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fACes of ZobeCk fACes of ZobeCk 

W
hat makes up a city? It’s more than just walls and gates, people and places. A city has a personality of its 
own, a mosaic created by the collected impression of every face, every street sign, every locale. Sometimes 
there is good reason to hide that face.

Streets of Zobeck builds on the material presented in the Zobeck Gazetteer and Kobold Quarterly to look 
into the Clockwork City’s seedier sections, to shine a lantern into corners and alcoves perhaps best left in 
shadow. This collection of urban crime and fantasy noir tales details some of the more notable characters of 
questionable moral fiber, describes the rough places where the floors get slick with beer and blood, and tells 
a fistful of stories touching on them all. You’ll find within various tools of the trade and the spells, traits, and 
feats to make best use of them. Most importantly, you’ll get a look at a face of Zobeck that its more genteel 
citizens quietly try to ignore. 

This is a city of daring grifters instead of brave Griffon Knights, sly killers rather than sagely Collegium wizards, 
and brilliant manipulators instead of clever Gearworkers. These back alleys and common spaces house those of low 
class and no conscience. Surviving day to day here is an adventure in itself, and no amount of water can wash away 
stains of lost innocence. There’s no room for a principled dandy on a moral high horse here…

…not on the Streets of Zobeck.
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Background
When you seek lost places in Zobeck—the hidden passages into 
the Cartways, the door to the Shadow Fey embassy of Winter’s 
Kiss, the secret tunnels into the Kobold Ghetto—you beseech the 
Dragged Woman. The unquiet soul of a noblewoman dragged across 
the cobblestones during the Stross Revolt, she can be plied to show 
magical byways which never work twice, but the only payment she 
accepts is memories.

Motivations & Goals 
Bound to walk the route of her death, she considers the memories of first 
loves, righteous victories, and lost children the richest of all treasures.

Schemes & Plots
The Dragged Woman needs her bones pulled from the Argent and 
buried. She desires her journal returned from a secret place in her 
old home. She wants her husband’s skull back from the mass grave 
it occupies.

The tall, raven-haired Jayzel is renowned throughout Zobeck for her 
beauty and her haunting songs of the city’s past. She is a cunning 
seductress who enjoys the affections of both men and women, a 
masterful manipulator and blackmailer, and one of the city’s top 
information brokers.

Jayzel	 CR	10
XP 9,600
Female human bard 11
CE Medium humanoid (human)
Init +6; Senses Perception +12

DEfENSE
AC 18, touch 13, flat-footed 16 (+4 armor, +1 deflection, +2 Dex, +1 shield)
hp 75 (11d8+22)
Fort +7, Ref +10, Will +8

OffENSE
Speed 30 ft.
Melee dagger +10 (1d4/19-20/x2)

Whip +10 (1d3/x2) 
Ranged light crossbow +9 (1d8/19-20/x2)
Special Attacks bardic performance 20 rounds/day (countersong, 

distraction, fascinate (DC 19), cantrips, dirge of doom, 
inspire competence +4, inspire courage +3, inspire greatness, 
suggestion (DC 19))

Spells Known (CL 11th; concentration +15)
4th (3/day)—dimension door, detect scrying, modify memory
3rd (5/day)—cure serious wounds, deep slumber (DC 18), dispel 

magic, displacement
2nd (5/day)—cat’s grace, cure moderate wounds, detect 

thoughts, invisibility, tongues
1st (6/day)—charm person, grease, hideous laughter, obscure 

object, silent image, undetectable alignment
0 (at will)—daze, detect magic, light, prestidigitation, read magic, 

summon instrument.

TACTICS
Before Combat  Jayzel casts cat’s grace and displacement on 

JAyZelJAyZel

A wild-looking woman with ashen grey skin and rich but tattered clothing, her 
hair falls over her face though her ember-like eyes pierce the veil. A frayed rope 
trails from one wrist. Her voice is a half-choked sob that threatens to become a 
wail of despair, and she leaves fading, bloody footprints wherever she walks.

