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Alustros Journal:

Aceolus Solaris

It's not easy to think straight with a gun pointed at your head.

My every muscle was tense, holding me perfectly still — but
for a quivering in my legs — as the Inquisitor’s right arm circled my
neck while his left held a slug gun to my temple. ‘

His attention, however, was focused not on me — except, per-
haps, for a taut awareness of any movement I might make — but
instead on my liege, Lady Erian Li Halan, who stood glaring at him
with iron determination, her unwavering rapier poised to pierce his
ribs. This standoff had already lasted nearly a minute, with no word
spoken or gesture exchanged. Only their glared intent communi-
cated the coiled conflict ready to burst forth at the slightest move
any made.

Caranzo, Erian’s bodyguard, began to slowly — almost imper-
ceptibly — move to my left, but then halted at what was surely
some sign of recognition from my captor, perhaps a flick of the eye
or tilt of the head. I couldn’t see it from my vantage.

I tried not to notice the subtle checks and counterchecks being
made around me. 1 instead attempted to pray. As I said, it is hard to
collect one’s thoughts when a cold steel gun barrel is impressed
upon one’s temple. Nonetheless, I endeavored for a moment to let
go of the world and open myself to the Pancreator’s grace, silently
reciting the litanies that had been so assiduously taught me in
theurgic seminary.

It was not easy. The rite I attempted normally required that I
recite the litany aloud, accompanied by a series of gestures. With-
out these components, the proper enactment of the rite was
unassured.

As the cadence of the rhyme culminated, 1 released my inter-
nal, mystical flame with an exhalation of breath — so slight 1 hoped
it would not garner the attention of my too-attentive host. With the
rising and release of the flame, the rite was complete. As I felt the
buoyant, airy jacket of divine protection wreath me, I lunged for-

ward and away from the gun.

1t fired. The bullet sparked against the immaterial field of force
that surrounded me, richoceting across the room. The Inquisitor’s
arm released me and I ran forward as fast as I could, escaping any
further attempts to snare me.

1turned and saw the robed fanatic crumple to the floor, Erian’s
rapier buried to the hilt in his torso. He had released me only be-
cause his arms had become too weak to hold me, robbed of vitality
by the sword thrust into his heart.

I said a prayer for his departing soul, hoping that its light found
its way back to the Empyrean. 1 feared, however, that the weight of
its own anger and intolerance would keep it mired in this universe,
a ghost hungry for both vengeance and release.

I drew the sign of the jumpgate in the air, thanking the
Pancreator for his grace and the theurgic secrets that had protected
me from harm.

“Are you all right?” Erian asked, looking at me with some
concern as she withdrew her rapier, now slick with the Inquisitor’s
blood. ‘

1 nodded. “Yes. You don’t need to worry about me. I'm sorry 1
let that happen.” ‘

“Don't be,” Cardanzo said, moving past us to examine the pas-
sageway from which the Inquisitor had come. “He was quick. But 1
don’t see any more of them. If he had companions, they’re some-
where else in the complex.”

“Then we shouldn’t waste any more time,” Erian said, head-
ing to the passageway. “The sooner we reach the control room, the
quicker this ends.”

Cardanzo slipped into the darkness ahead of her and she fol-
lowed. I fell in behind them, feeling my way along the dark walls,
following the faint sounds of their footsteps and breathing. 1 felt
safer now, cloaked in grace, but knew it was no guarantee that we




would survive this foray into the past.

A Faint light came from somewhere ahead, from down a side
passage. We followed it 1t soon led us to a circular room lined with
glass windows, now empty of any electric life. The glow came from
a weak everlight hung [rom the ceiling, an orb set to burn a millen-

nium ago by its Second Republic makers. 1 stll performed that
duty, lighting the room encugh for us to see the desks and control
panels that promised access to the think machine entity buried be-
neath the complex.

Two other passageways led from the room, each into more
darkness.

Erian spoke into her whisper pin. “Julia? I think we found it.
Can you backtrack and follow our scent here?”

1 couldn’t hear the response; the speaker was hidden in her
ear, its words whispered only for her.

She nodded. “Okay. Don’t be surprised at the body.” She then
looked at Cardanzo and 1. “They’re coming. Ong should have no
trouble picking up our scent.”

“I can’t figure out how to restore the power,” Cardanzo said “It
may mean going down into the generator.”

“We don’t have time for that,” Erian said in exasperation. “Be-
sides, that’s probably where the rest of the robes are. Let's hope
Julia can figure it out from here.”

By ‘robes,’ I knew she meant more Inquisitors. I looked agound
the room, hoping to find something I could do here. Until the think
machine’s power was restored, however, 1 had nothing to lend.

The rest of our crew arrived within 15 minutes. Onggangarak
was the first into the room. He had traveled the low-ceilinged pas-
sageway on all sixes, but stood on two legs at his full 10-foot height
once he entered the room. The Vorox nodded and bowed to Lady
Erian as he did so.

He was immediately followed by Julia Abrams, who simply
nodded at all of us and immediately got to work examining the
terminals, her tools already in her hands. As a member of the Chari-
oteers Guild, she was qualified to operate and repair all manner of
high-tech devices.

Entering behind them a few minutes later was Sanjuk oj Kaval.
An Ur-Ukar, she could navigate the darkness better than most of
us, for she had spent the first years of her life in the dark caverns of
Kordeth. “I think there’s someone coming,” she said. “I'll go back
and find out who.”

Erian nodded to Ong, who dropped once more to six legs and
started to follow Sanjuk. The Ukari stopped and shook her head at
him. “You're too big. There’s no way they won’t hear you in these
halls.”

Ong turned to Erian again. She nodded and motioned to an-
other corridor. “Perhaps you’d best keep watch on one of the other
passages.” He was there in seconds, disappearing into the dark-
ness. 1 turned to watch Sanjuk again, but she was already gone.

“Got it,” Julia said matter-of-factly. “The circuit breaker was
hidden under this panel. Give it a few seconds and the power should
start cycling.”

Almost immediately, lights began to flicker and glow across
the panels, and the glass screens flared with life. We could see pas-
sages displayed on the some of the screens, places we had been and
others I didn’t recognize. On one screen, the darkness was filled
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with a glowing red bulk, an odd shambling shape. “What is that?™
1 asked, my voice displaying perhaps oo much of my nervousness.

Evervone looked concerned at the image until Julia laughed
Her chockle was & strange thing here, echoing through the dusty
chamber. "It's Ong." she saild. “That's an IR camera. It's watching
his passageway." She motioned to the passageway Ong had gone
down. At least we can Keep an ¢ye on him, in case anything hap-
pens.”

“All right,” Erian said. “Let’s get to work. Can you bring up
Doramos’s files?”

Julia sat down at one of the swivel chairs and began typing at
one of the terminals. “Let’s see... It shouldn’t be too hard. I mean,
this place was meant to monitor his work, after all.”

“Yes,” I said, “but the files we want won't be so obvious. If
they were, they would have been distributed in some other cache or
datafile before now.”

“Well, c’'mere then,” Julia said. “A lot of this is in Latin, and I
can't read it.”

1 came and looked over her shoulder at the file names. I was
no stranger to data libraries — the Church maintained quite a num-
ber of its own — but this one seemed unique, designed to baffle the
casual reader. File names were in Latin, with ostentatious titles —
clearly codewords of some kind or other. We didn’t have all day to
decipher them.

“Alustro,” Erian said. “Sanjuk tells me there are five more In-
quisitors in the first foyer. If they follow our trail, they’ll be here
within 10 minutes.”

“Tunderstand,” 1 said. 1 had to figure out Doramos’s codewords
in a scant few minutes — surely impossible; no other Second Re-
public figure was so arcane as Doramos, the World Architect whose
terraforming skills had reshaped the Known Worlds. Here, in a long-
lost complex buried beneath Pentatuech’s Megiddo Desert, he had
hidden a number of important files, keys to his methodology that
any guilder — or Eskatonic priest, for that matter — would surely
contemplate murder to get. That’s why the Inquisition, who fol-
lowed the same leads we had, were out to prevent anyone from
finding it. Their irrational hatred of technology extended even to
the work of a man the Republican patriarchs considered to be a
saint. They would kill to ensure that nobody got it.

I had to get back to basics, review what cosmology Doramos
had worked from, and hope to find a clue there to his naming con-
ventions. We couldn’t open every file, hoping to find the one out of
hundreds that we needed. Julia was awakening them as fast as she
could, only to discover simple and well-known terraforming pro-
grams (well-known within those technical schools, that is; rare else-
where); we couldn’t waste our time with them.

1 knew that Doramos had used codes based on the Omega Gos-
pels, the collected sayings and stories by and about the Prophet and
his disciples. The file we searched for promised — according to all
the sources we had followed — to reveal some of the secrets of
Pentateuch’s wild weather patterns. Hence, a title displaying some
weather event from the Omega Gospels would be most appropriate.

1 asked Julia to engage another monitor, so I could perform a
separate search. She lit the one next to me and I scanned its file
name list. There — about half way down: “Aeolus Solaris.” It was
from Paulus IX, the chapters concerning Saint Paulus, the Prophet’s



starship pilor. The Divine Starwind, the invisible wind that blows
through the void, enlightening the wise, guiding the lost and damn-
ing the sinful

| awakened the file and read the Latin text — a whole tome
hidden in electric pathways. “This Is it,” 1 said. It must be. There
are words 1 don’t understand, bue it's delinitely meteorological. ™

“Which one?” julia asked. 1 told her its title and within sec-
onds she had a data-crystal copy in her hand. “Let’s go.”

Ong suddenly burst into the room, panting hard. “Golems!
Coming this way!”

Erian looked confused, staring at the monitor that watched his
passageway; it was blank. “I don’t see anything.”

Ong growled. “They’'re coming! They shot at me!”

“They've probably got IR baffling,” Julia said, heading for the
passageway we had arrived from, pulling Erian with her. “The cam-
era won't read them.”

Cardanzo motioned me to go first and then fell in behind me,
with Ong guarding our rear. We didn't even shut down the ma-
chines.

“Go right!” Julia yelled.

“But that’s not where we came from,” I said, barely able to see
their moving figures in the dim light that now receded behind us.

“Sanjuk says the Inquisitors are almost here; she advices go-
ing right,” Julia yelled back.

1 followed. We made two more turns, leaving me not only in
the dark but completely lost. I jumped when something brushed
past me, only to breathe a sigh of refief when I realized it was Sanjuk.

She tsked and whispered: “All too blind. I'll have to teach you
some dark steps, so you don’t trip over yourself.”

“Where are they?” Erian whispered to her.

“Behind us. They're heading for the control room.” A distant

blaster shot echoed its way to us. “And | guess they've found Ong's

golems."

“How appropriate,” Erian sald. “Let's use the diversion to get
out of here."

“This way." Sanjuk said, moving past Erian and Julia 1o lead
us through the darkness. She had spent much of our tme here
mapping passageways; | was amazed how quickly she had come to
know them. A true Scravers Guilder.

As we moved on, the roar of slug guns joined the high-pitched
whine of blaster fire. I didn’t know whose weapons were which, but
I certainly did not want to confront Second Republic-era Protector
class golems to find out. It was ironic that those who hated technol-
ogy were now confronting its vanguard.

I said a prayer for them and hoped that, if they survived, they
would gain a bit more respect and awe for the works of our ances-
tors, and not so quickly move to destroy things that could fight
back.

We had our treasure, our datafile. Our patron would be glad to
get it, and his rewards would fund our passage onwards through
the stars, ever seeking the culmination of Erian’s quest, delivered
in a vision by the Gargoyle of Nowhere. A quest whose very goal is
still unknown to us but whose shape is constantly revealed in clues
and mysteries as we seek it out, buoyed and buffeted by the Aeolus
Solaris.

(Previous Alustro’s journals, chronicling the adventures of Lady
Erian Li Halan's company, as recorded by Guissepe Alustro of the
Eskatonic Order, can be found in most Fading Suns sourcebooks.
A complete collection, titled “My Time Among the Stars,” in two
volumes, can be found as a free download at www, fadingsuns.com.)







Once the suns shone brightly, beacons in the vast night of
space, calling humanity enward. The stars symbolized humanity's
vast potential, a purpose and desting revealed in progress, Inelting
an exodus of unlimited growth to the distane stars. Once people
looked 1o the heavens with hope and longing in their eyes.

Then the suns — and hope — began 1o fade.

It is the beginning of the sixth millennium and history has
cotme 1o an end, Humanity's greatest civilization has fallen, leaving
ignorance and fear scattered among the ruins of many worlds. A
new Dark Age is upon humanity and few believe in rencwal and
progress anymore, Now there is only waiting, Waiting for a slow
death as the age-old stars fade to cinders and the souls of the sinful
are called o Final Judgment,

But not all believe in this destiny. A leader has arisen, an em
perar sworn 1o unite the werlds of Human Space together again
under one banner, Te ignite hope ence more in their hearts,

It is a monumental task, for most people have already given
upand faller into the wayvs of the past, playving serfs (o fewdal lords,
What is hope to them now but a falsehood which leads to pain?
Bester to [eave the hard decisions to their masters and let the Church
catsole their souls,

There are enemies evervwhere, those who seek o selfishly
profit from humanity's demise: vain nobles ruling far-Mung worlds,
pewer-hungry priests who seek dominion over the lives of men, the

preedy merchant guilds growing rich Irom barering humanity's
needs and wants. They are not alonge. Others are out there among
the darkening stars, alien races angry with humankind for age-old
slavery, and enigmatic alien empices with agendas too paradoxical
ta fathom.

Itis in such a universe that individual men and women must
five, Only a Tew of them will question. Fewer stll will act on their
questions and seek answers, ways to break the grip of custom and
law, To free themselves and once more seize the stars — and thelr
destiny.

A Futuristic Passion Play

Fading Suns is primarily a science fiction game, which means
that there are starships, blasters, powered armor, alien races. and
weird seience. Bur there are also many elements of traditonal fan-

tasy gaming: heroic characters and struggles, a fendal sociopolitical

structure {noble lerds, high priests and headstrong merchants?,
powerful artifacts and great mysteries, And there is horror: mon
sters and maddening discoveries revealing terrifving metaphysical
truths,

In short, Fading Suns is a game which has everything a
roleplaying universe needs in order tell stories of such varied and
exotic themes as can be lound anyvwhere — in our very own world
here and now, Why should our created universes be more restric-
tive than the real world? By making them so, we only rob ourselves
of the enrtiching heritage of stories left to us by previous genera-
tions from all corners of the earth. We owe it to ourselves 1o make
our worlds as rich, vivid and complex (even maddeningly so) as
that outside our doors,

Like all games, Fading Suns should be entertaining and fun
o play. But roleplaving games can be more than mere pastimes.
The players can sirive for the same artistic goals as the author of'a
noviel, @ lm er a play. Fading Suns is a passion play of sorts, a
story about the triumphs and even tagedies of its characters that
akes place In an imagined fuure, Many possible stories can be told
here; [rom galaxy-spanning epics to the most personal of tales.

Like medieval passion plays, Fading Suns deals with grand
themes universal to human experience. s main theme is the Seek-
ing. This is the mythelogical role all heroes play: the knight on
guest, seeking power to vanguish his enemies or the secrets of self
discovery. Success or {ailure on this quest is not as importane as the
insights learmed while on i

The atmesphere of the dramas played out in Fading Suns is
one of tragic ignorance. Civilization is in decline, and superstition
and fear are everywhere, New ideas and frontiers are spurned by a
nervous populace, fearful of change for the harm it brings. But it is
just this sart af willful ignerance thar keeps civilization from rising
again, It is such fear that Keeps hope bured and great challenges
from being met. The plaver characters represent the heroes who
can break the bonds of this ignorance and bring something new
anid great to their culture; to reawaken and invigorate life

Without further ado, we give vou a glimpse nto the tumultu-
ous [ate of humankind four millennia from now, ...







Clnapter One:

The Universe

History

The chronicle of humanity’s history among the stars is a long
one, stretching over two millennia. It is not a quiet story. From the
greedy planet grabbing of early colonists to the bloody battles of
the Emperor Wars, humans have rarely slept peacefully in the void.
They have prospered, suffered defeat, and dared to hope again. And
they have not traveled down the paths of history alone; aliens walk
among them, with long histories and destinies of their own to com-
plete. To understand where humanity now stands, one must look to

the beginning. ..
Prehistory

Humans know little of interstellar history before they reached
space. What they do know comes from the histories of the Ur-Obun,
Ur-Ukar and amphibian Oro’ym alien races, along with theories
suggested by Second Republic archaeologists and a smattering of
phrases from the enigmatic Vau, who may know much they are not
telling.

These tales and the evidence cobbled from terraforming digs
shows that there were once at least one, although possible two,
previously extant though now extinct alien races of incredibly high
advancement. One of these presumed races left the jumpgates be-
hind. Little is known about them. Gargoylelike figures — both de-
monic and angelic in appearance — can be found in many ancient
ruins and on the jumpgates.

Together, these two races are called the Anunnaki, or the
Preadamites. They are also known as the Ur (proto-race), which is
also a prefix used to identify their relics. Scholars believe one of
these races — those presumed to have built the jumpgates — is
older than the other. This race is called by various names:
Jumpmasters, Gatekeepers, Inceptors, Architects, and many more.
The presumed younger race is known as the Successors, or Ma-
rauders. This latter name comes from alien legends, for their myths
speak of two races of gods or elder beings who often warred against
each other. One race protected mortals, while the other harassed
them. Scholars believe that these “gods” were not mere metaphors,
but memories of the Ur.

The idea of a mythical prehistorical war between elder races
has some physical evidence to support it. Different digs have re-
vealed ruins of extreme age.with architectural motifs resembling
those found on certain jumpgates. These ruins were not simply aban-
doned; they were destroyed in a war. Planetary cataclysms and up-
heavals cannot explain the devastation clearly wrought by high-
tech weaponry, perhaps fusion guns and bombs. This great war
was surely the cause for the disappearance of these two races, who
leave the stage of history, abandoning their caretaking or harass-
ment of the Children of the Ur some time around 100 AD.

The Children of the Ur are not the only races to have been
touched by these precursors. Their mark is found in every system
that bears a jumpgate, not only in the gate itself, but on nearly
every planet in the system. While some of their remains may be
only survey markers, others are more extant, from small cities to
whispers of their behavior in the mythologies of most sentient races.
Indeed, most races, including humans, believe that they were vis-
ited and affected by the Ur at some point early in their develop-
ment. For what purpose, none can say.

The Anunnaki’s only seeming legacy is their technology. The
jumpgates opened space for humans, the Children of the Ur and the
Vau. But they also left a mystery behind. People still gaze in won-
der at the enigmatic Gargoyles jutting from ancient ruins or from
the edge of jumpgates.

The First Republic

Humanity’s dream of a united, one-world government was fi-
nally realized by the beginfing of tRe thvenfy-sébnd cefitury. De-
cades of strife and war by extremist but minority political factions
left the mass of world citizenry desperate for peace. The price of
this peace was freedom, and the people, exhausted after years of
global violence, gladly paid it.

The First Republic, also called the Human Combine Age by
Second Republic historians, was created by a conglomeration of
mercantile leaders, ardent capitalists made rich from years of war
who had come to realize that overt war (and increasing anarchy)
was hurting profits and growth. Banding together to back a world
government initiative begun by the United Nations, these “zaibatsu”
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soon ruled the Republic, Representatives, originally clected by UN
member natlons, were nothing more than shills for the most pow-
erful zaibatsy, international corporations whose money kept these
troubled nations alive. Eventvally, even the illusion of elecied rep-
resentation was dissolved, and the duly enfranchised leaders of the
Republic were overtly made up of corporate heads. Corporate policy
became government policy. The hallmark of united and stable gov-
ernment was built on a foundation of vast police powers and condi-
tional civil rights. Nanetheless, the First Republic took humanity 1o
the stars,

Certain visienaries within the government recognized that a
new frontier was required 1o channel the energies and aggressions
of the populace and to garner new resources to make up for the
dwindling reseurces of the overdeveloped Earth. Corporations turned
their eyes to space. The first project was the moon, and a meonbase
was quickly established, Nexi came Mars. Afier Initial disasters,
humanity finally landed on the red planer and found it refatively
haspitable. Colonization followed. along with massive resource ex-
traction industries, The rest of the sofar system followed in the (ol-
|owing centuries.

The lure of vet more distant stars inftiated an ambitious long-
term program: the launching of “slow ships.” These starships trav
eled below the speed of light and would take generations 1o reach
even the closest star system, but people lined up anyway to volun-
teer for these expeditions ourward to new herizons. There were two
types of slow ships, the Generation Ships (where the crew lives
awake for their journgy, scaled inside a Dvson sphere) and Deep
Sleep Ships (where the crew is frozen o be thawed on arrival).
Relatives bid their loved ones goodbye, knowing they would proh-
ably never see them again, but hopeful that their descendants would
one day meet on distant warlds, The ships were sealed and launched,
and began their journey through the void toward distant lights.

Then, soon afier the twn of the twenty-fourth cenmry, the
jumpgate was discovered. Floating at the edge of the solar system,
past Pluto, was an amazing alien artifact from a race long gone

=y

The Jumpgate

The jumpgate was a monumental curiosity. It was the Arst sign
of alien life and technology yet encountered by humanity (except-
ing the controversial remains left on Mars, long covered up and
unknown to the public). And it was baffling. Long “powered down,”
the gate showed no sign of activity, Its function was hotly debated,
Finally, a team of scientists working long shifts triggered the power
and activated the gate. The space inside the hoop of the gate warped
as light was bent in an inward spiral — and then opened onto allen
vistas, a view of & distant siar system.

This was the first sure sign humanity had of the Anunnaki
and their works. The realization that humans were not the only
race to reach the stars was. a humbling experience, but one which
many frontler-minded humans quickly got over. The zaibatsu saw
opportunity where others saw awe,

Data was quickly retrieved from the powered-up gate and trans-
lation began, Soon, enough theoretical knowledge about the gate’s
technology existed to allow manufacture of a proto-jump engine. It
was bulky and huge. Anached to an unmanned probe, the Republic
prepared to launch it into the new infinity. This was a major unify-
ing event, bringing people all over the world together in rapt expec:
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tation as the probe’s retros fired and sent it hurtling into the gate.
In a flash, it was gone. Now, the waiting commenced.

Three months later, the gate activated and the probe floated
back into Earth'’s solar system, transmitting its image data collected
in Unknown Space. A solar system waited, with a habitable planet
similar to Earth. It wasn’t long before the First Republic had volun-
teers lining up across the globe to be the first to see another world.
A crew was selected, trained over long months and finally readied
for launch.

Again, the world gathered to see it. The intrepid crew took off,
shooting through the fiery glow of the alien jimpgate — and no
one expected what came next. Each astronaut experienced a sub-
lime moment of ecstasy and profound remembering of some deep
truth once known and since lost. When they arrived on the other
side, the memories again faded, but their afterglow remained. A
religion was born, named after the word left on the lips of all the
astronauts: Sathra.

The new world had no sentient life, and was ripe for coloniza-
tion. It was called Sathra’s Boon (since renamed Sutek). Soon, the
exodus — and the conflicts — began. Internal, covert war ignited
among the zaibatsu, as corporations fought for control of space’s
new riches. Most citizens were unaware of the conflicts exploding
in the corridors of power on Earth, Mars and on Sathra’s Boon.

The First Republic found the religion of Sathraism to be an
annoyance. Pilots who had “found God” were harder to control. In
addition, the pilots sought to undergo more jumps than were nec-
essary, risking their health (and thus their ships). Sathraism was
outlawed, but to little effect. Only when the Republic managed to
design a force field buffer preventing the Sathra experience did the
religion suffer a serious setback. Ships were built with integral buff-
ers; any attempt to dismantle the buffer disabled the engines. The
mystical visions were over; without communion, many pilots could
not maintain their zeal and lapsed from their mystical convictions,
so easily forgotten anyway, like a dim dream. Many Sathraists tried
to build their own ships, and still received their visions for many
years. But the Republic was ruthless in hunting down rogue ships
and destroying them. Within a matter of years, Sathraism was for-
gotten, an underground religion with few converts (although it would
briefly surface again in the coming age of exodus).

Progress and expansion pushed on. Further study of the
jumpgate revealed new routes to yet more worlds. The wagon train
was on. With people spreading so far so fast, and with the zaibatsu
busy attacking and defending their own, the discontents and ideal-
ists slipped away into the night and seized the stars for themselves.
The First Republic’s New Frontier had become the means to its own
end. The Diaspora, and the fall of the First Republic, had begun.

Diaspora

The first colonists were mainly workers from the many corpo-
rations involved in resource extraction, but among them were those
seeking escape from the corporate control and centralization which
had so long strangled Earth. The First Republic had become an op-
pressive institution serving the best interests of a top elite, deaf to
the pleas of the common man. But once the jumpgate allowed entry
to other worlds, each with new jumproutes leading to a staggering
array of still other worlds, the First Republic could no longer control

Tlmellne

Date Event

BC 40,000 Date for oldest kniown Anunnaki ruin

AD 100 Anunnaki disappeas from history asthey aban-
don the Ur-Obun and Ur-Ukar

1800 Vau reach space

2100 First Republic, humans develop solar system

2305 Humans discover the jumpgates

2500 First Republic collapses, nobility rises up

2500-3500 Diaspora

2700 First Contact with the Shantor

2723 Prophet sees the Holy Flame; Age of Miracles

2730 Shantor Revolt leads to creation of alien reser-
vation system

2845 First Contact with the Vau

2849 Death of the Prophet; Age of Miracles ends

2855 Ukar War. The Church unites humanity against
invading Ur-Ukar

3500-4000  Merchant interests combine forces to create Sec-
ond Republié with capital at New Istanbul (later
Byzantium Secundus), massive terraforming

4000 Mass unemployment, intensified by fading suns
phenomenon and increased religious
millennialism, leads to collapse of Second Re-
public. Nobility leaps in, seizes Byzantium
Secundus, and ensures that the Republic can-
not be saved

4000-4986  Dark Ages

4525 Barbarian Invasions. Human star-nations un-
aligned to the houses, Church or League ally to
plunder Known Worlds and are beaten back af-
ter many casualties on both sides

4540 Vladimir begins uniting stars through his cam-
paign against the barbarians

4550 Vladimir is crowned emperor and is assassi-
nated. A regent, elected every 10 years by elec-
tors (composed of major houses, the Church and
the League), stands in the emperor’s stead

4900 Symbiot Wars begin. Symbiots attack outlying
worlds. Their parasitic forces convert many plan-
ets, eventually forcing the human populations
to evacuate. They are halted at Stigmata

4956-4995 The Emperor Wars

4992 Kurga Conflict on Hazat border begins

4993 Alexius Hawkwood crowned Emperor

4995 All five Royal Houses finally concede victory to
Emperor Alexius

5001 Period of Consolidation as Emperor Alexius at-
tempts to cement his gains

their citizenry. They were free among the stars.

An age of Balkanization and independence began, as tight-
knit special interest communities took off on ships of their own
(the jumpgate engine technology was “leaked” by a cabal of anar-




chists). Many of the worlds they landed on saw new experiments in
government; the early homogeneity of these colony worlds ensured
that some of these experiments worked. Where hostile conditions
or hostile colonists would not allow it, worlds [ell into survivalise
barbarism, as the First Republic refused their pleas for aid, too busy
itself fighting to maintain control over Earth’s solar system. On many
of these worlds, governments grew up arcund strong individualist
leaders who left the reins of power with their progeny, creating royal
lineages. These noble houses become the main means of the
zaibatsu’s downfall, as they began small wars, seizing First Repub-
lic resources here and there, whittling down the dwindling Repub-
lic.

The untrammeled richness of some of the worlds allowed the
colonists to create mini-mercantile empires of their own, while other
places saw colonists fight bitter and violent wars for poor resources.
But everyone wanted a piece of the action, a world they could call
their own.

The Prophet and His Church

Amid this exuberant chaos, the Prophet began his sermons.
Traveling from world to world, this religious figure of immense power
single-handed created a new monotheism.

The discovery of greatly advanced alien races (the Ur jumpgate
makers) changed everything humanity had ever assumed about its
own origins and spiritual destiny — humans were no longer unique
for their intelligence and tool-using capability. In light of irrevo-
cable proof of intelligent life in outer space, the leaders of the major
religions of Earth were too backward looking to advance their
churches into the new era of space travel. As humans left for the
stars, they left their gods behind to search for new ones.

During the Diaspora, human colonies fractured their ties to
central government, society and religion. Ancient Earth religions
long dead, many of them polytheist and pagan, were resurrected by
colonists desperate to escape the materialistic technocracy which
they believed was strangling their destiny. A new age of spiritual
diversity began, bringing with it tribalism, dogma and fanaticism.

But old religions and archaic forms of worship rang hollow
amid the stars. Something new was required. Something which
would address both hope and grief, as did all the great religions.
Into this void of belief came the Prophet. Much has been said or
written about him since, and many divergent beliefs are professed
by different peoples as gospel, as is the way with all true prophets.

His name was Zebulon, a Catholic or Orthodox Christian priest
(argument continues as to which) fascinated with the new poten-
tial opened up by the jumpgates. He went to the stars in search of
more evidence of their makers. He found something greater ‘by far.
All laymembers know the litany: “In 2723, the Prophet saw the
Holy Flame.” On a frontier world (lost now amid the fading stars),
Zebulon was gifted by God with a mystical vision of the Holy Flame
residing in the Empyrean. God gave the Prophet new words for his
children, to take them into the new age of space exploration. But he
was also given a vision of hell, revealing that demons lurked in the
“dark between the stars” seeking to snuff the Holy Flame. Church
heads say that the suns grow cold as the demons and the sins they
awaken in humanity block the light of the Holy Flame from the
universe.

The Virtuous Disciples

Eight disciples gathered about the Prophet one-by-one
during his early Questing: actions they displayed during this
sojourn became the basis of their saintly purviews in the post-
Fall Church. Each saint eversees and protects a particular vir
toe of the Church; a pilgrim involved in one of these activities
usually asks the saint to look down upon him from the Empy-
rean and aid him in his task. There are also lesser saints, usu-
ally deceased patriarchs of the Church, each with a virtue or
activity to oversee. Tight-knit families or groups often seek to
declare their loyalty to one another under the patronage of a
saint.

The major virtues of the Church, as supremely displayed
by the Disciples, are:

Virtue Disciple

Questing Paulus the Traveler
Loyalty Lextius the Knight
Compassion Amalthea the Healer
Protection Mantius the Soldier
Justice (Retribution) Maya the Scorned Woman
Wisdom Horace the Learned Man
Humility Hombor the Beggar
Discipline Ven Lohji the Ur-Obun

There are also certain sins that were abhorred by the
Prophet above all others. Sin darkens the light of the Holy
Flame and causes the suns to fade. The major sins are Pride,
Greed, Lust, Envy, Sloth, Wrath, and Oathbreaking. There are
other sins that have since been proclaimed by the Church but
were not mentioned by the Prophet. These are Usury
(moneylending) and Invention (the Pancreator’s creation is
fixed — who are we to add to it? That was the sin of the Sec-
ond Republic).

Zebulon began to preach his vision throughout the frontier,
creating a new religious movement. He spoke of evil hidden among
the stars, demons whose shadows blocked the light of the Holy
Flame. He spoke of the need to expand outward and explore, gath-
ering the marvels that were found into cathedrals. He spoke out
against the soulessness of machines and the nihilistic effect they
had on humanity, in defiance of the reigning technofetishism among
Diasporans.

Zebulon searched holy texts and teachings from Earth and else-
where for wisdom, realizing that only by uniting all of humankind’s
wisdom could humanity’s faith thrive under the pressures of their
star sojourn. As the Prophet revised his teachings, he introduced
ideas from a variety of religions. He called God the Pancreator and
revealed that this was the same God spoken of in all religions, and
that only now, once humans had reached the stars, could the cre-
ator of the universe — of all the worlds and creatures therein —
reveal him/her/itself in full glory. The suns were not only potent
symbols of the Pancreator’s divine light, they were material mani-
festations of divine spirit, of the Holy Flame which quickens all life.

The Prophet gathered many faithful under his banner, but there
were seven special disciples honored by the Prophet above others.
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These have become saintlike figures by the tme of Emperor Alexius,
with many legendary parables and powers attributed to them. There
was actually an eighth disciple, an Ur-Obun, but she has been ig-
noréd by the Church and is recognized only by a [ew, although she
created an Ur-Obun sect of the Church which still thrives on Obun.

Curing the Prophet's time, Sathraism experienced a silent re-

surgence as engineers dismantled the feld buffers that prevented
jump ecstasy. With no Republic to stop them, pilots again began
their communions. But the Prophet stood against them, opposing
the hallucinatory ecstasy of unfettered jumps. As the Universal
Church gained power, Sathraism again went into decline. Soon, ship
owners, often devout Church members, forbade anyone to shut down
the Sathra dampers on their ships. Eventually, all ships were again
fitted with dampers from their factories, and Sathraism was dead.

The Prophet died in a jumpgate accident while trying to plead
for peace with the Vau, who were enacting punishment for viola-
tion of their space. His Church blamed the Vau for years, although
many have realized that the Prophet’s final mission to them was for
peace and have since sought conciliation. The symbol of the Church
is still a modified jumpgate, the sign of the Prophet’s death and his
message of questing.

The exceptionally long life of the Prophet is a source of awe for
the faithful, who attribute his near-immortality to faith, while oth-
ers believe it a testament to longevity drugs. Regardless, the years
of his life are seen as an Age of Miracles by post-Fall humanity, a
time when any person of faith could work wonders. It is said that
the first theurgic rituals were codified then, although their practice
waned during the Second Republic such that the existence of such
magic was considered a hoax by some. its return in the Dark Ages,
however, has renewed the simple folks’ faith in miracles.

After the Prophet's death, his core teachings were collected
into one book titled the Omega Gospels. Church theologians argue
that there are two phases to his teachings, the early Omega Gos-
pels, teaching about warding evil and cultivating the virtues, and
the later Compassionate Truths, mystical teachings about under-
standing and love. Over the millennia since the Prophet walked the
stars, the Church has grown and developed its own answers to theo-
logical questions raised in the Prophet’s teachings. By the time of
Emperor Alexius, theology is a thorny and many-sided issue ar-
gued over by many different sects and orders.

The Universal Church was formalized after the Prophet’s death
by one of the Prophet'’s followers, Palamedes, a son of House Alecto.
Palamedes gathered the disparate faithful together against the threat
of the Vau and the Ur-Ukar, cementing the burgeoning religion into
a political force. It was Palamedes’ place in Church history that later
helped Vladimir I gain the Church’s help in his bid for empire. The
creation of the Church was by no means sudden and clear. Other
followers of the Prophet went off in their own directions with their
own ideas for a Church. But in the end, Palamedes’ religion won
out, although with certain exceptions (the sects and orders).

Palamedes declared himself patriarch, the spiritual and tem-
poral head of the Church, and set forth guidelines on how future
patriarchs were to be chosen (by a college of archbishops). Since
then, the Church has been led by a long list of venerable men and
women (women can hold the office of patriarch, and may elect to be
called matriarch if they wish). The Church guided humanity through

the Fall {although they aided in engineering its start) and now holds
a steady {ront against evil from within and without.
= — —
First Contact: The Shantor
Amid the territorial struggles of the Diaspoera, humanity en-
countered its frst sentient race, The Shantor of Shaprut were an
equinelike race who had achieved a degree of civilization despite

their limited tool-using capabilities. Living on the vast grass plains
of Shaprut, they celebrated a culture that valued strong family ties
and romantic relationships, although this also enforced a fierce trib-
alism which often led to conflicts with other tribes. Indeed, clan
warfare was common and good soldiers were the most honored
members of a tribe. However, no soldier was long respected if he
did not revere his family or play out the elaborate rites of courtship
with his spouse. The Shantor also practiced a religion akin to sun
worship.

But their world was rich in minerals, and their indigenous cul-
tures stood in the way of extraction. In the Diaspora, interplanetary
supremacy depended on resources. The feeling of the Shaprut colo-
nists was that if they did not take the bounty, someone else would.
In addition, the Shantor could not communicate with humans with-
out technical assistance, such as computer voiceboxes. All too of-
ten, they were viewed as little more than smart animals. For these
reasons, most humans did not feel responsible for displacing the
Shantor. They even saw themselves as a necessary civilizing influ-
ence on the horselike race, providing them with jobs in the mines,
although with often grueling, laborious tasks.

Many Shantor revolted. Those who still lived on the plains led
assaults on colony mining operations. The large and clever Shantor
are dangerous when riled, and the loss of life and property they
caused summoned the wrath of the colony leaders. Armies descended
onto Shaprut to put the unruly rebels down. A guerrilla war en-
sued, but the result was never in question. The broken Shantor
rebels were herded up and shipped off-world, scattered onto reser-
vations throughout human space, sometimes onto worlds hostile to
their way of life. Families were separated, their members never to
see each other again.

The great shame of humanity’s first contact has haunted many
humans for centuries. The Prophet was only beginning his quest-
ing as the Shantor’s culture was dismantled, but he spoke out against
the tragedy. However, he had too few followers then, and no power
to change the course of history as yet. Restitution has yet to be
made to the surviving Shantor. Certain people believe that if the
Prophet had not died such an untimely death in Vau Space, the fate
of the Shantor and other sentients to follow them might have been
different. But Palamedes, first Patriarch of the formalized Universal
Church of Celestial Sun, concerned himself little with the injustices
committed against politically impotent alien races.

And so the fate of most sentient races encountered by human-
ity followed that of the Shantor. Regardless of their tenacity and
degree of technology, they soon came under human rule. While some
live in peaceful coexistence with humans, such as the Ur-Obun,
Vorox and Gannok, others resisted human encroachment bitterly.
The programs of forced relocation and land grabbing were to cause
centuries of bad relations with the most advanced power in the
known universe: the Vau.
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The Vau

A newly discovered jumpgate delivered humanity onto a small
but lush world they called New Monaco (now called Apshai), It was

the home of the G'nesh, a quiet, insectoid allen race who spent
most of their tme making elaborate and beautiful plant and tree
sculptures linked by organic webbing. They ignored the new cola
nists at firse, but when the colonists forced some G'nesh from thelr

vabrdens and clapmed the Tl Tor themselves, the G'oesh became

yuite indignant. All they would sav was, “It 15 not allowed. P
leave,” OF course. the calonisis scoffed. These weak sardeners of
fered no threal o them,

Bt their patrons did

Y omassive starship appeared theough the jumpsate, a ship
whose Hke had never been seen before. Harnessing o great ball af
raging plasma energy, this dreadnought destroved the human Neet
placed around Sew Monaco. Small ships disengaged from its bull

and went hurtling to the planet below, there dropping off vicious

carpas Vak saldiers.

¢

These soldices systematically began wiping out all the human

cotontsts encountcered, The minor houwse afficials in -.'|I.I.'I:‘_'.' ol the

planel desperately tried (o surrender before the preater and 1echno-
logically superior forces, but their cries went unheeded, The Vau
Killel evervone

Adlterwards, they boarded theor ships and lelt, The Gloesh went

back to gardening. The only thing the Vau left hehind was a mes
sage: ~Leave this planet alone, 10 is the property of the Van Hepe-
meny. Da net fellow the jumgroads rom this gate furthen”

Of cotrse, humanity did go further, seeking retribution for thii

loss, What they found were more Vau worlds, worlds of vastly su

perior technology. Few returmed o tell the mle: those that did were

“allowed™ woretuen, Finally, the Vau accepted a hoeman diplomanl
Benjamin Verden of House [ustinign. Benjamin returned from his
first sojourn overwhelmed by the superiority of the Vaw He was
thanktul lor one thing he had become convinced of on bis trips The
Vau were non-expansionist. Their very palitical structure soughi
il wpbield staliline over all oter virtues, Their empire and wayv ol
[ had changed ity in the ast fow comturies, ollowing the dic

tates of their first space emperor.

Benjamin discoversd that the Gnesh were a conguersd race,

The Vau dealt with their subjects in very ditferent ways than hu

mans, The Goesh put up o valiang fghe against the invading Vag

Upon surrender, the general of the G'nesh, having leamed Vau cul

pare well, demanded the Vau give him =face” before he could stop
the wiar, This s an impoctant concept o the Vae: Honor and dignin
come before life itself. For the general to willingly suffer such a

shame as detear the Vao had o alse saceifice something: They g

the G'nesh long life-and peace in ceturn lor submission. Tn othen
wards, the G'nesh live under a socialized retirement granted by
their conguerars, all hecawse their general had understood rhe vau
social syslen.

This insight was to help humanity well in dealing with the Vau

i cenberies o come, but for now, the Yau made i clear that they

had noingerest in the “pollutant” that was humanite. Relations were

distant and lormal for centuries, 1t was clear that, whille che Vau did

not wanl foreign ideas Lo infect their society, they alse did not wani

Fumanity to eet too close a leok at their technology
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The encounter with the Vau bolstered the power of the Church,
especially after the death of the Prophet in a jumpgate accident in
Vau Space. Humanity trembled before the threat of a rechnologi

cally superior (though non-expansionist) alien race. Palamedes’

Church drew them together and bolstered their confidence, Humanity

W, dlter {IH, '.IIL""l"H |'."| |||I.' LIS |' WS 118§ ABRTAY. T0 [ |lli_l A
wanst wiabld b ta Fall tha Panersatar The nroined |'|:I||'|' BRI Ve
the Church that gave humans the prod to reach so high; the same
Church which centuries later would admonish them for such a sin.

The event that would finally cement the power of the burgeon-
ing Church arrived before word of the Prophet’s death had spread
to all the worlds.

The Ukar War

The Ur-Ukar had struggled through centuries of internal con-
flict on their hostile and subterranean world of Kordeth before fi-
nally reaching the stars. They colonized three planets near their
system, Okh’cha and Kradle (later called Aylon and Istakhr), and
Ustar (now a Lost World), and were ready to expand still further
when they encountered humans on Criticorum. It was hate at first
sight. The vain Ukari saw a world for conquering and a race to
enthrall. They attacked with little warning and took the main capi-
tal on Criticorum. Human response was swift. Noble families on
Shaprut and New Istanbul formed a fleet to retake the planet. A
long and bitter war ensued, taking place on almost every planet or
moon in the system.

The revolt spread as Ukari slipped onto other planets and be-
gan guerrilla assaults. Soon, humans on nearly a dozen worlds had
suffered from the aliens. The Ur-Obun, who had been encountered
soon after the Shantor, quickly recognized their ancient brethren
and spoke out against them, joining the humans in condemnation
of the Ukari tactics. The Obun’s anti-Ukar speeches helped gain
them the greater sovereignty status they still enjoy in Emperor
Alexius’ time. ,

Then, an Ukar on Shaprut used his psychic powers to force the
Shantor to revolt. The Shantor broke from their reservation and
stormed across the villages and towns that sat on the Shantor’s
once-open plains. The retribution was fierce and decisive; nearly a
quarter of the Shantor were killed before the remainder surrendered.
When it was discovered that Ukari psionics had been responsible,
Patriarch Palamedes raised the fist of the newly formed Universal
Church.

Psychic powers had developed strongly in humanity after the
first sojourn through the jumpgate, and the practice slowly grew,
with new powers being developed as the years and generations
passed. With the suppression of Sathraism, the advent of new psy-
chic powers slowed. Rarely during any of this time, however, were
psychics viewed as particularly dangerous. Rather, humanity was
fascinated with the new potentials revealed. All that changed when
the Ukari arrived.

The Ukari were advanced psychics from birth, but they had
little compunction governing the use of their powers. When they
employed mind tricks against the Shantor, humans began to fear
them and no longer sought a peaceful end to the Criticorum conflict.
Humanity could not rest until these mind controllers were in chains.

Patriarch Palamedes used these assaults o preach against alien §
dangers and the need for humans to unite, The words of the Prophet
seemed eerily designed for such effect, with their talk of demons

and evil among the stars, The presence of an Ur-Obun among the

lli."ni[":l.'f'v was convenlentlv overlooked. New converts to the Church

(T EVETY (A eSpeclally atter each UKar [errorist Maneuver.

uillv. Palumedes eathered together the leaders of those worlds

‘Using information gathered from some unknown source,
Palamedes sent the fleet to the Ukari homeworld of Kordeth, whose
location had been previously unknown. Spiraling out of the
jumpgate, the fleet split up and began hitting any ship they came
across. The surprised the Ukari — the ill-prepared system defend-
ers retreated and formed a phalanx around their homeworld. A
standoff began.

On the planet below, panic broke out and old Ukari clan rival-
ries ignited. Kept in check by the powerful Overlord and his expan-
sionist campaign, enemies of the ruling family rose up and sabo-
taged the planetary defense. Pilots loyal to the minor clans heeded
the calls and broke off from the phalanx, leaving the planet de-
fenseless against the assault. The human fleet rushed in and began
bombing the surface of the planet, unaware that most Ukar cities
were deep underground.

The fleet sent in a landing party to seize the surface capital,
home of the Overlord. The Overlord surrendered while his rivals
hid in the caverns below, knowing that they would inherit the planet
once the humans had gone. Their plan did not go as well as they
had wished. The humans did not leave, but only came in greater
numbers until all Ukari resistance was squashed. Nobles and mer-
chant leaders of numerous worlds came to ensure that the Ukari
would not rise again. Ukari colony worlds were seized and eventu-
ally sold to noble families, while Kordeth itself was sold to powerful
mercantile consortiums.

In the later times of the Second Republic, the Ukari would sue
for greater freedom from the domination they suffered for their
mistaken acts, and they would be given such freedom, but for now,
they were a kept people.

Palamedes’ victory ensured the safety of Human Space, or so
the Church preached. The bold event was trumpeted to people on
worlds far from Kordeth who had suffered little from the war, but it
still had an effect. The fear of alien invasion was imminent every-
where, and a Church which had proven itself effective against such
enemies was a beacon shining in the night.

Or(],er FI‘OIII Chaos

New technology progressed quickly, as scientists made amaz-
ing discoveries by observing phenomena on other worlds, or by
taking lore from alien races (occasionally sharing it). Incredible
advances were made, but they were not spread equally among the
commonwealth of humanity. There was no central unity by which
the whole of humanity could prosper from the work of the many
worlds.

As some worlds prospered (most often those with strong, he-
reditary leadership: the nobles), they subsumed others under them,
and soon many star-faring, interplanetary governments flourished.
The heart of all these operations, however, was commerce. Some
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planets had certain resources in abundance while lacking others,
Trade was necessary for the betterment of life everywhers, The
greedy, overarching attitude of the zaibatsu and the new royaly
could not leng maintain a foothold in the new sprawl of worlds,
where another choice always existed. Eventually, the worlds did
come together again. & new mercantile alliance was formed with
great democratic ideals, temporarily silencing the resentful royalty
by strength of numbers. The Second Republic was born,

It Is again ironic that it was the Church’s teachings of a hu-
mane and ethical philosophy that gave rise to an institution that
was 1a eclipse the Church's role. Indeed. under the Republic,
humanity’'s yearning for spiritual answers was drowned by the ar-
ray of material comfort and sensual stimuli available to every citi-
zen. The Church would soon revise its previous philosophy and
adapt one much harsher to human luxury.

Second Republic

Some thinkers at the close of the twentieth century believed
that liheral democracies were the ulimate progression of govern-
ment, that, after such a form of governing becomes universal, no
further progress is possible, Perfection of governance will have been
achieved. Many citizens of the Empire believe these thinkers were
tight. But hindsight, as they say, is 20020,

Humanity reached its pinnacle in the form of the Second Re-
public, a time of quick progress and amazing changes. The stan-
dard of living for the average citizen was raised on all worlds, Tech-
nology knew no limits. With the vast resources of other worlds and
a unity of purpose, nothing was impossible. All was to be achieved.

It was a time ol genetic engineering, curing many diseases
and deformities but often leading 1o the creation of freakish, near-
human races. A time when terraforming was all the rage, when
almost every world in humanspace was “fixed” to be more Earthlike,
to make better homes for humanity (wiping out native ecosystems
in the process, along with the natural habitats of many alien races),
A time when the threat of physical danger was a myth, and acci-
dental death a nearly forgotten idea. Sports of extreme danger were
practiced readily, for a personal energy shield or MedPac was al-
ways around to protect or revive the victim of even fatal accidents,

The citizenry scon forgot the raumas and triumphs that had
forged their way of life. Existing in an unbroken bubble of prosper-
Ity, they forgot what it was to be human, o strive, 1o love and to
sacrifice. And to hate.

The bubble soon burst from within, The Republic had grown
too far and too fast in technological mastery. Many of its wonders
were intreduced with no consideration for their effect on the wider
populace. Most technology displaced workers, and soon there was
no need for work, But the economy did not keep up with these
changes, and people still needed money to live, But where Lo get it7
The welfare system of the Republic was grand but not built to up-
hold the sheer number of citizens displaced from their livelihoods
by technelogy (or cheap alien labor). As this reality was sinking in,
unknown terrorists managed to sabotage the central computer net
controlling welfare information. Anarchy ensued on many worlds
as citizens were denied money, Riots began.
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Divestiture

The nobility of many worlds, weak but still extant, saw their
chance. They began orchestrating deals with the overextended cen-
tral Republic government for more local power to crush riots in re-
turn for increased tax revenues, all the while refusing to pay out
welfare money. This begins a period later historians term Divesti-
ture, for as the Republic ceded out power, it lost more and more
control over the bureaucratic beast the government had become.
Finally, massive corruption in the central government, along with
the increased tax burden, caused outlying worlds to secede. These
Rogue Worlds, typically under the power of noble families, were too
powerful to put down; the Republic was forced to deal with them on
their own terms.

Then the stars began to darken. Only after three suns with
populated planets noticeably dimmed did people begin to realize
that the fading suns phenomenon was not going away. But what
was causing it? Many disgruntled and discontented people had their
own answers: “The Republic is to blame; some damn experiment
gone wrong!” “The scientists are responsible; their technology’s
doing this!" “It's the aliens’ fault, some sort of cruel revenge.”

The Universal Church began to preach, explaining why the suns
were fading: Humans were sinful and had, in their pride, over-
reached, claiming the powers of the Pancreator for themselves. The
Pancreator chose to take their power from them by taking the very
light of the worlds away. This message hit the right nerves, and a
vicious millennialism was born. People needed reasons to hate, and
a target to direct it toward. While the Church fathers were genu-
inely concerned with the souls of a largely unspiritual populace,
they could not help falling into old habits. They took humanity’s
discontent and directed it at the Republic, the source of the Church’s
own problems.

In an attempt to recapture support, the Republican president
made a deal with the Orthodox sect of the Church. In return for the
Church’s open acceptance of the Republic’s secular authority, the
Republic would declare Orthodoxy the official and only recognized
sect of the Church. This ignited religious wars as breakaway sects
— and religions wholly unaligned to the Universal Church — fought
for their rights.

It is during this time that the legendary Saint Rasmussen spoke
his famous lament: “Oh that my head were water, and mine eyes a
fountain of tears, that I might weep day and night for lost human-
ity! Tremble, ye sinners, for the long night is upon us and the suns
themselves are seen to fade. Repent, and know salvation. Repent,
or die!” He was torn apart by a rioting crowd of zealots as the words
left his lips.

The nadir of this conflict came when certain Rogue Worlds,
with the support of alien races, arrived through Byzantium Secundus’
jumpgate to seize control of the government. This surprise assault
took the Republic off-guard, and Byzantium fell to the rebels. As
word spread to the worlds of the Republic, utter chaos ensued. The
major noble houses knew their chance had come at last, that all
they had worked toward over the years had finally come to fruition.

Ten houses banded together and sent a fleet to retake
Byzantium Secundus. With their now-vast military might, gath-
ered through the years of Divestiture, they retook the capitol with
little resistance. As the smoke in the presidential palace cleared, the

Ten Houses raised their own banner.
The Fall of the Second Republic was complete. Progress died.

History worked its way toward a peak and then reversed itselll As
the Church proclaimed, humanity now suffered the humiliation of
reliving its past failures over again, in a grand lesson of hubris for
a fallen race.

But many remember the humanism and ideals of the Republic
and hold them close to their hearts. The Merchant League refuses
to relinquish them, even in the face of Inquisitorial censure from
the Church or military might from the houses. An ideal is not real-
ity, however, but a guiding light. Many have been lost in the dark-
ness even while standing in the light. So it was with the citizenry of
the Second Republic. The lights were dimmed. The New Dark Ages
had begun.

The New Dark Ages

The ten triumphant noble houses soon gained the backing of
the Church, for they supported (for political purposes) the Republic’s
recognition of Orthodoxy. They also officially accepted the tenet that
humanity was sinful and that the Church had righteous power over
the lives of the sinful. In return, the Orthodox patriarch backed the
houses, finding many lines in scripture to prove the nobles’ case
against the godless Republican senators. Besides, the Rogue World
rebels had many sectarian leaders among them; they could not be
allowed to build a new government on Byzantium Secundus that
might defuse the new power of the Orthodoxy.

The Church moved quickly to stamp its doctrine on all it could.
Its main tenet was that technology was evil. It had caused the down-
fall of humanity, and so humans must not respect or practice it. The
noble houses agreed, seeing a method by which their new populace
could be kept in line. They, of course, sought an exception to the
anti-technology creed. The Church resisted, and thus began decades
of squabbling between the noble houses and the Church. The Church
would excommunicate a house member for technological practice,
while a house would seize a Church world, destroying a cathedral
as a “casualty of war.”

Both sides finally came to a necessary agreement. The Church
needed some measure of tech for itself, and had to concede some to
the houses. So, the nobility was conceived to be in a form of “ex-
treme penance,” “to compassionately take on sinful tasks to save
the common man from such stain.” Thus, the use of technology
(and the powers of rulership) were seen as necessary evils, and
nobles were martyrs seeking to save humanity from again staining
itself (sins for the few, saving grace for the masses). The Church
also claimed a saintly role in this, decreeing it to be the duty of
priests to guard the commoners from tech. For this purpose, the
priests must be knowledgeable in recognizing tech, but if they were
penitent enough, their souls would remain pure on Judgment Day.

But this sharing of power between the two forces was not com-
plete. The guildsmen who possessed what technological knowledge
remained made their bid for power. They formed the Merchant
League from the remaining Republic senators and corporate heads
and refused to hand down their knowledge of technology. Without
them, starships could not long run; military battle armor and weap-
ons could not long operate. And Church communications would
be cut.
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The houses began a reign of terror, hunting down and impris-
oning anyone who claimed to be a guildsman. The Church began
excommunicating the leaders of the League, fercing the loyal to
refuse them succor. Te no avail. The League had too many starships
and worlds of its own. And they had trade. Without their jumpmaps
and know-how, the supply of many necessary materials to Church
and house worlds would be cut off. Indeed, many worlds had al-
ready purposefully sealed their jurnpgaies, and disappeared o
the long night of history. The priests and nobility were forced to
give the League a cut of the action.

And so formed the triune government of the Dark Ages, an
uneasy and fractured alliance which often broke out into open con-
flict between the parties, causing much suffering among the com-
mon human and alien. The Ten elected one among them as council
leader, but these leaders always had enemies, and rarely ruled for
long. In addition, membership among the Ten was fluid; houses
rose and fell over the years, with only the strongest or craftiest
maintaining their positions for long. The Church patriarch continu-
ally tried to cement political power in the hopes of building a theoc-
racy to replace the sorry government that ruled in place of the Sec-
ond Republic, but there were always too many heresies and sectar-
ian conflicts to squash instead. The guilds of the League sought to
claim restless worlds or recapture the Rogue Worlds, but they were
often outmaneuvered by the nobles.

Into this fractious universe came the barbarians.

Barbarian Invasions

After the Fall, the borders of the Known Worlds shrank. Some
worlds deliberately cut themselves off from jumptravel by blockad-
ing their gates and attacking anyone who tried to enter their sys-
tems. Others lost their ability to reach space as civil wars destroyed
starships and the factories to repair them. Most worlds were too
busy to aid the small backworlds and, after years of dealing with
their own struggles, they often forgot about these worlds or had
lost the jump coordinates to reach them in the massive data purges
of the Church Inquisitors.

Certain worlds “sealed” their jumpgates, cutting themselves
off from the madness going on around them for an unknown amount
of time. Those with the technical know-how and a detailed under-
standing of jumpgates can seal a gate — that is, shut down all travel
from one or more directions. However, once this is done, no one can
control when the gate to those directions can be opened again. The
seal may last a week or it may last for centuries; no one knows. The
time is governed by an internal mechanism in the gate which is too
arcane to be understood. Some of the worlds which sealed them-
selves off during the Fall have yet to reappear.

Untold numbers of planets were cut off from humanity’s cen-
tral civilization, some to be rediscovered later, others to disappear
from history forever. Who knows how many lost planets in the depths
of space still support human life? In addition to the worlds of the
Second Republic — worlds reached only by jumpgate — there are
thousands of star systems without jumpgates, with unknown resi-
dents. Some of these stars — those nearest to Earth in light years
— were the targets of First Republic slow ships. But these genera-
tion ships were forgotten after the jumpgates were discovered, and
none has ever reached the Known Worlds. Indeed, few people in the
Empire pay attention to stellar distances such as light years; such
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details became unnecessary after the jumpgates, as ravel across
vast distances became possible in the blink of an eye

In this environment of fractured roadways, not all worlds were
claimed by the houses; Church or League. Many [orgotten planets

began independent governments of their own. Most of these gov-
ernments remained hostile o their neighbors, fighting centuries

long feuds, and some looked upon the riches of the Kknown Worlds
and Yusted tor them. Cut off ffom the tenter of Uie Republic, maiy
of these worlds slowly lost technology, devolving into Diaspora-
level conditions or worse.

A few leaders of such forlorn worlds who still had starships
were able to form a coalition and raid the Known Worlds, targeting
those worlds that they could sweep onto, pillage and escape from
before aid could arrive. The barbarians were no longer at the gate
— they were through it and plundering.

Delphi, House Hawkwood’s homeworld, suffered the worst of
these assaults. House Hawkwood was able to gather troops with
the aid of its minor house allies, and after a bloody battle, fended
off the assaults to their homeworld. However, it was no major mili-
tary victory, for the bulk of the barbarian army had already left with
its loot. B

The Ten knew that the raiders’ success would soon cause more
barbarians to break through. But its internal squabbling prevented
it from forming a united front against the invaders.

The barbarians, as expected, did return, and this time in greater
numbers. Two large star-nations united to lay claim to outlying
worlds. They succeeded. Years of simmering battle began, whereby
the noble houses would reclaim their worlds for a few months, and
the barbarians would seize them yet again.

A disunited, selfish nation cannot long survive such outside
pressure. One person was needed to unite it and send its enemies
running.

Vladimir Unites the Stars

The problem of a united front against the barbarians was keenly
felt by Vladimir Alecto, the recently elected leader of the Ten. Vladimir
saw that the far-flung and fractured commonwealth of humanity
would soon crumble before the might of its enemies if someone did
not act to bring the Known Worlds together. His primary aim, of
course, was power. The welfare of humanity may have been sec-
ondary, but important nonetheless, for it was the fuel which drove
him (or so he told himself).

Pledging to lead the Known Worlds to victory and reclaim the
embattled worlds, Vladimir began gathering allies. A military ge-
nius, he had a strong following among all the minor noble houses
and five of the Ten. (The Ten at that time were Alecto, Justinian,
Gesar, Van Gelder, Windsor, the Hazat, al-Malik, Li Halan,
Hawkwood, and the tenth, the Decados.) He also gained the sup-
port of the Church and the League. He won these allies easily, for
the barbarians threatened commerce, souls were in danger, and he
promised the owners of the worlds that he would return the planets
to their power rather than claiming them for himself.

