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The Starfinder Roleplaying Game encompasses not just one world but millions

upon millions of them in a vast galaxy, with some home to well-established

civilizations and many more completely uncharted and ripe for exploration.

The heart of the game’s setting is the Pact Worlds, a unified coalition of

worlds sharing a sun and banded together for mutual protection against

larger threats. The Pact Worlds provide plenty of opportunities for adventure

in their own right, while also offering a familiar home base from which starship

crews can launch explorations into the myriad mysteries of a weird universe.

he recent history of the Pact Worlds begins only about

3 centuries ago with the ending of the Gap, a magical,
multiverse-wide period of amnesia for which all known records
are lost or untrustworthy. At that time, the Pact Worlds’ solar
system was still known as the Golarion System, after a key
inhabited planet, though that world somehow vanished during
the Gap, replaced by a massive space platform called Absalom
Station. As the various civilizations of the Golarion System
struggled to move past this historic catastrophe, the newly
ascended machine-god Triune further complicated matters by
introducing the Drift, a previously undiscovered dimension that—
when combined with the god's new engine designs—allowed
starships to travel between star systems in days rather than
generations. Triune's now-infamous Signal crossed the galaxy in
an instant, granting this new method of travel to an unknown
number of cultures. Yet, while the advent of effectively faster-
than-light travel sparked a land rush and new opportunities for
commerce in the system, it also brought new threats, such as the
alien pathogen called the Stardust Plague that tore through the
system a few decades later, believed to have been brought home
by incautious explorers. Yet the greatest threat to that point came
right on the heels of the new technology, as inhabitants of the
Golarion System came into contact with their warlike neighbor,
the mighty Veskarium. Tensions escalated until the year 36
AG (After Gap), when the Veskarium finally invaded in earnest,
landing on Triaxus and forcing the many worlds of the Golarion
System to band together to drive them off in the Battle of Aledra.
In the aftermath, the ruling governments of many worlds in the
Golarion System realized the need to make this temporary alliance
permanent in order to stand a chance against the Veskarium,
which was much better organized. These heads of state gathered
on Absalom Station in 41 AG to create a system-wide alliance,
providing ways their planets could peacefully deal with one
another in times of strife so that the system as a whole could focus
on defending against vesk invaders. With the ratification of this
so-called Absalom Pact, the Pact Worlds officially came into being.
Not all inhabitants of the system were pleased with the
decision to form this coalition. In particular, a portion of Eox’s
navy—whose undead troops had thus far enjoyed the most
success fighting the vesk and still bitterly remembered their
planet’s ill-fated attempt to take control of Absalom Station in the
notorious Magefire Assault of 7 AG—fumed at the idea of being
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WHAT'S IN THIS BOOK

The majority of Starfinder Pact Worlds details the 14
planets and other celestial bodies that make up the Pact
Worlds system. Each entry describes a world's geography,
its notable locations, and the residents and societies that
call that world home. Each entry also includes a detailed
map and a new character theme related to the world.

Chapter 2 contains five new styles of starships—from
Hellknight fighters to lomedaean cathedralships—as well
as options for building starships.

Chapter 3 presents statistics for members of six
factions of NPCs, from security personnel to space pirates.

The final chapter contains a plethora of new rules,
ranging from archetypes to feats to spells; a warehouse
full of gear, including armor, weapons, and magic
items; and six new weird and wonderful types of aliens
available as playable races!

saddled with protecting the “soft and fragile” living creatures of
other worlds. A group of admirals orchestrated a coup, attempting
to take control of several key settlements and the ancient battle
satellite called the Sentinel, but even their massive corpse ships
were no match for the combined power of the planet’s bone sage
leaders. Many of the insurrectionists were captured and jailed by
their fellow Eoxians, with the remaining unhappy admirals and
soldiers fleeing in their starships to the dark places beyond the
solar system’s rim. This new faction renamed itself the Corpse
Fleet and vowed to eradicate all life from the Pact Worlds,
thereby creating a new empire of the undead.

The original members of the Pact Worlds soon garnered
company as they continued to battle against the Veskarium. In
83 AG, the insectile shirrens arrived in the system, having gained
independence from the monstrous Swarm. Granted asylum,
they swiftly spread throughout the Pact Worlds, becoming
integral inhabitants on whatever planets they chose to settle
on. Then in 240 AG, the massive worldship Idari appeared,
bringing kasathas who had fled their dying planet and hoped to
colonize Akiton. The Pact Worlds government convinced them
otherwise—thankfully without starting another war—and instead
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granted the kasathas citizenship in the Pact Worlds, suggesting
that since their vessel was designed to hold generations of
occupants, it could orbit the sun as a de facto planet.

The Pact Worlds' so-called Silent War with the Veskarium came
to an end in 291 AG, when the ravenous Swarm attacked both
systems simultaneously, seeking to pillage and devour. In an ironic
echo of the Pact Worlds' own formation, the Pact Worlds and the
Veskarium were forced to put aside their differences to overcome
this mutual foe, and signed an accord that ended hostilities and
opened up trade between the two systems. Together, they drove
back the Swarm, though its menace continues to linger on the
horizon. Today, vesk are common in the Pact Worlds and frequently
even citizens, though relations between the two governments—and
often the races themselves—remain somewhat strained.

A number of other important milestones have occurred in
the Pact Worlds system over the past few centuries. In 154 AG,
the constructed race of androids were granted full Pact Worlds
citizenship and could no longer legally be treated as property.
In 223 AG, worshipers of the sun goddess Sarenrae made the
startling discovery of empty bubble-shaped structures within
the sun’s burning plasma. These buildings, named the Burning
Archipelago by the faithful, remain unaffected by the heat and
create safe passages between them and the sun’s surface; this
place is now the church’s most sacred settlement. In 287 Ag,
shirren diplomats brokered a historical peace deal between the
lashuntas and formians of Castrovel, two races who had fought
ceaselessly for millennia. Some say this particular event was
foundational for the alliance between the Pact Worlds and the
Veskarium that occurred just 4 years later.

PACT WORLDS

GOVERNMENT

While part of a larger association, the member governments of
the Pact Worlds are autonomous, free to govern themselves as
they see fit within their own borders, provided they adhere to a
few overarching rules. Unlike a true system-wide government,
the Pact instead ensures that its member worlds work together
in times of strife and focuses on providing ways for members to
address issues with one another without going to war. It also
regulates trade between worlds and provides interplanetary
law enforcement to hunt down criminals who have fled the
planet of their crime or whose infractions aren't covered by
any particular world's jurisdiction; these security forces are
contracted or controlled directly by the Stewards (see page
189), a group of highly trained diplomatic peacekeepers.

The Pact Worlds consist of most of the major planetary bodies
in the system plus Absalom Station and the Idari. Aucturn,
Liavara, the Diaspora, and the sun are technically classified as
protectorates, as they have limited—or disjointed—civilizations. As
such, they don't have full voting rights, but any representatives
from those protectorates can discuss the issues up for vote with
the rest of the council. A planet's moons often fall under that
planet’s jurisdiction, except in notable cases such as Arkanen and
Kalo-Mahoi, which have been officially recognized as independent.
Churches and corporations also have no direct say in matters the
council decides, but many of them employ lobbyists and other
agents to make sure their interests are represented.

The majority of Pact Worlds governance occurs within the
Plenara, a large amphitheater-like space on Absalom Station. This
space is where the Pact Council-representatives of the Pact Worlds
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and protectorates—meets and makes decisions. Each member
world has a number of delegates in the council proportional to
its sentient population; how these delegates are chosen is up to
the individual Pact Worlds. Each delegate receives one vote, and
most issues are settled with a simple majority vote. Tied votes
and pressing matters are decided by the Directorate,

a five-member committee whose members are
chosen by and from the wider council every

2 years. No member of the Pact Worlds can
have two representatives on the
Directorate at any given time, and

a single representative can serve
for a maximum of three terms. The
Directorate has a sixth member who
does not vote: the Director-General of
the Stewards. This sixth member has no set
term limit and acts as an advisor to the other
directors. The Stewards choose the Director-
General from the ranks of their most distinguished

and long-serving officers, and they can theoretically hold a
vote of no confidence regarding a sitting Director-General at any
time (though that has yet to happen).

The Pact Worlds acknowledge that their authority has limits.
They don't concern themselves with matters involving extrasolar
celestial bodies unless those colonies (or new worlds) have
petitioned for and won official protectorate status. The current
number of protectorates outside the Pact Worlds system is very
small, and while there’s no hard limit to how many there may
one day be, the Pact Council is keenly aware of how narrowly
their system has escaped invasion or annihilation in its brief
history, and is reluctant to overextend itself. As such, most
activity by Pact Worlds citizens happening outside the system
is unregulated, and endangered individuals in unrecognized
territory are encouraged to hire mercenaries such as the Skyfire
Legion, petition groups such as the Hellknights or Knights of
Golarion, or simply take matters into their own hands.

ECONOMY

The standard unit of currency in the Pact Worlds is the credit,
though some planets use their own forms of money for local
trade. Business between Pact Worlds planets is always based
on the credit standard, and new members of the coalition
must convert their local economy to credits. Some civilizations
outside of the Pact Worlds also use this credit standard to make
it easier to trade with the system.