The	Dragged	Woman,	a	Sluagh	 CR	7
XP 3,200
NE Medium fey
Init +6; Senses low-light vision; Perception +14

DeFenSe 
AC 19, touch 19, flat-footed 16 (+6 deflection, +2 Dex, +1 Dodge)
hp 46 (8d6+16)
Fort +10, Ref +14, Will +15
Defensive Abilities DR 10/cold iron

OffENSE
Speed 30 ft.
Melee slam +4 (1d4)
Special Attacks blinding fear
Spell-like Abilities

1/day—open the path, phantasmal killer (DC 20)
Spells Known (CL 7th; concentration +13)

3rd (5/day)—deep slumber (DC 20), suggestion (DC 20)
2nd (8/day)—blindness/deafness (DC 18), invisibility, touch of 

idiocy (DC 19)
1st (8/day)—chill touch (DC 17), obscuring mist, ray of 

enfeeblement, silent image, sleep (DC 17)
0 (at will)—daze, detect magic, light, ghost sound, ray of frost, 

read magic

TACTICS
Before Combat The Dragged Woman is found when she chooses to 

be found.
During Combat The sluagh attempts to flee using Open the Path, 

and remembers the insult for later.
Morale An immortal creature who died once already, the Dragged 

Woman has no stomach for combat.

STATISTICS
Str 10, Dex 14, Con 14, Int 18, Wis 16, Cha 22
Base Atk +4; CMB +4; CMD 16
Feats Dodge, Improved Initiative, Spell Focus: enchantment, 

Combat Casting
Skills Bluff +17, Diplomacy +17, Disguise +17, Intimidate +14, 

Knowledge (arcana) +12, Knowledge (local) +15, Perception +14, 
Sense Motive +14, Spellcraft +12, Stealth +13

Languages Common
Special Qualities unearthly grace

SPECIAL ABILITIES
Spells (Su) A sluagh casts spells as a 7th-level sorcerer.
Blinding Fear (Su) As a standard action, a sluagh can panic a creature 

within 30 feet with a look. The target must succeed on a DC 20 Will 
save or be panicked for 2d4 rounds. The save DC is Charisma-based.

Open the Path (Su) As find the path, but this effect leads the recipient to 
a magical door or passage which delivers them to a desired location 
within 5 miles. This passage is different each time and only works once.

Unearthly Grace (Su) A sluagh adds her Charisma modifier as a 
racial bonus to all her saving throws and as a deflection bonus 
to her Armor Class.

the drAgged WomAnthe drAgged WomAn 
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herself. Otherwise, she casts charm person or dimension door to 
avoid such situations.

During Combat  Jayzel stays in the background, leaving melee 
to those more capable. She initially attacks with a deep 
slumber spell, then fires her crossbow and sings to boost 
allies’ morale.

Morale Jayzel doesn’t fight to the death. She uses dimension door 
to escape when necessary. 

STATISTICS
Str 8, Dex 14, Con 12, Int 13, Wis 10, Cha 18
Base Atk +7; CMB +6 (+10 to disarm); CMD 17 (19 vs disarm)
Feats Additional Traits, Bend Spell, Combat Expertise, Great 

Fortitude, Improved Disarm, Improved Initiative, Weapon 
finesse

Traits All Flesh Fails, Vigilante (Perception)
Skills Bluff +12, Diplomacy +12, Disguise +10, Intimidate +12, Heal 

+11, Knowledge (arcana) +8, Knowledge (history) +8, Knowledge 
(local) +10, Linguistics +6, Perception +12, Perform (oratory) 
+14, Profession (torturer) +12, Sense Motive +12, Sleight of 
Hand +11, Spellcraft +10, Stealth +11

Languages Common, Draconic, Dwarven, Elven
SQ bardic knowledge +5, jack of all trades, lore master 2/day, 

versatile performance (comedy, oratory, song), well-versed
Combat Gear cloak of resistance +1, +2 leather armor, light steel 

shield, mwk dagger, mwk whip, +1 ring of protection 
Other Gear backpack, potion of cure light wounds, noble’s outfit.