After years of battle, the barbarian invaders were broken and
forced back to their own worlds. The jumproads connecting entry
into the Known Worlds were often sealed or hidden to prevent fu-
ture sorties. But Vladimir did not keep his promises in full. For
those major houses who had not fully supported him, he claimed
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their worlds for himself. Civil war erupted.

The Gesar, Windsors, Van Gelder, Decados and certain minor
houses were turned against him, along with many sects and guilds.
But the rest of the Known Worlds were behind him. The war was
bleody: Years after it had begun, Viadimir accepted the surrender of
the rebel houses and declared himself Emperor. He introduced the
Great Charter, instituting the office of the electors, those who could

the League, maintained its royal status and entered the race for the
Imperial Throne. The Ten now became the Five, composed of
Hawkwood, Decados, the Hazat, Li Halan and al-Malik.

But the electors could come to no accord. Instead of an Em-
peror, they elected a temporary regent 1o rule for 10 years until an
Emperor was chosen, The office of regent lasted longer than any-

body had planned. for when the 10 vears had passed, a new regent .




Transformed in body and mind, infused with an almost in
stinctual hate for humans, the two quickly bred, creating Symbiot
progeny from their non-psychic fellows, and from the plant and
animals native to Chernobog. After gathering strength and practic
ing their newfound powers. they assaulted the human capital with
fury. Unable to withstand — or even comprehend — the weaponny
of the Symbiots, the Second Republic retreated from Chernobog and

sealed the jumpgarte so that no one could get onto or off the con-
taminated world. The Republic then worked to hide news of the
event from the citizenry; the last thing they wanted was an alien
threat to cause more chaos (those who argued that such a threat
was exactly what was needed to unify the fractious Republic were
laughed at). They managed to hide the secret so well that the planet
of Chernobog and its alien residents were entirely forgotten. The
Known Worlds entered the Dark Ages blissfully unaware of the ter-
rible threat waiting beyond their borders.

Nearly a millennium after the Fall, the Symbiots returned. Some-
time in the intervening years, they had attained jump capability in
their organic ships, although even now no human understands how
this is possible. Unable at first to break through the sealed jumpgate
to Stigmata, the Symbiots had expanded out and away from the
Known Worlds. The Imperial Eye is still unsure how many worlds
they hold in the space past Chernobog.

It was only a matter of time until they came back to their point
of origin. A Symbiot ship passed through the jumpgate at Absolu-
tion and landed in an outlying city. Its crew began slaughtering the
residents without warning. The Symbiot’s organic tech was aston-
ishing — living ships, battle armor and even guns. The very thought
of these things repulsed the human defenders even as they died
fighting against them. The Symbiots did not capture the world —
that was never their intent. But they left the resource extraction
industry in shambles and the human population decimated. The
attack was a warning. More would soon follow.

Daishan and Stigmata, other worlds on the borders of Human
Space, became wary and ready for attack. But the Symbiot forces
did not arrive in fleets. They moved in mysterious ways, attacking
through the least expected avenue: the very flora and fauna of the
planets turned on the human “colonists.” The Symbiots had planned
their assaults for years, having finally broken the jumpcodes to
these worlds earlier. They had secretly converted whole ecosystems
under the very noses of the ignorant colonists. Humans found it
hard to fight off whole forests or herds of predatory beasts working
in teams to devour scout units.

The humans, as expected, resorted to firebombing and
ecodestruction to eliminate their opposition. But even this did not
destroy the Symbiots; their seeds lay deep in the organic structure
of their chosen planets. The new growth over the charred forests
strangely grew more quickly than it should have, and this time stron-
ger, more resilient to fire damage. The Symbiot planet forces learned
from their failures and grew defenses against them. The colonists
of Daishan were forced to evacuate the planet, giving it over en-
tirely to the Symbiots.

It was clear that the Symbiots were masters of guerrilla war-
fare against a technologically superior force. While they could not
immediately seize the worlds for themselves, they could ensure the
humans a costly defense and an eventual route. But not without a
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final gesture — the human fleet defending the retreat bombed the
planet from orbit with all its might, leaving the world a scorched,
uriinhabitable rock.

The regent moved guickly to defend Stigmata, the system the
Symbiots would have to pass through to reach the rest of the Known
Worlds. The Imperial Fleet was dispatched and the batles began
Things did not go well for the Imperial forces. While they had more

advanced weaponry than the Symbiots, the parasites were tena-
cious. While the Symbiots made few advances, neither could they
be easily beaten back. The regent formed a new office to handle
what was turning into a long-term situation, that of the Stigmata
Garrison Commander, in charge of a vast amount of Imperial mili-
tary resources.

Finally, in one area, surprisingly and for no apparent reason,
the tide was turned and the Symbiot forces pushed back. Upon in-
vestigation, it was discovered that two people were largely respon-
sible: Friar Berthold of the then-heretical Eskatonic Order and
Damiana, a Charioteer trader. These two were unusual in that they
were both practicing occultists: Berthold was a theurgist and
Damiana a powerful psychic. They were residents of the planet be-
fore the Symbiots had arrived, joined together in a secret coven.
They had gathered other local residents together to mount a guer-
rilla defense against the Symbiot invaders, a rebellion which went
on unnoticed by the Imperial fleet. The friar’s litanies and Damiana’s
psionics succeeded where military might could not.

They had discovered the key to fighting the Symbiots on some-
thing close to even terms. However, psychic powers — once the
high science of the Republic — were outlawed by the Church. Co-
vert deals had to be made before occult powers would be accepted.
The Church had to be brought in and given credit for the affair. The
Eskatonic Order had to be accepted into the fold. It would later be-
come one of the major sects vying with the Orthodoxy for control of
Church resources.

Once all was agreed upon, the Church unleashed other
Eskatonic Order priests and rogue psychics (promised absolution
for their service) onto Stigmata. They were contracted Inquisitors
given the power to cleanse the taint in any way they saw fit. It
worked. Where science could not clean out the parasites, psychics
and theurgists did. From then on, the Eskatonic Order heralded
theurgy as the replacement of science. Only here could man look to
see wonders, they claimed, but only the holiest and most penitent
of priests could work such magic.

Centuries after it had begun, the Symbiot War was brought to
an uneasy standstill. The Symbiots still held some territory, but
gained little new ground. The long, protracted guerrilla battle on
the frontier was at an end, and an uneasy silence descended upon
the front.

Magic had gained a foothold on human consciousness again,
one that the houses, Church and League soon found hard to con-
trol. Covens, underground organizations of psychics, began to op-
erate openly, with agendas in conflict with the powers that be. Indi-
viduals seeking power turned to forbidden paths, asking aid of in-
visible entities whose names were whispered in occult circles. These
Antinomists risked their souls and those of their fellow humans in
their bids for power, and not the least of them were members of the
Five Houses who sought imperishable power against their enemies.
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The office of regent could not last forever without some chal-
lenge, While individuals had tried shori-lived bids for the title of
Emperor at various times during the Dark Ages, none had come
close to succeeding,

Filty years after the Symbiot Wars had calimed, leaving a tense
and fearful populace waiting for the next alien expansion, House
Hawkwood made its bid for power. Darius Erik Hawkwood made
overt offers to the Church and League electors for increased power
in return for their votes. This set off a flurry of counter-offers from
the other houses, each fighting to gain scepters. Decades of politi-
cal, military and social struggle began, a struggle that oftentimes
threatened the borders of the Empire.

The houses were not the only forces seeking the Imperial
Throne. The patriarch, fearful of giving the nobility too much power,
moved to gain worlds of his own, pursuing the Church’s ancient
desire for a theocracy. He was largely unsuccessful, but powerful
enough to force certain noble houses in the race to recognize the
superiority of the Church.

The Merchant League sought a chance for increased power
amid the chaos. Years of war among the nobility had turned the
populace against the families. The League sought to use this hatred
to kick the royals out. They sought to gain enough worlds to secede
and declare a Third Republic. They, like the Church, were unsuc-
cessful, for a popular figure arose to appease all the quarreling forces.

A master diplomat and military tactician, Alexius of House
Hawkwood had taken up where Darius, his uncle, had left off. He
eventually claimed enough hold on a number of worlds to meet the
final challenge. With the grudging backing of the patriarch (who
finally saw which way the wind was blowing) and the hesitant back-
ing of the Leaguemeister, Alexius Hawkwood claimed the Imperial
Throne. A short, quick battle broke out at the Imperial Palace on
Byzantium Secundus, but Alexius was prepared. Hidden Hawkwood
forces and mercenary fleets moved in and stifled all opposition. The
opposing houses were forced to retreat. On that very day, Alexius
was crowned Emperor of the Known Worlds, and no assassin’s trick
could stop him.

At first, only House Hawkwood, the Li Halan and the al-Malik
conceded (the latter were Alexius’ main allies in the war; the Church
and the League respectively, had already recognized the Emperor,
and they could do little but follow), but the Decados and the Hazat
both refused to recognize the claim. Years of fighting ensued, this
time more vicious than before.

The Decados gave in sooner than anyone expected, surprising
all and causing people to wonder whether they had seen the writing
on the wall or were plotting some as-yet-unrevealed scheme. A
barbarian border war on the Hazat’s borders weakened that family’s
forces enough that, following the Decados’ recognition of Alexius’
claim, it was also forced to capitulate. It claims that it willingly rec-
ognized Alexius in return for his aid in the war and his recognition
of their claim to the barbarian world.

The Emperor Wars were finally at an end, although they had
lasted far too long. Almost two generations of open conflict had
taken its toll on the Empire. Planets were ravaged and many starships
lost beyond repair. While the borders remained steady (at great cost),

the lives of Imperial citizens were the worse for wear

But where there was conflict, there is now stability. An Em
peror sits upon the throne, and what he decrees Is so. No more
arguing, no more stalling. Maybe now, say the citizens, things will

et done

Consolidation

Nearly a decade after his coronation, Alexius is the undisputed
Emperor of the Known Worlds. He has done an astonishing job of
consolidating power under his rule, and has brought a stability to
the Empire unknown for centuries. While his work is not complete,
for many factions still vie against him in hidden, shadowy ways —
and some even openly — most recognize that even death may not
topple his throne. Although he has no heir as yet, should he pro-
duce one, that son or daughter will surely assume his rule (espe-
cially with the five vote scepters set aside for him or her — as many
as the noble houses combined).

Nonetheless, his popularity — while stronger than it was even
three years ago — is not universal. The wars still haunt many who
lived through them. The bloody battle for the throne left many people
landless or without families; they bear deep grudges against the
man they consider to be a tyrant. And peace is not fully assured yet
— new conflicts constantly threaten.

The Hazat fight a war against the barbarian Kurga Caliphate
over ownership of a Lost World called Hira, a war that threatens to
draw in more factions if the Hazat are successful in petitioning the
patriarch to declare their cause a Holy War. The Kurgans are alleged
to follow a heretical version of the Prophet’s teachings, scripture
which the Orthodoxy does not want tainting the souls of Known
Worlders.

The barbarian Vuldrok Star-Nation has increased its raiding of
Hawkwood worlds of late, and seems to be itching for a confronta-
tion with Alexius — whether to test his mettle and resolve or to
provoke a full fledged war is unknown.

The Symbiots, however, seem to have retreated from the
frontlines on Stigmata. They have withdrawn into their territories
for now, although the meaning of this move —uncharacteristic for
the chaotic shapeshifters — is hotly debated. Are they building their
strength for a greater assault? Or have they recognized defeat?
Rumors persist of high-level contact between supposedly sentient
Symbiot leaders and Imperial Eye agents hinting at peace initia-
tives, but most doubt such fables. How can there be peace with
mindless animals?

And what of the Vau? Distant and aloof for years, their re-
quests for diplomatic visits have increased of late, although their
dialogues are seemingly meaningless, consisting of elaborate dis-
cussions of the weather or gardening tips. Some pundits whisper
that the enigmatic aliens are sizing the Empire up, prepared either
for a new expansion or new trade.

But border conflicts and high-level intrigues matter little to the
common man. Most people are once again proud. Under Alexius,
their destiny again seems assured. The jumproutes have opened to
an unprecedented degree, reuniting worlds long sundered by war
and factionalism. Interstellar trade is strong again, and with it an
increasing network of news and gossip. Even here the Emperor has
displayed power, using guilds of canny marketers to careful control
his image.
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Alexius has declared a new age of discovery and offers rich
rewards or even peerages {or more powerful titles) to those who
can reopen the paths ro the Lost Worlds and riches of the Second
Republic. He has instituted the Order of the Phoenix — the Quest-
ing Knights — to spread word of his rule and law to cutlying re-
gions and even into barbarian space. Their ranks are swelling, caus-
ing grumbling among the elite of the houses as second and younger
sons and daughters — fearing to inherit little glory and wealth from
their own families — seek to win it from the Emperer through ad-
VENLure.,

In addition, Alexius has opened the ranks to the guilds and
sects, creating the role of Imperial Cohort, aide and companion to
his knights. Cohorts are promised a share in the spoils of Imperial
adventures — the chance for wealth and fame or the ability to spread
the good word. This gesture to the League and Church is yet more
proaf to many that Alexius understands the molti-faceted nature of
power in the Known Worls.

The Church, however, frowns on Alexius' emphasls on quest-
ing and rediscovery of the past's riches, seeing once again the masch
of humanity's folly. The Orthodoxy suspects that the Questing
Knights' true mission into barbarian space is an claborate land
grab for the Empire, a way o give Alexius more worlds than the
other houses combined, OF course, no crusade against barbarian
powers could succeed without noble and Church support, but the
question of fair division of spoils already worties the patriarch.

The Merchant League, however, sees oppartunity in the open-
ing of new jumproutes and the consolidation of existing routes (and
even the hope of deposing Alexius and declaring the Third Republic
on top of his reforms),

=
ame

Time is a tricky issue In the Known Werlds. Each world
has its own method of measuring time; the terraforming ef-
forts of the Second Republic failed to change the rottional
inconsistencies of all the planets. Some worlds have longer
days than others, while some have longer nights. Each workd
dlso has its own native system of marking months, although
such local chronological systems were spurned by the Second
Republic, who instead relied on perfect nuclear docks. Most
starships {and noble mansions and merchant agoras) are
equipped with nuclear docks set ac the same second as the
central clock on Holy Terra, Thus, although time is relative,
c¢locks are not,

The Empire uses a central calendar based on Haly Terra's
solar and lunar cycles. Citizens of the Empire keep two times:
their local fime and Empire time. But most peasants live solely
by the Tocal seasonal cycles on their homeworlds, They mea-
sure time in spans — the time it takes for a celestial body (the
sun or meon) o traverse the sky by the lengrh of an adult
hand held up to it. This might seem te make for a highly sub-
jective judgment except that there is usually a central sun dial
of watet clock to declare the exact number of spans in a day or
night; the peasant matches his own internal clock to the lecal,
official clack.

Never since the Fall has there been such opportunity for ad-
vancement and power by the common man. Rarely has human des-
tiny stood in such balance: to fall back or go forward,

Society

There are two main soclal classes in the Known Worlds: free-
man and serf. Seventy-live percent of the Knevn Worlds populace
are serfs, the common folk working the fields an far-flung planets.
Their lives are regimented and unchanging: few ever leave their
home village. OF the twenty-fve percent of freemen, eighteen per-
cent are yeomen, folk of low class but more socially mobile than
serfs. They do not necessarily owe allegiance to anyone, and if they
do, it Is usually through a willing contract of service. Artisans,
learned seribes and rural officials make up this dass. The remain-
ing seven percent of the populice are nobles, Churchmen and
Leaguemembers,

Flayer chamcters in Fading Suns are usually frecmen. They
are not forced by birthright into an unwilling servitude o a noble
lord, a Church sect or a guild, Instead, they can choose their own
destiny — as far as they are willing to fight for it Most of the pawer
struggles within the Known Worlds are played out by freemen, es-
pecially that seven percent of especially privileged nables, priests
and merchants. These are the movers and shakers, those who can
leave their homeworlds to visit other peoples and places.

Life Among the Facling Suns

The average person bomn in the Known Worlds isa peasant or
yeoman. Unfortunate enough to have been birthed after the Fall of
the Second Republic — the pinnacle of human civilization — all
that is left to her are the crumbs of previous progress, Her world is
in decline, not just technologically, but spiritually. Regardless of the
rise to power ol a Universal Church, the energetic and invigorating
spirit of questing and questioning which marks healthy spirituality
is largely absent. Instead, there exists a concern that the soul be *in
order.” ready for judgment {and probably found wanting), There is
no place for risk-taking; all things belong in their place, and to
overreach is folly, risking not only an individual soul but the entire
commonwealth of lost humanity. To the peasant: the fields. The
veoman: the workshops, The guildsman: the agora. The priest: the
chapel. The noble: the palace. And to the Emperor: the stars,

The loss of a scientific method or point-of-view among the
common populace has helped to keep technology in decline, creat-
ing a scavenger mentality for the things of the glorious past. In
addition, the nobles want the commoners to stay in their place; o
fquestion is to invite revelt. The Church blames technology and sci-
ence for humanity's predicament, and thus represses the very basis
af science: questioning, And the Merchant League wishes to keep
what secrets it has for itself, sharing only with those willing to give
their money or their service o the guilds. These forces together
help to keep civilization from rising.

While many in Fading Suns seek the rebirth of civilization,
civilization in and of itself is not valuable. 1t is what peaple do with
it that makes it worthwhile. A false civilization's "worth™ can be
seen in the weary eves of the enslaved and subjugated alien races,
whose cultures have been outlawed and dismantled by the empire
of humanity,
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The Nol)ility

Erian Li Halan sighed, looking back over the past, over mo-
ments of past betrqyal. Well she remembered the day her father
died, bequeathing all to her hated older brother, leaving nothing for
her, not even a manor or other minor holding. He had not cared for
her ideas — to radical for the Li Halan aristocracy.

Rather than accept the shame and unbearable charity of liv-
ing off her brother — who would make each day of her existence a
living Gehenne — she chose to forge her own life, far from the place
she once considered home. With her had come her most cherished

friends: her bodyguard Cardanzo, confessor Brother Guisseppe
Alustro of the Order Eskatonic, and her old childhood friend, Julia
Abrams, now a pilot with the Charioteers.

None of them were safe on Midian, not with her brother as
baron — he could use the resources of the house to enact his hatred
against her and her entourage. So they had rocketed into the dark-
ening sky for distant stars and sights untold.

Her destiny had been revealed countless times since, in occult
prophecies from Ur artifacts, dreams or strange coincidences. They
led her farther and farther from home. But her brother followed. He
would not allow Erian to gain honor and prestige at his expense.
He unleashed countless assassins and Inquisitors upon her, but she
always managed to stay a step ahead.

One day, however, there would be a showdown, and they would
then see whose royal blood won out...

The Houses

Today’s Royal Houses are the descendants of the nobles who
rose up to claim planets during the last years of the First Republic
and who reigned supreme on these worlds during the Diaspora.
The Second Republic never succeeded in completely eliminating
them, and when it collapsed, the nobles seized control of their plan-
ets, ensuring that the Republic would be unable to bring events
back under control. As the Republic spiraled out of control, the nobles
claimed more and more authority, and the disenfranchised masses
fervently supported them in exchange for food and work.

A few of the noble families managed to lay claim to more than
one planet or jumpgate. Based upon spurious claims of descent from
earlier royalty, they began to call themselves Royal Houses. When
the Republic lay in its death throes, they began jockeying for posi-
tion among one another, and dozens rose and fell during that time.
Ten houses claimed the most worlds, and formed an alliance of con-
venience. They called themselves the Ten, and most minor houses
were forced to ally with one or more of them to maintain their own
claims.

Five of these houses fell or became extinct during Viadimir's
rise to power. Now five remain in power as the major houses, though
many more remain as minor ones. The big five — Hawkwood,
Decados, the Hazat, Li Halan and al-Malik — rule, in one way or
another, almost all the Known Worlds. The Emperor controls a few
other planets, and the Church and the League have theirs. Other
than those, the Royal Houses own the stars.




Hawkwood

During its history, House Hawkwood has seen more ups and
downs than a prostitute in zero-g. In its earliest days it was the
leading house, and the one everybody expected would declare itself
emperor. Then, a consortium of other houses, led by the Decados,
combined forces to bring it crashing down. It collapsed almost to
the point of extinction, but one member managed w revive its for-
tunes and rebuild it. Within generations it had again become one of
the greatest houses... before the first barbarian invasion broke
through at Delphi and devastated the house's holdings, Other ca-
tastrophes have come and gone, but House Hawkwood has sur-
vived them all,

House Hawkwood is once again on an upswing, much to the
delight of both the family and its subjects. House Hawkwood has
leng relied on the goodwill of its people, rewarding them well dur-
ing the good times and protecting them during the bad. However,
family members have had the house's past drummed into their
heads, and go {0 extremes to live up to the standards they believe
their ancestors set.

Right now the house 15 at a crossroads. Its [eader has just
become emperor, but he is distancing himself from che very force
that brought him to power. The new head of the house, Victoria
Hawkwood, has made no comment on this, but lower-level leaders
seem 1o find this detachment galling, A number of landed Hawkwood
Itarons have become especially vocal in their complaints, noting
that despite their sacrifices during the Emperor Wars, the Emperor
has not split the rewards of empire with them. They have not re-
reived additional lands or even a break [n their taxes since he be-
[Ame Emperot.

On the other hand, a number of landless Hawkwood knights
have found a place under the Emperor as Questing Knights. They
have flocked to his banner and serve in a number of capacities, not
all of them militaristic. They help administer the Empire, explore its
darkest boundaries and bring back crucial information.

Leading Hawkwoods: Emperor Alexius, Princess Victoria
Hawkwood (current house leader), Baroness Morgein Hawkwood
(famed diplomat and adventurer), Duke Alvarex Hawkwood
(Alexius’ brother, often at odds).

Roleplaying Notes: Starting the moment a new Hawkwood is
born, the house surrounds her with evidence of her inevitable des-
tiny. By the time she turns five she can rattle off the deeds of lead-
ing Hawkwoods from centuries past. By the time she’s 12, she real-
izes just how critical House Hawkwood has been in humanity’s
progress. By the time she reaches 16 years old, she has no doubt
but that every action she takes will have critical importance to ev-
eryone in the Known Worlds.

Yes, some Hawkwoods rebel against or break under the strain
the family puts them under, but these weren’t true Hawkwoods
anyway. Real Hawkwoods can deal with anything. Real Hawkwoods
never doubt themselves. Real Hawkwoods know that their blood
makes them able to face any enemy, overcome any obstacle. Real
Hawkwoods know that failure of any kind is not acceptable. And
most Hawkwoods often find themselves doubting that they are real
Hawkwoods.

still, this background enforces a certain air of superiority.
Hawkwood nobles can be vain, headstrong and bigoted, but they

can be equally courageous, charitable and progressive, Having a
Hawkwood in charge means it is just as likely that he will be ex-
tremely capable as there is that he will be oblivious to his many
faults.

This background also means that Hawkwood nobles are ex-
rremely conscious of honor, and house leaders readily voice their
approval of dueling. Backing down from a challenge is not accept-
able, but finding an equitable solution to the dispute (other than
fighting) is. Emperor Alexius certainly became famous for his abil-
ity to compromise, but not all Hawkwoods have developed this tal-
ent.

Character Stereotypes: Explorer (Captain Sir Richard Francis
Burton), military officer, populist leader, duelist, diplomat, heir to
greatness, second (+) child out to prove him/herself, inbred prince/
princess, spoiled brat.

Typical Classes: Noble, Soldier.

The Decados

House Decados was the last of the Royal Houses to join the
alliance against the Republic, known as the Ten (they were the tenth).
However, it claims to be one of the oldest royal houses, long exist-
ing incognito. Its founders claimed descent from the Russian czars
through Princess Anastasia. Such claims have often been denounced,
in part because the first members of the house came from the intel-
ligence services of a number of different planets and initially had
no familial ties. Only after several generations of interbreeding could
most of the Decados legitimately claim to be related to one another.

This interbreeding has continued through the years, and no
one will deny that House Decados is an odd group of people. The
Decados claim that this eccentricity is the prerogative of those des-
tined to rule, while their detractors say it is the sign of sick and
deranged minds. Whatever the case, their parties are the subject of
much gossip for months afterward (though this is not always a
good thing).

Still, House Decados has always been one of the most influen-
tial, if least trusted, Royal Houses. Its role in finally overthrowing
the Republic is well-documented, though scholars still argue just
how extensive it was. In any case, House Decados has long been an
insurmountable barrier o anyone with democratic ideals. ‘

It has also proven a barrier to other houses, and is a fierce and
intractable foe, Its spies and assassins roam the Known Worlds,
and Decados leaders have an uncanny knack for knowing every-
thing about their foes — even things the enemy is unaware of.
Additionally, the Decados have mastered the arts of body manipu-
lation and alteration. Their Jakovian Agent spies are said to pass as
anyone they desire, and even change appearances numerous times
while on a single assignment.

That they lost the Emperor Wars despite this advantage sur-
prised a number of observers. Indeed, the Decados seemed to have
the upper hand until a stunning series of Hawkwood advances car-
ried the day. That the Decados were unable to predict the Hawkwood
maneuvers has struck many people as odd. The additional fact that
the Decados have been, of all things, good losers, has struck them
as even odder. Rumors abound as to what the house’s motivation
may be, but no one seems to know for sure.

Leading Decados: Prince Hyram Decados (house head), Duch-
ess Salandra Decados (second-in-command, alleged sometime par-
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amour of Alexius), Baron Nicolal Decados (lost final battle against
Alexius, not seen since).

Roleplaying Notes: Think of decadent Renaissance ltalian
nobles, such as the Borgias, and add an element of Oriental exoti-
cism. Decados are classic two-faces, with an act they put on for
everybody else, but a secret, true face they hide underneath. The
real skill in dealing with Decados machinations is discerning this

—
Stereotypes
While most outsiders know that each house has i1s awn

distinct character, they often fail to see the diversity within
cach ene. Not all Hawkwood are henorable while some (few)
Decados are. Some al-Malik are very religious, while some Li
Halan have become heretics. The roleplaying hints in each sec-
tion provide a brief guide for both players and gamemasters
who want to add these nobles to a game, but they should not
feel forced to follow these guidelines. Create characters who
do what you want them to do regardless of anyone else’s pre-
conceived notions.

Serfs may even become freemen, and freemen may get grants of
land.

Despite this, word has gotten out about at least one insurrec-
tion within the Hazat army since the Emperor Wars ended. Hazat
nables express both surprise and indignation at the very idea that
such a thing could have occurred, but the rumors persist nonethe-
less. Still, no one is able 1o advance a good reason as to why the
Hazat army of all armies would mutiny.

Leading Hazat: Prince juan Jacobi Nelson Eduardo de Aragon
(head of the family), Duke Jose Alfonso Louis Eduardo de Aragon
(Hazat ambassador on Byzantium Secundus, one of the mast re-
spected diplomats in the Known Worlds), Baroness Lucinda Dulcinea
{current Stigmata Garrison Commander),

Roleplaying Notes: Members of the Hazat pride themselves
on their honor and ability, and a slight to elther will not be forgiven.
By the same token, these are the traits they most value In others,
and anyone they see with these qualities will quickly earn their
tespect, While sons and davghters of the Hazat all train in leader-
ship and military skills, they also admire people who have devel-
oped other skills, like diplomacy, theology and such. 5till, the sur-
est way to a Hazat's heart is through skill at combat.
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While the Li Halan actively tried to make one of their own,
Flavius L Halan, emperor, the House expressed no regret at losing
the Emperor Wars. Part of Emperor Alexius' concessions at the end
of the Wars was to back an Orthodox Patriarch, thus at least tempo-
rarily blocking the aspirations of the other sects. While the patri-
arch has nat actively opposed the Emperor in any dealings, he is
known (o take much of his advice from the Li Halan.

The family's orthodoxy carries into all other areas of life as
well. The Li Halan are the strictest adherents to the nobles® code of
etiquerte, and proselyiize on these areas just as much as they do on
religion. The house itsell is rigidly structured, with each member of
the family having no question as to where her place is, Observers
have a more difficult tme uncovering internal dissent within this
family than in any other, rumors of occasional internal purges not-
withstanding.

The planets of the Li Halan have also become far more struc-
tured. 1t is almost unheard of for a serf on a Li Halan planet to
become a freeman, and freemen And it extremely difficult o obtain
land, On the other hand, serfs and freemen rarely complain about
their lot, for the house provides far more services ta its peaple than
does any other (with the possible exception ol the Hawlkwoeods), OF
course, priests on Li Halan planets stress the need for people to stay
in the niches that the Pancreator has ordained For them, and tradi-
lion has caused Li Halan society to hegin resembling an extremely
intricate caste system. To do any work other than what ones par-
ents did, er to marry outside of that occupation, is becoming rarer
and rarer.

Leading Li Halan: Flavius Li Halan {Rmily head, resides on
Kish), Cardinal Fang Li Halan (main advisor to the Patriarch), Duch-
ess Fativa Li Halan (has land holdings second only to the Emperor).

Roleplaying Notes: Li Halan nobles are usually strict adher-
ents to orthodoxy in 2ll its forms. Royals have high Faith. and for
this reason, few have good Tech. They, like the Church, do net ap-
prove of ducling, but this has not stopped a Li Halan or two from
becoming renowned duelists, much like Aramis of Fhe Three Mus-
Beteers, House leaders deny this, of course.

Of course, just because the Li Halan maintain firm beliefs does
not mean they are dogmatic and stupid. They have more in com-
mon with Joan of Arc. Thomas & Becket, or any number of noble
saints than televangelists. Additionally, no few L1 Halan have ex-
plored the mystical teachings of the Prophet and delved into theurgy,

Character Stereotypes: Crusader, pious knight or musketeer,
saint, martyr (give up all worldly goods and family position), in-
cognite friar (pesing as commen man), Fisher King, sectarian rebel
(non-erthodoex), seeret pagan priest or demonist (Gile deRais).
Typical Classes: Noble, Priest, Soldier.

al-Malik

This house is easily the least accessible and most rarely en-
countered, s members live apart from the people they role, keep-
ing an air of distance about them even on those rare cccasions when
they tour their domains, Durlng these times, they even speak in
elegant metaphors that only [ellow al-Malik understand. It seems
the only time an al-Malik family member feels comionable is when
she is meeting with the members of the Merchant League, the house's
historical allies,

House al-Malik has always been tied to the guilds, and some
historians have hypothesized that it bought its position as a Roval
House using money from banking and trade, and might still be
involved in these endeavers. House al-Mallk actively discourages
such speculation, however, and its trained enforcers are more than
capable of sguelching such rumors,

House al-Malik can almost always count on League support,
and al-Malik mansions are almost always filled with technological
wonders. An al-Malik's shield is sure to be in working ovder, her
rapier may well vibrate when it hits an opponent’'s flesh, and some
even carry personal think machines (which the al-Malik cyptically
call “computers™y,

The al-Malik do not appear to have any special deals with any
individual guilds, and in fact the guilds lay less exclusive claim o
al-Malik planets than they do to those of other houses. In fact, the
bazaars on Criticorum and Istakhr are second only tothe one on
Leagueheim itself, Everything is for sale at these places, and there
is a buyer for everything, Of course, there are parts of the bazaars
where plous visitors do not go.

These connections hetween the al-Malik and the guilds have
attracted no small amount of Inquisition attention. Indeed, the al-
Malik are undoubtedly the most investigated of the roval houses,
However, aside from a few reprimands for low-level nobles, the
house has never been officially accused of anything, The al-Malik
often jolke about paying their tithe directly to the Inquisition.

Leading al-Malik: Duke Hakim al-Malik (head of housey,
Duchess Yusara al-Malik (Duke Hakim's wife, leading patroness of
the arts), Baronet Salome ab-Rashman (famed cxploren

Roleplaying Notes: Many nobles consider the al-Malik 1o he
the most passionate of the houses, They throw vibrang parties, like
good times and own the most interesting devices. Members of this
house have a good deal of substance to back up their flash and
glitter, however. An al-Malik is likely far better educared than other
nobles even if she has less combar raining. The al-malik have no
commen opinlon on dueling: some like it, some don't.

Additionally, despite their reputation, the al-Malik do not dis-
like the common people. If anything, they like them too much. They
tend to hearken to later-day Second Republic secialist philosophics,
even though they are ardent capitalists. Their wealth affords them
the diletiante pastimes of imagining a better world, a Utopian Third
Republic — heresy, of course, so they deny such rumots. Bul the
house's enemies whisper that it has teamed up with the League in
bullding for such a future. Others argue that the al-Malik love com-
moners because they rarely see them up close,

Character Stereotypes: Fatron 1o adventurers, adventurer,
Third Republic architee, historian, beloved (or hated) dictator (Castro
or Stalin}, political reformer, webspinning spy (bullding network of
loyal non-roval contacs),

Typical Classes: Moble, Knave, Scldier, Techie.

The Minor Houses

A number of other houses have risen and fallen throwgh the
vears, some never expanding bevond one planer, while others al-
most named ene of their own Emperor before fading away. Most of
these still have descendants in positions of power, though some,
such as the Alecto, Gesar and Windsors, are believed to be com-
pletely extincl,

]






Minor Houses

Jnandaastas (long-standing ties to alien races, especially the
Ur-Obun)

Justinian {once major, lost badly when Vladimir died)

Keddah (rulers of the planet Grail, bound to Decados by treaty,
warring with al-Malik)

Masseri (conquered by Decados and on decline)

Shelit (newly discovered house with odd technological ties)

Thana (supported psychic research many years ago)

Torenson (strong proponents of rigid rules of etiquette)

Trusnikron (renowned beast tamers, strict adherents to their
own code of honor)

Van Gelder (once major, now allied to Decados for survival)

Xanthippes (an ancient matriarchy with strict control over its
own territory)

Extinct Houses

Alecto (Vladimir I's house, lost last sons in first Emperor War,
a number died in odd accidents)

Chauki (overthrown by the Hazat)

Gesar (allied to Vladimir, lost last sons in first Emperor War)

Windsors (allied to Vladimir, lost last sons in first Emperor

. The Entourage

Nobles do not spend all their time cloistered away in dark,
dank castles, scheming and brooding. They often take their schem-
ing and brooding on the road. They tour their domains, visit other
nobles of their own or other houses, look for mates, try and expand
their holdings and sometimes even seek to help their subjects. Of
course, no noble would be so foolish as to travel alone. Not only is
such a practice unsafe, but a noble caught without an entourage
would be immediately suspect or a laughingstock.

Common hangers on for nobles include bodyguards (usually
battle-hardened veterans but sometimes also members of military
orders), religious advisors or confessors, intelligence advisors (ac-
tually called spies or assassins if they work for the Decados), a
dueling partner, pilot or chauffeur, and hangers-on who give the
noble additional prestige — paramours, aliens, entertainers, schol-
ars, noted explorers, sycophants, etc.

One of the odder situations is when two (or more) nobles from
different houses travel together. Either they will each bring their
full entourage in an effort to intimidate each other or else, for the
sake of their mutual sanity, will pare it down to just the essentials
— a single bodyguard, trusted servant or valued confidant.

Traveling groups composed of nobles from different houses
are not at all rare. The peasantry might be amazed to see a Decados
and a Hawkwood strolling along arm in arm, but other nobles would
not give it a second thought. In fact, many older nobles encourage
the practice, hoping that their progeny will form lasting alliances
and perhaps bring back important information. At the very least,
the nobles will get to know their future enemies.

Noble Etiquette

Intricate rules of conduct affect all aspects of noble and royal
society, governing everything from the clothes they wear to what
they say when they kill one another. These rules have grown out of
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centuries of custom and practice, and the nobles rigidly enforce their
code, Those who violaie these policies do so at risk of condemna-
tion, ostracism and even death. Stll, some cynics insist that the
only reason to have these laws s so the nobles will have something
to break.

Most non-nobles think of these rules mainly in regard to hos-
plality and courtdy love, These are cemainly the two best-Known
areas, Ior the bards sing of both — courtly love (for the great songs
it inspires) and hospitality (for the great meals it gets them). These
two areas are certainly important aspects of noble etiquette, but
they are by no means the only ones. Dueling is illustrated as an
example of another area of etiquette.

Of course, these rules only apply to how nobles deal with each
other. No noble would ever allow any rules to limit how she can
treat her social inferiors. Peasants murdered, priests ridden down
and traders plundered — all these are fair play for a noble. On the
other hand, addressing a planet’s governor as “my lord” when a
duke of the owning house is present is a most unpardonable sin.

While each house has its own take on these conventions, time
has codified enough of them to give all nobles a firm set of guide-
lines. The punishment for etiquette violations is nowhere nearly as
rigid, being at least partially determined by how important the of-
fending noble is, but no one — not even the prince of a Royal House
— can get away with one. In extreme cases, the violator will find
herself challenged to a series of duels. At the very least, an offender
will be ignored at parties. Fellow nobles who used to spend hours
in conversation with her barely spend five minutes. Others who
would have said hello ignore her completely.

If the offending noble is not crucially important, then other
nobles will stop involving her in social functions entirely. No more
invitations to tea parties, no more alien hunts, and no more mas-
querade balls. This social ostracism can be bad enough, even driv-
ing some nobles to suicide, but that is not the worst punishment.
The noble is cut off from her main source of gossip, and for nobles,
information is second in importance only to status. Not knowing
who is hating whom and, more importantly, who is hating that
noble, can be maddening.

Nobles who have violated social decorum may never be fully

) Inside the Noble Mind

In Fading Suns, nobles are the biggest celebrities, the
richest moguls, the most powerful politicians and the greatest
sports stars all rolled into one. Whether a noble has ever done
anything worthwhile or not, he expects to be treated as if the
suns only shine at his sufferance. And, for most of his life,
that is how he has been treated.

Seeing everyone fall to their knees at his approach does
something to him. Having peasants wet themselves when he
addresses them cannot help but affect his mind. He becomes
sure of his superiority, and everything around him reinforces
this belief. The best nobles use this to bolster their parental
feelings toward others and feel that they must act to help the
less fortunate. Baser nobles see these events as confirming
their own unaccountability and their right to do as they please.
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Courl:ly Love

The official rules for love and marriage within the nobility have
nothing to do with one another. Arranged marriages, weddings of
convenience, mandatory divorces — all are part and parcel of being
anoble. The structure surrounding marriage is rigid, and only rarely
do these lead to satisfying monogamous partnerships with commit-
ted participants. Far more common is the joining of two people who
could care less about each other, grow to hate each other, and carry
on constantly with other people.

The bards have noticed this and turned it into a central facet of
noble life; probably the only facet of which ail nobles are proud. For
aman or woman to commit totally and completely to another per-
son is an important moment, one that has inspired more songs than
any other subject.

Not all sexual relationships between nobles involve courtly love.
In fact, courtly love is somewhat rare despite all the great songs
devoted to it. Nobles are as susceptible to momentary infatuation
as anyone else, and dalliances are a common occurrence. Those
involving courtly love, however, are far more interesting.

Tabitha al-Malik is often held up as a model of courtly love.
Tabitha, who lived centuries ago, married Lars Hawkwood while
engaged to Juan Alecto while wooing Justine Decados. In one year
she provided the bards with more material than most nobles can
inspire in a lifetime.

As Tabitha taught, the wooing process begins slowly and care-
fully, no matter how smitten the suitor might be. Rushing this point
of the relationship cannot help but ruin the courtier’s chances. The
process differs only slightly if one (or both) of the participants are
married to someone else. Then the romance begins a little more
quietly, but then nobles generally try to begin these as subtly as
possible, for fear that word of rejection might cause them to be
laughed at by their peers.

The initial overtures include the traditional flowers, poems and
gifts, all carried by intermediaries and seconds. Public meetings
between the two romantics should be calm and subdued, giving
little hint to those unfamiliar with the relationship that anything is
out of the ordinary. Of course, those wise to the ways of etiquette
will immediately notice the feigned coolness and understand the
true situation.

Private meetings between the paramours should be both tense
and exciting. Their conversation will be laden with innuendo and
laced with hidden meaning. At this point, physical contact is dis-
couraged, but often happens nonetheless. Its presence is a sure sign
that the first stage is over.

Once both parties are sure of the other’s interest, their rela-
tionship becomes a matter of public record. Their dealings become
more passionate, more chaotic and, for outsiders, more interesting.
Those lovers burdened by the unfortunate baggage of marriage try
to act discretely in public, but this requirement is often ignored —
much to the bards’ delight. Of course, the bards delight even more
in the next step — the break up.
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one or the other has violated. This violation can then be punished
as the injured party sees fit and can get away with.

There are a great many variables in the rules of hospitality.
Was the guest invited? Did she bring an entourage? Was she ever
romantically involved with the host? Just how important is she?
The fact that each house, and each branch of each house, has its
own take on these rules makes hospitality even more complex.

Some things, however, are sacrosanct. Once a guest is invited
into a noble’s home, no matter what the guest’s rank, the host is
obligated to protect her from all harm, no matter where it might
come from. Additionally, he should go to great ends to ensure that
her stay is at least pleasant, if not luxurious. Being known as a
generous host is extremely important to almost all nobles.

By the same token, guests may take no actions that might
bring scorn upon their host. Should a host ask something of them,
they must oblige, unless it would put them at risk. For instance,
should a host ask some traveling nobles to escort his daughter to
an Imperial ball, they should feel obliged to do so. Of course, if the
host just happened to forget to mention that his daughter had re-
cently offended the Ur-Ukar ambassador, then so be it. That
shouldn’t necessarily lead to trouble.

Other rules of hospitality detail how fine a gift should be given
to the host’s family based on both the giver and the recipient’s so-
cial status, how good the hospitality should be for each visitor, and
even how long visitors should stay. Commoners are usually com-
pletely befuddled by these practices. Just why does a duke have to
give a knight a more valuable present than a baron must give a
marquis?

Duels

The Church strongly opposes duels as well as the ceremonies
and rituals that have grown up around the practice, but this has
done little to stem their popularity. Nobles who feel they have been
grievously offended and don't have access to an assassin can have
their closest friends (or expendable underlings) approach the of-
fender and denounce the crime. The offending noble then draws his
sword with a great protestation of innocence and threatens to run
the accuser through. At this point the accuser will quickly proclaim
that there is someone who has been more severely wronged than
he, and that this victim seeks redress. The accused makes a big
show of his innocence and says that he will do anything to clear his
name. The two then come to agreement about a time and place to
“resolve this horrid situation.”

At the appointed time and place, both parties will appear with
sword in scabbard and dueling shield turned on. There are no such
things as dueling pistols; nobles consider it far more honorable to
stab an unarmed opponent in the back with a poisoned dagger than
to shoot her from 40 paces. The shield requires nobles to use all
their skill to do less damage than the shield blocks. After all, nobles
do not necessarily feel the tfé’zd to fight to the death. If an opponent
surrenders, the victor will vsually not kifl him. Indeed, etiquette
requires that a duelist allow a disarmed opponent to regain his blade
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(though most nobles witl expect an “accidental” follow up attack
while disarmed), let a fallen foe stand up (again, with the possibil-
itv of an accidental hit), and hald off if an enemy's shicld fails {ac-
cidental anacks in this instance are often fatal),

Any violation of the code will not go unnoticed. Duels draw
large crowds and are often overseen by priests, despite the Church’s
oppoesition to the practice. Each fighter will bring along as many
[rienids and allies as possible, all to ensure that nething goes awry,
Other nobles who have heard about the duel will come just for the
fun of it. Local authorities, however, will nor anend, finding busi-
ness as far away as possible. A noble's duel Is not open to any
inferiors outside of the noble's own entourage,

Note that the duelist's code does net require that the victor
accept his adversary's surrender, A noble who gets a reputation for
fighting 1o the death, however, will make even more enemies and
will find it hard to stop a ducl he is losing. Additonally, some nebles
will make a point of snubbing one of thelr own who is too violent —
at least, one who is too violent to other nobles,

The Emperor

The most powerful individual in the Known Worlds is Emperor
Alexius, once the head of House Hawkwood, While he still main-
tains strong ties with his house, he has renounced its leadership in
arder 1o establish the rele of emperor free and clear of past en-
tanglements, Alexius's critics say he is merely trying to establish
two powerful forces to ensure his rule — one being the armies of
the Emperor and the other being his loval house legions.

Alexius now makes his home on Byzantium Secundus, the
historic center of interstellar politics. While he officially rules fewer
plancts than do any of the houses, his actual powers are excep-
tional. The most obvious manifestation of this might is the Imperial
Guard, some of the best-trained and equipped troops in human his-
tory, His other strengths are more subtle — and more powerful.

Emperor Alexius officially controls the empire's tax collection
network, its army of scholars and historians busily trying to recon-
struct old technelogies, its many law enforcement and espionage
agencies, and the largest collection of Philosophers Stones |power-
[ul Ur artifacts) in the Knewn Worlds. All of the Royal Houses have
pledged thelr lovalty and are obligated (o provide him assistance
whenever he requests it. What form this assistance may take, how-
ever, has not been determined.

Alexius is still defining his role as emperor. He has announced
pians to consolidare more power in his position and has been lay-
ing the groundwork for war against the barbarians — a war he
would lead, and whose troops would be beholden 1o him, The Roval
Houses have no intention of giving him permanent control of their
troops, 50 no one knows exactly what will happen. The events of
the next few years will have a powerful impact on the balance of
power for years (o come:

To aid him in this endeavor, the Emperor has put out a call for
landless nobles to join him, implying that they may fnd new terri-
tory an unexplored planets. So far his call has mainly attracted his
old allies in his family, but some members of ather houses have
come on board as well. A few members of minor houses have also
shown up, hoping for the chance to rebuild their own dynasties
under his banner.
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There [s an underground group of mystics, soldiers and citi-
zens of all dasses who see Emperor Alexius as their God-Emperor,
their savior and the one who will reignite the dying stars. The em-
peror is silent on the matter, but the Church has made it clear that
such views are heresy; Inquisitors are searching for the leaders of
this cult.

The ]mpuria] Eye

Before his assassination, Emperor Viadimiy established a [ace-
finding and intelligence-gathering organization called the Imperial
Eye. He brought in nobles from a number of royal and minor houses,
gave them extensive budgets to establish the agency, and then died.
The Eye lived on, however, serving the stewards and regents who
took over after Viadimir's death and before Alexius' rise,

Officially this organization serves Alexius by gathering and
analyzing information. It maps out new jumproutes, tracks eca-
nomic development on the recovering worlds and has one depart-
ment dedicated to-discovering why the stars are fading. During the
chaos and confusion of the Emperor Wars, however, the Eye found
itself acoused af activities outside the scope of its original charter.

Accusations of activities like spying, smuggling and even as-
sassination rarely came to anything, and when an agent was tried,
the agency always managed 1o show that he was acting outside the
bounds of the Eye. No evidence ever appeared that the Eve had
actually tried to make one of its own patriarch. The leaders of the
Eve hold themselves up as selfless servers of humanity. 1ts detrac-
tors (usually the Emperor's enemics) denounce them as self-serv-
ing manipulators who plol and scheme against evervbody, What-
ever the case, the Eye has a reputation among the common folk as
an organization to avoid second only to the Inguisition.

The Universal
Church of the
Celestial Sun

Adepr Guisseppe Alusiro wiped the sweat from fis brow,. He
drew his cowl closer over fis_face and clutched fis chared book
stck Holly ro his stde as he shoved s way through the filthy
brute-cart faden street. JF he could reach the roval berths of the
starport before e was sigheed again, he might fuse make it gf
planet alive.

Curse those meddling Avestites! he thought as fis eyes darred
abour wardly, searching for signs of the heavy robes and smoking
Suns. When would they goecept that Eskatonic priests were God-

Searing members of the Church just as they were? But no use grip-
ing — sectarian comflice is nor whar this witchhune s all abowe. No,
Ertan Li Halan s brother has called them againse me, artempring (o
discredic Erian since I am her confessor, {7 am deemed heretic for
iy srudies, then she will also be tainted with the charge,

He turned the comer of the final lane and saw the entmway a
mere five sirides ahead. He pushed forward, shoving artisan hawkers
aside — but then halted, staring at the back of the robed woman
rushing o reach the gares before him. Smoke rose up abour her
torsa from the muzzle of the famegun she siung low,
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Stereotypes

Priests may seem at first to be all of the same stripe. They
usually wear the same uniforms (varying somewhat with sect)
and preach the same overall beliefs. But this is a mere facade.
Looking past the catechisms, robes and rosaries, each priest
approaches his or her faith differently. While some try as hard
as they can to follow the party line, many do so in the way
they best see fit. Not all Avestites are screaming fanatics; some
may be calm and introspective, truly compassionately worried
about the collective sins of the universe. Likewise, not all Or-
thodox priests are intolerant to non-doctrinal points of view;
some are fascinated with the new ideas and perspectives crop-
ping up on the many worlds of the Pancreator.

Despite the Church’s often iron-handed role in politics,
the priests who preach at the cathedrals throughout the Known
Worlds are, for the most part, truly devout and unconcerned
with worldly power. It is the state of the soul they concentrate
upon, and the fate of the soul as it leaves its mortal coil. With-
out the selfless acts and counsel of Church priests, the popu-
lace of the Known Worlds would surely be worse off and deeper
in despair.

Fation and must temper their actions.

Each person can experience his or her role in the Pancreator's
creation. 1t is the duty of the Church to aid in separating right expe-
rence [rom wrong perception. Demons can fool people, and only
Church doctrine can guide in seeing past false experience by pro-
viding a time-proven guideline. Priests are needed to provide wit
ness to the Church's truth for the Pancreator's creations, However,
there are many worlds, each with their own particular problems.
Lack of rapid communication prevents direct answers from Haly
Terra. The training a priest receives is designed to give him a broad
{ramewark with which to interpret any of the myriad trials of fife; it
is a priest's responsibility to have the courage to make his own
interpreations based on experience, with doctrine as guidance,
Those priest's whose answers [o religious problems are most in line
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dren in different ways at different times. Priests must be ever aleri
for these omens and be ready to provide the correct interpretation
of them for the leity, Others look to the Church [or answers; a priest
must be prepared 1o give them boldly,

Character Stercotypes: Confessor (perhaps personal confes-
sor to a noble or a rich merchant), community leader, elder,
wiseperson, healer, misstonary, monk, pilgrimage guide, penitent,
diplomat.

Typical Classas: Priest, Theurgist,

Brother Bal:l:].e

Throughout history, monastic battle orders have existed within
organized religion: the Knights Templar, Hospitalers, Shaolin priests,
|annisaries, and others, In the Known Worlds, there are the Broth-
ers Barttle, said 1o be the most elite combat corps in history, Fanati-
cally dedicated to defending the Prophet’s faith with might and force
of arms, the Brothers of this exclusive order are respected — and
feared — by most Known Waorlders.

The order began early in the New Dark Ages, when the need
for hard-line and able defenders of the faith was greatest, They
personally defended the life of the patriarch from an assassination
attempt on Holy Terra. In return for their service, the patriarch or-
dained the order, giving it special powers within and without the
Church, conceded to by the noble houses, whe were trying to cover
up their role in the assassination aempt. Since then, the order has
grown in skill and influence, building upon martial techniques cre-
ated by previous Brothers. These techniques are kept secret. Those
who have been ousted from the order are not allowed to teach them;

if they are caught revealing them to others, the penalty is death.

Brothers adhere to strict discipline and suffer harsh penalties
for breaking their vows. Oathbreakers must undertake dangerous
penance quests that many do not survive. There is a strong support
network from Brother to Brother, although monks are aften sent on
individual missions across the Known Worlds, spreading their net-
work thin,

The order does not work well with other units in the secular
tllitary chitin of command. Brothers will not take orders from any
but their superiors within the order, so they are rarely used as com-
mon soldiers, instead being employed as commandos and spedial
tactics units,

Membership requirements are strict. Only youths under ten
years old are accepred, although the order adepts many orphans,
There have been very few exceptions to this rule throughour the
order's history, although the handful of elder individuals who have
been accepted provide hape for many petitioners, New members are
sent to the monasiery on De Moley, there to spend the next ten or
more years of their lives in rigorous training and spiritual contem-
plation, Local peasant mothers on De Moley often leave thelr new-
born children on the monastery's doorstep, hopeful thar their off-
spring will be taken In and be given a better life and opportunity
than a peasant’s son or daughter would otherwise have, However,
the order does not accept every child left on its stoop, Many are left
lo survive or die outside the gates, Those who live longer than ex-
pected are often accepted,

The Brather Battle order wields much power, and many Ortho-
dox parriarchs have felt threatened by thelr strength. Their piety
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and military might are needed by the emperar on the Symbiot and
Barbarian fronts, and while they have rarely used the palitical power
gained through this, the Orthodoxy anticipates the day they must
clash, fearing that Brother Battle will win oot Thus, the order is
under increased scrutiny for heresy and any other slip-up that could
lead to their disselution,

Despite the name, women may join, although i (s rare.

Leading Brothers: Master Claudius of De Moley (head of the
order), Adept Falkner of Stigmata (leader of the Brother Battle unit
on the Symbiot [ront), Adept Aaron of Urth (currently the Brother
Battle representative on Holy Terra):

Roleplaying Notes: Supreme martial discipline is the hallmark
of a Brother Battle, Exercises are performed religiously, designed 1o
maintain both body and spirit. Once a Brother Battle bas been given
a holy task, he will lgnore all other considerations that impede or
distract from that task. For this reason, the brothers are desired as
elite guards or commandos by anyone who can afford them — their
price, however, is not coin, but glory to the Pancreator. If the task
has no religious purpose, it is deemed unworthy of attention. How-
ever, their interpretation of religions matters is broad enough to
include many things, and any task that aids the Order is deemed
worthy,

One of these tasks is to guard the pilgrimage routes from planet
to planet, In so doing, they often guard the money and valuables of
their charges — for a tithe, of course. This has lead to a growing
network of money-exchange that threatens the hegemony of the
Reeves in such matters and has levied accusations of usury at the
Qrder,

Young brothers, newly ordained, are urged to leave the mon-
astery for an extended pilgrimage through the Known Worlds. Since
Brother Battle is in one sense the worldliest of orders, Brothers
should know the warlds they may be called on to fight one day.
They are also urged to mix with other sects and orders to better
understand them, for the order is called to fight for them often.
Likewise, personal understanding of nobles, merchants and other
freemen is deemed wise. It is common for these wandering Broth-
ers to attach themselves to cerlain groups as bodyguards or even
leaders before eventually returning to their monastery for further
duy.

Character Stereotypes: Holy warrior, elite commando, smiter
of heathens, kung-fu master, ex-gunfighter (irying o hang up his

FLns)
Typical Classes: Brother Battle.

Eskatonic Order

An extremely mystical and occult order, the Eskatonics seek to
guard the light of the Holy Flame from the impending eschaton, or
apocalypse. They are engaged in a personal and individual pursuit
of the holy. Unlike the Orhodox Church, they believe there [s a
spark of the Holy Flame in each person, and that it is the dury of the
enlightened {those fully conscious of the Holy Flame within them,
made aware through a personal vision) 1o cultvate this fame and
fam it into a fire. Their main means (o this end is theurgy,

Their exclusive entry requirements, however, ensure that they
have the smallest membership of any order, and thus the smallest
sopport network, But their occult practices temper each member
into a powerful and noteworthy priest. They emphasize inner mys-

teries and philosophy, with perhaps too litde attention 1o outer real-

ity. They are doom-sayers, believing the worst about humankind's
fate, In their view, anly a few will recognize the light and escape the
Final Darkness, They claim to have personal experience with cer-
tain vile demon sultans who they say are to blame for the dimming
stars, and believe that only the order's wisdom and magic can aven
the final doom (they also claim detailed knowledge of the *bodifess
powers of the Empytean”, or angels),

They claim direct lineage from cerain of the Prophet's dis-
ciples, to whom the Prophet gave secret lore, wisdom that the early
Eskatonics were given the responsibility of safeguarding. They were
an underground, secret society of Church priests until the Symbiot
Wars, whoere they were allowed to operate openly only by grace of
their own theurgy. Eskatonic magi proved to be one of the few ef-
fective weapons against the Symbiots when they atlempted to move
past Stigmata, The patriarch had to ordain them or risk losing more
worlds to the parasitic invasion. Since then, the Eskatonics have
been very careful to behave {or at least hide their excesses welly
lest they suffer official censure and be forced underground again,
But the commaon populace often fears them, and they are constantly
at risk for Inguisitorial searchies and heresy declarations.

Rank within the order is built around the slow dissemination
of secrets and occult technigues. The order's fathers created a care-
fully wrought system of study, whereby a student would only be
exposed 1o lore he was capable of understanding. Rank is awarded
only to those who have proven themselves mentally and spiritualiy
worthy of it. Then, the secrets of that rank are taught slowly and,
once mastered, the student is ready for the next rank.

Humility is all-important during maining and ordination. No
priest is allowed to rise in rank without first confessing, and those
priests who do not undergo confession on & monthly basis are
shamed until they learn to do so. The practice of Aagellation, the
wearing of hair-shirts and other self-inflicted tortures are also en-
couraged. The order believes that these extreme measures prevent
hubris, for the history of the order tells of priests whose pride grew,
and whose sins caused whole worlds to perish, While they have
managed o keep the truth behind these dead worlds from the popu-
lace and the Church at large, there {5 good reason these magi are
feared.

Leading Eskatonics: Magus Moore of Pentateuch (head of
the order), Magister Osanto of Manitou (keeps tabs on psychic cov-
enis), Philosophus Antonia de Cadiz (Hazat wizard), Provost Alustro
{young nephew of Orthodox Hierophant Palamon)

Roleplaying Notes: Eskatonics are the most curious of priests.
Most are impatient to learn the secrets hidden in the universe, and
since their strict tutelage regimen prevents them from learning what-
gver they desire, they often leave thelr cathedrals for pilgrimages
across the stars'searching for secret lere, This is fully in line with
the Prophet's exhortations for questing. Indeed, higher-ranking
priests often become jealous and protective of their hard-won lore
and are loathe to hand it down to students, all the more reason for
the student to seek on his own,

But it s a dangerous universe out there, so few Eskatonics po
alone, Most attach themscelves to a retinue, either 2 noble entou-
rage, a merchant caravan, or some motley group of people powerful
enough to help her search for the lore she seeks.




While the Eskatonics are few in number and sometimes jeal-
ous of one another, when they meet among the stars, they are often
eager to exchange lore, for they inevitably become lonely for others
who can understand the profound thouehts going on in their heads,

Character Stereotypes: Wizard, philosopher, doomsayer, oc
cult investigator, demon-hunter, anitact hound

Typical Classes: Priest, Theurgist

Temple Avesti { Avestites)

Inquisitors. The fanatic and disciplined Avestites are the hard-
liner arm of the Church, often too regressive for even the patriarch’s
tastes, although he is often thankful for the power to unleash them
on victims. While not all Inquisitors come from this sect, most do
(the Avestites long ago gained most of the chairs on the Inquisito-
rial Synod).

Temple Avesti began as a breakaway movement from the Or-
thodoxy, composed of puritans who felt that the Church was not
stern or strong enough in punishing the excesses of its members
(to the Avestites, everyone is a member of the Church whether they
like it or not). These extremists built their temple in the burning
desert on the planet Pyre. Pledged to punish sinners lest they cor-
rupt the faithful, the Avestites embarked from Pyre on expeditions
to cleanse other worlds. Their violent and unannounced terrorist
attacks on “sinners” angered the often-powerful victims of these
attacks: nobles and rich merchants. After too many incidents with
no response from the Orthodox Church, royal fleets arrived off Pyre
to destroy these uncontrollable zealots. But the patriarch’s fleet also
arrived and ordered the nobles to halt their assault. The Archbishop
of Urth went to Temple Avesti and explained to the sect leader the
terms of the sect's surrender to patriarchal authority. If they did not
submit, the Church would depart and leave them to their fate before
the royal fleet. After short consideration, the temple master relented
and threw himself on the mercy of the Church.