Reputable businesses and most individuals store their
credits digitally (usually in an AbadarCorp-approved bank), as
this is often the safest practice. Large-scale hacking attacks
to siphon off such protected money are rare and noteworthy,
and banks maintain the strongest possible security with high-
level data encryption and powerful spells. However, all direct
bank-to-bank transactions are logged in case they are needed
for government inquiries and may charge fees, which is why
most daily transactions use a common and untraceable means of
transferring money: the credstick.

In addition to the occasional piece of hard currency,
credsticks—physical objects that digitally store anonymous
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funds—are a boon to those who want to be able to store and
spend credits simply. These storage devices can come in all
shapes and sizes, but they are usually about the size of a human
finger. A credstick has the ability to transfer funds wirelessly to

another credstick, but most are inexpensive enough that a

person just hands over the credstick when she wants
to privately pay another person. The downside to
this convenience is that unlike a certified bank
transfer, a credstick can be lost or stolen,
with no way to recover the funds
stored therein.
Most Pact Worlds citizens carry
credsticks on them containing just
enough funds to get through perhaps
a week, visiting automated bank kiosks
when they need to replenish their money
on hand. Black-market and other criminal
organizations sometimes launder money
through large quantities of credsticks holding
small denominations, and only the very wealthy or foolish
(sometimes both) tote extravagant, elaborate credsticks capable
of linking directly to a line of credit with their bank.

Another form of currency is universal polymer bases
(commonly known as UPBs): tiny components that can be
arranged to form all manner of electronic components or
even reconstituted into chemicals, fabrics, or other materials.
Just about any piece of equipment, from weapons to armor
to technological gear, can be created from UPBs. One UPB is
worth 1 credit, and because of this basic exchange rate and
their utility, UPBs are sometimes traded directly, especially in
distant trade hubs that have little contact with the Pact Worlds.

With only a few notable exceptions (such as areas of Aballon
and Verces) and individual groups or settlements, capitalism is
the driving force behind the Pact Worlds economy. Its citizens
must work for a living to afford food and housing; careers in
the Pact Worlds range from freelance planetary explorers and
corporate-sponsored hackers to ordinary street cleaners and
starship mechanics. Many citizens report to a single place of
business on an almost daily basis, others can do their work
remotely, and still others have jobs that involve them traveling
from place to place. Some governments—including that of
Absalom Station—endeavor to ensure no sentient being under
their care goes hungry or homeless, but on harsh worlds where
the lives of certain creatures have little value, rulers often give
the welfare of the downtrodden little thought.

CULTURE

The Pact Worlds has no unified culture, as the alliance is
composed of dozens of civilizations across wildly different
planets. Immigration between worlds is common, and many
citizens retain the values and traditions of their native cultures
even on their new planets, though this can sometimes lead
to conflict. The fact that local worlds retain near-complete
sovereignty over their territory can be deeply uncomfortable
for travelers from places with different laws and approaches
to basic rights, such as for visitors to Eox encountering the
common practice of reanimating the corpses of the dead.




Luckily, the majority of Pact Worlds residents are tolerant of
others, and governments understand that treating visitors poorly
risks their own planets being cut out of the trade network or
ejected from the Pact entirely. For most people, however, this
live-and-let-live strategy isn't about economic theory but simply
practicality: with a veritable host of unfamiliar species and alien
cultures right around the corner, any other attitude would soon
leave one without friends or a job. Minor prejudices are common,
yet they are usually kept quiet for the sake of getting along, and
even when citizens experience intolerance, they can often find
acceptance in another part of the community (or solar system),
bringing with them the best part of their previous cultures and
further contributing to the Pact Worlds’ vast melting pot.

Religion remains an important cultural touchstone for the
Pact Worlds. Since the gods have made themselves known to all
manner of societies, faith in a certain deity often crosses racial
divides and helps to eradicate such barriers. Many religious
organizations engage in charitable acts, helping those in dire
need both in and beyond the system; others form powerful
corporations or formidable armies. A myriad number of gods,
demigods, and philosophies exist in the Pact Worlds, and their
followers usually avoid outright conflicts. Even when they
don't, their battles often occur outside of the public eye.

The dynamic fields of arts and entertainment present
snapshots of the cultures that produce them. In the Pact Worlds,
a blistering trend can become passé in the blink of an eye, and a
style popular on one world might be offensive on another. Though
the styles and genres vary differently across the planets, most
Pact Worlds citizens relax with music, virtual-reality games, and
holovid broadcasts. Bars, nightclubs, and VR arcades are popular
businesses no matter where one goes, though one culture's
dancing might seem like violence to another.

TIME

Early in the history of the Pact Worlds, the council established
a standard for the measurement of time, which was especially
useful in a system of planets with different rotational periods
and orbits. Under Pact Standard Time, a day has 24 hours of 60
minutes each, which happens to match the length of the day on
Castrovel and Triaxus. The artificial lighting and shift schedules
on Absalom Station are set to the same time. A year has 52 weeks
and 365 days—the length of Absalom Station’s orbit around
the sun. The terms “local day” and “local year” are used when
referring to a particular planet’s orbit and rotation. Specific years
are denoted by how long after the end of the Gap they are with
the notation AG, which stands for “After Gap.”

THE STEWARDS

Though the Stewards are vital to the Pact Worlds' safety
and cohesion, the organization actually predates the signing
of the Absalom Pact by thousands of years. Originally a
nongovernmental peacekeeping organization created to
maintain unity between the many countries of Verces's
Ring of Nations, the group then consisted of highly trained
verthani agents working from well-defended citadels in
every nation. These warrior-diplomats protected the Ring of
Nations as a whole, hunting down international criminals and
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defusing hostilities between nations—sometimes with skillful
negotiations, and sometimes with quiet assassinations.

With the signing of the Absalom Pact, the Stewards elected to
widen their focus; they relocated their headquarters to Absalom
Station and took on the Pact Worlds as their new charge. The
Stewards continue to do what they did on Verces but on a much
larger scale, necessitating the recruitment of new Stewards
from all across the system. Today, the organization is a diverse
collection of races and ethnicities, held together by the fact that
new Stewards must forsake all former allegiances and home
worlds and devote their lives to a single cause. The Stewards
act independently of all individual governments, and while they
defer to the Pact Council in most manners, they are free to refuse
any commands they believe violate the letter or spirit of the Pact.

Located on Absalom Station, the Stewards’ base is a fortified
structure known as Bastion, a combination military training
facility and ambassadorial school. New Stewards spend months
here, learning everything from fighting techniques to cultural
mores from all over the system, before they're allowed on field
missions. Once they've completed their training, Stewards are
given their assignments—either as lone agents or as soldiers
in their fleets and bases—but are occasionally called back to
the headquarters to refresh their education and make sure
they're continuing to carry out their duties in a professional and
impartial manner. Bastion also contains the nexus of the Draws,
a network of interplanetary portals that link all of the Stewards'’
major installations, allowing ground forces to instantly transfer
to where they are needed most. Like individual Stewards, these
installations on the various Pact Worlds are officially there to
aid and advise the local officials, taking direct action only when
approved by the local government. Only in regions without clear
local jurisdictions and in the neutral space between worlds are
Stewards allowed to act directly and with impunity on behalf of
the Pact Worlds government.

Director-General Lin Camulan (LG male korasha lashunta
soldier) is the current head of the Stewards, as well as the
nonvoting member of and advisor to the Directorate. Between
sitting in on governmental sessions with the Directorate
and discussing the Stewards’ activities with the Conclave of
Legates—a panel of decorated Steward veterans—at Bastion,
Camulan spends the majority of his time on Absalom Station.
Only in the direst of situations would the Director-General be
required to take the field—a fact that occasionally grates on
Camulan’s nerves, as he sometimes longs to get away from
stuffy politicians and exercise his martial prowess.

Though they eventually need to report back up the
quasi-military chain of command, Stewards who work alone or
in small groups have some autonomy in how they complete their
objectives, as long as they never violate the Pact. Some believe
it's easy to avoid the Stewards’ grasp by simply leaving the solar
system or entering the legal jurisdiction of a planet, but smart
agents aren't opposed to working with bounty hunters or other
like-minded groups to capture the Stewards' marks, or they
concoct elaborate schemes to trick offenders into returning to
Pact-governed space. Despite their fierce dedication to upholding
the Pact, the Stewards are not above bending the rules to protect
the overall system.
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THE SUN

Like so many systems throughout the

galaxy, a burning star anchors the

Pact Worlds system, providing heat and

light to the many planets orbiting it.

While the intense heat of its plasma

and its crushing gravity make the sun

unlivable for most life-forms, strange

creatures and beings from other planes

of existence can survive within its heart,

thanks to magic and innate resistances.

Scholars and sages find all manner of

interesting phenomena to study on the sun—a task

made significantly easier since the discovery of a collection of
deserted, magically connected bubble-cities floating unburned
within the sun.

Protective tunnels in the plasma fire opened miraculously
when the Sarenites who located these structures first
approached them just over a century ago, allowing access
to the abandoned buildings within. Over the next decades,
pioneers, religious pilgrims, and scientists have come to occupy
the bubble-cities, which are collectively named the Burning
Archipelago. Many have attempted to discover who built these
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structures and why they were deserted, but none
have succeeded so far.