Background
Jayzel is the estranged daughter of a renowned scholar who still 
lives and works in the College District. Rebelling against a strict 
upbringing, she joined the church of Marena in her youth and there 
learned how to use music and her feminine wiles to best effect. She 
currently consorts with the goddess’ Cult of Pain, headed by priestess 
Nariss Larigorn, using the Temple of Painful Pleasures’s chambers to 
torture her victims. 

Motivations & Goals 
A master information broker, she listens for current gossip at the galas 
she attends and uses her wits, glib tongue, and the seductive wiles to 
trick others into revealing secrets. Jayzel loves luxury and decadence as 
much as the thrill of the chase.

Schemes & Plots
If Jayzel’s seductive approach fails, she often lures targets to the 
Temple of Painful Pleasures to torture information from them – a 
service she provides for money, although always under the anonymity 
of an intermediary.

Feats

Bend	Spell	(Metamagic)
You direct a spell beyond your direct line of sight.
Benefit: You bend a spell once within its standard range to target a 

creature or point not in your direct line of sight.
 You still require line of effect. A bent spell uses a spell slot one 

level higher than the spell’s actual level.

Balding with bags under his eyes, this tired looking man wears a thick 
leather apron and seemingly hundreds of bottles and vials about his person.

Joony Verasso CR 4
XP 1,200
Male human alchemist 5
N Medium humanoid (human)
Init +2; Senses Perception +1

DEfENSE
AC 13, touch 12, flat-footed 11 (+1 armor, +2 Dex)
hp 22 (5d8)
Fort +6 (+4 poisons), Ref +6, Will +1

OffENSE
Speed 30 ft.
Melee mwk silver dagger +3 (1d4/19-20/x2)
Ranged bomb +5 (3d6+4 fire) splash DC 16
Alchemist extracts Prepared (CL 5th; + concentration)

2nd—cure moderate wounds, cat’s grace
1st—cure light wounds, endure elements, true strike

TACTICS
Before Combat If trouble seems imminent, Joony quickly drinks 

his potion of cat’s grace.
During Combat Joony uses his wand of grease before throwing 

bombs at enemies.
Morale When possible, Joony flees from battle but fights to the 

death if his son is endangered.

STATISTICS
Str 9, Dex 14, Con 10, Int 18, Wis 12, Cha 10
Base Atk +3; CMB +2; CMD 14
Feats Brew Potion, Great Fortitude, Skill Focus (Craft [alchemy]), 

Skill Focus (Use Magic Device), Throw Anything, Diluted Brewing
Skills Appraise +10, Craft (alchemy) +15, Knowledge (arcana) +10, 

Knowledge (local) +9, Profession (merchant) +9, Sleight of Hand 
+8, Spellcraft +12, Use Magic Device +11

Languages Common, Draconic, Dwarven, Elven, Gnome
SQ alchemy, discoveries (concentrate poison, extend potion, poison 

use, swift alchemy), extract, mutagen
Combat Gear amulet of armor +1, mwk silver dagger, diluted potion 

of cat’s grace, diluted potion of cure light wounds, alchemist’s 
fire (3), antitoxin (4); small centipede poison (2), belladonna (2), 
wand of grease (39 charges) 

Other Gear formula book (contains all prepared extracts), clerk’s outfit.

Background
Joony once was a traveling wagon merchant accompanied by his family. During an 
ill-fated journey, Joony’s wife was killed and son struck with some unknown disease.

Motivations & Goals
Joony seeks any means of making money to find more powerful magic 
to identify and cure his son’s unknown illness. Repeated failures have 
made Joony extremely desperate.

Schemes & Plots
The priests of Zobeck do not heal the sick for free nor do the alchemists 
research cures without funding. Now Joony sells diluted potions to make fast 
money and is considering taking up adventuring again to find lost hoards. 

Joony verAssoJoony verAsso 
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Feats

Diluted	Brewing
You learned to water down your potions, making them weaker 
and unpredictable but cheaper to brew.
Prerequisites: Brew Potion
Benefit: A diluted potion costs 30% less to create than a normal 

potion but doesn’t immediately take affect when consumed. 
Effects are delayed 1d6 rounds before activating, and any 
numeric effects are reduced by -1 per die to a minimum of 1.