Since then, the Avestites are considered penitents, owing duty
to the patriarch and his bishops. While they can act on their own,
they must also heed the call of the Orthodox priests when they
require it. However, the extremes to which Avestites take any task
often tempers the frequency of their use by the bishops. They are
called on official business only when all other methods have failed.

Hopeful Avestites must petition for membership into the sect,
and only those who can prove that they are sinless — or extremely
repentant — are given entry. Only the ignorant or unlearned are
allowed, for education is seen as a burden on the soul that is hard
to extinguish. Thus, their membership comes from the poorest peas-
ants, the lowest classes who often seek revenge for their lack of
empowerment. Most members never again leave the temple on Pyre;
they spend their lives in prayer or hard labor for the temple. Those
who prove their prowess in sniffing out sinners are promoted as
pilgrims, those who will deliver punishment to sinners across the
Known Worlds. The best pilgrims are granted Inquisitorial seals
and eventually become ordained Inquisitors.

Avestites are often bigoted and anti-alien, but can likewise be
pillars of nobility and kindness — to those deserving of it. Aliens
are allowed in the sect if they can prove their faith like all other
applicants. To the sinless, Avestites are perfect gentlemen, having
learned the lesson of temperance from the sect’s humble downfall.
To those they deem sinners, however, no amount of cruelty is
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enough, They take the Prophet’s words about sinners and burning
quite literally, and their heavy flame-retardant robes and cowls are
instantly recognizable, Their high priests even prefer to carry
Mameguns te enact & literal punishment on sinners,

Their symbol, the flame, is borne on pendants that, with the
fick of a switch, become searing brands with which they mark sin-

ners' foreheads. Those peasants wha bear this brand are shunned
by their teliows (it takes months to heal for those who cannot ai-
ford tissue regenerative serums), although the upperclasses unfor-
tunate enough to suffer such humiliation often receive pity and
commiseration from their friends, though not publicly.

Leading Avestites: Archbishop Dolmen of Pyre (leader of the
sect), Bishop Gondo Ortiz de Aragon (head of the Inquisitorial
Synod), Canon “Loose” Buchanan of Shaprut (overlord of local ca-
thedral, thought responsible for massacre of refugees from Stig-
mata)

Roleplaying Notes: Avestites are extremely concerned about
the level of sin going on around them and find it hard not to inter-
fere. They are nosy busybodies who believe that everyone’s busi-
ness is their business. To an Avestite, individual values such as
privacy are seen as excuses to hide sin. Avestites are allowed little
privacy among their own kind, living in common bunkrooms, eat-
ing together, working together, praying together. Never (or rarely at
best) is there time for private contemplation. Perhaps this is why
Avestites are so eager to get off Pyre on lone pilgrimages.

But Avestites are not liked by the common folk. While they are
feared, a lone Avestite can still easily find himself ganged up on by
a bold mob and dragged into an alley for a vicious beating or worse,
hearing cries of: “This is for Uncle Lon (kick), who you burned for
supporting Obun rights! And this is for Cousin Jocko (punch), tor-
tured for buying ham on Restday!” For this reason, even lone
Avestites will attempt to attach themselves to a retinue, claiming to
seek comrades against sin, but in actuality seeking strength in num-
bers.

Character Stereotypes: Inquisitor, fanatic preacher, cult leader,
arson, religious terrorist, political activist (arguing for theocracy),
missionary, far missionary (bringing the word and the flame to hea-
thens beyond the borders), border guard (defending the border from
aliens and barbarians), renegade cultist (thinks Avestites go too
far), spy (disguised as member of other sect/order), bounty hunter

Typical Classes: Priest, Soldier.

Sanctuary Aeon
(Amaltheans)

Sanctuary Aeon is a healing order, seeking to bring grace and
mercy to all. While its membership is open to anyone, few people
volunteer for this selfless duty. The priests of Sanctuary Aeon may
be few in number, but they are beloved by all. The love the common
folk bear them for their selfless sacrifices have provided them prac-
tically ironclad protection from Inquisitors and heresy police: When
Sister Vermidian was accused before a crowd of peasants on
Criticorum of consorting with demons, the peasants rose up and
tried to hang the Inquisitor as the heretic.

The order was begun by Amalthea, a physician who became
one of the Prophet’s disciples. After the Prophet’s death, she tried to
forge his sayings into a Church different from that which Palamedes
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Alecto was forming. Her Temple of Eternal Sanctuary was almost as
popular as Palamedes new Universal Church, Bur in the end, the
Universal Church appealed more to people’s need for authority,
power, guilt and redemption, However, the Eternal Sancruary, or
Sanctuary Acon as it eventually became. still had a strang follow-
ing, especially in the aftermath of harsh wars, The Sanctuary was
evenmually incorporated into the Church, and today stands as a strong
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ferer needs it

The Amaltheans are a rare veice in the Church, preaching the
rights of all living beings. sentient or not. They admonish those
who seek their-aid to never harm an animal or sentient creature
even if it threatens them in return; they can defend themselves, but

must avoid killing.
Leading Amaltheans: Archbishop Sakhya of Artemis (head
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alone, believing that the presence of others will somehow prevent

their committing deeper sins, or at least distract them from them
selves, Thus, wandering Amaltheans seek out others travelers, and
few people refuse the chance to add a physician to their retinue.

Character Stereotypes: Doctor, counselor, shaman, peace ac
tivist, war medic, diplomat, ambassador, lconoclast (resisting mili-
tant society), apologist (defending militant sociery)

Typical Classes: Priest, Theurgist.

Mendicant Monks
(Hesychasts)

Some faithful do not involve themselves with the hierarchical
orders within the Church and instead become monks, retreating as
hermits to the wilderness, as cenobites to the monastery or as men-
dicant, wandering friars. While these monks do not answer to any
direct authority, neither do they partake of the full benefits of a sect
or order. They have exchanged the restrictions of ordained mem-
bership for freedom to seek the Pancreator in whatever way they
will — as long as it does not smack of heresy.

Distanced as they are from the center of the Church, they rarely
have any input or effect on theological or doctrinal issues. But the
occasional mystic has come from the wilderness to impress all with
his insight, causing a stir and a genuine revival within the Church.
But this rarely lasts more than a generation or so, as the Church
hierarchy again takes precedence over subjective viewpoints. Some
mystics, if popular enough, are enshrined as a saints after death,
allowing the Church to claim that it is a living tradition open to new
insights from the Pancreator or his chosen prophets.

Hermits usually stake out a territory in the wilderness of a
distant planet, one far from Empire and Church politics. They often
become the protectors of these wilds, disturbed only rarely by a
local peasant seeking a cure for warts or a love philter. Monastery
monks rarely leave their chosen abode, instead spending their lives
in contemplation or performing scriptorial duties, copying Church
documents for posterity. The recent Emperor Wars took a toll on
certain monasteries, leaving some in ruins with monks left to wan-
der in search of a new retreat.

Mendicant friars are those who have taken the word of the
Prophet on the road, to deliver it to the places furthest from Holy
Terra and bring salvation to the ignorant souls who dwell there.
Being near penniless, as scripture requires of most monks, they
must rely on the kindness of others to get where they are going.
This often involves making deals with League merchants for pas-
sage in exchange for prayer services, or wheedling into a noble’s
entourage in exchange for confessional services (although not all
monks are necessarily ordained to give confession). Friars tend to
be resourceful types, and know that scripture must sometimes be
placed aside toward the greater good of getting the word out to the
people.

Renowned Hesychasts: Brother Hedrick the Bear (friar tend-
ing to the Kurgan border), the Hermit of the Nowhere Wastes (mad-
man believed to be an oracle for angelic beings), Brother Aris of
Maelestron Monastery (renowned mystic and philosopher whose
works are becoming highly influential among young Orthodox
priests)

Roleplaying Notes: Hesychasts want nothing of the squab-
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bling going on back on Holy Terra, with all the abstract arguments
over the inheritance of the Hely Flame in the soul or the proper way
to sit.at morning prayer. To them, it is direct experience of the
Pancreator’s creation — whether in raw nature or among the peas
antry — that reveals best the skopas, or purpose, of creation, Mon-

asteries can help weed out the vseless chatter of the world and
revesal the tue light.

Character Stereotypes: Mad hermit, quiet monk, enlightened
mystic, jolly friar, lazy ex-priest, iconoclast, detective (Sean Connery
in “The Name of the Rose,” or Brother Cadfael)

Typical Class: Priest.

Sectarian Conflicts

The Church was very involved in the Emperor Wars. The patri-
arch tried to institute a theocracy to replace the Empire, but he re-
ceived too little support. After long negotiations with the five Royal
Houses, he eventually declared the Church’s support for Alexius
Hawkwood, giving him much needed popular approval in his bid
for the seat of the Empire.

However, the political struggles the bishops and priests involved
themselves in caused a backlash of disillusionment against the
Church among the populace at large. People looked to new sects or
orders and turned away from their traditional (sometimes many
generations-long) allegiances to their previous sects. The Ortho-
doxy suffered a decline in membership as other sects swelled, set-
ting the stage for a behind-the-scenes conflict throughout all levels
of the Church, from the grand cathedrals to tiny shrines in backworld
hamlets — the struggle to save the souls of Human Space has heated
up.

But this cross-sectarian shift is caused not only by the bish-
ops’ nasty political dealings: growing apocalyptic fear has caused
many to desert the past and throw their lot in with any who can
promise instant salvation before the suns die out. Fear of final judg-
ment is in the back of everyone’s minds, and those who can most
readily address this fear — with more fear and guilt or by compas-
sion and understanding — benefit the most.

More information on Church theology and cosmology can be
found in CHaprer Six: Occurr Powers.

The Inquisition

The Inquisition is perhaps the most feared organization in the
Known Worlds. Even the Emperor’s mighty legions, as deadly as
they are, do not stir the fears of the populace as much as a single
Inquisitor knocking at the door.

The Inquisition is empowered to scour the universe for any-
thing that might pose a danger to the souls of humanity, as decided
upon by the Church. Such things include proscribed technology,
demon-worship, psychic powers, pagan cults, strange alien goings-
on, and people who pose a political danger to the Church.

Yet despite what peasants and sinners believe, the Inquisition
is not everywhere. It takes a special meeting of the Inquisitorial
Synod (council of priests) to award an Inquisitorial Seal to a priest
(or group of priests), and each seal usually has a specific mission
attached to it; the performance of unassociated missions does not
necessarily have the backing of the Church. With Church backing,
Inquisitors are nigh immune to punishment for any action they
undertake while inquisiting. Without such backing, disgruntled or
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Those lousy, fake Obun prqyer bowls made me the laughing stock
before the Vau! You can’t understand what it’s like to have a Vau
sneer at you! By the Pancreator's blue ba—"

Julia cut off the transmission. She couldn’t help it if the bowls
weren't genuine. They were sold to her as the real deal, and her
Ukari shipmate even confirmed it. She slapped her own_forehead
then at the stupidity of it all, and then turned on the loudspeakers
throughout the ship.

“Hey, Sanjuk, you lousy Ukar!” she screamed into the voicebox.
“You knew those bowls were fake!”

A voice came through_from the engine room: “You trust an
Ukari to identity an Obun tqy? Who's the fool here? The merchant
or the byyer?”

Julia fumed. She had to be more careful with her sources. An-
other deal gone bad would ruin her rep in the Li Halan Figfs and
make her a laughing stock among her_fellow Charioteers. She gri-
maced; she’d always been more pilot than merchant anywqy, but
in her guild, you often had to play both roles to get anywhere.

The Guilds

All that remains of the massive conglomerates that once ruled
the Second Republic are the merchant guilds, grudgingly united in
the Merchant League. Five guilds have risen to prominence, but
none of them has enough authority alone to control the entire
League. In fact, despite their prestige, even if they worked together

vie 2 hard time forcing the League
ilds were united against them.

w Charioteers, the Engineers, the
ves, They have each established

them vigorously, However, none

Charioteers

The Charioteers hold the most prominent position among the
guilds because they control the roads to the stars. Any citizen who
wants passage on a ship must go through the Charioteers (or Trav-
elers Guild, as they are also called). They own most of the jumproutes
and maps, and woe be to those who muscle in on their territory.
The Charioteers are what most common folk think of when they
talk about the guilds.

Most common merchants are members of this guild or its sub-
sidiaries. They are the most well-known traders, and their traveling
“medicine shows” and bazaars are a popular seasonal feature on
many worlds. The Charioteers began as a star pilots guild. Many
Second Republic citizens owned and flew their own ships and be-
gan their own trading businesses between the worlds (one of the
more popular start-ups at the time); many of them sought entry
into the guild. This transformed the Charioteers into a more active
merchants guild.

The leadership of the guild is perhaps the most active in the
Known Worlds. Even its oldest deans continue to cruise the trade
routes, buying low and selling high. Most people have seen at least
one of its members, dressed in clothes which could only have been
designed to attract as much attention as possible, standing in a
town square, making the guild’s clarion call, “You want it, I got it!”

People friendly with the Charioteers can buy almost anything
from them, and its guild members have access to one of the great-
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Stereotypes

The guilds got where they are today by attracting @ cer-
tain tvpe of members, but that membership has become more
varied as time has passed. The roleplaying hints in each sec-
tion provide a brief guide for both players and gamemasters
who want to add these guild members to a game, but they
should net feel forced to follow these guidelines. Create char-
acters who do what you want them (o do regardless of anyone
else's preconcelved netions.

est information networks in existence, allowing them to sell knowl-
edge as well as goods, However, its members are renowned for giv
ing lip service to whatever religion will ger them the most sales that
day, and often attract unwanted attention [rom the clerey.

Some nobles seem to believe that the Charioteers support the
creation of the Third Republic and are secretly behind building it
While no evidence has vet been uncovered, merchants of the Chari-
ateers are often watched carefully, ©n the other hand, commerce
berween the stars would stop completely if anything happened 1o
this guild. They own Ffar more ships than any other single group,
and while they may not have as many warships as the Hawlkwoods
or the Decados, their small merchant vessels are sometimes sur-
prisingly well-anmed.

Leading Charioteers: Dean Zale Gailbreath (head of guild,
rumored advocate of Hepublican ideals), Consul Krls Chartash (re-
nowned trader, head of one of the largest shipping organizations),
Consul Lillian Staggs (well-known explorer.now runs the extremely
famous passenger service called Stage Lines — “We'll Take You
Anywhere™).

Roleplaying Notes: Other guilds like to jokingly refer to the
Charioteers' split personalities, On the one hand, they are the most
friendly, outgoing traders in the universe. They seem sure that ev-
eryvone is their friend, that everything s wonderful and that the
only thing that can make life better is for you to buy their merchan-
dise, On the other hand, don’t even think about crossing them on
their own spaceships. These are the taciturn, no-nonsense pilots
who care much more for thelr machines than any human.

This perception 1s partly the result of a growing splic within
the guild between its best wraders and its best pilots. While in the
past the Charioteers’ leaders have been talented in both areas, its
consuls have become more and more specialized of Tate. The same
is becoming true of the rank and fle. Dean Gaflbreath has only
recently begun battling this trend, and has tried to promote more
members skilled in both areas.

Character Stereotypes: Pilots or vehicle operators of any type,
merchants, archaeologists or antifac dealers, wandering teachers,
carny attractions (traveling freak show owners or participants),

Typical Classes: Guilder, Techig,

T]‘le Sﬂpl‘EI’l‘lE O]T[IIEI' D[

]:nglneers
High technology is at a premium in the Known Worlds, for

those whoe understand it are few, Many of them are membersof this
guild. When a starship needs to be constructed or repaired, when a
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personal shield has burnt out and needs fixing, when an arm has
been Mown off and needs replacing, an Engineer is the only one to
summon,

This is ene of the least-known guilds, for it makes no effort to
sell product te the peasantry. nstead it has concentrated its efforts
on developing new technologies and ensuring that no one else makes
the same discoveries. Its hidden labs and concealed factories have
churned out extraerdinary innovations in cybernetics, genetic en-
gineering, explosives, space flight, medicine and other areas, The
Engineers have in twrn made the resulis of these breakihroughs
available to the rch and powerful, for only the wealthiest can af-
ford them. Additionally, the Engineers have gone to great lengths
to ensure that their customers do not try to duplicate the rechnical
Innovations.

For this reason, there are many who refuse to deal with the
Engineers — or at least that's what they say, Others note that the
Engineers appear to be their own best customers, and that is ex-
tremely unnerving to many. It is rare to meet an Engineer who has
net used his own body-altering technology on himsell, giving him-
self cybernetic implants, physical modifications or strange cosmetic
additions. A first meeting with an Engineer is guaranteed to be al
least unnerving, if not downright petrifying.

An additonally upsetting aspect of the Supreme Order of En-
gineers is its connection 1o the Church, No one, either in the Church
ot in the order, will deny that almost 1000 years ago the Engineers
were once either a holy order or part of o holy order. Whatever
happened in those anclent times remains a mystery today, but Church
leaders have done little to either discipline this group or bring it
back into the Aock. Some guild members worry thar the Enginesrs
have malntained their ties to the Church. Some Church officials worry
about the same thing and whisper that the holy order the Engineers
broke away from still exists in secret.

Their worries are heightened by the fact that the Supreme Or-
der of Engineers is also one of the most secretive guilds. Getting
information from the Engineers is next to impossible, and even other
League members find it difficult to communicate with them. The
Engineers have structured their guild in such a way that new mem-
bers know almast nothing, and diseretion is a key component o
advancement.

Leading Engineers: Master Malifice Hereditus (head of guild,
never seen but rumored to be far more machine than human), Crafter
Wavelinder Luceta (Expert with thinking machines, vnnaturally
beautiful), Crafter Philins: Mordela (former priest, gulld ambassa-
dor to Holy Terra).

Roleplaying Notes: While Engineers are renowned for thelr
standoffishness, this in no way diminishes their value to others,
Many nobles consider it a point of prestige to have an Engineer in
their entourage. and even priests recognize their occasional useful-
ness. Still, many Engineers are more than a lile inhuman and can
disquiet even their best friends.

Most Engineers seem driven to advance within the guild. The
two quickest routes are through service or inventon, Protecting
guild secrets can be as valuable to promotion as creating new nno-
vations, Guild leaders de seem to have their own criteria, however,
and most low-level members do not know exactly what will bring
them {avar, so they do their best at-both.
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Character Stereotypes: Starship engineers, invenrors, scien-

tists of all types (including mad- scientists), repairmen,

weaponsmiths, crafiers, cyberfetishists
Typical Classes: Guildar, Techia,

ik
Scravers

Scravers hide behind a veneer of “respectability” in the form

people's projects. They can alse find innovative ways to mike money 5 x
from someone else's job. Il an Engineer runs a spaceship repair
station, he's probably paving a Scraver for parts. If a Charioteer
needs a warchouse, he's probably paying a Scraver to have his goods
leaded and unloaded.

By Lhe same token, Scravers are famous for the risks they take
in search of neafit. They are more than willing to nut their own lives
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the famous Desert Tigers armored legion and teacher of tactics at
the League Academy), Consul Tereza Solace (rumored to be both
psyvchic and head of the guild's slave operations; sometime called
the cruelest person in the universe),

Roleplaying Notes: Members of the Muster are extremely
proud of their skills and abilities, about the records of Muster mer-
cenary units and artisans, and about the variety of contracts they
can fulfill. They are much less willing to talk about the slaves who
make much of what they do possible. They may enjoy the fear their
reputation causes, but it often seems they would prefer not to have
that reputation at all.

This has made the Muster extremely League conscious. Mus-
ter leaders reinforce the guilds’ unity at every opportunity. No mem-
ber of a guild is to be injured if it is at all avoidable. Other guilds get
huge discounts on Muster services. No guild member will be en-
slaved. Of course, if someone takes untoward advantage of the
Muster’s good nature...

Character Stereotypes: Professional mercenaries, ex-soldiers
looking for work, freelance jack-of-all-trades, artifact hunters, ad-
venturers for hire, ex-slave given membership for saving owner's
life, slavers (human hunters, “most dangerous game”), professional

tradesman (yeomen of all types), psychologists.

Typical Classes: Guilder, Soldier.

The Reeves (Gray Faces)

The Reeves hold the reins of commerce and economy. They are
the Known World's bankers. They also govern higher learning and
education, producing lawyers and philosophers. Many non-papal
courts require a Reeve to preside. In addition, the current
Leaguemeister is a Reeve (as was the last one).

The Reeves also provide some of the most talented advocates
for helping decide important matters. Church leaders will usually
accept a Reeve to defend a heretic when they would accept no one
else. Nobles caught up in disputes with one another are happy to
have a Reeve hear their disagreement, but would prefer to have one
on their side. Of course, in a League dispute, any guild would like
to have a Reeve advocate on its side.

The Reeves do not engage in trade nearly as extensively as the
other families do, but they are recognized as one of the leading
guilds primarily for their incredibly extensive money-lending op-
erations. Long ago their ancestors crafted special agreements be-
tween themselves and some of the Royal Houses to ensure that the
houses would borrow from no one but them. While most of these
houses have since faded to irrelevance, the Reeves have grown in
prominence, often ending up with most of the houses’ possessions
when they fail to pay off their loans. Those allied with the Reeves
do not receive much in the way of trade benefits, but they get their
loans at extremely low rates. However, the Reeves are very quick to
mobilize the League Fleets or other enforcers at the first sign of
someone going into default.

Of course, money is not the only thing Reeves demand in ex-
change for their loans. They have been known to delay or even
cancel required payments, but then get the debtor to do certain fa-
vors for them. These favors have ranged from simple labor to ob-
taining party invitations to attacking enemies to obtaining noble
titles to, as the story goes, influencing the vote that made Alexius
emperor.
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Publicly the Reeve leaders appear to be the most conservative
of the League leaders, but more than one has gotten into trouble
with the various sects for acts considered extremely unorthodox,
Usually the Reeves manage to get these incidents covered up, and
do their best to maintain a stald and discreet appearance. Never
expect a Gray Face to wear the gaudy cloaks of the Charioteers or
the ominous robes of the Engineers.

By the same token, the Reeves have gone to great lengths to
suppress stories that would cast doubt on their legitimacy. The one
which gains the greatest credence, and which seems to drive Reeve
leaders into fits of indignation, is that the earliest Reeves made
their money as pirates and their first loans were in fact ransoms.
No one can prove that this was the case, but neither can the Reeves
disprove that ships under their protection are the least likely to be
attacked by corsairs. i

Leading Reeves: Leaguemeister Tyrus Spear (head of the
League, renowned jurist and advocate), Dean Melissa Winters (lead-
ing banker, one of the richest people in the Known Worlds), Consul
Carmichael Yoster (Admiral of the League Fleet, of questionable
military ability).

Roleplaying Notes: There are many stories as to how the
Reeves acquired the nickname Gray Faces, but the most common
one has to do with how fervently they strive to avoid controversy.
They have a reputation for composing arguments and opinions with
so many exceptions that they can mean anything. Even when you
hire one of the famed Reeve advocates you have no way of know-
ing that he will support you the next time this issue comes up.

A growing number of Reeves are fighting this old caricature,
however. They have become more active in League politics and in
affairs outside the guilds, seeing it as their duty to show people
how to better resolve their differences. Leaguemeister Spear has
not officially endorsed their activities, but younger Reeves say he
supports them. Older Reeves, however, mutter about this unseemly
behavior and meet behind closed doors.

Character Stereotypes: Wealthy adventurer, lawgiver (sher-
iff, deputy for hire), philosopher, gentry wanna-be (seeks landed
title, such as baronet, laird, etc.), Third Republic architect, loan en-
forcer, statesman, royal chamberlain, seneschal, crusading advo-
cate, ardent capitalist (hires other characters to help out with get
rich quick schemes).

Typical Class: Guilder.

The Lesser Guilds

Nobody knows just how many guilds exist throughout the
Known Worlds. At least two hundred are part of the League, and
many more have no official sanction. Many of these only exist on
one planet, and often only in one city on that planet. Still, any activ-
ity a freeman might want to engage in probably has a guild to sup-
port him.

Some of the better known of these lesser guilds cater to artists
and entertainers. Musicians and troubadours have two extremely
influential alliances — the Masque and the Carnivalers — allega-
tions of psychic training not withstanding. They, and several other
guilds, have forced the renowned League Academy to provide fa-
cilities for its members. Even the court jesters have a small but
venerable guild, and one of its finest members is on the Academy
faculty.
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Guild Safe Houses

The Merchant League has no illusions about its popular-
ity in the Known Worlds. Nobles tax almost everyvthing [t does,
peasants look for every opportunity 1o steal from its shops and

the Church condemns its very existence. So the League makes

dent gets to the heart of civilization, the more pressures he will feel
to commit to a master.

Guild Territoriality

While most people know better than to trust a trader, few un-
derstand just how deep the League’s involvement throughout the
Empire goes. Most people only see guildmembers visiting a planet,
setting up a small shop and selling their wares. The guilds actively
try to maintain this view of their operations, concealing their mas-
sive installations and armies of mercenaries. Those in the know
believe the Merchant League has committed itself to bringing about
a new republic. Others point to guild involvement in sabotaging
technical research and restricting planetary production as signs of a
more sinister goal.

Most of the guilds have a monopoly on at least one resource or
device. They guard these areas zealously, going to extremes to en-
sure their continued mastery. For instance, the Engineers have long
been the sole provider of Lypee-55, a key ingredient in longevity
serums. Rumor has it that at one point House Li Halan began syn-
thesizing the liquid in their labs on Manitou. The Engineers uncov-
ered what the house was up to and offered the Li Halan a huge sum
of money for it to stop. When the Li Halan made it clear that they
would do no such thing, the Engineers offered them a Philosophers
Stone. When that didn’t work, a number of Manitou’s power plants
malfunctioned and exploded. Only one was nuclear, but it took out
the main laboratory complex — and the neighboring city of 100,000

people. The Li Halan have made no further study of Lypee-55

Additionally, individual guilds often battle each other, both
militarily and financially. Alliances within the League seem o shift
with the solar winds, and todayv’s ally becomes tomorrow’s step-
ping stone. While most of the guilds have staked out the area they
claim as their own, providing a variety of goods and services within

that region, the boundaries are rarely fixed. 1t is not uncommon Lot
a Royal House to “request” that a guild set up shop in territory
previously controlled by another guild. This creates competition
within that territory, driving down prices and stimulating the local
economy. It can also have the unintended effect of creating violent
competition, wrecking the local economy and killing scores of inno-
cent bystanders.

The guilds usually hire outside agents to handle these mat-
ters, preferring to keep their most loyal forces engaged against
non-merchant opponents. Freelancers can earn a great deal raiding
enemy guild warehouses, stealing their secrets and assassinating
key people. These same freelancers are often the first ones sacri-
ficed when the guilds make up or need to cover their tracks.

Aca(lemy Interatta

Despite the incessant battles between the guilds, when they
have worked together they have accomplished some incredible feats.
One of these is the mighty League Starfleet. Another, and perhaps
more important, achievement is the Academy Interatta, the only
major educational facility not under the Church’s control. Located
on Leagueheim, the Academy is the one place where guildmembers
can meet peacefully, get to know each other before learning how to
stab one another in the back.

While this is the view most people have of the Academy
Interatta, others tell a darker story. No research is forbidden at the
Academy, they say, and its teachers and students have delved into
the darkest areas of knowledge. Of course, the guild dismisses such
stories as Church propaganda, but the legends persist. Tales of re-
searchers whose hair turned white overnight, professors who went
mad after viewing vile videotexts in its famous library and students
sacrificed to dark gods abound.

Other people say that these reports grew out of the constant
politics that go on between and within the Academy’s many depart-
ments. Professors and department heads have accused each other
of everything from body odor to plagiarism to pederasty to murder
to genocide. Sometimes the accusations are true; usually they are
just additional weapons in the battle for Academy funding and pres-
tige.

While the politicking within the Academy is usually related to
the different departments and not the different guilds, individual
guilds certainly make their presence felt. The Muster has ensured
that the Academy fund a military affairs department with ties to the
League Starfleet. The Engineers influence much of the technical
research carried out at the Academy. Even the Courtesans Guild
had amazingly little difficulty in adding one of its members to the
faculty.

The Academy itself is a sprawling entity, with classes and re-
search taking place all over Leagueheim and even at a few locations
off planet. Students and guilds pay the professors directly, and the
professors pool much of their income in order to maintain and up-
grade the facilities. Much of the Academy’s best features have been
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donated directly by one guild or another

Indeed, the entire League backs the Academy Interatta 1o an
prreme degree, Many League leaders spent at least some time as
students at the Academy, and most of these have fond memories of
thelr time there. They also recognize its need as a central store-
house for knowledge. One of the Academy’s strongest departments,
zawell ae rhe ane whicrk annears most free of eaild meddline. is the

Department only resorts to such efforts when it feels the need is
greatest — or when it can get away with it.

Piracy

None of the powers in the Fading Suns officially condones pi-
racy, but it continues nonetheless. Nobles blame the guilds, the guilds
blame the nobles and everyone casts a worried eye at some of the
more fervent sects. No one can deny that the problem grew during
the Emperor Wars and continues at high levels. The Emperor has
said he will bring it under control but has committed most of his
resources to his new wars against the barbarians. What little he
has sent against the pirates has not met with much success.

The League would seem to have the most to lose from the
pirates, but has done little more than the Emperor. Aside from some
highly publicized attacks on freelance pirates, the guilds seem to
prefer paying ransoms to mounting pirate-hunting expeditions. This
does nothing to quell tales of guild-financed pirates or ambushes
carried out by one guild on an enemy within the League.

Of course, everybody tries to pass the blame off on barbarians
and aliens. In fact, both barbarians and aliens have been captured
raiding merchant vessels. Some of the most extreme alien-indepen-
dence organizations have even attempted to license privateers or
raid shipping on their own. These have raised an immediate hue
and cry from the nobles and guilds, who combined forces to drive
these pirates from the stars.

Contrary to popular belief, the pirates’ general strategy is not
to attack a merchant ship with blaster cannons blazing. This cre-
ates far too much risk of losing valuable cargo. Pirates infinitely
prefer fast ships to heavily armed ones, and they close with their
targets as quickly as possible, broadcasting threats of what they
will do to anyone who resists them.

Most ships have only minimal crews anyway, most of whom
have little to lose if pirates take the ship. Pirates rarely kill ship
crews, only punishing them if they resist. Most crewmembers pre-
fer to surrender at once or after putting up only a token resistance.
The pirates board at will, take the cargo (and the ship if they have
enough men) and set the crew adrift in lifecraft.

There are exceptions to this rule. Mad Carnegie Jones gained a
reputation for torturing and killing the crews of the ships he cap-
tured, jettisoning their bodies off into space. His career ended shortly
before the Emperor Wars when a merchant ship resisted and ended
up ramming his craft. The attack destroyed both ships, and Jones
was left to die in space.

Searching out space pirates is especially difficult. Since mer-
chants tend to fly certain predetermined routes designed to make

space travel as fast and inexpensive as possible, pirates have lirtle
problem ambushing a suitable target. Additonally, pirates who op-
erate in certain areas seem to have excellent contacts in the nearby
space ports. These can tell them abour tempting rargets as well as
nossible threats. Pirate hunters rarelv have these luxuries. They
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vicious and gruesome to the poor serf who had stumbled upon the
giant Vorox by the woodland stream.

“Aaah! No eat! No eat!” the serf cried, dropping his walking
staff and holding his palms out to show he was unarmed. He knew
better than to try an outrun a Vorox.

Ong's brow wrinkled in consternation and he shook his head,
disappointed in the human. ‘I have no intention of eating you. I'm
simply gathering water. for my Lady Erian Li Halan and her entou-
rage.”

The seyf looked puzzled. “So you're tame, then?”

Ong'’s eyes rolled and a grunt escaped his throat. “Tame?! Is
that what you call it when a Vorox acts civilized?!”

The serf took a step back, but realized that the Vorox had no
intention of harming him. “But... most Vorox are... feral. Aren’t
they?”

The Vorox nodded his head as he stood, his height truly star-
tling the peasant qgain. “There are those on Ungavorox who have
yet to learn the bengfits of civilization. I am not one of them. Now,
good dqy to you, human.”

“Wait!” the serf cried. Ong stopped and looked expectantly at
the man. “Uh... is that one that's been killin’ babies in the next
village feral, then?”

Ong simply sighed and walked away. It was a worn-out rou-
tine to blame Vorox for every disaster to strike from the wilds. Surely
some local predator had claimed the small prey instead.

The serf persisted, following behind. “You know, the one they
sqy calls himself Adanga Unga?”

Ong spun around and stared at the peasant, as if his stare
could root out a lie. Adanga Unga here? On Grail? How did that
villain get so far.from Ungavorox? Ong snarled; he would have to
investigate now. He couldn’t let his old rival run_free to ruin the
Known Worlds, Ong's adopted home...

Known Worlds Races

There are a number of sentient races living in the Known
Worlds. Almost all of them have suffered some indignity at the hands
of humans. For most, it was the claiming of their homeworld by
human colonists, and the resulting terraforming which utterly
changed their ancestral home. Many of these races became home-
less refugees, herded onto reservations a mere fraction of the size
of their previous homes — or worse, onto different worlds entirely.
For others, it was the wars that decimated their populations, leav-
ing the survivors to eke out a living from human charity, carefully
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watched for any sign of rebellion, Most of these poor souls yeamn to
escape Human Space, even if it means leaving their natural envi-
ronments behind, and aliens are in the forefront of new space ex-
ploration.

Not all are unhappy, however, There are more than a few cases
in which afiens have benefited from human intervention, The Elyri
of Grafl were in danger of dying out due to the predation of vicious
beasts before they could develop sufficient tech o save themselves
from their hunters. But humans artived, recognized the Eryri's sen-
tience, and built safe reservations for them, also providing weap-
ons which more than evened the odds against their predators, {The
fact that their predators might also have been sentient did nothing
to stop humans from aiding their extinction. )

Three other major races claim some political, economic or mili-
tary power, and are granted certain concessions {rom the Empire,
giving them more tights and freedoms on their homeworlds than
most aliens enjoy. While they have all been under buman rule since
the Diaspora (Second Republic at the [atest), they accept this for the
most part, although there are those individuals who chalf under
such “bondage.” These three races are detailed below.

The Children of the Ur

The Ur races {alsc known as the Anunnaki) are the oldest
known races. They disappeared before humans reached the stars,
leaving behind many powerful artifacts, including the jumpgares
that make star travel possible, Thelr purpoese is a mystery, as is the
nature of their legacy: What happened to them? Did they intention-
ally leave the jumpgates lor the younger races to use? Too many
questions remain unanswered.

The Ur are known to have interfered with certain races before
these races achicved solar system or star travel, and many believe
that they directly helped the Vau to teach the stars. Humans argue
about their secret influence [n ancient human affairs. although there
is no definitive proof of this. Their influence in the Known Worlds
can most clearly be seen in the cousin races, the Obun-and the
Ukar. These voung races are called the Children of the Ur, or more
simply, the Ur-0Obun and the Ur-Ukar,

While these Ur Children know very little of the Anunnaki, their
miyths and legends tell of godlike beings who shaped their cultures,
weaving the fates of Obun and Ukar alike for good or ill in a sort of
cosmic chess match, One pantheon of gods is believed to have won
out over their rivals, with the result that the rivals' pawns were
removed from their homeworld and placed in a vicious, adversarial
environment to rebuild their mitered and displaced culture: the Ukar,
The Obun, pawns of the victorlous gods, ¢njoyed a golden age of
peace, learning and spiritual study.

Then, the gods withdrew from the lives of mortals, leaving the
Obun and the Ukar to develop on their own. That was many millen-
nia ago, and the two races have raveled down radically different
paths since. During this time, the Obun fell back into barbarism,
but regained their civilization through a renewal in spiritual doc-
trines and discipline. The Ukard have had a warlike and aggressive
culture ever since the gods betrayed them.

Regardless of the vast amount of time that passed during their
separation, the Obun and Ukar language has remained similar
enough that fluent speakers of one tongue can sometimes under-
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stand the other. The appearance and design of their tech shows
abvious Ur influence, but is rarely more advanced than cureent
Known Worlds standards,

Ur-Obun

The Obun had not explored beyond their solar system belore
the Second Republic arrived to usher them into the commonwealth
of Known Space. They were treated berter than most alien races due
to their obvious link to the Ur, but they were no longer the masters
of their awn destiny.

One of the first Obun to explore the stars was Ven Lohji, who
became one of the Prophet’s eight disciples, and returned to Obun
after the Prophet’s death to preach her message, creating what would
become the Obun sect of the Universal Church (Voavenlohji in the
Obun language) . However, an unfortunate incldent during the Dark
Ages involving an Ur-Obun priest and a Church bishop resulted in
a religious war that wiped our a large partof the Ur-Obun popula-
tion. They live now exclusively on their homeworld of Velisimil,
governed by House Hawkwood.

Obun have few strictly defined family units. They honor their
mother and Father, but every Obun takes up the task of raising a
child. An uncle or aunt will often take charge of a child's schooling,
but all Obun have a responsibility to the child. When an Obun goes
Bad (becomes a criminal or murderer), those Obun invelved in his
upbringing blame themselves and usually retreat from their worldly
duties for spiritual contemplition or pilgrimage, pondering what
they did wrong.

The Obun have a government composed of an elected Ruling
Council called the Umo'tin, Candidates must velunteer for public
duty, and must pass the “Ordeal”: a rigorous test of the applicant’s
physical, mental and spititual capabilities. Once the candidare has
passed this test (most do not}, his or her seat on the coundl Is
rarely contested, They are one of the very few races in the Known
Worlds who do not have a noble, although there are levels of rank
in the Ruling Council that are somewhat equivalent.

Leading Ur-Obun: Soleel HanSeer (head of the Ruling Coun-
cily, Bishop Forsti HanKavak (head of the Obun Church), Bran Botan
vo Karm (Emperor Alexius’ lelt-hand counsel),

Character Stereotypes: Diplomat, mystic, priest, pilgrim, cu-
rious metchant, archaeologist, angry iconoclast (looked upon as
deranged by Obun society),

Typical Classes: Priast, Paychic, Theurgist,

Ue-Ukar

The Ur-Ukar abvicusly did not belong on the planet from which
they began their star-faring. The surface of Kordeth is hostile to life
and the Ukari are forced 1o live beneath the surface in a network of
runnels circling the globe, Their legends speak of a great wrong
done by one of their kind in “heaven.” and they were banished by
the gods to this hell in retribution.

The Ukar achieved space travel before their cousins, the Obun,
but were blocked by the Second Republic after colonizing only three
other systems. A blockade war against the Ukari homeworld lasted
for decades, with the Ukari finally suing for peace and accepting
reservations on their daimed worlds while the Republic took over
the governance of these plancts,

Traditional natives of the Ukari homeworld live the firse five
years of their lives in near or tofal darkness. Al age six, they are



:.
7))
rZ
0
-~
7.

—
)
:_L
.
7
~
N
("
o
<
Sh
</
\x




trapped in a cycle of meaningless eating and being eaten.

The roval caste of Vorox are allowed 10 keep one claw, which
secretes a poison deadly to humans and Vorox. This potent symbol
of their rule has often gotten them in trouble off-world,

Leading Vorox: Kummanga (king of ruling caste)
Urgumantangu (shaman of Vorox church), Amg-arng-arng

warrioress famed for Symbiot Kills)

Roleplaying notes: Vorox are like hyperactive teenagers in
puberty — they are passionate, quick to anger or play, rowdy and
wide-eyed. Most Vorox find this whole culture thing, with its rules
and regulations, to be a burden, but some find it a challenge.

They seem to have an instinctual respect for power and an
urge for clannishness (feral Vorox hunt in packs — called angerak
— for their planet’s other predator are more than a match for a
single Vorox), which helps to uphold their ruling families and leaves
them somewhat in awe of upper-class Known Worlders. They seem
to crave respect and want desperately to be considered members in
good standing of whatever group they join. Many a Church patri-
arch has upheld Vorox as pillars of loyalty, one of the Prophet’s
primary virtues. Indeed, Vorox are fiercely loyal to their friends,
family or group (guild, house, sect, etc.). But there are no set guide-
lines for resolving conflicts between allegiances, and many Vorox
have gone mad trying to decide which takes precedence when these
groups are at odds. Passionate tragedies have been written about
noble Vorox raised to civilization against harsh odds brought low
when forced to choose between royal family and chosen friends, or

friends and sect loyalties.

Vorox are highly sought by humans as shock troops or guer-
rilla warriors. They were gleefully dropped on Stigmata during the
Symbiot War, but when converted Vorox returned with Symbiot
abilities, they wreaked more havoc than could be imagined. They
aren’t allowed near Symbiots anymore.

Character Stereotypes: Warrior, bodyguard, gladiator, jungle
guide, explorer, League stevedore, fanatic priest, incognito feral,
cultured orator (trying to break down anti-Vorox stereotypes), famed
athlete, traveling companion.

Typical Classes: Soldier.

Other Races

There are numerous other sentient races in the Known Worlds.
Almost every planet with a jumpgate seems to host an intelligent
race in varying degrees of advancement, although only the Chil-
dren of the Ur (and perhaps the Oro’ym) had achieved space travel
by the time humans encountered them. Some of these races were
dislocated from their homeworlds by landgrabbing humans, but most
still have a reservation or two on their planet of genesis. Below are
some of the more well-known aliens, even though they are rarely
met away from their homelands.

Gannok: These squat, monkeylike beings are from
Bannockburn, near the Symbiot frontier. Bannockburn hosts some
of the strangest Ur ruins known; the Gannok lived among these
ancient monoliths, building odd devices from the leftover technol-
ogy. Scholars believe the Gannok are somewhat new to sentience,
since little evidence of previous cultures exist on their world. They
have little native tech of their own, but they are clever tool-users,
with an amazing inclination for invention. For this reason, they are
prized as starship engineers, as their physiques (including short,
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prehensile tails) allow them to crawl into cramped spaces, The outer
layer ol skin on their arms, legs and back exudes an oily substance
similar to tissue regenerative serium, giving them remarkable im
mune systems and healing faculties. However, they alse have a
prankster's way about them, but little common sense

Shantor; An unguolate race from Shaprut. The passionate
Shantor were victims of humanity's First Contact; they now live on

reservations scattered across the Known Worlds and are few in
number. They have a warrior culture that highly values family ties
and worships a solar deity, although they believe this deity resides
in their homeworld’s sun. They cannot speak Urthish, and their
spokesmen wear specially made voiceboxes (called dolomer) that
allow them to simulate human vocal cords.

Ascorbites: Bloodsuckers from Severus. The carapaced but
humanoid Ascorbites had little time to develop a civilization of their
own before humans arrived and relegated them to the status of
primitives and savages. They have since lived up to these designa-
tions, refusing to live in cities and running wild in the jungles of
Severus. Some claim, however, that they have villages deep in the
wilderness, and have developed strange psychic powers, plotting to
use these against humans.

Hironem: The reptilian Hironem are from Cadiz, although a
reservation is all they have left of the continent they once ruled.
Scholars believe that the Hironem were within a century of space-
travel when they were encountered by Diaspora colonists, as they
had already sent manned ships to investigate their moon. Little of
their native tech is left, however, as human tech quickly became the
norm on colonized Cadiz. Their reservation is built around their
former capital city, where sits the throne of their God-King. Some
believe that their culture was influenced early on by the Vau, as
they have a similar caste-system. Many study Hironem culture hop-
ing to get some insight into the Vau.

Etyri: An avian race from Grail. The flying Etyri survived fierce
competition against their land-based predators only with the aid of
human technology. One of the least populous sentient races, the
Etyri are highly religious, deeply concerned about the afterlife and
what form it takes. Few Etyri leave their homeworld; those who do
are often considered insane by their brethren. But they are some-
times deemed heroes, questing for the secrets waiting beyond death
to pave the way for Etyri to come.

Oro’ym: An amphibian race from Madoc, the Oro’ym were sim-
ply a myth for most of the Dark Ages before they revealed their
hidden, underwater colonies to humankind. The seabed of their
homeworld contains numerous ruins pointing to a once-glorious
past millennia ago, and their legends imply that Oro’ym once trav-
eled the stars serving the Anunnaki. They are mere primitive now,
however, happy for what human tech they can barter for. Primitive
does not mean stupid — they are crafty and highly intelligent, and
their underwater abilities make them highly prized sailors or arti-
fact hunters.

Xenophobia

For most people living on the worlds of the Fading Suns, any-
one different is immediately suspect. This includes those who mani-
fest psionics, cybernetics, magic, genetic alterations, odd languages,
odd knowledges, or is a member of an alien race. People stare at
them in the streets, avoid them, refuse to deal with them, report



Racism

Fading Suns does not condone racism. The appearance
of racist or bigoted characters or policies by human or alien
governments is meant to reflect and address issues of bigotry
that take place in the real world. It is a method of introducing
dramatic issues into the passion play of the game universe, to
be used or discarded in stories as the gamemaster and players
see fit. )

ome exotica to their stable or out
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s rate selling goods to their own
n addition, an alien bonded to the
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Vau maintain some form of presence, although humans are rarely
allowed 1o see too deeply into their activities there. The fact that the
vau eventually allowed humans to colonize these worlds caused
many to belleve that the Vau were finally beginning to accept hu-
mans, but more cynical people (the colonists.among them) claim
that colonies were only allowed becanse the Vau want to scrutinize
humans for weaknesses.

Appearance; The Vau are 1all (averaging seven feet in height)
and thin. Their skin is somewhat wrinkled, and they have nostrils
in place of protruding noses. Their eves are pupilless, although they
vary in color, unlike those of the Children of the Ur. They dress in
different fashions depending on their caste status: Soldiers invari-
ably wear segmented and lacquered armor with an energy pike while
mandaring wear long and ornate robes with elegant shoulder and
headpieces.

Tech: Vautech is elegant and aesthetic, with graceful curving
lines and seductive sigils: Most devices involve energy.of some sort,
even simple tools. Their technology was superior to humanity’s
during the Diaspora, but the Second Republic exceeded it in some
areas. However, since the fall of the Republic; the Vaware again in
the lead. They do not have & progressive society, and their technol-
ogy has changed little since before the Second Republic. The basis
of thelr tech, like their religion, medicine and culture, is energy.
They are masters of forces. Energy shields were created from stolen
Vautech; If you want a first-class shield, a Vau engineer s where
you go to get it. However, since the Vau are forbidden to rrade tech-

nology to humans, this is a secretive black market.

Sym biots

Shapeshifters. Parasites. Godless beasts who trn friends into
foes. These are some of the various facts and/or beliefs humans
have about Symbiots, but little Is really understood about this new
race and great threat to human hegemony over the Known Worlds.

The Symbiots claim to perceive a “lifeweb” stretching across
space, knliiting and weaving deeply into planets and across the stars,
They are apparently out to clalm supreme hunting rights over their
foed chain, or are protecting it from harm. Each Symbiot is a unique
creature, and finds it-hard to confederate with fellow Symblots.
Nonetheless, tribes or clans have developed among them, but noth-
ing is known by humans abour these family groups. They breed
among themselves, creating bloodlines by selecting strong genetic
traits, but alsa by parasitically “converting” other races (human,
Ur-Obun or Ukar, Vorox). They claim the conversion i§ voluntary
once the target has seen the Lifeweb, but Known Worlders don't
believe this claim for amoment — they 've seen firsthand what hap-
pens when friends and family have been converted: they turn into
bestial killing machines or seduttive parasites:

Symbiots have a *motherform,” the base shape that they are
most in tune with, and this is usually tied (o a particular species of
flora or Fauna, such.as an oak or a bear, They are molecolarly amor-
phous (shapeshifters) and clalm to have a special, mystical rela-
tionship with the universe. Some claim that they have awakened
their cellular consciousness and exist In more than one dimension,

The Xolotl, the race that co-created the Symbiots, are believed
o be extinct; those encountered on Chernobog are thought to have
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been the remnants of a previously extant star-faring race, or the
“pets” of an extinet star-faring race who seeded them throughout
many worlds (fossil remnants have been discovered). No Xolod
has been encountered since the initial Symbiot conversion, although
the Imperial Eye Is said to be desperate to find one that they can
study, hoping to glean a weakness with which to attack the Symbiots,

Appearance: A Symbiot's motherform Is an organic blend of
human/animal or human/plant, with a definite emphasis on the
human side. A human Symbiot can pass ameng other humans as
long as no one gets a real good look at him, but he will often be
revealed if seen naked in full light. Some feature always betrays his
true race, be it fur, carapace, fangs, claws, cat-eyes, leaves and
branches, horns, tail, etc. But they are shapeshifiers, and can take
on different shapes as needed. Allen Symbiots, such as Ur-Obun or
Vorox, look like representatives of their race with animal or plant
feature exceptions.

Tech: Symbiot technology is organic and alive: living guns and
bullets, swords and Krinth-fesh armor, acid-spitting Shexeez
snakes, etc. They grow this nonsentient equipment from planis or
ralse them as animals. Each tribe has fts own methods and special
organic technology. Even their spaceships are organic (though few
people have seen their weird, insectlike hulks).

Myths and Legends

In an atmosphere of superstition, many myths and legends
have arisen. The Interpretation of strange and alien phenomena by
authority figures is often considered more important than the phe-
nomena itself. Fact is rarely separated from opinion, for the percep-
tions of the qualified ohserver (Le., an Inquisitor) are considered
part of the truth, The question becomes not whose facts are right or
wrong, but whose are more valuable, worthwhile or “safe.” The
Church is the near-universally acknowledged leader in this arena,
Non-Church approved interpretation of phenomena can be danger-
aus, and those spreading it may find themselves sought by the In-
guisition.

Below are some of the more prevalent mythologies of the people
who populate the Known Worlds.

The Fading Suns

It is & true and universally acknowledged fact that the suns are
fading. Even the Vau recognize this. But why? There are as many
answers as there are opinions. The Church is undecided, and many
sects bartle over interpretation, In general, however, a consensus
emerges: The suns are dying because history is over. The passion
play is coming to an end. Man’s time in the universe is nearly done,
and what he has done with it will be tallied at the end and judged
for good or ill. Many fear it will add up to more ill than good., Thus,
humanity must unite to save itself, to show a united front of pen-
ance — hence, the importance of the Universal Church

But different volces whisper other meanings when the
Inquisition’s collective back is umed. Some say the Vau or Symbiots
are causing the suns to fade, and that their secrers should be wrested
from them. Others dare to say it is the jumpgates that are at fault,
that with every jump a star loses its vital energy and begins to die.
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The Reborn Sun

# heresy is at work among the people, spread by a mysterious
and mystical sect. It dares to bring hope to the people — but a hope,
says the Church, clothed in dreams of Imperium and totalitarian
rule. For this heresy says that, upon the day of the Emperor’s coro-
nation, a distant star was reborn, A sign of renewal amid the dying
of suns, this star has become a symbol of rebellion for many dis-
gruntled people.

Flerce arguments can be heard across the Known Worlds: This
supposed star is small and insignilicant, Some say it did not exist
biefere, and that its birth was enly happenstance. Others, using an-
dent lore to back them up, cdlaim that the star’s distance belles any
direct involvement, for its birth/rebirth would have happened many
years ago, its light only now reaching the Known Worlds. Others,
alsa claiming anclent lare, say that all things are interconnected in
nonlinear time, and that events today could influence events of yes-
terday. Star maps are consulted proving the star did not exist be-
fore, while other maps clearly show it did. Seme maps show thar
the star has alwayvs been as bright as it is now, while some records
note its dimming,

The birth of this "new sun” remains a confusing and as-yet
unprovable issue, Whichever side one stands on, one Is sure Lo
make enemies.

Wﬂ]ﬁlﬂﬂ]lS

Strangers are rarely welcome in most villages in the Known
Warlds. Peasants are ofien violently superstitious, and all-too-ready
to punish a stranger for some freak misfortune or turn of luck, from
earthquakes to a string of gambling losses, Those strangers whe
betray psychic powers or even theurgy are especially feared. They
are blamed for nearly all the evil that occurs in the lives of the
unfortunate. When a famine lasts too long or a child dies, a warlock
is surely ar work. When a cow gives bad milk, it's a sure sign that a
warlack has been prowling around the farm.

Thaose individuals who are blessed with occult powers —
whether psyehic abilities or divine magic — bear a sign that usually
betrays thelr status as “different.” These signs vary, and can be
anything from an odd birthmark fo religious stigmata. How the lo-
cal peasantry reacts to such signs depends on how good or bad
thelr fates have been of late, but it usoally ranges from cold to
hateful.

These occultists accused of bad deeds are called warlocks,
witches, sorcerers or black magicians. Even worse are those ac-
cused of demon worship. dubbed Antinomists by the Church. To by
dectared any of these terms is to be reviled and chased out of town
— or worse. Most towns have hanging trees or burning poles for
the punishment of such people,

In such an atmosphere, the development of psychic powers,
once believed to be the next evolutionary step for humans, is rare.
When a person discovers she has psychic powers, it is often cause
for horror and shame. Those who seek 1o develop these powers
must do so In secret, usually with the aid of underground covens.

Void Krakens

There are... things... in space. Things that are seemingly alive
in the void, where no life should exist. Never glimpsed in full and
never leaving direct prool, these shings have nonetheless left their
mark on the hulls of batered starships or shown themselves in the
sea of foatng crewmen Nooding from ruptured hulls, forming a
graveyard of unburled dead preserved forever in the chill vacuum,

Perhaps as a result of humankind's reacquaintance with magic,
or perhaps merely as a delaved reaction to the Second Republic's
vast expansion, these creatures began to appear between the stars
in the very veid ol space soon aller Alexius' coronation. Monsters
came from out of the Inky blackness and devoured starships whole,
or left linde behind to tell the tale. A new terror descended on hu-
manity; space was no longer safe,

Once the matter had been researched, it was discovered that
these mysterious ship destroyers had been around fora long time.
Reporis of disappearing ships were common during the Diaspora,
but the voices of the few witnesses claiming to have seen monsters
were unheeded, considerad bue the pratling of insane minds suf-
fering from oxvgen deprivaton. The reports soon died down, but
they reappeared during the Second Republic's frontier search and
terraforming craze. Again, the cazed eyewitness accounts wiere
unheeded. Instead, Vau were believed to be the culprits, using ships
of a new, unknown deslgn. Before the matter was ever reselved,
the attacks ceased.

But now, in an age of extreme superstition, the new reports
rraveled among the populace like wildfire, igniting fears and leg:
ends, Some are convinced that these assaults are the work of a
mysterious new race from worlds far from Human Space, Their cy-
clic activity implies that they either leave for long periods or go into
hibernation. Whatever the reason, they have elther returned ar are
again awake.

Vau have been guestioned (diplematically, ol course), but they
know no more than humans, It is dear, however, that they have
suffered similar assaults throughout history and have many of the
samé questions as humanity,

The stars lanes are now deadly paths to tread.

The Final Act

Big changes are at hand for the Enown Worlds, Emperor Alexius
hus declared a new exodus, a search for the Lost Worlds of the
Second Republic. A search for hope and a new beginning. He offers
great rewards for those few who are bold enough to seize desting.
On the new frontler, humans and aliens face challenges never be-
fore seen. Noble or priest, gulldsman or alien: all have an equal part
to pliay in the next great act of history, The lights dim, the darkness
deepens. The final passion play begins. ..







C}lapter Two:

Cllara,cters

Fading Suns can be played in any number of ways: As a hard-
sti-fi game, with.an emphasis on reality and science; a space opera
with near-superheroic characters; or something in belween — some-
thing more like the action and adventute epics seen in movies. In
the variety of Fading Suns sourcebooks published by Holistic De-
slen, this style is emphasized — something between reality and
heroles, allowing room for both.

Characters come from a wide variety of backgrounds, worlds
and experiences. 1t's rare 1o find someene who spends all his time
focusing on just one lifestyle, For instance, a Hawkwood noble whose
passion is dueling may only have one or two levels of the Neble
character class; he spends the rest of his experience as a Soldier to
gain that class's superior fighting feats. A Jakovian spy for House
Decados may have most of his levels in Knave, but he may also be
a Psychic — using levels from that class to perfect his mind-reading
powers.

To reflect the diversity of backgrounds exhibited by Known
Worlds adventurers, we suggest allowing characters to begin play
at 3 level, This gives them a broad multiclass array if they desire

to use il (although seme characters — like the Brother Battle war-
rior monks — will focus all their levels on just one class), Begin-
ning the game with 3*-level characters also allows players to play
12-level Vorox (as a two Hit Dice creature, a Vorox who gains a 1*
Tevel character class is considered to have a total of three levels).

Gamemasters who preler 1o run space opera-style epics may
want to begin characters at even higher levels, while those seeking
more down-lo-earth dramas might begin lower.

Optional Rule:
Armor Class Bonus

Al charactars recaive a-+1 AC bonus at 3" level and an-
other +1 bonus every three levels thareafter (6", &', 127, 157,
and 18"). Thase bonuses stack. This modifier represents a
certain degree of wariness gained through experiance,




Humans are by far the most populous interstellar race. The
Diaspora spread humanity to hundreds of star systems, Humans
in Fading Suns: d20 have the same stats as in the basic d2{
Systern rulas.

Ur-Obun

The peaceful and philosophical Ur-Obun were ameng the Arst
sentient races encountered by humans. They have received better
treatment than most, although they still suffer the stigma of being
aliens — natural Psychics or Theurgists, at that— and usually suf-
fer some degree of prejudice by unleamned peasants and the super-
stitious, However, thanks to Ven Lohji, an Ur-Obun who became
one of the Prophet's disciples, the Obun escape the worst excesses
of anti-alien bigotry.

Their mythic legends are rife with tles of ancient gods and
their interventlons into mortal lives, especially during @ massive
conflict that resulted in their cousins, the Ur-Ukar, being removed
from Velisimil, the Obun homeworld, by a group of defeated deities,
Imagine the Ur-Obun's surprise when they encountered their long-
sundered cousing once mare during the Ukar War.

These “gods,” as evinced by the ruins they left behind on
Vilisimil, are surely none other than the mysterious Anunnakl
jumpgate builders. For this reason, the Ur-Obun and Ur-Ukar are
often called the “Children af the Ur."

Persenality: The spiritual Ur-Obun are sought out as third-
party diplomats and peacemakers. Unlike their aggressive brathers
the Ukari, Obun culture values learning and philosophy over all
other pursuits, and Obun have a knack at answerlng questions that
have long plagued others.

Physical Description: Obun tend to be taller and thinner than
humans, but not dramatically so. Their eves have no irises, instead
being “pools of ebon darkness, in which one can read either mys-
tery — for the Obun — or menace — for thelr cousins, the Ukar.”
Obun rarely have facial or body hair, although they do grow dark-
brown or black manes. Their skin is usually bronze, brown, red or
yellow,

Relations: Obun for the most part like humans, although they
are often dismaved when humans' individualistic iendencies over-
come more communitarian values. They wend to be advocates for
peace among all rmces. As for their cousins, the Ur-Ular, they pity
them but are nenetheless wary of the angry and violent exiles,

Religion: Obun follow two forms of native religion: Bintaru,
their pre-contact spirituality: and Voavenlohjun, a revisionist mix
of Bintaru animism and the teachings of Ven Lohji, one of the
Prophet’s disciples, Voavenlohjun is an officially recognized sect of
the Church, but it is rarely practiced ofT Velisimil or by humans.

Language: Ur-Obun speak Lojmaa (also called “Obunish™),
and most offworld Obun also speak Urthish and Uryari (Ukarish).

Names: Lojmaa, the Ur-Obun's main native language, is the

Races

vowels and trilling consonants, with rarely any guttural sounds,

Male Names: Amaar, Bomn, Huill, Omas, Romas, Suma, Thual
and Vaar.