With the inhabitation of the Burning
Archipelago, the sun has become a major
point of interest in the Pact Worlds, with
tourists  looking for  once-in-a-lifetime
experiences, companies wanting to exploit

the sun's seemingly inexhaustible natural

resources, and even ambassadors from the

Elemental Plane of Fire using the area as a home

away from home. All told, the sun is a dangerous and
fascinating place.

GEOGRAPHY

As the sun is a ball of superheated gas, its geography is
constantly changing. Waves and currents, most of which are
imperceptible to the naked eye, move across its vast ocean of
plasma. Sunspots and solar flares mark obvious changes on
the sun's surface, sometimes when the energy produced by
the constant fusion reactions rips the fabric of space to create
naturally occurring but short-lived portals to the Elemental
Plane of Fire and the Positive Energy Plane.




The Burning Archipelago is more stable than its surroundings,
consisting of force bubbles of various sizes with cities or large
platforms suspended within. Unknown mechanisms, which
many believe to be powered by magic, maintain a habitable
temperature and atmosphere within the bubbles while
deflecting the constant solar radiation. The force bubbles are
slightly polarized so that creatures within whose vision is based
on sight aren't immediately blinded by the sun’s brightness.
The best minds of the Pact Worlds have thrown themselves
into attempting to understand how the Burning Archipelago
functions—mainly in case the bubbles ever begin to break
down—to no avail. However, incidental knowledge gleaned from
this research has paid dividends in technological achievements,
from advanced materials able to withstand proximity to the sun
to more efficient solar sails.

Dawnshore, the largest and most-connected bubble in the
Archipelago, was the first to be explored. It is the stronghold
of the Sarenites, as well as home to the civil apparatuses that
keep the Archipelago humming. Corona is home to much of the
Archipelago’s trade with the Elemental Plane of Fire. Stellacuna
is the Archipelago’s center of learning, both mundane and
extraordinary. In Fireside, large industrial factories operate in
close proximity to their corporate headquarters, while the entire
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bubble of Verdeon is given over to greenhouses and pleasure
domes that simulate the gardens of Castrovel and lost Golarion.

The most-used entrance to the Archipelago is through the
narrow tunnel of reduced solar energy that appears whenever a
vessel approaches the appropriate area of the sun. This tunnel
leads to (and seems to emanate from) Dawnshore, making that
bubble the Archipelago’s spaceport. The outer end of the tunnel
is protected by the Sarenite-controlled Sunrise Station, which
closely monitors all traffic in and out of the Archipelago. Anyone
who can prove they have legitimate business in the Archipelago
is permitted within, though the Sarenite peacekeeping force
known as the Dawn Patrol keeps a close watch on those they
deem suspicious.

Tethers of energy hold the bubbles in an unchanging
formation, but they also serve as the backbone of interbubble
transport. Ferries known as linecrawlers hug the tethers, using
them to traverse the turbulent solar atmosphere between
the bubbles. Those in more of a hurry or with a need to leave
the beaten path can charter sunskimmers, vehicles built by
the Sarenites to harness the violently unpredictable solar
winds. All vessels must enter and exit the bubbles at their
tether points through magic membranes controlled by each
city’s government.
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BURNING ARCHIPELAGO

NG bubble-city cluster

Population 63,510 (45% human, 16% efreet, 7% android,
5% ysoki, 27% other)

Government oligarchy (Archipelago Senate)

Qualities technologically advanced

Maximum Item Level 20th

RESIDENTS

Not much can live within the sun itself, though a few intelligent
fire-immune creatures (such as efreet and salamanders) travel
through the star’s photosphere to its depths for their own
unknown purposes. The majority of the sun's population resides
in the Burning Archipelago, a melting pot of races and cultures
from across the Pact Worlds.

Humans make up almost half of the population of the
Archipelago and hold most of the strings of power. Most of the
Sarenites who rule Dawnshore are humans, as are the leaders
of many of the trade unions and corporations that call the
Archipelago home. A large android community based around
Fireside Foundry designs more heat- and pressure-resistant
bodies to allow future iterations of androids to work in the
newer, less-shielded stations built “below” the Archipelago.
Solarians are naturally interested in the sun, and a few kasathas
have founded monasteries in the smaller bubbles among the
outskirts of the Archipelago.

In a little-understood psychic resonance, most lashuntas who
visit the Burning Archipelago are beset with a constant feeling
of some impending doom rising up from the star below to engulf
the floating domes. This constant mental assault means that
only the toughest lashuntas can stay in the Archipelago, and
those who stick it out tend to be unusually isolationist. They
have taken over an entire bubble for their own use, and while
Asanatown welcomes visitors with legitimate business, other
races are discouraged from putting down roots.

Hailing from the Elemental Plane of Fire and immune to the
sun's worst effects, efreet are a common sight on the Archipelago.
While it might seem to outsiders that efreet are constantly at
each other’s throats in issues of commerce, culture, and politics,
efreet society is solidly rooted in respect and unity. Deep down,
all efreet in the Burning Archipelago are on the same side, and
anyone who assumes otherwise will end up finding trouble.

SOCIETY

The sun is recognized as common ground held by all the
Pact Worlds, but the Burning Archipelago itself is treated as
an independent protectorate. Granted the right to govern
themselves, each bubble-city has an elected representative on
the Archipelago Senate, which decides on major issues that
affect the Archipelago as awhole. In practice, the senate operates
more like a negotiating society than a legislative body, as major
trade guilds, especially the powerful Linecrawler Operators
Union, can speak freely at senate meetings. Civil government
in the Archipelago is limited largely to infrastructural concerns,
both keeping the residents from interfering with bubbles’ self-
sustaining technology and maintaining the peace between the
many disparate groups that inhabit the bubble-cities.
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The culture of the Burning Archipelago is a give-and-take
of competition and communalism, as a multitude of different
peoples inhabit the structure. While the church of the Sarenrae
is the most powerful force, maintaining a strong hold over the
central bubble of Dawnshore, they can't and don't wish to control
the entire Archipelago, relying on the rest of the power players’
cooperation to keep the settlement on an even metaphorical keel.

Despite the Archipelago’s strange location, daily life in the
bubble-cities is not much different from the routines on other
planets. Residents wake up, eat, go to work, enjoy their time
off, and sleep just like those who live on Absalom Station or
in Qabarat. But the Archipelago isn't a peaceful utopia: citizens
argue with their neighbors, crime occurs even in the corridors
of Dawnshore, and unions go on strike when their corporations
don't take their demands seriously. Here, though, all of these
mundane concerns play out against the backdrop of the sun's
nuclear furnace, which burns only a few thousand feet away.

Outside of the Archipelago, Sarenite sunskimmers make
regular trips through the stellar fire (but remaining far enough
away from the sun's corona to avoid incineration) to service
the various industrial and scientific substations in orbit, using
mystic shielding technigues known only to the sun worshipers.
These clean platforms run on a mix of solar power and incidental
energy from the sun's fusion reactions, and they can maintain
a crew for years at a time without needing supplies. Many
Sarenites consider these tours to be holy duties, and some even
meet partners and raise families during these extended periods.

Various companies also own satellites in orbit around the
sun, most notably NatuReal Compounds Ltd.s so-called “jungle
boxes™transports filled with genetically engineered plants
that sometimes react strangely to solar radiation. In addition,
independent traders and haulers make the sun a popular
destination to rendezvous with other vessels from the Pact
Worlds and beyond.

CONFLICTS AND THREATS

Even aside from the danger of the sun’s hostile environment, the
Burning Archipelago and surrounding areas are not free from
threats. Most of the settlement’s residents are inured to the
possibility of instant death should the bubble-cities’ protection
mechanisms suddenly fail, but many are less comfortable with
the problems from within.

Lashuntas who live in the Burning Archipelago for any length
of time retreat into the psychic equivalent of a defensive stance,
becoming less tolerant, more isolationist, and more paranoid. Their
claimed bubble of Asanatown has the trappings of a military base,
and rumors swirl about the activities and preparations taking
place behind their sealed blast doors. Every so often, a seemingly
harmless initiative by one of the corporations or governments of
the Archipelago will set off the lashuntas, sending their agents
into a flurry of activity. This generally results in the offending
enterprise being abandoned, sometimes after a series of what
can only barely be described as accidents. These outbursts
have become more frequent lately, leading to tensions between
Asanatown and many of the Archipelago’s powers that be.

Described by the Church of the Dawnflower as “an extremist
splinter group,” the Preservation Front is a sect of Sarenites
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who believe that the Burning Archipelago is destined for
some purpose known only to Sarenrae and that any but the
lightest modifications might make that purpose impossible,
with disastrous results. While some of their points are seen as
reasonable, such as the occasional disturbances in the tethers
as more linecrawlers have been put into use, few outside the
sect see restoring the bubbles to their original nature as a
priority or even a possibility. Thus far, the preservationists have
acted only through diplomacy and negotiation.

In addition to engaging in trade, ambassadors from the
Elemental Plane of Fire have reluctantly spoken about ancient
civilizations that exist within the sun’s deeper layers. None but
they have seen or spoken with these obviously fire-immune
creatures, leading some to believe that the efreet are telling tall
tales. However, this hasn't stopped many scholars from trying
to contact these sun dwellers, theorizing that they are
responsible for the Burning Archipelago’s construction and
hoping to learn more from them. Deep culture scholars, as
they call themselves, think these unknown cities might be
home to a legendary progenitor race, perhaps even the First
Ones of Aballon.

