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Seedworld AFG:218
Located in the Malfian sub-sector, this mysterious planet 
has long been under quarantine, put into place by the seal 
of Inquisitor Staven Arcturos. The quarantine is enforced 
by Battlefleet Calixis, and patrols of Sword-class frigates 
routinely sweep through the system. Those who make landfall 
on the Seedworld either evade the patrols or supercede them 
with Inquisitional authority, and there have been several 
such expeditions—because Seedworld AFG:218 is a planet 
haunted by an ancient alien presence. 

The surface of the Seedworld seems pleasant enough at 
first—verdant fields, lush forests, and thick heather lie across 
the planet’s surface, dotted here and there by clear, crescent-
shaped lakes. In one region on the main continent, crumbling 
plinths surround a sizable ruined city. Abandoned for 
millenia, only shattered remains endure of the once-elegant 
and beautiful architecture. 

These ruins were first discovered in 604.M40 by Rogue 
Trader Serren Travius, fresh from the Periphery and his 
participation in the victory over the White Sorrows corsairs. 
Travius provided the Ordo Xenos with copious notes of what 
he found, including sketches and descriptions of automated 
defenses and strange, silent automatons armed with weapons 
that fired concentrated warp-energy. However, subsequent 
visits to the planet’s surface have found that the abandoned 
city explored by Travius seems to shift locations, and it is 

never found in the same set of coordinates twice.
Only after several groups of Acolytes vanished or failed 

to return from Seedworld AFG:218 did the Inquisition 
take a keener interest, resulting in the personal attention of 
Inquisitor Staven Arcturos. The steps taken by the Inquisitor to 
avoid or de-activate the ruined city’s guardians are unknown, 
but Arcturos’ venture was a success.

Inquisitor Arcturos was able to translate some of the 
symbols and runes found carved upon the Seedworld’s ruins, 
and identified that the planet once belonged to the enigmatic 
Eldar. Many of the runic scripts were verified as identical to 
those found upon the death world of Woe in 778.M41.

The FracTured Palace

Finding the location of the ruins on Seedworld AFG:218 
requires a Very Hard (–20) Navigation Test. If the 
character also has the Advanced Skill Forbidden Lore (Xenos 
or The Black Library) or is assisted by another character 
with that skill, the difficulty of the Navigation Test becomes 
Challenging (+0) instead.

Finding the Palace is one thing; surviving the automated 
defenses and guardians is quite another. The following is 
an example of one of the wardens who protect the secrets 
of Seedworld AFG:218—this automaton is similar to the 
constructs often fielded by Eldar Warhosts.
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To: Lord Inquisitor Caidin

From: Inquisitor Staven Arcturos, 

Ordo Xenos

Ref: Seedworld AFG:218

My Lord Caidin,

A powerful warp-storm delayed my 

arrival at the Seedworld. According 

to my Navigator, this planet is often 

in the eye of such disturbances in 

the empyrean. This is only one of 

the reasons I have sealed this world 

under quarantine.

I discovered a chamber at the centre 

of the ruins; within, a complex array 

of wraithbone carvings and statues, 

many of them damaged beyond repair. 

The entire structure pulses with 

a powerful psychic force. My null 

rod was nearly overwhelmed, and I 

could sense great strain upon the 

hexagrammic wards upon my armour. 

At first, I took this construction 

to be the tomb of some great Eldar 

hero or leader, but I now believe my 

impression was incorrect. Instead, I 

suspect that this chamber, this city, 

is some kind of psychic node, drawing 

power from the stars and somehow 

stabilizing this planet against the 

influence of the warp.

The Tyrantine Cabal seeks access 

to this world, but I feel that the 

meddling of those fools would only 

result in disaster. I ask your 

assistance in this matter—some things 

are better left undisturbed.

Seedworld Custodian Construct Profile

wS BS S T Ag Int Per wP Fel
(10) (8)

45 45 50 40 40 30 40 50 15

Movement: 5/10/15/30   Wounds: 25 
Skills:  Awareness (Per), Climb (Str), Concealment (Ag), 
Search (Per).
Talents: Leap Up. 
Traits: Armoured Plating, Dark Sight, Machine 5, Improved 
Natural Weapons, Natural Weapon (Fist), Size (Hulking), 
Strange Physiology, Sturdy, Unnatural Strength (x2), 
Unnatural Toughness (x2).
Armour (Machine): Head 7, Arms 7, Body 7, Legs 7
Weapons: Built-in wraith-gun (30m; S/–/–; 3d10+3 E; Pen 
0; Unstable, Warp Weapon), Fist (1d5+10 I) 
Gear: None.
Threat Rating: Xenos Minoris.

a ragged Oracle

The true value of the Fractured Palace is the psychic node that 
lies at its heart. Though damaged, the node still contains a 
vast repository of knowledge about the secrets of the Calixis 
Sector and the Halo Stars. A character may approach the node 
with one clear question in his mind, and should the node find 
him worthy, he will receive an answer.

The psychic node at the center of the Eldar ruins on 
Seedworld AFG:218 can only be consulted by characters 
with no more than 10 Corruption points. The node will not 
function for any character with a Dark Pact or possessing the 
Soul-Bound Trait. Using the node to gain knowledge costs the 
character one permanent fate point and inflicts 2d10 Insanity 
Points from his glimpse into an entirely alien consciousness. 
The node will only function once every hundred years.