Rail-thin, balding and always sporting three days of stubble, Pavic 
doesn’t exude power or confidence. Rather, he stinks of whiskey, lotus-
powder extract, and a hint of calculating, nervous desperation. He 
forever seems to be looking for both the angle in a situation and 
the fastest way to the door.

Pavic	 CR	2
XP 600
Male human wizard (diviner) 3
LE Medium humanoid (human)
Init +6; Senses Perception +2

DEfENSE
AC 11, touch 11, flat-footed 10 (+1 Dex)
hp 20 (3d6+6)
Fort +3, Ref +2, Will +2

OffENSE
Speed 30 ft.
Melee mwk cold iron dagger +2 (1d4/19-20/x2) 
Ranged light crossbow +0 (1d8/19-20/x2)
Arcane School Spell-Like Ability 

(6/day) Diviner’s Fortune +1 Creature touched gains +1 to attack 
rolls, skill checks, ability checks, and saving throws for 1 round.

Wizard Spells Known (CL 3, +2 ranged touch; +6 concentration):
2nd—locate object, see invisibility, detect thoughts (DC 16)
1st—charm person (DC 14), endure elements, magic missile, 

detect secret doors
0 (at will)—arcane mark, prestidigitation (DC 13), daze (DC 

13), read magic

TACTICS
Before Combat  Pavic is looking for the door long before 

he’s looking to draw his dagger. 
During Combat Pavic tries to daze 

attackers, or vanish then flee. He 
only fights when cornered.

Morale He’s a pure coward, 
unwilling to die for anyone.

STATISTICS
Str 10, Dex 13, Con 14, Int 17, Wis 

8, Cha 12
Base Atk +1; CMB +1; CMD 12
Feats Deceitful, Improved Initiative, Scribe 

Scroll, Spell Focus (divination)
Skills Bluff +6, Diplomacy +2, Disguise +3, 

Knowledge (arcana) +7, Knowledge (history) +7, 

Knowledge (local) +9, Linguistics +7, Perception +2, Profession 
(gambler) +5, Sense Motive +1, Sleight of Hand +3, Spellcraft +7

Languages Aklo, Celestial, Common, Draconic, Elven
SQ bonded object, cantrips, forewarned +1
Combat Gear bonded amulet, mwk cold iron dagger, light crossbow, 

spell component pouch
Other Gear backpack, potion of cure light wounds, pewter tankard, 

spellbook, traveler’s outfit.

SPECIAL ABILITIES
Forewarned (Su) Always act in surprise round and +1 Initiative bonus.
Prohibited Schools: Conjuration and Necromancy.
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Background
Pavic thought divination his path to easy money. Unfortunately, 
seeing the future does no good when the games are rigged, the dames 
slip drugs in your drink, and the hired muscle skulks nearby. Pavic’s 
gambling habit cost him first his tuition and then his appointment 
to the Arcane Collegium. Now a disgraced, inveterate drinker and 
smoker, Pavic sells his magical talents to anyone willing to pay in 
exchange for seed money or interest payments, depending on how his 
luck is running.

Motivations & Goals 
Pavic freelances for thugs looking to buy his divination skills. He 

recently acquired enlarge person, charm person, and knock, trying to 
expand his selection of “wares.” His cruel streak shows itself when Pavic 
senses he has the upper hand.

Schemes & Plots
Pavic wants to arrange a big-stakes game while seeing invisible using 

decks he’s marked with invisible arcane marks. Such a table of “big 
fish,” would allow him to win his big score, get free of his debts, and 
finally show those Collegium bastards.

Spellbook:
1st: alarm, charm person, comprehend languages, detect secret 

doors, endure elements, enlarge person, floating disk, identify, 
knock, mage armor, magic missile, vanish

2nd: detect thoughts, hypnotic pattern, knock, locate object,  
see invisibility

In life, Radu was broad shouldered and athletically built, a well-coifed 
and groomed gentleman of means. He’s kept his ghoulish form in excellent 
condition, often passing for human in the proper light.