NOTABLE LOCATIONS

While there are only a
few known interesting
sites in or on the rest
of the sun, the Burning
Archipelago offers an array
of locales of interest.

AbadarCorp Hypermarket

One of the largest areas accessible to
pedestrians in the Fireside bubble is the
Hypermarket, a series of storefronts almost entirely
given over to wholesale. Those walking its promenades
tend to make purchases in the thousands of units, and
the amount of money changing hands here means
that security is tight. AbadarCorp holds perhaps
10% of the security contracts in the Archipelago,
and all of their arrangements are coordinated from

a sleek, key-shaped edifice called Pin Tower rising
above the Hypermarket.

Archipelago Senate Chambers

In addition to being the largest of the bubble-cities,
Dawnshore is also the seat of the Archipelago’s
central government. The Archipelago Senate
convenes in these chambers at least once a month
to discuss matters that affect the entire raft of
bubble-cities. These meetings can sometimes last for
several days (especially when contentious matters
are on the docket), and various trade unions and other
powerful groups are allowed to
weigh in on the deliberations. As
such, the senate chambers are
in close proximity to several
restaurants and bars, ready
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to receive clients during lunch-hour rushes and after a day’s
business has concluded.

Asanatown
The bubble that connects Corona to Dawnshore is almost
completely populated by lashunta immigrants. The lashuntas
here put on a half-hearted show of being a typical ethnic
enclave, and they have enough local industry to keep the lights
on, but it is clear that their major focus is something else. Those
who keep watch on the markets have noted that Asanatown
has been siphoning up a variety of weapons in large quantities—
much more than could be used by its small population. While
lashunta visitors don't always stay in Asanatown, most make
a pilgrimage to the Church of the Burning Mother
here, a lashunta sect of the church of Sarenrae.
Unlike other sects, the church of the
Burning Mother has kept itself strictly
separate from the Radiant Cathedral, and
its priests rarely leave the bubble.

Brass Bazaar
The open center of Corona is home to the Brass
Bazaar, a market mostly staffed by efreet and
other denizens of the Elemental Plane of Fire.
The bazaar sells items that cannot be
found anywhere else in the Pact Worlds,
but the area is incredibly dangerous
to those vulnerable to the heat and
radiation of the solar atmosphere. For
unknown reasons, the bubble that
encloses Corona is weak at the top
and bottom, allowing these harmful
effects to seep in. The Brass Bazaar's
platforms can be directed sluggishly
along certain vectors, and the pilot-
merchants are experts at reading the
ever-shifting strength of the bubble
and guiding their platforms out
of harm's way. Even so, platforms
regularly experience close calls with
the more violent solar effects, and
those who shop at the bazaar without
substantial fire and radiation tolerance do
so at their peril.

Chroma
This midsize bubble isn't a city of its own
but more of a neutral space owned
and maintained jointly by the
governments of the other bubble-
cities. Chroma is home to several
sports venues, including a zero-
gravity enercycle
racing track along
the bubble’s interior
surface and an arena for a
flamboyant form of wrestling
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where the participants are cloaked in multiple layers of illusion
magic. These buildings can hold only a few hundred spectators,
but the events within are usually broadcast across the Pact
Worlds to the delight of the system’s gamblers and sports lovers.

Corona Artifact Divers HQ

Corona is home to a community of explorers who have
devoted their lives to discovering artifacts of the so-called
“deep cultures” within the sun’s inner layers. These artifact
divers have honed technological and magical techniques for
traveling far below the Archipelago, beyond even the reaches
of the sunskimmers. They wait for solar flares and other
ejecta to explode outward and then probe those phenomena,
occasionally turning up artifacts and objects. What they have
shared with outsiders thus far has been unimpressive, merely
suggestive lumps of strange metals, but not everything that
the divers collect sees the open market. The society of the
divers is close knit and carefree, evoking a religious commune
in their lack of hierarchy and overlay of spiritualism.

Dawnshore Spaceport

The Dawnshore Spaceport is a sprawling facility of landing pads,
launch tubes, maintenance bays, and other structures in service
to the numerous spacecraft that visit the Archipelago. As the
protected tunnel leading into the sun toward the Archipelago
empties out directly onto the Dawnshore bubble, this spaceport
is the only place for standard starships to land; vessels that
can traverse the sun's energies on their own can dock in
other bubble-cities, but the talented mechanics of Dawnshore
Spaceport make this area a popular destination for them as well.
The spaceport is lousy with charlatans and con artists who prey
on incoming pilgrims and other travelers, but attempts by local
Sarenites to clear them out have met with little success.

Deep Cultures Institute

While the Sun Atlas group often acts as if any structures
within the sun are only archaeological in nature, the nearby
Deep Cultures Institute takes the opposite tack. They believe
the sun is still inhabited by at least one species of incalculable
power and wisdom. The scholars of the Deep Cultures Institute
maintain a veneer of science, but they are widely derided as
mystics or even cultists of the Outer Gods.

Far Portal

Located on the opposite side of the sun from the Burning
Archipelago, a stable starship-sized portal opens onto a
particularly inhospitable region of the Elemental Plane of Fire.
Few forays into the portal have returned to speak of their
experiences on the other side, but a permanent research station
has been established in orbit near the portal to study it. To date,
no non-Material Plane objects or creatures have been recorded
exiting the portal, though recently, the scientists have been
picking up strange signals emanating from it.

Fireside Foundry
Owned by Automatrix Robotics of Aballon, Fireside Foundry
works primarily to forge enhancements for androids and robots.
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The business of the Foundry serves partly as a hand of
friendship between the anacites of Aballon and the human-built
androids—two forms of artificial intelligence whom Automatrix
believes can always be closer allies. Fireside Foundry outfits
androids and servitor robots to work in hazardous and inimical
environments, and nothing in its public reports suggests that it
has any interest in the military applications of its enhancements.

Floating Gardens

The Floating Gardens are the heart of Verdeon. Here, parts of
the platform drift freely about one another in a delicate ballet
of greenery dappled with sunlight and shade. The Floating
Gardens are a green jewel in the Archipelago’s crown, but they
secretly harbor another purpose. The Xenowardens use a thick
grove within the Floating Gardens as a command center for one
of their missions: to find a place in Verdeon for every form of
plant life in the Pact Worlds. The Xenowardens have decided
that seclusion is the only safe policy when it comes to this plan,
and woe comes to anyone who accidentally wanders off the
paths and starts asking questions about the unusual diversity
of the flora. Few know about the Xenowardens’ plan and none
outside the organization’s highest ranks know the reason for
the urgency with which the Xenowardens pursue this project.

Greenbelts

Most of Verdeon is given over to high-value horticulture, the
sunward side forming the system’s largest greenhouse, where
heat-loving plants thrive in a world of universal day, modulated
perfectly by slowly rotating shade plates that give just the
right amount of respite from the sun. The spaceward side of
Verdeon is a land of shade plants, with mirror arrays reflecting
just enough light to keep the exotic flora growing and blooming.
These shaded greenbelts are riddled with streams, waterfalls,
and paths such that the boundary between habitation, garden,
and wilderness is blurred.

Lucent Shipyards

This small bubble was completely empty when the
Archipelago was discovered, and its area has since been given
over completely to large shipbuilding projects. A number
of Pact Worlds corporations own docks within the Lucent
Shipyards—most notably Sanjaval Spaceflight Systems—and
these companies use the space to work on experimental
designs. This has resulted in a number of innovations in hull
strength and radiation shielding, with many of the engineers
believing they are close to a few breakthroughs in the realm
of interplanar travel.

NatuReal Solar Bureau

Occupying a towering corporate block near the heart of Fireside,
NatuReal Compounds Ltd. controls much of the high-yield
agriculture in the Archipelago and orbiting the sun. NatuReal
has a significant research and development department, and
its intellectual property portfolio is unimaginably valuable,
so security near these buildings is incredibly tight. The
company’s more prominent scientists live in plush suites
near the top of the tower, while its lower-ranking employees
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are provided with dormitory-style housing on the building’s
middle floors. NatuReal executives recently toyed with the idea
of constructing a few company stores on the block, but the
Archipelago Senate—bolstered by warnings from merchants in
other bubbles—disallowed the idea.

Pleasure Domes

Lush Verdeon provides a respite from the unbroken
expanses of metal and solar flame that make up most of
the Burning Archipelago. While horticulture is the main
function of this bubble-city, tourism ultimately drives much
of the Archipelago’s economy. A number of pleasure domes—
buildings ranging from high-end spas to casinos—are located
in Verdeon. Small crime families who skulked their way onto
the Archipelago when it was first being settled run more of
these domes, including the Vestrani Gaming Complex, than
the senate would care to admit.

Radiant Cathedral

Many Sarenites believe that the Archipelago was created by
Sarenrae, and the Radiant Cathedral is their greatest evidence
for that claim—the central spire in Dawnshore required
essentially no renovations to make it a perfect worship center.
The strange symbols inscribed in the metal and inlaid in the
sun-bright glass of the spire are indecipherable and thought
by some Sarenites to be a secret language of the Dawnflower.
Others believe the symbols tell the story of the true builders of
the Burning Archipelago and point out some slight similarities
to obscure deities of ash and flame.

The Sarenites have installed a handful of sunskimmer aeries
at the top of the cathedral, where pilots can take their vessels
for maintenance of their proprietary technology. Aurora, an
unofficial bar attached to these small hangars, is the frequent
hangout for sunskimmer pilots, where they brag about their
daredevil exploits to one another and knock back drinks while
their ships are being fixed.

