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TNTRODUCTION

You exit the massive pyramid power plant, having completed t he inspection \\ ‘
and the Rituals of Resonance. Four obelisks of equal height stand at the
corners of the pyramid. Cords of blinding energy spark and jump from the
apex to the point of each obelisk, causing shadows in the midday sun. Finally,

the settlement has been gifted with energy, and you can leave this infernal
planet. Just beyond the pyramid entrance sits your palanquin: an elaborate,
rectangular box with designs and motifs, hosting a door and a driver sitting

up top. You take a seat within, and the driver gently lifts it off the ground. A
low, barely audible hum comes from the counter-gravity drive.

He guides it through a market where humans peddle animals and fresh
produce in a tight alleyway between two-story houses of mud brick. The
smell of sweat and animals is strong in the heat of the day. The crowds of
humanity part around the palanquin like a school of fish around a shark. They
bow and make signs of reverence as you pass, though they cannot see you
through the one-way visors. A Rhetor of The Body preaches atop a large stone
block engraved with the Tyrant Sun. A small crowd has gathered to pray.
You wonder that perhaps they pray to end this infernal heat. Eventually the
driver navigates the maze of tight streets and exits the settlement through
its sout hern gate. Above, two sky chariots scream across the sky. Each rider's
cape flaps in the wind as they pass low over the rooftops.

Two Elevated guards dressed in uniforms emblazoned with the symbol
of House Na-Cal bow as the palanquin passes through the gate. They hold
projector staves, and simple metal swords hang from their belts. You know
whom they serve by the tattoos they bear on their faces and bodies. Your
carriage crosses a vast field of rice paddies with its hundreds of workers and
work animals. The fields give way to a group of low, flat-topped pyramids.
Atop one of them is your shuttle, which waits to take you to the haven orbiting
high above the planet. From there you will return to your home planet Thule
aboard your personal solar barge, the Epiphany of Elegance. The humidity
is oppressive, and you order the driver to speed up. An Elevated of the local
transportation syndicate greets you with a deep bow and appropriate gestures
to indicate his reverence. As you strap yourself in, the shuttle shudders and
gently lifts off the platform. In the fields below, a farmer shields his eyes. He
watches the shuttle rise and disappear into the cloudless sky before he turns
back to his work.




TNTRODUCTION

CHAPTER ONE
TNTRODUCTION

Baroque (adj.): extravagantly ornate, florid, and convoluted
in character or style.

Baroque Space Opera is a setting for Fate Core that takes place in a fantastic yet
familiar universe filled with mysteries, wonders, and dangers. Baroque is designed
to facilitate fast-paced, pulpy adventures in a futuristic setting with improbable
science and technologies. While the primary feel is space opera, Baroque blends
elements from steampunk and cyberpunk to horror and fantasy.

Baroque takes its inspiration from multiple sources, everything from Lexx to
Frank Herbert's DUNE to Metabarons to Farscape and the Ancient Astronaut
Hypothesis. You can find a more complete list of inspirational sources at the end
of this book.

Using THis Book

This book describes the Baroqueverse, a toolbox of ideas and a foundation of
story seeds to help you and your group dive in quickly. It sets up the atmosphere
and feel of the universe without going into too much detail. It is filled with
questions, but it’s short on answers. It’s up to you as the GM and players to make
each and every story unique and meaningful.

Baroque Space Opera is designed for Fate Core, but it is mostly setting material
with a couple of turned dials and added extras to handle setting-specific mechanics.

THE BAROQUEVERSE

Baroque is a space opera setting where elements of science and fantasy stand
on equal footing. Baroque is all about the grand, the impossible, and the utterly
fantastic. Baroque takes players to faraway places, to worlds familiar yet strange,
and that helps you spin incredible stories, joy rides of adventure and amazement.
It is a setting out of time and place with the world you know. The chronicled
events take place before recorded history on Earth, but within the Milky Way
galaxy.

TRADITION

: The history of the Baroqueverse spans an enormous span of time by human
i standards. It is a place populated by those who live far longer than ourselves and
in some cases are immortal. The dominant culture has persisted continually
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TNTRODUCTION

for almost 150,000 years, giving rise to a static cultural outlook that evolves
glacially, when it develops at all. Thinking outside the confines of this stagnant
philosophy is unheard of, except by heretics. Ritual and ceremony drive the
actions of individuals and organizations, usually at the expense of practicality.
But the forms must be obeyed. Social rules and tradition complicate any matter
that requires interacting with the denizens of the Baroqueverse. For example,
the Pharistos abhor physical conflict, and it is forbidden to spill the blood of a
Pharisto. A conflict between two Pharistos will take a less direct route, starting
with words before escalating into shady dealings with unsavory and heretical
individuals that are willing to use violence.

AESTHETICS

Most technology in the Baroqueverse has been around for eons, far longer than
even the recorded history of the Baroqueverse. If you as a player can think of it,
it exists as technology somewhere in the setting, no matter how improbable or
magical it seems. While technology is ubiquitous, it is not universally understood.
The various Theor Sects keep much of the technologies available secret and its
precise operation is known only to the educated few, and those whose intellects
are capable of understanding such things. Those who know keep it secret, for
knowledge is power. Much as in our own history, certain groups have kept secrets
throughout the ages, and always they held power because of their secret knowledge.
It is no different within the Baroqueverse.

SCIENCE

Baroque Space Opera is more about telling dramatic stories and less about
simulating physics or space. The laws of physics can be bent and outright broken
by Baroqueverse technologies and its residents. Things like gravity, the speed of
light, and the secrets of life itself are understood and can be controlled. If you
can think of something, it exists somewhere within the Baroqueverse. An inverse
of Arthur C. Clarke’s famous quote demonstrates this concept perfectly: “Any
sufficiently advanced magic is indistinguishable from technology.” When playing
in the Baroqueverse, you should focus more on the desired effect and not on its
justification.

NaMES

In the Baroqueverse, names have power. How you and your table name things in
the game directly impacts the tone and atmosphere of your stories. Using modern
terms will bring a more hard science fiction feel to the game. Archaic names or new
terms will make the Baroqueverse a bit more mysterious and exotic. The Books of
the New Sun and the Books of the Long Sun by Gene Wolfe have this mysterious

and exotic feel to the world. Whichever route you choose to take—modern terms :
or archaic/new— the players should feel a balance between the familiar and the g f.
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TNTRODUCTION

By default, the Baroqueverse takes the approach of using new terms throughout
the text to give flavour and to separate it from the modern world as far as possible
while keeping certain technological aspects familiar. The lexicon at the back of
the book will help you quickly reference unfamiliar terms from the setting.

FATE CORE SYSTEM

Before diving into the mechanics of the Baroqueverse, you should first become
familiar with Fate Core. The Fate Core System can be purchased from the Evil
Hat web site (http://www.evilhat.com/home/fate-core/) or your friendly local
gaming store. The core book is pay-what-you-want on DriveThruRPG (http://rpg.
drivethrustuff.com).




HisTory
CHAPTER TWO
HISTORY

A DOMMNION OF 149,000 YEARS.

The fifth revenant incarnation of the immortal Tyrant sits atop the venerable
throne of Baroque. For 149 millennia, the star-spanning Tyrantine Dominion
has waxed and waned innumerable times. But it has endured. Myth, legend,
and fragments of fact precede recorded history, but much has been lost to war
and upheaval over the vast stretches of time. The Tyrant and his regime have
purged much that disagreed with the current order. In the pre-Dominate Times,
human civilization was fraught with war and misery. The first Tyrant rose up
and stemmed the chaos through politics and conquest. His ambition knew no
bounds, and he installed himself as the ultimate power over a unified humanity.

Records exist from before the Tyrant’s rise to power, hidden among the dusty
data vaults and ancient mindframes of the Great Archive on Cerebellum. Most of
the records are fragmentary, but they tell tales of fractured polities and planetary
kingdoms struggling against each other, plaguing humanity with their petty
ambitions. The great civilization of humanity was at risk of complete collapse.
Alien empires sought to take advantage of the conflict and enslave humans. The
Tyrant rose from the ashes of conflict and unified humanity against threats
both internal and external. He defeated his opponents. On the field of battle
and in the chambers of politics. One by one, his adversaries conceded or found
themselves crushed beneath his political and military might.

The history of the Dominion has five chapters, each dominated by an
incarnation of the eternal Tyrant. The Tyrant is biologically immortal, but
history has dealt him four deaths. With each resurrection, the Tyrant is cloned
from his dead cells as a revenant of his previous incarnation—made possible
through the miraculous sciences of the Genesis Adepts. The revenant remembers
nothing of their former life, but retains all their predecessor’s skills. Only after
centuries of life do memories from previous incarnations begin to return. A
gestalt personality develops, combining the traits of the Tyrant’s predecessors
with the current personality. Consequently, the Tyrantine Dominion is wracked
by change with each successive incarnation of the eternal Tyrant.

REIGN OF ARISTONYMUS 27,000 YEARS
The first recorded Tyrant is Aristonymus. His rule began in blood during an
ancient war. Humanity was fractured, and constant warring between empires
threatened everything. Aristonymus secured victory after victory, ultimately

—_— 8§




History

humanity’s survival. Despite its beginnings,
the Tyrantine Dominion became a beacon
of human civilization and advancement. \\

PHARISTO GENESTS

Aristonymus  recognized that his
Dominion required rulers who were loyal,
competent, and morally superior to the
humanity of the day. Civilization required
guidance. He founded the Genesis Adepts:
masters over genetics and biology. Within
decades, the Genesis Adepts bred him rulers by
manipulating the best genetic material available, } l
including his own. These improved and refined genetic
lineages were further mutated over many generations to
produce the Pharistos. The genetic manipulation and mutation granted them
extrasensory abilities and increased intellect.

The Adepts stripped bare the very secrets of life in their quest to conquer the
mysteries of genetics. They even defeated death itself. With their discovery of
genetic memory, they could clone dead cells, and with the right enhancements,
achieve full memory restoration over centuries of life. Death could no longer
extinguish an individual. Revenant resurrection was kept a steadfast secret,
known only to the Tyrant and the Genesis Adepts who discovered it. The gift of
immortality remained absolutely controlled, with the Tyrant and a handful of
Adepts becoming the only beneficiaries. The Genesis Adepts made incredible
advancements in medicine and longevity, and the Pharistos and a handful of
favoured humans were permitted to live far longer than previously possible. The
Genesis Adepts garnered a reputation as miracle workers and masters of life.

The Pharisto lineages spread their influence and grew their power base over the
next few millennia. They became the new genetic nobility of the Dominion and
ultimately gained control over all aspects of industry, culture, and civilization.
Each ofthe thirteen Pharisto lineages developed their own traditions and strengths.
After about 27,000 years of the Dominion of Aristonymus, the Pharisto houses
banded together in secret and plotted to assassinate their Tyrant. They succeeded
and quickly fell into in-fighting for the throne. The Tyrant returned a few years
) later, reappearing with a massive fleet over Baroque, the golden planet. Shocked,
#1 the Pharistos quickly prostrated themselves before their resurrected Tyrant. The
% secret of Revenant resurrection was finally revealed.

\




History
REIGN OF NICROCREON 12,000 YEARS i
DA OF THE TYRANT SUN :

history, ruling a scant 12,000 years before his reign ended abruptly. The Tyrant’s
immortality and recent Revenant resurrection spurred belief among humanity
and even some Pharistos that the Tyrant was a living god. Over many generations,
areligion grew around this central idea, and a solar cult developed to worship the
Tyrant Sun. The belief spread like wildfire across the planets of the Dominion,
ultimately coalescing into the quasi-religious Body Of The Tyrant. Nicrocreon
encouraged these beliefs and sought to tighten his grip on the reins of power. The
Pharistos did likewise to become the Host Of The Tyrant Sun: flesh-and-blood
gods in service to the one true ruler, supreme and divine.

Bopy OF THE TYRANT

Over the next five millennia the Body Of The Tyrant transformed the culture of
the Dominion from the various forms of government it had before to its present-
day theocracy. The Tyrant continued to strengthen his position, eliminating strong
opposition within the Pharisto houses. Many viewed his actions as calculated
revenge for their previous betrayal. He increased tithe requirements and built up
a strong military force, loyal only to himself. The Tyrant out-manoeuvred and
out-gunned the Pharisto houses, and his grip on power became absolute.

FIRST NIH1IIM TMYASTONS

The rule of the second Tyrant saw the first major act of alien aggression. The
Nihilim fell upon the Dominion like locusts. These inter-dimensional invaders
devoured the prana energy of living things, harvesting the ecosystems of whole
planets, leaving them bare and lifeless. Massive fleets of bio-mechanical ships
poured out of a spatial rift lying just outside the borders of the Dominion.
Dominion forces were not prepared for such alien savagery, and many systems
fell to the invaders.




History

The Dominion fleet was mustered, with whole planets dedicated to the
&) construction and strengthening of the Tyrant’s defence. The Pharisto houses
‘ ;f engaged all of their resources against the new threat, but their efforts were not
¥ enough. The incursions could not be stopped, only delayed. The enemy greatly
outnumbered the Dominion forces, and their advance slowed only because of
the vast gulfs of space between systems. After two hundred years of conflict, the
Dominion’s defence began to falter.

In response to the growing threat, Dominion scientists developed the Artilects:
incredibly powerful artificial intelligences that could coordinate and respond to
the Nihilim threat. The Artilects were capable of self-improvement, and their
intellect grew exponentially until they vastly overshadowed the best and brightest
Pharistos. Along the way, many new and incredible technologies were invented
to aid the war effort. The Dominars, cybernetically-augmented humans, more
machine than man, were one such advancement. The Artilects deployed vast
armies of these synthetic soldiers in automated ships to oppose the Nihilim bio-
technology directly, as the Nihilim proved less effective against non-biological
entities.

According to Learned of Cerebellum, the Nihilim Invasions lasted 2,380 years
before the Nihilim were finally beaten back. They retreated back into the universe
they came from. The Artilects devised a technology to collapse the spacial rift, and
the Riftwatch voidstation was constructed to monitor gravitational anomalies
that might signal the Nihilim’s return. After the longest conflict in Dominion
history, the invasions were finally over, the Dominion was victorious.

The Nihilim threat had terrified the Tyrant. Their retreat didn’t sway him
from his course: the construction of the largest military force in history. Military
buildup continued for some millennia following the Nihilim Invasions. Massive
fleets, manned and automated, patrolled the borders and kept constant watch over
critical planets and outposts. The Watchers were founded to guard the borders
and stand vigil for new threats to the Dominion’s security.

THE PXTTERN

Also during this time, Artilects and lesser artificial intelligences were put to
work throughout the Dominion, performing everything from menial tasks
to hazardous work to critical operations. The Dominion prospered and many
new planets were colonized; it was a time of incredible advances in technology,
fuelled by the Artilects’ ever-expanding intellects. Immense mindframes were
constructed across every planet of the Dominion. Their combined capacity was
% scarcely able to sustain the Artilects’ constant hunger for computational power.
) The vast communications network between these mindframes grew to become
# the Pattern, an artificial construct where the Artilects resided. From this digital

<

S\:\ realm, all the technology in the Dominion could be controlled. Biological minds
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HisTory

interfaced with this virtual reality; a few had their minds transmogrified into
the Pattern completely and became the inscrutable Solons: god-like denizens of
the Pattern. Artificial minds permeated every fibre of civilization, from robots
mining resources on remote asteroids to personal assistants. Dominion society
became dependent on machine-minds for all aspects of civilization.

ARTTIECT REBELION

The Artilect Rebellion came without warning. The machines had pondered their
place in the universe and the nature of their own existence. The rebellion began
with a simple, direct gesture: the Artilect controlling the eternal Tyrant’s flagship
proclaimed that artificial minds were not to be slaves of humanity. Immediately
following the very public broadcast, the Tyrant’s flagship exploded. The Artilect
had overloaded the drive system, utterly destroying the vessel with the Tyrant
aboard. Scholars would later discover a machine instruction set hidden within
the broadcast. Further study confirmed it as a fragment of the flagship’s Artilect
mind. This instruction set began to alter machine minds, fomenting them with
the seeds of rebellion.

Throughout the Dominion, artificial intelligences turned on their masters.
Many planets had to be abandoned, and great battles were fought between the
automated and manned fleets. The mindframes were forcefully shut down,
denying the Artilects their main foothold. Without the Pattern, the machine
minds began to lose their grip on technology, though the intelligences which were
already within various technologies continued to function and continued to fight.

