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The Astori
 The astori are a powerful and mysterious race of 
energy beings, hailing from the distant cosmos. Though 
once they were a people similar to most other humanoids, 
the introduction of mythic power into their society spurred 
a rapid evolution both of biology and culture, until they 
became something wholly unique. As beings of pure energy, 
the astori have a vastly different outlook on life than most 
humanoids, and in many ways have more in common with 
elementals and ethereal beings. While still physical beings, 
the astori’s unique physiology limits the way they interact 
with the world at large and they lack many of the senses 
other humanoids possess, relying only on hearing and sight. 
Instead, astori process the world through deep analysis and 
meditation, and interact with it by manipulating magnetic 
fields. 

 Physical Description: The astori resemble the 
humanoids they were before their transformation in most 
superficial ways. They stand, when they choose to do so, at 
between 5 feet and 6 feet, and have two legs, two arms, and 
one head. Their faces tend to be lovely, though round and 
somewhat softer than more typical humanoids. As beings of 
pure energy, the color of a typical astori varies wildly and in 
dramatic fashion. Most are blue or red, but green, purple, and 
even more exotic colors are not unheard of. When astori are 
possessed of mythic power, they burn much more intensely 
and tend to have a coloration which reflects their exceptional 
power, with most being gold or silver but with other colors 
mixed in, in accordance with their personality. As beings of 
energy, the astori have no hair or facial hair, though some do 
manifest energies of different colors throughout their bodies 
in a distinguishing fashion unique to the individual, with 
elaborate designs being fairly common. Astori have some 
limited control over these manifestations; however, changing 
them requires a great deal of time and effort, and few astori 
bother doing so unless required by their profession, or to 
signify an important life event. Though comprised of pure 
energy, the astori have a definite mass, and weigh between 
100 and 150 lbs, depending almost exclusively on their height. 
However, the astori have no actual muscle mass, and their 
strength, agility, and even their very life force is based heavily 
on their ability to manipulate and control the energy which 
sustains them. While not actually immortal, astori have 
exceptional long lives and can live for a thousand years or 
more before losing control of their energies. Most, however, 
choose to end their lives early, recombining with the energies 
of other astori in order to propagate new life. 

 Society: The astori were the dominant race of 
their home world, being the only race which developed 
intelligence, and they had numerous cultures and religions. 
Several of the astori’s great nations developed resilient and 
powerful cultures, which ensured their success on their 
home world and eventually fueled the astori’s expansion 
into outer space. As a space-faring people, the astori were 
expansionistic, and quickly occupied several systems nearby 
to their homeworld without encountering other cultures. 

While the astori were prone to internal conflicts at times, 
in general, as planetary systems consolidated and formed 
their own independent governments, peace and mutual 
understanding seemed to be coming to fruition throughout 
the astori territories. It was in this time of formulative 
turmoil that the Ascension occurred and changed the path of 
astori society forever.

 While researching the energies inherent in the twin 
suns of their home system, then called Astorious, a collation 
of the astori’s greatest scientists discovered a mysterious 
energy source which was inherent to the development 
of life on their world, and sought to harvest this energy. 
Consulting with their most skilled mages and divine 
casters, they summoned the energy into a vessel meant to 
power their cities. The vessel could not contain the energy, 
however, and burst, releasing the energy into the world. 
The power found its way into every living thing, filling them 
with power. The astori felt in them a great awakening and 
inherently understood what to do. In that moment, the entire 
population of Astorious transcended their physical existence, 
becoming beings of pure life force. In the years that followed 
their Ascension, chaos flourished as societies fell apart and 
religions collapsed as people began to understand their world 
in a new way.

 While in the time before the Ascension, the people of 
Astorious were a respected and potent society among many 
diverse and robust cultures, in the time since, the people of 
Astorious have created a single distinct and separate society, 
with one culture, and in which the elements of the previous 
cultures are remembered only distantly. Calling themselves 
the True Astori, the peoples of Astorious severed ties with 
their space-faring brethren, recognizing them as separate 
people who, lacking the gift of the Ascension, do not belong 
in true astori society. Since this time, tensions between the 
Astori Confederation, a unified body of separate planetary 
and interplanetary governments which represent the 
combined peoples of the astori outside of their home system, 
and the people of Astorious have been high. Several attempts 
by the former group to reclaim their home planet have met 
with disaster for the Astori Confederation at the hands of 
their evolved neighbors.
 