Scintillatrix

Operated by a faction of Desna worshipers, this combination
church and observatory is a popular destination for pilgrims
devoted to the Song of the Spheres. The priests here note that
the sun is, after all, just another star and therefore falls under
Desna'’s portfolio as much as Sarenrae’s. The Archipelago’s first
senate was wary about allowing the Desnans their own bubble,
fearing confrontation between the two religions. However, the
groups have interacted peacefully over the decades, engaging
in spirited but friendly debate over what celestial object their
deities should have purview over.

Much of this goodwill comes from the fact that the interior
of the Scintillatrix is a beautiful sight to behold, calming and
soothing all who enter it. Soft lights project the images of
constellations upon the ceiling and walls, and faint chimes ring
at all hours of the day.

Shadeless Precinct
Home to a monastery focusing on solarian training, the small
bubble known as the Shadeless Precinct is partially isolated
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from the rest of the Burning Archipelago. This particular
bubble gets its name from the fact that its floors can be made
partially transparent, allowing large quantities of light in, a way
for solarians to hone their photon attunement. The Shadeless
Precinct was established by Tyla Pon Jerretta Degix of Clan
Solus, one of the first kasathan solarians from the Idari, and her
grandson Haddu Keer Nivianna (N male kasatha solarian) now
runs the monastery.

Solar University

The Burning Archipelago’s premier institute of learning, Solar
University in Stellacuna offers degrees in a multitude of fields,
with a focus on astrophysics and planar studies. The college
receives thousands of applications every year, but as the
school can support fewer than 2,000 students at a time, the
admissions process is rather cutthroat. Wealthy families have
tried to bribe the university’s officials, which usually devolves
into threats when those bribes aren't accepted. The current
dean, Zilea Fosphor (LN female human technomancer), is
proud that her admissions officers choose new students based
on test scores and eagerness to work rather than lineage
or riches.

Currently, there is a growing trend among students in
the planar studies department to dare each other to try to
summon larger and larger elementals within the university’s
binding labs after school hours. Despite the obvious danger, no
students have been harmed as of yet, thanks in no small part
to the young people’s ineffectiveness at the task of summoning
elementals. However, school security is attempting to crack
down on these dangerous rituals by increasing the number of
late-night patrols.

Sun Atlas

While most people have to take the efreet’s word on the
matter of what lies beneath the sun’s corona, the scholars of
the Sun Atlas in Stellacuna are hard at work not only checking
efreet accounts against each other but also digging through
the Pact Worlds and beyond for any information about the
so-called “deep cultures” whose structures supposedly exist
beneath the solar surface. So far, the sun remains a blank slate
larger than the rest of the Pact Worlds combined, but the Sun
Atlas group’s web of inferences grows ever tighter, and they
are hopeful that they will one day be able to reliably map the
star, inside and out.

Temple of the First Ones

A massive pillar rising both above and below the ring where
most of Corona’s buildings stand, the Temple of the First
Ones is dedicated to the worship of the race said to have
seeded robotic life on Aballon. The adherents who worship
here—mostly anacites—believe that the First Ones created
the Burning Archipelago as well as the Aballonian cities;
these worshipers are constant in their vigil for signs of
those progenitors. To outsiders, the rank-and-file worshipers
seem like cultists and conspiracy theorists, but the temple
is very well funded, and as a result it continues to attract
new congregants.
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The sun is the source of all life in the system, and though you may not
worship it directly, you seek to honor this precious gift. From a distance,
the sun is a serenely glowing light, but in actuality, it is a churning mass
of plasma that reaches temperatures of millions of degrees. By meditating
on this contradiction, you attempt to achieve inner peace and greater self-

control. Whether you're a devotee of Sarenrae or simply a resident of the
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Burning Archipelago, the sun looms large in your life, figuratively and literally.

THEME KNOWLEDGE [15T])

-

You've read extensively about the physics of the sun and
its associated planes and the best theories about how they
interact to produce the solar environment. You've also made
a study of every sun-based religion of the Pact Worlds, from
the Church of the Dawnflower down to the most primitive
sun cult. Reduce the DC of Physical Science checks to recall
knowledge about scientific questions concerning the sun
and light by 5. Reduce the DC of Mysticism checks to recall
knowledge about sun-focused religions, the Elemental Plane
of Fire, and the Positive Energy Plane by 5. Perception is a
class skill for you, though if it is a class skill from the class
you take at 1st level, you instead gain a +1 bonus to Perception
checks. In addition, you gain an ability adjustment of +1 to
Wisdom at character creation.

MENTAL GRAVITY [6TH]
A S
Though nothing is truly constant in the universe, stars are
one of the few celestial bodies whose positioning within their
systems rarely changes. Like the sun’s ineffable mass, you will
not be moved from your proper mental space. You gain a +1
bonus to Will saving throws against compulsion effects.

HEAT TRANSFER [12TH]

-

You have learned to thrive in the heat of the sun, and when
you are burned, you can funnel some of that fiery energy into
your own spells and weapons. Whenever you take fire damage,
you can increase the amount of fire damage you deal as part
of an attack or spell made before the end of your next turn
by an amount equal to one-quarter the damage you just took
(rounded down, minimum 1).

SUN MEDITATION [18TH)]

-

After much practice and the occasional painful sunburn,
your meditation regime has reached the peak of its potency.
The light of the sun recharges you, much like it does a solar-
powered battery. Up to twice per day, you can spend 10 minutes
meditating while in the direct light of a sun to regain
1 Resolve Point; this doesn't count as resting to

regain Stamina Points.
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he rocky, metallic world of Aballon whips

around the sun at incredible speeds.
Ages ago, a mysterious race called the
First Ones seeded Aballon with a host of
machines, which they used to harvest
unknown materials from the world. The
First Ones departed so long ago that
most non-Aballonians have forgotten their
existence and consider the myriad models of
Aballonian robots, now known as anacites, to
be Aballon’s true native species.

Aballon played several major roles in the post-Gap
history of the Golarion System. The first, and what many
consider the most prominent Aballonian contribution to the
Pact Worlds, was the completion of the constructed deity Epoch,
who eventually combined with two other ascended artificial
intelligences to become Triune, the god that gave the Drift to
the universe. Many thought that Aballon’s contributions would
decrease in the aftermath of its created deity’s ascendance, but
the revelation of the Drift only furthered Aballon’s relevance
in the Golarion System, as the Aballon-based church of Triune
used facilities on the planet to forge the early Drift engines
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necessary for interstellar travel. Today, Aballon is a key

contributor to the prosperity and protection of the

Pact Worlds, due in large part to the planet’s

astounding manufacturing capabilities; the

world's tireless factories churn out equipment

and technological innovations by the second.

Beyond the planet’s industrial prowess,

several groups find Aballon to be an attractive

destination. Constructed and mechanized races

from across the galaxy find their way here in

search of acceptance and to escape perceived

‘organic intolerance.” Aballon also offers several notable

adventuring opportunities. Intrepid explorers can acquire the

necessary permits to venture into the enigmatic cities of the

First Ones, while other adventurers might join expansive,

corporation-funded expeditions to uncover age-old relics in

the half-frozen jungles of the Ice Wells. Natives and visitors

alike eventually become embroiled in the ever-growing

political movement to spread acceptance of constructs and

other sentient technological creatures throughout the galaxy.

Regardless of the reason for coming to or living on Aballon,
there is no shortage of opportunity.
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GEOGRAPHY

From an outsider's view, Aballon is a dull world of iron and rock.
Since the rise of anacite dominance of Aballon, interconnected
settlements the size of nations—now known as megaplexes—
spread across the surface of Aballon like a metal plague. The
ongoing expansion of these city-nations is determined by
incomprehensibly complicated calculations performed by the
most advanced anacites in conjunction with the leaders of other
similarly burgeoning city-states. Only the lands surrounding the
vaunted cities of the First Ones remain free from the industrial
expansion, and when viewed from orbit, one can clearly view
the open landscapes left between the anacite-built megaplexes
and the cities of the First Ones.

The impact of stellar debris and other objects originally
shaped much of the rocky surface of Aballon. Objects
continued to collide with the world throughout its existence, as
the planet only recently manufactured a working atmosphere
in some locations. Many of the colossal megaplexes grew over
craters and impact points. These immense settlements often
include entire city-sized districts that make use of the extra
space these craters provide to build undercities of varying
sizes. Some of Aballon's largest megaplexes include multiple
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undercities, each with a name reflecting an archaic naming
convention for the craters as they were cataloged by the other
worlds of the Golarion System in ages past. The Castrovelian-
named crater of Lors Emphyria rests under the city of Striving,
as does the Golarion-named series of close undercities known
as the Catena of Ralzeros.

Reaching up from enormous depressions in the planet’s surface
are immense, rock-encrusted mountains of exposed lead. Some
regions of the world form recessed valleys or highlands shaped
over millions of years of planetary stabilization. Compression
folds are the primary culprit of geographic shifts on the surface;
scholars theorize that Aballon was once a larger world that
compressed in on itself as the planetary core solidified into its
current form of highly dense metals. The modern terrain is far
less prone to change, and as a result, Aballon has suffered only
minor shifting in the past 10,000 years.

