
STARFINDER ADVENTURE PATHS

STARFINDER SOCIETY ORGANIZED PLAY

SANCTIONED CONTENT KEY
Adventure	 	 	 Level	Range
“The Chimera Mystery”  1–2*
“Flight of the Sleepers”  3–4
“Deceivers’ Moon”  5–6
“The Hollow Cabal”  7–8
“The Cradle Infestation”  9–10
“Puppets Without Strings”  11–12

*This adventure has the Repeatable Tag

The Threefold Conspiracy Adventure Path may be played as part 

of the Starfinder Society campaign for credit. These adventures 

are produced for a wider audience than just the Starfinder 

Society, and are thus structured differently from scenarios. The 

specific rules changes needed for receiving Starfinder Society 

credit when playing these adventures are presented here.

KEY DIFFERENCES FROM 
SCENARIOS
This Starfinder Adventure Path consist of six chapters, each 

roughly three times the length of a standard scenario, and can 

takes months or even years to complete. They do not contain 

specific faction-related elements, nor are they tiered for play 

by characters over a wide range of levels. Thematically, most 

Adventure Paths do not assume the characters are Starfinders. 

GMs and players are encouraged to create a reasonable plot hook 

for their characters’ participation.

LEGAL STARFINDER SOCIETY 
CHARACTERS
All players must use an existing Starfinder Society character 

(without modification) within the legal character levels range for 

the specific The Threefold Conspiracy adventure being played.

For the adventures, “Fate of the Fifth” if you do not have a 

character in the correct level range, you may use a Starfinder 

Society pregenerated character, available at paizo.com. Due to 

the level range, “Deceivers’ Moon”, “The Cradle of Infestation”, 

and “Puppets Without Strings” cannot be played with a 

pregenerated character.

Alternatively, if you are participating in the Threefold 

Conspiracy Adventure Path with an ongoing group undertaking 

the entire, six-chapter campaign, you may receive credit for 

playing the adventures as if you had played a pregenerated 

character. In this case, GMs running the Adventure Path are 

not bound to the rules of the Starfinder Society campaign 

when running the campaign. Starfinder Society characters and 

characters from an ongoing Adventure Path campaign may not 

play in the same adventure.

As mentioned in the Starfinder Society Guide to Play, if you 

have already played an Adventure Path and wish to play it an 

additional time for any reason, you must inform the GM. If you 

spoil the plot for the table, the GM has the right to ask you 

to leave. You are free to replay the Adventure Path in order 

to meet a minimum PC requirement, but if you have already 

received a player Chronicle sheet for these adventure for any 

of your PCs, you do not earn any additional rewards beyond 

having a good time.

APPLYING CREDIT
All players receive a Chronicle sheet unless, at the GMs discretion, 

they are replaying the Adventure Path for no credit. If a player 

uses an existing Starfinder Society character for the adventure, 

he must apply the Chronicle sheet to that character immediately. 

A player who uses a pregenerated character must hold the 

Chronicle sheet until his character reaches the level of the 

pregenerated character, at which point he applies the Chronicle 

sheet to that character immediately.
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A GM who runs any adventures from the Threefold Conspiracy 

Throne Adventure Path may likewise apply the Chronicle sheet 

to one of her Starfinder Society characters. The GM must decide 

which of her characters will receive the Chronicle sheet at 

the time the Adventure Path adventure is completed and the 

Chronicle sheets are filled out.

Playing each distinct adventure of the Adventure Path from 

beginning to end earns a character 3 XP, 5 Reputation, and 5 

Fame. Reputation must be applied to a faction you possess an 

associated champion Faction boon for.

If a character is brought back to life, the GM must determine 

the rewards for that character. The minimum possible reward is 0 

credits, 1 XP, 1 Reputation, and 1 Fame. If a character participates 

in more than 2/3 of the adventure, she should receive the full 

rewards. GMs and active players are encouraged to hasten the 

return of any characters waiting to be raised from the dead so 

that everyone may receive the full award.

Players who do not complete each game session earn 1/3 fewer 

credits, 1 fewer XP, 1 fewer Reputation, and 1 fewer Fame for 

each session missed. This also applies to players who join later 

sessions; they receive 1/3 fewer credits, 1 fewer XP, 1 fewer 

Reputation, and 1 fewer Fame for each session missed. In 

both cases, players earn a minimum of 1/3 credits, 1 XP, 1 

Reputation, and 1 Fame.

