things, meaning take 20 is not possible. Each attempt takes a round, but the party may split their attentions between the three search locations.

	Skill Checks:
Bluff/Intimidate/Something else ‘inventive’: DC 15 || 19 – This is the DC to gain access to her office if they can’t simply unlock the door when she’s not around.
Disable Device: DC 20 – Unlocks the office.
Perception (desk): DC 16 || 20 – Finds Player Handout 2

Perception (bookshelf): DC 18 || 22 – finds Player Handout 1 and a bronze Aspis badge in a hollowed copy of Tactical Engagement
Perception (room): DC 18 || 22 – finds a vial of dusk agate extract 

	Loot: 

1-2: 50 gp cloak, 2 scrolls of lesser restoration, invisible ink

4-5: the cloak is a cloak of resistance +1, and there are bracers of armor +1
	Successes: none

Demerits: 1 if they are caught after their 1d8 rounds, another if they did it after lights-out.


	Warm Welcome                                                                          
	Larssok

	This is a brief section to acclimate the PCs to the Slab.

	Skill checks:
Perform or other DC 15 || 19 – Entertains the other recruits. No mechanical benefit, listed, though I would have a good check rewarded by Larssok advising them about Othis bed-checks.
Profession (soldier): DC 10 – PC knows to make their bed. Considering how unlikely it is for a PC to take this skill, I’d allow other methods to get this information, and really play up Dell Darkblade’s insistence that Othis hates a mess. Note that DC 10 can be accomplished untrained, which is just a Wisdom check.

	No loot, successes, or demerits here. However, PCs that do not make their beds sleep without bedding, and are fatigued the next day.


	Basic Training
	Othis

	This section is basically just a chance for the PCs to rack up demerits and potentially the fatigued condition. Most of it can be glossed over, but I’ll outline what happens in the mechanical sections.

	Checks:
Fort save: DC 10 || 13 – This is to prevent the fatigued condition from cleaning. An already fatigued character becomes exhausted. (That is a general rule in Pathfinder, and is not mentioned within the scenario.)

Perform (oratory) or Profession (soldier): DC 10 || 14 – Succeeds the marching drills. Failure from all PCs is a demerit.

Checks for the obstacle course and trial by combat will have their own sections, but keep in mind the penalties associated with the fatigued and exhausted conditions during those sections.

	No loot, nor successes. There are a few opportunities for demerits to track.
If the PCs are rude to Othis when she tracks mud in during cleaning.

If no one passes the Marching Drills.

If they are caught leaving their quarters after evening inspection at 9:30.


	Obstacle Course
	Skill checks

	Discussion:

This section is a series of skill checks, with some trap things going on as well. For each section, I’d go around the table and ask for two rolls (take the higher) on the skill check within. If both fail, ask the player if they’d like to continue attempting the obstacle or give up. They can choose to make up to three more attempts. If a PC cannot get past an element of the course, they can’t attempt later portions. It wouldn’t help anyway, a PC has to complete the whole thing to get them their success/prevent demerit.

	Skill checks:

Perception: DC 15 – The PCs notice the greased log in Balancing Act, and may remove it to reduce the following check’s DC by 2.
Acrobatics: DC 12 || 17 – Crosses the greased log. Recall that these DCs are 2 lower if the grease has been removed.
Perception & Disable Device: DCs 20 || 25 – These checks are to notice and disable the trap on the rock wall (10’ up in the low tier, 20’ in the high) to avoid the damage. The reset is manual, so the trap should only hit the first person to climb to that height. I’m not sure they can really be disabled by the PCs, as they would have their hands full climbing.

Escape Artist: DC 12 || 16 – This check must be succeeded twice to pass the Bear Crawl. 
Climb: DC 15/20/25 – This check is to make a single move action up the wall. Climbing is done at ¼ speed (5’ unless they move at 40+ normally) and thus 4 checks will be required in the low tier, and 6 in the high for most PCs. The base DC is 20, but exceeding the check by 5 means they move 10 feet, and failing by 5 means they fall from whatever height they are at. If a PC has acquired the exhausted condition, require twice as many checks due to their halved movement from that condition.
Swim: DC 5/10 || 9/14 – Two of these checks at the higher DC for the tier are necessary to complete this section. Rolls below the low DC means the PC starts drowning and gets rescued, failing that attempt.