Female Names: Elan, Freil, Lin, Maal, Neme, Oni. Tia and
Ulas,

Family Names: Dzan, Elmaas, Lhast, Karm, Traam and Varzan,

Titles: Certain prefixes are added to a family name: “ma” =
revered speaker, usvally a priest; “vo* = noble scion (rare).

Alignment: Ur-Obun are usually lawlul, and they tend 1o
ward good alignments. Maost Obun that are found off their
homeworld {Velisimill are less lkely 1o follow the norm, and vary
wildly in alignment,

Ur-Obun Racial Traits

« 42 Wisdom, -2 Constitution: Ur-Obun are very spiritual and
observant, in tune with their minds. They tend to ba frailer than
humans.

» Medium-size: As Medium-sized creatures, Ur-Obun have no
special bonuses or penalties due to their size.

« Ur-Obun base speed s 30 fest.

« Ur-Obun receive the Gifted feat for free, choosing afther psi
ar thaurgy. As a race, the Obun have awakenad the powers of the
mind, Unlike mambers of other sentient races who exhibit occull
potential, Ur-Obun do nat have cccult stigmas (although almost
gvarybody knows they are either psychic or capable of practicing
theurgyl.

« =2 penalty for Bluff, Diplomacy, Gather Information, and
Sensa Motive checks against humans, Vorox, and other alien races
{not Ur-Ukar). This penalty can ba negated for a particular race by
taking the Xeno-Empathy feat,

« +2 racial bonus to mind-affecting effects: The Obun have
developed strong minds through their years of battling the Ur
Ukar.

+ +2 rocial benus on Concantration checks: The Ur-Obun priza
meditation and teach it to offspring at an early age.

« +1 racial bonusto attack rolls against the Ur-Ukar: Tha Ur-
Obun onee fought the Ur-Ukar on their homeworkd, and legendry
teaches them the weaknesses of tholr cousin race,

+ Proficient in all laser weapons: laser pistol, assault lasar
and laser rifle. Ur-Obun doveloped their own laser weapon tech-
nology before First Contact with humans.

« Automatic Languages: Urthish and Lojmaa (Obunishl. Bo-
nus Languages: All human dialects, Uryari {Ukarish), Etyri, Shantor
Windspeech (understand, not speak), and the 1& think maching
language.

* Favored Class: Any.

LI xr= I_I 12&]'

The Ur-Ukar buift their own starfaring empire before meeting
humans, Their Flrst Contact resulted in the years-long Ukar War, a
vicious hElLtlL wherein the Ukar pirted their cruel tactics and psychic
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was brought togerher under the banner of Patriarch Palamedes and
his newly founded Universal Church, following the gospels of the
Prophet and his disciples. The war ended in defeat for the Ukar
agatnst the unified and more populous humanity. It has been one
long defeat ever since, as Ukar society, confined to offworld reser-
vations or the underground tunnels of its homeworld of Kordeth,
med against itsell in internecine clan wars.

Ukari myths tell that their courageous gods. defeated in a battle
dgainst the Ur-Obun's sinister deities, rescued the Ukar from a ter-
ritde fate on their homeworld and placed them on Kordeth, a harsh,
bitizr world of endless caverns, so that they might grow strong and
hard, wartiors capable of fighting a fnal battle for liberation from
all false powers. Xenologists assume that these “gods” were the
Anunnakl,

Personality: Cousins (o the peaceful Ur-Obun, the Ukari are
bitter, violent criminals — or 50 most Known Worlders believe. They
have suffered great oppression, due in part to their war with hu-
manity upon the two races’ first contact. The bitter Ur-Ukar fight in
internecine clan wars amid the subterranean caves of their
homeworld. Traditionally raised Ukari rarely even see light unil
age three o five, and are thus at home in dark, cramped spaces,
Those who escape such bloody conflicts by going offworld often
hire themselves out as assassins or mercenaries, Their subterra-
nean origing give them an edge In nocturnal activities.

Physical Description: Like their Ur-Obun cousins, Ukar tend
1o be @il and thin, and their eyes are without irises. Unlike the
Ofun, Ukari are pale white in skin and hair. They adern their bod-
ies with b ‘mon — scars; skin-carvings and tattoos that tell the
personal history of each individual. They often come together in
the dark to read one another’s stories with their sensitive hands.

Relatons: Traditionalist Ukar ally with outlaw clans and re-
yile the allicd clans, those who share power with the Merchant
League and al-Malik nobles. Those Ukarl who escape their
homeworld or offworld reservations usually join a guild as a means
of power and protection in a human-dominated universe. They tend
10 be fierce advocates of alien rights, to the point of demonstrating
their views through vielence.

Religion: Ukari can follow any sect of the Universal Church,
but their native religion, Banjak, is considered horribly primitive
and pagan by most Church priests, Banjak worshippers pay heed to
the old gods, whe even the Ukari now believe are the Anunnaki.
Unlike most humans, however, they believe that these Ur beings
live on, and can still be called to interfere in mortal affairs by those
beld enough to call on them,

Language: Ur-Ukar speak Uryari (also called “Ukarish”), and
most offworlders also speak Urthish and Lojmaa (Obunish).

Names: Modern Uryari sounds somewhat similar to Obunish
Lojmaa, but It is more gutieral.

Male Names: Burvak, Gulvak, Gunta, Omlak, Sadar, Tarka and
Taudwon,

Female Names: Arba, Bwelput, Funta, Lubuk and Urta,

Clan Names: Aflfed — Borduk, Malak, Morwec, Nolent, Suderik,
VaT'laka; Ourlawed — Feldak, Gotel Miharshun, Siddir, Thlowyn,
Tontha.

Alignment: Ur-Ukar are usually chaotic, and thay tend teo-
ward neutrality ar evil alignmants. Most Ukar who are found off

vary wildly in alingment.
Ur-Ukar Racial Traits

+ +2 Dexterity, -2 Charisma; Ukar are quick and agile, but thair
reputation as psychics and their cultural body scarifications scara
and intimidate others,

« Medium-size: Az Medium-sized creatures, Ur-Ukar have no
special bonuses or penalties due to thair size.

+ Ur-Ukar base speed is 30 feet.

« Ur-Ukar receive the Gifted (Psi) feat for free. As a race, the
Ukari have awakened the powers of their minds. Unlike members
of other sentient races who exhibit accult potential, Ur-Ukar do
not have oceult stigrmas (although almost everybody knows they
ara psychicl.

« -2 penalty for Bluff, Diplomacy, Gather Information, and
Sense Motive checks against humans, Vorox, and other alien races
{not Ur-Obun), This penalty can be negated for a particular race
by taking the Xeno-Empathy feat.

* +2 to Spot and Listen checks. Ukari spend a lot of time in
dark, underground caverns and hava developad very keen sonses.

* +1 racial bonus to attack rolls against the Ur-Obun: The Ur-
Ukar once fought the Ur-Obun on their original homeworld of
Valisimil, and legendry teaches them the weaknesses of thair
cousin raca.

« Automatic Languages: Urthish and Uryari {Ukarish). Bonus
Languages: All human dialects, Lojmaa (Obunish), Etyri, and
Shantor Windspeech {understand, not speak).

* Favored Class: Any.

VDI' OX

Native sentients of the brutal world of Ungavorox, these
multilimbed monstrosities are highly valued as shock troops or
guerrilla warriors. Only “civilized” Vorox are allowed 1o leave thelr
homeworld, for the “feral” kind are considered too unruly and dan-
gerous. But most Known Worlders are hard-pressed to tell the dif-
ference between the two. Civilized Vorox have their poisonous claws
removed to prove their commitment to civilization. Noble Vorox are
allowed to keep one claw as a sign of their rank. Civilized Vorox
societies are proud of these declawing ceremoenies, and view the
sacrifice of their native weaponry as a true sign of civilization — by
forcing themselves o depend on tools (swords, guns, etc.) to de-
fend themselves against Ungavorox's hideously dangerous lifeforms,
they prove over and over how technology trumps nature. Feral Vorox
— those who live In the jungles, heedless of humans and their civi-
lzation — consider it a mark of weakness to lose one's daws.

Personality: Civilized Vorox pride themselves on their ahili-
ties to mimic human customs. Those from families boasting mul-
tiple generations of civilized Vorox are usually cultural leaders whose
families have contributed distinct and unique elements to the Vorox's
own civilized culture. Ferals live in the jungles and disdain all forms
of human-derived behavior.

Vorox traditionally run in packs, called angeraks. Even under
civilized influence, they feel the need for constant companionship,
even from non-Vorox,

Physical Description: Vorox tend to stand between nine and
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12 feet in height and have six limbs. They bodies are completely
furred, with coloring differing depending on the Ungavoroxian re-
gion their family originated from: uswally brown, black or white,
but bright greens, vellows and omnges are not unknown, for
Ungavorox's native plant species display a wide and intense vari-
ety of colors, something Vorox fur seems to mimic. While Vorox can
run on all six limbs, they tend to walk on twe and use the others for
grasping tools or tree branches,

Relations: Civilized Vorox culture shows the early influence
of the Li Halan, the noble house closest in proximity to Ungavorox.
They were the first (afier early Second Republic xenologists) o at-
tempt to sociallze what they deemed to be savages. Hence, Vorox
get along well with humans and respect them, sometimes even in-
viting humans into their angeraks.

A5 large and dangerous as a Vorox is, there is a reason they
run in packs: the native predators of their homewarld are even larger
and more dangerous (the dreaded megafauna grackle fox, for in-
stance). Vorox not only need packmates for tactical survival strate-
les, but also for emotional support and comfort. A Vorox without
angerak mates becomes somewhat manic and unhinged, until he
finds a pack to surround himself with,

Religion: Most civilized Vorox follow the ways of the Ortho-
daox sect of the Universal Church, as taught to them by members of
House Li Halan. Some Vorox follow a syncretic mix of native sha-
manism and Pancreator worship called Badeswaba,

Language: Vorox speak Voroxish, and most offworlders also
speak Urthish,

Names: Voroxish imitates the native sounds of Ungavorox,
formalizing them into an enomatopocic structure, Since some of
the original sounds are quite alien to humans, Voroxish tends to
sound like a jumble of repeating vowels, broken only by occasional
CONSONANLE,

Male and Female Names: Bolobanga, Balbalba, Galagadang,
Grontagar, Lalangra, Kadang Kadang, Krumunga, Mongomolk,
Onggangarak, Pulbapar, Umugrar.

Alignment: Vorox can he of any alignment, although feral
Varox and even civilized Vorox raised on Ungavarox tand to be
chaotic. Those wha attempt to emulate their closest human neigh-
bors, the human Li Halan, strive 1o be lawful,

Vorox Racial Traits

* Baso 2 Hit Dice; +2d8. As a 2 Hit Dice creature, a Vorox who
gaing a 1% lavel in a character class is considered to be a 3%-laval
character. His level equivalent is class level 42,

= +4 Strength, +2 Constitution, -2 Intelligence, -2 Charisma:
Vorox are tough, but they don't tend to hone their minds and
manners az much as their bodies.

+ +2 base attack bonus,

++2 AC natural armor: A Vorox's hide is taugh.

* Large-size: As Large-sized creatures, Vorox suffer a =1 AC
penalty when fighting Medium-sized creatures, but they gainin-
creased reach: 10 ft. In addition, they gain the following benefits:
+4 grapple against Medium-sized targets, +4 Strength checks for
bull rushes and trips against Medium-sized targets. Howeavar, they
also suffer the following drawbacks: -4 Hide (they're just too big
to effectivaly hidel, and suits of armor cost dauble and weigh twice
as much,

FADING SuNs: p20 f

* Six limbs: Vorax have six limbs, four of which can be used |
as arms while standing upright on tha remaining two. Varos, ke |
humans, can use ono extra limb as an off-hand, but they suffa
the normal penalties for doing so. Those who study the Gras|
rmartial art can learn to use thair additional limbs to make axin
off-hand actions. Sea the Drox and Throx faats in the Fears chap-
ter for mora datails.

If & Vorox gets down on four or six legs, he gains a +4 stabil-
ity bonus against bull rush and trip attacks.

- Varox base speed is 40 faet or 50 feet when an all sixes
When climbing, a Vorox can move at half his speed (20 ft.) asa
full-round action, or half that far (10 ft.) as a move-equivalent ac
tion. I he devates all six of his limbs to the climb, his gets his full
base speed (40 f1.) as a full-round action and half that (20 #.) a5 &
move-aquivalent action.

= Vorox train in the following skills at an early age, sugmentad
by instinet: Climb <3, Listen +3, Spot +3, Wilderness Lora +3;

= Scant Ability: Vorox can discriminate others by thelr scem
ar track them by their scent trails, Vorox can identity familiar odors
just as people identify familiar sights. The range for detecting
another by smell is 20 ft, (B0 ft. if you are upwind from the scent’s
source, or 15 ft. if you are downwind of it). This range is doubled
for strong smells {such as smoke) or tripled for OVErpOWETING
smalls (skunk musk, etc.h. You can detect the presence af some-
one or something within the above ranges, but not its location,
unless it is within 5 ft. of you. You make Wisdom checks to track
others by their scent trails: The DC for a fresh trail Is 10, but this
can be positivaely madified by strong odars or the passage of
multiple peeple in a group, and negatively modified by time (-2
per hour since the trail was made). Otherwise, use the rules for
the Track feat, but ignore surfaca conditions and visibility madifi-
ers. Water wipes out a scent trail {which is why the pursued often
try to cross streams, to throw off the hounds). Fatse odors — da-
liberately planted to throw off or confuse pursuit — make the DC
20 for any Wildernass Lore checks.

« Moble and leral Vorox can deliver poison with a claw attack;
nan-noble civilized Vorox are declawed. To retain a claw, nobla
Vorox must take at |east one level in the Maoble character class
and gain tha Moble Claw feat.

* Vorox cannot naturally awaken psychic powers or practice
theurgy {although they may become Beastfriends). Hence, thay
may gain the Gifted feat (the prerequisite for oceult powers) anly
with gamemaster permission. Possible mathods of awakening
include exposure to Soul Shards, Philosophers Stones or even
miraclas.

+ =2 penalty for Bluff, Diplomacy, Gathar Information, and
Sense Mative checks against humans, children of the Ur, and other
alien races. This penalty can be nagated for a particular race by
taking the Xeno-Empathy feat.

= Morox are praficlent in using glankesh swords.

= Automatic Languages: Voroxish and Urthish. Bonus Lan-
guages: All human diaftects, Latin, Lojmaa (Obunish), Uryari
(Ukarish}, Etyri, Shantor Windspeach (understand, not speak),

« Favored Class: Any.
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Beastfriend

The Vuldrok barbarian common folk tell of some who can speak
imals. who learn from them the secrets of nature, Be they her-

wuudsmﬂn or even shaman, these rare individuals are called
asifriends, for they always travel with a bonded animal, a pecu-
dlien creature that might otherwise hide from humans — or
0 eat them,

* While: such people are known among the Vuldrok, they are
unheard of in the Known Worlds. They do, however, ex-
there, but are not often recognized as such, for peasants
listors are a superstitious lot, Hable to condemn such witch-

emds tend to travel under other guises, as guildsmembers
pireemen, labeling their unique companions as “trained pets” rather
ar the witd but loyal heasts they are.

Adventures: Most Beastiriends live simple lives In deep wil-

it Sore, however, brave the dangers of space travel o find
ne among the stars, taking their animal coborts with them.
rirely is a Beastfriend ever separated from his ani-

eristics: Beastfriends bond with a single ani-
one that has pecullar or unigue abili-
asthe uncanny luck of the malador phan-
ot the psychic tracking sense of the zargat,

i bond deepens over time, they gain su-
lillities to communicate with or bor-
eristics from their coherts. High-
ends can even assume the shapes

round: The Vuldrok barbarian
s recognize Beastirlends and respect
Vi ng them as those gified with
e spirits or the namral world —
them s also to anger the spirits,
s bad luck. Known Worlders, how-
no [nterstellar raditions concern-
though a few backwoods commu-
nize {hen by varlous names (*ani-
ol *were-Kin").
status has cavsed a bit of controversy
hrchclerics who are aware of them, ini-
es a5 to their spiritual status: Do they
or evil? Some priests claim that Saint
the Ur-Obun disciple of the Prophet, was
d, a5 was the legendary Saint Mynah of
Others, however, perhaps fearful of some of the
! known o rravel with Beastfriends, recom-

o forcing them to become Penitent, as the Church
h psychics. The {ssue is undecided as yet, al-

s,
[i]

Character Classes

Lt Arva Natala

though those who view the Beastiriends favorably are in the ma-
Jority — for now.

Races: Members of any race can become Beastlriends. Ur-Obun,
usually those who still practice the native religion of Bintaru, are
especially accepting of them, as are Vorox, who respect anyone who
can tame a wild beast,

Alignment: Beastiriends tend toward neutrality, viewing
guestions of good and evil as issues for overly civilized beings to
squabbla over, not the true domain of natura, which recognizos
few, if any, moral distinctions.

Other Classes: The Beastfriend makes a good scout, for
her animal cohort can provide stealthy advance information on a
region. Those with animals who pick locks (shazzles) make good
thieves. Beastfriends are easily accepted into guilds, and thera
ara no classes specifically epposed to them. Vuldrok Starwolvas
may extend special respect toward them,.

Game Rule Information

Beastiriends have the following game statistics.
Abilities: Charisma and Wisdom are important for &
Beastfriend.
Alignment: Any.
Hit Die: &,
Starting Money: 1000 firebirds per level.

Class Skills

A Beastfriend's class skilis {and the key ahil-
ity for each skill) are Animal Empathy (Chal,
Concantration {Con), Riplomacy (Cha),
Handle Animal {Cha), Heal {Wisl, Hide (Dax),
Intuit Direction (Wisl, Knowledge (Natura)
{Int), Move Silently (Dex), Swim [Str), and
Wilderness Lore {Wis).

Skill Points Tor 1% Levei: (4 +
fiar) x 4.
Skill Points at Each Additional Level: 4

+ It modifier.

Class Features

Tha following are class features of the
Beastfriend.
Weapon and Armor Proficiency: &

Irit madi-

Beastfriend is proficient with the use of all
simple weapons and light and medium armor.
Mote that armor chaeck penalties for armor
haavier than synthsiik apply to the skills Balance,
Climb, Escape Artist, Hide, Jump, Maove Silently,
Fick Pocket, and Tumiie.

Life Sense: Al 1" leval, a Beastfriend can de-
tect the presence of animal life fincluding peopla but
not plants) in a 10-foot radius around har (+5 feat por
leval). To do so, she must spend a Wyrd point and
make a8 Concentration check as a standard action
against DT 20, Weakenod, wounded, hibarnating or
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Life Sense, Wyrd
Animal Cohort

Basa Fort Raf will
Level Attack Bonus Save Save Save Speacial
b +0 2 +0 2
2o 41 43 +0 3
e L +2 +3 +1 +3 Communion

dying beings are harder to sense (DC 25). Dead bodies cannot be
sensed. Discriminating lifeforms, however, is not so easy. A Knowl-
edge (nature) check may be required to distinguish the lifeforce
of a swarm of bees from the small shazzle hiding in the under-
growth. This is a supernatural ability.

Wyrd: At 1¢ level, a Beastfriend gains Wyrd points. The
amount is equal to her Wisdom ability modifier. Every time she
rises in a Beastfriend level thereafter, she gains an additional
amount of Wyrd equal to her Wisdom ability modifier. If this abil-
ity modifier is altered, the Beastfriend’s Wyrd points also increase
or decrease accordingly.

If she trains in another class, she gains only one new Wyrd
point per each level advancement in the other class (unless it is
the Psychic or Theurgist class, in which case she gets her full Wis-
dom modifier per level).

Animal Cohort: At 2" level, a Beastfriend gains an animal
cohort, an empathically bonded animal with whom she can easily
communicate. This is a 3 Hit Dice creature, although it could be
more than one creature, as long as each animal has at least 1 Hit
Die and the total Hit Dice for the group does not equal more than
three.

Until she gains the 3¢ level Communion ability, she must
speak to the animal to communicate with it. It will understand
general commands from her even if it is not trained to know them.
It will never attack her (unless coerced to do so by an occult power,
although it gets a Will save to resist) and will attempt to save her
from harm. It behaves well around those she indicates as friends,
but is not necessarily friendly to them.

The Beastfriend gains a +2 bonus to any Animal Empathy or
Animal Handling checks attempted with animals of the same spe-

cies as her cohort.

We recommend that players choose from the list of 3 Hit Dice
animals in the sidebar. GMs may create their own additions to
this list.

Choosing an Animal Cohort is a supernatural ability.

Communion: At 37 level, a Beastfriend’s bond with her co-
hort deepens, allowing her to impart unvoiced telepathic com-
mands to it. The range for this communication has a similar pro-
gression to occult powers (see Range in the OccuLt Powers chap-
ter). It begins at medium range and increases by one measure-
ment for every two levels the Beastfriend progresses (long range
at 5" level, extreme range at 7", grand range at 9", planetwide
range at 11t, solar-system-wide at 13*, and unlimited at 15%). Use
the Animal Empathy skill for the skill ranks. The Beastfriend acti-
vates this power by performing a standard action and spending
one Wyrd point. Communion lasts 10 minutes plus one minute
per skill rank in Animal Empathy (no skill check required). Once
activated, it is a free action to send a telepathic command.

In addition, a Beastfriend can lend two different abilities to
her cohort at the same ranges — breathing and hit-point stabiliza-
tion. If the animal is trapped in an airless environment, she can
breathe for it. If it suffers negative hit points, she can expend one
of her own hit points to stabilize it (she does not have to wound
herself; she simply marks off the point). Either activity is a fuli-
round action requiring concentration (this must be kept up for as
long as the animal breathes its Beastfriend’s air, but it takes only
one round to stabilize it). There is no Wyrd point cost, nor is any
skill check necessary. (Note: The cohort cannot lend its breathing
or hit-point stabilization until the Beastfriend has gained the 7t
level Wild Gift ability.)
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Animal Cohort Basics

Animal cohorts have the fallowing special considerations:

Hit Dice: Once the Beastfriend reaches 3™ lavel, treat her
cohort as equal in level (for effects related to Hit Dice),

Hit Points: Each time the Beastfriend gains a level, her co
hort can roll its hit die type (dB, dB, ete.) and add the result to its
hit points.

Artacks! Use the Beastfriend's base attack bonus, but add
the cohort's Dexterity or Strength modifier (whichever is highear)
1o get its melee attack bonus for unarmed attacks. Damage s
normal for 2 creature of its kind.

Saving Throws: Use the Beastfriend's base saving throw
honuses if they are better than the cohort's.

Intelligence: An animal cohort begins with normal animal
intelligence {Int 2), but it gets smarter as its Beastfriend rises in
level. For each level the Beastfriend gains after adopting the
cohon, raise the cohort's Intelligenca by one, lts maximum In-
telligence is.equal to the Beastfriend’s

Improved Evasion: If the cohort is subjécted to an artack
that allows a Reflex saving throw for half damage, it takes no
damage if its save is successiul, and only half damage if it fails
This Is an extraordinary ability,

Losing a Cohort

Beastfriends are intimataly tied to their animal cohorts,
amotionally becoming as one creature. The loss of a cohort
can laave a Beastfriend despondent, levying a =2 morale pen-
afty on all attacks, skill checks, ete. This does not often last oo
lang, howeaver, for the Beastfriend is tied to life and cannot halp
but go on living. Eventually, a new cohort will come to her, at-
tracted by her need, and offer itself for adoption. This could be
a sibling or offspring of the lost cohort, or an entirely new crea-
ture. It will appear within d%-+30 days after the loss of the first
cohort, Once a new cohort is adopted, the morale penalties go
away. (Nota: This arrival is not supernatural; a cohort cannot
travel between the stars to reach its new Beastfriend. It could,
however, be part of a traveling circus troupe or other similar
animal transpart group,}

A second cohort does not immediataly inherit its
predecessor’s Hit Dice and othar level bonuses. It takes timea for
its bond 1o grow strong enough to mateh its Beastiriend’s power,
Although the cohort uses its Beastfriend's full attack and sav-
ing throw bonuses, it has half the Hit Dice and Intelligence of

ite predecassor (minimum 3 HD and Int 2). Thase increasa by
ong par month until the cohort matches the previous cohort's
Hit Dice end Intelligence ability score. (When increasing Hit Dice,
roll the proper die type once per month and add the result to
the cohort's hit points.) At the gamemaster's discretion, the new
cohort can be a greater Hit Dice creature, equal to no more
than the Beastfriend's level plus one.

Animal Cohorts

Stats for the following creatures may be found in the
Gasemastenms chapter.

Chervin: A blend between a goat-analog and horse-analog,
the Chervin s native to Hira. It is considered to be allght warhorse.

Dogeoth: A doglike creature bred to sit fat and content ata
noble’s table — and to suddenly leap at enemies with hidden
bundles of muscle.

Evik; A hawklike bird native to Grail, with beautiful plum-
age, deadly claws and keen evesight.

Feshaal: A Severan snake. It Is poisonous and has camou-
flage scales.

Gurdvulf: Once thought extinet, this wolllike antmal native
to Byzantinm Secundus has been rediscovered in Vuldrok space
on the worlds of Welf's Lament. A few have made their way back
by to the Known Worlds as favored pets of Vuldrok pirates. They
have strong tracking and combat skills.

Maladdor Phancom; Native to Pentateuch, these unusual ani-
mals were spread throughout the Known Worlds by the Merchant
League: They look like white-furred monkeys with blue faces
and two pairs of red eyes, The Eskatonic Order considers them
somewhat holy. Fhanioms seem to experience uncanny luck and
can learn stmple sign language.

Shazzie: A mocoon/minklike animal {pictured on the shoul-
der of the lady at the beginning of this chapter). They can be
trained to pick locks, open lids and twm knobs, Once native to
Aragon, they were spread across the Known Worlds during the
Second Republic as pets.

Skerra Car: A large green tiger, genetically bred from Urthish
tger stock on Avlon, but spread to other al-Malik worlds, They
are good hunters.

Zargat: A batlike animal native to Pandemonium, the Zargat
was once belleved extinct — uniil the Cataclysms revealed that
they were just hiding. It Is practically blind; instead of sonar, it
possesses a psychic tracking ability to sense obstacles and prey
(usually insects).

mum range Tor this ability is solar-system-wida). The Beastiriend
activates this power by performing a standard action and spand-

Communion also allows the Beastfriend to make Animal
Empathy skill checks against any animal as a full-round action
ing one Wyrd point. It lasts 10 minutes plus one minute per skill
rank in Animal Empathy {no skill check required), Once activatad,

{rather than the one-minute time usually required). In addition,
penaliies do not apply for non-native animals, regardiess of the
Baastfriend's homewarld. Finally, skill check retries against the
game animal may be attemptad (<5 DC each successive atternpt).

This is a suparnatural ability.

Wild Sanse: At 4" level, a Beastfriend gains the ability 1o
sae, hear and feel her cohont’s sensory perceptions. The cohort
must be within Communion range {see above, although the maxi-

it is a frap action to sense the cohort’s parceptions.

Uncanny Dodge: At 5" level, a Beastiriend gains the ax-
traordinary ability to sense danger before it strikes, This animal-
like intuition allows her to retain her Dex bonus and never be
caught flat-footed, even whan attacked by invisibla anemies. She
loses her bonus if she s immobilized.
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At B level, the Beastfriend cannot be flanked lexcept by
Knaves four levels higher than the Beastiriend),

Symbiosis Immunity: At § level, a Beastfriend becomes
immune to the conversion abilities of Symblots. She cannot be
forcefully converted against her will or tricked into accepting con-
version, although she may willingly choose to become a Sym-
biot. If so, she retains her full identity and mamaories.

Wild Gift: At 7" level, a Beastfriend gains the ability to bor-
row @ trait from her animal cohort (at the same range as Wild
Sensel, such as scent, nightvision, stealthiness, natural weaponry,
ete, She cannot borrow a trait her eobort does not possess. The
Beastfriend activates this power by parforming a standard action
and spending two Wyrd points plus one per axtra trait barrowed.
Wild Gift lasts 10 minutes plus one minute per skill rank in Animal
Empathy ino skill check required), The type of action required to
use the trait depends on the trait; see the cohort's description.

Also at this level, the animal cohort can breathe for the
Beastfriend and stahilize her hit points, as desoribed in Commun-
ion, above.

Bonus Social Feat: At 8" level, and avery three levels thare-
after (17", 14", 17", and 20"}, a Beastfriand gains a bonus social
feat. These feats can only be chosen from the social feat group.
{Mote; These bonus feats are in addition to the feat that a charac-
ter of any class gets every three levels: a Beastfriend is not lim-
ited to social feats when choasing those feats.)

Venom Immunity: At 97 level, 8 Beastfriend becomes im-
mune to organic poisons and toxins, including the deadly poison
of the Ungavoraxian Grackle Fox. This does not include minaral
poisons or gases.

Wild Mind: At 10 [eval, a Beastfriand gains the ability 1o
command ather animals to do her bidding. &5 with Communion,
commands can be conveyed telepathically, although tha
Beastfriend must see the animals he wishes to command (he may
usa Wild Sense for this), Animals cannot resist this order unless
they are psychically or theurgically protected {or are another
Beastfriend’s cohorts), in which case they get to make Will saves
(DT =10 + 1/2 Beastfriend levels + Wisdom madifier),

Wild Mind is a full-raund action during which the Beastirienc
must concantrate. She must spand two Wyrd points per round
and can issue 8 new command each round she does so. The ef-
fect of each command fasts until the commanded animal has ax-
acuted it {or tried to the best of its ability to do so). She can affect
one creatura for every one of her Beastfriend levels.

Wild Cry: At 13" level, a Beastfriand can summon animals
from the region to her aid, The range is the same as her Com-
munion ability. She can eall 13 Hit Dice worth of creatures: either
one large 13 Hit Dice beast or many smaller animals. She can add
one Hit Die to this total per leval after 13",

She must spend three Wyrd paints and make an Animal Em-
pathy skill chack; the result is compared against the animals' ini-
tial indifferant attitudes to determine their new attitudes toward
her. & 16 makes tham friendly {they will defend har but not ini-
tiate attacks for her), and a 30 makes them halpful {they will at-
tack for hery. Some animal types {predators, malign alien beasts)
may be considered initially unfriendly or even hostile; unless waon
over o at least friendly, they will not respond to the call,
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Those answering the call travel at their top speeds, arriving
within 1d4 rounds per 10 feet away they wera when the cry goes
aut, {The GM can determine the initial distances for each creature
by rolling d% and multiplying the result by 10.) The GM should
davise encountar charts for different regions and biomes, provid-
ing random samplings of lacal Tauna that can respond to the call,
Such charts will appear in future sourcebooks or on Hollstic
Design's wehsite {www. fadingsuns.com),

The effect lasts for one hour plus one per Beastfriend leval,
aftar which time the creatures will run away unless ane additiona
Wyrd point is spant every hour afterwards.

Wild Body: At 16" level, a Beastfriend gains the ability to
shapeshiftinto the form of har animal cohort, gaining all the abill-
ties of that creature {including extraordinary ones), Shapeshifting
iz & full-round actian requining the expenditure of Towr Whrd points.
The new shapa lasts until the Beastfriend chooses to revert to har
narmal shapa.

AL 18" |level, the Beastfriend may shapeshift into any animal
form, so long as the animal has equal ar fewer Hit Dice than her
level.

Brother Battle

The monks of the Brother Battle arder are reputed to he most
disciplined and competent warriors in the Known Worlds, Their rig-
orous training begins in childhood and continues without abate-
ment for the rest of their lives. Those who leave the order are rare,
but such a thing has been known, especially for those who join
other Church sects, The special martial techniques, weapon masteries
and theurgic rites of the order are forbldden knowledge for those
cutside the erder, and anyvene canght teaching them is dealt with
severely.

Adventures: The order is called upen by many factions o de-
fend various sites from enenty assault or from evil. It provides elite
ground forces, often relying on the orbital bombardment capabili-
ties of the Muster guild to weaken opposition before starming in.
Brother Bartle monks also guard many pilgrimage routes, defend-
ing pilgrim starships from boarding actions or planetary pilerimage
sites from thieves or despoilers,

It is not unknown [or & warrior-mank to jein a noble entou-
rage for the express purpose of defending it against danger, or to
even travel alone, righting wrongs,

Characteristics: Brother Battle monks spend vears training o
become the most effective agents of the Pancreator's justice in the
sinful universe. Thelr strict discipline and martial training make
them efficient soldiers, although they rarely heed secular military
commands. Despite the order's name, women can become monks.

Master ol martial arts, weapon attacks, firearms, and even
theurgic rites, the Brother Battle monk does it all. However, they
rarely multiclass, for to do so 15 to leave the order (see below.

Background: Most Brother Battle monks are handed aver hy
their parents during infancy to be raised by the order. Upbringing is
harsh and disciplined but not with a certain degree of comradeship.
A monk {5 taught early on to work together with fellow members of
the order and to oppose a fellow Brother Battle only if the nead is
dire.

While it is possible to join the order after adolescence, such



Two: CIIARACTERS

K CHAPTER

FOLNAL R R L

A Brother Batil
is re- skill) are Balanc
of ex- Escape Artist
imust St

penal

ply to
Hida. .l



Ordination: Apprentice: At 1° level, a Brothar Battla re
ceivas the social feat Crdination, granting him the rank of an ap-
prantica. See the description of the Ordination social feat for ad
ditional details

Mantok: All Brother Battle warrior monks are trained in the
use of Mantok, a unique unarmed fighting style named for Mantius
the Prophet's disciple lalso known as “The Soldier™) whose pur-
view is Protection. Mantok is taught only to members of the Brother
Battle Order. There are harsh penalties for teaching its secrets to
outside

A Brother Battle fighting unarmed gains the benefits of the

proved Unarmed Strike feat and thus does not provoke attacks
spportunity from armed opponents whom she attacks. The dam-
2 that his unarmed attacks inflict is normal instead of subdual,
less it is specified as subdual before an attack is made.

In addition, Mantok practitioners gain a +2 bonus to one cho-

1 physical action skill or perception skill when performed in
nbat. A practitioner may choose one of the following: Balance,
Climb, Jump, Listen, Spot, Swim or Tumble.

Bonus Social Feats: A Brother Battle monk receives a bo-
nus social feat at 2, 7, 10", 14" and 20* levels. These feats can
be chosen only from the social feat group. (Note: These bonus
feats are in addition to the feat that a character of any class gets
every three levels; a Brother Battle is not limited to social feats
when choosing those feats.)
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pains it for free at this levell. He must choosa a primary canan
{see Theurgy in the Occulr Powers chapter). He also gains Wyrd
points at this level and every level thereafter. The beginning
amaount is eoual to his key ability modifier for his primary theurgic
canon, and is raised by that amount each level thereafter. If this
ability modifier is altered, the Brother Battle’s Wyrd points also
increase or decrease accordingly

Some canons have a rare 4" degree rite; this may be learned
after the Brother Battle has gained the canon’s 3" degree power,
at 10" and 16™ levels {(this is in addition to the 10 level bonus
social feat and the 16" level Lethal Touch).

Divine Courage: At 6" level, a Brother Battle monk gains
immunity to fear {(occult or otherwise).

Divine Endurance: At 8* level, a Brother Battle monk gains
a +2 to all checks for performing a physical action that extends
over a period of time (running, holding your breath, swimming,
etc.). This bonus stacks with the Endurance feat and any Mantok

Lethal Touch: A Brother Bz tle with this ability can make a
normal unarmed attack as a touc attack, denying the target any
Armor Class bonus from physic armor. In addition, touch at-
tacks do not activate energy shiel 3. This ability can be used once
a day at 12" level, and an additio al time per day at 16" and 20®

level.

Ex-Brother Battle Monks

Athletic Prowess: At 4 level, a Brother Bat
nus fcat from the following list {choose one): En
iitude, or Run.

rer again

Theurgy: At5" leve a Brother Battie monk gains the ability . Brother
serform theurgic ritet (he does not need the Gifted feat; he

-

Table 2—3: The Guilder

Base Fort Ref Will

Levi| Attack Bonus Save Save Save Special
Guiid Affiliation, 1 Ast

2 +1 +2 +2 +2 Bonus social feat

+2 +2 +2
4" +3 +3 +3 +3 Bonus social feat
5th +3 +3 +3 +3 Bonus social feat
6 +4 +4 +4 +4

+5 +4 +4 +4 Bonus social feat
8" +6/+1 +5 +5 +5 Bonus social feat
gt +6/+1 +5 +5
10t +7/+2 +6 +6 +6 Bonus social feat
11t +8/+3 +6 +6 +6 Bonus social feat
12t +9/+4 +7 +7 +7

+9/+4 +7 Bonus social feat
14t +10/+5 +8 +8 +8 Bonus social feat
16™ F1204+7/+2 +5 +9 +9 Bonus social feat
17 +12/47/+2 +8 ) +9 Bonus social feat
1gn +13/48/+3 +10 +10 +10
1 +14/48/+ 4 +10 +10 +10 Bonus social faat

20m +15/210/45 +11 +11 +11 Bonus social feat
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Guilder

The guilds may be all that remain of the giant corporations of
the Second Republic, but they have carved out an important place
in the Empire. While nobles may snub them and priests may call
then sinners, the merchants know they provide a necessary service
—one neither the houses nor the sects could ger along without.

The guilds of the Merchant League are many and pervasive,
but enly fve of them have achieved status as Interstellar power-
brokers: the Charioteer star-pilois and merchants marine, the high-
tech Engineers, the black-market Scravers, the mercenary soldiers
of the Muster, and the bureaucratic Reeves, These five hold the
teins of power within the League and present a unired front against
the combined power of the neble houses and the Church, Without
their support, no other faction could long maintain interstellar sway.
The guilds are thus the powers behind the throne, kingmakers but
not rulers themselves — at least, not ver...,

Adventures: Guilders hire themselves out to other factions as
pilats, engineers, thieves, bodyguards, advocates (lawyers), or any
pther type of trained labor imaginable. Those who work on their
own, plying the stars as free traders or guns-for-hire, seek out ex-
dting situations — that's where the money 1s.

Characteristics: Guilders are specialists in their areas of ex-
pertise, be it piloting or driving vehicles or hawking wares In an
open market. Their broad array of skills allows them to take on any
mmber of jobs or missions.

Background: Guilders are freemen or serls
freed from servitude, They can come from a va-
riety of backgrounds, either high-tech urban cit-
les or rural hamlers, Most join the guild as ap-
prentices during their teen years, achieving full
fulld member status when they come of age. As
freemen or commoners, Guilders tend either o
100t for or support the common man over the
imerests of nobles, or else despise the weak-
ness of the lower classes, using their gulld sta-
s fo ger as far away from their upbringing as
passible.

Races: Gullds accept members of any race
into their ranks, They are the most egalitarian
(nstitutions in the Known Worlds as far as mem-
bership is concerned, even more so than the
Church, although they often hold their privileged
status over others,

Alignment: Guilders tend 1o be prag-
matic and matarialistic, shunning ideology (al-
though some are known to support the causa
of a democratic Third Republich. As such, thay
tend towards neutrality,

Other Classes: Guilders work well with
&l classes, Indeed, the guilds strive to comple-
ment tha needs of any client ar customer,

Game Rule Information

Guildars have the following game statistics.

Abilities: Intelligence and Dexterity are impartant to many
of a Guilder's class skills. A high Intelligence score also gives the
Guilder more skill points,

Alignment: Any.

Hit Die: dB.

Starting Money: 1500 firebirds par leval,

Class Skills

A Guilder can choose any 10 skills {except oceult powars) to
be class skills, plus the class skill from his Guild Affiliation. Thase
skills can be skills exclusive to some other class, or from those
exclusive to the Merchant League. In addition, all Knowledge skills
ara considered to be class skills to the Guilder,

Skill Points for 1% Lavel: (6 + Int modifier) x 4.

Skill Points at Each Additional Lavel: & + Int modifier.

Class Features

The following are class features of the Guilder.

Weapon and Armor Proficieney: The Guilder is proficient
with the use of ail simple weapons and with all types of armar but
not shialds. Note that armor check penalties for armor heavier
than synthsilk apply to the skills Balance, Climb, Escapa Artist,
Hide, Jump, Move Silently, Pick Pocket, and Tumble,

Guild Affiliation: The character is @ mamber of a guild in
the Merchant League. Each guild has a special
knack that provides a bonus 1o a skill in a par-
ticular situation. Each also has a special class
skill. (Mote; If the character does not choose
tha blessing’s skill as a class skill, it is consid-
ered a miscellansous bonus to a cross-class
skill, untrained unless skill ranks are assigned
1o it.)

Charioteers: Some Charioteers claim they
own the space lanes, and their claim is not far
off, Master pilots and master traders both, they
fly from star to star with cargo, sometimes ille-
gal, but always highly prized.

Knack: +2 Drive with a particular vehicle
type {gas-powered landcraft, anti-gravity air-
craft, explorar class starships, etc.). Class skill;
Diplomacy.

Engrngers: More than just mechanics, the
Engineers re-create old tech, discover their own
innovations, and merge them all into their lives
and (sometimes) bodies. The Engineers do not
offer their services to evervone, and even those
they do help often wonder if it was worth the
cost.

Knack: +2 Craft with a particular kind of
devioe (swords, pistols, hologram projectors,
atc,). Class skill; Appraisa,

Genin Kalana Mikarshun (Ur-Ukar)
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Seravers: This guild got its stant recovering old technology, but
the uses it found for these artifacts gave it a whole new role, Now it
has casino space stations, slot machines, pharmaceutical labs and
more, all protected by some of the best enforcers [n the business.

Knack: +2 Gather Information te learn rumors, Class skill:
Bluff.

The Muster: The Muster is the kind of bogeyman parents use
to scare children: a guild that specializes in the trade of peaple.
While their main role Is to act as agents for skilled workers like
mercenaries, techniclans, engineers, and occasional entertainers,
they've also picked up a (well-deserved) reputation as slavers.

Knack! +2 Intimidate when threatening violence. Class skill:
Listen or Spot (choose only one).

Reeves: Often acting quietly behind the scenes, the Reeves have
a reputation as the richest and most avaricious gulld members, It [s
not a reputation they fight. They do fight anyone who tries to take
their money away:

Knack: +2 Szrnse Motive when cross-examining others. Class
skill: Appraise.

Minor gutld: There are a number of minor guilds specializing
in all sorts of rades, from the Apothecaries (doctors) and the Purg-
ers (janitors) to the Prospectors (asterold belt miners),

Knack: Choose a skill appropriate to the guild’s activities and
give the minor Guilder a +2 bonus in a certain situation, Class
skill: Choose & skill appropriate to the guild's activities.

Commission: Associate: Al 1Y level, a
Guilder receives the social feat, Commission,
granting him the rank of an associate in his guild
(some guilds have different titles for this begin-
ning rank), See the description for the Commis-
sion soclal feat for additional details.

Bonus Social Feats: A Guilder receives a
bonus soctal feat at 2 leval and every level in
which he does not receive 8 normal feat. Thesa
feats can be chosen only from the social feat
group. (Note: These bonus feats are in addition
to the feat that a character of any class gets ev-
ery three lavels; a Guilder is not limited 1o so-
cial feats when choosing those faats,)

Bonus Languages: A Guilder can substi-
tute Urthtech and Computer Languages forany
of the starting bonus languages available at
charactar creation.

Knave

No society, no matter how advanced, is with-
out its underworld, a place where the repressed
or shunned thrive, feeding off the underbelly of
society, taking from rich and poor alike 1o further
thefr own survival in the dog-eat-dog world of
crime. In such a seedy environment, even Guil-
ders often fear to read. Not so the Knave, an ex-
pert in navigating the deadly realm of curthroats
and backstabbers — whether they be thieves,
spies or even noble lorids,

Adventures: Spies, thieves, and con artists
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— all are considered kKnavish professions by Nobles, Priests and
even Guilders. However, this doesn't prevent certain nobles, guild
deans or even bishops from hiring people skilled in the ans of knav-
ery. No noble house can long stand without a corps of efite intell]-
gence agents, and no guild could long maintain its monopoly with:
out undercover operatives and sneak thieves, Even the Church needs
invisible eves and ears to uncover misuses of technology. For all
these msks, the factions turm to the Knave, expert in all manner of
unsavory skills.

Characteristics: Knaves have & wide range of skills available
to them, and quickly learn how to take out their enemies unseen

Background: Knaves are usually freemen who are either raised
for a life of crime, choose such a life as soon as they can mn away
from home, or are chosen to become agents by the elite, They wend
to have ambivalent attitudes toward class struggles.

Races: Any race can be a Knave, although Vorox secret agents
are rare. Ur-Obun do not usually approve of the secrecy and un-
ethical acts associated with spying, but individual members of tha
race can certainly hold different attitudes. Ukari are naturals for
such work, especially those of the outlaw clans on Kordeth, who
are practically raised as Knaves.

Alignment: Knaves tand toward neutrality or evil, although
some can be good — honarahle spies doing dirty work so that the
innocent may sleep batter at night, unaware of tha secret battles
they fight to keep the worlds at peace.

Other Classas: Knaves can provide vital
skills 1o any noble gntourage or adventuring
group, working as scouts or spies. While Priests
and Brother Battle monks may look askance at
such skills, certain Nobles — especially the
Decados — prize thoem.

Game Rule Information

Knaves have the following game statistics.

Abilitias; Dextarity affects many of tha
Knava's skills and providas a bonus 1o AC for
better protection. Charisma, Intelligence and
Wisdom are important to many of the Knave's
class skills. & high Intelligence score also gives
the knave more skill points.

Alignmant: Any,

Hit Die: dB.

Starting Monaey: 1000 firebirds par lavel.

Class Skills

The Knave's class skills {and the kaey ahil-
ity for each skill] are Appraise (Int), Balance
{Dex), Bluff (Chal, Climb (S1r], Craft (Int), Deci-
pher Script {int, exclusiva skill), Diplomacy
{Cha), Disable Dovice (Int), Disguise {Cha), Es-
cape Artist {Dex), Forgery (Int), Gather Informa:
tion {Chal, Hide {Dex), Innuendo (Wis), Intimi
date (Cha), Intuit Direction {(Wis), Jump (Str),
Listen (Wis), Mowve Silantly (Dex], Literacy {ex-
clusive skill), Open Lock (Dex), Parform (Chal,
Pick Pocket (Dex), Profession (Wis), Read Lips
{Int, exclusive skill), Ride (Dex], Search {Intl,

Oksana




k attack 4+

mn



(514

Yare)

Game Rule Information

Living Wespons have the following gama statistics.
Abilities: Strangth, Dextarity, Constitution and Wisdom ara
all important for the Living Weapon.

Alignment: Any,

Hit Die: d10.

Starting Money: 1000 firebirds per lavel.

Class Skills

A Living Weapan's class skills (and the key ahility for each
skill) ara Balance {Dex), Climb (Str), Craft {Int), Escape Artist {Dex),
Handle Animal (Cha), Heal (Wis}, Hide (Dex), Intimidate (Cha),
Jump (Str), Listen [Wis), Move Silently (Dax), Profassion (Wis),
Ride (Dex), Search {lnt), Spot {(Wis), Swim (Str], Tumble (Dex},
and Use Rope (Dex)

Skill Points for 1% Lavel: {4 + Int modifier) x 4.

Skill Points at Each Additional Level: 4 + Int modifier,

Class Features

Weapon and Armor Proficiency: A Living Weapon is pro-
ficiant with the use of all simple and martial weapons and with all
types of light armor but not shialds. Note that armor check panal-
ties for armor heavier than synthsilk apply to the skills Balance,
Climb, Escape Artist, Hide, Jump, Move Silently, Plck Pocket, and
Tumble.

Martial Art: There are many
types of martial arts in the Known
Worlds: the disciplined fists of the
noble’s Shaidan, the sudden holds of
the Muster’s Iron Heel, the sneaky Ur-
Ukar's Jox Kai Von, the cunning tricks
of Koto, and the subtle mysteries of the
Ur-Obun's Bharata zhoVeda. A Living
VWeapon is trained in one of these un-
armed combat styles ichoose ane from
the Martial Arts Styles sidebar), and
gains that styla’s particular bonus, Atev-
ery four levels after 1% level (4%, 8%, 120,
16" and 207), he may choose an additional
martial art, although he must state that he
is training in it well before he gains the new
level. This may require first finding a _

teacher.

A Living Weapon fighting unarmad
gains the benefits of the Improvad Unarmed
Strike feat; he thus does not provoke attacks
of opportunity from any armed epponent he
attacks and he still gets an attacks of oppartu-
nity against opponents who make unarmed at-
tacks against him, His unarmed attacks inflict
normal damage [instead of subduall, unless he
specifies damage as subdual before making an
attack. He can usa his unarmed attack rate of at-
tacks per round while grappling.

A Living Weapon's unarmed damage and
number of unarmed attacks depend on his lavel

[see the chart abovel. Hiz attacks may be made as fists, kicks,
elbow blows, shoulder strikes, eto. Offhand atteck rules do net
apply ta a Living Weapon when hea fights unarmed.

Combat Awareness: A Living Weapon is aware of his sur
roundings and enemies during combat, allowing him to avoid
attacks made against him. This allows a Living Weapon to add his
Wisdom bonus to his Armor Class during combat, Initially, how:
avar, armor of any kind prevents the Living Weapon from using
this bonus {althaugh the bonus does work with energy shields),
At 6" level, he can wear light armor and still retain his Combat
Awaroenass bonus, At 12" level, he can wear medium armor and
use a shield. At 18" lavel, he can wear heavy armor. This is an
extraordinary ability.

Kippup: A Living Weaapon with this ability can stand up from
prane as a frae action.

Martial Throw: When grappling, a Living Weapon can use
# throw maneuver instead of establishing a hold. This is resalved
the same as if ha were attemptinga hold, but if he is successiul,
the Living Weapon may throw the target 10 it in any direction. f
the thrown target strikes an unyielding object — such as a stong
floor ar wall— he suffers damage as if falling 10 ft. [1d6). Thrown
targets end up prone, |f the target is throewn Into an occupied
squara, the eccupant{s) must make a Reflex save (DC 10} or bs

knocked prone (but suffer no damage).

Turnabout: I attacking unarmed, a Living Weapon can
farce his target to trade places with him (especially useful
when fighting on the brink of a cliff or on a bridgel.
The Living Weapan and the target make opposed
attack rolls {eech with normal bonuses). IFheis
successful, the target is forcad to move inta
the space the Living Weapon was ocou
pying while the Living Weapon moves
into the target’s previous space
This action (and the movement
associated with it) doss not
provoke attacks of opportu-
nity from the target or any
other opponents threaten-
ing tha Living Weapon, This

is a full-round action.
Iron Fist: At 6" level,

a Living Weapon's unarmed

attacks (with fists, kicks or

any part of his body) are
considered forall purposes
to be plercing and slashing, in
addition to bludgeoning.
Lethal Touch: A Living
Weapon with this ability can make a
normai unarmead attack as a touoh at-
tack, denying the target any Armor Class
bonus from physical armor. In addition,
touch attacks da not activate energy shields,

This ability can be used once a day at 7 level,

and an additional time per day at 10", 13", 167,
and 19" levels,

Michaelo
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Martial Arts Styles
In the Known Worlds, martial stylists proudly advertise
their affillations and engage in fierce rivalries with other stvi-
ists, Grand tournaments are held to determine whose style is
best. But, in the end, it is usually not the style thar determines

the more famous martial styles. Others exist, but teachers are
rare.

Bharata zhoVeda: A synthesis of Ur-Obun martial and
bodyworking techniques with old Urth fighting systems from
the Indian subcontinent. Itis a free-flowing art that focuses on
avolding blows and turning an anack back onto an aggressor
Experts in Bharata zhoVeda know a variety of somartological
technigues, and direct their atacks at prime meridians for dev
astating effects. Practitioners learn to master not onby their
bodies but also thelr minds,

Specialty: +1 Reflex saves in combat,

Graa: Practiced only by Vorox, this art teaches Vorox 1o
betrer use their multiple limbs in combat.

Thare are a number of feats associated with Graa (ses
the Fears chapter); they sre not reguired but can prove use-
ful. Specialty: +4 to Balance checks made during combat,

Jox Kai Von (Jox Boxing): A nasty and dirty Ur-Ukar ar
with no holds barred — eve gouges, groin punches, ear pulls,
etc. It is a close-in fighting style; and thus relies on few kicks,
Although the Grand Master s an Ur-Ukar. this art is popular
among the Decados as a sport against freemen and serfs (they

the outcome of a fight, but the fighter herself, Below is a list of

rarely use it against fellow nobles),

Specialty: +2 Escape Artist whan wriggling free of grapples
and pins.

Iron Heel: An art practiced by the Muster, It is a down-and-
dirty commando art that recognizes the necessity of incapacitat-
ing an opponent over the need for honor. The an specializes in
kicks and helds, the former for their reach, the later for their
ability to hold an epponent long encugh o cull him.

Specialty: +2 Intimidate to get targeis o stop resisting yoll.

Koto: A tricky art using misdirection to deliver unexpected
blows onto an opponent. The style is named alter a mythological
trickster bird from the folklore of the planet Aylon. The current
Grand Master Is Baron Jamal al-Mallk, a student of Count Rumi
al-Malik. Jamal {nherited the title after the mysterlous disappear-
ance of his master. The art is steeped in weird mystical philoso-
phies involving riddles and deconstructive ontology. Count Rumi's
students teach the art to anyone who proves worthy, and are sajd
to teach even serfs (a crime on some worlds),

Specialty; +2 Bluff when feinting.

Shaidan: A no-nonsense power form similar to ancient Urth
karate, The Grand Master of this style s Duke Enrico de Aragon,
a Hazat noble. He has spread the popularity of this ant far and
wide, and it is now corisidered the art of cholce for people of dass
and distinction. Honor is highly valued and underhanded Rght-
Ing tactics are frowned upon — such maneuvers are for peas-
ants, not noble lords.

Specialty; +2 Sense Motiva against Bluff feints. You always
get to oppose feints as a free action.

Vorox Living Weapons

Agif the idea of 8 large creature whose every limb s a deadly
weaapon wasn'l scary enough, Vorox Living Weapons gain extra
unarmed attacks. Tape 2—8: Vorox Exrra Liva Linarmen Avracks
shows how many extra attacks may be made per round — in ad-
dition to those listed on TasLe 2—6: Twe Living Weapon — and the
bonuses for those attacks. The damage each unarmed limb deliv-
ers is the same as any unarmead attack the Verox Living Waapon
makes

Note: A Vorox with Drox and Throx feats cannot use these
to gainextra Living Weapon unarmed attacks: extra Living Weapon
attacks are lmvel-based only, He can, howaver, use these feats with
normal unarmed attacks (dolng 1d3 damage with each fist), but
nat in the same round he makes his Living Weapon unarmed at-
tacks.

TasLe 2—6: Vorox Extra Lime UnarmeD
ATTACKS

Living Weapon Extra Limb

Level Unarmed Attacks

ke +1

gn 2

g +3

om +4/41

1 b +5/+2

124 +6/+3

13m +8/+3

141 744

15" +8/+5/+2

6" +3/+6/+3

™ +9/4+8/=3

18™ + 10578041

19> +11/48/+5/+ 2

20* +12/:8/+8/+3
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Class Skills

A 'Mohle's class skills (and the key ability lor each skilll ara
Appraise (Intl, Arte (Wig), Bluff (Chal, Diplomacy (Chal, Disguisa
{Chal, Forgery (Int), Gather Information (Chal, Handle Animal
{Chal, Innuanda (Wisl, Intimidate {Chal, Knowledge (Geography,
History, Local and MNability) lInt}, Listen (Wis), Literacy (exclusiva
skill}, Perform {Cha), Read Lips {Int: exclusive skill], Ride (Dex),
Sanse Mativa (Wisl, Speak Language, Spot [Wis), Swim (Str), and
Wilderness Lore {WisL

Skill Points for 1" Lavel: (6 + Int modifiar] x 4,

Skill Points a1 Each Additional Level: 6.+ Int modifiar,

Class Features

The following are class features of the Noble,

Weapon and Armor Proficiency: A Moble is proficiant with
the use of all simple and martial weapons and with-all types of
armar and shields. Note that armor check penalties for armor
heavier than synthsilk apply to the skillz Balance, Climb, Escape
Artist, Hide, Jump, Move Silently, Pick Pocket, and Tumble.

House Affiliation: The character |5 a family mambarof
one of the five major noble housoes. Each house has a

zpecial knack and a special class skill, The skill bonuses
are miscellaneous modifiers and do not represent train-
ing or ranks in the listed skills, Note: Thesa knacks and
clase skills apply only to charactars born into the house;
non-family mambers who raceive a battlefield knighting
or political admittance do not gain tham.

Hotise Hawhwood: The Hawkwoods are proud that one
of their own has become emperoar, but all believe they are des-
tined for greatness. It is both their privilege and thetr duty, and
they act accordingly,

Knack: +2 Sense Motive when attempting to determing
the truth of a statement. Class skill: Concentration.

Pecados: The Family that many observers believed would win
the Emperor Wars, the Decados are praised for their sophistication,
wit and charm, but feared for their malevolence, fury and treachery,
To befriend a Decados is 1o ally with a viper.

Knack: +2 Blufl when lying. Class skill: Escape Artist.

The Hazar: A Hazat's pride in her soldiers is surpassed only
by her pride in herself. Trained since birth to lead soldiers, she is as
at home inan army sleeping bag as in a feather bed. Sll, the Hazat
are extremely aware of their role In soclety, and will never let their
inferiors forget it

Knack: +2 Intimidate when dealing with those of lower rank.
Ciass skill: Knowledge [Military),

L Malan: Once renowned as the most decadent house, House
Li Halan [s now the most tied o the Church: Li Halan elders give
readily to Church charities, amd younger members of the house are
the first 1o join crusades and serve in the Orders of Baule. While
most Nobles owe their lovalty primarily to their own house, the Li
Halan owe itonly Lo the Pancreator,

Knack: +2 Arts with one specified mediom (calligraphy, lle-
mination, painting, poetry, ete.], Class skill: Knowladge (Raligion).

af-Malik: Some observers have suggested that the al-Malik
grew out of & Second Republic merchant family, but now the house
sirives for nobility in all things, OF course, that doesn't keep its

FApiNG SuNs: p20

membees from acoumulating some of the best collections of Second
Repushblic artifacts to be found this side of Leagueheim.

Knaok: +2 Disguise whan travaling incognito {does not apply
to imparsonating a specific person). Bonus Language: The Grace:
ful Tongue.

Minor Howse: In addition to the five Royal Houses, there are
innumerable miner ones. Seme of these used 1o be big, some are on
their way up, and some have never gotten anywhere and probably
never will, Thus, minor houses range from the most virtuous to the
most vile

Knack: Choosa a skill appropriate to the house's values and
give the minar Noble a +2 bonus in a cartain situation. Class skill:
Choose a skill appropriate to the house's activities,

Moble Title (Knight): At 1 lavel, & Noble receives the so-
cial feat, Moble Title, granting him the rank of a knight or dams
[sir or fady) within his particular house, See the description of tha
Mable Title social Taat for additional details.

Bonus Social Feats: A Noble receives a bonus socisl feat
at 27 level and avery lovel in which he doas not receive a normal
feat. These {eats can be chosen only from the social feat groug.

(Mote: These bonus feats are in addition to the feat that a charae:
tor of any class gets evary three levels; a Nobla s
not lmited to social feats when choos:

ing those feats.}

Sir Anronie Edvarde Cervanees de Justus Hazat




CHAPTER Two: CITARACTERS

Priest

Ko single institution bas as much impact on day-to-day life in
the Known Worlds as the Universal Church of the Celestal Sun,
Despite the Church's many factions and sects, the average peasant
sees it as a giant monoelith dedicated (o saving humanity from the
evil inherent in the universe. As far as they can tell, all the priests
work twward the same goal, hand-in-hand, fighting evil together,
Mever mind the fact that they call one another heretics: the Church
itseifis good. The peasants' view changes only when someone tries
to replace the sect of their ancestors with a new one.