As always, each player may receive credit for each 

Adventure Path volume once as a player and once as a 

GM, in either order. Players must accept a Chronicle sheet 

for their characters the first time they play an adventure. 

A player may replay an adventure at the GM’s discretion, 

but the player may not receive more than one Chronicle sheet 

per adventure.

RUNNING MULTI-SESSION 
ADVENTURES
Since Adventure Path adventures are multi-session events, 

Starfinder Society characters may not be used in other Starfinder 

Society events until they receive a Chronicle sheet for the 

adventure. GMs are advised to work with players who miss the 

final session of the adventure in order for those players to receive 

their Chronicle sheets.
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Starfinder Adventure Path #25: 

The Chimera Mystery 

Simulated Experiments (Slotless Boon; Limited-Use): You discovered your entire time on the Chimera to be a 

deception; a simulated environment. Other simulations of past events could exist out there, and you or others may 

stumble into them. Check a box for each adventure in the Threefold Conspiracy adventure path that you complete (does 

not have to be with this character).

 

▫ #25: The Chimera Mystery  ▫ #26: Flight of the Sleepers  ▫ #27: Deceivers’ Moon 

▫ #28: The Hollow Cabal  ▫ #29: The Cradle Infestation  ▫ #30: Puppets Without Strings

Each time you use this boon, cross out one of the checked boxes above. For every two adventures marked in this 

manner, you can replay one scenario (but not module or adventure path adventure) you’ve previously played as though 

that scenario had the repeatable scenario tag, for any character you possess. This allows you to earn a Chronicle sheet 

and all associated rewards with the scenario, though you cannot select a scenario you’ve already played with the 

selected character.

You can only ever use the effects of this boon once, regardless of how many characters have completed this 

adventure. Other characters playing through this adventure still earn credits and equipment access as normal, but do 

not gain an additional copy of this boon.

All subtiers

Reputation

autotarget rifle (755, item level 2)

burst fusion seal (3rd) (484; item level 3)

defrex hide (2,250; item level 4)

diamagnetic storm hammer (1,300; item level 3; 

Starfinder Armory 12)

efficient bandolier (2,000; item level 4)

engineer’s puzzle box (1,500; item level 3; Armory 103)

flash dazzler (1,420; item level 3; Armory 22)

incendiary grenades I (375; item level 2; limit 2)

ion tape (275; item level 3; Armory 105)

jump jets armor upgrade (1,000; item level 2)

mk 1 grenade scrambler (250; item level 1; Armory 103)

mk 1 ring of resistance (735; item level 2)

obsidian electrovore figurine of wondrous power 

(3,000; item level 5; Armory 113)

proximity helmet (2,050; item level 4; Armory 107)

Starfinder backpack (750; item level 2; Armory 116)

subzero hailcannon (275; item level 1; Armory 21)

subzero ice carbine (510; item level 2; Armory 16)

tactical greataxe (1,100; item level 3; Armory 9)

tactical handaxe (1,825; item level 4; Armory 8)

tactical switchblade (1,300; item level 3; Armory 8)

vapor cavitation pistol (1,430; item level 3; Armory 15)

voltaic anchor pistol (2,100; item level 4; Armory 15)
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Starfinder Adventure Path #26: 

Flight of the Sleepers

Gray Anatomy (Personal Boon; Limited-Use): Your efforts in escaping the mysterious gray installation have not gone 

unnoticed, and it’s clear that other grays watch your actions with interest. In fact, the mysterious grays now follow you 

and learn about any species you contact, taking time to intensely analyze those species. Once they’ve analyzed enough 

species, the grays may even come to join the Society in hopes of uncovering even more new species to examine.

Anytime you, or any character you possess, earns a boon on a Chronicle sheet that allows you access to play a new 

race, you can cross that boon off the Chronicle sheet and mark a checkbox below along with the associated race. Note 

“Gray Anatomy” beside the crossed off boon and keep that Chronicle sheet (or a copy) with this Chronicle sheet. Each 

boon you cross out in this manner must give access to a different race. 