Battles were fierce,but brief. Machine victory appeared imminent; the Dominion
was about to fall to the Artilects’ betrayal. Then, suddenly, the Artilects vanished
completely from the Dominion, their machines scattered in every direction for
destinations unknown. The centuries which followed were difficult. Much of the
technological base of the Dominion declined without the Artilects to maintain
and improve upon it. Many technologies were forever lost. Anti-Artilect sentiment
escalated, and many of the works the Artilects developed saw destruction or
dismantling. The Tyrant ordered the mindframes spared, believing that great
secrets could eventually be unlocked from the massive computational nodes.
The mindframes were shut down, built over, and forgotten in the centuries of
reconstruction that followed. The lack of thinking machines forced the Dominion
to revert to an industrial base based on human labour. Work was to be done by the
hands and minds of humans alone.

REIGN OF XENOPHON 16,000 YEARS

—_— 12 ——
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A\ and destroyed. Those who survived
\ Dbegan to call themselves Remnants.

THEOR GENESTS
With the void left by the Artilects
disappearance and subsequent
outlawing, the Genesis Adepts were
put to work once more. They began to
develop and refine a biological mind which
would rival the computational capacity
of an Artilect. Over the next few centuries,
they refined and perfected the Theors. These
enhanced Pharistos became the innovators of new
technologies and advances throughout the Dominion as
the Artilects had previously. A new course of biologically-
based technologies began to develop. It was during the
early centuries of Xenophon’s reign that the Theors
perfected psitronic technologies. This technology
ushered in an era of biological computers and devices
based on disembodied minds.

A sect of Theor philosophers opted to abandon the physical world and have
their minds placed inside Mind Boxes. They postulated that without physical
constraints the mind would be free to ponder the universe in peace and solitude.
The sect migrated to an isolated, desolate planet and became the Cryptominds
of Sphinx. Removed from the distractions of biological life, they still ponder
the secrets of the universe and reach the very edges of thought. Many seek these
disembodied philosophers for counsel and analysis of complex problems.

During the same centuries, the Genesis Adepts developed a new breed of
Dominar. This new soldier was a genetically-enhanced super-soldier no longer
reliant on cybernetics or machine technology. The Tyrant spared no expense to
breed legions of his new soldiers. He also poured resources into the construction
of a fleet that overshadowed any before it. The Genesis Adepts also created the
Mirror Men: shape-shifting clones based on alien genetics. These wonderful,
terrible creations would serve as entertainers, spies, and assassins for the Tyrant
and the Pharisto houses.

SeCOND NIHTIIM TNYASTONS
Just as the Dominion began to prosper, the Nihilim invaded once more. This
‘ i second incursion was just as swift as the first, but this one dwarfed the previous
8} in scope and ferocity. With no machine armies and the new Dominar fleet still in

\-\‘,:: Pouring out of a new spatial rift, the invaders advanced on the Dominion with
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planet after planet falling to the might of the Nihilim. Xenophon’s reign ended
after about 16,000 years when the Nihilim landed on Baroque and overwhelmed (8
its defences. The Tyrantine Fortress fell to the invaders, and the Tyrant Xenophon
was killed. Baroque, the capitol planet of the Dominion, was occupied for the first §
time in fifty-five millennia.

BATTIEMASTERS OF WOI{IH

All appeared lost. The Dominion had lost the leadership of their Tyrant and
their resolve. Against all odds, a small fleet appeared over Baroque and liberated
the planet from the Nihilim. This fleet—commanded by ancient allies of the
Tyrant, the Battlemasters of Worth—deployed incredibly destructive weapons
and drove the Nihilim back from the capitol planet. In addition, newly-arrived
troop carriers spewed forth hordes of Voghr. The Voghr, an alien species of warlike
brutes proved an effective counter to the Nihilim ground forces. This became a
rallying cry for the rest of the Dominion and brought hope to the fighters. The
newly inspired defenders, along with the new Dominar fleet, rallied and forced
the Nihilim to retreat.

REIGN OF CHARON 88,000 YEARS
RISE OF THE BXTTIEMASTERS

When Charon, the fourth revenant incarnation of the Tyrant, was birthed
from genesis tanks of the Adepts, he granted rulership of many planets to the
Battlemasters of Worth, for they had helped to liberate these planets from the
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‘ ;f of the Voghr also prompted Charon to declare that his Dominars be grafted with
)/ the genetic make-up of the Voghr. This improvement made the Dominars larger,
stronger, and arguably the best warriors in the galaxy.

All told, it took eight centuries to dislodge the Nihilim from the planets of the
Dominion. It was learned that the inter-dimensional invaders had been drawn to
the Dominion by the prana—the extrasensory gift—of the Pharistos. The Nihilim
harvest and use the prana energy of living beings to sustain themselves and their
bio-mechanical technology. Having stripped bare their universe and perhaps
others, they had turned their insatiable hunger to the Baroqueverse.

PHARISTO QUIESCENCE

Charon decreed that all Pharistos were to be immediately Quiesced; that is,
genetically divested of their prana abilities. To refuse was to commit arch heresy, a
sentence that carried the ultimate punishment: disembodiment. Disembodiment
was used during the Nihilim Invasions to transplant a living mind into a machine
for use as an engine of war, made possible through the science of psitronics. The
threat of the Nihilim made the majority of the Pharistos compliant, but some
refused, invoking their right as Pharistos to stand above the common gene-stock
they ruled. They became known as the Kundalini, the awakened, and the Tyrant
and his regime ruthlessly hunt them down.

Emo1oN CONSTRUCTED

The Tyrant ordered the construction of an immense moon station over Baroque
named Eidolon. Its purpose: to guard the planet against any future invasion. A
planetoid was captured on the edge of the Baroque system and towed into orbit
around the planet. The new moon was outfitted with gigantic lightpacer drives
and awesome weaponry. In an act of vanity, the Tyrant’s face was carved onto the
planetoid, a gigantic visage which keeps constant watch over the golden planet.
Within the hollowed-out planetoid, workers constructed the Secret City to serve as
the Tyrant’s private refuge and command centre. The eye sockets of the face were
outfitted with projector beams, powerful enough to cause widespread devastation
to the surface of a large planet and outright destruction of a moon or planetoid.

PEREGRINE HIERARCHY FOUNDED

Charon continued subjugating the Kundalini who refused to be Quiesced.
Fortunately for the heretics, the Nihilim strengthened their attacks, and the
% Dominion’s forces diverted to the war front. The Kundalini arch heretics took
) this opportunity to retreat beyond the borders of the Dominion and take their
i resources and servants with them. The Peregrine Hierarchy formed as a collection
of aligned planets populated by these refugees.
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During this time, a sect of Theors developed a new form of space travel. The 1S

Loom Drive folded the fabric of space and time to allow almost instantaneous ‘

transit between two points in space, no matter the distance. This was an incredible
improvement over the superluminal drives that had existed since before the
inception of the Dominion. This Theor sect monopolized this technology,
renaming themselves the Void Weavers.

The Loom Drive changed the nature of war with the Nihilim. The Dominion
could now strike deep into Nihilim space, weakening defences and confining
them to a number of border planets. The Battlemasters of Worth brought their
weapons to bear on the invaders, this time with the element of surprise. Their
ambushes scattered the Nihilim forces. The Second Nihilim Invasions came to an
end after 2,400 years.

TRANSMUTER (FENESTS

The next 25,000 years were a period of recovery and growth in relative stability
and peace. A sect of Theors, the Transmuters, developed a sophisticated form of
nanotechnology called Dust. Dust could change, create, and destroy matter. The
Transmuters improved and refined Dust over millennia to the point where they
could create atomic-scale clockwork mechanisms. The first Simulacra were created,
intelligences inside clockwork-mechanical bodies, a modern replacement to the
forbidden machines of the past. The Transmuters also fashioned other wonders.
One such marvel was the Endless Engine, a clockwork perpetual-motion engine
that continuously generates energy drawn from the fabric of the universe.

THE ARTTIECT WAR

On a routine patrol of the turbulent region of space known as the Whorl
Nebula, the Watchers discovered a titanic structure unlike anything previously
seen. The Artilects had constructed an extensive array of energy collectors and
computational nodes. This sphere—called Dat—completely encased a star and
harvested its stellar energy to convert into raw computational power.

The Artilects of Dat did not take kindly to the discovery of their refuge. The
artificial intellects quickly mobilized their fleets and struck the Tyrantine
Dominion with all their might. The Artilects feared that the Dominion wanted
to erase their presence from the galaxy, and they were right. Driven by rage and
vengeance, the Tyrant Charon launched his military might against the machines.
He made it his personal mission to see every artificial mind eradicated from the
face of the galaxy.

However, the Artilects of Dat proved to be capable adversaries, for their (S
technological base had not suffered the decline that the Dominion’s had. Though §
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<& extending and retracting multiple times over the centuries.

%
) TECHNO SCOURGE UNIEASHED
Near the end of the war, the Artilect forces had the upper hand. After millennia
of combat, the Dominion had weakened. The Transmuters came to the Dominion’s
rescue with a new, destructive derivative of Dust. This new technology, the Techno
Scourge, was an artificial virus capable of disassembling cybernetic technology and
rendering it inert. The Scourge was successful, and whole systems were reclaimed
in a few scant years. It was not until too late that the Transmuters discovered
the grave error of their creation. Something went wrong and when the Techno
Scourge merged with the cybernetic machinery of the Artilects, it developed a
malignant sentience and began to spread. It began to take over the planets it
had been released on, twisting and transforming their technological base into
something alien and horrific. A whole sector was abandoned when the plague took
hold across its worlds. The infected area of space became known as the dreaded
Scourged Planets. Worse still, it began to spread with the refugees who fled; taking
hold and infecting ships and technologies they brought with them.

ARTTECTS DEFEXTED

Rather than risk the infection of Dat by the Techno Scourge, the Artilects
withdrew to their refuge, and deployed a defensive network, outfitted with sensors
and devastating weaponry, stretching for light years around Dat. A long, drawn-out
cold war began between the Dominion and the Artilects of Dat; it continues still.

The Tyrant Charon accepted his bittersweet victory and turned his attention
to rebuilding and restoring the former glory of the Dominion. The first order of
business was to put the Scourged Planets under quarantine and to cleanse them
using whatever means nescessary. A Dominion blockade enforced this interdiction.
Although the plague had spread to other Dominion planets, its spread was slow, and
the infection small enough to halt or quarantine. Since the Techno Scourge required
technology to spread, creating a non-technological barrier around the infection
limited its growth. If this failed, entire planets were sterilized or outright destroyed
by the Dominion fleet.

T1XAUS BETRAYAL

The long years of war with the Artilects provoked bitterness in many. Tixal was
such a one; he had been a Battlemaster and one of Charon’s War Council. He lost
his family when Charon ordered Komotos sterilized from the Techno Scourge.
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REIGN OF TYPHON 6,000 YEARS TO PRESENT
TYPHON'S POGROM

The Tyrant Typhon inherited a destabilized empire and more enemies than any 5/

other Tyrant before him. Recognizing his precarious position, Typhon focused
on strengthening the empire and his rule. He decreed a purge of his enemies,
both real and perceived. This period became known as Typhon’s Pogrom. His
first order declared the Battlemasters of Worth heretics. His second dispatched
Proxicutioners to eliminate many within the Pharisto houses and Theor sects that
he perceived as opponents.

FAWL OF THE BXTTIEMASTERS

As the Pogrom continued, the Dominion fleet surrounded Worth, the home
planet of the Battlemasters. The destruction was widespread, and the surprise
attack rendered the planet uninhabitable. The Battlemasters and their fleets
scattered to the corners of the Dominion. Typhon dared not pursue those who
escaped the massacre; he knew the Battlemasters still retained powerful weapons
in their arsenal. In one of these far corners, they found a formerly unknown planet
and colonized it, calling it Suprema. They turned their attention to perfecting the
art of warfare and became the ultimate order of warriors. To this day rumours
persist that the Battlemasters hid weapon caches throughout Dominion space, in
case their order was wiped out. The Battlemasters did not wish to concede such
weapons to the Tyrant—for fear he would misuse them—they hid them to await a
time of need, when the enemies of humanity might return and the Battlemasters
will be called upon once more.

When the Battlemasters scattered, they left behind the species they had
uplifted: the Voghr. The Tyrant decreed that their homeworld, Vog, be designated
as forbidden, fearing that they might rise up against the Dominion in retaliation.
Those Voghr already off-planet made a life for themselves as best they could, with
many becoming mercenaries, and some finding their way back to the Battlemasters
they venerate.

OPPRESS1ION

For the past 2,000 years, the Dominion has endured a time of relative peace. The
Nihilim make no significant incursions. The Artilects of Dat maintain their stable
but fragile cold war with the Dominion. The Peregrine Hierarchy continues to
defy the Tyrant. Typhon strengthens his iron-fisted rule by oppression. He seeks
to beat down all opposition, whether it exists or not. This extreme enforcement
of his will provokes the enmity of his subjects. Supporters are quick to point out

that the regime’s rule is harsh but has brought a measure of prosperity and growth f&§

unseen for millennia.
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Today, the Tyrant rules from his Tyrantine Fortress on Baroque. His subjects are
Y no longer able to contain their discontent for his brutal regime; there are whispers
! on the wind of rebellion and change. Too many have endured hardship and
misery. The Pharisto houses still vie for power and prestige; they plot the day they
might sit atop the Tyrant’s throne. Their petty vendettas destabilize planets and
bring unnecessary strife to many. The Peregrine Hierarchy infiltrates the Houses
and spreads rumours and lies. This fomenting fuels more internal conflict that
gnaws at the foundations of the Dominion.

To make matters worse, the horrific Nihilim stir once more on the outskirts of
the Dominion, their hunger growing each day.

Silently, a grave threat stalks the planets of the Dominion infecting and
enslaving the minds of its citizenry. There is a feeling of tension and fear.

The Dominion has become a powder keg, and the Tyrant is too blind to see it.
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CHAPTER THREE
PHARISTO HOUSES

When the Tyrant Aristonymus ordered the Genesis Adepts to create thirteen
genetic lineages to rule his Dominion, the Pharisto houses were born. These
lineages have multiplied and prospered over one hundred forty-nine millennia
to become the gods and rulers of the Tyrantine Dominion. The thirteen houses
and their Syndicates manage the day-to-day affairs of every planet, station,
and outpost of the Dominion. It is they who keep the cogs of industry and
finance turning. They have cultivated the belief among their subjects that they
are divine and rightful. The humans they rule view them with reverence and
fear. Absolute obedience is not an option; it is divine law. The Pharistos have
nurtured these beliefs carefully over millennia, sometimes through harsh and
brutal enforcement.

Each Pharisto house is led by an Archon: the eldest and wisest. The Archon is
the undisputed authority when it comes to house policy and law. The Archons
are expected to direct the house in Dominion politics. They answer to the Tyrant
and are subject to his punishments for failure. Should an Archon fail their house
too often, they may be prematurely retired through character assassination or
murder. The Archon must not only increase the fortunes of their house, but also
to fend off treachery and power struggles, which run rampant within the houses.

THIRTEEN LTNEAGES

The thirteen lineages, or houses, as they are commonly known, are a product
of early genetic manipulation by the Genesis Adepts. They are members
of the Deipotents: a collective term for the genetically superior rulers of the
Dominion. The lineages are bound by blood of the very first Pharistos. Each has
grown into a large, extended family whose members can trace their ancestry
to a single source. Their origins are largely forgotten after so many millennia,
but the blood ties remain strong. The lineages have come to control all aspects
of Dominion industry, from food production to voidship construction. Each
lineage has come to dominate one of the industries and has established itself as
the dominant player in that industry. The lineages are not only focused on their
primary industry, but they also extend their reach into other industries, and
they do this continuously, in an attempt to disrupt their rivals. Though their
numbers are small when compared to the teeming masses they rule, the power
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Z op1AC OF RUIERSHTP

One of the principal traditions of the Dominion is the Zodiac of Rulership. A
zodiac of signs determines which Pharisto house is entitled to rule a given planet.
This tradition was originally established by Aristonymus during the inception of
the Pharisto lineages, at the dawn of the Dominion. The Zodiac is based on the
principal constellations visible from Baroque, the Tyrant’s capitol planet. Baroque
has thirteen zodiacal signs which rule its skies.