	Special Actions:

There is no text stating that PCs must wear their typical armor in this section, so I’d allow them to go without to eliminate their ACP.
This section is where the fatigued/exhausted conditions come into play. Fatigued is (effectively) a -1 to all these checks, and exhausted is a -3 and halves their speed (effectively doubling the number of checks in the climb and swim sections).

	Success/Demerits: If any PC completes the course, the party gets a success. If no one succeeds, they get a demerit.


	Trial of Knowledge
	Othis again 

	Discussion:

Othis asks each PC 2 questions. The first one is medium difficulty, the second one is harder if they got that right and easier if they got it wrong. Notably, the easy question is DC 10 in both tiers, meaning any PC can attempt it even untrained.

	Skill checks:
Knowledge (planes) or Profession (soldier): DC 15 || 18 – This is the check to answer the first question correctly.
Knowledge (planes) or Profession (soldier): DC 18 || 22 – This answers the second, harder question she asks if they got the first question right.

Knowledge (planes) or Profession (soldier): DC 10 – This answers the second, easier question she asks if they got the first question wrong.

	Success/Demerits: There are no demerits here, but figuring out if they get a success is slightly tricky. Essentially, if every PC succeeds one of the checks above, they get a success. If someone fails even the DC 10 question, someone else in the party must succeed the hard question to make up for them. Otherwise, no success granted here. 


	Trial by Combat
	Dell Darkblade

	Discussion:

This section is a very simple and easy combat, with potentially for canny players to collect evidence afterwards. There are a few things to ntoe about this combat, however.
1) Spellcasting is not allowed.
2) Simple and martial weapons are provided, and do non-lethal without penalty. However, they are not MW or enhanced, so players should be given a moment to adjust their combat statistics before combat begins. Exotic weapons are not available, so some characters may well have to go without Weapon Focus bonuses and similar.
3) ‘Combat enhancing items’ are also forbidden. In the high-tier the enemies are using cloaks of resistance, so I think this refers to items like the ring of seven lovely colors that provide temporary bonuses, not things like rings of protection that grant constant bonuses.
4) If an NPC is killed, the PC that dealt the final blow is jailed for the remainder of the scenario. As they have completed 3 encounters (counting the Trial of Knowledge and Obstacle Course), I would at this point give them a chronicle sheet with 1 XP, 0 GP, 0 PP, and all boons crossed off. If the party has already successfully looted Othis office, I’d at least give them the reward from that portion on their gold and leave those items on.

	Skill checks:
Sense Motive: DC opposed to 1d20-1 (Dell’s Bluff attempt) – Determines that Dell was not the mastermind behind poisoning the weapons.
Diplomacy: DC 12 || 16 – If Dell is approached later, this convinces him to offer testimony against Othis.
Intimidate: DC 20 || 24 – Same as the Diplomacy check. I imagine the DC is higher because you’ve got to get him more scared of you than he his of Othis.

	Success/Demerits – Oddly, even killing an NPC doesn’t actually result in a demerit. A success is won if the PCs win the fight.
Loot: 2 potions of cure light wounds || 1 potion of cure moderate wounds


	Glitterfang Halls
	Vermin and Traps

	Discussion:

This section is just skill checks unless the PCs decide to arrest/fight Inysha. Even if they do, she just tries to get out of dodge, so not much combat going on here. The skill checks can go a lot of different ways though. The 4 player adjustment lowers all skill checks listed by 2.
If initiative is rolled against Inysha, things get complicated. If she was convinced to leave peaceably and combat breaks out (Weird, I know, but if the PCs realize she’s lying about not coming back, it makes sense they’d arrest her.) the tables count as flanking partners for the party and they are difficult terrain for Inysha but not the party. If she is not convinced, these advantages go to Inysha instead. I guess this scenario just didn’t have enough needless mechanical complications.