Radu	Underhill	 CR	7
XP 3,200
Male darakhul rogue 6
NE Medium undead (augmented humanoid)
Init +8; Senses darkvision 120 ft; Perception +13

DEfENSE
AC 23, touch 14, flat-footed 19 (+5 armor, +4 Dex, +4 natural)
hp 57 (6d8+24)
Fort +7, Ref +11, Will +7
Defensive Abilities channel resistance +4, evasion, trap sense +2, 

uncanny dodge; DR 5/magic; Immune undead traits
Weaknesses daylight weakness

OffENSE
Speed 30 ft., burrow 15 ft.
Melee bite +9 (1d8+5 plus disease and paralysis/20/x2) and 2 claws 

+9 (1d4+5 plus paralysis/20/x2) or short sword +9 (1d6+5/19-
20/x2) and bite +4 (1d8+5 plus disease and paralysis/20/x2)

Ranged heavy crossbow +8 (1d10/19-20/x2)
Special Attacks disease (darakhul fever), paralysis (1d4+1 rounds, 

DC 17, elves are immune), sneak attack +3d6

TACTICS
Before Combat Calm and collected, Radu is a shark in a sea of fish, 

biding his time.
During Combat Radu prefers to paralyze foes using natural attacks 

to deal with them later. 
Morale Radu views situations for the long-term, retreating when 

appropriate. He keeps one use of his vanish spell handy for 
such escapes.

STATISTICS
Str 20, Dex 19, Con –, Int 20, Wis 14, Cha 18
Base Atk +4; CMB +9; CMD 23
Feats Alertness, Combat Reflexes, Deceitful, Improved Initiative, 

Improved Natural Attack: bite, Iron Will, Lightning Reflexes
Skills Acrobatics +13, Appraise +14, Bluff +13, Climb +17, Diplomacy 

+13, Disable Device +14, Disguise +10, Escape Artist +9, Heal +10, 
Intimidate +17, Knowledge (dungeoneering) +17, Knowledge (local) 
+14, Linguistics +6, Perception +13, Profession (merchant) +11, Sense 
Motive +13, Sleight of Hand +11, Stealth +13, Use Magic Device +12 
Modifiers Hard to Fool (2/day), Honeyed Words (1/day)

Languages Common, Darakhul, Draconic, Undercommon, Dwarven
SQ major magic (vanish 2/day [Pathfinder Advanced Player’s Guide, pg. 

253]) minor magic (prestidigitation 3/day) Trapfinding +3
Combat Gear brooch of shielding, cloak of resistance +1, +1 mithral 

shirt, heavy crossbow and 20 bolts, short sword
Other Gear handy haversack, courtier’s outfit.

SPECIAL ABILITIES
Daylight Weakness (ex) Darakhul suffer a -4 penalty to attack and saving 

throws when in full daylight. A daylight spell causes only a -2 penalty.
Disease (Su) Darakhul Fever: bite—injury; save Fortitude DC 17; 

onset 1 day; frequency 1 day; effect 1d6 Con and 1d3 Dex 
damage; cure 2 consecutive saves.

Hard to Fool (2/day) (ex) Roll 2d20 for Sense Motive, take the 
better result.

Honeyed Words (1/day) (ex) Add +10 to a bluff check.

Background
A known fixer and common sight in the Cartways Black Market, Radu is a 
slaver, a businessman, a murderer, and a gentleman. Ever polite and unusually 
reliable for an undead, Underhill claims to be a sort of diplomat and liaison 
to the Ghoul Imperium. It is a claim no one has yet been willing to test.

Motivations & Goals
Radu is a merchant of the Black Market, but a middleman. He 
connects those who want with those who want to sell and asks no 
questions. For now, he appears content to wait.

Schemes & Plots
Sometimes you need things you don’t want people to know you need; 
a body to disappear, a person to stay quiet, an item of questionable 
use. “When you need those things,” people whisper, “you need to find 
Radu.” Radu works to collect favors and contacts.

A slight man with a thick but well-trimmed, coal-black beard, Hendryk 
looks at everything with a mercenary eye. Richly appointed for a 
guardsman, he has little kindness and feels he runs a business. Pay, and 
you’ve purchased your safety. Snub him, and you’ll just pay another way.
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