Of all the factions in the Known Worlds, few are so beloved —
or feared — as Priests, those who provide succor to the souls of the
weary and oppresseéd or abjure heretics for their evil. While some
Priests spend their days poliiicking to increase the Church's power
ot hunting for alleged heretics among the faithful, others sirive o
improve the lot of all sentient belrgs through the universe, through
either good works or mystical meditations,

Adventures: Priests are usually associated with a particular
see, cathedral or parish, but many become mendicant, rraveling the
Known Worlds, seeking to spread the word of the Prophet or ease
the sufferings of others — or to sniff out evil wherever it may lurk.
Nobles ofien bring a conlessor with them on their travels, to protect
their souls from the many trials they will face among the stars.

Novittate Foaul Haven

Characteristics; Priests have a good number of skills, all use-

Ful in their ministries or travels, and aften build networks of social
cannections they can call on in times of need.

Background: Priests are often freemen or even seris, raised in
villages, towns or cities. Upon reaching adolescence, they are usu-
ally given by their families as apprentices to the Church, or choose
the way of the Church by their own Inclinations. Upon reaching
adulthood, or even earlier in some cases, they are officially ordained
as Priests in thelr particular sect or order,

Sometimes, Nobles become Priests, especially these sons or
daughrers who expect to inherit no Tands or duties.

Races: Ur-Obun can become Priests, although they are most
often found in the Voavenlohjun sect, the Eskatonic Order or Sanc-
twary Acon, Ukarl are rarely seen in the priesthood, although it is
not unknowrn. Vorox can become Priests, nsually Onthodox; although
they rarely minister to any but other Vorox.

Alignment: Prigsts can be any alignmeant, although most of
them are good. Alas, a few are evil. Members of the Urth Ortho-
dox sact and the Temple Avesti Order tend to be lawful (some-
times excessivaly so), while Eskatonie Order monks and Sanctu-
ary Agon healers tend to be either neutral or chaotic,

Other Classes: Priests work well with most other classos,
although they tend to dislike Knaves and distrust or even lear
Psychics (unless they are Penitent — waorking for the Church),
Priests will often take it upon thamselves to personally ensura
that any Tachie in tha entourage does not indulge in too much
technaosophy.

Game Rule Information

Priasts have the Tollowing game statistics,

Abilities: Charisma, Intelligence and Wisdom are
important for many of & Priest’s class skills. & high In
telligence score also gives tha Priest more skill points,

Alignment: Any.

Hit Die: da.

Starting Money: 1500 firebirds per lavel,

Class Skills

A Priest's class skills (and the key ability for sach
skill} are Acadamia {Int}, Alchamy (Int), Arts (Wis), Con-
cantration (Con), Craft (Int), Diplomacy {Chal, Gather
Information (Cha), Handle Animal (Cha), Heal {Wis), In-
timidate {Chal, Knowledge (Bureaucracy, Gaography,
Histary, Local, Nobility, Known Warlds, Religion) {intl,
Perform (Cha), Occulteraft {Int), Ride (Dex), Sense Mao-
tive (Wis), and Speak Language.

Skill Points for 1% Level: {6 + Int modifier) x 4,

Skill Points at Each Additional Level: B + Int miadifiar.

Class Features

The following are class features of a Frigst.

Weapon and Armor Proficiency: A Priast is
proficient with the use of all simple weapons and with
all types of armor but not shislds, Mote that armaor
check panalties for armor heavier than synthsilk ap-
ply to the skills Balance, Climb, Escape Artist, Hide,
Jump, Move Silently, Pick Pocket, and Tumble.




TasLe 2—8: THE PRrIEsT

Basze Fart Raf Will
Leval Attack Bonus Save Save Save
1 0 .2 ] 12
20 1 +3 +3 +3
ot e J i i ]

Spacial
Sect Affiliation, Ordination (Movitiata)
Bonus social faat

Sect Affiliation: The character is a member of a Church
sect or order (Priests must have at least one level in the Brother
Battle class to join that order). Each sect/order has a special knack
that provides a bonus to a skill in a particular situation. Each also
has a special class skill.

Urth Orthodox: Orthodox priests spend their time tending to
the spiritual needs of their flock and defending the faith from outer
and inner evil — whether it be aliens, barbarians or the heresies of
other sects.

Knack: +2 Sense Motive when extracting confessions. Class
skill: Innuendo.

Eskatonic Order: Eskatonic priests scour the universe for mys-
tical lore to help defend the faithful from evil. Their questing has
led to many new discoveries that may better life for all — or open a
Pandora’s Box of secrets best left hidden.

Knack: +2 Alchemy. Class skill: Learn any Knowledge as a
class skill.

Temple Avesti (Avestites): The heavy robes of these fanatics
are instantly recognizable — as are the smoking flameguns they
bear to enact a literal punishment on the sinful. This sect long ago
gained most of the chairs on the Inquisitorial Synod, much to the
regret of its political enemies.

Knack: +2 Intimidate when extracting confessions. Class skill:
Knowledge (Torture).

Sanctuary Aeon (Amaltheans): This healing order was founded
by Saint Amalthea after her travels with the Prophet and has con-
tinued since then to bring grace and mercy to all. Amaltheans are
deeply beloved by the peasants they selflessly aid.

Knack: +2 Heal for those who swear a favor to the order in
return. Class skill: Learn any Profession as a class skill.

Voavenlohji: Usually practiced only by Ur-Obun, this sect fol-
lows the teachings of Saint Ven Lohji, the Ur-Obun disciple of the
Prophet. It displays elements of its animistic beginnings in the na-
tive religion of Bintaru.

Knack: +2 Concentration when casting theurgy. Class skill:
Wilderness Lore.

Mendicant Monks (Hesychasts): Some priests want nothing
to do with Church politics and join monasteries far from the centers
of Church power — or live in huts in the wilderness seeking mysti-
cal visions or quiet lives of contemplation. Some friars take to the
road to spread the gospel among the common folk whom the Church
has ignored or forsaken.

Knack: Choose a skill appropriate to the monk’s beliefs and
give him a +2 bonus in a certain situation. Class skill: Choose a
skill appropriate to the monk’s activities.

Ordination (Novitiate): At 1 level, a Priest receives the
social feat, Ordination, granting him the rank of a novitiate. See
the description for the Ordination social feat for additional de-
tails.

Bonus Social Feats: A Priest receives a bonus social feat at
2™ Jevel and every level in which he does not receive a normal
feat. These feats can be chosen only from the social feat group.
(Note: These bonus feats are in addition to the feat that a charac-
ter of any class gets every three levels; a Priest is not limited to
social feats when choosing those feats.)

Literacy: Priests receive Literacy for free, since they are
taught to read in seminary.

Bonus Language: Priests receive Latin as a bonus language.
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Psychic

When humanity spread cut amang the stars, it awakened more
man [ust a yearning for new worlds — it also awakened the powers
of the mind. Psychic powers became more than just a debate be-
mween Bew Agers and scientists; they became a reality. The Second
Repuitlic Phavian Institute began the scientific study of such phe-
pomena and made significant advances in understanding them, But
then came the Fall, and with it a fear of Psychics among the com-
mon folk, who distrusted such powers and soon came to blame
{hemi for everyvthing wrong in their lives. The Church fomented such
bigotry and soon psychic powers became outlawed, with Fsychics
fiding their abilities from others and gathering in secret covens to
further thelr training, away from the sight of other men.

Eventually, the Church recanted somewhat and accepted
Pyehics — but only those who became Penitent and threw them-
stives on the mercy of the Church, While this allows many to walk
epenly as Psychics, it also leads to abuse, as priests with legal power
pver these gifted lew used them to spy or steal — all in the name of
the Pancreator, of course,

Adventures: Psychics reveal their powers only to those they
trist, for the fires of Inquisition are ever well-stoked against
paychics, They often find it hard to stay in one place for long, for
they have to move on when a local discovers their status. Some join
covens, nerworks of fellow Psychics who help such social exiles in
thetr travels and even provide training opportunities.

Nobles often seek out Psychics as members of their
entaurages, [or not only does It glve thenan edge, it
gives them something to talk about at parties.

Characteristics: Psychics awaken psychic
powers, grouped in paths. One such path is
lezmed in the early stages of training, but oth-

&8 can be awakened as the Psychic
progresses, These powers must be trained
mach like skills, but they are formidable
when wielded properly.

Background: Psychics can come
fram any soclal class, usually sharing
fhe same background as Guilders.

Races: The Ur-Ukar are born with
Ihe patential to awake psychic powers,
but they must gain levels in this class
1o 50, Some Ur-Obun have the same
inbarn potential, while others tend 1o0-
ward theurgy instead. Verox cannot
aaturally awaken psychic powers.

Alignment: Psychics can be of any
illonment. Those who join the Favyana
coven tend to be good or neutral, whila
theza who join the Invisible Path tend to be
aull or nautral,

Other Classes: Psychics are usually ner-
vous around Priests, but have no other preset
pejudices ag a class. How well they mix depends
on the individual, Their powers provide 8 potant
tomplament to any entourage.

Game Rule Information

MOTE: The Giftad feal is a preraguisite for all psychic paths.
A Paychic must spand one of his starting feats an the Gifted feat
or inherit it as a racial ability {tha Ue-Obun and Ur-Ukar}.

Psychics have the following game statistics.

Ahbilities: The mental abilities — Intelligence, Wisdom and
Charisma — are key 10 a Psychic's skills.

Alignment: Any.

Hit Die: d&.

Starting Money: 1000 firebirds per level.

Class Skills

A Psychic's class skills (and the key ability for each skill) are
Bluff {Cha), Concentration {Con), Innuendo (Wis), Knowledge
tarcana) (Int), Ocoultoraft (Int), Psi skills (by power, see below),
Sense Motive |Wis), and Speak Language,

Skill Points for 1% Level: {6 + Int madifier) x 4,

Skill Points at Each Additional Lavel: 6 + Int madifer.

Class Features

The following are class features of the Psychic,

Waapon and Armor Proficiency: A Psychic is proficient
with the use of all simple weapons and light armor. Mote that
armor check penalties for armor heavier than synthsilk apply 1o
the skills Balance, Climb, Escape Artist, Hide, Jump, Mova Silently,
Fick Pocket, and Tumbia,

Psi: At first level, you develop a primary psychic path
{choosa from the list balow). This path allows you to
train Its associated 1*-degree power At sacond
level, you can train its 2"-degree power, and at
third level, its 3*-degrea power. The paths are:
« Bedlam {Str} — psychic athlatics
* Far Hand {Dex} — telekinesis
= Omen Wis) — divination
* Psyche ([Cha) — telapathy
+ Sixth Sensza {Wis) — extrasen-
S0y parcaption
+ Soma (Conl— mind aver hody
» Vis Craft {Int) — energy ma-
nipulation
At higher levels (5=, 9% 13",
17"}, you can learn additional paths
and powers. Some paths have a rare
4" -degree power, this may be learned
aftar the Peychic has gained the path's
3*-degree power and in place of the
bonus occult feat gained at 4", & 127,
167, and 20" lavels.
Wyrd: At first level, a Psychic gains
Wyrd points. The ameount is equal to his key
ability modifier for his primary path. For in-
stances, if his primary path is Far Hand, then his
Whyrd points are equal to his Dexterity modifier,
Every time he rises in an ocoult class level
thereafter, he gains an additional amount of Wyrd
equal to his ability madifier in the same ability. If the
Far Hand Psychic's Dexterity is 16, than ha gets =3 Wyrd

Viar Elbart (Ur-0bun)




Table 2—9: The Psychic
NOTE: The Gifted faat is a prerequisite for all psyehic paths, A Psychic must spend ane of his starting leats on the Giftad feat
or Inharit it as a racial ability {the Ur-Obun and Ur-Ukar).
Base Fort Ref il
: Level Attack Bonus Save Save Save Special
J: ™ +0 +0 +0 +2 Primary psi path and1“-degree power, Wyrd
2nd +1 +0 +0 +3 Primary 2*-degree power
v 3re +1 +1 +1 +3 Primary 3"-degres power
4 +2 +1 +1 4 Bonus occult feat
ol +2 +1 1 +4 Secondary psi path and 1"-degres power
g +3 +2 +2 +5 Secondary 2¥-degree power
i +3 +2 +2 +5 Secondary 3'-degree power
Hi 4 +2 +2 +6 Bonus occult faat
g i 3 +3 +B Tertiary psi path and 1*-degree powear
1am +5 +3 +3 +7 Tertiary 2*-degree powar
17 +5 +3 +3 +7 Tertiary 3-degree power
124 +67+1 44 +id +8 Bonus occult feat
13t +8/+1 +i} +it +8 Quaternary psl path and 1"-deégrea power
T4m +7(4+2 +i +i} +8 Quaternary 2™-degree power
15+ #1442 +5 +6 «3 CQuaternary 3"-degree powaer
167 +8/43 +5 +5 +10 Bonus occult feat
17" +8/+3 +5 +5b +10 Quintary psi path and 19-degrea power
8= +9/+4 +6 +8 +11 CQuintary 2™-.degree power
19" +0{4d +6 +8 +11 Cuintary 3*-degrea powar
20 1045 46 16 +12 Bonus ocoult feat
points. If this ability modifier 1s altered, the Psychic’s Wyrd
points also increase or decrease acoordingly.
TasLE 2—10: THE SULDI‘EH i h? Trai.ns in another class, he gailfm anly one new
Wyrd point with each level advancement in the ather class
Base eort Ref will {unless it is the Beastiriend or Theurgist class, in which
Level ~ Attack Bonus Save Save Save  Special case he gets his full primary path key ability maodifier per
L B +1 +2 +0 +0 Bonus feat levall.
i +2 +3 +0 +0 Bonus feat Bonus Occult Feat: You can choose a foat from the
d +i i 1 +1 following list, assuming you already have the required pre-
4 +4 +4 4 + Bonus feat requlsites: Attune Fetish, Combat Casting (Psi}, Coven
& +5 +4 ¥ # Membership, Imbue Tabarnacle, Enlarge Psi, Extand Psi,
6" +6/41 +B +2 2 Bonus feat Multiply Psi, Spell Focus (Psi), Spall Power Penatration
I +71+2 +5 +2 +2 (Psil.
an w843 +5 +2 +2 Bonus feat ‘
an +9/+4 +6 +3 +3 SO]dlel"
g +10/+5 +7 +3 43 Bonusfeat
11 +1HaEl o] ) 45 In the aftermath of the decades-long Emperor Wars,
12 +15047 142 +8 i i Bonlis faat many hardened combat veterans have mustered out of thelr
13 13 5B o o4 units and now seek adveniure among the stars. Some crave
T4t £18/49/44 e i 44 (2 s the adrenaline rush of combat. an addiction they can't shake,
2 15 +15/+10/45 49 B 5 Others seek only to gain honest work with their skills as
J 6% yTesTIsesTT Yo s 45 Bonus feat | Mercenaries or bodyguards.
17 1741247052 +10 5 +8 Soldiers aren't always combat veterans, however; they
1gth ABI+13483 +11 iF 4B Bonus fear | €an be city guards, police; bounty hunters, or any profes:
1M £19/414/49/44 #11 +B 8 sion that requires combat expertise.
20 £20/:16/410/+5 412 4B +5 Bonus faat Adventures: Soldiers are found just about anywhicre
conflict exists: No Noble dares travel the stars without some-
74 one to protect his back, and a Soldier is a good candidate for
such a post,
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Characteristics: Soldlers excel in one thing: fighting. They may CIHES Skills
be melee experts or gunslingers, but they sure know how to fight. A Soldier's class skilts (and the key ability for each skill) are
Background: Soldiers can come from any background o1 0= ¢jiuy (s4r), Craft (Int), Drive (Airoraft, Landeralt, Watercraft) (Dex),
thal class, Muster Guilders who speciallze in mercenary operations Handle Animal (Cha), Jump (Str), Ride (Dex) and Swim {Str).
il probably multiclass as Soldiers, Nobles who prefer ducling to Skill Points for 1% Leval: (2 + Int modifiar) x 4,
‘ourt life might multiclass as soldiers. Skill Points at Each Additional Level: 2.+ Int modifier.

Races: Members of any race can become Soldiers. They are
rre among the Ur-Obun, but not unknown (the Champions of
Vhem).

Alignment: Soldiers can be of any alignment.

Other Classes: Soldiers complemant any entourage that

ofien gets itself inte danger,

Class Features

Weapon and Armor Proficiency: A Soldier is proficient
with the use of all simple and martial weapons and with all types
of armar and shiglds. Note that armor check penalties for armor
heavier than synthsilk apply 1o the skills Balance, Climb, Escapa
Artist, Hide, Jump, Move Silantly, Pick Pockat, and Tumble.

Gam& H“ IE Infn rmatl on Bonus Feats: These feats-must be chosen from the follow-

Soldiars have the following game statistics, ing list: Ambidexterity, Blind-Fight, Combat Reflexes, Crack Shot
| Abilities: Strength is the primary ability of a Soldier A high {A&rmed to the Teeth, Two-Gun Fighting), Dodge (Mobility Spring
||' Constitution also provides bonus hit points, f Atftack], Exotic Weapon Proficiency, Ex-

' Alignment: Any, { pertisa (Improved Disarm, Improved

Hit Die: d10.
Starting Money: 1000 firebirds per leval.

proved Critical, Improved Ini-
tiative, Improved Unarmed

Trip, Whirlwind Attack), Im-
Strika (Deflect Arrows,
Stunning Fist).

L ]
'_-_‘I' Mounted Combat

F— [(Mounted Archery,
Trample, Ride-By At-
tack, Spirited Chargal,
Parry (Cloak Fighting,

Irnproved Feint, Ripostal,

Point Blank Shot (Far

Shot, Precise Shot, Rapld

Reload, Rapid Shot, Shot
an' the Run), Power Attack

(Cleave, Improved Bull Rush,

Sundar, Great Cleave), Ouick Draw, Subtla

Strike, Two-Weapon Fighting (Improved Two-
Weapon Fighting), Weapon Finesse, Weapon

Focus (Deflect Missiles), Waapon Specializa-

tion.

L

Algongadar (Vorox)




Beyond the borders of the empire, other worlds exist, rem-
nants of the fallen Second Republic now descended into barbarism,
The people of these werlds — the Vuldrok — are bloadthirsty raid-
ers, descending like hawks onto innocent merchants plying their
wares between the stars, boarding their ships and stealing every-
thing — Including the ships. They have no mercy or scruples.

Or 50 most peasants believe, In truth, Vuldrok are a clan-ori-
ented people descended from the anarchic and communistic societ-
ies that broke away from the Second Republic even before it cal-
lapsed. They value freedom and might over all else. Their piracy,
however, is quite real. With few high-tech resources of their own,
they rely on stealing those of others,

The epitome af Vuldrok ideals is the Starwolf, pirate, raider
and loyval [riend par exveefience.

Adventures: Starwolbves occasionally find their way into Known
Worlds society, hiring themsélves out as warriors. bodyguards or
steady shield-arms for Seldiers, Like most Vuldrok, they are in-
tensely loyal to their friends and vicious to their enemies. Those
Nobles who admit them into their entourages may have a hard time
controlling them, for they rarely accepr authority, but they might
gain a staunch friend who will stand beside them to the [ast,

Characteristics: Since a Starwolls usual battlefield is aboard
a ship during boarding actions, they tend to favor melee
actions over gun battles. Their exultant howls can freeze
the marrow of their enemies, allowing them to close
the distance with a terrifying charge. They also main
some of the exira combat tricks known to Soldiers.

Background: Vuldrok within the Known
Worlds usually hail from the small papulation on
Leminkalnen, or from Hargard, just outside the
borders of the Empire, They are usually raised

in conditions simllar to those known by a
Known Worlds serf, except that they
hiave much more freedom and self-re-
spect. They have learned to ke what
thev need rather than wait for handouts.
Sometimes, a Noble or Guilder trav-
els into harbarian space, seeking either 1o
revenge himsell against a Vuldrok raid or
to sell irinkets to the vokels, He may be-
come so impressed with the chaotic and in-
dividualistic [ife of the Vuldrok that he
throws off the ways of civilization and joins
them on their raids, becoming a Starwalf.
Even when he returns to the Known Worlds,
he carries his newfound wild ways with him.

Races: It is rare to find any Starwolf who
is not human, There are few Obun or Ukarl in
Vuldrok space, and even fewer Vorox.

Alignmant: Starwolves are always cha-
otic. They may follow certain honor-bound codes
toward guests and friends, but not in a slavish,
orderad way.

Other Classes: Starwolves dre good to have around in mass
melaes, or if the ship Is boarded by raiders — who better to foil a
raider than another raider?

Game Rule Information

Starwolves have the following game statistics.

Abilities: Strangth is the primary ability of a Starwoall b
cause [t helps him kill and cow his opponents. A high Constitu-
tion also provides extra hit points and longer battle howls,

Alignment: Any.

Hit Die: d12.

Starting Money: 1000 firebirds per leval,

Class Skills

A Starwolf's class skills (and tha key ability for each skilll are
Climb {Str], Craft {Int), Drive {all crafts) {Dex), Handle Animal {Chal,
Intimidate (Chal, Jump (Str), Ride (Dex), Starship Gunnary (Dex),
and Wildernass Lare (Wis),

Skill Points for 1" Level: {2 + Int modifier) x 4.

Skill Points at Each Additional Levet: 2 + int modifier.

Class Features

Weapon and Armor Proficiency: A Starwolf is proficient
with the use of all simple and martial weapons and with all Iypes
of armor and shields. Mote that armor check penalties Tor armor
heaviar than synthsilk apply 1o the skills Balanze, Climb, Escapa

Artist, Hide, Jump, Move Silently, Pick
Pocket, and Tumbie,

Fearsome Strangth: A Starwolf
can use his brawn and weapon skill in-
stand of strength of character when
cowing opponants. The Starwolf can
choose to use his Strength modifiarin-
stead of his Charisma Tor all Intimidate
skill checks:

Daunting Charge: A Starwaolf's
charge attack is so fearsome that ap-
ponents cannot exploit an opaning in
his defenses, A Starwoll never receives

an armor class penalty when parfarm-
ing tha charge combat action,

Battle Howl: When antering com-
bat a Starwolf can begin to howl ar
scraam so terrifyingly that enemies ara
unnerved. As a frae action, the Starwolf
makes an Intimidate skill check and be:

gins his primal scream. He can keep thiz
up @ maximum number of rounds egual
to Starwolf level + Con modifier, The
Starwolf's opponents must make a Will
save (DC = Starwaolf's Intimidate skill
check) or suffer a -2 morale penalty to
all attacks and damage against tha
Starwolf. An oppoenent suffering this ef-
fect can strangthen his resolve as a full:
round-action and attempt another save

Uvar Hawhshane



TasLE 2—13: THE STARWOLF
Base Fort Raf Wil
Level Attack Bonus Save Save  Save Special
1 +1 +2 +0 +0
o +2 +3 +0 +0
aH +3 +3 +1 +1
f +4 +4 +1 +1
B +5 -4 +1 +1
i +6/41 +5 42 +2
¥l +7i+2 +5 +2 +2
e +8/+3 +i +2 +2
il 49144 +8 +3 +3
e +10/+5 7 +3 +3
11 +11/+6/+1 +7 +3 +3
" +1 2047142 +8 +4 w4
13" +13/+8/+3 +B +4 +4
4™ +14/+9/+4 +9 | 24
Ton +15/410/+5 +9 +5 +5
16" +16/4+11/+8/41 10 +5 45
17 17412047142 +10 +5 +5
187 +18/+13/+8/+3 +11 +6 +6
18 +190+1 A/ +8/+4 +11 +6 +6
ligl £20/415M41004+5 12 +6 +6

Fearsome Strength, Daunting Charge
Battle Howl [1/day)

Uneanny Dodge (Dex bonus to ACH
Overwhelming Rush

Battle Howl (2iday)

Uncanny Dadoe (can't ba flanked}
Battle Howl (3/day)

Bonus combat feat
Battle Howl {d/clay]

Bonus combat feat
Battle Howl {5/day)

Bonus combat feat
Improved Battle Howl (G/day)

Bonus combat feat
Improved Battle Howl (7/day]

at+2. The howl can be used once a day at 27 level and again at
pyary three levels (8", 87, 11, 14%, 77", 207},

Uncanny Dodge: As the Uncanny Dodge ability.

Overwhelming Rush: At 4" level, a Starwolf is considared
ane size category larger when determining the rasult of a bull
msh combat action.

Bonus Combat Feat: At 10" level, and again al 137, 16",
& 18", a Starwalf gets a free bonus Teat from the following list
iregardless of prereguisites): Armed to the Teath, Crack Shot, Im-
proved Bull Rush, Improved Critical, Improved Disarm, |Improved
Falnt, Improved Trip, Instinct Shot, Parry, Riposte, Sunder, and
Two-Gun Fighting.

Improved Battle Howl: At 17" lavel, the penalties oppo-
nents suffer from the Starwolf's Battle Howl increase to —4 morale
penalty to attacks and damage.

Techie

Although the Church may decry high technology, this rarely
keeps the bold or curious from tinkering away at it anyway, While
many of the secrets of high technology were lost alter the Fall, there
are always those rare individuals with the knack for figuring oul
how things work. These Techies often join guilds — such as the
Englneers or Scravers — and scour Republican and Anunnakl ru-
ins; seehing to unlock the secrets of the past

Adventures: Techies often adventure as reclaimers or ruin raid-
15, using their special skills and ingenuity to rescue lost tech from
ihe ashes, Nobles often seek them out to help maintain their starships
or protect themn [tom traps set by thefr rivils.

Characteristics: Techies are very good at fixing or manufac-
turlng tech, as well as jury-ripging it o exceed expectations. They

can usually answer any question put to them about science or tech-
nology, and experienced Techies can quickly sabotage devices or
equipment,

Background: Techies ofien share the same background as Guil-
ders, While they are usually associared with a panicular guild, they
don't necessarily hold rank In that guild.

Races: It is rare to find Vorox techies, but Ukari are often at-
tracted to the field, being curious about ancient technology,

Alignment: Techies, like Guilders, tend to be pragmatic, and
are thus usually nautral,

Other Classes: Techies not only complemant most antou-
rages, thay may be a necessity If the entourage regularly travels
in its own spaceship.

Game Rule Information

A Techie has the following game statistics.

Abilities: Intelligence is vital to a Techie, for it not anly gov-
erns the prerequisites for some of the tech feats, it provides him
with extra skill points. Dextarity is also useful,

Alignment: Any.

Hit Die: di,

Starting Money: 1000 firehirds per lovel.

Class Skills

A Techie's class skills {tand the key ability for each skill) ara
Acadernia (Int), Appraise (Int}, Craft {Int), Disable Davice (Int), Drive
{choose craft) (Dex), Heal (Wisl, Knowledge {area of scientific spe-
cialty) (Int), Listen (Wis), Open Lock (Dex), Profession (Wis), Search
{int), Use Artifact (Wis), and Use Think Machina (Int),

Skill Points for 19 Lavel (8 + Int miodifier) x 4.

Skill Points at Each Additional Level; B + Int madifiar.
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TaBLE 2—11: THE TECHIE
Base Fart Ref will
Laval Attack Bonus Save Save Save
i o +0 +0 +2 +0
and +1 +0 +3 +1
3= +2 +1 +3 +1
4t +3 +1 +4 +1
B +3 +1 4 +1
i it +2 +5 2
F Al +5 +2 +b 2
git LB+ +2 48 +2
g +B+1 +3 +6 +3
10 o+ 742 +3 T 43
11 +8/+3 +3 +7 +3
121 +9i 4 +i4 +8 +id
130 34 w4 +8 i
140 +10/45. i 49 p
15" +171/+6/+1 +6 +9 +5
161 +12/4+T %2 +5 +10 +5
I +12447/=2 +6 +10 +6
18t +13/+8/+3 +6 +11 46
o 4+14/48/+4 +6 +11 +6
20 +15{+10/+5 +6 +12 +6

Special
Guild Affiliation, Security Systems, Bonus Tech Feat

Evasion, Bonus Social Faat
Encyolopedic Mind

Bonus tech feat

Ingenuity

Instant Knowledge

Bonus social feat

Bonus tech feat

Skill Magtany

Bonus social feat
Sabotage {1/day)

Bonus tech feat

Bonus social faat

Sabotage (2/day), Skill Mastery (choose additional skills)
Bonus tech faat

Bonus sooial feat

Sabotage (3/day)
Bonus tech feat

Class Features

The following are class features of a Techie.

Weapon and Armor Proficiency: A Techie is proficlant with
the use of all simple weapons and light armor. Mote that armor
check penalties for armor heavier than synthsilk apply to the skills
Balance, Climb, Escapa Artist, Hide, Jump, Mova Silantly, Fick
Peckat, and Tumble.

Guild Affiliation: The Techis recaives & Guild Affiliation.
See the Guilder class Tor details.
Mate that this does not grant him a
rank in that guild (he s assumed 1o
be a journayman); for that, ha must
gain the Guild Commission social
feat.

Security Systems: Techies
can use tha Search skill to detect
secyurity measures. or traps even if
thair DC is higher than 20. Security
measures include (but are not lim-
jited to} such high-tech devices as
pressure-sansitive floor plates {de-
signed 1o set off an alarm if any
weight is applied), invisible beams
{which trigger an alarm if anything
blecks or passas through them), or
mation sansors (which detect move-
ment in an areal.

Bonus Tech Feat: A Tochie
recelves a bonus tech feat at 1% layvel
and at 4", 8%, 13", 16" and 20". Thase

feats can be chosen only from the tech feat group (which includas
the Comprehand Tech Lavel faats and tech creation feats), (Nolg
These bonus feats are in addition to the feat that a character of
any class gets avery three lovals:)

Evasion: As the Evasion ability,

Bonus Social Feats: A Techie raceives a bonus social foal
at 2" [evel and at 7", 10", 144 and 17", Those feats can be chosen
anly from the social feat group. (Mote: These bonus feats ara (g

addition to the feat that a character of any class
gelsevery threes levals; a Techie is not limited o

social feats when choosing those feats.)
Encyclopedic Mind: At 3" lavel, the
Techie has enough experience with various
technologies that he can answer just abaul
any quastion concerning tham with soma

degree of accuracy, even if he hos
no trained Knowledge skill con-
cerning the topic or science, This
acte like the Well-Traveled feat, bul
appligs anly 1o sclence and tech-
nology topics. If he already hasof
later gains tha Weall-Travaled feat
he gains a +2 bonus 1o his checks
whan they concern science and
technology.

Inganuity: At 5% level the
Techie gains an incredible knack
for jury-rigging devices to gef
maore out of tham. He can makea
Craft skill eheck to temporarilyer

Apprentice Andrea Shelit
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hance a technological device. The amount of time for the check
viriag, but it's vsually anywhere from 1 round {8 full-round ac-
tian} 1o 1 minuta, but rarely longer. A DC 15 yields a masterwork
dvice, A DC 20 yields an exemplary device. A DC 25 yields a
supréme device, {See the EauirsenT chaptar for datails.} Any won-
dorworking requires some degree of tools, although these could
besimple — a stick of gum, a bent paperclip, etc,

After 10 minutes of use {10 rounds for a weapon), the device
raturns to normal, its improvements — a wad-of gum in the in-
take valve, a paperclip bridging the fusion gap — worn out or
used up, The Techie can attempt ingenuity an the same device
again with another Craft skill check.

Alternatively, the Techie may try to temporarily simulate the
effects of a device he doesn't have using simple, readily available
materfals, For instance, with materials from the janitorial supply
ctloset; he may be able to rig a bomb or small cannon. Details on
the workings of these devices ara loft to the imagination of the
Techia and the credulity of the GM. Use this rule: If MacGuyver
could do it, so can the Techie.

Instant Knowledge: At 6" level, the Techie gains 4 ranks in
s knowledge skill in which he had no ranks.

Skill Mastery: At 8" lgvel, the Techie selects a number of
skifle (fequal 1o 3 + Int mod) for which she can take 10 avan during
siresstul situations. At 15" level, she can select new skills (equal
10 3« Int mod).

Sabotage: At 11" leval, tha Tachie gains the ahility to in-
stenily sabotage. break or shut down any object he touches
once per day as a full-round action. Use the usual rules
for striking an object, but if tha Techia hits it at all, the
device must make a Fortitude saving throw not
1o shut down, seize up or malfunction. (&
device's base save honus = 2 +1 per tech lavel
shove d,+1 for masterwaork, +2 for exemplany
mastansork, 3 Torsupreme masterwork). The
DC iz sgual to the Techie's leveal + Strmodifier,
The Techie must have a tool of some sort with
which to touch the device, such az a wraench,
kammer or serawdriver.

Mote that this works only against mechani-
cal ortechnological devices; a Techie cannot sabo-
tage & sword or chair, In addition, sabotage does
not pecessarily benefit the Techie — a sabhotagad
Iock does not necessarily open; it usually becomeas
stuck =0 that keys won't work in it (it can still be
iockpicked, howewvear],

Sabotaged iterms can be repaired using the Craft
sxill, but this requires no material costs (no replace-
mEnt parts ane necessary).

At 18" leval, a Techie may parform a sabotagea
twice per day, and three times per day at 18" leval.

T}leurgi st

When the Prophet walked the stars, he and his dis-
dples performed miracles. Since that time, the Church has
sought to make a heritage of the miraculous, handing down
arefully codified rires thar preserve some of the powers origi-

Provost Fortuna

nally performed by saints. Certain gifred people among the faithful 5

can learn to practice the rites of theurgy, calling upon divine favor
to work wonders in the world.

Some say that theurgy is simply another form of psychic power,
channeled by the unconscious mind into religious forms. Others,
however, whisper about the angelic beings master Theurgists have
been known to summon from the Empyrean. They claim that no
ang who has looked upon them can ascribe them merely to the
inmer workings of the mortal mind.

Adventures: Theurgists most often reside in monasteries,
studying their ar. Some, however, recognize that their rites are
needed in the world, and so go forth to use them [n faithful deeds.
Some join Neble entourages as the best means for doing this.

Characteristics: Theurgists learn specific canons of rites, They
begin with but one canon, but can progress on 1o learn others. Their
rites are awe-inspiring, and are often designed to aid others — un-
like the “selfish” powers of the Psvehic.

Background: Theurgists often share the same background as
priests, While they are members of a particular sect or order, they
are not necessarily ordained as Priests, and 5o are nol necessarily
allowed to minister to others.

Races: Certain Ur-Obun are born with the potential wo practice
theurgic rites, although they must gain levels in this class o train
them. Vorox cannot naturally leam theargy.

Alignment: Theurgists can he of any alignment, but they

are rarely evil. Those who fall into evil ways usually ba-

come Antinomists, following a differant path to power,

Other Classes: Theurgists are a potent addi-
tion to 8Ny entourage of troupe, for thair ritas
can often heal athars ar aid their attack rolls.

Game Rule
Information

MOTE: The Gifted feat is a preregq-
uisite for all theurgic canons. A

Theurgist must spand one of his star-
ing feats on the Gifted feat ar inherit it
as a racial ability (the WUr-Obun).
Theaurgists have the following gama
statistica.
Abilities: The mental abilities — In-
telligence, Wisdom and Charisma —are key
ta a Theurgist's skiils,
Alignment: Any,
Hit Die: d&.
Starting Monay: 1000 firebirds per level,

Class Skills

A Theurgist's class skills (and the koy abil-
ity for each skill) are Alohemy (Im), Concantra-
tion (Con), Diplomacy [Cha), Heal {Wis), Knowl-

adge {Arcana, Religion] (Int), Occulteraft (Int),
Theurgy skills (by rite, see below), and Speak Lan-
guage.

Skill Points for 1 Laveal; (6 + Int modifier] x 4.
Skill Points at Each Additional Level: & + Int

maodifier,




Table 2—12: The Theurgist

MNOTE: The Gifted feat is a prerequisite for all theurgic canons, A Theurgist must spend one of his starting feats on the Gifted

feat or inherit it as a racial ability (the Ur-Obun)

Basa Fort Ref Wil
Level Attack Bonus Save Save Save  Special
= w0 +0 +0 +2 Sect Affiliation, primary theurgic canon and 1*-degraa rite, Wyrd
Z +1 +0 +0 +3 Primary 2"-degree rite

+1 Primary 3“-degree rite
4 +2 +1 +4 Bonus occult feat
+4 Secondary theurgic canon ¢

o +3 +2 +2 +5 Secondary 2"-degree rite

+3 +2 Secondary 3"-degree rite
. +4 +2 +2 +6 Bonus occult feat

+4 +3 +3 Tertiary theurgic canon and  -degree rit
100 +5 +3 +3 Tertiary 2"-degree rite

+5 +3 +3 Tertiary 3-degree rite
12" +6/+1 +4 +4 +8 Bonus occult feat

+6/+1 +4 +4 Quaternary theurgic canon
g +7/+2 +4 +4 +9 Quaternary 2"9-degree rite

+7/+2 +5 +5 +9 Quaternary 39-degree rite
T +8/+3 +5 +5 +10 Bonus occuit feat

+8/+3 +5 +5 +10 Quinary theurgic canon anc 1%-degree
18 +9/+4 +6 +6 +11 Quinary 2"-degree rite
19t +9/+4 +6 +8 Quinary 3-degree rite
20t +10/+5 +6 +6 +12 Bonus occult feat

Class Features

The toliowing are class features of the Theurgist.
Weapon and Armor Proficiency: A Theurgistis pr  1ent
vith the use of all simple weapons and light armor. N¢  that

Mc

FiLn 1 ULRTL, anlug TUHTTJIE.

Sect Affiliation: The Theurgist receives a Sect Affiliation.
See the Priest class for details. Note that this does not grant him a
rank in that sect (he or she is assumed to be a lay brother or sis-
ter); for that, he must gain the Church Ordination social feat.

Theurgy: At first level, you adopt a primary theurgic canon
(choose from the list below). This canon allows you to train its

iegr.  rite. At second level, you ca

rd level, its 3-degree rite. Th
» Mystery (Int)}  Scry the occult.
» Piety (Cha) — xemplary faith.
* Protection (Cna) — Defend against evil.

jree rite, ana at-

« Restoration (Wis} — Heal wounds of body ar
* Revealings {I — Reveal hidden things or th«

T ¥vIaul \Duy — ruiy vatsiul.

« Zealotry {(Con) — Inquisitorial witchhunting.

At higher levels (5%, 9", 13", 17t), you can learn additional
canons and rites. Some canons have a rare 4"-degre : rite; this
may be learned after the Theurgist has gained the ¢ inon’s 39-
degree power and in place of the bonus occult feat ga ned at 4t
8", 12, 16", and 20" levels.

Once you have trained one of the accepted canons as your
primary canon, you can then choose to develop your own succes-
sive canons, picking rites to fulfill your 1t-, 2¢-, and 3r-degree
list. More details are provided in Table 6—4: Canons and Rites.

Wyrd: At first level, a Theurgist gains Wyrd points. The
amount is equal to his key ability modifi
For instance, if his primary canon is Mysi
are equal to his Intelligence score.

Every time he rises in an occult class level thereafter, he gains
an additional amount of Wyrd equal to his ability modifier in the
same ability. If the Mystery Theurgist’s Intelligence is 16, then he
gets +3 Wyrd points. If this ability modifier is altered. the
Theurgist’s Wyrd points also increase or decrease accorc

If ha trains in annther clace he a:
point per level advancement in the other class (unless it is the
Beastfriend or Psychic class, in which case he gets his full pri-
mary canon key ability modifier per level).

Bonus Occult Feat: You can choose a feat from the follow-
ing list, assuming you already have the required prerequisites:
Church Ordination, Combat Casting (Theurgy), Consecrate Vest-
ment, Imbue Tabernacle, Invest Phylactery, Righteous Sermon,
Sanctify Arms and Armor, Spell Focus (Theurgy), Spell Power
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| NPC Class: Yeoman

(F_I'B{-ll anc EI')

Since serfs seem to believe that almost anyvone involved in
fradeds & puild member, a number of freemen have taken advan-
tare of this fact. They may do any kind of work, they may wark
uflh the guilds, they may pretend to be full members, but really
they are beholden 1o none,

Game Rule Information

Yeomen have the following game statistics.
Abilities: Varies.

Alignment: Any.

Hit Dia: dB.

Starting Money: 500 firebirds per lavel,

Class Skills

Tha Yeoman can choose any 10 skills to be class skills. Up to

|
!

o of thase can be skills exclusive to some other class.
Skill Points for 1% Level: (6 + Int modifiar) x 4.
Skill Prints at Each Additional Level: 6 + Int modifier,

(lass Features

The following are class features of the Yeoman.

Wespon and Armor Proficiency: A Yeoman is proficient
with the use of all simple weapons and with light armaor but not
shiglds. Note that armar check penalties for armor heavier than
gsnithailk apply to the skills Balance, Climb, Escapa Artist, Hide,
Jump, Mave Silently, Pick Pocket, and Tumble,

Taste 2—14: THe Yeoman
Base Fort Ref
Level Attack Bonus Save Save
1= w0 +0 +0
£l +1 +0 +0
3 *2 +1 +1
Am +3 +1 +1
B +3 +1 +1
6" w4 +2 +2
T +5 +2 +2
8 #6/+1 +2 +2
am +6/+1 &3 +3
10 +Ti+2 +3 +3
1m +B+3 +3 +3
12 +89/+4 +4 +4
130 +8/54 o4 wd
4t +10/45 +i =4
16" +111/46/+1 +5 +5
161" +12/+7/=2 15 +5
e +12/4T 12 +5 +5
18" +13/+8/+3 +6 +6
18" +1d/+8/+4 +8 +G
20th +15/+10/+5 +6 «G

+10
+11
+11
+12







Modified Skills

Alchemy (Int; Trained Only)

Yorox receive a +2 smell bonus when making Alchemy skill
gk

- Task DC MNotes

Pékeselchakah 20 See Craft skill
i Make pioy hlade venom 25 See Craft skill
1 Hm grixd blade venom 25 Ses Craft skill

Animal Handling (Cha; Trained Only;
Any Class)

When trying ta handle an allen animal or beast, vou suffera
wlpenalty unless vou are familiar with the creature (i.e., it is na-
Clive 1o your homeworld or was historically introduced thare).

Craft (Int)

When working with low tech (TL3 or lower), use such skills

L& Armorsmith, Bowmaking and Weaponsmith, When working
i high tech (TL4 or higher] use the following specialties:

Mechanical (Mech): Repalring or manufacturing mechani-
tl and moving: pars. If the paris are matal, you can gain a +2
Lanengy bons if vou have five or more ranks in Profession (Black-
Lamithl I the parts are wooden, you can gain a +2 synergy bonus
H-pnu have five or more ranks in Profession {Woodcutter).

Volt: Electrical circuitry or powered items. You can gain a +2
mrmrbnnus if you have five or more ranks In Knowledge (Phys-

High Tech: Extremely complex and/or immatarial teeh, such
_':im.ri'c:es that operate on magnetism or other fields, Various sci-
Hces specific 1o a particular high technology may add synergy
{- ugas, at the DM's behest.

The tach leval (TL) and complexity of an item determine its
BC. The higher the TL andfor the more complex its parts, the more
dfioudt it is to manufacture or repair that item., (Note: This rule is
oiten reversed for repairing certain types of Second Republic-era
I sUmer items, such as tays or tools, The higher the TL, the easier
i .'u:uupair. since most such technology was built to be extremely

durable and easy 1o use — but it is hard to find the right materials
anymore,)

This skill does not confer the ability to manufacture items of
tech levels 5+. The lost know-how for much of this technology is
rare, and requires special lore. You may learn various versions of
tha Comprehend Tech Level feat {one per TL up to B), allowing
you to make such technology.

Disable Device (Int; Trained Only)

Most technological devices have difficulties of Wicked (25)
and take 2d4 rounds.

Decipher Script (Int; Trained Only;
Nobles and Knaves Only)

Usa this skill Tor eryptograghy. Mozt noble houses have their
own codes for various tasks, from military defense to simple fief
managemant. Hence, anyone seeking to learn a rival’s secrets may
need to first break the codes ha uses to communicate ordors to
householders.

Escape Artist (Dex; Armor Check
Penalty)

Technological restraints are harder to break than traditional

ropa.

Restraint oc
Plastic handcuffs 70
Metal handouffs 30
Wet Jackst 35
Muster Chains a0

Forgery (Int)

You must have at least one rank in Use Think Machine skill 1o
forge data documents {those viewed on a think machine; such as
email or computer sacurity clearances). Considar it a Trained Only
skill otherwise (you cannot even make a Forgery skill check if you
don't have Use Think Machine skill).

Heal (Wis)

To perform surgery or cybarmetic implantation, you must alsa
have the Physick feat.




Intimidate (Cha)

If you have five or mare ranks in Knowledge (Torture), you
can gain a +2 synergy bonus when employing torture tactics,

Intuit Direction (Wis; Trained Only)

You can use this skill to realign yoursalf with "up” in weight-
less conditions. Mote that sometime there reallyis no "up.”

il Open Lock (Dex; Trained Only)

High-tech locks are harder to open than traditional key locks.
See Security Systems in the EouiPMENT chaptar.

Knowledge (Int; Trained Only)

In addition to the standard Knowledge topics, Fading Suns:
d20 provides the Tollowing:

= Bursaucracy (bookkeeping, data filing, househaold logistics)

+ Guilds (Merchant League, minor guilds, commerca)

+ Known Worlds (other planets, the Jumpweb)

« Military (tactics, legendary soldiers and units)

« Torture (extracting secrets, pain centers)

Thare are also a number of sciences:

« Anthropology (the study of culture}

+ Archaeology (the study of the past through its relics)

» Aistronomy (the study of the stars)

+* Biology (the study of living creatures)

= Chemistry {the study of chemicals)

« Cybernatics {the study of man and machine meldings)

* Engineering {architecture, fortifications}

« Genetics (the study of DNA)

* Geology (the study of land, terrain, and rock formations)

» Metearology (the study of weather}

* Physics {the study of objects in motion and their relations)

* Terraforming (the study of worldcrafting)

New Skills

Academia (Int; Trained Only)

Much like the Gather Information skill, except Academia al-
lows you to research topies in a library or some other form of
data archive, including Knowledge skill topics you have no train-
ing in. Information is gold in the New Dark Ages, especially since
s0 much of it has heen lost since the Fall of the Second Republic.
You must be literate in the languages the archives you wish to
research ara written in.

Cheche: It usually takes about half a day spent among the
archives to make a check. The DC varies with the obscurity of the
topic you are researching and the guality of the archives you
search,

Maote that most Church, guild or noble family archivas re-

] quira soma form of parmission before access is granted. A priest
rank is usually good enough for admission to Church records, but
sensitive racords or socret files raquires high-level permission (or
the Legate faat). Rank in a guild grants access to your guild's files,
and can also usually get you into other Leagua mamber guild
archives, Noblo Tamily archives are usually quite personal and

raquire the permission of the family head, even if you are a fellow
house member.
Synargy: |f you have five or more ranks in the Knowledge

skill related to tha topic you are researching, youw gain a +2 syn-
argy honus. |

Retry: Yos, but it takes halfl a day per check. Many Church
and guild libraries have set hours of operation. On off-hiours, you
must have special permission to access the archives.

Arts (Wis)

You are skilled in creating pieces of art in a particular me-
dium: painting, sculpture, calligraphy, ete. This could also includs
musical composition, but not the actual performance of that sym-
phony (use the Perform skill for thath, Your work is not simply &
piece of craftsmanship but an aesthotic statement capable of
emaotionally affecting others, adding to the beauty of the universe
ar making viewers question some aspect of it.

Check: There are two stages 1o any piece of art: making i |
and displaying it.

Making art: Making the piece of art requires time and matar-
als (paint, carving tools and marble, etc,). The materials cost var
ies with tha size of the piece, but it is usually only 10-100 firebirds
for a painting or 50-200 for a sculpture, Rare or prized materials
{Apshai pigments or Ravenan markle) may add to the price by
10% 1o 30%.

Onoa the materials are at hand, you may bagin wark. First,
figure out the theme of the piece you wish to make, such asa
portrait of a noble or a depiction of "humanity's suffering amang
the stars." The DC depends on just how recognizable the theme
or how tough the effect is to achiove.

Thame DC
Still life or portrait 10
Monument 15
Wall-known idea (beauty, suffering, faith) 15
Difficult idea (transcendence, enlightenment) 20
Mew idea or style 3

-1to-3
One skill check may be made per week. If the DC is not

Linigue materials

achieved, you may keep working at the piece each weak untilitis
Simply achieving the DC, however, is not always enough; it means
a successful pieca, but not a masterpiece — for that, a higher DG
must be achieved. For every five results you achieve over the re.
quired DT, the more masterful the work,

Check Result Quality

Standard success Routine work.

+5 over required DC Matabla work,
+10 over raguirad DC Great work,
+15 over required DC Sublime work.
+20 ovear required DC Masterpiece.

Displaying art: Once complated, the arwork may ba unvailed
before the public. Those witnessing it make opposad Wisdom
checks {or Art skill chacks, if they are trained in the skill} against o
DC dapandent on the quality of the work. Success maans the work
has no effect on tham; failura means thay axperience the rese
tions listed below, These reactions assume an appreciative crowd
with tha maeans to patronize art; hanging a painting ot the local
pub may not garner the same rasults {add +5 to+10 to the DC)

Mote that, once a work is completad, it continues to affect it
viewars regardless of the activities of its maker — artists are mor

tal, art is immortal.




Table 3—1: New Skills

+ Cross-closs skill,

Skil Bst Bro Gld Kna Liv Nob Pri Psi Sol Stw Tec Thu Untrained Ability
Academia . 3 g - . 4 - [ ] * Mo Int

Arts . . 3 . . [ ] . 2 i . ' Yes Wis
Drive - . > ' . . . & @ ] . Yas D
Oceultcraft . L] B : " J @ ’ ¥ . L] Mo Int
Starship Gunnery -+ . i . . . » @ . . Yea Dy
Use Artifact . * & . E . * A . & . Yes Wis:
Lige Think Machine = . 7 a . . . . . (] . Mo Int

@ Class skill

* Gullders choose 10 skills as class skillz; thesa can ba any. of thie skilis listed above.

DC Artwork

10 Aoutine work. A standard still life or depiction of an over-
done historical or religious evant. Buyers will offer to pay
double the materials cost,

15 Motable work. The artist has brought something new to tired
themes, Buyers will offer to pay five times the materials cost.

20 Great work. The piece turns evan the heads of those who
don't normally have an appreciation for art. Buyers will offer
to pay 10 times the materials cost and perhaps purchase any
other works the artist may have. The piece may well be dis-
played in a prominent place, such as a noble's homa.

2 Sublime work. The piece is breathlaking in its beauty or in-
sight — viewers gasp upon sesing it and may stand trans-
fiwed for hours looking at it. Buyers will offer to pay 50 timas
the materials cost, and seek to commission new works from
the artist, The plece may be displayed In a prominent public
place, such as-a church.

3 Masterpiece; The piece is the definitive modearn statamant
on the theme. Critical studies and appraciations of the piece
will sppaar in print and the artist's name will ba known in the
intersteliar art world, Buyers will offer to pay 100 times the
materials cost and seek to patronize the arist for the nesxt
few years [if not for the rest of his life), covaring all his living
axpenses. The plece may be displayed in the most high of
places, such as in the Emperor's throna room or personal
residence.

Playing music: i the work of art is a musical composition, its
perfarmear gaing a +2 bonus to his Perform skill when playing or
conducting great work, a +4 bonus for sublima work and a 48
bonus for a masterpiece.

Drive (Dex; Trained Only — except for
landcraft)

Choosa aither aircraft, landeraft, watercraft, or spacecraft
|spacacraft is exclusive to Guilders, Techies and Starwolvas).

Check: Simply driving down the street in a gas-powarad ja
lopy ar eruising the clouds in a llitter requires no skill check (al-
fhough you must at least have tralning in the type of vehicle, un-
less it is & landcraft, in which case no treining is required}. It's
anly when things get complex or harried that checks are required.
Failing & check does not necessarily mean a crash; it simply means

the stated maneuver did not succeed. Failing a check by more
than 10, howaver, results in a crash (or significant loss of altitude
for a fying car — you may get one or two retries before you hit
the ground, depending on how high you were before falling),

Manuevar DC
Catch anothar vehicle® 15
Hairpin turn 20
Boatlagger reverse 25
Canyan running** a0
Speeding *** +B
Reckless driving **** +10

Straightaway/smooth- sailing -51

Slick road/stormy weather +51

* This Is an opposed check against the other vehlcla's drivar

=+ Speeding through a canyon with multiple curves or halrpin tums,

*#* Traveling more than half the vehicle’s-maximum speed,

vx o ¢ Traveling more than throg-quarters of the vehicla’s maximum spasd
f Basically, any anvirgnmental condition that might affect s landcraft, air-
craft or watarcralt. Stackable with other mods.

Loging somaone who's failing you: You can try to outrur,
outdistance or outfox someone wha is chasing or tailing you in
anothar vehicle. In ganeral, revirss the DC modifiers listed above,
ga that it is harder to lose someone on a stralghtaway (-5 DC) and
easier in stermy weather (+5 DC). Generally, you and your chasar
maks a series of opposed checks. If you win, you succeasfully
lose the tailing vehicle. If he wins, he gains on you such that it
becameas impossible {unless conditions change) to loge him,

Retry: Yes, as long as the craft hasn't crashed.

Occultcraft (Int; Trained Only)

You can identity occult powers, such as psychic effects or
theurgic rites. Unless you have some special ability that allows
you to sctually sed the normally invisible occult spectrum, you
must deduce the use of such powers. This skill allows you to make
such daductions

Chack: A skill check allows you to identify an etcult power
effact.

You can-also atternpt 1o detect the usae of supermatural pow
ars In the Immediate vicinity even when there is no direct sign of
them. This is done through deducing various subtie clues associ-
ated with the invisible effect (odd behavior in psychically can-




trolled paople, the slight movement of air around telekinatic phe-
nomana, ete.).

Activity DC
Identity occult power 16
Identity supernatural creature 20
Detect occult power use 20

Detect unknown occult power use 25+

Synergy: If you have five or more ranks in Knowledge
{Arcanal, you can gaina +2 synergy bonus when trying to identity
a powar,

Retry: Yes, but only if some other clue arises or is revealed
about the use or features of the power,

Starship Gunnery (Dex; Trained Only)

You can fire a deck- or turret-mounted gun an a spaceship,
This usually involves strapping yourself into a massive rotating
chair and gripping trigger-equippaed handles while viewing the
ship's external camera views.

Check: Use your Starship Gunnery skill ranks + Dex mod as
an attack bonus when firing shipboard weapaonry. The DC depends
on the weapon and tha target {its maneuvearability, its range, efc.).

Retry: A shot eithar hits or misses. Most guns have unlim-
ited ammunition as lang as the starship generators keap provid-
ing energy.

Use Artifact (Wis)

You have some axperience with strange artifacts, either the
wondrous and now-incomprehensible artifacts made by certain
Second Republic geniuses or the even more awe-inspiring arti-
facts left behind by the Anunnaki,

Check: With this skill, you can attermpt to activate and wiald
& strange artifact. Second Republic artifacts include Psi Clinics
tfacilities with devices used 1o enhance psychic power or chain
the Urgel, paraphysics drivers (machines allegedly capable of
apaning portals to other dimensions], and any number of forgot-
ten and unique inventions made by the many geniusas that lived
in that ara. Anunnaki artifacts include Soul Shards, Philosophears
Stones, Gargoyles and jumpgates (you can try 1o open a gata to
someplace without a jurmpkey),

Artifact DC
Psi Clinic 20
Soul Shard 20
Paraphysics driver 25
Philosophers Stong 25
Gargovle 30
Jumpgate (open a known roule) 35
Jumpgate {open a lost route) 40

Retry: Yes, but usually only after a day of studying the arti-
fact,

FADING SuNs: D20 |

Use Think Machine (Int; Trained Only)

Dperating and programming computars, You must also know
a programming language before you can program or hack soff-
ware written in that language.

Checlc: Simply using a think machine 1o bring up its stored
data may not require a skill check, but more complex tasks, such
as craating a8 word processing document or araphic file, do e
quira a Use Think Machine check. In addition, using an unfamilia
machine or operating system may require periodic checks.

Hacking; Hacking allows you to access a program or fila'to
which you normally don't have access, gither becauss you leol
security clearance, a password or the proper encryption key. A
static data file is stored in a think machine’s memory banks; you
must beat the program protection’s DT before you can acoess the
file. A dynamic file is stored on 8 think machine network monk
tored by other users, who may attampt to pravent you from gain:
ing access, in which case your hecking check is opposed by the
defender’s check.

A hacking check usually takes anywhere from one round o
ane minute. For complax programs, it may even take 2d4 min-
utes.

Success means you access the file. Failure means you gain
no ground. Failure by five or more points means you have been
kicked off the server by the defender. Successive attempts o
join tha server or access the program are now at +5 DC, and may
still be opposad.

Some think machines are sentient — that is, they have o
phisticated arificial intelligences. When hacking these antifies,
&l checks are opposed by the Al's checks.

Task DCc

Hack into static data files 20

Hack into dynamic data files 20 and/or apposad
Security protection +5

Al protaction opposad

Programming: Writing 8 new program, or aven modifying
an existing one, is atime-consuming task. Only one programening
check may be made per weak of work. To retool existing soft
wara, the DC is 15. Programming new software is DC 20 or aven
higher, depending on the complaxity of the program, With ead
check, you may accumulate your results (assuming you achisved
the required DC) toward the total points needed to program the

software.

Software Total Points
Retool a word processor or database 15

Retool a graphics/art program 25

Retool a security systam 40

Retool citywide power grid controls 50

Create golem routine programming 5

Create simple Al programming 1004

Retry: Yes, as long a8 your acoess has not been savered by

security measures,
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Programming Languages

There Is a wide array of unigue programming languages
still used, especially for thos¢ who want to encrypt their data
— hreaking the code requires understanding the language.
Think machines are netorious for their difficult operating sys-
tems and programming languages. Each programming lan-
guage muost be leamned separately.

Thie skill Use Think Machine is used to interface with
and program computers.

Turing: This is the premiere high-tech coding language
of the Empire, an artificial language constructed by the Engi-
nieers. Since only members of that guild are familiar with this
language, computers that are completely reprogrammed by them
can only be Fully accessed by their members,

Gonstantineple: The Reeves Guild has developed its own

language as well, although i Is used mainly to store records
and financlal data. Since only a handful of these hureaucrats
have the knowledge to construct data systems, they*ve done a
shockingly poor job. Any system using Constantinople Is more
difficult than it needs to be (DC +5), and only other members
of the Reeves guild can easily decode these arcane operating
systems: (Reeves do not suffer the higher DC penalty),

Lex V.V: The Church has sanctioned and developed this
mumbersome programming language. Take the crude raw data
language of the First Republic, translate it into Latin, require a
system of declensions for different situations, and you'll be
decoding the Tetragrammaton in no time.

lé: This programming language of the Ur-Obun was de-
veloped completely independently of human society. It reflects
the cultural preferences of that race, and humans find it an-
noving at an almost instinctual level.

Link: Golems (robots) have their own various computer
languages within their data matrixes, Link isa meta-language
that applies to most of them. Explorers wha find ancient golems
have a better chance of kick-starting them {f they undersand
it

suprema: This Is the original form of Turing, present In
many computers. Its raw data format makes it easy to trans-
late into other languages. Subtract two from the DC of any
task performed on a machine running Suprema. The Church is
notarious for capturing these machines and modifying them
to allegedly work better under Lex V.V,
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Types of Feats

Thare are a number of new feat eategories with special con-

siderations.