 Every aspect of the True Astori culture is devoted 
to ideals of self-perfection and further ascension. While the 
astori revere no gods, they are a deeply spiritual people, and 
reflection and contemplation shape their lives intensely. 
Mental control is essential for even the simplest functions of 
life as an astori, and thus great emphasis is placed upon self-
discipline and self-control. From an early age, all astori must 
learn to master their bodies, and if they cannot do so quickly, 
they risk losing control of their energies and destroying 
themselves slowly and painfully.

 It is thus that the education of children is looked 
upon with the highest of regard in the astori culture, and 
teachers of all sorts are afforded the highest respect and are 
exempt from many laws and taxes which govern the rest of 
the astori. In addition to teaching young astori to control 
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their bodies and gain a basic mastery over themselves, the 
great teachers of the astori are responsible for determining 
the skills and interests of their charges and creating an 
education for them which will ultimately determine how they 
serve astori society and themselves. Despite the great respect 
they are afforded, teachers are considered to be separate from 
the rest of society and have no political influence or voting 
rights. Because of this, the position of teacher is available 
only to those skilled enough to perform the task and who 
have already achieved the highest rank in their field and wish 
to pursue teaching, rather than move to a different field.

 Following a prolonged period of education, all 
astori enter a field of their choosing, provided that they 
can demonstrate competence at their chosen work. This 
involves a grand and public test performed once each year 
by all aspiring members of a given profession, to be assessed 
by the highest-ranking members of that field. Candidates 
found worthy are permitted to join the profession they chose 
at the lowest or second-lowest rank, depending on their 
performance. Candidates who fail to achieve the desired 
results are gently informed of where they can improve and 
sent back to their teachers for another year in order to learn 
to perform better. No stigma is attached to such a failure, 
and while it may take a given astori a decade or more to 
qualify for his chosen career, once he has been accepted, 
his performance to date has no further bearing on his 
advancement. 

 While the astori society has need for members 
of nearly every career path, they break these down into 
five broad fields of related talent. The fields of talent are 
artisans, scientists, entertainers, monks, and politicians. 
Each field serves a vital role within astori society and is 
necessary for its continued function. The artisans are 
responsible for all forms of building and construction. This 
includes the manufacturing of goods, as well as engineering, 
construction, and maintenance. The scientists seek to 
further knowledge and distribute that knowledge to the rest 
of astori society. This includes researchers, developers and 
oversight committees, as well as scholars and chroniclers. 
Entertainers provide all the luxuries for astori life. This 
includes classical entertainers such as actors and musicians, 
but also includes those who design games, athletes, and even 
journalists. Monks are the religious caste of astori society. 
Monks observe a number of orders and traditions to offer 
spiritual counseling and funeral service. When not attending 
to the needs of others, they practice deeper meditation in 
the hopes of ascending to higher life, either by obtaining 
mythic power or by reaching a higher plane of existence 
altogether. The politicians provide all of the leadership for 
astori society, creating laws and deciding how to spend taxes. 
All members of the political caste sit on a council that can 
propose laws and amendments, which are then voted upon 
in the course of a given year by members of the other fields, 
with higher-ranking members receiving more votes. Though 
the determination of rank may differ somewhat from field 
to field, this is typically determined by some combination of 
financial success and seniority.

 Relations: The astori rarely encounter members 
of other races, having been the dominant people on their 
home world since before the Ascension, and now being the 
only surviving intelligent species. It is thus that the astori 
have come to know of other races only through the tales of 
star-voyaging exemplars. The stories, however, vary wildly 
and are colored heavily by personal experience. As such, the 
exemplars who meet races other than their own do so with 
open hearts and curiosity, tempered by caution inspired by 
wild rumors.