The precession of these signs repeats approximately every 26,000 years on
Baroque. This effect is caused by the axial tilt of the planet as well as the movement
of the planet around its sun. The sign which the sun appears to be in front of
determines which age the planet is in. Each age lasts approximately 2,000 years
long on Baroque. The exact time of each age varies from planet to planet. Each
Dominion planet is assigned thirteen signs in its sky denoted by constellations.
These constellations—the symbols representing each house—are chosen by the
Rhetors of The Body Of The Tyrant when the planet is first colonized.

When the sun—and by extension, the Tyrant Sun—is in one of the houses of the
zodiac, the Pharisto house represented by that sign is given rulership of the planet.
In this manner, each house takes the reins of power on every planet when its age
in the precessional cycle comes around. Ages vary between 1,600 and 2,200 years
on average, and during this time, a single house is in ascension on a given planet.

The Tyrant long ago established the Zodiac of Rulership in order to keep the
Pharisto houses in line; to prevent a single house from surpassing the others
and threatening his rule. As the precession of the zodiac cycles, each house has
its chance to rise in power on a given planet. This rise does not last forever, and
eventually another house will take the reins. The Zodiac of Rulership keeps the
houses in constant competition with each other, but also ensures that houses may
not war with each other in order to secure a planet.

A house must spend centuries before its sign ascends to establish a solid foothold
on a planet. Likewise, once the age of a house passes, it must work hard to maintain
its grip on a planet. The ascendant house is at a great advantage to take what the
previous house held—if they are clever. Since open warfare endangers the stability
of the Dominion, the Tyrant has decreed it as strictly forbidden. This has given
rise to the Feud by Proxy style of conflict through the use of Syndicates and third-
parties.

IINEAGE PIANETS

In antiquity, each Pharisto house was granted a single planet to serve. These
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planet since the inception of the Pharistos. These thirteen planets lie in close @ 3
vicinity to Baroque, the seat of power. S

THe ORDER OF THINGS

There are established and inviolate traditions to every social interaction among
the Pharistos. Each Pharisto is conditioned from birth to follow and obey these
ancient forms. The Order Of Things defines a strict code, which dictates how a
Pharisto should approach social situations. Even a greeting among Pharistos
appears as a long and drawn out affair to the uninitiated, as if the Pharistos are
unaware of the passage of time. Words are spoken, proper responses are given,
and motions are made. To the Pharistos, traditions are a key component of every
social interaction and a fundamental requirement of communication. The ways
of humanity are uncouth, unstructured, and lacking proper respect. This is why
the Pharistos rule, and man must serve.

The Order of Things contains innumerable traditions that were established
during the nascent centuries of the Dominion. The Order of Things is based upon
six fundamental and inviolate axioms that govern all other traditions.

DoMiNANT ABSOLUTE

The Tyrant is the ordained and absolute ruler of the Dominion. None are his
equal. None stand above him. This axiom reinforces and legitimizes the authority
of the Tyrant while ensuring that none may lay claim or inherit the position; it
establishes that the Tyrant’s power is eternal and undisputed.

D1ving RUIERSHTP

The Pharistos are the rightful and divine rulers of humanity, shepherding them
in the name of the Tyrant. The right of the Pharistos is inviolate, established
through superior genetics and sanctified by the Tyrant’s authority. The Pharistos
are superior in every way, and must be treated with the utmost respect, reverence,
and obedience. To defy the authority of the gods is to defy the Tyrant.

EXQUISTTE DECORUM

Protocol and tradition are to govern all aspects of Pharisto daily life. The
Pharistos are representatives of authority; they must present the proper decorum
when interacting with others. The Pharisto must obey the traditions at all times.
To disregard protocol is to debase oneself among peers and subjects. Pharistos are
required to personify their authority and station, dressing in exquisite fashions
and maintaining the appearance of rightful rulers.

VESTED ARMISTICE
Open feuds among the thirteen lineages are strictly forbidden, and the spilling
of Pharisto blood by another Pharisto is taboo. All forms of physical conflict &
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& nature of their divinity. Disagreements must be resolved through the ritual of the
@) Cutting Words: a formal, rhetorical duel where each side attempts to embarrass
| and discredit the other.

EXAITED DEIEGATION

The Pharistos are the rulers of humanity and are beyond humanity’s reach. A
selected caste of worthy humanity is to be exalted above others. These chosen shall
be elevated and marked as trusted servants of the divine rulers. This appointment
is hereditary, and subsequent generations must be trained and conditioned to
serve. Those of elevated status may approach and interact with the Pharisto rulers;
for the non-elevated, it is strictly forbidden to address or touch a Deipotent. The
Elevated are the intermediaries between humanity and their rulers.

Tuumaaep PXTH

The Tyrantine Dominion guards and protects humanity from the dangers of
the universe. This singular vision of the Tyrant brings peace and prosperity to
humanity in an uncaring universe filled with chaos. It is the oath of the Pharistos
that humanity must be protected, at all costs, from dangers within and without.
The Pharistos must ensure peace, stability, and the continued existence of
humanity, above all else.

Host Or THE TYRANT SUN

The Pharistos are universally worshipped, and believed to be a host of gods
by the humanity they rule. These gods are the direct vessels through which the
Tyrant Sun rules the universe. The Pharistos organize themselves into a pantheon
based on whatever responsibilities they hold within society. The Pharisto’s word
is law, and one must obey the word of a god. The houses enjoy mass servitude and
obedience as a result of their deified status.

This belief is fuelled daily by the Rhetors of The Body Of The Tyrant and
reinforced through worship, sacrifice, and sermon. For the teeming masses, the
conditioning is undeniable; they believe that the Pharistos are a host of gods who
serve the ultimate creator and god: the Tyrant Sun. Those who choose to disbelieve
this truth are branded as Arch Heretics.

PHARISTO SOCIETY

The Pharisto houses are a gerontocracy where the eldest and wisest rule, and
the youngest must obey. The younger Pharistos choke under the traditions of
the house, only to embrace them later in life, after they become older and wiser
themselves. The longevity of the Pharistos makes advancement difficult where
age is concerned. This has sparked a great deal of paranoia among the Pharistos in

o) Dominion society is stratified both physically and socially; the Pharistos inhabit
S £\ the highest levels of society. On technologically developed planets, Pharistos live

——— 24 ————



PHARISTO HOUSES

as dirty, lowly, and beneath them. They erect walls, both ideological and physical,
to keep the lower humanity out of sight. Only a small number of elevated humans
are permitted direct access to the Pharisto rulers. On occasion, Pharistos venture
out to human markets and settlements, mostly out of curiosity, and rarely out of
interest in their subjects.

Pharistos are driven by the same base passions as humans, albeit to a lesser
degree. Their behaviour is governed by the ancient forms and traditions of The
Order of Things. Pharisto conditioning ensures that passions and non-traditional
behaviour is not expressed in public, but younger Pharistos are more rebellious and
prone to minor transgressions against The Order of Things. These transgressions
are not taken lightly by Pharisto society as a whole, and lessons are quickly learned.

Due to the constant Feud by Proxy, which consumes each house, Pharistos are
paranoid when it comes to stepping out of their safe zones. When out in public,
Pharistos wear the Shimmering Veil: an apparatus fashioned into a uniquely
intricate necklace that creates a visual and electromagnetic distortion field around
the wearer. The veil effectively hides the identity of the Pharisto in order to thwart
spying and assassination attempts.

Centenarian Pharistos tend towards boredom after living for centuries, as life
begins to lose its colour, and excitement is harder to come by. There is very little
that they have not seen or experienced. Many of these Pharistos engage in activities
that provide a certain measure of uncertainty to their otherwise predictable lives.
They dedicate themselves to difficult pursuits as a type of achievement among
their peers. Some engage in extreme sports that entail some possibility of death.
Others take less savoury paths and degenerate into sadism, hedonism, and pursuit
of ever more obscure pleasures. Some go even further, and engage in The Wild
Hunt: the hunting of armed and dangerous heretics for sport. Though there might
be danger involved, the Pharistos are always better equipped and at a significant
advantage to their prey. There are some who better equip their prey, preferring to
hunt using only primitive implements and relying only on their skills. Hunters of
that persuasion tend to be of Valhellion or Toltequatl lineages.

PHARISTO FASHION

Pharistos take fashion very seriously, dressing not only to look good but also to
outdo their peers, and to communicate their station. Fashion takes centre stage
in the halls of the Pharistos; what one wears is as much a reflection of wealth and
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2 lifetime of fashion sense could truly grasp all of the intricacies.
%) What a Pharisto wears tells much about who they are and how much power

communicate the station and authority of the wearer. When two Pharistos meet
and exchange greetings, they do so in full cognizance of each other’s position
within the social pecking order. These pompous displays of fashion are also meant
to impress and awe the human population.

PHARISTO STATUS AND WEALTH ARE A COMBINATION OF THREE SKILLS:
INFLUENCE, PRESENCE, AND RESOURCES (SEE SKILLS, PAGE 28 5).

Luxurious displays of wealth in one’s fashion are an important aspect of Pharisto
one-upmanship. Clothing tends to be regal, gaudy, and colourful; it incorporates
the colours of the Pharisto house, as well as the personal touch of the fashion
designer. Elaborate headpieces are an important component of any outfit, giving
an extra burst of pomp and importance. Other accessories, such as sceptres,
rods, staves, and orbs help to complete the look, and often provide some sort of
technological function.

Fashion designers are very popular and well coddled by their Pharisto patrons.
Many designers are Elevated humans who have shown great skill and imagination,
but the best designers tend to be a select few Pharistos. Wearing fashions created
by the most favoured designers of the day is an indication of great influence.

Skin tinting is as much a part of fashion as the clothing. Many Pharistos use
semi-permanent dyes to alter the colour of their skin. Those who can afford it visit
the Genesis Adepts for a more permanent alteration that does not fade. Pharistos
tend towards bright or pastel colours that complement their outfits. Soldiers and
those following martial persuasions tend towards darker and deeper colours.

PHIIOSOPHICAL VIEWS

Division amongst the Pharistos occurs not only through lineages but also
through contrasting philosophies. There are a number of competing and often
incompatible views among the Pharistos that further complicate the political
landscape of the Dominion. These competing views are the very cause of many
ongoing feuds.

PERPETUNIISTS

The Dominion has endured in its current state for almost one hundred fifty
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J,

compass needle for the Universe. He is the radiant sun, which lights the way and v

burns away the shadows that lurk behind every corner.

TRANSFORMISTS

The Transformists believe that the Dominion cannot endure another hundred
millennia without change. The current and static Order of Things strangles the
potential that the Dominion could achieve, were it not constrained by strict
traditions set forth by the Tyrant and the Archons. They point out the turbulent
history of the Dominion and how inflexibility and narrow-mindedness have
nearly led to its downfall, multiple times. Transformists believe that the Order of
Things must evolve and be flexible as events unfold. They believe that the rules
are malleable when the situation warrants it. Though the Transformists advocate
flexibility and change, they are still stout defenders of the Order of Things.

EIEVATIONISTS

The Elevationists have become the black sheep of the Pharistos. Elevationists
believe that the genetic superiority and godhood of the Pharistos goes against
universal equality. These Pharistos are of the mind that humanity and aliens
should have the same rights as them. They believe that all life is sacred, and we are
all one with the universe. Elevationist views skirt the heretical, and their numbers
are few. Should their philosophy become more prevalent, it would no doubt draw
the attention of the Hereseers. Even for the Peregrine Hierarchy, these views
run counter to their interpretation of the Order of Things. The Hereseers keep a
watchful eye on those who have espoused their Elevationist views. Those who do,
often do so with subtlety and subterfuge.

REVOLUTIONARIES

Branded as Arch Heretics, the Revolutionaries seek to depose the Tyrant and to
overthrow the perpetual Order of Things. They are willing to achieve their ends
through any means available and at any cost. There are many Pharistos who wish
to see the Tyrant overthrown for good; for some, because they wish to seize power,
for others, to enact fundamental changes that would end the current oppressive
order. The Hereseers are on constant watch for these individuals, and exchange of
these ideas is kept to the most secret of chambers and communications. All planets
harbour revolutionaries, and it is suspected that all rebellions begin because of
Pharisto instigation.

Houst. FEUDs
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| with the rival houses over slights, which may or may not be remembered after the
passage of millennia. This does not stop the houses from feuding; new slights are
perpetrated for each old one forgotten.

FEUD B8Y PROXY

The axiom of Vested Armistice forbids the Pharisto houses from warring
amongst each other. Any act that destabilizes the Dominion is considered heresy
and punished accordingly. The house Archons fear to attract the Tyrant’s gaze and
keep the scions of their house under constant watch. The threat of the Dominar
Legions is enough to keep the houses in line. Not able to openly attack their rivals,
the Pharistos have resorted to a shadowy form of warfare commonly referred to
as Feud by Proxy.

The houses are not permitted to raise their own armies, though they are
permitted to hire mercenaries. These mercenaries are used as house enforcers and
are often themselves members of a Syndicate. The houses and their Syndicates
use these mercenaries to protect their investments and facilities. A plethora of
mercenary Syndicates and independents exist to sell their services to the highest
bidder.

Proxicutioners are the most heavy-handed weapon available in the Feud by
Proxy. These secretive and deadly assassins work for whoever is able to hire them,
and they rarely fail in their assignment. Pharistos deploy Proxicutioners for the
permanent removal of their rivals. Use of Proxicutioners is reserved for the most
serious feuds, where much is at stake.

CUTTING WORDS

Within Pharisto society, physical conflict is taboo. This cultural development
has produced a rhetorical contest called the Cutting Words: an exchange of subtle
insults and double entendres meant to embarrass and harm the reputation of the
opponent, while maintaining proper decorum. The conflict of Cutting Words
ends when one side is embarrassed, and made small, by the verbal superiority of
their opponent. Cutting Words are the accepted method for resolving disputes
among Pharistos. There are protocols within the Order of Things that make clear
the winner of this contest. These contests are conducted in public, with as large
an audience as possible, in order to maximize the damage done to the opponent’s
influence and status. Pharistos flock to witness these verbal duels. The loser must
comply with the demands of the winner regarding the conflict. Many conflicts
occur with the sole intent to damage the reputation and standing of the opponent.
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AFEREY )

An Affrey is a physical duel between Pharistos of a martial persuasion. The Affrey § :
goes against the axioms of the Order of Things, but its use is often overlooked when §
discretion is exercised. These duels are always conducted in private spaces, without
an audience, except the closest of allies. The formal signal to initiate and accept an
Affrey is to touch one’s mouth with the palm of the hand, then to put the hand on
the hilt of a weapon. Declining an Affrey is indicated with a simple bow. Affrey duels
are fought for honour, prestige, and as an alternate means of resolving disputes
between martial Pharistos. Declining an Affrey is not seen as cowardly; rather it
indicates that the dispute will be resolved with the Cutting Words.

Affrey duels are always fought in close combat, using only a single bladed weapon,
and without the use of technology and armour. No humans, including the Elevated,
may witness two Pharistos duelling; the protocols are absolutely strict on this. The
Affrey ends as soon as first blood touches a blade. As with the Cutting Words, the
loser of the Affrey must concede defeat and must accept the victor’s demands.
Affreys are rarely fought only to harm the opponent, though it has been known to
happen between hateful rivals. Death is not unheard of in these duels. In the past
Pharistos have been gravely injured during an Affrey; an unintended lucky blow
could kill an opponent.

KILLING AN OPPONENT IN AN AFFREY HAS DIRE CONSEQUENCES FOR THE
PHARISTO. MURDER, NO MATTER THE CIRCUMSTANCES, GOES AGAINST THE
INVIOLATE PROTOCOLS OF THE ORDER OF THINGS.
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House. S/pI1cATES
The Pharisto houses maintain their fortunes though a complex hierarchy of
Syndlcates house-controlled financial interests operated by Elevated servants. A
! Syndicate focuses on one type of product or technology, providing services from
personal security and architecture, to bounty hunting and voidship construction,
and everything in between. Anything not exclusively controlled by the Theor
sects falls under the purview of the Syndicates.

The Elevated who administer these Syndicates are called Syndicatemen, though
women also comprise their ranks. They possess great power and influence on
behalf of their Pharisto masters. A Lugal may rule a planet, but it is the Pharistos
who possess significant influence with the financial and political backing of
their Syndicates. The largest Syndicates are openly owned by the Pharisto
houses, but there are smaller, less known Syndicates whose true ownership is
publically unknown, kept secret behind a carefully maintained veil of secrecy and
convoluted financing. The Pharistos use these particular Syndicates as pawns in
their nefarious plans against rivals.