MetaPsi

These feats allow those with psychic powars to alter their
effects, increasing either range, duration or number of targets.
Details can be found in each feat’s description or the Qcoulr Pow-
e chapler.

Social Feats

Social foats are much like normal feats except that their ef-
fests tend to be limited in scope, to either particular situations or
foroleplaying effects. Also, most character classes receive soctal
faats more often than normal feats; A character is free to choose
psoaial feat in place of a normal faat, but not wice versa.

Social fests represent special abilities or social connections
you acquired during your upbringing, apprenticeship and/or early
garear. They are often stackable {extra varsions of the same social
faal provide greater scope to the topic, such as & more pawerful
Ally or a larger Gossip Network),

Unless stated otherwise in a social faat description, bonuses
from differant foats do stack. In other words, a noble baron (who
gets +3 Diplomacy among other nobles) who uses his veteran
statiis 1o gain a favor (this gives him +2 Diplomacy) has a total

Diplomacy bonus of +5.

Tech Item Creation Feats

Tech item creation feats allow you to create high-tech items.
Unlike magical or occult item creation, tech items do not require
the expenditure of XP Instead, each item is created just like any
other item made with a Craft skill. Cartain Knowledges or skills
can provide synergy bonuses to the feat’s skill check; any such

. gidlls are listed in each feat's description under the heading: Syn-

Brgy.

lterns created with these feats can usually be repaired with

out the use of the feat needed to manufacture it. However, you
rmust still make the proper Craft skill check and parhaps spend a
portion of the itern’s material costs to replace broken parts.

Manufacture of high-tach iterns first requires that you be con-
versant with the item’s tach level (abbraviated TL), All tech item
creation feats have as their prerequisites the relevant Compre-
hend Tech Lavel feat, Tech levels are not simply designations of
complaxity or the historical ara in which an item was first invented;
thay are hallmarks of paradigm shifts in scientific understanding.
Each tech level represents not simply an improvament in mate-
rial soiences but also an expanded understanding of the hidden
laws that govern material and enargetic intaractions in the uni-
verse. For instance, attech leval 8, a sclentist can bagin to under-
stand paraphysics, a Second Republic-era science concernad with
the penetration of multiple dimensions into the spacefime con-
tinuum, For more information on tech fevels, see the Ecuiement
chapter.

Modified Feats

Combat Casting [General]

This feat must be learned separately for psychic powers and
theurgy.

Spell Focus [General]

This feat must be learned separately for psychic powers and
theurgy.

Benefit: Choose a psychic path or theurgic canon to focus
an. Add +2 to the Difficulty Class for saving throws from the path
Qr canon 'r'l'.ILI fr_'rr.us‘ on,

Spell Power Penetration [General]

This feat must be learned separately for psychic powers ancd
theurgy.
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Cloak Fighting
Crack Shot
Deflect Missiles

Drox (Graa,
Garza (Graa)
Glangarza (Graz
Improved Feint
Instinct Shot

Parry

Rapid Reloa:
Riposte

Stri

Throx (Graa,

Tw

Item Creation Feats

Attune Fetish
Consecrate Vestment

aberr

rest Phylactery

and Ai

MetaPsi Feats

'rerequisites
-ase attack bon +6
rack Shot

Parry, Riposte

Dex 16+, base attack bonus +6 or
higher, Parry, Weapon Focus {flux
sword)

Vorox, base attack bonus +3 or
higher

Vorox, Dex 15+

Vorox

Bluff skill 7+ ranks, Parry

Wis 13+, Alertness

Dex 13+, base attack bonus +2 or
higher, proficient with weapon
Quick Draw

Base attack bonus +6 or higher,
Parry

Dex 13+, base attack bonus +3 or
higher

Vorox, base attack bonus +6 or
higher, Drox

Base attack bonus +6 or higher,
Crack Shot

Prerequisites

Psychic level 10+

Theurgist level 4+, Brother Battle
level 9+

Psychic or Theurgist level 5+,
Brother Battle level 10+
Theurgist level 9+, Brother Battle
level 14+

Brother Battle or Theurgist level 7+

Prere juisites

Coven Membership
Diplomatic Immunity

Embargo
Enthrall
Epiphany

Etiquette
Family Ties**
Gifted*
Gossip Network**
Guild Commission**

H pha

Holier Than Thou
Householder

Imperial Charter
Imperial Cohort Badge

Impulse Buy
Incite Passion
Inquisitorial Seal
Legate

Military Rank**

Noble Claw
Noble Title**
Passage Contrar
Peasant Hero
Physick

Purgation

Rabble Rouse
Reeve Advocate

Reputation**
Retainer
thteous Sermon
int

voir-Faire
cret*

cret Agent**
1ear Campaig
rady Hand
eetwise
ndsetter
eran*¥
thering Insult
l-Traveled
no-Empathy*

Psychic level 1+

Noble Title, Church Or¢

Guild Commission

Guild Commission rank 3+
Perform skill 6+ ranks
Wis 15+, Knowledge skill related
to topic 6+ ranks

Int 13+

Guilder or Techie level 1+, or any
class level 4+

Priest level 7+, Knowledge (Reli-
gion) 10+ ranks

Church Ordination

Noble Title
Any class level 3+, except those
with Noble Title

Church Ordination rank 4+
Church Ordination rank 3+
Officer: Noble Title; Enlisted: Any
class level 1+

Vorox, Noble level 1+

Noble level 1+, any class level 4+

Wis 13+, Heal skill 5+ ranks, Guild
Affiliation or Sect Affiliation

Wis 13+, Sect Affiliation class abil-
ity

Cha 15+, Enthrali

Assets {Well-off or better) [ |

Perform skill 6+ ranks

Good alignment, any class level
18+

Cha 15+

Knave level 1+, any class level 4+
Cha 13+

Int 13+
Anv cla: level 3-
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Tech Itam Creation Feats Prerequisites

Cancoct Elixir Comprehand TL7, Alchamy
skill B+

Lralt Energy Device Comprehend TL6+, Craft
{High Tech} skill

Craft Wondrous Tech Comprehend TL5+, Craft
(High Tech) skill

* This feat can be gained muliple times. Its affects do not stack. Ench
mdditional feat is applied 1o 8 new topic

** Thig faat can be gained multipla times, its affects stack,

New Feats
Alien Friend [Social]

You are a known friend to a particular race,

Prerequisites: Xeno-Empathy.

Benefit: When dealing with members of the race to which
fhis feat applies; you gain & +2 Diplomagy and Gather Informa-
fion check bonus.

Spacial: This feat may be taken multiple times. The effects
‘do not stack: another race must be selected aach time this feat is
wikan. Common choices for the feat are: Children of the Ur (both
Obun and Ukar), Vorox, Etyri, Gannok and Shantor.

Ally [Social]

You have a close relationship with someaone In a position of
power, and that persen will often go out of his way to help you.
 Benefit: Your ally holds a noble title, Church ordination, guild
commission, or some other rank that provides him a degree of
pawar over others of his kind. The ally's actual rank is equal to the
second degree of rank for someone of his faction (noble baronat,
Churchi canan, gulld chief. This feat is stackable and may be taken
multiple times to increase the rank level of the ally or to add a
new ally, For Instance, three levels of this feat can allow for a
nabde aarl ally.

To gain the ally's ald, you must addrass him parsenally or
geta message to him, The GM then makes an Ally check. To the
1ol result, he adds 10 4 your Charisma micdifier + any modifiers
based on the situation, If you have recently done tho ally a favar,
you mey get a +2 on the check. If you recantly risked your life for
hif, you may get a+4 or +8 on the check (GM's discretion),

The DC depands on the type of aid asked, If it's a simpla re-
guest for a flitter ride or dinner invitation, the DC is 10. Asking
your ally to introduce you to one of his friends or even rivals might
‘e BC 16 or 20. Reguest for military aid would be 25 or higher,
dipending on the nature of the ally ipriests can raraly supply
froops;

¥ou may make a request of the same ally once per month.
Two guccessive months of such requests causes the DC 1o rise for
“gich succassive attampt. Should the DCever get as high as 40,
‘that ally will no longer heed your requests until ot least a year has
‘passed during which he has no requests from you, but he might
ask you to perform favors to bring the relationship (and the DC)
back to normal.

Special: This feat may be taken multiple times, The affects

stack 1o raise the ally inrank or to add an additional ally.
Alternate Identity [Social]

You have an alternate identity you can assume, complate with
all the records necessary to authenticate this other person.

Benefit: You have two rofes in life: your own and a fake iden-
tity. This fake identity can be anyone — a nohle, priest. guilder,
ate, You hava a shaaf of records (birth notice, letters of recom-
mendation, etc.) to prove your existence as this false person. If
you atternpt to appear as both yourself and the fake identity amang
the.same social crowd, you may have to adopt a disguise for the
fake identity lest someone catch on to your act. It's best 1o keep
your identities’ social cligues separate. However, you do recaive
a +2 Disguise bonus when assuming your fake identity

Synergy: if vou have five or more ranks in a Knowledge skiil
relevant to your fake identity li.e., Raligion for a priest), you gain
a +2 synergy bonus to Bluff or Diplomacy skill chacks when con-
vineing another person of your authenticity.

Armed to the Teeth [General]

You can use-a meales wedpon in your primary hand and a
pistol In your off-hand to gain an extra attack.

Prerequisites: Base attack bonus +8 or higher, Crack Shot

Baneafit: When attacking with a malee weapon in your pri-
mery hand and a firearm in your off-hand, you gain a free attack
with the pistol, Standard penalties for two-weapon fighting land
firing & pistal in meles, if applicable) apply, excapt you halve the
two-weapon panalties (just as with the Two-Weapon Fighting feat).

Assets [Social]

You rule a fief or run a business, providing you annual in-
come,

Prerequisites: Noble Title, Chureh Ordination, or Guild Com-
missian.

Benefit: You have real wieaith, as opposad to mere savings
or wages: land rularship or control of a business. This asset pro
vides you with regular income and Is usually tied to your rank
and affiliation. You den't actually own the land or business — your
house or gulld does — but throwgh birthright, luek or hard work,
vou have gained control over it and thus reap its benefits (and
suffers its responsibilities). You cannot sall the business, but may
abdicate your position or temporarily place someona eiss in
charge; during this time, you do not gain the income associated
with the ssset.

This faat provides you with an income and responsibilities.
Each tirne you take this feat (maximum of five times), it increases
the amount of your income. The money is listed in Arebirds: this
Is how much the asset brings the character in yearly income after
paying expenses, barring no disasters or dramatic changes in cir-
cumstance for good orill, it also provides a small amount of axtra
starting monay.

1 -faat = Good Assets (3000 fb yvearly incomet+300 starting fbl.

2% fant = Well-off (5000 fb yearly incoma/+500 starting fos).

3 faat = Wealthy (10,000 tb yearly income/+ 1000 starting fh).

4" faat = Rich (15,000 fb yearly income/+ 1500 starting fb),

5" fgat = Filthy Rich {20,000 fib yearly income/+2000 starting fb),

Fief: You rule or own a substantial portion of land and the
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sorfs who work that land, ereating wealth from its cammadities
food, minerals, crafts, etc.) or by taxation. While any freeman
can own a plat of land, it is nobles who own the most valugble
land and hold contracts of indenture an sarfs. A portion of the
land's waalth must go to support these serfs, and bad years whera
no money is made — or whare natural disasters destroyed crops
— Can cause negative debt to accumulate, Technically, the char-
acter does not own tha land — his noble house does. Except for
the Emperor, a lord always has a lord above him to whom he
must answer; misuse of lands s often cause for loss of rank, A
lord does not necessarily oversee the daily demands of the fief:
usually seneschals or chamberlains undertake this task.

The size of a fief is not the mast important factor determin-
ing its value; its resources — from raw minerals to manufacturing
capability — must also be considared. A small parcel with a single
gold mine might be as valuable as an entire provinee of prime
farmland. While thare were once rank requirements to rule the
most valuable properties, the chaotic land-grabbing of the Em-
peror Wars has |eft knights in charge of fiefs once ruled by counts,
while certain dukes now rule lands once considerad baraly fit for
baronets. While such extreme cases are the exceptions, it shows
that your rank is not necessarily a detarmination of your wealth,
Monetheless, suggested traditional ranks ara listed with each fief
size.

In same places, the Church owns and operates fiefs; priests
are placed in charge of such assats.

A" Asset feat might provide a shire arvillage {usually lorded
by & baronet), with tenant farms as its resources. A 2 Asset feat
might provide a barough ortown (baron) with & silver mina, & 31
Asset feat is worthy of a province or city (earl or marquis) hosting
prime farmlands, A 4" Asset feat is a county or capital city (count)
that derives most of its wealth from taxation, A 5" Asset feat is a
continent or moon {duke) hosting raw or refined resources {min-
aral or otherwisa).

Business: You own a business that creates wealth for vou.
This usually means that you employ a number of people in a va-
riety of positions 1o keep the business running, from manual la-
borers to accountants, Bad business can mean the firing of em-
plovess and even loss of assets, or you must throw all your prof-
itz back into the business just to keep it alive. This is a risky but
potentially very good Investment. You do not necessarily oversee
the daily operations of the business; vou can leave that in the
hands of a trusted employee or partner.

A 1* Asset faat business might be a hospital, catering to those
whao can afford medical care (rather than stand in line with the
serfs at the local parish). A 2 Agset feat might signify the crafting
or manufacture of luxury items. A& 3" Asset feat could be a
weaponscrafter mill that praduces firearms or artillery. & 4" As-
sat feat suggests a high-tech manufacturing plant, perhaps a
ceramsteal smeltar, think machine mill or fusion generator sup-
plying power to a local grid. A 5" Asset feat is usually reserved for
the highest-profile businesses, such as a starport, shipyard or
starbasa.

Special: See the Source of Wealth sidebar for more infor-
mation on assets.

Sources 0{ \Véa.lt]*:

There are a variety of ways to accumulate wealth in Fad-
ing Suns, Noble houses get most of their money from the own-
crship of land and all the resources associated with it — in-
cluding serfs. The chain of rulership of these lands descends
from the head of the house down to dukes, counts, earls and
baronets, each of whom may maintain a fief for their Family
lord. Prolits from fiefs are divided in unequal portions through-
out this chain. Many minor houses or smaller families within
the major houses, divested of their land due to war or debt,
maintain their wealth through the ownership of proprietary
manufacturing processes or the selling of services,

The Church gains its primary wealth from tithing the faith-
ful, which includes nobles, merchants and freemen. Serfs are
also expected to tithe, but the most destitute can Instead vol-
unteer labor (with their lords” permission). However, the Church
also owns its own lands and indentured service contracts, and
miaintains these much like noble fiefs. Another method of in-
come is the selling of relics and pilgrimage site entry fees.

Guildsmembers gain thelr wealth through a number of
means, from employment contracts eo other guilds, priests or
nobles, to the ownership of businesses and the tendering of
loans to certain parties, While some may own lands and the
resources thereorn, they cannot own serfs, They can pay their
employees criminal wages such that there is lintle difference.

Attune Fetish [Item Creation]

You can enhance an item, allowing you to use your psychic

powers with it to perform otherwise impossible feats.

Prarequisites: Paychic leval 104+
Benefit: By spending experience points and materials costs;

you can psychically attune an existing item. The item to be al
tuned must be of at least masterwork quality. Attuned items can
be used as channels for psychic power. They are rated by the
attunement level required to easily use them for psychic purposas.
When attempting to use a fetish with an attunement level higher
than your Peychic class level, you must make an attunement cheok,
Roll 1d20 and add your level. The DC is equal to the fetishs
attunement level +1.

Costs: The base cost is equal to the fetish’s attunermant level

squared ¥ 1000 firebirds, To attune a fetish, you must spend 1725
of this base price in XP and use up raw materials costing half the
base price. It takes one day per 1000 {b in the base prica,

Weapons: The most legendary example is the mist sword, a

psychically attuned fux sword. However, any weapon can be made
into 4 fetish, as long as the maker has the required Psychic level
ta attuna the weapon type: He may have more levels than required,
but he does not have to make an item at his maximum lavel, only
tha minimum required for that waapon (it's cheaper to make lower
level fetishas).

Weapon Attunement level
amall males weapon 5
Medium melee woapon 7+
Large meles weapon 9+
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Sansa Motive). However, failure may mean Church authoritios arg
alertad to the presence of potantial heretics.

Church Ordination [Social]

You are a recognized member of the Universal Church,

Prerequisite: Brother Battle, Priest or Theurgist level 1+, any
class lavel 4+,

Benafit: You bear a Church rank. Its title depends on how
many levels of this stackable feat yvou possess, Each successive
laval raises you in rank one title {see the chart below).

In addition, each rank grants you +1 Diplormacy among the
faithful (all believers, even those of other sects). This bonus is
stackable with sach successive rank {i.e., & canon gets 8 +2 Diplo-

macy bonus).

Orthodox/Avesti/Acon Brother Battle Eskatonic
1" = MNovitiate Apprentice Novitiate
2™ = Canon Oblate Provost
3% = Dagcon Acolyte Huminatus
£ w -Prigst Adept Philosophus
"= Bishop Mastar Magister
6" = Archbishop Grand Master Presbutaros

Cloak Fighting [General]

‘You can use a cloak or cape in your off-hand to harass your
opponent.

Prerequisites: Parry, Riposte

Benefit: As your free-action riposte, vou can attampt to dis-
armyour opponent with your off-hand cloak. Unlike a normal dis-
arm action, this doas not provoke an altack of Dppnnuni.w. Acloak
or cape is a Large weapon.

Note: You suffer normal off-hand weapon panalties, which
yau can lessen with the Ambidexterity and Two-Weapon Fighting
feats. A cloak is considered to be a light weapon for you, for the
purposes of figuring off-hand penalties only,

Thig feat is popular amang nobles who suffar ruffian assaults
while travaling incognito,

Comeliness [Social]

You are wall-groomed and/or have an attractive appearance,
aither naturally or through surgery.

Benafit: You gain a +2 honus to Charisma-based skill checks
in situations where your appearance matters {such asin seducing
others).

Comprehend Tech Level [Social]

‘You ean understand the complexities of a particular tech level,
and thus create technology of that tech feval, This feat is often
abbraviated Comprehend TL {rating), Example: Comprehend TLS
far the Comprehend Tech Lavel 5 faat.

Prerequisites: This faat is stackable. Each higher laval ro-
quires the lower levels as prerequisites. For instance, Compre-
hend TLS (the first) is required before you can learn Comprehand
TLE, and Comprehend TLE is required for you to learn Compre-
hend TLY, and so on up to Comprahend TL 8, the highest level &
human can know without gignificant exposure to-Anunnakl sci-
ance,

In addition, there are the following Intelligence ability pre-
requisites: TLE {Int 13+, TLE (Int 15+), TLY {Int 172}, TLR {Int 20+}

Benefit: You can manufacture items rated at the tech levels
that you can comprehend. You do this by making a Craft skill check

{the type depends on what itam you're making — Mech for ma-
chanical tach, Volt for electrical devices, etc.). You follow tha guids-
lines given in the Craft skill description for the materials cost and |
the amount of tima it takes to make the itam,

Comprehand Tech Leval also gives you one of the prereqgul-
sites needed for |=arning various tech item creation feats, such as
Craft Energy Dovice, ete.

Concoct Elixir [Tech Item Creation]

You can make doses of Elixir, the wondrous Second Repub-
lic flesh-regenerating drug.

Prerequisites: Comprehand TLT

Skill Check: Alchomy

Benefit: The number of doses you can make per skill check |
Is equal to your Daxtarity modifier but is-always a minimum of
one. It costs 50 firebirds per dose. It takes one day to concocta
batch of elixir doses.

Potency: The potency of each dose depends on the DC re-

sult.

DC Potency
20 Teld

5 1d8 +2
35 2d8 +2

Synergy: Five or mora ranks in Heal pravide a +2 synemgy
bonus.

Consecrate Vestment [ltem Creation]

You can consecrate 8 common Church item — rohes, censer,
miter — so that it may mystically aid your theurgic rites,

Prerequisites: Theurgist level 4+ or Brothar Battle level 94

Benefit: Vestmants provide a bonus 1o the activation checks
of rite within a particular theurgic canon, Only certain itoms can
be invested to enhance certain cancns, as listed balow,

Vestment Effects
Censar Benadictions
Cassock Wrath
Crosier Flaty
Jumpgate Cross  Protection
Miter Revealings

Omepga Gospels  Zealotry or Piety (choose ane when the vast

ment is made)

Robes Protection
Rosary Beads Mystaries
Water Restoration |

The total bonus a vestment consecrator may impart depands
on his Theurgist or Brother Battla levels, More than one vestmant
may be warn at the sama time, although bonuses to the sams
canon do fot stack.
Theurgist Level

Brother Battle Level Maximum Bonus

1-4 -8 1
5-8 10-12 2
89-12 13-15 3
13-16 16-18 4
17-20 19-20 5
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Avestment [s fts bonus squared x 2000 fb. To consecrate a vest-
- ment, you must spend 1/25 of its basa cost in XP and use up raw
miterinls oqual to half its base price.

Coven Membership [Social]

You have allies in a psychic secrat society, and thus have

\zezs lo draining and patential aid from persecution.
Prarequisites: Psychic lavel 1+
Benefit: Covens are secrel societies hidden from the sight
acondemning Church. lts mambers use code words orsigns to
sgnal mestings. You can recognize the signs and codes for tha
particular coven to which you belong, and thus answer tha call to
imeating or convene one yoursell,
The twa main covens operating on an interstallar level in the
Mwmds are the Favyana, a society of psychic friands sager
‘ Ao change the psychics’ bad repute {and hence they urge thair
- msmbers to act honorably), and tha lnvigsible Path, a cutthroat
roup of peychics convinced that they ara tha heirs of evolution,
ascandant over humanity,

Crack Shot [General]

| When wielding a pistol, you are considered “armed.” You
threaten your adjacent argas and can thus make attacks of oppor-
tuniy againat those who leave them.
Benefit: You can threaten a 5-1t, area around you in any di-
metion with & pistol, just as with a malee weapon.

Craft Energy Device [Tech ltem
Creation]

~ Youcan manufacture an energy weapan (laser, blaster, stun-
| maf, flux sword) or an energy shield (standard personal, dusling,
| assault and battle, or starship-grade shialds).

Prorequisites: Comprehend TLE (lasers and stunners), Com-
;'H'ﬂland- TL7 (blasters), Comprehend TLE (energy shields, Mux
mwardsl,

* Skill Cheele: Craft High Tech)

| Banafit: It takas ona day per 100 fb cost 1o make an energy

!':I';IIFH:II'L- Typical costs are listed in the Eausnent chapter. You use

|! up raw materials equal to half the weapon cost, You must have

seeess to electrical or fusion power during the entire crafting time
wrlad. Any interruption in power will delay the making of the

| daice,

Synergy: Five or more ranks in Knowledge (Physics) pro-
-ﬁ_iu +2 synergy bonus to most devices, except energy shields,
five or more ranks in Knowledge (Paraphysics] provide a +2 syn-

gy bonus for energy shield manufacturing.

Craft Wondrous Tech [Tech Item
Creation]

You can make wondrous gadgets, toys or entertainment de-
Wees, siich as the amazing consumer itemns built during the Sec-
onl Republic: Tri-vee suits (holographic projection clothing),
“gmarthiots {robots that travel around you cleaning up your every
_-l:_'us or folding your clothes), antigravity shoes {thoy don't let
ﬂh fly, but you can glide an ineh or two off the ground — takes a
loed off the feet!), and more. Your imagination tand the GM's da-
‘twan) |s the only limit.

[t takes one day to consecrate a vestment, The base price for

Prarequisites: Relevant Comprahend TL (dapends on the
itemn:.a tri-vee suit is TL7, while a crude smartbot can be made at
TLS, although smaller, more intelligent ones can be made at TLG
or 7).

Skill Check: Craft [High Tech)

Benefit: These devices add fun and gase to living, and can
aven help you make monay durlng performances as they help to
dazzle the crowd. However, they are rarely functional as weap-
ons, It is up the GM to decide whother or not such davices can
add bonuses when used in particularly clever ways during com-
bat (such as using a tri-vee suit to distract a fog).

The base cost is usually 1000 par tech leval avar 4, although
specific itams may be listed in the Eauesment chaptar; use their
cogts instead. [t takes one day per tech leve! ovar 4 to make tha
itern and costs half the base price in raw materials.

Deflect Missiles [General]

When wielding a flux sword, you can attem pt to deflect weap-
ons fire directed at you.

Prerequisites: Dex 16+, base attack bonus +6 or highaer,
Parry, Weapon Focus (flux sword).

Benefit: By readying an action to parry, you can attempt to
deflect with your flux sword any ranged weapon attack that tar-
gets you. After a successful ranged attack is made against you,
make a parry check using your base attack bonus + Dax modifier,
If the result is higher than the result of the attack against you, you
deflect the attack and it misses,

Special: This doesnot work on non-largeted attacks or area-
affect attacks.

Diplomatic Immunity [Social]

You have a certain immunity from legal prosecution for acts
eommitted while on businass for your affiliated faction.

Prerequisites: Moble Title, Church Ordination, or Guild Com-
mission.

Benefit: If you commit a crime while on official businass,
you cannot be prosecuted Tor it. You can still be axpelled froma
fief or evan a planat (depending on whom you wronged), but you
cannot ba jailed, fined or sold into slavery for yvour action, This
includes even such acts as spying or murdar,

Howewver, this does not make you Immune from the condem-
nation of your own superiors. If yvour little deed caused tham a
great deal of trouble or lost political luere, you may find yourself
out of favor or sven stripped of rank. Sure, you've avoided jail
time, but Diplomatic Immunity is not an excuse to open & can of
worms an your enamies and get away scot-free.

Drox [General]

As aVaorox, vou have trained in the Graa martial art to mas-
ter using your multiple arms in combat, You gain one additional
aff-hand attack,

Prerequisites: Vorox, base attack bonus +3 or higher

Benefit: Like any two-limbed humanoid, you can use a pri-
mary hand for attack and make an off-hand attack, suffaring nor-
mal penalties for doing so. With Drox, you can also make an addi-
tional off-hand attack with a third limb, at the normal penalties for
aff-nand attacks and/or two-weapon fighting.
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Embargo [Social]

You have the power 1o declare a League trade embargo
against a particular individual.

Prerequisites: Guild Commission rank 3+ (commander, fet
low, boss, lisutenant or manager)

Benefit: You can prevent any member of the Merchan!
League from selling to the individual you declare an embeargg
against. Since at least 70% of trade in the Known Worlds is con
ducted through the auspices of the Merchant League, this could
prove crippling to someons who needs high-tech supplies or 2
steady stream or goods. He can still trade and barter with locst
independent merchants, but they usually provide only food o
basic craft goods. He could perhaps try the black market, but much
of that is run by the Scravers Guild, a member of the Leagus,

The League does not like calling embargoes, because i
causes ill will with their other custoemers and loses them rmianay.
You'd batter have a good reasan far wielding this power or elss i
could cost you future pramotions or even a loss of rank. Nonathe
less, the League feels it must act quickly, decisively and brutally
against those who attempt to spurn League monapolies, Leagus
afficials urge those calling embargoes ta negatiate an and 1o
whatever conflict caused it 8s soon as possihle, although not by
compromising the League's power. An embargo can always be

reversad by one's superiors.
Enlarge Psi [MetaPsi]

You can enlarge the range of your psychic powers,

Prerequisite: Gifted

Benefits: For each extra Wyrd paint spent above a power’s
base activation cost, you can improve the range type by one lavel,
See Using Powers in the Occulr Powens chapter for a list of tha
range types,

For example, a Psychic using the Lifting Hand power, which
has a range of Close, can improve the range type to Medium by
spanding one extra Wyrd point. His base distance changes from
25 faet to 100 feet.

You must declare how much Wyrd you are spending befars
the check is made. If the check fails, the extra Wyrd must still be
spent.

Some powers cannot be enlarged or have an upper limit to
how far they may be enlarged; see power descriptions. Powers
with a Personal range cannot be enlarged.

Enthrall [Social]

Your singing, orating or performing fascinates others, dis-
tracting them from other concerns.

Prerequisites: Perform 6+

Benefit: Those people listening and watching you whom
you can see, and who are within 90 ft. of you, may become com-
pletely enthralled by your performance, ignoring all eise except
life-threatening combat going on around them.

Make a Perform check. Each person in the audience makes a
Will save; if successful, there is no special effect other than the
usual Perform effect (although you may not try to enthrall them
again for 24 hours). All who fail will sit and listen rapturously for
one round per your total character level. Their Spot and Listen
checks suffer a—4 penalty. Any possible threat allows the enthralled



B
i
!

\| CHAPTER FOUR: FEATS

.. pesson ancther save attempt against & new Perform check result.
Anobvious threat automatically ends the effect.
While performing, you must concaentrate as a standard ac-
hn for the entire performance.
Epiphany [Social]
You can deliver an uncannily apropos statement about a topic
thit stuns others into a sublime undarstanding of something they
' ddn't realize befora,
Praraquisites: Wis 16+, Knowledge skill related to topic 6+
I Benafit: Like a legendary Zen master or divine fool, you can
e i single-sentence statement once per day about a topic with
.'ihrr.h you ara familiar. You must have at least six ranks in a Knowl-
;_"dga skill related to the topic at hand, although you can state an
" epmhany about any topic for which you have the proper Knowl-
 wgo kil ranks. Those hearing it must make Will saves (DC 15). If
gy fzil, they do not understand the wisdom of your statement
' und 20 do nat benefit from it. Those that succeed, find the door-
':w,s of pereeption apening in their minds just long enough to
. guin some vital understanding of the topic at hand. The catch is
 that you must also make a Will save to benefit from your own
| datament — thesa words simply occur to you, dredged from your
ncenscious or gifted by the muse; you don't necassarily undar-
dtand them better than others.
The effects of an epiphany vary, but it's usually enough to
. grant an aware listener {one who made his save] a +2 bonus on
- any checks concerning the topic commented upon. For instance,
Alyou maka & statement about the odd religious practices of a
particular sect (the Knowledge: Religion skill), others who under-
_ii_lnd your utterance might gain a +2 bonus to Diplomacy or Sense
Wativa checks when dealing with members of that sect.
The effects apply only for ane ancounter following the utter-
e, Using the example above, if the epiphany is spoken upon
- wilnessing an Eskatonic Order pilgrim coming your way, who-
' Everunderstood your utterance gains the banus for that encoun-
:@r.ﬂﬂu:e parted with the pilgrim, however, the effect ands
Etiquette [Social]
You can use your knowladge of proper manners to smooth
:l_iwram:lnl blunders.
Prerequisites: Int 13+
Benafit: You may attempt to smooth over bad feelings from
gaocil faux pas and/or vulgar breache of etiquette, committed
#ithar by you, your compatriots, or someocne you feel sorry for.
E’bui:annnt undo the mistake, but you can erasea the social stigma
f[nrn whoaver committed the error.
forinstance, if Dame Chingmy inadvertently insulted Baron
ipuival by mistaking him for the stable boy, you can step in to
toel rising 1empers or tarnished pride by quoting maxims from
;ﬁlm Edvard Torenson's The Nobility of the Steed and its Admir-
7% 1 classio valume expounding on the important refationship
:ht'min a master horseman and his stalf (not to mention his
'h'sel, Henoe, you can convince them that there is no shame in
such 8 mistaken identity {as long as it dogs not occur again...).
Efiquetie may also be used to counter a Withering Insult feat
diracted at you or others, You make a Will save and if it is higher
than the target's save, he uses yours instead. I the insult is di-

rectad at you, add +2 to the Will save rasult,
I someona is intentionally trying to cause a social incident,
make opposed Diplomacy checks with all relevant modifiers. Those
with Etiquetta gain a +2 bonus for this check.
You can use your Etiquette a number of times per day eqgual
to your Charisma modifier.

Extend Psi [MetaPsi]

Your paychic powers can last longar than normal.

Prorequisite: Gifted.

Benefits: For each extra Wyrd point spent above a power’s
base activation cost, you can increase the duration increment by
one level. See Using Powersin the Occucr Powers chapter for a list
of the duration increments,

For example, a Psychic using the Lifting Hand power, which
has a duration of Concentration, can increasa the duration to one
turn by spending one extra Wyrd point. This way, he no longer
has to concentraie on tha powar to koep it going.

You must declare how much Wyrd you are spending before
the check is made. |f the check fails, the axtra Wyrd must still be
spant.

Some powers cannot be extended or made permanent; see
power descriptions. Powers with an instantaneous duration can-
not he extendad,

Family Ties [Social]

You have strong ties to your blood kin, such that they would
delay important tasks to come to your aid,

Prerequisites: None.

Banefit: Blood can be thicker than wine. You can draw on
some exceptionally loyal allies of similar status to yoursalf, Of
coursa, this cuts both ways — if someone kills your father, you
will have to hunt him down to the farthest planet.

To gain your family's aid, you must address a member per-
sonally or get @ message to him, The GM then makes a Farmily
Ties check, To tha roll result, he adds 10 + your Charisma modifier
+ any modifiers basad on the situation. If you have recantly done
8 favor for your family, you may get a +2 on the check. If you
recently risked your life for them, you may get a +4 or +6 on the
cheack (GM's discretion),

The DC depends on the type of aid asked. Asking fo vacation
at o ralative's house might be a 10 or 15, depanding on how weil
he knows you or how much he owes your side of the family. Re-
guasting your brothers and sisters to meet you in Cady's Hollow
with guns for a midnight raid on your rivals might be a 15 if it's
part of an ongoing feud or 20 if not. Asking them ta help you
kidnap the local lord and hold him for ransam might be 30 or 35,
and could get you disowned if it failed.

Your family may not have the high status or power that the
Ally feat provides, but they are mare loyal and persistant.

A request may be attempted from the family anly once per
month. Two successive months of such requests cause the DC to
rise for each successive attempt, Should the DC ever get as high
as 40, the family will no longer heed your requests — vou are an
ungrataful, whining black sheep for the naxt year, However, you
can parform favors to try and lower the DT to narmal,

Special: This feat may be taken multiple times. The effects
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stack to ralse the status of the family (or invalve higher-level fam-
ily members who could not be bathered with you at lower levels),

Garza [General]

As a Viarox, you havea trained in the Graa martial art to mas-
ter using yvour multipla-arms in combat.

Proroquisites: Vorox, Dex 15+

Banaefit: You ignore all penalties for using an off hand (you
wollld normally suffer a -4 penalty), Garza appliesto any off-hand
attack made with the Drox and Throx feats.

Special: This feal roplaces the Ambidexterity feat for Viorox.

Glangarza [General]

As a Vorox, you have trained in the Graa martial art 1o fight
with a weapon in aach of your four hands. Your penalties are lower
when making attacks with each weapon,

Prerequisites: Vorox

Banefit: Your panalties for fighting with multiple weapons:

are reduced by two (normal penatties are =8 for vour primary hand
and =10 your secondary hand), Glangarza applies to any wespon
attack made with the Drox and Throx feats

Special: This replaces the Two-‘Weapon Fighting feat for
Vorax. The Garza feat further reduces off-hand penalties.

Gifted [Social]

You are awakened to a type of occult eneray, either psychic
powers or theurgic rites,

Benefit: You can develop yvour latent oooult power by taking
levels in the Peychic or Thaurgist classes. This feat is a preregui-
site for taking lavels in those classes,

Drawbacks: You also gain a stigma, a sign that marks you
as an occultist, (See Stigmas, in the Occulr Powens chapter.)

Special: You can gain this feat multiple times. Its effects do
not stack. Each time you take the feat, it applies 1o one of the
following: psychic powars, thaurgie rtes, or some as-yet-1o-be-
datailed occult power (such as Antinomy).

Gossip Network [Social]

You have a series of informants who keep you up to date on
certain areas of information

Benefit: You gain a +2 bonus to Gather Information checks
for subjects within your network's reach. Your informants may be
cockling old nobles who let you know which lords have commit
ted breaches of stiguette, merchants who let you know who is
buying what, or farmears who are more than glad to tell you who
has gone through their area recently.

This feat may be bought multiple times to enlarge your
network's area (successive leveis do not increase the Gather In-
formation bonus, but do aniarge the area your chieck can draw
infarmation from),

1" feat = Country- or continentwide (checks take one day)

2% fant = Planatwide (choecks take one week)

3% featl = An entire Royal House's holdings (chacks take one
manthl

4" feat = The Known Waorlds (checks take three monthas)

Guild Commission [Social]

You belong to one of the guilds that make up the Merchant
Leagus,

Prerequisites: Guilder or Techie laval 1+, any class level &+,
Benafit: You bear & Guild rank, its title depandent on how
many lavels ol this stackable fest you possess. Each successive
lovel raises you in rank one title (see the chart balow),

In addition, each rank grants you «1 Diplomacy among fel-
low Leagus members, regardless of guild. This bonus is stackable
with sach successive rank (i.e,, a chief gets a +2 Diplomacy bo-
nus),

Charloteers Enginesrs Scravers Muster Reovos
1= Ensign Apprentice Associste Private Associnle
2" = Lisutenant Enterad Ganin Sergeant  Chisf
¥ = Commander Fallow Boss Lisutenany Manager
4" = Captain Craftar Jonin Captain Director
5" = Conmsul Engineer Conmul Major Conaul
#* = Dwan Mastar Dean Colonal Daan

Hierophant [Social]

You are recognized by the Church as a worthy thealogian,
and your views influence Church policy.

Prarequisites: Priest level 7+, Knowledge (Religion) 104,

Benefit: You can introduce new interpretations into Church
discoursa, influencing the epinions of those who make policy. In
such a way, you can sttempt to transform haresies into mare dif-
ferances of doctrine, and hence save their believers from inguisi-
torinl persacution.

First, you must formulate your doctring. Make a Knowladge
{Roligion) skill check. The DC is 20 or 25 for beliefs that fit well
with the current Church opinion, but 30 or 35 for beliafs wildly
divergent from current thought. Baliefs that clash with core Church
valugs (such as the distrust of technology) may face DC 404,

Onea formulated, your doctrine must be promulgated through
aratory, Make a Diplomacy skill check, opposed by thosa listen-
ing. Those who fail against you are converted to your doctrine
and may begin to spread it (using their own Diplomacy skills),

You may avenlually be invited to argue your doctrine befors
distinguished [higher-skill-ranked) theologlans, who will attempt
ta reveal the llaws in your beliefs. This initiates a new Knowledge
(Religion} contest, but you can add +1 to your check for every 100
people you have converted, If your views hold out, yvour wark will
entar the canon of currently debated theology.

You may then be invited to argue your doctrineg bafore the
College of Ethicals, who dstermine Church doctrine, If you win
here, your belief becomes a standard teaching of the Church —
unless the current Patriarch dislikes it. He may challenge youtoa
now debate, one in which he gains a +6 bonus for his status. If
you win this one, your doctrine is set for at least the next two or
thrae generations.

Holier Than Thou

You can stave off attacks by exploiting anothar's fear of the
Pancreator.

Prerequisites: Church Ordination.

Benefit: By axclaiming your holiness to others, you can pro-
tect yourse!f from their ire. You must, as a free action, first declare
your haliness belore them; anyone in aarshot is affected as long
as they can hear you (thera isn't a lot of noise to drown you out)
and understand the language you speak,
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Anyone who hears this declaration must then make a Will
{ave befors initiating an attack against you, The DC is 10 + your
\wel. 1f he succeeds, he does not need to make a save to attack
jou znytima during that encounter. If he fails, he cannot attack
jou that round but make another saving throw the next round
rn:lul.lan,r round thareaftar untif he succeeds, after which he may
then attack you.

Householder [Social]

Vou work for a noble house but are not an actual member of
e family: a servant, seneschal, bodyguard, etc. This allows you
e privileges with regards to that house:

Banefit: You are considered to be a freeman in voluntary
‘Enpioy 10 the house, and gain a limited degree of protection fram
| #at house. You gain a +1 to Diplomacy and Bluff checks against
members of that house, This reprasents their increased trust in
| o Should you betray that trust, punishment can ba harsh —
) psihlu expulsion from house employ and or aven enfarced serf-
or slavery for axtreme treason.

' Imbue Tabernacle [ltem Creation]

You can imbue an item with psychic ar thaurgic anargy.

| Prerequisites: Psychic or Theurgist level 54 or Brother Battle
Jovel 10+

Bansfit: A tabernacle acts as a Wyrd poaol, storing Wyrd
wonts, You may use these points as a free action to fuel your
'&mhpmrs Each tabernacle is imbued either for psychic powear
ulhuurqlc rites, but not both. A Psychic can use a psychic tabar-
-ﬂh bt not a theurgy tabernacle, and vice vérsa.

The maximurm that may be drawn in any action is aqual to
your primary path or canon’s key ability modifier, The tabernacle
o hold & maximum number of Wyrd points equal to jts maker's
Onée & tabernecie’s stored points have been used up, you
richarge them with your own Wyrd points, This requires an
: rviung coremony and a Will saving throw (PC = 15+ Wrd
1 invested): the maximum that may be stored during that
wny is equal to your Wisdom modifier, up to the maximum
whar the tabernacle can store.

You may only carry or own one tabe rnacle at any tima, Ifitis
o destroyed, you can create another, but deing so means
cannot use the previous tabarnacle again if it is ever found.
“fou can algo use one you've commissionad or found as treasure:
saliires an hour-long ceremony to attune yourself to it, eulmi-
astid with 5 Wil save (DC = 10 + maker's |evel). If successtul, you
rise it and store Wyrd in it normally.

i takes one day per Wyrd point invested into the tabernacle
% make tha relic. Its cost is equal to its caster level x 2000, You
spend 1/25 of its cost in XP and hall the cost in raw materi-

Spuhl This rite must be gained saparately for psychic tab-
m wcles and theurgic tabermacles.

Imperial Charter [Sociall
You sre @ Questing Knight in the service of the Emperor.
Preraquisites: Noble Title,
‘Bonefit: Not all nobles have a respectable place in their
) ¢ fiets. Second or third sons and daughters don't have much
" inharit and must thus seek out their own opportunities. Mary

of them look to Emperor Alexius, whe has chartered the Com:
pany of the Phoanix — the Questing Knights. These nobles swear
a tarm-of foalty to the Emparor and travel the realm anacting his
new vision — whather it be upholding fealty rights for downtrod-
den peasants, putting down Republican rebellions, or traveling
beyand the Known Worlds into barbarian space, saeking word ar
evidance of Lost Worlds.

You gain & stipend of 300 b per year and frea fransport on
any Imperial Navy ship. In addition, the chartar gives you rights
to inspect public Church or League records, You may cross feudal
boundaries and are immune to prosecution (all charges are
brought befare the order’s council instead of the ruling body.
whether it be noble or Church), However, you must uphald a code
of behavior and duty. You can naver operate against Imperial in-
terests, and can be called upon to undergo any number of mis-
sions for the arder or the Emparar. To rafuse a mission, or to be
caught breaking this code of behavior, can maan imprisonment
or death.

Imperial Cohort Badge [Sociall

You are an Imperial Cohort, an aide de camp to ono of the
Emperor’s Questing Knights.

Prarequisites: Mobles cannot be cohorts, but anyone else
of |level 3+ can.

Benefit: You gain s small stipend of 100 fb per year and fres
transport on any imperial Navy ship. In addition, you can gross
feudal boundaries free of taxation snd ara allowed free counsel in
case of lagal presecution. Howeaver, you must uphold a code of
behavior and duty, You can never operate against Imperial intar-
ests, and can be called upon 1o underge any number of misslons
for the Order of the Phoenix or the Emperor. To refuse a mission,
or to ba caught breaking this code of behavior can mean impris-

onment or death.

Guilder Cohort: Emperor Alaxius has extended his call for
duty to gulldsmembers, to offar aid and assistance and be staunch
helpmates to his Questing Knights, {r raturn for offering their skills
and fealty, they reap the rewards of first claim on the marchant
routes into newly explored territories. While this may sarn a Guil-
der new onemies, it also brings new opportunities o ana's guild.

Prigst Cohort: Some priests hear the call to more worldly duty,
inflarmed by the values and vision pspoused by Emperor Alexius,
Ta these few is open the role of Imperiai Cohort to Alexius's Quest-
ing Knights. A priest accepted Into this august company QIVEs
spiritual succor and advice 10 a knight, and sccompanies him on
his travels inta dire lands far from the basom of the Church. Sha
gains the unprecedented apportunity to preach to new convers
and provide sterling example to all — even if it costs her the ire of
the more politically ambitious Church priests, ever opposed to
Alexius’s ascendancy.

Special: Sea the Imparial Charter social feat to bettar under-

stand a Questing Knight's duties and privileges,

Impulse Buy [Social]

You can fast-talk others into making purchases they might
not make were they to think rationally about therm,

Benafit: You can more easily convince others to by your
wares, gaining & +2 Charisma modifier for any skills invelving




salling things (Bluff, Diplomacy or even Intimidate). In addition,
you can try to jack up tha price by 10% for every five levals you
gain over the raquired DC. No matter the skill used, an impulse
buy can be opposed by & Sense Motive check.

Improved Feint [General]

You have mastered the art of tricking your opponent into
Uy making a mistake and then exploiting that mistake.
¢ Prerequisites: Bluff 7+, Parry.

Benefit: You can make a feint action as a move-equivalent
action instead of & standard action.

Incite Passion [Social]

Your mighty passions becomea the stuff of legend.

Benefits: You are a hothead, but this can work to your ad-
vantage. In times when your dearest desire or lifelong goal is
threatened, your passion can inspire you to amazing accomplish-
ments in its defense. This feat is stackable, but a differant desire
or goal mist be declared sach time it is taken. Examples are: Keep
your lady love from harm, vanquish evil {real evil, such as de-
maons, not tax collectors), revenge your father's murder, etc.

You may incite your passion as a full-round action ance per
day. The GM deams how well the circumstances warrant it. For
instance, if the love of your life is aboul 1o be burned by inguisi-
tors, it is a good excuse for a passionate responsa. If, however, he
ar sha is simply being fast-talked by a merchant, it's a pretty slim
excuse far an overreaction. Nonetheless, you can always attempt
to incite passion when your goal is threatened, no matter how
slim your chances.

To incite passion, you make a Will save, Success means you
gain bonuses to any successive checks made toward the schigve-
mant of your goal: rescuing your lady love, trouncing your rival,
saving the village from avil, etc. This effect (considered extraordi-
nary) lasts for 10 minutes, after which the bonusas go away.

How well your passion aids you depends on the DC you

achiawa,

DC Bonus
10 #1

15 +2

20 +3

25 4

30 +5

Special: You cannot use the Incite Passion and Steady Hand
feals at the same time; their bonuses do not stack.
Inquisitorial Seal [Social]
You are a member of the Inquisition,
Prarequisites: Church Ordination rank &+ (priest, adept,
philosophus),
(-} Benefit: You bear an Inquisitarial Seal, granted by the In-
3 quisitorial Synod. Unlike most such seals, which are handed out
temporarily ana per mission basis, this one is permanent, allow-
ing you to perform inquisitorial duties full-time and without the
nead to consult superiors as regards situstions that may arse
during such duties. This does not mean, however, that you are
freeto act however you desire; your actions can still ba judged by
the synod.
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Instinct Shot [General]

¥You can take a shot evan when surprised.

Prerequisites: Wis 13+, Aleriness, |

Benefit: When you have a pistol in hand and ready, you can
take a partial action to fire aven if surprised. However, the target
is treated as having total concealment (50% miss chancel.

Invest Phylactery [Item Creation]

You may invest an item with one or more theurgic rituals,
usable by anyone wielding the phylactery who can cast theurgy,

Prerequisites: Thaurgist level 9+ or Brother Battle level 144,

Benefit: A phylactery is an termn invested with one or morn
theurgic rituals. Any theurgist wislding one can cast its rites aven
if he has not trained in them. A phylactery's level is aqual toits
makers skill ranks in the rite investad. When wialding a phylsc
tery, you can either use your own skill ranks in'the rite (if you have
any] ar the phylactery's ranks, which are equal to its level. The
maximum number of rites that can be invested into a single phy-
lactery is aqual to the key ability modifier for the maker's primary
canon,

It takes one day per rite degree for each rite imbued to make
the relic. The base cost is rite degres {if imbuing more than one
rite, use the highest degree) multiplied by skill ranks multiplied
by the tatal number of rites imbued multiplied by 500 fb. You must
spand 1/25 of its cost in XP and half the cost in raw meaterials:

Legate

You are a Chureh ambassador 1o a noble house, guild o
planet.

Prerequisites: Church Ordination rank 3+ {deacon, acolyte,
illurminatus).

Benefit: As an official representative of the Church, you ars
accorded a degree of respect by your hosts, although you mus
earn their trust on a personal level for them to ses you as any-
thing but a spy for the Patriarch. Nonathelass, yvou gaina +2 Blulf
and Diplomacy bonus on checks involving official Church busi
Ness.

In addition, you may cross feudal boundaries free from taxa-
tion or tithe, You may requess to participate in diplomatic events
your hast helds, such as conferances or parties, although he dogs
not have to invite you (but doing so would be a faux pas in the
ayes of your supariors). You have the right to provide character
testimany far a plaintiff or defendant in a legal case and ba heard,
You can also request an investigation from the Church concerns
ing specific matters or mystaries {but be prepared to provide avi-
dence or a good reason for your beliefs).

Military Rank

You have served in the armed forces and have the rank to
prove L

Prerequisites: Church Crdination, Guild Commission ar
Noblile Title (for officer ranks), or any character level 1+ (for en-
listed).

Benefit: You bear & military rank in the armed or space ne-
val foreas of a noble house, a League guild, a Church arder, or
some other military arganization, Your title depends on how many
levels of this stackable feat you possess. Each successive level
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ralges you in rank one title (sea the chart below), Titles provide
different benafits for officers and enlisted.

Officers: Each officer rank grants you +1 to your Leadership
score, This bonus is stackable with sach successive rank (e, a
Major gets & +2 Leadership honusl,

Enlistad! Each anlisted rank grants you +1 to any Gather In-
farmation chacks performed whearever saldiers or sailors hang
put (in the barracks or a bar popular among musterad out or ra-
tired troops). Your rank more easily provides you the nacessary
beckground to mix with troops and loosen their lips. This bonus
it stackable with each successive rank (Le., a Corporal gets a +3
Gather Information bonus), The drawback is that you may be called
back to active duty in times of erisis. Refusing such a call is grounds
far o court-martial and removal of rank.

Enlisted
Officer (Moble) [(Householder/Guild/Church}®
Army Space Navy Army Space Navy
"= Lioutenant  Midshipman Private Starman

="Captain 2 Lisutanant Private 15t Class Able Starman

= Major 1" Ligutenant Carporal Mate

"= Colonel Coptain Sergeant Master

= Ganeral Admiral Staff Sergeant  Mastar of the Ship

* Nate: Muster guild mercenarias rate themselves with guild commission
reks instoad of militery ranks,
Multiply Psi [MetaPsi]
Your psychic powers can affect multiple targots.
Prerequisite: Psychic lavel 4+.
Banofits: For each extra Wyrd point spent above a power's

hasa activation cost, you can add one additional target. & single
agtivation check is required to affect all targets, but each target
makes his own saving throw to resist the power,

You must declare how much Wyrd you are spending before
the check is made. If the check fails, the axtra Wyrd must still be

spent,

Noble Claw [Social]

You are a member of a royal Vorox family and are thus al-
lowed to retain & single poisonous claw.

Prerequisites: Vorox, Moble level 14

Benefit: One of your hand attacks can be made with your
poison claw. This claw delivers 1d4 + Str modifier as damage,
plus Vorox claw poison, a slow-acting paralytic. Type: Injury OC
14; Initial Damage: 2 Dax; Secondary Damage: 2d4 Dex.

Nobhle Title [Social]

You were born a membear of a noble Tamily or have been
knighted as a lord of a noble house.

Prerequiszites: MNobla level 1+ or any character class lavel
&+,

Benefit: You bear a nohls rank, its title dependent on how
many levels of this stackable feat you possess. Each successive
level raisas vou in rank ane title (see the chart below),

In addition, each rank grants you +1 Diplomacy among other
nobles, evan those of rival houses, This bonus is stackable with
each successive rank (i.a., a barane! gets a +2 Diplomacy bonus).

Mobles have the right to impress any serf beholdan to their
house into temporary combat sarvice. Most serfs are poor com-
batanmts, however, and will usually run from a fight the first chance
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Allies receiva a + 1 morale bonus to saving throws, attack rolis
and weapon damage rolls. Only allies who belief in the teachings
of tha Prophet gain this bonus, although they don't have to follow
a particular sect or order’s teaching. Righteous Sermon is an ex-
traordinary ability.

Riposte [General]

Aftar parrying an sttack, you may quickly follow through with
your own attack.

Prorequisites: Base atiack bonus +6 ar highar, Parry,

Benefit: Aftar a successful parry attempt, you get an attack
as & free action at your base attack bonus. You may only perform
ona Riposte par round,

Saint

You have achieved sainthood in the eyes of many people,
who treat you like 8 messiah.

Prarequisite: Good alignment, any character class leval 184,

Banefits: You are considered holy by a certain sagment of
the population. Whether it s their collective betiaf that makes it
true or some personal virtue recently awakened, you do indeed
axhibit holy powers.

Onca par day, you may parform a miracte. You make a Wis-
dom check and compare the result against the DC listed below.
The sffect and extent of this is ultimately determined by the
gamemaster.

DC Miracle

10 Simple fortuitous events which could just as easily happen
without divine intervention, but are aspecially beneficial for
you: finding a naeded itorm or bit of information; bumping
into the very person who can help out the party; timely inter
cession by parents, mentors, lieges, etc.

15 Less likely events; a runaway vehicle collides with an assas-
sin; an attacking beast is calmed or frightened away by a
cartain color worn by a character; an Amalthean punches out
an avildoer; the check clears the bureavcratic red tape in timea
to save the orphanage, eto,

18 Extreme long shots that are not impossible but highly im-
probabie: lightning strikes an attacker; all shots in a close
firafight miss tha characters, atc.

21 Minor impossibilities: a broken machine runs ona last timae;
o Reave gives away his riches to charity; a disinterested pass-
erby decides 1o trust you without being fast-talked or duped,
elc.

25 Strange unexplainable events: omens, visions and revela-
tions; voicas from the sky; a mysterious stranger who saves
the day then vanishes, etc.

28  Deaply profound, soul-stirring events: mass visions; parting
seas; new constellstions in the heavens; an Avestite judge
shows clemency, etc,

30 Totally undeniable impossibilities: raising the dead; halting
the sun; surviving the vacuum of space, atc.

In addition, you may requast succor (food, water, basic medi-
cal aid, temporary lodging! from any of these people at any time,
You may also elaim canonical status for one particular belief of
yours, aven if others consider it heresy. The Church will not movea
against you or any followers who hold this belief, slthough thay
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may issue-a bull against it upon your death to pravent othars from
spreading the balief. Nonetholess, your balief has bean enshrined
in the hearts of thousands, who ever after dedicate an order to
you {or continue an order you have established), What's more, if
you are a Theurgist, you may dovelop a new theurgical canon
around your belief

Special: If you consistently act contrary 1o your good align-
ment, you lose this feat until you have atoned

Sanctify Arms and Armor
[Item Creation]

You can bless a weapan of suit of armor, empowering it with
divine grace.

Prorequisites: Brother Battle or Theurgist leval 7+,

Benefit: You can enhance an existing weapon's attack and
damage bonus, or an éxisting suit of armor's armor class. The
weapan or armaor must ba of at least masterwork quality.

Weapons: You can add an attack and damage bonus toa
weapon equal to half your Brother Battle or Theaurgist levals, up
to a maximum of +5. It takes 1 day per bonus to sanctify the
weapon, |ts basa price s equal 1o the enhancament bonus squared
x 2000 fb, plus the cost of the masterwork weapon.

Armaor: You can add an armor class bonus to srmor equal 1o
hatf your Brother Battle or Theurgist levels, up 1o a maximum of
+5. It takes 1 day per bonus to sanctify the armaor, Its base price is
equal to the enhancement bonus squarad x 1000 b, plus the cost
of the masterwork armaor.

Savoir-Faire [Social]

You have a certain flair, dashing style; élan, or bravura that
marks you ag someons spacial,

Prarequisites: Cha 15+,

Benafit: Everything you do is done with style, whather it be
entering & room and turning heads, carving your initials into a
tapestry with your rapier, or aven savoring @ meal at a banguet to
imprass tha host,

¥ou can intentionally attempt to impress others with your
style in any task. You make any required checks normally, but if
your result is five or more levals highar than the regquired DC to
succead at the task, you have performed the desd with stunning
flair. The GM ie free to dictate any rules effects from this, but pos-
sible outcomes are: You gain an initiative bonus on successive
actions or a bonus to Charisma-based skills to further impress
those who witnessad your deed,

It is very hard to embarrass you, for you can turn aven a
pratiall into an alegant dance. Anytime you fail very badly at some-
thing, you can make o Bluff skill chack as a fres action to mitigate
tha failure and make it look intentional. The DC depends on the
nature of what you've done wrong, but its usually 15 or 20. Tha
higher your result, the better your reaction to faillure appears.

Ag a free action, you may make a Diplomacy check to op-
pose anyone trying to embarrass you, even if you are unawareof
what's going on (the GM can make the roll for you).

Secret [Social]

You know somathing that most others do not.

Benefit: The secret you know can range from biackmail on
a minor noble to the location of a forgotten planet. The GM should
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| work closaly with you to ensure your secret fits into the game he
wants fo run.

Special: You can take this feat multiple times, it does not

ftack. Instead, each time this feat s taken, a new secret is learned.

Secret Agent [Social]

You are & spy working for an intelligance agency, gathering
| nlrmation or sabotaging rivals’ works.
| Preraquisites: Knave level 1+ or any character class level
s

Benefit: You bear a commission as an intelligence agent, its

Tank depandent on how many |evels of this stackable feat you
possess, Each successive level raises you In rank one title {see
thechart below).

In addition, each rank grants you 8 +1 Innuendo bonus when
“mmmunicating with fellow agents or trying to read the secret
_ﬂm of rival agents. This bonus is stackable with each succes-
svarank (1.6, a field agent gets a +3 Innuendo bonus),

1 feat = Recruit

2 feat = Agent

3 feat = Field Agent

4" feat = Supervisor

B Tpat = Spymastar

In addition, the secret agent chooses his affiliation. Each

‘igency -specializes in some role that allows agents to gain bo-
| mubes to certain skills,

Imperial Eye: Experts in covert information gathering., +2
lpen Lock,

. Hawkwopd Rooks: Experts in methodical infarmation gath-
\ #ing. +2 Search.
| Decados Jakovians: Experts in sensing others” weaknesses,
4l Bense Motive.
Hazat Archons: Experts in decrypting engmy communica-
Hans. 27 Decipher Script.
* |iHalan Hidden Martyrs; Experts in rooting out treason. +«2
Elﬁlﬂﬂar Infarmation.
al-Malik Mutasih; Experts in high-tech surveillance. +2 Use
Think Machine.
Church Synecullum: Experts in falsifying documents and
Cispards. +2 Forgery.
Chariotear KillroysEngineer Harbingers: Experts in protect-
- puild patents. +2 Disable Device.
Othar agencies will be detailed in future sourcebooks.