 Alignment and Religion: The astori are driven 
by a desire for self-actualization, balanced by a structured 
and well-ordered society. Most have lawful alignments, and 
chaotic alignments are exceptionally rare in the astori society. 
Due to their extremely long life-spans and patient society, 
few of the astori are passionate about good or evil and tend 
more towards neutral. Exemplars are expected and trained to 
be the very best of people and many carry a good alignment.

 While the astori have not worshiped any gods since 
their transformation to energy beings, they are a deeply 
religious people. The astori religion focuses on personal 
fulfillment and achievement of greater personal energy. 
Through meditation and self-perfection, as well as diligent 
reflection on the natural world, the astori believe that they 
could activate the mythic power inherent in all the astori in 
order to achieve their next highest state. Whether the belief 
is true or not, the majority of astori who devote their lives to 
the pursuit of gaining true mythic power do so.

 Adventurers: On their home world many astori 
pursue careers that lend themselves to adventuring. Most 
common are clerics and monks who seek to aid others on the 
path to personal perfection while honing their own abilities 
and striving towards enlightenment. Some astori scientists 
take up jobs as wizards or oracles using their magical 
talents to expand the boundries of knowledge. While these 
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adventurers spend much of their time improving things on 
the idyllic astori homeworld, sometimes they are called upon 
to defend their homeland from the confederation. Still others 
leave their homeland discontent with Astori society and 
curious about life outside of their home world. The greatest 
of astori adventurers are the mighty exemplars. Charged with 
exploration and spreading the ideals of astori life throughout 
the galaxy these mythic heroes almost always follow the 
highest and most righteous paths most are paladins or 
monks. 

Male Names: Alo, Fisad, Kite, Lo, Tradad, Uat, Yad, Zo.

Female Names: Brei, Doi, Hite, Sen, Uos, Zhi, Zra.

Standard Racial Traits

 Ability Score Racial Traits: Astori are agile and 
have potent bodies but have trouble keeping their life 
force stable. They gain +2 Dexterity, +2 Charisma, and -2 
Constitution.
 Size: Astori are Medium creatures, and thus receive 
no benefits or penalties due to their size.
 Type: Astori are humanoids with the astori subtype. 
 Base Speed: Astori have a base speed of 30 ft.
 Languages: Astori begin play speaking Common 
and Astori. An astori with a high Intelligence score can select 
any language as a bonus language. 

Mythic Racial Traits 

 Mythic Power: All astori have some mythic power 
which is inherent to them. All astori count as mythic for 
the purposes of spells and effects which affect mythic 
characters and non-mythic characters differently. All astori 
have a single daily use of mythic power, even if they are 
not mythic characters. An astori with a mythic tier gains a 
second additional use of mythic power (so he can draw upon 
his mythic power a number of times per day equal to 5 plus 
double his mythic tier, instead of 3 plus double his mythic 
tier).

 Manipulate Field: All astori can manipulate energy 
fields around them in order to move objects using their 
inherent power. By expending one use of mythic power, the 
astori can use the sustained force version of the telekinesis 
spell. His caster level for this effect is equal to his character 
level. If the astori has achieved a mythic tier of 2 or higher, he 
can use the combat maneuver version of the telekinesis spell 
when he uses this ability, instead. If he has achieved mythic 
tier of 4 or higher, he can use the violent thrust version of the 
telekinesis spell when he uses this ability, instead. 

Other Racial Traits

 Energy Body: Because an astori is energy being, he 
does not need to eat, sleep, or breathe, and can survive in 
conditions of pure vacuum.

Astori Exemplar
 The being before you is comprised entirely of a 
pure golden light and has a soft, gentle face. While her body 
appears to be made of ethereal light, the gleaming breastplate 
is clearly solid steel, as is the greatsword sheathed at her 
back. While she grips a longbow with an arrow knocked, her 
expression is curious and open, rather than wrathful.