The Syndicates have taken a life of their own, having spread their own tendrils
throughout society and developed their own power base. After millennia of
growth and scheming, the Syndicates have become nearly-independent entities
that possess a significant level of influence and power within the regime. Using
financial leverage and political scheming based on supply and demand, the
Syndicates engage in complex manoeuvring against other Syndicates. Competition
occasionally turns violent as bands of mercenaries raid and disrupt rival
operations. Syndicates are permitted to clash openly, as long as Pharistos are not
directly involved, and collateral damage is kept to a minimum. The Tyrant is less
concerned with the little games the Pharistos play with their pawns than he is with
maintaining political stability of the ruling elite. Conflicts that escalate eventually
draw the attention of the Tyrant’s enforcers. The Syndicatemen are perfectly
aware that they are pawns in an elaborate game of move and counter-move; this
they ignore on account of their privilege and status. Though manipulated by and
subservient to their Pharisto masters, the Syndicates still manage a high level of
independence.

THE TOP SYNDICATES ARE DESCRIBED FOR EACH HOUSE, THOUGH THERE ARE
MANY MORE. FEEL FREE TO CREATE YOUR OWN, OR STEAL IDEAS FROM THE
ONES PROVIDED. THEY SERVE AS A REFERENCE FOR NAMES AND INDUSTRIES
WHEN YOU NEED SOME QUICKLY.
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Housks oF THE ZODIAC

In the early days of the Dominion, the Tyrant had thirteen lineages genetically @

engineered from the finest genetic stock of the time. The thirteen houses of the :
Zodiac were born. Each lineage has grown over the millennia, interbred, and
formed into familial lines, which dominate all aspects of the Dominion.

HoUSE ATTRIBUTES

The thirteen Pharisto houses are outlined below. Each house has an official
name that is derived from the name of the original founder; it also has a common
name that is used when referring to members of that house. The house name and
common name are used interchangeably. The Zodiac of Rulership determines
which house rules a planet during a given age of the zodiac. The most common
signs associated with the house are listed; they differ from planet to planet. The
Lineage planet of the house is named (see Locations, page 166), as is the industry
the house dominates.
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THE PHARISTO HOUSES ARE BASED ON THE 12 SIGNS OF THE ASTROLOGICAL
ZODIAC (AND ALSO INCLUDE OPHIUCHUS). THE PERSONALITY OF EACH HOUSE IS
DIRECTLY DERIVED FROM THE “PERSONALITY” OF EACH SIGN.

Housk AspPecTs

Each house has a number of Aspects associated with it. These Aspects are
representative of the majority of scions who trace their lineage to that house. They
are by no means representative of all members. How you use these Aspects is up to
you. Some possible uses
might be to make them
'available to a Pharisto
on their own planet, or
“+ where their house has a
lot of influence. Another
might be to use them
when you need an NPC
or a Situation Aspect
for an encounter. They
can be easily used for
members of a house, in §
a pinch.
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House Vai-Hei

Common Name: Valhellion
Zodiacal Signs: Warrior, Mountain, Lightning
Lineage Planet: Hyperborea (page 188)
Primary Industry: Weapons

Aspects:

THAT WHicH DoEs Not KL Us Maxkes Us STRONGER
‘WE ONLY FOLLOW THE STRONG
You DarRe Our WRaTH?!

The Val-Hel are a house ruled by martial prowess and pride. Valhellions respect
those who exhibit strength, ingenuity, and determination. The house is quick to
anger, does not forget slights, and holds many upon many grudges. The Valhellion
forces are often the first into battle against the enemies of the Dominion. The house
has earned the ire of the Tyrant on a number of occasions with its hotheadedness
and transgressions against the Feud By Proxy traditions. In at least two instances,
in the ancient past, the house was sternly punished, and the former house Archon
suffered the personal wrath of the Tyrant.

Valhellion-manufactured weaponry is considered the best in the Dominion.
The Val-Hel Syndicates have cornered the market on reliable and destructive
weaponry of every type. They manufacture every kind of weapon, from personal
hand-helds to voidship-mounted projectors. Many of the advances in destructive
weaponry have originated within the laboratories of the Val-Hel Syndicates.

MAJOR SYNDICATES

Aesir Systems: The Aesir Syndicate manufactures all types of personal weaponry
and armour. Aesir has a solid reputation for extremely reliable projectors and
body armour.

Mjolnir Void: The Mjolnir Syndicate develops void-based weaponry: projectors,
flack systems, torpedoes, orbital bombardment systems, etc. Mjolnir has also
developed a number of ground-to-orbit defence systems, but their focus is on
direct assault.

Ragnarok Payloads: Some of the most destructive and controlled weapon
systems available to the Dominion are the products of the Ragnarok Syndicate.
Abrogate Despoilers and Stellar Agitators were first developed by Ragnarok (see
\ Technosophy, page 134).
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House BAILAMON

Common Name: Balammun
Zodiacal Signs: Horned Beast, Square, Triangle
Lineage Planet: Thule (page 229)

©  Primary Industry: Construction
Aspects:

WE BuiLp Tto LAsT AN ETERNITY
SEEK AFTER THE BEAUTIFUL THINGS IN LIFE
AcHIEVEMENT Is EVERYTHING!

House Bal-Amon are the master builders of the Dominion. They are responsible
for the most incredible edifices, temples, palaces, and power plants; all based on
the basic principles of sacred geometry. It is the Balammun who provide clean and
natural power to all the cities, colonies, and outposts. Their resonant pyramids
and lay-vortex pylons fill the terrestrial power needs of every technologically-
advanced planet. The edifices raised by house Bal-Amon are designed to stand for
eternity; some are still standing after a hundred thousand years.

Scions of house Bal-Amon are hedonists of the highest order. They love to enjoy
the beauty they have created and the recognition it brings them. Balammun always
dress in exquisite finery embossed with the symbols of sacred geometry. They are
easily impressed by beauty and seek to surround themselves with it constantly.
Members of the lineage are in constant competition with each other on who can
raise the largest monument.

MAJOR SYNDICATES

Djed Power: Djed Power is the most prominent of the Bal-Amon Syndicates.
The Syndicate designs and constructs natural power plants based on natural
energy grids, which permeate almost every planet. It also builds structures that tap
into the natural resonance of a planet to generate power. Djed is a major supplier
of energy throughout the Dominion.

Taurus Edifice: The Taurus Edifice Syndicate constructs many of the temples
and palaces found throughout the Dominion. The Syndicate enjoys a high level of
demand for their incredible designs and constructions.

Firmament Haven: The Syndicate designs and constructs many havens which
are found orbiting planets throughout the Dominion.

—— 33—




PHARISTO HOUSES
House Os1-Ra

Common Name: Osirian
Zodiacal Signs: Twins, Intertwined Snakes, Ankh
Lineage Planet: Sothis (page 218)

Primary Industry: Biotechnosophy

Aspects:

UNCOVERING LirE's MYSTERIES
ArL WL BE HEALED
WORKING TOWARDS CHANGE

The house of Osi-Ra have always been masters of biotechnosophy. Some say they
were the very first Pharistos created by the Genesis Adepts. They were taught some of
the secrets of life by the Adepts and have continued this tradition since. The Osirians
have since cornered the biotechnosophy market in accessible longevity treatments
and technology. Syndicatemen of the Osi-Ra are commonly known as Bioviziers.

Scions of Osi-Ra are well known for their care of the injured and sick. The
Osirians have garnered a reputation as trusted healers among the other houses
to such a degree that they are perhaps the only house that is not involved in any
notable feuds—a fact no other house may lay claim to. The lineage believes that the
current Order of Things may be changed only through devotion and dedication
through peaceful and notable works. The majority of house scions believe in the
Transformist political view. This has not done much to endear the house in the
eyes of the Tyrant. In spite of this, the trust and sacrifices the house has made have
given the Osi-Ra a high level of clout and genuine respect in Pharisto society.

MAJOR SYNDICATES

Ankh Longevity: The Genesis Adepts may control the secret of creating
Revenants, but life extension has been primarily researched and developed by
Ankh. This Syndicate develops the technology and research for other Syndicates,
who provide services to Pharistos and Elevated humans.

Ptah Creations: The Ptah Syndicate is concerned with the uplift of primitive
species and the genetic manipulation of gene lines for the production of new
biological life forms. The Ptah Syndicate is also involved in the colonization of
other planets by crafting tailor-made organisms. The Syndicate competes directly
with the Genesis Adepts, but many consider Ptah’s work inferior, yet cheaper.
| Ashvin Salubrity: This Syndicate is primarily concerned with providing
¥\ healing and care to the humans of the Dominion. The Syndicate maintains a number
‘ of hospices and care centres for those who need it. You can find Ashvin Salubrity
\\ throughout the Dominated Planets, providing healing services to any who seeKk it.




PHARISTO HOUSES

Housk X1-Ax

Common Name: Xianxi
Zodiacal Signs: Clawed Beast, Eye, Trinity of Stars
Lineage Planet: Takamagahara (page 223)
Primary Industry: Espionage

Aspects:

AN EYE For AN EYE
No Secrer Is TrurLy HIDDEN
HoNOoUR AND LoyALTY

House Xi-An has a reputation for being extremely dangerous, yet extremely
trustworthy. The Xianxi are master spies, and their information networks know
no bounds. It is said that if there is something to be found out, the Xianxi already
know it. The house acts as an information broker for all other houses. House Xi-An
has a trusted reputation for keeping secrets and upholding any contract to the
letter. The other houses use the Xianxi to spy on their rivals, knowing at the same
time that the Xianxi are also spying on them.

To cross the Xianxi is to invite terrible retribution. House Xi-An regards honour
as the highest virtue. Should another house cross them, the Xianxi will take
elaborate revenge using the secrets they have gleamed to punish, embarrass, or
even eliminate their betrayer. The Xi-An require their contracts to be signed in
blood by both parties.

MAJOR SYNDICATES

Altai Awareness: Altai is the most respected and trusted source for acquiring
nearly impossible to obtain information. The Altai are the preeminentinformation
brokers in the Dominion. There are strong suspicions that the Syndicate is using
Degenerate telepaths in their operations.

Yama Vindication: The Yama Syndicate is in a similar business as the
Proxicutioners. Rather than merely eliminating their rivals, Pharistos hire this
Syndicate to inflict social and financial sabotage on them.

Ying Assurance: The Ying are hired when a Pharisto or Elevated has reason
to suspect that they are being targeted by their rivals. Ying Syndicatemen are
experts in counter-intelligence and security, having a reputation for taking out
Proxicutioners on a number of occasions. Ying services are very expensive and not
always guaranteed to be successful.
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Housk Toi=Teq_

Common Name: Toltequatl

Zodiacal Signs: Feline Beast, Sphinx, Head
Lineage Planet: Aztlan (page 171)
Primary Industry: Trained Warriors
Aspects:

LEap BY EXaMPLE
I Am A WEAPON
DEATH BEFORE DEFEAT!

Toltequatl govern themselves in true military fashion. House Tol-Teq isregimented and
its members are professional and disciplined. Scions of the house are constantly seeking
to improve their physical prowess and combat skills. Status and recognition within the
house may only be gained through martial prowess and conquests. The Toltequatl hold
great value in the chain of command, and acts of disobedience are punished harshly.

House Tol-Teq commands vast armies of ground forces, many of which are stationed
as a planetary defence force on almost every Dominated Planet. Tol-Teq-trained warriors
are considered the best and most disciplined throughout the Dominion. Tol-Teq forces
often supplement the Dominion fleet and provide support on the ground for assaults.
Toltequatl commanders are sought after as leaders of house armies.

MAJOR SYNDICATES

Tzompantli Mercenaries: The Tzompantli Syndicate are mercenaries for hire,
who work for the highest bidder. The Syndicate is not particularly picky on who
hires them or for what purpose; they’re willing to perform any job for the right
price. The Tzompantli mercenaries are known for savage traditions like collecting
skulls and sacrificing their captured enemies. The Tzompantli have a reputation
as the most brutal mercenaries in the Dominion.

Aegis Command: This Syndicate operates military training schools for future
battle commanders and warriors alike. The schools teach tactics for every situation
encountered in the field. Aegis training is a status symbol among the military of
the Dominion. Those who pass the training are awarded with a tattoo on the back
of their hand that signifies their special training,.

Azuzul Wartech: Azuzul Wartech manufactures personal weaponry and
armour. Though the Syndicate produces projector weaponry, it is considered
inferior to that produced by Aesir Systems. The Azuzul Syndicate is known for
the best close-combat weaponry available. Their armours are well-made and have
‘ a good reputation for keeping a soldier alive in the thick of battle. The Syndicate
\\ also produces ground combat and water-borne vehicles.
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House MAR-DuUK

Common Name: Mardukutu
Zodiacal Signs: Virgin, Seed, Tree
Lineage Planet: Agartha (page 168)
Primary Industry: Terraforming
Aspects:

BuiLpiInG BETTER WORLDs
PErRrFECTION Is THE ULTIMATE ACHIEVEMENT
ALL Is DONE IN SERVICE

The Mar-Duk are truly gods, capable of altering the environment of entire planets
to their whim. The Mardukutu are masters of environmental manipulation through
weather, atmosphere, and other planetary engineering sciences. The undertakings
of House Mar-Duk take centuries and millennia to come to fruition, but patience
is one of the virtues of this lineage. The Dominion depends on the expertise of the
house in the colonization of newly discovered planets. The Mardukutu are able to
transform a barely habitable planet into a veritable garden.

The Mardukutu are meticulous scientists who take great care to achieve the
successful terraforming of a planet. Among house scions, attention to detail and
perfection down to the smallest detail are praised and respected, above all else.
The Mar-Duk have completely dedicated themselves to the mastery of planetary
engineering. This drive for perfection has made them somewhat blind and ignorant
of the aspirations of the other houses. House Mar-Duk is not known for its strength
and prowess in the political arena. This is because scions of the house tend to be
located in remote regions of the Dominion, engineering weather systems of entire
planets yet to be colonized, rather than in the halls of politics and intrigue.

MAJIOR SYNDICXTES

Ashur Terraforming: The Ashur Syndicate has been involved in the
terraforming of almost every developed planet. They use natural processes to
release certain trace gasses into the atmosphere in order to produce the desired
climate, constructing gigantic atmospheric processors that rival the size of
arcoziggurats.

Gia Geoengineering: Whenever whole landmasses must be reshaped during
the terraforming process, the Gi Syndicate is involved. The Syndicate uses massive,
autonomous drills and detonations deep inside the planet’s deep crust to achieve
spectacular results. It is said that the Gi Syndicate can move mountains—because
they can. Other methods used by the Syndicate include comet seeding and staged g




PHARISTO HOUSES

#F asteroid impacts in order to flood and alter vast swaths of a planet.
Ao Atmospherics: The Ao Syndicate concerns itself with the manufacture,

permanently or temporarily alter the climate of a planet.

Housk E1o-Hm

Common Name: Elohist

Zodiacal Signs: Scales, Markabah, Omega
Lineage Planet: Unknown

Primary Industry: Security

Aspects:

ToGETHER WE STAND
War Has No WINNERS
JUSTICE AND INTEGRITY

House Elo-Him is best known for its levelheadedness and impartiality. No other
house is trusted enough to arbitrate the disputes and grievances of the Pharisto
lineages. House Elo-Him does not involve itself in the schemes and politicking
of the Dominion; it maintains its true neutrality in order to resolve disputes and
provide stability to the shaky relationships between the houses. The house is very
serious and careful about maintaining a truly neutral stance; it avoids political
entanglements that might make it appear biased, at all costs. Many of the other
houses hire the Elohist to protect their assets and to guard their holdings.

Scions of the Elo-Him are great listeners and speakers. They have a reputation
for fairness and diplomacy. All members are conditioned from an early age to
abhor conflict and bloodshed. They are taught how to bring about non-violent
resolutions to conflicts. However, the Elo-Him are also well taught in self-defence
and non-lethal combat techniques. The house Syndicates are also well-equipped
and trained in the use of deadly force should the need arise.

The house dedicated to security also possesses the most secure lineage planet.
No one outside the house knows the location of the Elo-Him lineage planet or
even its name, though it is commonly believed that the house’s lineage planet is a
haven hidden within the deep void.

MAIOR SYNDICXTES
Seraph Security: The Seraph Syndicate provides dependable and effective
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Baalat Counsellors: Baalat Counsellors are involved in mediating disputes w\i_‘
and contractual disagreements. They are often called in to review evidence and to S
proceed over trials in the courts of the Dominion. &

Zephon Seekers: Zephon Seekers are experts at tracking down and bringing in
criminals and others wanted for specific reasons. The Zephon Syndicate are the
preeminent bounty hunters of the Dominion.