▫ Race Boon 1: _______________________________

▫ Race Boon 2: _______________________________

▫ Race Boon 3: _______________________________

▫ Race Boon 4: _______________________________

▫ Race Boon 5: _______________________________

▫ Race Boon 6: _______________________________

▫ Race Boon 7: _______________________________

▫ Race Boon 8: _______________________________

▫ Race Boon 9: _______________________________

▫ Race Boon 10: ______________________________

Once you check all of the above boxes, you can play a gray character (Starfinder Alien Archive 57), beginning at 1st 

level as normal. In addition, you can select one ability score that is 14 or lower and increase it by 2 at the end of the 

character creation process. Other than access to this additional race, all character creation rules are the same as those 

outlined in the Starfinder Society Guide to Play. A copy of this Chronicle sheet must be the first Chronicle sheet for the 

given character, and you must bring a copy of one of the rulebooks listed below to all sessions in which you place this 

character as if access to this race selection were granted by the Additional Resources list.

Allowed Race: Gray (Starfinder Alien Archive 57)

All subtiers

Reputation

advanced numbing beam (3,050; item level 5; 

Starfinder Armory 16)

blue whinnis poison (1,400; item level 8)

mk 1 null-space chamber (3,050; item level 5)

mk 2 culinary synthesizer (1,200; item level 3; Armory 

129)

sentry shield projector (2,180; item level 4; Armory 16)

spell gem of caustic conversion (450; item level 5; limit 1)

spell gem of microbot assault (450; item level 5; limit 1)

vapor cavitation pistol (1,430; item level 3; Armory 15)

zoologist injector pistol (2,890; item level 3; Armory 15)
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Starfinder Adventure Path #27:  
Deceivers’ Moon

Voidcrier (Starship Boon): You can only slot this boon in a Tier 5–8 scenario, and everyone at the table must agree to 

you slotting this boon. When you slot this boon, rather than choosing the standard starships presented in the Starfinder 

Society Guide (such as the Drake or Pegasus), you can instead choose to take the Voidcrier. The statistics for this hull are 

presented below. This ship can be further upgraded with Starship boons from other characters in the group as normal. 

When used in Subtier 7–8, the PCs crewing the Voidcrier gain a bonus reroll that can only be used on a d20 roll 

made during a starship combat encounter. This reroll is meant to give the starship a slight bonus when outmatched by 

more powerful encounters. This reroll can be used by one PC, and does not count towards the reroll limit for that PC. 

Otherwise, this ability functions following the rules for rerolls as detailed in the Starfinder Core Rulebook on page 243.

VOIDCRIER TIER 5
Medium explorer

Speed 10; Maneuverability good (turn 1); Drift 2

AC 13; TL 13

HP 65; DT —; CT 13

Shields Light 80 (forward 20, port 20, starboard 20, aft 20)

Attack (Forward) heavy laser cannon (4d8; 10 hexes)

Attack (Turret) linked heavy laser cannons (8d8; 10 hexes)

Power Core Pulse Green (150 PCU); Drift Engine Signal Booster; Systems basic computer, budget medium-range 

sensors, crew quarters (common), mk 3 armor, mk 3 defenses; Expansion Bays brig, guest quarters (2, common), 

medical bay

Modifiers +1 Piloting; Complement 1–7

All Subtiers

Reputation

advanced medkit (2,700; item level 5)

advanced needler pistol (2,700; item level 5; 

Starfinder Character Operations Manual 125)

advanced rotolaser (6,040; item level 7; Starfinder 

Armory 22)

axiomatic holy sintered longsword (9,980; item level 7; 

limit 1)

conspirator’s emblem (6,500; item level 7; Armory 111)

Imperial Conquest strategy game (2,850; item level 5; 

Armory 108)

inheritor’s grace I (4,450; item level 6; Armory 69)

knockdown advanced rail gun (1,810; item level 6; 

Armory 20)

mk 2 elemental gem (650; item level 6; Armory 112)

mk 2 ring of resistance (4,200; item level 6)

mk 3 culinary synthesizer (2,500; item level 5; 

Armory 129)

phase detector (4,000; item level 6; Armory 124)

purple force field armor upgrade (4,550; item level 6)

purple nanite hypopen (450; item level 5; Armory 

129; limit 2)

static stun staff (4,210; item level 6; Armory 12)

subdermal extractor (3,850; item level 6; Armory 108)

zoologist injector pistol (2,890; item level 5; Armory 15)