ASTORI EXEMPLAR    CR 7/MR 1
XP 3,200
Astori paladin 7
LG Medium humanoid (astori)
Init +3; Senses Perception -1
Aura courage (10 ft.)
DEFENSE
AC 20, touch 13, flat-footed 17 (+7 armor, +3 Dex)
hp 51 (7d10+13)
Fort +9, Ref +8, Will +7
Defensive Abilities divine grace +3, hard to kill; Immune 
disease, fear
OFFENSE
Speed 20 ft.
Melee +1 greatsword +10/+5 (2d6+4/19–20) 
Ranged +1 composite longbow +11/+11/+6 (1d8+3/x3)
Special Attacks always a chance, distant barrage, manipulate 
field, mythic power (7/day, surge +1d6), smite evil 3/day (+3 
attack and AC, +7 damage)
Paladin Spell-Like Abilities (CL 7th; concentration +10)
     At Will—detect evil
Paladin Spells Prepared (CL 4th; concentration +7)
     2nd—eagle’s splendor
     1st—bless weapon, divine favor
STATISTICS
Str 14, Dex 17, Con 12, Int 10, Wis 8, Cha 16
Base Atk +7; CMB +9; CMD 22
Feats Brilliance, Deadly Aim, Point Blank Shot, Power 
Attack, Rapid Shot
Skills Craft (armor) +4, Craft (weapons) +4, Diplomacy 
+7, Handle Animal +7, Heal +4, Knowledge (nobility) +4, 
Knowledge (religion) +4,  Ride +10, Sense Motive +5
Languages Common
SQ aura of good, channel positive energy (DC 15, 4d6), divine 
bond (weapon +1), lay on hands (3d6, 5/day), energy body, 
mercies (fatigued, dazed)
Gear +1 breastplate, +1 greatsword, +1 composite longbow (+2 
Str) with 20 arrows, 10 alchemical silver arrows, and 10 cold 
iron arrows, silver holy symbol, light horse (combat-trained) 
with military saddle

Exemplars

 In addition to the five fields and the caste of 
teachers, a reasonable percentage of astori are born with 
a greater concentration of mythic power flowing through 
them. These astori are known as exemplars and are banned 
from joining any field. Instead, an exemplar is required to 
go on a long journey seeking enlightenment and the secrets 
to even greater power, and to then share those secrets with 
the rest of astori society. Such exemplars often travel their 
own world and beyond for many years in search of such 
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answers. Exemplars are trained to interact with the world 
in accordance with the highest moral standards and are 
forbidden from performing cowardly, craven, or wanton 
acts. Instead, exemplars are taught to be kind, forgiving, 
and understanding, as well as to seek knowledge, be 
courageous in the face of wild terrors, and to serve justice 
whenever they can. Some exemplars cannot adhere to these 
exacting standards and turn away from this path. These 
fallen exemplars are feared and shunned by the rest of astori 
society, and their discovery and execution is given high 
priority.

 Exemplars are allowed to take companions with 
them on their journey. Such companions can come from 
any walk of life, and are typically friends of the exemplar 
or people he has met along the way. The companions of 
exemplars must create a mark which indicates them as such, 
but beyond that are afforded the same rights and privileges 
of the exemplar, though are not held to the same strict moral 
standards. However, exemplars are expected to be mindful of 
their companion’s activities and react accordingly,

New Feats

Brilliance 
You glow with the light of mythic power.
Prerequisite: Astori.
Benefit: You constantly shine with light like a torch. 
Additionally, by expending one use of mythic power, you can 
increase this light to brilliant levels. This functions like the 
spell daylight.

Call Upon Your Inner Self
You can use the mythic power inherent in all astori in order to 
fuel your surges with extra power.
Prerequisites: Astori, surge.
Benefit: Whenever you surge, you may expend an additional 
use of mythic power in order to add 2 surge dice to the roll 
you made. 

Streaking Comet
You can fly through outer space by converting your body into 
a stream of super-fast light.
Prerequisites: Astori, mythic rank 5.
Benefit: As long as you are in outer space, you can expend 
10 uses of mythic power in order to fly through space like a 
comet, traveling at a rate of 1 light-year per hour for a number 
of hours equal to your Charisma modifier. You need not 
spend this time consecutively. 

Energy Ray
You can project your personal energy in a ray which is harmful 
to other.
Prerequisite: Astori.
Benefit: By expending one use of mythic power, you can 
unleash a bolt of energy which deals 1d6 + your Charisma 
modifier points of damage to the target. This requires a 
ranged touch attack to hit. 
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