	Skill checks:
Perception & Disable Device: DCs 20 || 25 – Notices/disables the falling elevator “trap” Inysha rigged in B1.
Diplomacy: DC 20 || 25 – If the PCs accost General Hanif, this check is to negate the penalty they will otherwise incur in the final Hearing section by explaining themselves.

Perception: DC 18 || 21 – Notices that an oread woman in voluminous skirts is wearing a disguise (it’s Inysha).

Perception or Sense Motive: DCs 15/20 || 18/23 or Profession (gambler) DC 12/17 || 15/20 – These are all the other methods of noticing Inysha. If the low DC is met, it seems a bit fishy and the PCs may begin interrogating her. If the high DC is met, she is noticed actively cheating.
Sense Motive: DC 19 || 24 – If the woman is confronted, she tells a tale of woe. This check sees through the lie.
Sense Motive: DC 15 || 19 – If that lie is seen through, she’ll try to say she’s reformed. This check sees through that lie. PCs are allowed to disbelieve her without this check.

Diplomacy: DC 18 || 22 – Convinces her to leave peaceably and promise (lie) that she will never return. A +4 is on the Diplomacy check goes to anyone who has caught her lying twice, or succeeded at the high DC check to see her cheating.

Sense Motive: DC 18 || 22 – Realize that her promise never to return is just more lies.

	Success / Demerits: No demerits here, but there is the possibility of pissing off General Faiza. PCs can get 1 success for catching Inysha at all, and a second if they do it by seeing through the Disguise immediately before she has a chance to scam anyone.


	Quartz Path
	Nef and Annie

	This section is basically another small combat, but with a bunch of slight caveats and complications. I’ll outline the checks for those here.

	Skill Checks:
Perception (DC 60) – This is to see the Earth Elementals in time to act in the surprise round. Unless someone at the table has miraculously managed to get a +40 Perception modifier within a 1-5, don’t even bother asking the players to roll this.
Handle Animal (DC 12 || 16) – This will endear one of the giant beetles to the party before the combat encounter. This will get the thing to help in the fight by trampling one of the elementals.
Climb (DC 15) – Gets back up from the sharp crystals if someone gets knocked off. The elementals like to bull rush, so that could happen.
Diplomacy: DC 18 || 22 – Calms down the agrawgh so he stops spitting acid everywhere. It is a standard action.

Reflex: DC 13 || 16 – Halves the 1d4 || 2d4 acid damage within 20’ of the agrawgh.

Knowledge (local): DC 16 – Identifies Slagcrusher’s insignia (the same one from the letter in Othis’ office)

	Loot:

Low tier – 500 gp and a 100 gp signet ring

High tier – 500 gp and a ring of protection +1 

	Success/Demerit:
No demerits. 1 success available for defending the caravan, 2 if you do it keeping the agrawgh without killing it.


	Hearing
	General Faiza bint Hanif

	In this section the players must convince the general that all the crap Othis has blamed on them is really her fault. PCs cannot present more than 1 piece of evidence until everyone has gone at least once. Unfortunately, the DC is pretty darn high, and there are some modifiers that can make this section more complicated.

	Diplomacy: DC 20 || 25 – Successfully presents a piece of evidence to the general.

	Modifiers:
-2: PCs attempted to arrest the general and did not successfully use Diplomacy in the Glitterfang Halls to calm her down.

-2: PCs accrued 4 or more demerits

+2 (cumulative): For every successful evidence presented thus far, subsequent PCs get cumulative +2s on their own checks. It is therefore wise to have the high CHA characters go first.

+3-6: This modifier comes from how damning the piece of evidence is, and varies between the examples on page 22


	Conclusion
	Reyshal

	4 is the magic number here. Four Success Points are needed to get the Primary PP, and four pieces of evidence need to be successfully presented to get the 2nd PP.