Smear Campaign [Social]

You can attempt to ruin another's good name or instill hostil-
yioward him in certain people.
Prarequisites: Cha 13+,
Bonafit: You can change others” attitudes toward somaone
'.'i fpending time bad-mouthing him. It usually takes at least one
“wyaning of carousing with the targeted audience, similar to mak-
"Bg & Gather Information chack. Characters normally make Cha-
8 checks to alter gomeona’s attitude for the better. You can
Wit it for the worse with your own Charisma check, Whenever
object of your smear campaign arrives, people's initial att
2s toward him are whatever you influenced them toward. The
CRdience doss not need to personally know the person; reputa
ian-and name s enough.

Initial — Now Axtitude —

Artitude Hostile Unfriendly Indifferent Friendly Halpful
Unfrigndly 15 - - =
Indiffarant 20 15 —_ — -
Friemdly 5 20 16 - T
Helptul 30 25 20 18 -

Note: Add +5 If peopla in the crowd know the victim of your
smear campaign personally,

Special: You can attempt this on a larger scale by gaining
this feat multiple times. Each successive feat increases the area in
which you can cast your net.

1 feat = City (checks take one evening) or continentwide
(checks take ane day)

2" feat = Planstwide [checks take one week)

3™ feat = An antire Royal House's holdings (checks take one
month}

4™ feat = The Known Worlds (checks take three months)

Steady Hand [Social]

You rernain preternaturally calm during crizes that cause
hystaria in others.

Benefits: In situations where cheos reigns, you can focus
and block aut distractions, bacoming a still point in a sea of con-
fusion — to summon a steady hand while defusing a bomb in the
middle of a firefight or panicking populace. This is mora than a
simple Concentration check to maintain your action. Instead, it
can add bonuses to the chosen undartaking.

You may steady your hand as & full-round action once per
day by making a Will save, Succass means you gain bonuses to
perform a particular, non-combat task — defuse the bomb, fix the
starship engines; etc, This effect {considered extraordinary) lasts
for 10 minutes, after which the bonuses go away.

How well you steady your hand depends on the DC you

achiave.

DC Bonus
10 +1

15 +2

20 +3

25 i

30 +5

Special: You cannot usa the Incite Passion and Steady Hand
feats at the same time; their bonuzes do not stack.

Streetwise

¥ou know your way around the black market and organized
crimme.

Benefit: You are familiar with underworld and criminal ac-
tivities, You know how to contact the eriminal undarworld or ac-
quire llegal goods or services, including black-market items. No
skill check is ragquired, just the courage to walk the shadier streets
in saarch of the right places.

You can attempt to hire an illegal or shiady service (leg-break-
ing, breaking and entering, murder, ato.), Make a Gather Informa-
tion check to find the right man for the job lusually DC 20), and
then a Diplomacy or Bluff check to successfully hire him at the
going rate {DC 25), If he is caught in the act, he will finger you as
his boss, unlass your check result was at least five levels higher
than thea required DC.
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You can attempl 1o fance illegal or stolen geods on the black
market. Make s Diplomacy or Bluff check 1o find a buyer who will
give you the going rata for the item [usueally DC 20). Results highar
than the DC may bring you & higher price, while results lowar
may bring less or nothing at all

Subtle Strike [General]

You can attempl to avoid activating an opponent's energy
shiald with a particular weapon,

Prorequisites: Dax 13+, base attack bonus +3 or highar,

Benefit: Before making any attack rolls for the round, vou
can subtract an amount aqual to your base attack bonus or less
fram all your malee attack rolls with your chosen weapan, and
than subtract that amount from all energy shield activation rolls
your attagks induce, This amount cannot be higher than your basa
attack bonus. Tha penalty applies until your next action.

Special: This feat may be gained multiple times. The affects
do not stack. Instead, each additional feat allows you to choosa a
different weapon,

Throx [General]

Ag a Vorox, you have trained in the Graa martial art to mas-
ter using your multiple arms in combat, You gain one additional
off-hand attack.

Prerequisites: Vorox, base attack bonus +8 or higher, Drox,

Banefit: You can now make an additional off-hand attack
with & fourth limb (a total of ane primary attack and three off-
hand attacks), at the normal penalties for off-hand attacks and/or
two-weapon fighting.

Trendsetter [Social]

You are the epitome of fashion, Whatever you wear quickly
becomes fashionable everywhere, and your interests soon becomea
the "mext big thing.”

Benefit: Others seek you out for fashion advice or tips on
what one should be reading or thinking this season. Even if you
dan’t go out of your way to impar this wisdom, others will capy
you. Baing seen at a particular magic lantern show s enough to
ensure its o hit. Your presence at a party is enough to make it
notable in the society pages. Your public approval of a painting Is
enough to launch an artist’s career.

You ean almost always get into any party of high-class affair
to which you have not been [nvited. You can take & numbaer of
people with you equal to your Charisma medifier. In public places
whaera you have specifically been barred from entering, you can
still get in by making & Charisma check (DC varias with how hos-
tile the host ia toward youl,

In addition, it is rare for an NPC you have never met to have
a hostile attitude toward you,

FADING SUNS: D20 |

Two-Gun Fighting [General]

You can use one pistol in each hand with fawer penalties)

Prerequisites: Base ottack bonus +8 or higher, Crack Shot

Benefit: Whan attacking with two firearmis in each hand, yoe
can fire both in the same round as a full-attack action, Standard
penalties for two-weapan fighting {and firing a pistal in meles, I
applicable} apply, except you halve the two-weapon penaltias (just
as with the Two-Weapon Fighting feat),

Special: This only applies when using two firearms. To uss
ameles wospon and a firearm, you need the Armed Lo the Teeh
feat.

Veteran [Social]

You are known for your prowess at a significant battle, and
may even bear a madal proving it.

Benefit: You may invoke your past to change others' opin
ions about you and solicit their aid. This may be used against tha
sama persan anly once. It allows you to gain a +2 Diplomacy o
Gather Infermation checks against that person. In addition, you
are considerad {for just this one-time request) to be onae rank highsr
than normal, including gsining any skill bonuses the higher rank
imparts,

Special: This faat may be bought muftiple times. The e
fects stack, representing a greater deed performed in battls ora |
maore important medal. Two levels of this feat this provides <41
Diploemacy or Gathar Information checks and two additional {tem:
porary) rank levels, and so on with each additional lavel,

Withering Insult [Social]

You may deliver an insult practically guaranteed to get @ risg
out-of your rival,

Praraquisite: Int 13+.

Benefit: Social rank and the: respect it provides are vital fg
survival in the chaotic world of the Fading Suns. People are rathar
pratective of their reputations and don't take kindly to people dis
paraging tham, Howevar, most people can readily choosa which
insults to challenge or ignore. Nonetheless, somavillains are par
ticularly good at baiting thair rivals; their foul words rarely fall fg
get a passionate response,

Once per day, you may daliver a withering Insult to somg
ane, That person must fight to control his temper or lose all salf:
control, discarding all norms of social propriety and common
sense until he has extracted an apology from you.

The insulted parson must make a Will save. The DC is-equal
to your Charisma modifier + your leval,

Success means he can choose to deal with the insult how
evar ha likas, although he cannot pretend it wasn't vile. Failurs
means he loses control and immedistaly soaks satisfaction from




you: either challenging you to a duel, shooting you then and thare,
whistling for his gang of street toughs to doscand on you, ete.

He will stop whatever he is doing, as long as doing so doesn't
put him in obvious danger. In other words, he won't Wwrn his at-
tention from the rampaging grackle fox just to deal with an insult
However, the insult still hurts;-and he will daal with it as soon as
the danper has passed.

Example: A Hawkwood noble is constantly baited at a so-
ginl affair by a slimy Decados, who keeps implying that the
Hewlowood's intimate undertakings are a joke. Finally, the innu
indoas are too much 1o handle. The GM asks the Hawkwood's
playar to make a Will sava to avold throwing down a gauntlet
then and there, challenging a rival who to all appearances is a
Better fencer than himasalf

Well-Traveled [Social]

You have bean there and dong that. You know a lot of things
about the places and people you've seen, although you can't nec-
essarily remembear them whan you nead to

Prerequisites: Any character class leval 3+,

Benefit: Acts as the Bardic Knowledge shility. You may make
g knowledge check modified by level « Int mod to see whethar
you know relevant information about a person, place or thing.
The DC varies with the obscurity of the topic.

Xeno-Empathy [Social]

You have studied a race and knaw how to interact with and
read that race.

Banafit: This feat negates the -2 panalty for Bluff, Diplo
macy, Gather Information, and Senses Mative chocks against the
tvpe of alien salected when this feat is taken

Special: This feat may be taken multiple times. The effects
do not stack; anothar race must be selected each time this feat is
takan. Common choicas for the feat are: Children of the Ur (bath
Obun and Ukar), Viorex, Etyri, Gannok and Shantor,
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Equipment

Life in the Fading Suns universe is diversified. From one dwell-
img to the next, [amily lifestyles can differ greatly, While there is
little to separate a serf"s existence from that of a pauper in the Middle
Ages, for those with a lide money, the entire world can change. In
Fading Suns, the difference between living in a hovel with a hay-
gack for your bedding and living in an air-conditioned apartment
with a waterbed is the amount of money you can spend.

Sadly, this discrepancy goes far beyond mere dwellings. For
most serfs, anything even close to advanced medical care is legend-
ary, the stull of kings. Poultices and home remedies are the rule,
surgery and antiseplic are the exception.

In this chapier are a few examples of what Fading Suns char-
acters might be able to afford to add o their accouterments, de-
pending on how successtul they are: The costs listed are averages
on the open market; berter-designed or manufactured versions will
be more expensive. These are mere samplings of the vast amount
of gear available in the Known Worlds. If a piece of equipment is
notlisted here, the gamemaster should feel free to come up with it
o his own,

Tecl‘mﬂlﬂgy'

There are & number of reasons why technology is rare in the
Enown Worlds. Perhaps the greatest cause is the Church, After the
misery of the Fall, the Church zealously readopted their old,
Diaspora-era doctrine of anti-technology. Church inguisitors are
always on the leok out for what they deem to be dangerous innova-
Hons, and they routinely proscribe certain “forbidden” tech, polic-
ing this with martial search-and-destroy missions.

Woe be it o those wily Enginecrs who are vain enough 1o
believe that their secret labs are safe from the law of the Pancreator's
army. When ingquisitors find a secret lab or research outfit, they
send their troops n and blow the place to smithereens, Usually, the
atlprits behind the forbidden tech are Grst given the chance 1o sur-
render and recant, but since this usually involves a “cleansing”
session (torfure), most renegade sclentists attempt to lee the scene
of the crime. Some even escape — but they spend the rest of their
lives looking over thelr shoulders, waiting For the tread of the in-
quisitors’ boots,

In addition, many groups (especially the guilds, but the houses
as well) jealously guard their own tech advances, going so far as to
assassinate anyone else who discovers them, Technology is power,
and he who has the edge wins, At least, this was the case during
the Emperor Wars. Now that Alexios is in charge, he {5 attempting
to consalidate technology under the office of the Emperor. Most
houses have agreed — in principle, at least. But everyone knows
each group still has its own secret labs, developing new and old
tech for the next bid at the Emperor's throne.

Another stumbling blocks on the way o high technology is
data. Most high-tech information was lost alter the Fall. Some of it
was intentionally destroyed; other data was simply buried and has
vet to be rediscovered. As the Known Worlds culture was rebuilt, it
rebuilt around new computer languages, and the old knowledge
stored on old operating systems was lost or is now irretrievable, In
additions, computers were often the first targets in any war.

In the martlal atmosphere of the empire, so soon after the
Emperar Wars, current tech research concentrates on wartime ad-
vances and limits the study of non-war applications. War tech is
usually more advanced than the common evervday tools of life
While a militiaman on a backworld may have a laser, his wile still
cleans the shirts on the rocks by the stream, hanging them out to
dry and dreaming of the luxurious washing machines of the rich
merchant families,

Finally, the difficulty of interstellar communication slows the
spread of new tech {and thus progress). All these factors (and more)
make innovation and new research a challenge.

Money

The basic unit of commerce since Alexius took the throne is
the *firebird” (abbreviated *fb"), so called because it bears his phoe-
nix crest on one side and his portrait on the other, This unit is
broken Into quarters (“wings™) and halves (“crests"). Firebirds are
minted only on Byzantium Secundus using a unique metal called
prismium, which requires Second Republic tech to forge (this tech
is heavily protected by the Imperial Eve, making it extremely hard
to counterfeit), 1es value is actually equal to the coin It represents —
one coin holds about one firebird in value in its metal alone.
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Teuh Level C]‘l.eu't

Tech
Level Era Item
o Stone age Flint dagger
1 Medieval Swords, wigons
2 Renaissance Gunpowder
3 Victorian Elecricity
4 Mid-20th century/ Adrcraft, early computers
Fading Suns era
5 Diaspora Spacecraft, ceramsteel
Early 2nd Republic Advanced starships,
advanced computers
T Second Republic Shields. robots (early A.L)
8 Vautech/ Terraforming, adv. AL
Late 2nd Republic
a Lesser Untech Soul Shard
10 Urtech Jumpgate

Masterwork Levels

Tha high-tech science of the Second Republic developed
all sorts of ways 1o improve craftsmanship. This Is repre-
sented in Fading Suns: d20 by three diffarent levels of
masterwork:

1= Mastarwork. {Craft DC 20} Add +350 to weapon cost,
+1 attack bonus and 1 hit point. Add 4150 to.armor cost, =1
armor check penalty. Add <50 to tool cost, +2 nonstackable
circumstance bonus to:a related skill check,

2=Exemplary. ([Craft DC 25) Add +1400 to weapon costs,
+2 attack bonus and 2 hit points. Add +600 to armor cost, -2
armor check penalty and -5 |b from the weight. Add 4200 to
tool cost, +4 nonstackable circumstance bonus to a related
skill chaeck.

3 = Supreme. (Craft DC 30) Add +5600 10 weapon costs,
+3 attack bonus and 3 hit points. Add +2400 to armor cost, +1
max Dex bonus, -3 armor check penalty and =10 Ib from the
wielght, Add 800 to tool cost, +6 nonstackable circumstance
bonus to a related skill check.

Throughout the book, costs for ltems are given in lirehirds (1/
4. 142 or whole). When converting from modern, 21%-century LS,
currency, fgure that one firebird s worth roughly 10 dollars. A
crest is worth about five dollars, and a wing is worth about one
dollar.

There {s no central stock exchange for the Known Worlds. The
Empire tries to set a fixed firebird rate for certain items, such as
military construction contracts, but ourside of Byzantium Secundus
or Tethys, merchants and manufacturers can charge whatever they
think they can get away with.

The advantage the League has over local guilds is that they
can set their own fixed rates across the Known Worlds, providing
interstellar travelers some stable spending base — as long as they
trade with League merchants, On certain worlds, they will even lower
thelr prices somewhat to compete with logal prices. However, since
they are interstellar and depend on répeat business, they rely in-

Converting Currency

When converting from costs given in other d20 Sys-
tem publications; usa the following guidalines.

1 firahird = 1 gold piece

1 crest = 5 silver pieces

1 wing = 2 silver pleces and 5 copper pleces

1 talon = 1 silver plece and 2 copper pieces

stead on more expensive but dependable goods, Travelers cannot
be sure what they are buying when they buy local.

The cost listed for items in most Fading Suns sourcebooks
represents this fixed rate set by the League, although costs will
fluciuate somewhat with local supply and demand,

Rogue Coinage

The farther one gets from Byzantium Secundus, the more var-
fed the coinage one encounters, While, strictly speaking, alternate
colnage to the firebird s fllegal (Alexius has declared his firebirds
to be the only legal tender throughout the empire), they are often
accepted amyway. However, the value of these rogue coins varies
radically, The guilds are under strict warch on valuation of the
firebird, but few can keep track of black markets.

While rogue coinages vary, their uses are usually very similar,
They can be broken down into two different types: talons (purely
local lucre, from a single fef or city) and house coins (usable only
within that house’s fiefs).

Talons come in many varieties, from the Madoc Coral {made of
rare coral found only on that world, requiring special skills to carve
properly) to the Tethys Matriarch (gold coins with the profile of
Baroness Felicity Hawkwood, found only In one fief in the distant
Grampas Mountains). While their value varies radically, they are
considered the lowest class of coinage acceptable {or trade. The
Reeves call these coins “ralons." since you can usually exchange
one firebird for eight of them (the firebird depicts a phoenix with
eight talons). One wing will yield two talons and one crest will yield
four talons.

Among the varied house colnages are “mantises™ (House
Decados coins, with its crest stamped upon them), “claws” (the
Hazat), *crosses" (Li Halan) and “sparklers” (al-Malik). " Black li-
ons" wiere once minted by House Hawkwood, but they now support
Alexius' demand for one firebird. Most house coins are now valued
similarly to talons (eight house coins are equal In value to one
firebird).

Weapons

There are all manner of weapons used in the Known Worlds —
from swords and bows to frap sticks and slug guns.

Melee weapons saw a resurgence after the Fall, since energy
shields are common among the nobility and those who can afford
them. However, the needs of internal starship combat also helped
promote their return. The ranged weapons necessary to penetrate
space marine armor risk damaging a ship if they hit a key compo-
nent. Thus, marines and pirates have turned to melee weapons when
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endoard ships. The nobility's adoption of a dueling culture only
#lis to excuses for carrying melee weapons.

Firearms
Slug Guns

Bullet-firlng guns are not exactly rare in the Known Wotlds,
Sl they are outlawed among the peasantry, Thus, the majority of
the Enown Worlds population is forbidden to handle a gun, leaving
f sport up o freemen and nobles. And a sport it is, for the nobles
demand that their guns be elegant and a nlee accessory o thejr
putfits. The slug guns of the Empire are designed for looks and
fmctionality. Noble slug guns tend to resemble Renaissance duel
B pistals but act like advanced 21%-century firearms, While many
s are still factory manufactured, nobles insist that theirs be hand-
made by master crafismen. This takes longer, of course, but usually
reates a superior gun. The profession of weaponsmith to royalty is
i important and locrative one.

There are two different types of slug gun pistols: revolvers and
aulofeed puns.

e i

Energy Guns

Most energy guns came from Vautech filtered through Second
Bepublic manufacturers. At the height of the Second Republic, some
of these weapons were even improved beyond the Vau's own level
al desizgn, bur that wasa long time ago, Most of these are still manu-
Bctured, but they are very expensive, well out of the range of most
buyers,

Fusion cells are required for most of these guns.

Firearms Rules

There are a few special rules 1o consider when using fire-
ETTS

Using Pistols in Melee

Pistals are ranged weapons but, unlike other ranged weap-
ons. they do not provoke attacks of opportunity when used in
males, Combatants using pistols in melee do not get to make at
1&ks of opportunity with them; pistols just don't threaten and hold
i fos the sama way waving 8 sword does. The Crack Shot feat
does allow & character to threaten adjacent areas with a pistal,

4 pistal used in the off-hand is considarad 1o be.a light
weEpan. It only levies two-weapon fighting penalties in the round
Hiat il is actually fired, Once fired, penalties for two-weapon fight-
ing-and off-hand weapon apply. If it is never fired, no penaltias
| e laviad.

Maximum Range Increments

A firsarm may Tire up to 10 range increments, the same as
projectile weapons.

Attacking Objects

Firearma {including sfug guns, blasters and lasers) do not
&le their damage when applied against an object's hardness.
They inflict full damage against objects
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TaeLe 5—1: WEeaPoNs

Weapons Costt Damage Critical Range Weighttt Type Ammu
Simple Weapons — Melee
Tiny
Daggear, spring 5 1d4 19-20/x2 10 ft 1lb. Piercing
Shocker* +100 (sf)  +1d6 +11b. + Electricity 15 (sf)
Vibro Blade* +120 (sf) +2 lbs 25 (sf)
SimpLe WEaPoNs — RANGED
Tiny
Autofeed, Lt. 150 (5/1)  1d6 x2 20 ft 2 Ibs Piercing 17 (.32
Derringer, autofeed 60 (5/1) 1d6 x2 10 ft 11b. Piercing 5(.32)
Derringer, revolver 50 {5/1) 1d6 X2 10 ft 11b. Piercing 2 {.32)
Laser, Paim 200 (sf) 1d6 19-20/x3 20 ft 11b. Piercing 7 (sf)
Revolver, Lt 100 (5/1) 1d6 x2 20 ft 2 Ibs Piercing 6(.32)
Stunner* 300 (sf) 2d4 § 19-20/x3 20 ft 2 ibs Bludgeoning 10 (sf)
Smal
Autofeed, Med. 250 (3/1) 1d8 x2 30 ft 4 lbs Piercing 14 (.40
Autofeed, Hvy. 300 (1) 1d10 x2 40 ft 5 ibs Piercing 10 (.47
Laser Pistol 400 (sf) 1d10 19-20/x3 40 ft 3lbs Piercing 15 (sf)
Revolver, Med. 200 (3/1) 1d8 x2  30ft  3lbs Piercing 6 (.40)
Revolver, Hvy. 250 (1) 1d10 x2 40 ft 4 |bs Piercing 6 (.47}
Martial Weapons — Melee
Medium
Frap Stick* 100 (sf) 1d6 (+1d6) x2 4 |bs Bludgec g + Electricity 15 (sf)
Martial Weapons — Ranged
Small
Blaster Pistol* 700 (sf) 2d6 x3 30 ft 5 Ibs Piercing 10 (sf)
SMG(A)* 350 (3/1) 1d8 +1 X2 30ft 6 ibs Piercing 32 (.40)
Splinter Pistol(A)* 200 (5/1) 1d6 x3 30 ft 4 lbs Piercing 7 (flechette + sf)
Medium
Laser, Assault 700 (sf) 2d6 19-20/x3 90 ft 8 lbs. Piercing 20 (sf)
Rifle, Assault(A)* 500 (2/1) 1d12 x3 60 ft 10 Ibs Piercing 30 (10mm)
Shotgun (buckshot) 300 (5/1) 3d4 x3 20 ft 8 Ibs. Piercing 7 (buckshot)
Shotgun (slug) 300 (1) 1d10 x3 40 ft 8 lbs. Piercing 7(.47)
Splinter Carbine(A)* 400 (5/1) 1d10 x3 40 ft 10 Ibs Piercing 13 (flechette + sf!
Large
Blaster, Rifle* 1000 (sf}  3d6 x3 80 ft. 13 Ibs Piercing 15 (sf)
Blaster, Shotgun* 1500 (sf) 3d6 19-20/x3 30 ft. 15 lbs Piercing 8 (sf)
Laser, Rifle 1000 (sf)  2d8 19-20/x3 120 ft 10 Ibs Piercing 23 (sf)
Rifle, Imperial 200 (3/1y 1d10 x3 100ft 101bs Piercing 10 (.40)
Rifle, Sniper* 700 {2/1Y  2d8 19-20/x. 120 ft 12 Ibs Piercing 5{13mm
Exoric Weapons — MeLee
Medium
Flux Sword* 30K (sf) 2d8 19-20/x3 3lbs Piercing and Slashing T
Glankesh Sword 20 1d8 19-20/x3 6 ibs. Slashing i
Wireblade* 10K (sf) 1d6 18-20/x4 3 Ibs. Slashing
Autofire

Some weapons are capable of autofire — spurting a hail of

bullets with one pull of the trigger. With an autofire weapon, you
may make up to two additional attacks per round at your normal
attack bonus (three additional attacks if you have the Rapid Shot

feat). All attacks for the round suffer a -6 penalty. Each attack uses
up three bullets (or charges, if it's an energy weapon).

All autofire guns (except machine guns) can also fire single
shots, so you don't alwayé have to make an autofire attack.
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Exotic Weapons — Ranged

5= Small fugion call

paranthoses i the type of ammunition the gun fires.
* San the description of this weapon for special rules.
§ The weapon deals subdual damaga rathar than normal damaga.

Weapons Costt Damage Critical Range Weighttt Type
Small
Whip, Barbed * 30 Tda %2 15f.* 3lbs Slashing
Whip; Snickersnee * 75 1d& nZ 16" 3Jlbs Slaghing
Whip, Surasnaka ® 4100 {sf) 19-20/x2 15 fi.* +1 1b. Slashing
Medium
Flamegun® 160 (14sf]  1d10 19-20)x3 30 10 Ibs. Fire
Large
Futhanga bow, Lt.* 100 1d8 x3 100ft. 5lbs. Piercing —
Arrows [(20) 1 — — — 3 |bs. —_ —
Futhenga bow, Huy.® 120 1d10 x3 Mof.  6lbs. Piercing —
Arrows (2001 — - - 3 Ibs. —_ =

1 Cogts are in firebirds. The cost in parentheses s amount of ammunition bought par firebird.
11 Waight includes a full load of ammunition. Weights for-ammunition types are given in the ammunition descriptions.
t#1 Ammunition ligts the amount of shots the gun can hold in its oylinder, magazine or fusion cell befors it must be reloaded. The number in

Aimed Shots

Youean take a full-round sction to aim a gun, using the gun's
ron sights to get a better bead on your target. On the following
raund, you can then fire at the target as a full-round action {you
eannot move in the same round in which you take an aimed shot).

An simed shot gets a +1 attack and damage bonus.

Scopes

Riflas often have scopes — telescopic lanses that magnify
your view of yaur target and offset some of the range incremant
penalties. Scopes are rated by the amount they increase a gun's

range incremeant.

Magnification Range Increment Bonus Weight Cost
fu +10 1 M. a0
10x +20 +1 lb: 75
Fill] +40 +2 Ibs. 100

Firing a gun whila using a scope |8 a full-round action (yau
gannotl move and use the scopein the same round). As usual, you
provoke attecks of opportunity for firing a ranged weapon,

If you wish 1o use a scope for an aimead shot, you must spand
twi full rounds lining the targat up through the scope (first raund)
wnd catching him in the crosshairs (second round) before firing
fthird round).

A Knave who spends the proper amount of time aiming a
waapan through a scope suffers no range limitation fora Sneak

Attack.
See a weapon's description to see if it can be fitted with &

Fml'.ase.'r Sights

Small, Medium and Large guns (but not Tiny) can be fittad
with laser sights, beams of light that help you line up your shot
on a target. A sight usually consists of a small pointer abave or
helow the barrel that projects a red circle or crosshair onto what-

gvar objects the barrel is aimed at.

A laser sight allows you to take an Aimed Shot as a move-
aquivalent action Instead of a full-round action.

A laser sight usas a tiny fusion cell that lasts for 24 hours of
continuous use, The cost is 200 firebirds,

Silencer

Attached to a slug gun, a silencer muffles at least some of
the noise made by a shot. Silencers vary just as much as any
other technological artifact in the Known Warlds; some completely
deaden the noise and make a gun more accurate, while others
barely do anything and burn cut efter only a few uses. An aver-
age silencer requires anyona not near the shot (in the same room
or within 20 meters) to maks a Listen check to hear the gunshot
and know what it |5, These are illagal on most planets. Cost: 16
firebhirds. Waight: 1 Ib.

High-Tech Weapon
Materials

Weapons made from high-tech plastic and metal alloys have
spedial considarations.

Plasteel: Halve weapon weight. Melee weapons and guns
may be made from plastesl, but not bullets, Flasteal guns can
evade low-tech detection devices (TL 5 devices and below anly
deatect for metal). Nonconductiva, Cost x2.

Hephaestium: Add +1 attack bonus and +1 damage to me-
lee weapons A hephaestiuvm-jacketad bullet gets + 1 attack bonus
and =1 damage. Add 2 hardness and 1 hit point. Cost x4.

Mercurium: Add <2 attack bonus and +1 damage to mealee
weapons. A merourium-jacketed bullat gets +1 attack bonus and
+1 damage, Add 2 hardness and 1 hit point. Weapon weight is 1/
3 |ese (divide base weight by 3, round down, and subtract result
from base waight), Cost x6,
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Ceramsteel: Add +3 attack bonus and +2 damage to meles
waapons, A ceramsteal-jacketed bullet gets +2 attack bonus and
+2 damaga. Add 5 hardness and 3 hit points. Weapon weight is 1/
3 greater (divide base weight by 3, round down, and add result 1o
hase waight). Nonconductive, Cost %10,

Weapon Descriptions

Autofeed: Autofeed slug guns carry ammunition in spring-
loaded clips or magazines. When the gun fires, another bullet is
automatically fed into the chamber for the next shot {manually
engaging tha slide will also load a bullet into the chamber), It s a
maove-equivalent action to reload an autofesd gun with a new clip
or magazine.

Autofeed guns jam whenevar the person firing it rolls a natu-
ral *1" — tha bullet is caught between the clip and the chamber,
Until the Jam is cleared, the gun will not fire (clearing a jam takes
ona action),

Lighr: Equivalent of a twentieth century .32 autematic or a
Walther PPE. The most well known in the Empire is the Mitchau
.32 Rumbler.

Medium: Think of a 9mm Browning or similar 20/21%-cen-
tury pistol. The Known Worlds equivalent is the Mitchau .40 Rip-
per.

Heavy: Similar to a.455 Desert Eagle or other heavy 209/21¢.
century pistol; the Known Worlds equivalent is the Sumpter 47
Urthgquake.

Blaster (TL7): These marvels of technology generate plasma
from fuston cells using a mysterious ransference chamber stolen
[rom Vau weaponry, Gnly a few people in the Known Worlds under-
stand these things, and they are usually master weaponsmiths for
the guilds, revealing their secrets only to loyal apprentices after
years of study.

When the trigeer is engaged, a force ficld forms about the
plasma and is violently ejected down the barrel. 1t hegins exploding
once it exits the barrel, leaking through the field, Once it hits a
physical object {the target, hopefully), the ficld disintegrates, loos-
ing the full force of the plasma.

Blasters can leak through energy shields — a shield’s dam-
age reduction is lessencd against blaster hits. Sea Energy Shields,
below.

Pistol: The only reliable blaster pistol that nobles trust is the
Alembic, manufactured by the Supreme Order of Engineers under
Various contracts,

Riffe: The best-known model is the Crucible.

Shotgun: An awesomely deadly weapon, firing a scattering
discharge of plasma balls with one pull of the trigger. The Volcano
is the model feared by anyone with an ounce of sense.

Dagger, spring: The “spring knife" has the same traits as any
other dagger, but the blade stays concealed in the hile until its user
presses a button and brings it into play. Some of these are excep-
tionally well-concealed, being worked into belt buckles and jew-
elry, but these are even more expensive than the normal ones, Need-
less 1o say, possesston of one of these is a crime in many cities —
these aren't tools.

Derringer: A palm-sized gun designed to be hidden in a boot
or other concealed but easy-to-reach spol. This gun can be either a
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revolver (2 shots) or auiofeed (5 shots),

Flamegun (TL5): A popular weapon among Avestites 3
famegun holds a canister of Ka-plant oil (an alien plant native &
Pyre}. With the pull of a trigger, this highly combustible oil is sprayad
past a spark at the tip of the barrel, igniting into.a fume of burning
and smoking oil, The Ka ol is kept cool by refrigerants in the can-
isters, which are powered by fusion cells [considered to last for 10
shots, until the canister is empty), but after even two firings, the ol
heats up enough to send billows of black and awful-smelling smoke
pluming out of the barrel, It is this smell that often reveals the ine
pending presence of the Inquisitdon,

Flameguns delivers fire damage as a ranged touch attack (ig-
nore armaor bonuses to AC unless the armor is Tiro-retardant), For
the next two rounds, the target takes an additional 1d6 of dam-
age. He can take a full-round action, attampting to extinguish the
flame before the damage is inflicted — this requires a Reflex save
{DC 18}, IT he rolls an the ground, he gets a +2 bonus. Leaping inta
water automatically snuffs the burning Ka oil.

Flux Sword (TL8): An energy sword. Flux swords — like most
Second Republic energy tech— were developed from stolen Vautech,
At the Rick of a switch, a sword-shaped force field is created whidh
instantly fills with plasma. Like blasters, Aux swords can leak
through energy shields. These swords are powered by a Fusion cell,
which lasts for 30 turns. Flux swords are rarely made today: the
technical know-how is arcane.

Frap Stick (TL4): A light mace with a built-in shocker (ses
bielows.

Its additional 1d6 damage is rolled after any energy shisld
activation roll {this damage does not modify the activatian roll),
Its small fusion cell holds 15 charges. Each hit releases one charga,

Futhanga Bow: A special longbow, made to accommodate 3
Vorox's size and muliiple limbs,

& futhanga requires at least thrae limbs (and a Large-sized
creature) 1o use it: two to hold It and ana to draw an arrow, The
bow has two strings running parallal to one another, each of which
can ba nocked and drawn at the same time, although this requires
the use of a fourth limb to hold the additional arrow,

Two arrows can thus be fired with one release of the bow,
allowing its user two bow attacks. If you also have the Rapid Sho
feat, four attacks can be made, but each sufiers the -2 penalty.

A heavy futhanga bow requires a Strength of 14 or higherto
draw its stringlsh; those with lower Strength scores suffer a -1
attack panalty for every two levals lass,

Glankesh Sword: A deadly crescent blade resembling a chi-
nese deerhook sword, These blades were invented by civilized Vora
te make up for their lack of claws (feral Vorox spumn these swords),
While they are one-handed swords, Vorox warriers usually use one
in each of their four-fighting hands. The crescent shape allows them
to create a circle of death around their bodies as they slash the
swords about with all arms,

These swords are almost sacred to some Vorox warriors, who
painstakingly engrave them with sigils of victory and hang “tro-
phies” from the handles (enemies’ teeth, hair, ete.). They don't like
it when someone touches their glankesh without permission.

Laser (TL6&): Lasers fire beams of coherent light.

When firing through thick fog or smoke, or anything which




coubd seatter or defuse the coberant beam, subtract one paint from
fhe damane (although the minimum is always one point),

Assaeelt: A laser carbine, designed for urban or short-range
cambit. The Varsten Blacklight carbine competes with the Martech
Red for popularity. The Varsten rifles are manufactured by House
Decados, and the Martech guild is nat happy about this, espedially
since certain royal troops seem to prefer Varsten lasers,

Falr: A derringer-sized laser, used for self-defense when it 1s
nat possible to carry a larger gun. The Martech Midget is the mosi
popular model, manufactured by Martech, a sub-guild of the Engi-
NEErs,

Pisrol: About the size of a medium autofeed slug gun, the
Martech Gold (so called because It emits a yellow beam) is the stan-
dard laser handgun of the Known Worlds,

£ifle: The Martech Indigo is the most popular laser rifle model,
about the size of a sniper rifle.

Revolver: A revolver is a slug gun that holds its ammuni-
fion In a ratating cylinder; sach pull of the tripger cocks the ham-
mar and fires & bullet. Anather pull firas again by rececking and
rotating the cylinder where the next bullet is in line with the ham-
mer: the gun can also be manually recocked by pulling down the
hammar with tha thumb.

Bullets are loaded into the cylinder ona by one or with a
speecloader (a cylinderlike device which itself must be loaded
ane by one bul which can be earried preloaded). It takes a full-
round action to fully reload a revalver by loading the bullets ona

by ona; it is a move-equivalent action to reload with a speed loadear,

Revolvers do not jam {there is no special penalty for rolling a
natural 17 when firing a revolvear),

Light: These small pistols are popular as civilian sidearms, One
model is the Mitchan 32 Protector, manufactured by the Mitchau
family under the patronage of House Hazat.

Medivm: Much like a 200/217-century .38 special. The Mitchau
A0 Thunderer is popular.

Heavy: Like the 20M/21°-century .44 magnum, these heavy
guns can bring down large animals. The most popular Known Worlds
models is the Sumpter .47 Ulik (named after a vicous Malignatian
mammal}, manufactured by the Sumpter family under the patron-
age of House al-Malik.

Rifle: There are a variety of different rifle tvpes.

Assaule Think of any number of 202/2 1 =-century assault rifles,
from an M-16 to an AK-47. There are many Known Worlds models,
such as the Masseri 10mm Stomper or the Van Gelder Thracker
(named after an astonishingly quick reptile from Vorox), All as-
sault rifles are autofeed guns, and most of them are capable of
autafire.

Tmperial: Alexius' generals are trying to standardize the
Empire’s weaponry. The standard armored trooper is given this cheap
but well-manufaciured assembly-line rifle. Nearly a dozen guilds
and an egual number of Imperial armories are making these cheap,
low-quality rifles. The rifles are now finding their way into the black
markets of every planet where there [s an Imperial milisary base.

Srifper: These sleek and accurate rifles come n many varieties
with many add-ons (sights, silencers) and some can break down 1o
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he cartied in a suitcase for assembly at the sight of the intended

KIL Most sniper rifles use bolt action {each shot must be cham-
bered manually). The Radir family handerafts the most sought-af-
ter sniper rifles, under the patronage of House Decados,

Shacker (TLS): This small electrical unit can be applied to
any males weapon (craft DC 20), as long as it is made of conduc-
tive materials (no plasteel or ceramstoal), It releases an electrical
shock upon whamever it impacts. Its additional 1dg damage is
ralled after any energy shield activation roll (this damage does
not modify the activation roll). The shockear is powerad by a small
fusion cell that holds 15 charges. Each time it releases a shack, it
uses ane charge,

Shotgun: Like 20/2 1“-century models, most shotguns throw
an arc of pellets (buckshot) rather than a single slug, although some
madels can fire either shot or slugs. Most Known Warlds models
are pump loaded, but there are automatics and two-shot double
barrels. Best known is the Dreskel Boomer, manufactured by Ariman
Dreskel under exclusive contract 1o the Scaavers,

Splinter gun: These guns fire Aechertes, tiny shards of metal
(sometimes plastic). They each use a fusion cell to empower a mag-
netic field that propels a stream of metal shards down the barrel
with each pull of the trigger, Each cell 1asts for 10 full clips' worth of
shots, after which they must be recharged or replaced by fresh cells.
Splinter guns are capable of autofire,

Splinter guns are designed to use specifically made flechettes,
although pistol and carbine flechette ammo is interchangeable, A
splinter gun can be loaded with a handful of unprepared sabot {crude
metal shavings, for instance), but firing such sabor will harm the
barrel. Only one such shot can be made; alter that, the gun must be
repaired or the barrel replaced before it will fire even regular flechettes
again. Two types of special fechettes, thoms and fangs, are de-
tailed in Ammunition Descriptions, below,

Fiseol: One famous model is the Rexnor Nail Gun, utilizing
cheap ammunition shaved from recycled metal implements,

Carbine: The only model currently being manufactured [s the
Reznor Model 1X,

Stunner (TL6): Stunners emit a concussive force feld that
causes nervous system shock, effectively stunning a target or knock-
ing her unconscious.

Ifa target takes any damage from a Stunner, he must make a
Fortitude save (DC 10 + subdual damage deliverad by the stun-
nerl. If successful, thare s no further effect, although the gun's
subdual damage is still taken, If the save fails; he is stunnad far
one round, in addition to taking the gun's subdual damage, A natu-
ral 1.on the save check maans he falls unconseious.

These were Second Republic riot police weapons. Due to the
constant lawsnits brought against police by stunner victims, it be-
came {llegal to manufacture stunners with too much power. It s
rumared that the Engineers have developed a more powerful ver-
slon which can easily render a target unconscious, The most popu-
lar regular stunner is the Arbogast Sleeper.

Submachine Gun: A fully-automatic gun similar o 20%/219-
century Uzis or Macs, The Jahnisak Muffler Gun is perhaps the most
widely used im the Enown Wardde althamnoh #hi Faml e mne Ta
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apparatus so that, when a switch is flicked, the blade vibrates o
nutely but very quickly, allowing it to interfere with energy shielis

An energy shield's activation DC against a vibro-blads st
is 20. When the vibration is inactive, the sward Is not as firm it
liggles a little in its mounting), delivering one fewer points of dam:
age. A humming sound always accompanies an active vibrating
blade. Activation requires a fusion cell, which can last for 25
rounds, Switching the blade on and off does not raquire an ao
tian,

Whip: Standard whips are made of leathor.

Barbed: Sharp spikes along the length of the whip allowiits
inflict normal damage instead of subdual. Additionally, it affers
targets regardless of their armor benuses. Mighty barbed whips
aliow users to add their Strangth bonuses ta damage.

Snickarsnee; Sheathed in sharp metal scales, a snickersnes
whip inflicts normal damage instead of subdual, Additionally, it
affects targets regardless of their armor bonuses, Mighty
snickersnee whips allow users te add their Strength bonuses to
damage.

Suresnake (TL6+): This can be any of the whip types listad
above, but a special tracking wire has bean threadad throughout
the length of the whip.

The tip of the lash helds a nanite computer that can hame i
on achosen target; the tip must first be aimed at the target, then
"locked down" ori that target with a flick of a switch in tha handle
(this takes one standard action). As long as the target does not
disappear from the computer’s slght for more than three rounds,
the whip gains a +3 competence bonus to hit its chosen targeL

These whips are popular among the Chainers, wha use tham
to keap “special” cargo in line. A fusion cell s required; it can
perform up to 10 different lock downs before needing recharging,

Wireblade (TL8): A monomolecular blade — the height of
second Republic weapon technology, When activated. the monoiila-
ment blade slides out of the handle and is surrounded by & corong
of faint light (the only way to see the blade with the naked ey
Wireblades can be deadly o their users il they get careless, for the
blades will cut through Nesh with no hindrance, as if slicin & through
air. A fusion cell powers the light and lasts for 30 rounds. If the cell
runs dry with the blade extended, things could get tricky — there is
no easy way to see the blade, and people may walk into it acciden-
rally.

Awireblade ignores armor and enhancement bonuses to AL,
easily passing through physical objects. It also ignores objaect
hardness.

Ammunition Descriptions

There are a variety of slug calibars and types of slugs, from
slappars (riot ammo) to needlers {armor-piercing) to blast cap-
sules (explosivel,

Blast Capsule (TL7; +7 fb): Blast capsules have a special
charge of stored plasma that is released upon impact. Add +1
damage. Blast capsules inflict piarcing and fire damage, and |eak
through energy shialds lika fire, They cannot be made in calibers
balows AN
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Slapper (TL5; +3 fb): Meant for use against rioting crowds,
slappers knock paople down but don't damage them as much as
mast glugs. The slug is made of a viscous plastic that balloons
out as it flies through the air, impacting the target on a wider area
but with little penetration. The target fesls as if he's been wal-
loped by a Viorox's left hook.

Slappars inflict subdual damage rather than normal damagae,
but they increase their weapon's threat range by 1 (a 20 becomes
2 12-20 range, a 15-20 range becomes 1B8-20, and so on).

Sunder Slug (TLE; +10 fb): Ceramsteal fragmants in a gel
medium, encased in steel. <2 attack and +2 damage,

Viorox Claw ([TL5; +7 fb): An expanding bullet that opens
into a five-claw blossom upon impact. +2 damage.

Special Flechette Ammunition
Thorns {TL4; +2fb}: Jagged-edged flechettes. +1 damage.

Fangs (TL7; +10 fb): Ceramsteal flacheties, +2 attack and +2
damaga.

Standard Ammunition

Standard ammunition costs depend upen the availability of
tha ammo and calibar (size). The cost of clips or magazines to
hold the ammo iz usually 1/10th the cast of tha gun.

Bullets per Cost per

Caliber firebird clip* Weight

Light (.32 caliber) 5 2z 11b. per 4 clips
Medium (.40 caliber} d 4 11b. per 3 clips
Heavy .47 caliber) 1 a 11b. per 2 clips
Aszault Aifle [10mm) 2 0 11b. per 2clips
Rifle (13mm) 2 10 11b. per Z clips
Submiachine gun (.40) 3 & 11k, per 3clips
Shotgun (buckshot) 5 4 11k, par 3elips
Splinter gun (flechette) 3 6 11b. perdclips
Energy gun {fusion cell) — 1calli20fb —

* Par magazing/clip or speed loader.

AIHID]_'

Everyone needs a linle protection from time to time, especially
when traveling offworld. Naturally, most of the protecive gear avail-
able comes in the form of heavily padded dething or leathers en-
fanced with metals and plastics.

Armor Materials

There are a few high-rech marerials that have proved particu-
farly useful as armor.

Polymer Knit (TL5): A plastic-and-cloth weave highly resis-
tant to bullets. Civillan-grade polymer knit can be worn with an
eneriry shield. Polymer is nonconductive and nonferrous,

Synthsilk (TL8): One of the finest incoenspicuous armors,
synthsilk is comtortable and lightweight. Used for construction and
wility worker uniforms during the Second Republic, It comes in a
varlety of colors, but 1s quite cxpensive. Most ol the synthsilk made
loday is manufactured using precariously maintained Second Re-
public textile mills. Synthsilk was first designed and used in the
Diaspora era. Later improvements allowed for thinner, lighter ma-
terials until, by the time of the Second Republic, the fabric was as
light as cotton and just as comfortable to wear. Synthsilk can be

wiarn with an energy shield, synthsilk is nonconductive and non-
ferrous.

Stiffsynth (TL&Y: Heavy, leatherlike material, stiffsynth even
looks like leather until it is struck. Upon impact, stiffsynth hardens
tempoerarily into an inflexible shell, and then softens a second later.
Stiffsvnth is nonconductive and nonferrous.

Stiffsynth was originally used as protective gear by Second
Republic athletes during vigorous sporting events. Stiffsynth suits
are passed down from generation to generation. The secret of their
manufacture has been lost (excepl perhaps among a few secret
guilds). Most existing suits still bear the insignias of various sport-
ing teams, Stiffsynth is stretchable and can fit just about anyone of
the same relative height it was originally manufactured for,

Plasteel (TL6): A semi-flexible, lightweight, high-impact re-
sistant plastic. Plasteel is nonconductive and nonferrous.

Hephaestiom (TL&): A high-tech metal alloy that is tougher
than steel: Hephaestium is conductive and ferrous (it is adversely
affecred by electrical and magnetic amacks).

Mercurium (TL7): A lightweight, high-tech metal alloy that
is tougher than steel. Mercurium [s conductive but nonferrous (it is
adversely affected by electrical attacks bul not magnetismj,

Ceramsteel (TL8Y: The strongest known substance, made from
a high-tech blend of special alloys and ceramics. This heavy duty,
thick-formed armor is designed to withstand amazing impacts. It is
composed of the high-tech ceramics and metal combination used to
miake starship hulls. Most suits are lacquered or painted by the
awner to represent their hoose, sect or guild affiliation. Ceramsteel
is nonconductive and nonferrous,

Fire-Retardant

Fire-retardant armaor gains its armor bonus against fire touch
attacks that normally disallow it (such as against a flamegun),

This could be anything from Pyrian jurba gel smeared over the
armor (it must be reapplied datly at a cost of 3 fb per medium-sized
suit) o Ymir Enit threads woven Into the armor (soft or fabric ar-
mors only, add half again the armor's cost) to Brimstone ceramic
plating (hard armors only, double the armor's cost).

Spacesuits

Spacesuits are designed to protect their wearer from the
harmful effects of a vacuum, They not only maintain steady pres-
sure in different environments, they keap the wearar warm, If
damage is inflicted on a character wearing & spacesuit, the suit
may become breached. I the damage delivered exceeds the
spacesuit’s hardness (based on the materials it is made from}, the
suit’s hit points are damaged and the suit is cansidered breached,

A gharacter in a breached suit can take an immediate move-
gquivalent action to patch it with hardgel {if he has patches —
most suits provide 10 of them; extras cost 1 firebird each), IF he
alraady acted that round, he can still take the action, but he may
not then take any actions the next round,

If he is in a vacuum environment and can’t patch the suit the
same round it is breached, he suffers damage at the beginning of
the next round; 4d6 damage per round as his suit loses pressure.
He can make a Fortitude save to take half damaga, If he cannot
seal the suit within 10 rounds, he dies.

Standard Spacesuit: 4 standard spacesuit is made from
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Armor Maximum
>ost Bonus Dex Bonus
}00 fb +1 +8
. '000fb  +4 +6
Chain shirt
Plasteel 400 fb +4 +5
Hephaestium 800 fb +5 +4
Mercurium 1200 fb +5 +5
Medium armor
Spacesuit, standard** 300 fb +3 +4
Polymer knit, riot* 500 fb +3 +4
Stiffsynth 1000 ft +£ +4
Scale mail
Plasteel 200 fb +
Hephaestium 600fb ¢
Mercurium 1000 fl +!
Chain mail
Plasteel 600 fb +
B Hephaestium 1000 & f
Mercurium 1500 fl + +
Breastplate
Plasteel 1100 fl + +
Hephaestium 1600 f & 4
Mercurium 2000 fI + +
Ceramsteel 3000 fi + +
Heavy armor
Spacesuit, armored**
Plasteel 1500 fl
Mercurium 3000 fl
Splint mail
Plasteel 800 fb
Hephaestium 1200 fl
Mercurium 2200 fl
Banded mail B
Plasteel 1000 ft
Hephaestium 2000 ft
Mercurium 2600 fk + +
Half plate
Plasteel 2200 ft +
Hephaestium 3500 ft +
Mercurium 4000 fk +i
Full plate
Plasteel 4400 fb +8 +
Hephaestium 5000fb  +9 ¥
. Mercurium 6000 fb +9 +
== Ceramsteel 9,000 ft +1 +

Armor — Speed

Check Penalty (30 ft.) (20 ft.) Weight

30 ft VAVR 14 10 Ibs

0 30 ft 20 ft 10 Ibs

30 ft 20 ft 15 Ibs

30 ft 20 ft 25 lbs

30 ft 20 ft 20 Ibs

-3 20 ft 15 ft 20 lbs

-3 20 ft 15 ft 20 lbs

-G 20 fi 1511 25 lbe

20 151 20 b

- 20~ 151 30 Ib.

20 151 25 |b:

- 20 151 301b

20 15 401h

- 20 151 351b

20 15- 201b

20 151 30ib

20 15- 25 1b

- 20 151 351b

. 201 15- 251b

- 201 15- 301b

- 20 15 351b

5 20 15 45 1b

20 15" 40 lb

- 201 15 251b

- 201 15 351b

201 15- 301b

151 40 1b

201 151 50 Ib

201 151 45 |b

- 20~ 151 40 Ib

20 151 50 b

201 151 45 Ib

- 201 151 60 Ib

either thick, padded leather (TL4 or 5) or a synthsilk-like wea
(TL 6+). Its hardness is 4 and it has 8 hit points. Standard or dui
ing energy shields will not operate on standard spacesuits, but
assault energy shield will.

Armored Spacesuit: A standard TL 6+ spacesuit with tt
addition of plasteel or mercurium plates for added protection. |

hardness is 8 (plasteel) or 15 {mercurium) and it has 20 (plaste
or 30 {mercurium) hit points. Standard, dueling or assault ener
shields will not operate on armored spacesuits, but a battle e
ergy shield will.

Self-Sealing Suit: For an additional 100 firebirds, a TL ¢
suit (standard or armored) can be made self-sealing. It instant
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Shields

Bucklerfsmall
Plastesal &0 41 —
Hephaastium 150 +2 —_
Mercurium 200 +2 —
Ceramstesl G500 +3 —

Largs
Plasteal 200 +2 -
Hephasstium 500 +3 =
Mercurium 100 +3 —
Ceramstael 1000 +4 -

** See a spacesult’s dascription for detalls.

0
2
-1
4

* Civilian polymer knit provides damage reduction 2 againat bullets; riot polymer knit provides damage reduction 4 against bullets,

f These armors can be worn with standard and dusling type energy shislds,

3bs.
5 Ibs.
4 |bs:
8 |bs.

6 |hs.
15 |bs.
10 |bs.
20 Ibs.

TasLe 3—3: EnercY SHIELDS

M = Medium fusion cell,

sctivating fno sethvation check is allowed},

Type Cost Weight  Hits — Damage Reduction — — Resistance to Energy —
Physical attacks  Blasters Fire Electricity

Standard [ST)* 2500 3 lhs. 10 (mf) 15 7 10 15

Dueling {DU)* 3000 11bs. Bmi) 15 7 10 18

Aszault {AS)** 156,000 & lbs. 15 {mfl 15 T 10 15

Battie (BA)*** | 30,000  7lbs. 20imf) 18 7 10 16

* Only padded, leathar, synthsilk and civilian polymer knit armaors can be warn with thesa shields. Any other armor type will pravent the shield fram

** Mot forms of light and medium armor may be waorn with en-essault shield; they will not prevent shisld activation.
*** Most formz of light, medium and heavy armaors may be worn with a battle shiald; they will not pravant shield activation,

seals any bresches automatically as soon as they occur, |t can do
sp25times before its hardgel sealant needs replenishing (1 firebird
per patch),

Frictionless Gel

This amazing TLY substance was first created during the Sec-
ond Republic for use as a frictionless oil in advanced engines. How-
ever, someone early on realized its potential as a toy, and began
narketing it as a *slimy fun gel for slick, slippery play.” 1t is ap-
plied to s surface (such as a piston or gear, existing suit of armor, or
himan skin); after an hour of drving, its dried surface becomes
[Hictionless. Obviously, this can avoid a lot of kinetic damage, but if
misapplied, can lead to pratfalls. Gamemasters and players are en-
maraged 1o get creative with the possibilities. The effects only last
ftra day before the substance dries out completely. Frictionless gel
an be smeared over any type of armor; modifiers stack,

Add +2 AC 1o any armaor (or person) smoared with friction-
lasg gal. The cost is 600 for enough to cover a medium-sized hu-
manaid for one day.

Energy Shields

Energy shields are not uncommon in the Known Worlds. Any-
one involved in dangerous work has one. Dangerous work can be
anything from adventuring into Unknown Space; to spying on en-

emy installations, to being a diplomat to a rival house or sect.

Although shields were churned out by the millions during the
Second Republic, the theories used to develop energy shields are
now secret, but the maintenance of the technology is fairly com-
mon, since they are found all around among nobles, Church priests,
guilders and military forces, Peasants and yeomen would love o
have them, but they're not thar common,

Shields are impact- and energy-activated, meaning that they
automatically turn on when their field (usually an Inch around the
body) is compromised by a kinetic or energetic force of a certain
magnitude.

Activating energy shields: When hit, the energy shield
wearer makes an activation chack. For malee attacks, the DC is
17. Ranged weaapon fire DC is 16, The damage delivered by the
attack acts as a positive modifier to tha roll. For instance, if a heavy
revolver does 7 points of damage, that number is added to the
result of the roll. If the chack is successful, the shield activates
and provides its damage reduction and/or resistance to energy
against the attack.

Example: A heawvy autofesad slug gun hits Aleistar MacMNah
for 12 points of damage. He is wearing an energy shield, so he
makes his shiald check, adding 12 to the rall. Ha rolls a 10, which
makes for a total result of 22. The DC for ranged weapon fire is 15,
s0 the shield activates and blocks 15 points of damage (the amount
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af its damage reduction). Old MacMab doesn't suffer a scratch
and cackles as he lets loose with his submachine gun.

Features: Because of the preponderance of shields (designed
te defend against firearms and energy weapans), a dueling cultre
has arisen, where swords are the main methad of ateack. The skl
In fighting is to nick an opponent without activating his shield —
the more damage delivered, the more likely the shield will activae

Shield cores are small devices that can be placed in many dif-
ferent receptacles (which must be designed for this purpose). Nobles
prefer gilded brooches or amulets, while soldiers prefer belt buck:
les. Cores are bulky and obvions to all who know what to look fat,
although some medels (dueling shields) are concealable in a small
plece of jewelry or wristwatch.

Shields use medium-sized fusion cells. Since they are activared
only when Reld integrity Is breached, they are rated by number of
hits they can take. Each time a shield blocks damage, marl it; when
irtakes more hits than it has, [ts battery is dead and the Oeld is shi
down until a fresh cell is placed in the device {a standard action)

The drawback to a shield is that the field maintains integrity
only within an inch or so of the body. Thick clothing or armar may
destroy that integyity, causing the field to shut down. These things
were designed by Second Republicans for sport and play, to accom-
pany fashionable clothing: the know-how to adjust the field range
has been lost. Assault and battle shields are exceptions (see Table
5—3: Energy Shields),

Burn out: Shields are designed to activate for direct impacts
in a small area — a bullet, swerd point or even an axe blade, for
instance. The force fleld hardens only at the paintis) of impact
When confronted with a broad-area impact (or energy dispersal|
— such as hitting the ground after leaping off a building — tha
shield may burn out. Roll the activation check normally to sea if
the shield activates to reduce the damage, but also make a burm
out check. This is & Reflex save against DC 20. Modifiers may be
added for shield quality (+1 for masterwark, +2 for exemplary work,
+3 for suprame work),

If the burn-out check succesds, the shield works (and will
continue to work) as narmal. If it fails, the shield will work for this
impact only and then burn out for 10 rounds, after which it can be
used again. If the roll is a natural 1, the shield burns out imme
diately (fusion call dead) and will not even block this impact,

Shield Da mper

It makes sense that someone would eventually figure out the
best way to disable an energy shield. The most common method (s
4 shield damper, a device that sets up a leld disturbance on the
same vibrational frequency as most energy shields. Since shields
were developed from stolen Vautech, few people really understand
why and how they work, The frequency is invisible to most current
tech devices designed to measure energy fields,

When activated, the damper will shut down all energy shields
in it area of affect. Different models have different areas (mini-
mum 10 feet, maximum 200 feet), However, the larger the area, the
more cnergy used. Generally, a damper will work For one howr, but
less iF it covers a larger area. After the time is up, It burns out, and
exchianging batteries will not make it work again; only a repair ses-
sion with high-rech tools will do so.

Shield dampers are extremely rare and quite illegal — no noble

|
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likes to think he can be assassinated by any common thug with a
| siield domper, Nonetheless, they are sought out by nobles to use
agtinst their rivals. Using a damper on a starship can cause dam-
e to the stardrives or even jumpdrives — penalties for doing so
gually invelve being tossed from an airlock.
Costs vary, but the average is no less than 3000 firebirds.
Weight: 10 [bs.

Energy

The Second Republic standardized its power needs for most
- mnsumer devices into the fusion cell, These rechargeable hatteries
ome {n various sizes, depending on their [ntended use, but they
i 2ll be recharged at a standard fusion power station, The Mer-
thint League has kept some of the old fusion stations running, and
higre is one to be found on nearly every agora on every planet in
e Known Worlds. However, prices for use vary, depending largely
o the demand and how well maintained the station is. Some sta-
fions are gleaming, spotless paeans to Second Republic durability,
il ethers are still running only on spit and gum, and occastonal
- mplosions are not unknown.
Fusion Cell (TL&): This was the standard battery used by most
- Second Republic tech, and is still used In Alexius' time: They come
- mall shapes and sizes and can be recharged at any fusion charging
gation, which usually have adapters for any size cell. See Table 5—
- 5 Fusion Cells. Cost: 20 firebirds each (average 5 firebirds to re-

 chiirge & cell),
Size Weight Equipment types
Tirry [she head of 8 pin) — Whispar pin

- Amalt |AAA or AA battery) — Energy guns {blasters or la-

sers), flux sword

- Medium (bwo Csize battaries) 1721k Energy shields, squawker ra-
dins, porable think mochines
| Lage [car battary] 5 lbs. Srmnll skimmers or hoverbikes

Medical Gear

Medical supplies are a necessity for most adventurers. The
: w_railnhiliry of quality medicine is good for those with money, as
 there are apothecaries on all of the Known Worlds. But the better
| the medical care, the more rare and expensive it is.
Elixir (TL7): Tissue regenerative serum. Mormal doses of
II Elixir heal 3-10 {1dB+2) points of damage, but seme weak doses
hgal anly 1-4 (1d4) points, while particularly potent batehes can
heal 4-16 {2dB+2) points or more. Elixir was the original Second
- Bepublic name for this popular tissue-regenerative serum. Cost,
i per dose, 10 for the Injectar. Weight: Negligible,
Expedition Medpac (TLS): These s@minless-steel, airtight can-
Biers contain enough cotton gauze and tape to keep a small army
well-handaged. They also contain antiseptics, burn eintments and
izl medicines. Among the special equipment is a collection of anti-
vening for virtually every form of poisonous animal venem found
g the planet of manufacture (the kits can be purchased for par-
timlar worlds) and five water purification tablets, The tablets are
drsigned to treat as much as 50 gallons of warter each, and are
sseential for offworld ravelers. Also included in the kit is a 100-
tount supply of antihistamine tablets, more than enough o allow
most people tme (o adjust to new environments,

Al one time, the expedition medpac was considered essential

for space travel. In additlon o what Is carried within the pack to-
day, there were alse immunization injections for virtually every
planet. These days. the immunizations are far oo expensive and
far too unstable to add into the standard packages.