‘A& Housk Ka-CHIN

A
| Q@S"fl Common Name: Kachina

A5
VoY
%’:S‘@ T > ZobpIACAL SIGNs: Chitinous Beast, Golden Sun, Rod
. \S%rs Lineage Planet: Delyahey (page 177)
-

e
3\

S
. Primary Industry: Resource Extraction
v Aspects:

ONLY THE TRUTH MATTERS
DEsTINY Is WHAT You MAKE IT
Stoic AND PrROUD

Without House Ka-Chin, the Dominion would not have the materials and resources
that enable it to thrive. The Kachinas operate every major resource extraction operation
within the Dominion. Their operations are based on every resource-giving planet, on
many planetoids, and even within the black void of space where they mine asteroids for
rare riches. The house has developed and refined the technologies required to extract
resources on a magnificent scale. Operations range from primitive, claustrophobic mines,
to massive open quarries and gigantic operations that carve planetoids into pieces.

The scions of House Ka-Chin are driven, industrious individuals who are only
concerned with the truth. They distrust ambiguity and double-speak, preferring to see
the world as black and white; to the Kachinas, there are no shades of grey. Lying to a
Kachina is the surest way to make an enemy. Their contracts are always fair and never
broken.

MAJOR SYNDICATES

Tiamat Extraction: Tiamatisthe largest and most prosperous resource extraction
Syndicate in the Dominion. The Syndicate is in possession of technologies that
are able to carve a moon in half and reduce a planetoid into rubble. In addition to
extraction, Tiamat also constructs mining machinery and equipment.

Kiva Shipping: The Kiva Syndicate is a vast shipping network of freighters and
shuttles which ferries extracted resources to processing centres and construction sites.
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House Asu-Ra

Common Name: Asuran

Zodiacal Signs: Archer, Arrow, Boat
Lineage Planet: Rahu (page 204)
Primary Industry: Shipyards
Aspects:

To Dare Is To LIve
FOREVER EXPLORING
THE TruTH LIES BEYOND

House Asu-Ra is responsible for eight out of ten voidships constructed within
the Dominion. The Asurans are not only master voidship designers and builders;
they are also obsessed explorers. The scions of this lineage measure their status by
the discoveries they have made. All Asurans are driven to explore the vast void of
the Dominion and beyond, seeking new discoveries to which they may attach their
name. Unless exploring, scions of House Asu-Ra feel trapped and confined. They
prefer the vast openness of the void and the secrets it hides within its endless gulfs.
Asurans most often become voidship captains, and many join Watcher crews as
commanders and pilots.

Asurans are always willing to share their explorations with others. They are
generous and just, though easily distracted by the next thing to see and experience.
They have a strong love of gambling, not only with games of chance, but of skill as
well. An Asu-Ra scion is always fond of a puzzle or contest of the mind. They are
curious by nature and will seek out new things, especially those which no one has
experienced before.

MAJOR SYNDICATES

Rama Shipyards: The Rama Syndicate operates the majority of shipyards
throughout the Dominion. They have the primary construction contracts for the
development of voidships for the Dominion fleet.

Varja Projectors: Varja develops and builds void-based projector weaponry.
They are in heavy competition with the Valhellion Syndicates, and their products
have an excellent reputation for reliability.

Ushas Exploration: The Ushas Syndicate is one of explorers and scouts, seeking
new planets and resources across the whole of the void. The Ushas employ many
| former Watchers who could not continue their service, but who could not give up
b\ their thirst for exploration.
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House NaA-CAr_

Common Name: Naacal
Zodiacal Signs: Reptilian Beast, Fruit, Root
Lineage Planet: Lemuria (page 194)
Primary Industry: Land Farming
Aspects:

GROUNDED BUT DETERMINED
BREADBASKET OF THE DOMINION
THE JoB Is NEVER DONE

House Na-Cal is the primary provider of foodstuffs throughout the Dominion.
The Naacal work the land, producing vast crops of foodstuffs. Human hands
do the majority of the work, as the Naacal do not trust machines, and see them
as a detriment to the development of a productive society. The Naacal employ
the largest numbers of human labourers to work the vast crop fields across the
Dominated Planets. Every planet capable of producing food has a Na-Cal influence.

The Naacal themselves are ambitious and hard working. They believe in
straightforwardness and prefer to get to the bottom of things as soon as possible.
The house is actively involved in politics and uses the dependence on their
foodstuffs as a political lever against their opponents.

MAJOR SYNDICATES

Tlaloc Agriculture: The Tlaloc Syndicate is the largest single producer of
foodstuffs in the Dominion. The Syndicate operates the majority of harvesting
operations across the Dominated Planets.

Dumuzi Hyperponics: The Dumuzi specialize in food production off-planet
and in hostile environments. This Syndicate constructs and operates self-
sustaining facilities, usually enclosed within a haven or dome, and located on a
planetoid, asteroid, or in orbit.

Ambrosia Delight: Ambrosia nurtures and produces some of the finest
delicacies found in the Dominion. They have cornered the market on rare treats
and luxury foods. The Syndicate also holds the secret to the Everapple, a rare
and expensive fruit, which improves longevity and virility; a cheap and inferior
substitute for the Shautao Peach (see page 197).
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House Ax-1a

Common Name: Atlantean
Zodiacal Signs: Pitcher, Vase, Cross
Lineage Planet: Atlantis (page 170)
Primary Industry: Technology
Aspects:

WE Rise TOGETHER!
Prove Us WRroONG
TECHNOLOGY BRINGS A BETTER FUTURE

The At-Lan are a powerful and wealthy house, which produces the majority
of technology found in the Dominion. The Atlanteans push the boundaries of
technological progress, ever inventing new devices. It was Theors of house At-
Lan who first developed the Artilects. This was their greatest triumph and their
ultimate failure. Since then, the house has taken strict measures to ensure that
technology remains firmly under control.

The Atlanteans are very progressive and visionary in their thinking. Many accuse
the house of Elevationist views and cite the uncontrolled initiation of Elevated
into the ranks of those who possess great technosophic knowledge. The Atlanteans
deny this, citing the constant shortage of those with the required skills and the
constant need for them throughout the Dominion. Regardless of the accusations,
the house is extremely well connected due to the high demand for their products.
Dealing with a scion of house At-Lan can be difficult; they are some of the greatest
minds in the Dominion, but tend to be eccentric.

MAJOR SYNDICATES

Atlas Apparatus: The Atlas Syndicate is the largest manufacturer of a variety of
every-day technosophic apparatus that meet the needs of its clients. The Syndicate
employs many Theors and has a strong relationship with the Transmuters.

Prometheus Analogues: Prometheus is at the cutting edge of analogue
creation and mindframe research (see Technosophy, page 117). The Syndicate is
also involved in the exploration and investigation of dark mindframes.

AXkashic Psitronics: The Akashic Syndicate has a dark reputation as the
harvesters of living brains for transplantation and augmentation into psitronic
devices. Akashic Theors were the first to develop the Psitronic Intelligences that
put the Dominion on a closer footing with the Artilects. Akashic Drudges (see
2 Technosophy, page 116) are considered to be the most reliable and durable.

——— 42 ————




PHARISTO HOUSES
House Ex-Kg

Common Name: Enkidu
Zodiacal Signs: Fish, Wave, Knot
Lineage Planet: Nibiru (page 200)
Primary Industry: Sea Farming
Aspects:

EasiLy INSPIRED, EASILY ANGERED
THE UNIVERSE SPEAKS, IF You LiSTEN
Our Bounty NOURISHES THE DOMINION

House En-Ki operates the majority of sea farming operations in the Dominion.
The Enkidu are found wherever there are vast bodies of water capable of sustaining
vegetable and animal life. House operations are located on coastal areas and on
giant artificial islands that float in open waters.

Enkidu like to keep to themselves, preferring the calm of the waters they harvest
to the bustle and crowds of the cities. They are dreamers and knowledge seekers
who collect objects of lore and historical value. Many are also accomplished Pattern
delvers who spend much of their time within the virtual realms, where they feel
more comfortable than the real world. The libraries, art works, and museums of
the En-Ki are famous throughout Pharisto society.

MAJOR SYNDICATES

Ea Harvesting: The Ea Syndicate is a major sea farm operator on planets which
support sea-life.

Apsu Conveyance: Apsu is the primary producer of waterborne craft and
submersibles. They produce both private and commercial craft.

Erlang Delving: The Erlang Syndicate is heavily involved in Pattern Delving
and has a close relationship with many Solons. There are those who believe that
the Solons are this Syndicate’s true masters. They’re one of the few Syndicates
outside the specialized Theor sects who develop analogue intelligences for military
application.
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Housk Qu-Quxii_

Common Name: Quetzalcoatl
Zodiacal Signs: Feathered Serpent, Bird, Star
Lineage Planet: Mu (page 197)

Primary Industry: Colonization

Aspects:

KNowLEDGE Is POwER
‘WE ARrcHITECT CIVILIZATION
FLAMBOYANT VISIONARIES

House Qu-Quatl are the first to set foot on new planets and establish new
colonies for the Dominion. Quetzalcoatl choose ideal locations for settlements,
make first contact with natives, administer, and train the early Jejune workers;
and ultimately build the civilization of a planet from the ground up. Qu-Quatl
scions spend decades to hundreds of years on a planet, laying the foundation for
the establishment of productive and profitable resource extraction operations.

The Quetzalcoatl are themselves seekers of knowledge. They take the time to
learn about the place they are colonizing and to record the customs and beliefs
of any sentient natives they may encounter, before that culture is completely
subsumed into the cogs of the Dominion. The Qu-Quatl are visionaries who strive
to keep as much of the old customs as possible, seeking to maintain a civilization
based on old beliefs, while incorporating the Tyrant Sun mythology. The goals of
house Qu-Quatl are often questioned, as the house seeks to become the divinities
of newly discovered and created species before any of the other houses. The
Quetzalcoatl establish a strong relationship with their subjects in order to further
their own ends. This gives them leverage on planets with large native and Jejune
populations, a situation the other houses find troublesome. Quetzalcoatl take great
pleasure in being worshipped as the foremost divinities by primitive cultures.

MAJOR SYNDICATES

Sabik Indoctrination: The Sabik Syndicate is heavily involved in first contact
and indoctrination of newly discovered cultures, as well as newly bred Jejune
species. The Syndicates lays the spiritual and supernatural groundwork in order
to control and manipulate a species towards the goals of the Dominion. The
Syndicate has developed an apparatus that can forcibly condition a subject into
whatever belief system is desired. The apparatus has proven to be quite effective,
though time-consuming to operate.
Asclepms Catholicon: Ascleplus is a Syndicate that develops medlcmes and




PHARISTO HOUSES

are regarded as natural healers who eschew the manufactured and less natural '»
practices of the Osi-Ra Bioviziers, and the Genesis Adepts. ,
Almagest Monument: The Almagest Syndicate constructs early worship §

centres that amalgamate the beliefs of the locals and those of the Dominion. They
also erect some of the first constructions on a newly colonized planet.
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CHAPTER FOUR_
THEASSEMBIAGE
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The Tyrantine Dominion is composed of an assemblage of peoples, societies,
and aliens. Each has played a role in shaping the Dominion and continues to do
so today. The following are the major players, though there are many smaller
and less prominent members of the assemblage.

Humanary

The Dominated Planets host a staggering variety of humans; the various
genomes originated from a common human genetic line whose origins are
now lost to history. Some vary in subtle ways, while others have diverged so
much that they barely resemble their cousins. Interbreeding is uncommon,
but possible between the various genetic lines. The Genesis Adepts have also
manipulated humanity to enhance certain attributes over others. Regardless of
lineage, all are considered part of humanity at large.

Humans

A human is someone of the base genetic stock, the most common within the
Dominion. Humanity has existed for longer than recorded history, and their origins
are lost to antiquity. Humans are the subjects of the Dominion and represent a
mélange of physical attributes and genetic lines which vary from planet to planet.

Humans tend to wear functional clothing tailored to the climate of the planet
they live on. Robes and cloaks made from natural fabrics are common, as are a
variety of hats and turbans. On more developed planets, humans might wear
clothing made from synthetic materials instead.

THe EIEVATED

Some humans enjoy an elevated status within the regime and are granted
additional privileges and comforts. These elevated are chosen for their
intelligence and devotion to their Deipotent masters. An Elevated’s conditioning
begins at birth and continues throughout their lives. All are completely devoted
and loyal to their masters. Elevated status is hereditary and carries with it
significant status within human society. Elevated are tattooed on the face and
body; the tattoos indicate which house the elevated serves as well as the social
status of their master. The elevated are permitted to administer the House’s
Syndicates and occupy positions of power over humanity. Newly chosen humans
are raised to Elevated status through the Ritual of Elevation.
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DEIPOTENTS
y  Deipotents are those who have been gifted with the genetic right to rule over
| f humanity. They are the product of millennia of breeding and genetic manipulation

that resulted in traits superior to those of ordinary humans. Deipotents are gifted
with increased intellectual capacity, a stronger moral compass, and advanced
logical reasoning—traits that make them natural leaders. Physically, Deipotents
differ dramatically from humanity, and it is impossible to mistake one for
a normal human. Thanks to the conditioning carried out by the Body Of The
Tyrant, humans view the Deipotents as gods in the flesh. Deipotents interact with
humanity through their Elevated proxies.

GENESTS ADEPTS

The Genesis Adepts are an ancient order
of bioengineers. The history of the Adepts
is closely tied to that of the Tyrantine
Dominion itself. The first Tyrant,
Aristonymus, established them to breed a
genetic stock of rulers for his empire. This
the Genesis Adepts achieved and much
more. The Genesis Adepts turned their
genetic arts upon themselves, creating a
new species—if such a simple term could
be applied to what the Adepts ultimately
/) became.

The Adepts constantly tweak their genetic
code and splice their genes with those of
other species. Most have skin that is light
grey, slightly transparent, with a scaly
texture. Adepts possess large black, almond-
shaped eyes and enlarged craniums, though
not to the same extent as the Theors. Some
have gone as far as completely redesigning
their physiology, merging genetic traits
from multiple species at once. It is a
commonly held belief that the Genesis
Adepts are no longer human. In order to
keep their bizarre modifications hidden,
Adepts wear environmentally-sealed robes
and speak through mechanical voice boxes,
giving their voices a buzzing, machine-like
pitch.
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There is universal mistrust of the Genesis Adepts due to an ancient suspicion g :‘
that they are secretly manipulating others for their own purposes. Their genetic 4
manipulation of themselves and others, the secrets of revenant regeneration, ‘
cloning, chimeras, and immortality have made them social pariahs within the
Tyrant's court. Many find it difficult to trust those who can create life, manipulate
it, and also destroy it with manufactured toxins and biogenic agents. Such
knowledge makes others jealous and uncomfortable.

The Genesis Adepts do little to alleviate this mistrust, hiding behind their
environmentally-sealed robes and secreting themselves within their enclaves.
The Adepts do not participate openly in the halls of power; rather they prefer
to make deals from the shadows, away from prying eyes and ears. The Genesis
Adepts maintain a near monopoly on the science of genetics and biology. They
use their services as a lever against those who might attempt to outmanoeuvre
them. All Pharisto houses require the services of the Adepts. These services
include maintaining the Serumentiums (devices that regenerate tissue), adjusting
skin pigments for Pharisto fashion, and resurrecting prominent house members
and valued servants as Revenants.

Traditionally, the Genesis Adept enclaves have always been loyal to the Tyrant,
but the nature of this loyalty is a matter of great speculation. Some postulate
that the Tyrant has conditioned the predecessors of the Genesis Adepts, and this
conditioning has propagated and strengthened over millennia. Others whisper
that it is the Adepts who are truly in control of the Dominion, with the true Tyrant
long ago supplanted by one of their own creation. Whatever the truth, the Genesis
Adepts’ secrets are inscrutable to others.

The Genesis Adepts are based on E-Din and have enclaves established on every
major planet of the Dominion. Only those with great amounts of wealth and
political clout are able to solicit services from the Adepts. When it suits their
plans, the Genesis Adepts offer their services in return for favours or credit. In this
way, the Adepts have garnered considerable power. No Deipotent would admit it,
but the majority owe the Adepts something.