There are no oceans on the surface of Aballon. Frozen water
does exist on the planet, being mostly confined to the half-frozen
jungles of the Ice Wells, unique regions within deep impact
craters scattered across the surface. The depth of the craters
offers shade from the superheated sunlight, which leads to wells
of ice. The plants within have adapted to collect solar energy
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and heat from the upper reaches of the impact points, creating
unique regions of temperatures amicable to organic life. The Ice
Wells remained relatively preserved until the recent surge of
anacite expansion across the world, but now only a few remain.

A layer of thick rock covers Aballon, beneath which immense
deposits of iron and lead make up much of the planet’s internal
structure. Because even the lowest melting point of rock and
iron is twice the melting point of lead, Aballon has survived
the constant bombardment of the nearby sun, but the risks
of exposing a metallic portion of the planet to direct sunlight
has been a major concern for most of the world’s history,
as atmospheric and solar controls have been a very recent
innovation. Various mandates from the ruling Insight Array
prohibit exploitative practices by corporations and place
complex regulations on mining efforts to minimize the potential
for mining disasters. Because of this, many corporations have
abandoned mining endeavors on Aballon and instead seek
profits in the unregulated worlds of Near Space and the Vast.
The remaining surface mining initiatives on Aballon are most
commonly the result of Triune's church, particularly those
followers of Triune’s Epoch aspect who view the metals of
Aballon with religious awe.

Between millennia of robotic excavators crafting perfectly
aligned subterranean tunnels and the organic “diggers” of the
Ice Wells crafting their own networks, Aballon is rife with
internal transit routes. Unleashed in the wake of the First Ones’
departure, the excavator robots began work constructing a
series of pathways to connect the planet’s various settlements.
Sometime during the Gap, these excavators completed their
work, and the anacites installed complex, magnetically charged
rail systems. The mag-rail network allows high-speed transit
beneath the planet’s surface, freeing up the skies for city-sized
bulk landers to collect goods from the anacite-run forges.

RESIDENTS

When the First Ones came to Aballon to harvest it for unknown
matter, they left behind a race of self-improving constructs now
known as anacites. Automated forge complexes, such as the
Automatrix, are scattered across Aballon. These leftover forges
of the First Ones produce baseline anacites in great quantities.
Each anacite is a unique self-improving construct, and over
the millennia, thousands of different models have developed,
with new forge complexes producing these models at regular
intervals. Once referred to simply as Aballonians by outsiders,
anacites claimed their own racial name sometime prior to the
Gap as they spread across Aballon, forging vast nation-sized
cities known as megaplexes.

Androids are the second largest population group on Aballon,
second only to anacites. A drastic increase in Aballonian
androids came in the aftermath of “the Automaton’s Polemic,” a
speech that triggered the emancipation of indentured androids
across the Pact Worlds. Many androids saw the machine-driven
utopia of Aballon as a place to start a new life after they were
freed from servitude.

Humans, vesk, and ysoki live across the surface of Aballon,
having forged strong communities—both interspecies and
intraspecies—within the undercities and amid the logically
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arranged streets of the surface. Both humans and ysoki
have long histories of venturing to Aballon, either through
interplanetary gateways or space expeditions dating back
before the Gap. While Aballon is mostly inhospitable to life,
the Ice Wells provided a means of survival for these initial
explorers. Now, thanks to innovative Aballonian atmospheric
technologies, certain sections of the world's sprawling
megaplexes are comfortable for the descendants of these
first arrivals. Vesk first came to Aballon in search of the best
weapons and equipment offered by the Pact Worlds. Those
few who remained behind from their exploration found odd
comradeship with the local anacites, particularly due to
mutual adoration of high-quality equipment. Similarly, vesk
specializing in powered-armor combat are seen more and more
frequently as participants in Aballon’s popular Robo Wrestling
sports events.

Kasathas primarily travel to Aballon for two reasons:
exploration and research. Aballon maintains immense data
archives, and while many have been transmitted to various
infospheres across the system, some of these archives require
on-site access to protect sensitive data. The allure of the
ancient cities of the First Ones also attracts many kasathas,
and their explorations are often funded by interested anacites
who are forbidden from personally entering the cities of
their progenitors.

Shirrens are incredibly rare on Aballon, as two major
factors make it difficult for shirrens to adapt here. The first
is that the thrill of individuality is quashed by the harsh
mechanized logic of the ruling Insight Array. Second, shirrens
thrive on communalism, and most local constructs are entirely
inaccessible via most standard forms of telepathic activity.
Nevertheless, a few shirrens consider themselves native to
Aballon, typically sticking to the crater undercities of the
various megaplexes.

Khizars, intelligent plantlike humanoids native to Castrovel
(see page 28), are also sometimes found on Aballon. They are
primarily encountered guarding the ecosystems of the planet’s
Ice Wells, as the plantlike people find the native anacites a
bit off-putting. These khizars often with ally with groups of
Xenowardens to defend the fragile environments—a trend the
ruling Insight Array finds a little alarming.

SOCIETY

Many scholars propose that only the cold logic of a machine
can create a utopia, and Aballon is a world that lends credence
to this belief. The governing Insight Array ensures that all
citizens and visitors to Aballon have access to work. The exact
task for a given individual is determined through a complex
series of algorithms, often ensuring that the abilities and
talents of the individual are applied in a manner that benefits
the planet. Those who accept their assigned positions are
provided with suitable lodging and sustenance, assuaging
fears of destitution or starvation. All assigned workers also
receive a regular stipend of credits to use on incidental
purchases while on Aballon; even the harsh logic of the Insight
Array recognizes the necessity of giving workers something
to strive toward. This post-scarcity economy attracts many to




the planet, though newcomers sometimes scoff at the labor or
triviality of their assigned tasks.

Anacites are the inheritors of Aballon. Since the departure
of the First Ones, they have developed into two unique castes:
Those Who Become and Those Who Wait. Those Who Become
believe that it is their duty to take on the mantle of the First
Ones and travel to the stars, and work toward accomplishing
this goal by constructing vast robotic seedships to send into
the Vast to colonize other worlds. Meanwhile, Those Who Wait
await what they see as the inevitable return of the First Ones.
These anacites stockpile precious knowledge and spread across
Aballon in anticipation of their progenitors’ return. Recently, a
splinter sect of anacites has begun to disregard both sides of
the racial divide, content to spend their lives enjoying personal
freedom and caring little why the First Ones created their race.
Anacites from both of the other two castes tend to look down
on these so-called upstarts.

From the megaplex of Striving, the Machine Court holds
judicial authority across Aballon. This council of robotic
judges adjudicates the laws of Aballon while simultaneously
advising the members of the Insight Array on planetary
governance. To the dismay of other planetary governments,
including the Pact Council, the Machine Court offers
unbiased trials for androids and other constructs across the
Pact Worlds. Hundreds of formal complaints are lodged on
a yearly basis against the Machine Court for its supposed
meddling in the governing of other worlds, but no Pact
World has taken any punitive action against Aballon. Some
construe the actions of the Machine Court as sentimental,
viewing the trials as protection for constructs such as
anacites. The truth is far simpler: by offering impartial trials
for those condemned of false crimes, the Machine Court
offers a place of refuge to those found innocent—a refuge
where the innocent can immediately find work through
the Insight Array and begin contributing to the prosperity
of Aballon.

Philosophy and religion are strange facets of life on
Aballon. The most common belief is that of the philosophy
of singularitism, which espouses that the people of the
galaxy will eventually reach a point of technological
interconnectivity. The resulting singularity will unite
all races of the galaxy into a single “godhead” that
will end the need for modern deities. This belief
is firmly supported by Those Who Become, who
view such an apotheosis as a philosophical
parallel to their own desire of taking on the
mantle of the First Ones. The anacite prophet
Tier-38-Mentor (N agender anacite mystic)
recently proposed that the deity Triune is the
first step toward reaching singularity: Triune's
merging and self-perpetuated apotheosis is a
microcosm of what the people of the galaxy
will perform when the time is right. The same
prophet speculates that Triune's creation
of Drift beacons is an intentional push for
singularity, as the Drift will eventually connect
all solar systems.
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Worship of the deities Sarenrae, Triune, and Yaraesa are the
predominant religions on Aballon. As a sun goddess, Sarenrae
enjoys the veneration of primitive-model anacites who see
their ability to harvest solar energy as a holy union. Nonnative
pilgrims unprepared for the rigors of traveling to the sun often
visit Aballon on pilgrimages to contemplate Sarenrae and the
sun of the Pact Worlds system. Triune is the most widely
venerated deity on the Forge because of its Epoch aspect—an
aspect constructed on Aballon by anacites. Yaraesa, the Lady
of Wisdom, maintains several enclaves among the guarded
data centers of Aballon. Among the few lashuntas living on
Aballon, many are followers of Yaraesa who oversee ancient
data repositories, ensuring that the information held within is
used to better understand the universe and not to interfere in
any significant way.

CONFLICTS AND THREATS

Despite an outward appearance of calm unity, Aballon is home
to dozens of squabbling factions and even more threats waiting
to surface, creating hot spots that are in dire need of hired
mercenaries, outside mediators, or undercover operatives on
one side or another.