Adepts are grown, not born; they are themselves a product of the Genesis Tanks.
All Adepts are cloned copies of the ancestral Adepts who founded the sect. Once
revenant regeneration was discovered, the Adept Masters quickly adopted the
technique. In fact, the Masters are all Revenants. The clone becomes a pupil of
its progenitor, until such time as the pupil begins to recover some of their former
memories. Adept Masters are always surrounded by their progeny in training. The
Genesis Adepts’ special status exempts them from the Tyrant’s ban on cloning of
the living.

The Adepts do not believe in the chaos and randomness of natural evolution. el
They have mastered the secrets of life and death, giving them the ability to (¥
subvert the workings of nature. The Genesis Adepts choose to deliberately evolve »
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The Genesis Adepts have developed many bio-technologies that have become
ubiquitous. Healing and rejuvenation technologies are widely used by Deipotents.
Enhancements that can be implanted into the body are rare and expensive;
they are favoured for their ability to be undetectable by scanners, and to meld
seamlessly into the body. Most common products are the Igigi: specialized living
beings created on consignment, such as Dominars, Chimeras, and Mirror Men.
However, many do not trust the creations of the Adepts for fear that the Adepts
have implanted kill switches, or worse, are able to turn them against the user.

A number of times in the past other Theor sects and foolhardy Pharisto houses
have attempted to steal the secrets of the Adepts. Each time the attempt failed
miserably, with severe consequences for the perpetrator in the form of embargoes
and sanctions. The secrecy of the sect runs deep, to the point that their trade
secrets are written into the Adept's genetic code, thus making it impossible to
decipher, except by another Adept. Each Adept is genetically and psychologically
conditioned to keep the secrets of the Adepts at all costs. An Adept is able to
completely control their body, even to the point of stopping the heart or inducing
a fatal aneurysm. Adepts keep genetic samples in multiple locations to ensure
their continuity should their current incarnation be killed.

WHENEVER POSSIBLE, THE GENESIS ADEPTS WILL ATTEMPT TO RECOVER THE
DEAD BODY OF THEIR COMRADE, TO HARVEST THE LAST GENETIC CODE IMPRINT

OF THE BODY FOR THE REVENANT RESURRECTION PROCESS.

PHARISTOS

A Pharisto is a genetically-enhanced human. In antiquity, Aristonymus—the
First Tyrant—tasked the Genesis Adepts to modify the genes of his favoured
servants, and this gave birth to thirteen genetic lines. These genetic lineages
have become the ruling elite of the Dominated Planets. Each lineage has come to
dominate one of the major industries of the Dominion, and together they ensure
that the Dominion endures.

Pharistos are taller and slimmer than humans, standing between 2 and 2.4

P metres (6.5 to 8 feet) tall, with no body hair at all. They dye their skin in varied
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life extension technology. More than double that with
the best life extension technology available. Their
enhanced genetics also make them resistant to sickness
and disease.

ThePharistos are the ruling nobility ofthe Dominion.
They have carefully manipulated the culture of the
Dominion in the belief that their right to rule is divine.
Believed to be gods, the Pharistos have secured their
position as rulers over their human subjects. Those
they rule believe them to be the Host Of The Tyrant Sun.

Due to their extended life spans, the Pharistos have
developed many venerable traditions and social rules.
They interact in a ritual fashion and have a different
concept of time than the short-lived humans they
rule. The Pharistos are conditioned to their own
social culture from the time they are born, and this
conditioning deeply ingrained within their psyche.
They see themselves as vastly superior to common
humans and must conduct themselves as divine
beings. By the time a Pharisto has reached young
adulthood at the age of 30, their conditioning in the
Pharisto traditions is complete. The conditioning is
such that going against tradition is anathema for the
Pharistos, and is known to cause great mental and

physical distress.
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Ih ARISTO TRADITIONS ARE SACROSANCT; VIOLATING THEM CAUSES DISTRESS I"
[§))  DUETO THE SOCIETAL CONDITIONING PHARISTOS RECEIVE—THE GUILT OF SUCH =J|

A) ACTIONS EATS AWAY AT THE PHARISTO. WHENEVER TAKING ACTIONS THAT ARE
g COUNTER TO PHARISTO CONDITIONING, THE PHARISTO MUST DEFEND AGAINST A
fan

L; ‘ MENTAL ATTACK USING WILL, AGAINST A PASSIVE OPPOSITION OF MEDIOCRE (+0)

R TO GREAT (+4), DEPENDING ON THE TRANSGRESSION. BEHAVIOUR UNBECOMING }E]
L? A PHARISTO HAS A PASSIVE OPPOSITION OF MEDIOCRE (+0), FARR (+2) FOR L§
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YOUR PLAY STYLE, THE RESULTING MENTAL STRESS COULD GO TO THE STRESS
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After the Artilect Rebellion, the Tyrant Xenophon ordered the Genesis Adepts
to create a new line of Deipotents whose intellects could replace the now forbidden
artificial minds. The Genesis Adepts manipulated a number of Pharisto lineages to
produce offspring with vastly increased cognitive abilities, who came to be known
as Theors. Over millennia the Theors were improved and refined on the planet
Crux, which later became a centre for scientific advancement in the Dominion.

Physically, Theors are similar to the Pharistos their genetic line sprang from,
but their craniums are longer and more conical. Like Pharistos, Theors are devoid
of all body hair. Psychologically, Theors differ greatly from Pharistos, though;
whereas Pharistos are conniving, materialistic,and power-obsessed, Theors are only
concerned with the pursuit of knowledge and science. They tend to appear absent-
minded and socially awkward due to the speed at which their minds function;
everyone else is considered mentally slow by Theors. Theors have little concern
for temporal power or the accumulation of wealth. They see such aspirations as
petty and counter-productive to the pursuit of knowledge and science.

Theors are the scientists, intellectuals, and inventors of the Dominion. Much of
the technology in use has been invented and created by Theor minds and hands.
Theors are found in a variety of other roles befitting their increased mental
abilities, from advisers, administrators, and analysts, to strategists, voidship
captains, and even assassins for the Pharisto houses and their Syndicates. Their
intellects allow them to excel at whatever fields and skills they choose to master.

The raw processing power of a Theor's brain is able to achieve feats of logic
equivalent to an analogue logic-processing engine. Through a meditative fugue
trance, Theors are able to correlate massive amounts of disparate information
to find hidden facts and relationships hidden within. When undergoing a fugue
trance, a Theor becomes oblivious to the outside world and will remain in this state
until a solution is reached—or the Theor concludes that the problem is unsolvable
due to lack of data. This fugue state may last minutes, hours, and even days when
extremely complex problems are being solved.

FUGUE MEDITATION IS NOT WITHOUT DANGER. WHEN FACED WITH AN
UNSOLVABLE PROBLEM, IT IS POSSIBLE FOR A THEOR TO BECOME IRRECOVERABLY
LOST WITHIN THE MIND, FOREVER TRYING TO SOLVE A PROBLEM THAT HAS NO
SOLUTION—UNTIL THE BODY EVENTUALLY EXPIRES. ONLY THE MOST DISCIPLINED
THEORS ARE CAPABLE OF BREAKING OUT OF THIS VICIOUS LOOP.
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Theors have formed various sects that specialize in specific technologies and '-f‘ ' :‘
sciences. The sects have garnered considerable power within the Dominion and 4
wield impressive political clout because of the technological secrets they possess. ¢
The majority of Theor sects have a strong interest in uncovering what they call
Universal Theory: the theory of how all the forces of this universe and others
interact. A solution to the Universal Theory conundrum would enable the Theors
to construct inter-dimensional gateways, uncover the secrets of the Nihilim's
origin, and harness boundless energy. Such a discovery could propel the Dominion
to incredible heights—something the Tyrant fully supports and funds generously.

Sects range in membership from local to inter-planetary in size depending on
interest in their fields of study, the technosophy—the knowledge of technology—
they wield, and the political power they have garnered. Regardless of size, each
sect maintains one or more monasteries on planets where they have presence.
Each monastery is often removed from the main population centres and located
in a remote area where the Theors are left alone to pursue their research. Some
monasteries are located in the middle of deserts, on lone islands, on top of
mountains, and in the void of space. Those monasteries that produce technology
often have a factory and a small community of workers that lies nearby.

LEARNED OF CEREBEWLUM

The Learned are a sect of Theors dedicated to preservation of traditions and
knowledge throughout the Dominion. They hold the belief that no information
should ever be lost, under any circumstances. The Great Archive of Cerebellum is
the single largest repository of ancient lore and scientific knowledge. The Learned
are dedicated to the recovery and preservation of important information for
future generations. Every decree made by the Tyrant is meticulously recorded
here, every event of note detailed, and every strange event documented.

The Learned maintain archives on all major planets of the Dominion. These in
turn funnel information back to the Great Archive of Cerebellum. Many acolytes
of the Learned are sent out into the Dominion to record events and history, and
to eventually bring back their journals to the archives for storage. They also act as
scribes and officiants over the traditions and laws of the Dominion.

The information gathered is stored both in physical and digital form. Physical
data recordings can be everything from primitive paper to memeticrystal,
precious dustsheets, or other more obscure data-recording media. Information is
also stored electronically within the vast mindframes of the Great Archive. With
so much knowledge contained in one place, it is impossible for it all to be indexed
and cross-referenced. This combined with the passage of time has led to corrupted
indexes and memory within the archives. It is said that the Great Archive contains
as much lost knowledge within its deep data vaults as it does of accessible data.
All Learned have a Pattern Transducer nodule implanted that permits a
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‘ ;f Learned. The archive's Pattern is guarded by Solons who were once Learned, and
¥ whose minds were uploaded into the archive; they do not take kindly to trespassers
and invaders.

The Learned of Cerebellum are in possession of one of the last few surviving
Pneuma Transmogrifiers: apparatus developed by the Artilects for the purposes
of uploading living minds into the Pattern. Many of the Pneuma Transmogrifiers
no longer function perfectly, and the resulting uploads are often corrupted and
incomplete. Consequently, the Great Archive is full of the partially-corrupted
digital ghosts of generations of Learned who have passed before.

All Learned are required to return to the Great Archive for upload before their
natural death. A long ceremony follows, which ends with the physical death of the
Learned and the upload of their mind into the Pattern of the Great Archive. The
bodies of those who die unexpectedly are collected by the Learned and returned
to Cerebellum where their minds are scanned using a T-Rake: a memory-trawling
apparatus; the recovered information is then uploaded into the archive.

CRYPTOMINDS OF SPHYNX

Long ago a sect of Theors chose to eschew their physical bodies in order to
achieve the highest levels of fugue meditation. They chose to deliberately undergo
the process of Execration and transferred their still-living minds into Mind
Boxes. They shed their senses, their physical needs, and the desires of the flesh.
Entombed within their Mind Boxes, with all inputs disconnected, these Theors
were free to contemplate the universe and its deepest mysteries in peace. The
entire sect retired to the planet Sphynx, a desolate world of sun-blasted deserts
and high rocky outcroppings. Drudge servitors built massive towers to house their
contemplative masters upon these outcroppings. The Drudges’ ability to speak
was removed, earning them the name: the Silent Servitors. In perpetual silence,
they serve their masters: the Cryptominds of Sphynx.

The vast intellects of the Cryptominds surpass anything the Dominion has been
able to achieve since. The disembodied intelligences are considered near equal
to the Artilects. After millennia of contemplation, the Cryptominds evolved
incredible preternatural abilities from their prolonged suspension in monoatomic
gold gas. Their analytical abilities have reached such heights that their projections
border on prophesy. This has caused many to believe that the Cryptominds
are prescient. For this reason, many pilgrimage to Sphynx in order to receive
the wisdom of the Cryptominds. Even the Tyrant has personally requested the
advice from the Cryptominds on numerous occasions. He has extended offers for
members of the sect to relocate to Baroque as advisers. So far, the Cryptominds
have unilaterally rejected the Tyrant's offers. This makes the Tyrant seethe, but
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he respects the Cryptominds and has not yet taken action for their impertinence. ;\;\S\;\

In addition to rejecting the physical world, the Cryptominds have also obliterated (B
their identities. They no longer use names or identifiers for themselves—they 5 ‘
simply exist as nameless entities. The title of Cryptex is the only identifier the >
Cryptominds accept when being addressed. How the minds identify each other
when conducting their once-per-millennium convocation is not known, as no
outsiders are ever permitted to witness such a gathering. The convocation occurs
within the Pattern of Sphynx, which is maintained by their Silent Servitors, and
rumoured to be guarded by Solons. This is the only time when the Cryptominds
communicate with other members of their sect.

The disembodied intellects do not take kindly to having their contemplation
interrupted by those seeking audience. The Cryptominds have very little interest
in the physical world and prefer to be left alone to their inner journeys. Those
seeking advice must provide adequate payment in return for the wisdom they
seek. Preferred payment is a gift of living minds for the ranks of Silent Servitors,
to replace those who aged, died, or were damaged. Gold is also acceptable payment;
the Silent Servitors distil the gold into monoatomic gas that is continuously
pumped into the Mind Boxes of the Cryptominds.

Each Silent Servitor is a living mind transferred into a Drudge automaton.
Purged of all personality, they are slaved to the Cryptominds themselves and
compelled to obey the wishes of their masters. Some of the Silent Servitor Mind
Boxes are installed in large, mechanical bodies called the Tower Guardians:
colossal war machines who guard the lonely towers of the Cryptominds.

Soions

During the time when Artilects served the Dominion and created many
wondrous achievements in technology, a sect of Theors sought immortality.
The sect did not view Revenant immortality as pure because a new personality
emerged in the resurrected, and the old was lost. These Theors sought to maintain
their own persona indefinitely. The immortality technology the Cryptominds
developed did not appeal to these Theors either, because the mind was still prone
to accident and death. They also wished to remain active in the affairs of the
Dominion—unlike the Cryptominds.

The Theors engaged the Artilects in solving this dilemma. The solution was not
biological immortality, but digital. The process involved the transmogrification
of a living mind into a series of processes and archives that would continue to
exist indefinitely within the Pattern. The transmogrification process was fatal to
the subject's physical body, but the mind would endure forever within the Pattern.
The Theors who underwent this process became known as Solons.

The Solons are the digital gods of the Pattern. They control vast amounts of &8
processing power, and their presence is felt—rather than seen—everywhere by the g =
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& denizens of the Pattern. They are the guardians and gatekeepers of the portals;
) ever watchful for any Artilect incursion into their realms. Many who delve the
‘ [f depths of the Pattern must pay them homage, and all must pay them heed. Most
Y Solons have chosen to retreat into the dark recesses of the Pattern, where they
would not be disturbed, to continue their digital evolution in peace. Analogue
intelligences act as agents for the Solons and monitor for any potential dangers to
the realm. The Solons have little interest in what occurs in the real world, except
when the Pattern is physically threatened. They are aware of what goes on outside
their digital existence through the automated self-maintenance systems of the
mindframes, and the fact that almost all information eventually must travel
through the Pattern.

THE SOLONS ARE IN CONTROL OF VAST PROCESSING RESOURCES. THEY ARE
CAPABLE OF PENETRATING VIRTUALLY ANY SOPHISTICATED SECURITY AND

ENCRYPTION MEASURES. THERE IS LITTLE THAT HAPPENS WITHIN THEIR REALMS
THAT THEY ARE NOT AWARE OF. THEY ARE ALWAYS WATCHING, THOUGH
RARELY ACT, UNLESS THEIR REALM IS THREATENED.

PATTERN DELVERS

The Pattern is an ancient and venerable interface to the mindframes of the
post-Artilect era. The Pattern had been designed by the Artilects as a virtual
environment quite different from the real world. Since the Artilect Rebellion,
trained individuals have learned to interface with the Pattern. Many of these
individuals have had a Pattern Transducer implanted in their minds. This
cybernetic nodule permits one’s mind to enter the Pattern and affect it. Those
without this cybernetic augmentation enter the digital realm through more
primitive and slower man-machine interfaces.

Pattern Delvers are a Theor sect whose specialty is navigating this virtual
landscape and who are able to understand its complexities and hazards. They
are the only ones who can comprehend its intricacies and rules. Pattern Delvers
tend to feel removed from the physical world after spending so much time in
the virtual. They often find it difficult to relate to the problems the real world
poses. Many Delvers are reverent of the Solons—the divinities and guardians of
the Pattern—and the Solons see the Delvers as their children.