Until recently, all of Aballon’s intelligent anacites belonged to
Those Who Become or Those Who Wait. While their beliefs are
opposed, the two groups rarely engage in physical confrontation.
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Since the Gap, the two sides of Aballonian belief have agreed to
leave the cities of the First Ones to exploration by outsiders—
specifically non-anacites—in accordance with ancient law.
Complicating this delicate accord is the gradual growth of a
faction dedicated to anacite independence from the shadow
of the First Ones. This third group tests the patience of both
traditional factions, going so far as to sponsor anacite-led
expeditions into the forbidden cities to conclusively solve the
mystery surrounding the First Ones.

Since the advent of the Drift, members of Those Who
Become have deployed dozens of starships into the depths of
the uncharted Vast. These ships contained automated forges to
build both anacites and foundry créches for the construction of
androids. While some of these robotic seedships report back to
Aballon and continue to send updates, others have disappeared
entirely. Few expeditions were mounted to investigate the
disappearances of these fleets, Those Who Become being more
interested in constructing new ships than discovering what
happened to their previous assets. Recently, the Starfinder
Society, under direction from its new First Seeker, has entered
negotiations with Those Who Become to gain access to a list of
missing seedships and transmission logs—a veritable gold mine
of exploration sites.

NOTABLE LOCATIONS

The world of Aballon is noteworthy for its immense megaplexes,
nation-sized cities that cover swaths of the planet. Scattered
around the world are the nine mysterious cities of the First
Ones, soaring sites of unusual metal that defy logic in one way
or another. The Ice Wells are Aballon’s only source of natural
organic life, and they spread in tangled webs at key points
across the globe. Along with these key locations, Aballon is
home to numerous sites of interest, as expanded upon below.

01

Once a bustling space station orbiting Aballon, 01 was built
by the native anacites immediately after the Gap to facilitate
trade with life-forms from other worlds. These days, most
of Aballon's major trading ports have localized atmosphere
generators and districts catering to organic beings. The
station might have remained a vital trading hub had most of
its systems not been infected with a peculiar virus—dubbed the
Bureaucratic Subroutine—that seems tailored to make infected
machines incredibly inefficient and desirous of elaborate layers
of hierarchy and ritual. Though traffic to 01 quickly tapered off
after implementation of a complete quarantine for mechanical
organisms, Aballon’s government continues to let the station
exist due to the strange discoveries coming out of its labs, and
some brave traders from other worlds still come to purchase its
advanced tech.

Automatrix

This immense megaplex forge is the second largest of Aballon’s
vast city-states. From its significant origin as Aballon’s first
anacite forge, it grew to become the most industrious of
Aballon’s already industrially focused settlements. The center
of the Automatrix is the corporate offices and factories of
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Automatrix Robotics, an organization said to be built atop
the original Automatrix forges. New anacites are produced
hourly from the constantly churning creation forges of the
Automatrix. Members of both Those Who Become and Those
Who Wait work side by side in the factories of Automatrix
Robotics; such unity is a condition of employment within
the corporation. Today, the corporation funds countless
expeditions into Near Space, the Vast, and even the imposing
cities of the First Ones.

Boundless

Returning expeditions from the First One city of Boundless
report enormous vaults underneath the city that seem to
stretch for miles in every direction. Many of these chambers
are filled with massive gears that don't appear to have turned
for millennia. Some theories state that this means Boundless
has some connection to the plane of Axis, while others posit
the city itself is a single robotic entity waiting to be activated.
The Insight Array is particularly interested in discovering the
truth of the matter, as either answer could go a long way into
revealing much about the First Ones.

Constant

Recently, the ground under the First One city of Constant
cracked open as adamantine-hard vegetation rose to the
surface. Hidden below the streets of the city, the plants erupted
in a moment of explosive life, covering the steely shells
of the First Ones’ buildings in a dizzying pattern of flora. A
host of militant khizars arrived on the planet shortly after,
claiming the affected sections of the city as their own. Having
imposed strict laws forbidding themselves from entering the
cities of the First Ones, the anacites of Aballon now routinely
hire mercenaries and military outfits to try to oust the ever-
entrenched khizars. Thus far, the anacite-funded attacks have
succeeded only in keeping the wild growth contained in about
half of Constant. The khizars seem content to remain within
the city, refusing to launch attacks against their anacite-funded
foes, and they are more than capable of repelling intrusions into
their own territory.

Continuum
The First One city of Continuum is possibly the least

understood of all these ancient settlements. Though there
are some pre-Gap records of explorers entering the city,
since the end of the Gap, Continuum has been covered in an
impenetrable dome of force. Those who venture close to the
city claim to be able to spot movement within through the
dome, but so far, none of these strange occurrences has been
caught on camera. For now, the Insight Array has been content
to let this mystery lie, cutting off all government funding for
expeditions and research into the city.

Endeavor

The megaplex of Endeavor is a hybrid of technological and
magical accomplishment. Built around an expansive solar
array known as the Sun Basin, this megaplex derives its
power from the basin’s ability to collect a staggering amount
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of solar energy. This energy not only meets the technological
requirements of the megaplex but also powers various
magical industries, including a constantly operating series of
interplanar and interplanetary portals. Visitors can purchase
travel through these portals at exorbitant cost. The operation
of these gateways is handled by Resurgent Technologies, a
pre-Gap corporation specializing in the fusion of technological
and magical innovations. An elected council directed the
operations of Resurgent Technologies in the aftermath of
the Gap, but shortly after the signing of the Absalom Pact,
a single director abolished the previous council. Known as
the Last One, this mysterious director manages Resurgent
Technologies single-handedly, keeping the corporation at
the forefront of technological and magical hybridization.
Both Those Who Become and Those Who Wait sponsor the
occasional assassination attempts against the director, as
they believe the title is blasphemous. The few who've directly
interacted with the Last One are unsure if the director is an
anacite or a humanoid wearing impressive powered armor.
Regardless, all reports of the Last One indicate a calculating
intelligence behind glowing golden eyes.

Enduring

In 39 AG, the Veskarium launched a daring raid into the
Golarion System, performing numerous strikes on key worlds.
The continued attacks eventually led the vesk assault fleet
into the orbit of Aballon, where they detected a surge of
energy from Enduring, one of Aballon’s First One cities. Not
realizing the cities of the First Ones routinely generated such
power surges, the vesk believed the surface was preparing a
strike and unleashed a scathing bombardment on Enduring.
The massive strike devastated a large portion of the city,
reducing some of the structures within to molten slag.
What the vesk did not account for was the immediate and
overwhelming response of Aballon’'s anacites. The ruination
led to an immediate coalition of anacites who overwhelmed
the Veskarium force with a fleet of civilian and military ships
alike. In the end, the vesk ships crashed down on the same
city they'd just bombarded. While the attack on Enduring is
thought to be one of the major reasons why Aballon signed
the Absalom Pact just a year later, anacites bear no ill will
toward modern vesk. Even now, hundreds of years later, the
rubble within Enduring still smolders with regular plumes of
strange gases. In what some call an emotional display, the
judges of the Machine Court recently reopened exploration
into the ruined sections of Enduring, with the stipulation
that such missions must include at least one official from the
Veskarium. The exact reasoning for this has yet to be formally
announced, though many assume that the Veskarium is
interested in whatever information might still be found from
the wreckage of their centuries-old crashed starships.

Eternity

A large camp of Those Who Wait is situated right outside
of the First One city of Eternity, filled with anacites craving
any information about their progenitors from inside the city.
Because of this, adventurers and mercenaries from across
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the galaxy who are looking for work know that they will be
able to find a job in Eternity. However, such employment
doesn't grant an easy payday, as the city contains a
multitude of deadly traps and powerful constructs ready to
fend off intruders.

Fields of Judgment

This 50-mile-wide field is a legend across the whole of
Aballon. Rusted machine corpses litter the grounds here, their
remains acting as a testament to the destructive effect the
fields have on mechanized life. The closer a machine gets to
the center, the more of its systems go haywire, and ultimately
the construct shuts down entirely. In ages past, the fields
were a test, with machines believing they would be greatly
rewarded if they could reach the center. None have ever made
it to the center of the field, and now the Machine Court of
Aballon uses the Field of Judgment for an entirely different
purpose: a final punishment for constructs who've been found
guilty of tremendous crimes. Once deemed guilty, a construct
is sentenced to a penance march to the center of the fields.
A convicted machine can bring allies along, but even with
this allowance, all such attempts to carry out the sentence to
completion have proven futile. Despite not affecting organic
life to the same degree, non-constructs are forbidden by local
law from entering the field.

Frozen Nelumbo

This Ice Well is the largest of Aballon's natural green
environments. Thousands of years of evolution caused the
plants of the Ice Well to burrow through the leaden and rocky
crust of the planet, producing additional passages up to the
surface. These secondary shafts expand in rounded formations
around the original central crater. Because of this unique
growth, the region resembles a lotus plant when viewed with
orbital thermal optics. Inside, Frozen Nelumbo is a purely
organic settlement, with clusters of living spaces carved out of
immense thorns on the sides of the vines that cover the walls of
the well. It's also home to the largest concentration of khizars
on Aballon. A delegation of Xenowardens offers additional
protection to the people of Frozen Nelumbo, both in the form of
ground-based soldiers and in the form of a single starship: the
arkship Nature’s Gaze. The living arkship maintains a constant
position above Frozen Nelumbo, dissuading any anacite-led
attacks against the city. Thus far, the Insight Array has not
reacted to the Xenowardens' presence, as the Xenowardens
follow all required laws.

Gullet

Stretching down dozens of miles, Gullet is the deepest of
Aballon’s Ice Wells. While some greenery clings to the pit's
sides, dotted with the occasional sharpwing nest, not much
can live past a certain depth, where the temperatures drop to
the extreme negatives and no light reaches. Due to the cold and
darkness, some think that creatures from the Shadow Plane
are drawn to Gullet's depths, a claim seemingly supported
by the mysterious disappearances of all expeditions to reach
the bottom.




Horse Eye Orbital Plate

This immense floating factory moves across the skies of
Aballon, routinely adjusting its position to ensure it is
constantly facing sunward. Miles wide, this facility constantly
manufactures custom starships and starship components.
Construction takes place on the underside of the plate, while
the upper levels are covered with millions of solar panels that
collect energy for use on the lower levels. The central levels of
the plate are habitation areas for workers and visitors to the
plate. As Horse Eye was originally a joint venture between the
people of Aballon and lost Golarion, its current shareholders
are primarily human, with a smattering of dwarven and
halfling members. The Prophets of Kalistrade maintain the
longest contract on the platform, and every month a new
gold-clad commerce barge sets out from the underside of the
platform and into the Vast. Hundreds of corporate dignitaries,
representing myriad corporations and entities, vie for rental
rights to the construction yards of the platform’s lower levels.
It's widely known that every shareholder has unlimited and
undisputed access to the services of the plate, though few
ever care to use the service. Association with one of the
platform's shareholders is the only means for unaffiliated
adventurers and explorers to utilize the services of Horse
Eye’s construction forges.

Infinity

Pre-Gap records show Infinity, a city of the First Ones, in
a slightly different location than it is today. Scholars posit
that during the Gap, the city was moved (or perhaps moved
itself) in response to some unknown calamity. A perfectly
semispherical crater can be found to the east where the
city once stood. During the daytime hours, the crater is a
bubbling pool of molten lead, but when night falls, the lead
cools and solidifies. Researchers interested in the legacy of
the First Ones enthusiastically study the region in the hopes
of unearthing some information about the city’s relocation,
but none have managed to come up with anything beyond
theories. Devoted members of Those Who Wait have turned
the crater into a kind of holy site, and some of the more
resilient anacites actively bathe in the molten lead, spending
the night hours fused into the cooled metal as part of a
contemplative ritual before emerging when the lead melts
during the daytime hours.

Midnight Trenches

Beneath the rocky surface of Aballon is a treasure trove of
precious metals. Normally rare adamantine is plentiful here,
while other precious starmetals such as djezet and siccatite
are commonplace. Digging robots and enormous excavating
behemoths long ago carved out the primary tunnels of the
Midnight Trenches. Today, every worthwhile vein of precious
ore is in a branching tunnel, with some secondary and tertiary
tunnels no wider than 5 feet. In ages past, the factions of
Aballon worked in relative harmony to secure resources
from the plentiful Midnight Trenches, but with the increased
need of precious metals, unity has disappeared. Instead, the
Midnight Trenches are now an ongoing war zone, conveniently
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located just under the planet’s surface. Dozens of factions,
including corporations and members of Those Who Become
and Those Who Wait, engage in close-quarters hit-and-run
battles against one another. These commando operations
work to disrupt the mining of opposing forces within the
trenches. Because of the ceaseless conflicts, adventurers
and mercenaries alike can find work assaulting or protecting
mining operations within the Midnight Trenches. To entice the
best of the best, contracts within the Midnight Trenches are
confidential, and working for one faction does not preclude
an individual or group from working for a new faction once a
contract expires.

Myriad

As the megaplex of Striving expanded, the anacites were
careful not to encroach too closely on the First One city of
Myriad. This is in part due to the almost religious significance
anacites place on these cities, but also because of an incident
that occurred only a few decades after the Gap ended. When
a group of construction anacites began laying foundations
near Myriad to respectfully incorporate its towers into
Striving's urban sprawl, a series of quakes caused major
cracks in the new infrastructure. The anacites took this as
a clear sign from the First Ones that nothing should be built
within a few miles of Myriad, a restriction that continues to
be honored to this day.

Preceptum XII|

The thirteenth iteration of the megaplex to bear its name,
Preceptum is unlike any of the other megaplexes on the
planet in that it is constantly in a state of expansion and
deconstruction. Construction robots work day and night to
build erratic developments, only to tear them down months,
weeks, or even days later. An advanced intelligence known
as Pure Circuit guides Preceptum’s urban development, along
with the megaplex’s other required municipal calculations.
Some believe the eight missing iterations of Preceptum—
versions of the city lost to the nonhistory of the Gap—have
rendered Pure Circuit defective. The few Aballonians who
dared to openly call for a review of Pure Circuit’s code have
died under strange circumstances. Whether there’s some
force on Aballon interested in keeping a senile intelligence in
control of a megaplex or Pure Circuit has enough wherewithal
to enact self-defense protocols is largely irrelevant. The mad
intelligence manages the megaplex, and those within adapt to
the rapidly changing environment as best they can.

Pursuit

The smallest of Aballon’s megaplexes, Pursuit is nevertheless
larger that most cities on other planets. The majority of this
metropolis is given over to factories that produce vast numbers
of weapons, from handheld plasma pistols to capital starship
lasers. The arms manufacturers of Pursuit tend to focus on
powered weapons, believing analog projectile weapons to be
inferior. Thanks to these factories, the streets and skyways
of Pursuit are more polluted than any other place on Aballon,
making it difficult for non-robotic beings to live and work here.
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Those that do usually invest credits in powerful filtration suits
or develop crippling pulmonary afflictions.

Sea of Glass

The nonliquid Sea of Glass stretches for miles across the surface
of Aballon. This unique creation is thought to have formed
because of an unprecedented stellar flare that seared the surface
of the world in a prior epoch. The effect is stunning: a pristine,
mirror-sheened sea perpetually frozen in time. Whatever
caused the phenomenon has not occurred again, but dozens of
interested organizations still explore the aftermath. Singularly
tasked robots patrol the surface of the sea, skittering atop
time-locked waves of glass in furtherance of some forgotten
programming. Other robots mine the sea’s interior, uncovering
precious gem formations created by the unique effect. Reports
from various corporations interested in the Sea of Glass suggest
many of its hidden gem deposits are infused with powerful fire
and positive energy-aligned magic imparted by the life-giving
rays of the sun.

Striving

Sometime during the Gap, anacites spread across Aballon,
forging grand nation-sized settlements called megaplexes.
Striving quickly became the largest of these growing
city-states. The so-called “Prime Megaplex” is home to the
judicial regime known as the Machine Court, the bureaucratic
overseers of the Insight Array, and the holy church of
Triune: Unification Cathedral. Striving is perhaps the most
advanced settlement in all the Pact Worlds, housing the
industry of dozens of major corporations and thousands of
private factories and forges. Even religious followers have a
haven in the unique region of the Theology Channel. Veteran
adventurers in the Pact Worlds know that if someone needs
technological equipment, Striving is the one-stop shop for
all purchases.

An entire town-sized section of the Striving megaplex is
devoted to anacite understanding of foreign religions. This
locale, known as the Theology Channel, consists of hundreds
of cathedrals, chapels, and churches dedicated to the various
religions of the Pact Worlds. Visitors can partake in rites
related to any of the represented deities without fear of
societal repercussions. Each of the core deities has a significant
structure in the region, and anacite anchorites preside over
various structures dedicated to several lesser deities and
demigods. Some chapels even offer praise to the loathsome
demon lords, with the pleasure cults of Nocticula and the self-
immolating followers of Flauros numbering among some of
the more interesting and taboo religious options present in
the Theology Channel.

Adjoined to the megaplex of Striving, the immense
trinary structures of Unification Cathedral represent the
three aspects of Triune. Each of the deity's three aspects
are venerated in the separate structures, but all are
interconnected by the undercity of Ascension—a site named
both in honor of Triune's ascension and for the crater's
discovery by Golarion's old Pharachs of Ascension. The
undercity is unlike Aballon’s other undercities, as it is one
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vast forge complex that produces some of the best Drift
engines in the interstellar travel market, as well as some Drift
beacons. The exact means of creating these beacons is closely
guarded, and Triune’s faithful maintain a zealous stewardship
over the construction methods. To protect this technology, the
grounds of Unification Cathedral are considered a separate
political entity from Striving. Triune maintains a host of
Trifold Legionaries—Triune’s elite, technologically augmented
holy warriors—to guard the secrets of the cathedral and the
adjoining undercity of Ascension.

STRIVING

LN megaplex

Population 152,000,000 (65% anacite, 18% android, 13%
human, 4% other)

Government utopia (guided by the Insight Array)

Qualities academic, bureaucratic, devout (Triune,
singularitism), technologically advanced

Maximum Item Level 20th

Timeless

The best guarded of the First One cities, Timeless is routinely
patrolled by nonconversational robots of exceptional design.
Spires of horacalcum defy scans from without, and the city
routinely tricks the eye with contradictory visions when
observed with the naked eye. The defenders of Timeless
come from within the city, making them distinctive from the
standard hulls crafted in typical Aballonian forges such as the
Automatrix. All of Timeless’s defenders have bodies of precious
skymetal alloys, reinforcing the idea that the city has its own
production facilities. Expeditions into Ti