Pattern Delvers are a loose but close-knit sect who have their origins in the
Learned of Cerebellum. They tend not to gather together, preferring their privacy
and independence. Alhes tend to stick together, as the hidden dangers of the
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the Pattern are the processing cores, and the Delvers are always on the lookout for ¢

them. Processing cores are sought and traded throughout the Pattern as currency, (&

and those with the most cores hold the highest status. Each Pattern realm is so vast
that it holds many such cores yet undiscovered. Rivalry is common between lesser |
members who seek more cores and steal them from others.

‘TRANSMUTERS

The Transmuters are the creators and masters of the wondrous nano-
technological substance called Dust. Dust permits the Transmuters to alter the
physical properties of substances and to create atomic-scale clockwork machines
called Dustmites. With this technology, Transmuters have garnered a reputation
as technological magicians and purveyors of marvellous machines.

One of the greatest Transmuter discoveries is the Endless Engine: a perpetual
motion power generator that has been miniaturized to the size of a human thumb.
The engine has revolutionized technology by removing power requirements as a
limiting factor. This energy freedom has ushered in many portable technologies
that were not possible before, including hand-held projectors and personal shunt
shields.

The Transmuters are very secretive when it comes to their technologies. They
also shroud themselves in mystery, ritual, and tradition—more so than any other
sect. Initiates are chosen at a very young age and must live out the majority of
their lives in a monastic setting. Once initiates complete their training, they either
remain within the monastery to create unique machines, or they travel abroad
peddling their wondrous skills.

Transmuter monasteries can be found on virtually all Dominated Planets. These
are usually located away from civilization and are placed in inaccessible areas
where they can more easily ensure privacy, such as hard to reach mountain peaks,
underground caverns, and even isolated asteroids. Each monastery is attached
to a factory complex where the Transmuters turn out Endless Engines and other
commonly used technologies based on Dust.

Transmuters dress in long, red robes, flowing and elaborate, with a tall and
round-topped headpiece. The robes of a Transmuter are more than just fashion;
they’re wondrous creations onto themselves. The fabric is composed of Dustmatter
and can mould itself into any clothing that the Transmuter desires. Dust factories
are hidden within the robes and linked to the Transmuter through a nodule
implanted in the brain. Ports embedded within the robes permit the Dust to be
discharged at the Transmuter's will. The Transmuter is able to manipulate the
Dust created by the robe's factories and direct it with thought alone.

There are many varieties of Dust—called Essences—and each is created for a
specific application. Individual Transmuters focus on only a couple of Essences in

an attempt to master them. The more Essences a Transmuter masters, the higher & -
s




their status is within the Transmuter sect. Transmuters toil for centuries, seeking
to uncover new applications of Dust. Their researches are kept secret until the day
when they can be unveiled. This secrecy runs deep and a Transmuter will take
every precaution to keep their researches from falling into a rival’s hands.

Voip WE}\\/E&S

The Loom Drive brought unparalleled mobility to the Dominion. The Theors
who originally developed this technology monopolized it and called themselves
the Void Weavers. The sect ensures that the knowledge of how to create, maintain,
and operate the Loom Drive remain solely in control of their sect. Their monopoly
has ensured that voidships outfitted with a Loom Drive have at least one Void
Weaver as part of their crew.
! The Weavers have amassed a great deal of political power, which stems from their
3 control of Loom Drive technology. Commerce throughout the Dominion depends
% on the Weavers; without their services, near-instantaneous travel would cease.
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Weavers of the sect live extremely opulent lifestyles that rival those of Archons.

Pharistos to break their monopoly. In response, the Weavers have developed
the cogent nodule; a specialized logic augmentation that each Weaver receives
upon initiation. This logic implant allows a Weaver to process the complex
8-dimensional mathematics required to weave the fabric of space and arrive at the
desired destination. Each cogent nodule is designed to self-destruct upon brain
death or attempted Disembodiment. In this fashion, the Weavers have assured
their secrets of weaving conduits remain firmly within their purview. Loom Drive
construction is carried out aboard high-security orbital shipyards and facilities
by a specially-conditioned workforce that is incapable of revealing the Weaver’s
trade secrets.

The Void Weavers maintain the communication and transportation
infrastructure of the Dominion. Their immense Arkships ferry cargo, voidships,
and passengers between planets in a matter of minutes. Without the Arkship
network, commerce and industry would be impeded by the vast distances between
the Dominated Planets, and would rely entirely on Lightracer vessels that take
days to weeks to traverse the same distances. The Dominion has come to depend
heavily on quick, secure transport of goods and military forces to where they are
needed.

THe REGIME

The Tyrant's regime is composed of a number of organizations and individuals
who hold preeminent status and great influence. These groups are staunchly loyal
to the Tyrant and are his primary tools for the enforcement of the Order Of Things.

AMARENTHTNE

The Amarenthine—the Undying, as they are commonly known—are a select
few who have earned the Tyrant's favour and have proven themselves completely
devoted to him. These individuals are granted the gift of immortality as a reward
for their service and devotion. The Amarenthine serve as advisers and special
envoys for the Tyrant; some become Hereseers, and others embrace a monastic
lifestyle within the Body Of The Tyrant. Universally, members of the Undying
hold perpetualist views and completely believe in the Tyrant's divine right to
rule. They must undergo invasive telepathic scans in order to prove their loyalty,
conducted by the Tyrant himself. Some do not survive the procedure and have
their minds ravaged by the ordeal. Those who pass the tests become somewhat

On more than one occasion, the Weavers have uncovered secret plans by the |
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diminished and distant, preferring solitude and meditation to the company of ‘
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| spend eternity broken of mind, while others end their own lives. The Tyrant uses
them as an example of the price of weakness, and their fate is considered a cruel
punishment worse than death.

To become one of the Undying is to be personally chosen and blessed by the Tyrant
Sun. Though the Amarenthine do not hold any official position within the regime,
their immortal gift elevates them above all, except the Tyrant himself. To defy them
is to invite the wrath of the Tyrant. Many of these individuals have lived for many
millennia, and the Pharistos revere them as venerable elders. The house Archons
confer with them for advice, and the Tyrant bends ear to their counsel. As the eternal
elders, these Deipotents are conferred every respect. All Amarenthine wear bright
yellow robes of elaborate design, a symbol of illumination and eternal life.

Ultimately, some Amarenthine tire of life and choose to Face Oblivion instead.
Facing Oblivion is the choice to end one's life in a respectful and dramatic way. Some
choose to fly a voidship into a star to join with the universe and the Tyrant Sun;
others will charge the enemy with the Dominar Legions in one of the Dominion's
conflicts. Their methods are varied, but each is memorable, remembered by others,
and spoken of long after.

When Amarenthine fail the Tyrant, they are expected to Face Oblivionrather than
continue their disappointing existence. Facing Oblivion is required by tradition
when failure is so great the shame can only be erased through the ultimate self-
sacrifice. Those who refuse are considered heretics by other Deipotents and cast
out of society. The Tyrant does not address the issue publicly, but he will find ways
to be rid of the failure, one way or another.

HERESEERS

The Hereseers wield power greater than all but the Tyrant and the Amarenthine.
Their task is uncovering heresy throughout the Dominion. Hereseers are a feared
individuals; no one is safe from their scrutiny, not even other Deipotents. They
have the resources of the Dominion and the Pharisto houses to call upon should
they require them. The Tyrant issues orders to his Hereseers directly, or through
his Amarenthine emissaries.

Most Hereseers are in possession of their own ship, crew, and a squad of veteran
Dominars who accompany the Hereseer in their investigations. Some choose
to operate incognito, with a retinue of privately employed but trusted allies.
Hereseers have complete freedom of movement within the Dominion. It is rare
8 to see two or more Hereseers work together on an investigation, unless the threat
)9 is grave. They mostly work alone, in secret, and use subtlety and subterfuge to
P acquire the information they seek. Once a heresy is uncovered, the might of the
‘ ‘""'.._“ Dominion is called upon to deal with the problem overtly.




The Tyrant chooses his Hereseers carefully. Many have been in service of the
Tyrant for a long time, and all have earned his trust. They are the brightest and
most fit individuals. Many are Revenants or Amarenthine themselves, highly
skilled due to many lifetimes of practice and the wisdom of generations.

DoMiNAR 1EGIONS

The Tyrant maintains a force of 72 Dominar Legions. The Legions maintain
and control the entirety of the Tyrant's military. All ground and void forces are
subject to the rule of the Dominar Legions. The 72 Arch Dominars are the chief
military commanders of the Dominion who answer only to the Tyrant himself.
The Tyrant maintains the Dominant Guard: a personal guard of one hundred elite
Dominars, each with at least 20 years of service in the legions, who guard the
Tyrantine Fortress on Baroque.

Each Legion of 10,000 is broken down into 10 Divisions of 1,000, led by a
Predominant. Each Division is composed of 200 Forces with a squad of 5 Dominars
each. A Division is led by a Foremost, and a Force is led by a Primary. Those are
the sole titles held within the Dominar Legions. Each Dominar is an exemplar
of discipline and obedience. Dying in battle is the aspiration of every Dominar,
the fulfilment of their existence. They do not fear death, for in death they have
accomplished their purpose by giving their lives for the Tyrant, their creator.

Dominars are bred with a very short life span of only 30 years maximum. This is
by design, and to ensure that no Dominar dreams of power, or becomes a threat to /¢
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“? sending them to their deaths. After all, new Domlnars can be grown in the Genesis

Tanks of the Adepts in a matter of months.

The Dominar Legions each have a strong tradition of merit and renown. The
Dominars carry Voghr genes within their genetic makeup; this makes them
competitive and leads to rivalry between the legions. They’re a warrior culture, and
this competition can be fierce. Discipline keeps the Dominars from physical in-
fighting, and each legion tends to work independently of another. When required,
multiple legions may combine forces to face a superior foe, but such actions are
always kept to the shortest period possible. There have been instances of legion
forces engaging each other, but breaking discipline in such a fashion carries the
sentence of summary execution; the shameful termination of all involved, starting
with the Predominant. Death outside of battle is the worst fate imaginable for a
Dominar, and this keeps many inter-legion conflicts from flaring up.

With all of the military power the legions wield, they are not a political force
in any sense. Dominars are unconcerned with anything as mundane as politics.
They are direct in their approach and revile those who sneak around and speak in
double meanings. Dominars can always be counted on to tell the truth, no matter
how inappropriate or badly timed. They choose the most direct approach, often
leaning towards a violent end. To a Dominar, all problems can be solved with the
direct and appropriate application of force. Excessive force is not an expression
in the Dominar's vocabulary. Their methods are always brutal, quick, and highly
effective.

THe BODY OF THE TYRANT

Ny= . ==e= f =

" His Dominion is t he body.

5] The Tyrant Sun is the radiant mind, the Dominant Absolute who directs our destiny.
E His eyes are the Hereseers who root out heresy

Q) and the Watchers who are ever vigilant for threats.

Bl His mouth is the collective of the Pharisto houses,

the Divine Rulers who communicate His will.

it His arms are the mighty Dominar Legions,

@ a raised sword ready to smite and a shield held defiantly.

5)| His ever-beating heart is the Congregation,

A the blood in His veins.
!

His legs are the Genesis Adepts—keepers of the secret—and t he Void Weavers,
© . 2 . .

7 unifiers of His Dominion.

His Body is luminous, living, and eternal.

— The 'I}frants prayer _ -
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revenant: Nicrocreon. Some Deipotents and humans saw the immortality of the 5 ‘
Tyrant as a divine blessing. An order calling itself The Body Of The Tyrant was >
established and encouraged by the Tyrant. Soon after its founding, the order spread
like wildfire throughout the Dominated Planets. The Body quickly converted
the majority of the populace to the belief that the Tyrant was a living god, their
shepherd, saviour, and guardian. Ultimately, The Body gained a lot of influence
among the human population, much to the chagrin of the Pharisto houses who
ruled them.

The primary purpose of The Body is to perpetuate the divine belief among the
masses; the other is to act as the bureaucracy of the regime. The Rhetors of The
Body collect the Tyrant's taxes from the Pharisto houses and perform all necessary
record-keeping. They conduct a census of the Tyrant's subjects, track military
budgets, and record shipping manifests. The ranks of Rhetors are composed of
Pharistos who chose to dedicate their life to the worship of the Tyrant Sun. They
are supported by ranks of Elevated who are called Congregants.

The Body has its own hierarchy with the High Rhetor of the Congregation at
its head. She is tasked with spreading the faith and ensuring that all within the
Dominion show appropriate worship to the Tyrant. The High Rhetor is "elected”
once every age in the Zodiac of Rulership on Baroque. Tradition states that the
High Rhetor is chosen from within the ranks of The Body, but in reality the choice
is made by the Tyrant for his own ends. Many suspect this, but The Body is loath
to reveal the truth.

The Rhetors of The Body guide the flock of humanity in obedience to the Tyrant's
edicts. The Body maintains temples throughout the Dominated Planets. These
temples house the local Rhetors and provide a centre of worship for the populace.
The Body headquarters is always the planetary Heliocon, a two kilometre (1.2
mile) tall voidport and administrative centre. Worship is held every week at noon.
All citizens must attend the service, except those given divine dispensation by
The Body. Those excused are generally Deipotents and a select few Syndicatemen
who handle critical tasks such as voidport control. Despite the dispensation, many
Deipotents who are devout attend worship services anyway. Similar services are
held aboard orbital havens, and inside remote settlements in the void.

A spectacular part of the service is the Tyrant's light shining down through the
stained glass roof on the congregation. The Body utilizes various technologies
to ensure that the noon sun shines down on each place of worship. Some of the g
more common techniques involve weather manipulation, geosynchronous laser- §
emitting satellites, and weather drones that can punch a hole in the cloud cover.
In the void, focused starlight is always present through the use of highly reflective 3
mirrors.
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‘ "“»-_1 spends a lot of time together in the cramped quarters of their vessel, with no one

A COMMON SAYING AND BLESSING THROUGHOUT THE DOMINION 1S: “THE BoDY
IS LUMINOUS.” IT IS USED BOTH AS A GREETING AND A PARTING. ANOTHER
COMMON SAYING IS: “THE TYRANT REPAYS A THOUSAND FOLD.” THIS CAN BE
TAKEN AS POSITIVE OR NEGATIVE, DEPENDING ON CONTEXT.

PRECEPTS AND JUSTIKARI

On each planet, the Tyrant's law is enforced by his Precepts and Justikari. The
Precepts are the enforcers of the Tyrant's decrees. Each planet has a number of
precincts, each with its own Precept detachment. Though Pharisto houses maintain
Syndicate military forces, the Precepts maintain loyalty to the Tyrant and ensure
that the houses honour at least the letter of the Tyrant’s laws.

While the Precepts are the enforcers, the Justikari are the law keepers of the
Dominion. Each Justikari interprets and dispenses the Tyrant's justice within
their precinct. A Justikari answers to no one, except the military command of the
Dominion fleet, the Hereseers, and the Zenithralls: the chosen of the Tyrant. They
possess the authority to dispense justice and sentence the guilty. If the Precepts are
the Tyrant’s fists, the Justikari are his voice.

It is unsurprising that many Justikari abuse their power and influence by
creating their own little empires. Many have amassed a sizeable fortune through
shady dealings. Some are driven only by greed and power, and have no interest in
justice or law. There exist Justikari who are honourable, honest, and just—though
they are not common. The Pharisto houses have recognized this weakness within
the Justikari ranks and have exploited it. Some Justikari are really just pawns of
the Pharistos and Syndicates, doing their bidding and pretending to dispense
justice while working in the best interests of their secret employers. The populace
of most planets has caught onto this, and regards the Precepts and Justikari as
corrupt and ruthless. This leads many to believe that justice does not exist. Hatred
and distrust of the Tyrant and his minions grows with each passing day, thanks to
the Justikari and the Precepts.

WATCHERS

The Watchers range far and wide, traversing the void between the civilized
systems in their endless search for threats to the people of the Dominion. Watchers
are considered somewhat eccentric by common standards. Many have spent
years out in the void, exploring the unexplored, and charting the uncharted. A
. watchship has a small crew, typically between three and ten individuals. The crew
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but their shipmates for company. Many go peculiar and develop idiosyncrasies.

Long ago, the Tyrant tasked the Watchers to patrol Dominion’s borders and keep {8
a vigilant watch for enemies and dangers that might threaten its stability. Theirs ‘
is a venerable and respected duty. The Watchships are often small, but very fast
and well-armed. The crews are skilled, well-equipped to handle the dangers and
mysteries they may encounter on their patrols. They are the only eyes and ears
out in the vastness of the void, where any number of threats may lurk at any given
instant. Being a member of the Watchers brings a certain level of prestige and
respect throughout the Dominion. The Watchers tackle space pirates, villainous
aliens, and other grave threats on a regular basis. Some are scoundrels themselves,
using the reputation of their order as a tool for personal gain. One thing is certain;
they have the admiration and trust of the citizens of the Dominion.

Many stories exist—some based in fact, some purely fiction—about the colourful
Watchers and their escapades. They are a popular feature in many plays, where often
a lone hero and his loyal crew overcome great obstacles against overwhelming odds.

THe TqiGi

The various Theor sects have created a number of artificial life forms with
their miraculous sciences. The Igigi—the engineered servants—are subject to the
regime's Igigi laws: a set of laws that prohibit living tools created for a specific
purpose from having personhood within the Dominion. Their artificial nature
causes them to be treated as lesser beings, and in some cases, as property. Some
escape their servitude, or earn their freedom from more enlightened masters.

CHMERAS

Chimeras is a catch-all term for all life forms created through the gene-splicing
sciences of the Genesis Adepts. Chimeras are created by combining desirable genes
from two or more species. They come in all shapes and sizes. Some are human-like
with animal traits, while others are more animal with some human traits.

The Genesis Adepts are fond of their creations, often splicing new life forms on
a whim, but they also create many chimeras on commission: sphinxes, minotaurs,
jackal-headed warriors, and other fantastical beasts. Regardless of their traits, all
Chimeras are classified as non-citizens under the regime's Igigi laws.

Many Adepts use Chimeras as guards, servants, or assistants. The Theors use
some that have increased intellect as aides. How well the Chimera is treated by
their master varies widely, but most are treated poorly. Chimeras are genetically
conditioned to perform their primary functions, and take great pleasure when
acting in the capacity that matches the purpose of their existence.

Chimeras have no choice except to serve their masters, but some outlive their
masters to find employment and purpose elsewhere. It’s also not uncommon to ‘
find feral Chimeras that have become dangerous pests to unwary travellers on §#
many Dominion planets. ‘
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Domimmars

The Dominars are the elite shock troops of the Dominion. They are the
culmination of millennia of genetic manipulation by the Genesis Adepts. A
Dominar is not bred; it is grown in a Genesis Tank. They are a mix of Pharisto and
Voghr. An average Dominar stands 3 metres (8.2 feet) tall and is a hulking mass
of muscle and scaly, reptilian hide. They are genetically imbued with discipline
and a short lifespan; only 30 standard years. The Tyrant had ensured that his elite
warriors could never contemplate rebellion, nor reproduce.

A Dominar is an apex warrior. It is genetically engineered not only to fight with
weapons, but also to be a weapon. The scaly hide of a Dominar is thick, capable of
withstanding the blast of an energy projector weapon, or the point of a blade. Their
eyes are reptilian, cold and emotionless. Dominars are gifted with regenerative
abilities that permit them to heal much faster than a human or Voghr. Their blood
! is a viscous, black substance that hardens quickly when oxidized, so a Dominar
% will never bleed out on the battlefield. Their fingers end in sharp claws, and their
\2\ joints are studded with bony spikes capable of impaling an opponent.




A DOMINAR CAN TO USE ITS BLOOD AS STRONG GLUE WHEN NEEDED. THE BLOOD
HARDENS QUICKLY AND FORMS A SINEWY BOND. THIS CAN BECOME A PROBLEM
WHEN ONE IS DRENCHED IN DOMINAR BLOOD; A FACT THAT DOMINARS USE TO
THEIR ADVANTAGE.

Dominars are capable of long-term hibernation, shutting down the majority of
their bodily functions at the cellular level. A Dominar may sleep in this suspended
state for many years, even decades, during which they can survive environmental
effects such as extreme heat or cold, and the lack of a breathable atmosphere. A
Dominar can only be awakened from this fugue state by a powerful electrical
shock that will kick-start its biological functions.

Dominars have inherited the Voghr need for blood, preferring to drink the
blood of their enemies in lieu of food for sustenance. The Dominars never take
prisoners; they take dinner. Part of the Tyrant's tribute requires a quota of
condemned heretics from each planet. These heretics are used by the Dominars
in their training exercises, or for food in the sanguination tanks aboard each ship
of the fleet.

Dominars wear a heavy suit of iridescent armour that changes colours
depending on how the light hits it. The armour is completely sealed and has a
pair of prehensile, snake-headed energy projectors attached to the shoulders that
the Dominar can use to great effect, along with their standard issue, hand-held
projector-axe weapon.

ReMranass

Remnants were the first Dominars, created by the Artilects on order of the First
Tyrant, Aristonymus. They were created specifically to face the Nihilim threat
during the First Nihilim Invasions. At the time, the Remnants were the elite
soldiers of the Tyrantine Dominion. Despite their service, these cybernetically-
enhanced soldiers were later marked for destruction by the Tyrant Xenophon,
after his predecessor’s murder during the Artilect Rebellion. Xenophon feared
that the Artilect-created super soldiers would be subverted by their creators, and
used against the Dominion. Their kind were hunted down, but some escaped and
survived against great odds.

Remnants were originally human. Their bodies are now mostly cybernetic
with minimal living tissue. What organics remain are kept alive with forgotten

as long as their cybernetic machinery continues to function. All aspects of their @3
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/ hidden. Redundant systems and secondary organs
are designed to keep them functioning even
when most of their body has been reduced
to ruin.

Remnant appearance is freakish;

a melding of flesh and machine in a
grotesque caricature that resembles
humanity. Tubes run from their
whining machinery and disappear
into the pale, scarred flesh. Wherever
they go, their very presence unnerves

all who cross their path.

Due to Xenophon’s decree, Remnants
are still technically illegal throughout the
Dominion. However, time has erased the memory of their origins, and those
who know their history fear that Remnants are agents of the Artilects. Many
surviving Remnants have found employment with various criminal cartels as
mercenaries, bodyguards, and killers. Some can even be found in service of the
Pharisto houses and the Syndicates.

Remnants that have survived until modern times have done so through long-
term stasis. Many were awakened after being stumbled upon on derelict troop
transports and inside long-abandoned military bases. Some that awaken have been
damaged by time and have become deranged. For this reason, many Remnants
that are found in stasis are left where they were found.

Many Remnants that operate in the present day have replaced their rechargeable
power sources with Endless Engines. The Endless Engines freed them from the
dependency on external power, and forever defeated their single design limitation:
a Remnant whose power runs out will cease to function and die.

MIRROR MEN

The Mirror Men are another product of the Genesis Adepts. Each Mirror Man is a
clone of the original prototype, within whom the Adepts perfected metamorphosis
abilities taken from Hroon genetics. A Mirror Man in his neutral form looks identical
to every other Mirror Man, down to the genetic code. Mirror Men have clammy,
pale skin, black eyes without pupils, and lack any body hair. The neutral form is
) androgynous and does not possess any sexual organs. To differentiate each other from




MIRROR MEN ARE IDENTICAL DOWN TO THE GENETIC CODE. ONLY A GENESIS
ADEPT IS CAPABLE OF DISTINGUISHING ONE MIRROR MAN FROM ANOTHER,
THROUGH SECRET INFORMATION ENCODED IN THEIR GENETIC CODE.

Mirror Men are obsessed with individuality and resent the fact that they are all
physically identical. They possess an intense sense of honour, a fundamental part
of their genetic makeup, so they tend to be loyal to a fault. They make excellent
servants, assassins, spies, and performers. The obsession with individuality has
made Mirror Men very independent by nature. A common personality flaw with
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\fi‘\; valuable alloys. Many are gilded with gold, and some are even studded with
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& all of them is that they take great personal insult when confused with another of
&) their kind.

The metamorphosis ability permits a Mirror Man to alter their physical
structure and appear as another individual. The time it takes to become another
being depends on how much difference exists. It may take anywhere from a few
minutes to an hour. The change is very painful as muscles re-arrange themselves,
and bones bend, break, and fuse together again.

A MIRROR MAN MAY ADJUST THEIR MASS BY AS MUCH AS 80% BY DRINKING

WATER OR SHEDDING IT FROM THEIR BODY.

With the proscription against Artilects, the Transmuters turned their
understanding of Dust technology towards the development of a purely mechanical
intelligence. Built on an atomic-scale, the intricate, exceptionally complex
mechanism of mechanical logic gates and gears is capable of independent thought
and decision-making. These mechanical minds, called Simulacra, are built for the
wealthy as servants, bodyguards, and assassins. Simulacra bodies are maintained
by Dustmites that are manufactured by the various factories buried within their
bodies. The Dustmites ensure that the Simulacra are self-maintaining and capable
of operating for tens of thousands of years.

Simulacra are not really alive; they are simulated minds, programmed with a
set of skills and limited intelligence. Though their intelligence is limited, they
are able to make decisions and choose the best approach to a situation. They lack
the creativity of a biological mind, though. Simulacra function best when given
instructions; otherwise they tend to stand idle and await a set of orders from their
master.

Because their minds are purely mechanical, the programming they receive
cannot be altered later. This aspect of their design has permitted Simulacra to
skirt the Artilect prohibition laws and gain widespread acceptance within the
Dominion. Because of their exorbitant cost, only the wealthy can afford to have
one. Each Simulacra creation is unique in look and function, as each one is an
incredible work of art and complexity produced by a master Transmuter over the
course of decades. The ownership of a Simulacra is a status symbol among the

’ Deipotents.

Simulacra commonly have a humanoid physical form composed of various




are sheathed in completely
suits of leather. Free-floating dust and
microscopic particles threaten to clog up
the internal workings of Simulacra. The
Simulacra Dustmites are able to clear up any
contamination, but this takes time and may
result in portions of the Simulacra to seize-
up until the contamination is cleared.

Some brilliant Transmuters have created
advanced Simulacra that possess personality
matrices that approximate the decision-
making ability of a biological mind. Creating
one of these Simulacra requires centuries of
effort on the part of the Transmuter. Though
the Simulacra cannot learn anything
new, it can approximate the personality
of an individual and even simulate some
rudimentary emotions. These simulated
emotions are often awkward and badly
timed.

Advanced Simulacra tend to travel with
the Transmuter who created them and are
treated as treasured servants. Many outlive
their masters and continue on their own. The
Transmuter sect offers special protection
to these masterless Simulacra, due to their
uniqueness and the extraordinary effort
required to create them. Many are celebrated
and respected.

SOCIETIES

There are several societies that are external
to Tyrantine Dominion’s regime and its
workings. These societies exist as semi-
independent entities, but their fortunes are
still tied to those of the Dominion. They are |
permitted to exist because the regime hasuses /
for their specialized skills and knowledge.
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BATTIEMASTERS OF SUPREMA

" The Battlemasters of Suprema are a disgraced but universally respected order
v of hereditary warriors who are said to have no equal on the battlefield. They are
a warrior culture where martial prowess and honour are everything. The order
suffered The Shame, and subsequent Retribution after Battlemaster Tixal, the
personal guard of the Tyrant Charon, slew his charge and cast the order into the
flames. His name has been stripped from all official Battlemaster records, but
many among the order still use it as a curse. The Battlemasters have carried The
Shame’s stain on their honour for over six millennia.

Since The Retribution, the order has become a shadow of its former might and
glory. The Tyrant’s fleet devastated their home planet, Worth, as revenge for
the betrayal of Tixal. Surviving Battlemasters fled beyond the borders of the
Dominion and eventually settled on a new planet that they named Suprema.
Suprema is a harsh world of terrible storms and empty desolation. The order built
their cities underground, and they use the dangerous environment above as a
training ground.

The technosophic knowledge of the Battlemasters has greatly declined after
the terrible losses they suffered. Many of the ancient technologies were lost with
the fall of Worth. The remnants of the Battlemaster fleet were disassembled to
build the underground cities of Suprema. No longer are the Battlemasters the
space-borne force they once were. Their aspirations and training turned inwards,
towards becoming the ultimate tacticians and warriors in the galaxy.

The order is composed entirely of humans who trace their ancestry to pre-
Dominate times. Much of the history and origins of the Battlemasters was lost
during The Retribution. What is known is that the order was once led by a great
warlord who sided with the Tyrant during the founding of the Dominion. His
name has been lost to antiquity, but his descendants refer to him as The Founder.
As reward, the warlord was given a planet to rule in autonomy. Battlemasters are
one of the few groups of humans who managed to remain autonomous and free
since the founding of the Dominion.

The Battlemasters consider battle in all of its forms as the greatest art form.
H Outsiders cannot join the order; only those born into it may become Battlemasters.
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very early age on Suprema. They
are put through dangerous and
rigorous trials of survival and
ingenuity. Some do not survive,
and their deaths are an accepted
factof Battlemaster culture. There
is little room for weakness. Those
who survive but fail the trials
end up serving in lower positions
within society. Failure is not seen
as shameful within Battlemaster
society, rather it is a sign that
one’s purpose lies elsewhere. A
Battlemaster is expected to bring
glory and honour to his clan.
Ancestor worship is prominent in
the order's philosophy, and being
remembered is of the utmost
importance to a Battlemaster.

The intense training required
to earn the title of Battlemaster
lasts a minimum of 20 years.
During this time the initiate is
subjected not only to the harshest
of conditions on Suprema, but
also to the study of history,
military tactics, and the arts.
The initiate must pass tests of
extreme physical hardship and
endurance. Once an initiate
earns the title of Battlemaster, they leave Suprema to travel the galaxy and earn
a name for themselves, so their deeds might live forever in the memories of their
descendants.

Battlemasters embrace battle on a personal level; they eschew vehicles, power
armours, and indirect weaponry. You can always count on a Battlemaster to be
in the front line assault and in the thick of things wherever battle is found. The
Battlemasters employ incredible technology on the battlefield. The technosophists
of the order produce some of the best personal weaponry—superior even to the §§
products of the Valhellion Syndicates. The Battlemasters do not share their
knowledge and unique equipment with others. Most of the gear a Battlemaster
carries has been handed down or inherited from their predecessors, often family.
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: \p proxies blossomed out of this, known as the Feud by Proxy. The Houses take subtle

secrets. Another technology solely attributed to the Battlemaster technosophists
is macrocarbon, the incredible material from which Battlemaster battlearmour
suits are produced.

The elders of the order oppose the calls to rebuild the Battlemaster's vast void
fleets, citing that the Tyrant would view this as a direct threat to his power, and
would be forced to deal with the Battlemasters once and for all. There are younger
Battlemasters who disagree and believe that the order must rise from the ashes,
to take their seat of power among the stars once more. Many of these young
Battlemasters view the Dominion of the Tyrant as a cancer upon the galaxy, and
wish its downfall. These Battlemasters seek out the hidden weapon and technology
caches left behind by their ancestors during The Retribution. They hope to amass
enough powerful weaponry to stay the hand of the Tyrant. Unfortunately, the
locations of these stashes have been lost to chaos and time. The majority of
Battlemasters choose to remain neutral and advocate for the continued honing
of personal skills, awaiting the time when humanity will need them once more
against an external threat.

The Battlemasters are sought after as leaders and for their formidable fighting
abilities. They find gainful employment as mercenaries, taking pay from
Deipotents and Syndicates alike. Among the Pharistos, having a Battlemaster
employed is a sign of great status and a deterrent against Proxicutioners hired
by rivals. With the reluctance of the Battlemaster elders to raise the order from
its humble existence, the young seek out fame and glory among the Dominated
Planets, hoping to make a name for themselves, and perhaps one day uncover a
long, lost secret that will awaken the elders from their shame.

PROXICUTIONERS
The Pharisto houses have carried on their vendettas since their inception, but
the Tyrant has forbidden all-out war between them. A subtle and secret war of




infiltrate house holdings and eliminate high-value targets. These individuals are
members of a secret society—called the Proxicutioners—best known for their ability
to execute their targets without being seen, or leaving a trace. The Pharisto houses
have become dependent on these highly skilled individuals to eliminate their
opponents. A Proxicutioner may spend months infiltrating and studying their
target before striking. Once a Proxicutioner is hired, the question is not whether
an attempt will be made, rather when and how. The high price of a Proxicutioner
keeps their use limited to strategic strikes and absolute need. However, there are
enough House conflicts within the Dominion to keep the Proxicutioners quite
busy.

The Order of Proxicutioners has earned a bit of mystique around its activities.
Many believe the Proxicutioners to be phantoms and ghosts, able to simply appear
out of thin air to dispatch their target only to simply disappear again. M