In addition to the normal medpac bonuses, an expedition
medpac provides a special +4 bonus to all paison healing checks.
Cost: 300 firehirds, Weight: 7 lbs,

Medpac (TLA): A standardized first-aid medical package found
among military roops, in starship leckers, and carried by most
medics, The white plastic box contains sterilized gavze, alcohol,
medical tape and burn ointment.

Medpace provide a +2 enhancement bonus to combat medi-
cine healing checks in addition to the bonus for stabilization and
lang-term care checks. A medpac has enough supplies for 30 heal-
ing checks before needing 1o be replanished. (Mote: The standard
healer's kit only helps stabilization and long-tgérm care checks.)
Cost: 100 firebirds. Weight: 1 1h,

Nanotech Medpac (TL7): These high-tech medpacs are a rar-
ity and are normally available only to the highly inlliential, Some
of the finest nano (miniaturized) robot rechnology available is used
in the production of these medical miracle kits, If there is a medical
crisis, this kit has the nanite for the job. From major burns to blood
infusions, from shattered bones to nerve-cell reparation, this is the
[Anest medical assismnce that meney can buy, Even optical nerves
can be rebuilt with a nanotech medpac. For instance, nanite bong
weavers (miniature robots programmed to reset fractured or bro-
ken bones by anaching themselves to the bones and aiding the
body to regulate healing) are extremely delicate and complex o
manufacture, but when used properly can reknit a broken bone ina
matier of hours,

However, this device does not come with an instruction book
and can safely be admin{stered only by a qualified surgeon (Physick
feat required). The label on the airtight briefease clearly explains
that nanotech {the original Second Republic mapufacturer) will not
accept responsibility for deformity or injury caused by the improper
use of the medpac,

In addition to the normal medpac healing checks bonuses, suc-
cessiul long-term healing made with a nanotech medpac quadruples
the normal healing rate of the patient. Once the wounds are healed,
the nanites will eventually exit the body through the patient’s waste.
Sprgeons olften keep nanite patients under watch until afl the nanites
have been recovered, although reclaiming the robots in working
condition once they've made their journey is rare.

NanoTech Corporation was once the very pinnacle of medical
emergency technology manufacturers. The company is long gone
now, as is the easy availability of their equipment. House al-Malik
continues to fund the manufacture of these kits today, but very few
outside of a noble housc can afford one. Many of the Anest and
most expensive surgeons have access to these kits, but the cost o
their patients is exorbitant. Replacements for the items in the kit
are expensive.

Cost: 1000 firebirds, Weight: 3 1bs,

Surgery Kit (TLS): This collection of surgery supplies includes
painkillers in both pill and injection form, stainless-steel surgical
tools, a cauterizer laser {instantly staunches bleeding), a sticcher
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(rutomatically sews wounds, with eight prethreaded needles for
sutures), and Inflatable bore splints, This collection also includes
everything found in the medpac. These kits were once the standard
for high-risk planetary exploration, But it is too high-tech to be
commaon dnymore,

Surgery kits provide a +2 bonus to all surgery healing checks.
Cost: 200 firebirds. Weight: 3 |bs.

Drugs and Poison

The Known Worlds are full of assassins with poison-dripping
knives, alien beasts with venomous fangs, soldiers with chemical
bombs, and merchants dealing in illicit substances. Drugs and poi-
sons come in many varieties; some samples are listed below. The
gamemasier should feel free to get creative with drugs and poisons,

Grixi: A deadly Ukarl poison, Grixi is made from the distilled
bload of a solka (an odd, albino apelike creatures from Kordeth)
mixed with various Kerdethian herbs. 1t is a greenish, slick paste
that causes excessive bleeding in wounds, This poison is especially
hated by nobles, I for no other reason than that it soils finery with
excessive Dleeding. One dose (enough to coat a dagger) cost 500
firebirds.

Type: Injury DC 17; Initial Damage: 1d4 Con; Sscondary Dam-
aga: 2d6 Con.

Plox Blade Venom: An Ukari poison. This sticky, clear paste
(made from ground boca'wr seeds and oils, found only in certain
subterranean tunnels on Kordeth and Aylon) causes paralysis when
exposed o the blood,

It requires the Alchamy skill to manufacture Plox lin addition
to raw boca'ti seeds, found only in certain subterranean tunnals
on Kerdeth and Aylon). One dose (enough to coat a dagger) costs
200 firebirds.

Type: Injury DC 13; Initial Damage: Paralysis; Secon dary Dam-
age: 0.

Selchakah: Among House Decados' most popular — and
equally contraband — exponts, is the Severan opiate poppy, which
produces selchakal: an extremely addictive narcotic which is ille-
gal eutside Decados holdings, Users proclaim that the bliss and joy
delivered by selchakah is unequaled in this world. The extremes
addicts will go te obtain more of the drug are likewlse unequaled —
murder and high treason are not unknown, 1t is rumoered that the
Decados intentionally addict nobles and high-ranking Church or
League members to the drug, and then constrict their supply, doling
out the desperately desired drug only in return for secrets, Cost: 50
{although dealers usually sell initial doses for 3-7 firebirds, to cre-
ate “consumer demand™).

Type: Ingested, inhaled, injury DC 15; Initial Damage: 1d4 Wis
and 1d4 Dex; Secondary Damage: 1d4 Wis and 1d4 Dex.

Viorox Poison: The poison from a Vorox's claws is a slow-
acting paralytic. Some have adapted it for use as blade venom or to
coat darts with — or even as a food additive (this requires a Cook-
ing Profession check to hide the smell). Vorox polson can't be manu-
factured; it must collected from cither a Vorox noble or a feral Vorox.
Sometimes, it can be found for sale, in which case, the usual cost s
100 firebirds per dose.

Type: Injury DC 14; Initial Damage: 2 Dax; Secondary Dam-
age: 2d4 Dex.
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Communications

Squawker (TL4): This radio, or "Squawker™ as it is some-
times called, is the Anest long-range radio currently manufactured
It is used by Muster Guilders to coordinate their mercenary and
slaver activities, so it's got to be reliable. Lightweight and durable
the Squawker is capable of receiving and transmiting on over 200
channels (although, in Alexius's time, there's not an awful lotof
chatter on most of these bands), and has an effective range of 50
miles. The two most common models either strap onto a belt or fix
to-a helmet. A more expensive model (TLS; +30 ib) can be wom
arouni the wrist.

Using a sguawker in combat is a move-equivalent action that
provokes an attack of opportunity,

The squawker is powered by a medium Fusion cell that must
be recharged after 24 hours of continuous use, Cost; 50 firebirds,
Weight: 3 Ibs.

Whisper Pin (TL5): This miniature radio can be hidden in
just aboul any inconspicuous object, from a lapel button to an ear
ring. It usually comes in two pieces: a transmitter worn somewhere
near the ewner's throat (lapel or ear} and a receiver hidden in the
owner's ear. The transmitter is programmed to hear only the ownery
volee and can pick up and transmit even a slight whisper from him,
and sends a signal on a special tight band with a range of 15 miles
The receiver must be worn in the ear since it releases only falnr
vibrations, which the owner must be trained to interpret.

House Decados controls the technology for these useful spy
radios and is very picky about whom they sell them ta. but eadh
house, sect or guild that uses them has its own vibration code by
which they send messages to their spies,

Using a whisper pin in combat is a free action that does nat
provoka an attack of opportunity.

The Whisper Pin is powered by a tiny fusion cell that must b
recharged after five hours of continuous use, Cost: 100 lirebirds,
Weight: Negligible.

Starlight LRCD (TLS): The Starlight Long Range Communi-
cation Device is a heavy but portable military field radio designed
for protected planet-to-starship communication in adverse condl-
tions. The bricfcase-sized radio is encased in a heavy-duty carry-
ing unit (usually plasteel, mercurium or ceramsteel) and is pow-
ered by a standard, rechargeable fusion cell. Starlight LRCDs are
expensive to manufacture, and are licensed exclusively by the [m-
petial Navy to various houses,

Using a starlight LRCD takes a full-round action.

The high cost of the LRCD reflects the fact that the technology
is not only rare but amazingly useful. LRCDs send messages in a
series of tachyon pulses, allowing for extremely short response times,
Cost: 300 firebirds. Welght: 7 lhs,
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Light

Fusion Torch (TLS): The standard light source for Second
;'{ﬁapuhlic citizans, s fusion torch is available in all sizes.

i Duration® Waeight Area lluminated
Rarclight 24 hrs {th — 10 ft. foreard
“Fishiight 24 hrs (sf) 1 I B0 ft. forwerd in a8 cone
- Lintarn 48 hrs {mf) 2 [bes, 100-ft. radius

*Continuous use,
e Tiny fusion cell.
* 5l=5mall fusion call,
2

' Wi« Madium fusion eell.

Tools

Mach Tools: A standard kit of wrenches, screwdrivers, ham-
- mar, and other tools necessary for handling mast minor mechani-
gl tasks. Without these tools, some jobs may be impossible (you
“gannot turn a Phillips-head screw with your fingers). They are used
(o perform Craft (Mech) checks. Cost: 5 firebirds. Weight: 5 |bs.

Volt Tools: A standard kit with a soldering iron and solder,
:,_‘u'hlrmeier, wire cuttars, wire, tapa and othar tools toaid in electri-
|-:ul rapair work. Without these tools, fixing faulty wiring may be

mpossible (although a little spit and gum may hold those wires
fagether long anough to make it through the jumpgate). They are
tied to perform Craft {Volt) checks. Cost: 7 firgbirds. Weight: 3
s,

I Hi-Tech Tools: There is no standard kit for working with
Bgh-tech devices; each device has its own arcane reguirements.
Characters who want to repair tech will want to collect tools as
By find them; some examples are given below. Such tools may
“inctude & fusion siphon for preventing explosions when warking
with fusion cells or blasters, a field emitter and mataer for calibrat-
i anergy weapons, spectrum goggles for sealng energy leaks,
orjust abaut any other tool imaginable. These items usually cost
mywhare from & to 10 firebirds apiece. They are used to perform
‘Craft (High Tech) chacks,

Energy Kit: Tools useful for repairing energy weapons or gn-
-upvshiatds, Also includes all tha volt toals listed above, Cost: 70
firebirds. Weight: 3 Ibs.

‘ Hoverear Kit: Toals useful for repairing hovercraft, like skim-
mirs or hoverbikes. Cost: 30 firebirds. Weight: 6 |bs.

Stardrive Kit: All the basic tool necessary to termporarily fix
- rapair starship engines. More permanent repalr may require
opds availablo only at starports or spacedocks. Cost; 100 firehirds,
Welght: 10 |bs.

Security Systems

Gen-Lock (TL6): Gen-Locks are the very finest security locks
vallable. Created during the Second Republic, the locks are specili-
‘;-,I:Hﬂj‘ designed to scan the genetic code of anyone requesting entry
‘pa building, The entire person is examined on a molecular level
'Z'l'gzscanning laser. If one of its preprogrammed genetic code files
ot met, the entrance remains barred. 1If anvone attempts forced
“eniry, the Gen-Lock immediately sends out a piercing alarm.

. Befiling a Gan-Lock requires a custom-made think machine
propram (designed to match one of the lock's preprogrammed

genetic codes) and a scrambler pad. With these in hand, an Opan
Locks skill check may be made against DC 20. A sample of the
proper ganatic code must be available when programming the
think machine software.

Gen-Locks have been around since the height of the Second
Republic. Very few people can afford to have these extremely ex-
pensive locks throughout an entire household. Most are simply
placed in certain key locations and are used to guard valuables,
Cost: 1000+ firebirds.

Magna-Lock (TL5): Magna-Locks are heavy, durable locks
that, when activated, are capable of resisting almost any force. These
ceramsteel devices come In a variety of shapes and sizes, and all
require a power source, Magna-Locks were first used during the
Diaspora Era. These locks are strong enough to resist 2,000 pounds
of pressure, and are still used on mest spacecrafts. They cannot be
picked with physical picks, but require a Scrambler Pad or similar
device. Cost: 1504 firebirds.

Scrambler Pad (TL&): Scrambler pads are small boxes with a
number of attachments for fitting into powered locks. These de-
vices are designed specifically for forcing entry into high-security
buildings. The Scravers are responsible for the first scrambler pads,
but their popularity has led to several models being designed and
sald by various manufacturers.

Scrambler pads allow Open Lock checks against electronic
locks. Cost: 100 firebirds, Weight: 3 1bs.

Wellesley Lock (TL4): A bulky, metal lock with protection
against prying. Small spring-loaded steel plates make it difficult for
a thief to break into these locks with his picks. The Wellesley steel
used in manufacturing these Jocks makes them tough enough to
discourage most efforts with anything short of a welding torch.
Wellesley Forges is best known these days for the metals its smiths
forge and sell, from weapons manufacture to starship repairs, but
the firm got its start making fine locks for valuables. Most locks
encountered in the Known Worlds are of this make. What most
people don't know s that the Scravers secretly design these locks
and know all the tricks to disable them.

Open Lock DC 25, Scravars get & +4 competance bonus to
open Wellesley Locks. Cost: 80 firebirds.

Restraints

Muster Chains (TL8): These handcuffs are the finest personal
restraints in the Known Worlds. They are lightweight, rcemarkably
durable, and come complete with a pain-inducing shocker. The
shocker is activated with a remote control device (which also con-
trofs the locks) and causes no real damage, but will drop almost
anyone unforunate enough to be wearing the chains to the ground,
writhing in pain {they are considered dazed). Since the cuffs are
made of a ceramsteel alloy, nothing found to date can break Muster
Chains withourt also damaging the wearer. The locks are incredibly
sophisticated and can only be opened with the proper code sent by
a companion remote control unit (only a culls particular unit can
open the cuffs — although a scrambler pad allows characters to
make Open Locks checks against a DC 40). Any non-Muster
gulldmember canght possessing these chains is likely to end up on
the auction block. Muster Chains are usually not sold, bur a few
have found their way to the black market. Cost: 300 firebinds. Weight:
5 1bs,
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Wet Jackets (TL7): When activated, these silvery sheets of
hard metal expand 1o cover an opponent and then contract to bind
him, These nanctech devices are no longer manufactured, but are
still fairly common {many were made during the Second Republic
and they are almost indestructible). Each jacket is attuned to a spe-
cific control device, which is small enough to fit into a pocket. Wet
jackers were orlginally designed to peacefully restrain aliens resist-
ing removal to reservations, Cost: 600 firebirds, Weight: 5 [bs.

Think Machines

Computers were once so commonplace even a child could use
one, This is no longer the case. These high-technology machines
are largely proscribed by the Church, although they are allowed in
approved libraries and for necessary uses, such as ploting jump
coordinates, Nowadays, those who use computers — called think
machines by most people — must be ever-watchful for roving in-
quisitors.

LIsing a computer does not always require a skill chack. Thosa
with at least one skill rank in Use Think Machine can turn a think
rmiachine on and run simple programs with no problem, no check
requirad, Dolng anything more than reading existing documents,
however, requires a Use Think Machine check. Creating new docu-
ments, saving them and even printing may require a single check.

Computers are extremely expensive, beginning at 500 firebirds
for the clunkiest models. All starships have think machines as a
necessity, and Drive (Starship) skill allows a pilot minimal use of
the computer, but only far piloting tasks.

AL low tech levels (4 or 5), computers are not much different
from those used in the late 20th century, although they may be
mere or less advanced. At tech level 6, different substances can be
used, such as the superior silicon-like substances found on Shaprue
or other worlds. At tech level 7, rruly advanced or wondrous mate-
rials can be introduced, such as pygmallium, necessary for artificial
intelligence neural networks, In addition, as the tech level increases,
different methods of information storage and retrieval may be used,
Some advanced computers store their data through coherent light
ar sound rather than magnetic scribblings. These advanced meth-
ods require advanced understanding of their workings — one of
the many reasons data from the Second Republic is so hard to re-
trieve, Once a light or sound think machine has broken down or
been corrupted, many do not know how ta retrieve the raw data
that may still be stored within the machine or on disks.

Most think machines store removable data on laser disks (or
crystals), which come in a variety of sizes and require a variety of
media to read them. There are three main standards — or sizes —
to most Diaspora and Second Republic-era disks: mini, standard
and mega. The mini is a tiny disk meant to fit into wristwaich-style
think machines; the sandard is the most commeon size, a bit smaller
than a [ate-20%-century compact disk but capable of holding more
memory; and the mega is a large cassette which helds an immense
amount of memory. There are other disk standards, but they tend
to be unigue to rarer think maching systems,

Some think machines can link up with other machines to share
data or programs. Such networking is rare in modern times, but is
known, especially among the Engineers or Reeves. Usually, models
produced by the same guild will network with each other, but not
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necessarily with the machines of a competing guild. Almost all Sec.
ond Republic computers can network with other computers of the
SAlMe era.

All think machines require a power source. Most built during
ar alter the Second Republic use small- or medium-sized fusien
cefls, One cell will power a think machine for about one weeks
worth of continuous use. Ceriain high-tech cities on Bvzantium
Secundus, Leagueheim and Criticorum still maintain a fuston powe
grid into which a think machine can plug,

MOTE: The bonuses provided by certain think machine mod:
als listed below assume that the user has at least one skill rankin
Use Think Machine. Those who have no such training do not g
the bonus,

Accountant (TL4): Accountancy engines were once an fnte-
gral part of Republic businesses, burt the average modern merchan
considers them to be far more useful as paperweights. Detailed pro-
grams integrate a host of facrors, Including depreciation of goods,
loss of income from funds that could have been gathering interest
in Republic banks, opportunity costs, and shortcuts in [ong-since
defunct tax codes. Users that can silence these babbling subrou-
tines, however, will be able to keep track of their business with
double-entry bookkeeping and a basic adding machine, The Reeves
have the current patent on this rype of machine, although their re-
programmed versions are very difficult 1o use, Only desktap mod-
els are known, which store data on internal drives or standard discs,

Users gain a +2 bonus te any math-based or marcantile kil
checks, Most programs run en Constantinaple or Suprema. Cost:
600.

Mapper {TL5): Learning the proper use of this laptop ma-
chine @kes a little bit of work, but the rewards are worth it. Travel-
ers venturing over long distances, either on foot or by vehicle, can
input details they encounter along the way into a personalized mag-
per think machine. The result is a slowly growing map of the planet
the travelers are exploring, Some machines require the user to ke
snapshots of the stars to help figure their position; others contain
preprogrammed disks (standard size) with maps of the more popu-
lar worlds. The most sophisticared come with a light pen that can be
used to detall the streets and byways of urban areas.

This machine greatly magnifies an entourage's ability to loarn
the geography of a new planat or town (+2 to skill checks invaly-
ing navigation, such as Intuil Direction or even Wildernass Loral,
It can also provide a detailed database on particular locations
mapped into its logs (+2 bonus to any Knowledge [Known Worlds|
checks involving those places), However, the machine is not with:
out its risks. A failed roll on a Usa Think Machine check can rasull
in & poorly constructed map or a woefully lost group of travelars.

Most mappers are programmed in either Turing or Suprema.
Cost: 700.

Facial Scanner (TL5): This simple hand-held device makes
social intercourse much easier. It can store the images of over g
thousand human and alien faces, recording not only the identlty of
an individual, but also notarions that the user wishes to remember,
For instance, if a merchant runs into a noble and his entourage, the
scanner can retrieve the noble's name, his proper tile, notes on his
proficiencies and weaknesses at fencing, records of his last three
affairs, the identity of his bodyguard, and highlighted notes on which
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dhibishop's name one should never repeat in his presence.
The device is stored in a small satchel that is worn over the
siouller. Tt is equipped with a discreet lens for observing, a micro-
fanie for recording, an earphone for advising, and a rechargeable
_i'gilirl:auu:y pack, Noble families have also been known to hand
them down from generation to generation. In game terms, this al-
s the gamemaster to feed a great deal of informartion to players
o prefer intrigue-oriented plots. Cost: 700,
~ Tracker (TL5): This device was once common on many fringe
iilds. Upon arrival, a bounty hunter or faw-enforcement official
il ebtain a few data files on escaped criminals and wanted ren-
5. The tracker would retain information on fingerprints, foot-
piinis, height and weight, scent; and distinguishing characteristics,
thetracker can also be programmed in the field (Turing or Supremay.
[f the user can converse with an Individual for at least two

mirutes; the machine will note and store all relevant details about
Bl porson, As a result, the user can later gain a +2 bonus on any
ecks o find that individual (Diplomacy chacks against his friends,
Jegther [nformation checks around town, ete.). Cost: 700.

Journal (TLG): The wealthy were once able to indulge their
ptiean by extensively and tediously documenting all details of their
8.4 @ result, there are a variety of think machines that are
siructed to chronicle all aspects of an expedition or all the minor
getalls fn the life of an adventurer. A journal is a multimedia think
michine that records written text, visuals, sounds, scientific data,
nd other sensory data, The information is organized and retriey-
e in formats that can be edited either for academic purposcs or

personal pleasure. The most expensive version of this device uses
high-quality disks that are less prone 1o decay. The Academy
Interatta is stowly building a library of journal entries io document
their expeditions {or. more precisely, the expeditions that survive
and return with their sanity inftact). Most are programmed in Tur-
ing. Cosr: 1000,

Hierarchy (TL7): A hierarchy wrist computer is intended to
be the ultimate in personal data management. The user can recite
any information that comes to mind and even store small segments
of visual information. The trick is In retrieving the information later,
If the user is curfous about anything he has previously encoun-
tered, he can ask the hierarchy a few simple questions, and theo-
retically, the artificial intelligence within the device will organize it
in a format accessible to the user. There's even @ small video screen
for magic lantern displays. The memory is seemingly limitless, but
the tech is old enough and delicate enough to eventually lose infor-
mation,

The user can make a Use Think Machine check in place of
any Knowledge skill check for topics recorded in the Hierarchy's
databanks. A failure, however, may make it hardar to retrieve any
data at all for the next day (-2 to all subsequent chacks using the
hierarchy for that dayl. Users can resort to the built-in help op-
tion, the annoying Rhetorical Hierarchy, a program responds to
any guestion with another question that may help elarify the prob-
lem. Daing so allows a check without penalty, but it takes twice as
lang to retrieve information.

The usual programming language is Turing. Cost: 1500.
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walls are usually plasteel or steel (use iron stats).

{caramsteel)
The first number is for o sliding door, the second is an iris valva

Climb

Substance Hardness  Hit Points
Plastiglass 4 Sfinch of thickness
Meaxiorate 7 15finch of thickness
Plasteal ] 20finch of thicknosgs
Terracite 10 20finch of thickness
Hephasstium 14 30/inch of thickness
Merourium 16 35/inch of thickness
Ceramstesl 20 40/inch of thickness

Walls

Break

Well Type Thickness DC Hardness Hit Points DC
Plastiglase  3in. 17 4 15 26
Maxicrete 1 ft. 35 7 180 16
Plasteel 6 ft. 30 L) 120 25
Terracits T 50 10 240 20,
Hephaestium 3in, 35 14 a0 25
Mercurium  3in. 40 15 106 25
Ceramsieel 3in. 60 20 120 25
Bulkhead* 1t B0 20 480 25

= Starship bulkheads and outer hulls are mest often caramatesl, while Inner

Unfortunately, a malfunctioning advisor can be a pain.
It might say that it does not want to reveal an answer (for
the user's own good, of course) or engage in frustrating
demands for more information in exchange. (“Quid pro qug,
itizen. Quid pro que!”) Like a wide variety of surviving
TL8 devices, It is despised by its owners almost as muchas
the Inquisition. This has reduced its price considerably, With
the pragmatism of the modern age, many devorees of tech
state that they would rather follow their own advice,

Using an Advisor normally requires a Usa Think Ma-
chine check, but Diplomacy or even Bluff checks may ha
raguired for recalcitrant models, Cost: 3000,

I“Iigh-Téch Substances

There are a number of substances created through high-
tech processes that are unknown to low-tech or medieval
cultures. Rules for these substances are provided in Table
5—4: High-Tech Substances,

Ceramsteel (TL8): The strongest known substanc,
made from a high-tech blend of special alloys and ceramics,
It is used to make starship hulls.

Hephaestium (TLE): A high-tech metal alloy tougher
than steel.

Doors Maxicrete (TL5): Synthetic concrete that is light-
weight, easy to shape and resistant to the elements.
DL Mercurium (TL7): A lightweight, high-tech metal sl
Door Type Thickness Hardness Hit Points Stuck Locked loy tougher than steel
Pr_m"'“' s 3 40 5 . 30 Plastiglass (TL5): A lightweight plastic stronger and
Airlock 11 9 240 25/30* 40 sturdier than most normal plastics, It can be made trans-
nlasteal} parent, translucent or opaque.
Airlock 11t 20 480 25/30% 70

Plasteel (TL6): A lightweight yer sturdy plastic. It can
be made transparent, translucent or opague.
Terracite (TLY): Lighter, stronger and more durable

Library (TL7): In a world where scientific knowledge s rare,
this is one of the most valuable of think machines, Library devices
are designed to interface and download with practically any reposi-
tory of data (they can read most programming languages). Much of
the tech relies on translators to incorporate the data into the proper
[ormat, artificial intefligence circuits 1o organize it, search engines
to retrieve it, protocol circuits to negotiate access, and antiviral pro-
grams to stave off contamination. W everything works properly, this
personal salar-powered device, about the size of a paperback boolk,
will retrieve the information verbally specified by the user. If some-
thing goes wrong, random [les within the machine will be corrupted.
Cost: 2000,

Advisor (TL8): This is a crude artificial intelligence that can
offer advice on any number of subjects. It does far more than store
and refrieve information, It interprets, extrapolates, compares and
contrasts, and even offers personal opinion, It is, for all intents and
purposes, a sentient think machine. This is balanced by its tem-
peramental nature, the random short circuits in its pygmallium cir-
cuitry matrix, and its occasional psychological quirks. Each advisor
develops its own personality, which can consist of anything from a
fictional archetype to an officious mediator,

than maxicrete, It is also rarer and more expensive,

Vehicles

It is not uncommeon for the serf taking his goods to market Ina
beast-drawn cart to leok up and see his lord lying overhead ina
skimmer. The serf knows that there is no way she will ever be able
to afford anything better and accepts that as the way things are.
Characters, on the other hand, almost never accept such discrepan-
cles, and the following section covers many of the vehicles they
may find themselves in — or under.

Driving

Drivers with the appropriate Drive skill do not need to make
checks to handle normal driving conditions, Gamemasters should
force checks only when they try to do something special (jump
over a hard of brutes) or something unexpected happens to them
lsomeons has cut the air brakes on their flitter), Failed Drive checks
can mean anything from |osing a race to going off the road 1o
running into amountain. See the Drive skill for suggested maodifi-
Are:

Driving is a move-squivalent action unlass a Drive check i
called for, in which case itis a full-round action.
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Attacking Vehicles

Whan attacking a vehicle, characters have the option Part Break DC AC*" Hardness Hit Points
ol aiming Tor a vehicle part or the occupants, Occupants Window, glass [ 10 1 2
gain the vehicle's cover and & +1 armor class bonus for Window, plastiglass 12 10 4 o
wvery axtra 10 mph of speed they are travaling relative to Window, plastesl 28 10 B 20
the attackar, If the attacker’s vehicle is going 60 mph and Wagan whaal 10 11 b 10
Ing target vehicle is going 60 mph, that's & difference of Rubber tire 20 11 2 2 (deflata),
10 mph; those in the target vehicla gain a +1 AC bonus. 6 (ruin}
Missas have no effect on the occupant or the vehicle, Large rubber tira 25 10 4 4 [deflate),
axcapt to break out a window if the gamemastar likes. 8 {ruin}
Attacks that hit within tha vehicle's cover range are ap- Axle {wood) 15 g e SN 20
pligd to its hardness; any damage points that excead the Axle (metal) a0 21%* 10 &0
herdness are inflicted on the character targetad. Repulsor pad 25 12 B 40
You can also target spacific parts of a8 vehicle to at- Steering vane 26 12 10 &0
{ack, Tha most commonly targeted vehicle parts are the Gas tank, ekternal 30 11 10 g4

tiraz on & ground craft or repulsor pads on a skimmer.
Gea Tahle 5—5; Vehicla Parts for the stats for cortain parts,
and then the descriptions of those parts for any affects
goined by damaging them.

Window: A darkened or coated window prevents
anyone putside from targeting anyone inside. Targating
such & window may braeak it, but it will not demage pas-

TasLe 5—5: VeuicLe ParTs

* Add «1 per 10 mph speed faster than tho attocker,

** Axles are in the undercarriage and are censiderad 1o have nine-tenths cover
against eny attacka not dalivered from directly below. IT attacked from halow, the
AC ks only 11,

*=% 10 hp: lesk — lose 1010 fuel per round; 20 hp rupture — lose half fuel in-
stantly; 30 hp: ruln —na fuel,

sengers within, Onoe a window is broken, passangers can
be s2en {unless they are ducking or hiding}, and can then be tar-
getad (they still gain their vehicle's cover protection).

Wheelsftiras: If penetrated, the tire deflates or, if enough
‘damage was done, blows up. The driver has to make an immedi-
ate Drive check to stay in control, and this and all future rolls are
it-2. Each extra tire that is taken out lavies an additional -2 pen-
dlty ta car that has lost two tires suffers a total Drive skill penalty
of -4), A ground craft can continue driving with all its tires blown
out. but it will be at -8 to any Drive checks and will suffer parma-
nent damage. It top speed will ba 10% of what it normally is,

Axla: Axles are used anly on whaeled vehicles. Damaging
&n axle causes a —2 penalty on all Drive checks until it is repaired
|fhis is stackable with penalties for driving without demaged tires).
Aruined axle causas all the tires 1o fall off — the vehicle comes to

-awrenching halt and will not move anymore.

Repulsor pad: Used to lift skimmers and hoverbikes, If a
repulsor pad is damaged, the vehicle begins to wobble, levying
{ha zame penaliies for the driver as deflated or lost tires. A ruined

rapulsar pad cuts down the vehicle's top spesd: & vehicle with
faur pads will lose a quarter of its speed, while a vehicle with six
will only lose one-gixth. Each additional ruined pad reduces speed
by the same amount, until the vehicle has no speed left, at which
point it Talls from the sky.

Steering vane: Used on certain flitter and hopper models
[TLG and balow), If a steering vane is destroyed, tha flying vehicle
tan no lenger be steered, but its altituds can still be controlled.

Gas tank: Internal gas tanks can't ba targeted for attacks.
External gas tanks {rare, but some utility vehicias, like the Scraver

_' gpen-back scrounger, below, have them) will explode if they suf-
[er more than half their hit points in damage from a single hit,
Mayone in the vehicle takes 4d6 fire damage, plus 1d6 fire dam-

I'. pe each turn thereafter ae the wreck burns (they are not on fire

and can escape the damage by exiting the carl, Anyone within 10
ft. of the exploding vehicle takes 2d6 fire damage. Meedlass to
say, tha vehicle is probably totaled.

Vehicle Traits

Fading Suns rates vehicles for a number of different fac-
tars. Speed rates the vehicle's top leval (listed in mph, or milas
per hourl, followed by how fast it can go sach round, acocumu-
lated each round until it reaches it top level {for instance, a
hoverbike can go 240 ft. on the first round, 480 the next, and 720
the next — at which point, it really doesn't matter anymore for
combat purposes; the bike has exited the scana). Hardness repre-
sents how tough the vehicle's chassis is; its rating is the amount
of damage that must be exceeded before anyvone inside is affected,
Cover shows how much protection it provides its occupants. The
People rating show how many people are needed to drive the
craft and how many can ride in it under normal conditions. Fual
lists what powaers the craft, while Range refers to how far it can go
on a full tank, fusion cell or before its team has to rest. Tha Cargo
trait details [ust how heavy a load a vehlcle can carry.

Beast Craft

The most common vehicles in the Known Worlds are powered
by the muscles of beasts, slaves and serfs. These include brute carts,
carriages, and L1 Halan rickshaws, On poarer planets, even nobles
use these vehicles more than any others,

The cammon form of transportation for most serfs is the wagon
or cart — a four-wheeled wooden box drawn by an animal (usually
a brute, but horses and oxen are also common). Most wagons are
acrually very well manufactured, but they are hardly works of art
On many planets, wagons function as roving homes, More durable




medels are known, as are those with collapsible roafs, which allow
the wagoneer to travel in the roughest terrains or through truly
nasty weather with little or no fear. Most are designed such that
only a severe catasmrophe will capsize the wagon and its passen-
gers, They are usually bullt from local resources, primarily wood
with some metal for reinforcement. An average wagorn can carry six
comfortably, along with their possessions and ample food supplies,
Brutes for pulling the wagons are sold separately, some assenibly
required.

Wagons have been a staple on many of the more remote worlds
for a long time. Having learned from their ancestors’ hubris, many
cathedrals created local laws minimizing the use of mechanized Right
and ground transporiation — lor setls at least; most freemen suffer
under no such law, Tech levels 1-4, Cost vary.

Brute Cart
TL1, huge wagaon
Speed: 4 mph/120 ft.
Cover: Dne-quarter
Fuel: Fead
Cargo: 1 ton

Hardness: 5
People: 1/12
Range: 32 miles
Cost: 10fb

This rugged cart appears anywhere brutes are found and is a
preferred means for gerting crops to market. Most serfs who own
one bulle it themselves or inherited it from their parents, They yoke
a leam of two to elght brutes to the cart and away they go. The
above traits are for an unloaded cart with a twe-brute team. Extra
brutes will not fncrease the cart's speed (bruteés can only tun so
last), but they will increase the amount of cargo they can pull.

Landcraft

These vehicles appear most frequently on planets with good
road systems — a distinct minority of the Known Worlds, They may
be powered by the wind, steam, fossil fuels, elecricity, fusion cells
or salar power. and use either wheels, tracks or skis for movement,
The guilds use more of these vehicles than does anyone else, rely-
ing on them to move goods and people from place to place, Nobles |
prefer skimmers, which cost more and carry less.

Scraver Open-Back Scrounger
TLA4, huge four-wheeler
Speed: 60 mph/180 ft,
Cavar: Mina-tenths
Fueal: Gas Range: 400 miles
Cargo: 1200 |bs. Cost: 2000 th

The Scravers developed this vehicle ostensibly for artifact hunzs
inareas where roads are bad, but have found it very useful in smug-
gling goods along back roads. It features a sturdy cab that can seat |
up to three peaple, an open cargo area in back, oversized tires for
off-road driving and large, side-mounted gas tanks. These are the
most dangerous parts of the vehicle, for they risk blowing up if
punctured. Critics say this is actually a positive feature, for it gives
Scravers an casy way to destroy the evidence.

Hardness: 10
People: 1/9

ar,
?r
el ru, = T,W‘ =



r B - 1 L e,
CHAPTER FIVE: EOUIPMENT

Slzimmers

Most popular among the nobility and rich League members,
|\ skimmers (hovercars) travel at heights of up to 600 feet and at

speeds of several hundred miles per hour. While they zip over all
nds of terrain, drivers still need to be careful because sudden ter-
riin changes can send a skimmer plummeting, For this reason pl-
los rasely fly them high over cities, for fear that the streets and
builiimgs may acts as canyons. Most people in skimmers prefer to
[oflow roads, and only the cockiest will speed over unfamiliar ter-
fain.

Hoverbike
TLE, large skimmer

Bpead: 170 mph/240 f1. Hardness: 8

Cover; — People: 11
"Fual: Large fusion cell Range: 300 miles
‘Cargo: 45 Ibs. Cost: 9000 fb

Young nobles are the higgest fans of hoverbikes, racing one
anpther wherever they meet. Peasants are the biggest enemies of
hoverbikes, as they are often run down by racing nobles. In any
ase, these small, fast craft are fairly rare, having been produced
infrequently since the Second Republic, They provide very little ar-
mor, for their pilots sit on them, not in them. Most of their pars
lso have very linle protection.

Hoverpack
TLE, small backpack
Speed: 80 mph/160 ft. Hardness: —
Cover; — Peaple: 1/0

Air Y:u;‘]*jl_

TLG, gigantic flitter
Speed: 500 mph/240 fr.
Cover; Total®

Fual: Huge fusion cell
Cargo: 2 taons

Hardness: 10
People: 212
Rangea: 2000 miles

Cost: 25,000 b

* Nine-tenths cover for the pilots and snyoneg standing by @ window,

The air yacht Is a troe luxary fitter, capable of lving at high
speeds or hovering imperiously off the ground. lts crew consists of
a pilot and copilot, both of whom need the Drive (Afrcraft) skill,
While one person can pllot it In a crisis, two are always recomi-
mended. It can seat 12 passengers {n extreme comfort, and more if
needed. Of course, an air vacht's traits hacdly reflect its rrue value,
its primary purpose is to impress other nobles, and to this end its
owrier will customize it in a dozen different ways — reentry abiliey,
gold trim, retractable roof, arboretum, in-air torfure chamber, elc

Hoppers

The guilds' answer to the flitters, hoppers are far more utilitar-
ian than are flitters. Most consist of litle more than engine, wings,
fuel tanks and as much open cargo room as possible. They reach
altitudes of almost 20 km, and pilots have been known to transfer
cargp from space landers to hoppers high above the prving eves of
customs officials. Very few nobles would agree to ride In one of
these dirty, oil-streaked monstrosities, but members of the League
swear by them — maybe because the nobles won't get in them.

Wagon of Paulus

TLS, gipantic flitter

Spead: 300 mph/200 ft.

Hardness: 10

Fuel: Medium fusion call

Range: 50 miles

Cargo: — Coast: 7000 1b

These extremely rare devices have not been manufactured since
the time of the Second Republic. They feature extremely small hover
engines, marvels of miniaturization the likes of which have never
‘been equaled, and a fuel cell protected by the engine, The hoverpack
srips on [0 a user's back like a backpack, and she controls it via
two levers. The one on the right controls up/down movement while
ihe one on the left controls lefi/right movement. A button on the
rleht determines acceleration while the one on the left handles brak-
ing.

Hoverpacks take o lot of getting used to and require thair
awn special Drive skill; Drive (Hoverpackl. Controlling ong with-
out any training can be next to impossible — but a lot of fun to
Watch.

.

Flitters

A custom flitter is the surest sign that a noble has made it.
These expensive flying machines make jaunts around a planet Lake
fo tinie at all, and these are the machines peasants think of when
they hiear about nobles rraveling around their fiefs. While this cat-
egory includes everything from propeller-driven biplanes to custom

antigrav yachts, most people think of the grand noble air yachi
when they think of these vehicles.

People: 1,20
Range: 3500 miles
Cargo: 20 tons Cost: 15,000 fb

The price given above is for a used Wagon of Paulus, because
new enes, while eccasionally made, are rarely for sale. Most of the
wagons date back to the Second Republic. when they were Known
by a varlety of names. The guilds found it useful to rename the
entire class after Paulus, the saint of wavelers, and these hoppers
have proven themselves almost miraculously reliable. While the
Wagons of Paulus may have bullt up centuries of grime, they have
continued to run no matter what, The most vulnerable machinery
tends to be their life support, especially worrisome for merchants
who use these to ferry goods down [rom orbit.

War Vehicles

The Emperor Wars saw all kinds of war vehlcles come into
use, ranging from steam-powered sell-propelled guns 1o fusion-
powered assault hovercraft. Armored battles became all the rage
during the 49708, but proved far too expensive. Instead, armored
units served primarily as infantry support, though a few nobles
(especially among the Hazat) preferred to lead their troops from a
tank at the front of the batle,

These vehicles are far too difficult for most individuals to own
or maintain. Some mercenary groups own their own, but most are
the property of houses or gullds. OF course, the Church has its own
collection of war vehicles, as does the Brother Battle order,

Cover: Total
Fuel: Huge fusion call
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With the dedine of ransportation technology, many nobles
have raken 1o sending their roops into battle on animalback. Horses
have made an especially significant comeback, and nobles from all
the royal houses claim 1o be the best mounted warriors in the Known
Worlds. Other animals have also come into commoen use, with the
Pheriza lizards being an example,

Pheriza (“Spitter”)

Large Animal

Hit Dice: 4dB+12 {30 hp)

Initiative: +1 (Dex)

Speed: 50 ft,

AC: 14 (-1 size, +1 Dex, +4 natural}

Attacks: Bite +1 meles

Damage: 1d4+2

Faca/Reach: 5 ft. by 10 .5 fi.

Special Qualities: Hoat Resistance, Scent, Water Conservation
Special Attacks: Spit acid (non-domestic breeds)
Saves: Forl +7, Ref +5, Will +2

Abilities: 5tr 19, Dex 13, Con 20, Int 2, Wis 13, Cha 5
Skills: Listen +7, Spot +7

Feats: Endurance

Climate/Terrain: Hot desert

Organization: Semi-domesticated

Challenge Rating: 2

Traeasura: MNone

Alignment: Always nautral

Advancement: —

Pherizas are native to Kish and serve as the preferred mounts
and burden beasts for desert ravel. These eight-foot long green-
ish-brown lizards possess suckerlike pods on their toes that allow
them quick travel through sand or even along walls and ceilings
{only the strongest can bear dders while walking slowly up walls).
Their sturdy frames, legendary stamina, tolerance for heat and in-
frequent need for water enable them to survive for weeks at a time
in the deep desert. They have been domesticated by the Li Halan
and are now bred for both stamina and speed. Some of these have
found their way to other desert environments, such as Pyre, where
they thrive even near the famous Burning Desert,

Pherizas live to be about 40, breeding between the ages of 10
and 30, when they lay two to six eggs each year. Those that have
been domesticated have the caustic sacs removed, which must also
be done to newborns sometime after their frst vear of life. The
main danger unaliered pherlzas pose is o those unfamiliar with
them. The lizards are notorlousky cranky, spitting at anyone who
disturbs them when they are resting or feeding or deing nothing at
all, but just feeling out of sorts. It is not unheard of for some altered
pherizas to grow back thelr caustic sacs and those who deal with
the creatures on a daily basis walk slowly and talk softly around
them.,, just in case,

COMEBAT

Heat Resistance: Phorizas can withstand more heat than
most creatures. They need make a Fortitude save anly once per
day in very hot conditions, and only once per hour in extrermely
hot conditions. They also receive a +5 Fort save bonus against
heat.

Water Conservation: Pherizas need lass water than mos
non-desert-dwelling creatures. They can go without water {or five
days plus a number of hours equal to their Constitution score
before neading to make Constitution checks,

Spit Acid {Ex): Called “Spitters,” wild pharizas have sacs
along thair inner jawline containing a caustic acid, which they use
to wound prey and to break down its tough hide to reach the magt
Inside. They canspit this liquid up to 30 feet (5 ft. high, 5 fi. wide)
once every hour; damage 4d4, Reflax half DC 14.

Carrying Capacity: A light load for a pheriza is up to 250
pounds; a medium load, 251-600 pounds; a heavy load, 501-700
pounds, A pheriza can drag 4,000 pouncs,

Cost: 3,000 firebirds (for a trained war-phariza)

Cybernetics

Cybernetics in Fading Suns: d20 is the science of installing
tech inside the human body. This can be desirable for any number
of reasons, ranging from altruistic motives for enhancing the hu-
man body to deviant urges of cyberfetishism and criminal tenden-
cies. The simplest cyberiech might be little more than a plastic de-
vice grafted onto human flesh or a small smuggling compartment
hidden inside a human body. The most elaborate coordinate a num-
ber of high-tech devices and may involve the insmllation of a valu-
able think machine.

Cybernetic devices are often surgically attached to a character
and do not usually come off withour further surgery (ses the Physick
feat description, in the Fears chapter). They can include 2 whole
gamut of technelogical sophistication, from a clunky and obvious
vision enhancement lens attached to a character's evesocket to sleck
synthetic eyes that can pass for organic ones, or from noisy and
bulky mechanical limbs to cyberlimbs sheathed in synehilesh or
actual lesh and blood. Second Republic-era cybernetics can still he
found and are by far the most advanced and expensive, Later
cybertech is somewhat clunky but usually reliable,

A character who possesses cybernetic implants has a stigma
attached to him and may even be killed on sight In some places. Itis
best to hide these devices from others,

Incompatibility and
Cyber-Sin

Cybernetics, needlessly 1o say, are not natural. Not everyans
adjusts well to having:s machina in his body, Someatimes, ths
implantee’s mind and body are simply unable 10 integrate the
excess foreign elements and will physically and psychologically
reject them. Some people even develop psychoses, You can only
possess so many cybernetic devices before your mind or body
rejects them. The higher your Constitution, the higher the rejec-
tion thrashald.

Each feature in a cybernetic device is rated for its Incompat
ibility. Add the Incompatibility ratings from all your devices: the
total you can safely handle depends on your Constitution, as listed
in the chart balow. Johanna the Scraver, with a Constitution of 13,
can possess up ta 23 Incompatibility modifiers (in any combina:
tion of devices) without suffering any ill efects,
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Table 5—6: Cyber-Sin

Leval

Sin
Distractions: A glitch in the device causes an ultrasonic or subsonic whine {or other annoyance) that causes tension,
ringing in the ears, headaches, lack of sleep or grinding teath. -2 to all Concantration checks.

Fatigue: Your sleep suffers as your body's natural biorhythms are thrown ofi balance. <2 to any checks for perfarming
physical actions that extend over a period of time (running, swimming, holding your bresth), This can be offset by the
Endurance feat lwhich then provides only a +2 bonus),

Annoyance: The distracting whine is loud enough that it affects others subconsciously, levying a -2 penalty to any Cha-
risma-basad checks.

Disfigurement: The cybernetics have decayed to a point whare they are lgaking fluids or shoring out. Blemishes, bruises

~ or other minor physical effects appear. These don't necessarily lead others to notice incognito of hidden davicas; they

may just think you're diseased,

Impairment: The problems have become severs enough to cause a physical impairment, such as a limp (-10 ft. basa
movemeant), arthritically gnaried hands or shaking palsies (-2 to any checks involving fine manipulation), ete.

Delirium: The body's Immune sysiem attempts to reject the implant, prodiucing delirium. You may suffer temporary
hallucinations or vertigo, seeing and hearing things that aren't there or radically misunderstanding what others say,
Anima Mort: Soul Death. Beneficial theurgic rites do not work on you, The theurgic rite Linveil shows a “wrongness” in
you, as does the psychic Sixth Sense power Second Sight;

Cyber Psychosis: You cannot mantally adjust to your implant(si and therefore suffer a:permanent nelrasis or psychosis.
Whenaver confronted with the object of your mental disease, you cannot act, and must sither fles or fraeza in terror
Body Rot: The body completely rejects the cybernetic part. The flesh around the device begins to rot, fester and stink, You

Redeeming Cyber-Sin

Daad

Exposure 1o Soul Shard ar Philosopher's Stone

Remove cyberdevica®

Sassion of cybartherapy (usually conducted by gulld spacialists)
Checkup at.a high-tech repair-clinic

Forsaking cybernetios®®

Merchant League or Church:special dispansation

Digcovering lost tech (restores your faith in technology)

** Do not use any cybardevice for three game sessions.

lose 1d3 points of Constitution until this Cyber-5in rating is redaemed.

You can learn to psychologically adjust yourself to the invasive implantis). Losing Cyhar-Sin ratings requires a guest or great
deed of same sort. Once completed, you may make a Will save, If you succeed, you lose one Cyber-Sin rating.

* I removing the device lowers your Incompatibility to scceptable levels, you lose two Cyber-3in ratings instead of ona.

DC
10
10
15
20
20
25
20

Incompatibility Constitution

1-5 1-2
6-8 3-4
3-11 5-6
12-14 78
18-17 810
18-20 11-12
21%-23 13-14
24-26 15-16
21-19 17-18
30-32 15-20

* Cyborgs with more than 20 Incompatibility modifiers (84% lass of
origingl physical form} aro considerad "soul dead”™ by fanatical membars
af tha Church.

If you have a higher incoampatibility than your Constitution
allows, you must make a Will save every time you use any of your
oybernetic devices.. IT you succead or evan fail, nothing unusual
oeeurs. If your result is a natural 1, you gain a rating in Cyber-5in.

Also colloguially known as *soul rot,” this is the nicknama given
by tha Church for the natural decay of cybernetics. it is the mark
of tha inevitable breakdown of mechanical devices and a reflec-
tion of how far the New Dark Age has fallen from Second Repub-
lic wonders.

Unlike paychic Urge, Cyber-5in errors are persistent — thay
arae always active until ratings are lost through redemptive deeds
[see helow). Once gained, they do not automatically go away
even if you lower your incompatibility by removing eyberdevices
{although you no longer need to make a save to avoid gaining
Cyber-5Sin if your incompatibility is in safe limits), See Table 5—6&:
Cyber-Sin.

Cybernetic Devices

Following is a list of cybernetic devices playears can purchase
and install in their bodies. Costs include surgery expenses,
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Aqua-Lung
TLE Incompatibility: 2 Cost: 1420 fh

Artificial gills that can extract oxygen from water. More ad:
vanced version are known that hide the gills (Search DC 25, 1
incompatibility, TL6, +200 firebirds).

Arm Harpoon
TLE Incompatibility: 3 Cost: 725 fb

The arm harpoon is similar to the centurion (see below), butil
is used as a missile weapon. A groove in the forearm (s concealed
{Search DC 20) by a layer of fake skin (TL6 versions have synthflesh,
search DC 25), and five specially modified stec bolts can be loaded
into the device at a time. Upon activation (g standard action), the
internal mechanism launches a bolt (treat as a hand crossbow)
through the palm of the hand.

Centurion Knile
TLs Incompatibility: 2 Cost: 365 fb

Centurions and vipers (see below) are the best examples of
simple holdout cybernetic weapons. The centurion stores a dagger-
sized blade In a concealed (Search DC 20} flesh cavity in the fore-
arm along the ulna. Upon activation (a free action), the blade springs
up through the palm, where it can be grasped by a simple hilt, The
blade Is not actually attached to you; it Is simply stored in the cav-
ity.

Engineer's Eye
TLE Incompatibility: 6 Cost: 2590 fb

These devices are popular with many guild Engineers, who
are often seen scrutintzing people through the large lens. They look
like monocles studded with wires and small lights attached over the
left (or right) evesocket. At higher tech levels, the artificial nature
of the eye becomes less obvious (at TL7, it looks like a normal eye),

it provides a magnifierelescope (10x: +2 to Appraise checks
or+20 to weapon range increments; itis a standard action to switch
modes), @ +4 Spot modifier, and darkvision.

Ether Ear

TLE Incompatibility: 4 Coat: 1575 fb

A radio concealed (Search DC 30) in the character's inner ear,
It is the equivalent of a squawker. You must make a Listen check s
a standard action to tune in on a desired frequency or o recelve
transmissions, or else you may not get the band or frequency you
want (you get the Charioteer muzak meant for the local marke!
instead of the Charjoteer pilot chatter). Use of the radlo is not nec-
essarfly obvious to other people, although the Ether Ear skill can
help in concealing any of the radio listener's telling behavior when
mning into ransmissions.

Goliath Skin
TS Incompatibility: 3 Cost: 4840 fb

This device is a sheath of synthetic muscles surgically implanted
into the owner, replacing many of his naral muscles. The model
detailed above replaces only muscles involved in lifting (biceps, oi-
ceps, deltoids, hamstrings and quads, etc.). Other models replace
all surface muscles (TL6 or higher} or are strong enough to protect
the owner from damage or pain (armor). The above model does net
conceal the muscles; they are bulkier than natural muscles and have
a metallic sheen and ribbing, instanidy recognizable as cybernetic,
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It pravides 8 +4 Strength bonus.
JUHEI.I'I
05 Incompatibility: 4 Cost: 750 b
A slightly mare expensive version of the arm harpoon [see
above) involves a cable attachment and an Internal pulley mecha-
| im Citizens on water-worlds refer to these as "jonahs,” since
'51:].":1: poptlar among fishermen. The internal winch is capable of
ﬁﬂing up to 200 pounds, To capture a person with the jonah, you
- past first hita targer (reat bolis as a hand crossbow) and then win
an opposed Strength check.
Lithe Wire
=] Incompatibility: 3 Cost: 4840 ib
This device is a network of synthetic nerves cabling over and
" Bside the owner’s body, connected to hubs up and down the spine
'_ nd augmenting the nervous system. It allows for superh motor
*geetral, including manual and fine dexterity, These cables are not
wecealed, although they are durable enough (encased in flexible
" petal sheaths) not to break when hit.
It provides a +4 Dexterity bonus,

Oxy-Lung
17 Incompatibility: 7 Cost: 5540 ib

The Owy-Lung is a device that allows humans to survive for
kg periods without an outside oxygen source, sich as in deep
gate, One lung is replaced with an efficient recycling system that
allows the bedy to convert carbon dioxide back into oxygen [or one
 four per Constitution rating vou have, However, you must still have
'a;_spmxsuit 1o protect your body from a vacuum,

Second Brain
‘75 Incompatibility: 9 Cost: 5315 fb (+1200 fb for
standard program kitl

A computer surgically hidden in the skull-allows you to access
s ghlll programs as a [ull-round action as if they were your own
mriined skills, Only mental skills can be used this way; it requires

both a1 secondl brain and a lithe wire (sec below) to use physical
- slll programs,

It can be accessed for maintenance by removing a Map of
- grmthflesh and bone at the base of the skull, Programs can be loaded
:iry‘slipplng chips into a socket usually placed behind the left ear
fagin, hididen beneath synthflesh). It uses the Suprema program-
(i language and requires the Use Think Machine skill for even
?Esic uses (the standard program kit includes that skilly. It is pow-
ped by a tiny, self-charging fusion core that never needs o be re-
paced.

It provides a +4 bonus to any Inelligence-based check (but
ot thie ahbility itsalf),

Standard program kit: Knowledge (choose a subject) 4,
' Knowledge (choose a secand subject) 4, Use Think Machine 4
~ Spy Eye
TLE Incompatibility: 5 Caost: 2925 fb

Avideo camera hidden in a synthetic eye, The character's natu-
ol eye {right or left) has been removed and replaced with this de-
gz, which resembles his original eve, The récording medium iz a
- diny crystal requiring a special plaver to view the images, although
they can be transferred from the player to larger media. These crys-
s were developed in the Second Republic for wristwatch enter-

tainment cameras and music plavers and lend themselves perfectly
for hidden surveillance, The spy eve can record video up to three
hours in length before changing crystals (which cost about 30
firebirds each), The crystal [s usually housed in & small cavity be-
hind the left or right ear underneath a fap of synthilesh.

You must make a Spot check as a standard action to film
images with the camera, or else you may not get the pictura yau
want {tha target will be out of frame, the image overexposed, etc. ),
Use of the camera Is not nacessarily obvious to other people, al-
though the spy eya skill can help In concealing any of your talling
bahaviar,

The lens also provides a magnifier/talescopa, allowing you
to zoom in or pull out on certain scenes { 10x; +2 to Appraise checks
or+20 to weapon range increments; it isa standard action to switch
modes).

Viper Sword Arm
TLG Incompatibility: 3 Cost: 740 fb

An extendible fencing sword (treat as a rapier) surgically ar-
tached inside the forearm along the ulna (hence, it cannot be dis-
armed and is concealed, Search DC 20}, Once the telescopic blade is
extended and locked in position (which iakes one standard action),
vou liave an elegant blade at vour disposal. Installing the blade
back inte the compartment takes one standard action, although it is
wise to clean it with alcohol first. Careless practitioners of this art
will reguire daily maintenance to preévent disease and infection.

Sta,rships

Starships are built o last; and many of the ships plying the
jumpgates in Alexius's time were actually built during the Second
Republic — or even during the Diaspora in some cases. It takes a
core of dedicated technicians (o keep them munning, but since League
trade, noble power and Church influence all rely on space travel,
these techies are well-paid. If they were to slack off on their jobs,
vital information might not make it to its destination in time or
important shipments might arrive o late 1o be of use. Most impor-
tant shipboard positions are taken by hired guildsmembers; free-
men or serfs make up the bulk of the crew complement.

The technical details of most starships are unknown to moest
people: all Known Worlders usually know abour ships is thar they
go up and out through a jumpgate and sometimes come back again,
More advanced knowledge is usunlly confined to specialties: a ship
pilot may know ltle about the engine or its needs, and a capeain
may fot know how to fly the thing if the pilot has a seizure.

What is known by all is that these things can be broken fairly
easily — a stray shot from a slug gun or blaster could foul up the
life support system or blow a hole in a bulkhead. No matter how
geod the technician, it might ke days (o fix such problems, by
which time all on board could be dead. Everyvone is expected 1o be
on thelr best behavior on a starship. Of course, this rule is rarely
heeded by villains and player characters. See Table 5—7: Starship
Damage for possible results.

™ N |
Ship Classes
Starships are rated by their class, dependent on hull fype. The

smallest interstellar vessel is the explorer, designed 1o hold a small
crew of merchants or adventurers. (Shuttles and fighters are smaller,
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HIP DAMAGE

irms aboard a starship, missed shots hit walls or doors behind the target. First, determine what
'm, using Table 5—4: High-Tech Substances. If any shot overcomes the hardness and inflicts damage,
below for effects.

—wuy weses oy it delicate controls. Ignore hardness (in this section only). If any damaged is delivered in this section,
roll 1d20:

1-3

45

13-16
17-18

19

20
1-3
4-8
9-12
13-15
16-18
19

20

4-8
9-12

13-15

16-19

20

Internal communications: No communication between this section and other decks and sections except by
personals squawker until repaired with a Craft (high-tech) check, DC 15.
Damage degrades deck walls. Do not ignore hardness. If inner wall, roll again (below) If an outer hull wall takes
hit point damage, it is breeched — automatic systems will seal the room within one turn; anyone still in it after
the doors close is exposed to vacuum, unless they are in worklng spacesuns
1-5 No effect except to degrade wall hit points. ——
6-10 Short circuit or mishap: GM determines effect —_
11-14  Door jams until repaired with Craft (volt) check, DC 20, " Friamemmmm—m—
15-16 Waste removal duct breeched: Those within 10 ft. sprayed with waste.
17-19 Electrical fire: Those within 5 ft. suffer 1d6 electrical damage while it burns {1d4 rounds).
20 Bad electrical fire: Those within 10 ft. suffer 2d6 electrical damage while it burns. Automatic fire con-
trol systems shut off all power (including lights and life support) to the section within one turn; power

is restored 1d4+4 rounds later.
Piloting controls: -4 penalty on all piloting checks until repaired with a Craft (high tech) check, DC 20,
Minor explosion in piloting: Those within 10 ft. suffer 2d4 fire damage. Ship cannot be controlled until repaired
with a Craft (high-tech) check, DC 20.
Major explosion in piloting: Those within 10 ft. suffer 4d4 fire damage. Fire burns for 2d4 rounds, dealing 1d4
heat damage to anyone within 10 ft. Ship cannot be controlied until repaired with a Craft (high-tech) check, DC 30.
Sensors: Ship flies blind until repaired with a Craft (high-tech) check, DC20
Minor explosion in sensors: Those within 10 ft. suffer 2d4 fire damage. Ship is blind until repaired with a Craft
(high-tech) check, DC20.
Major explosion in sensors: Those within 10 ft. suffer 4d4 fire damage. Fire burns for 2d4 rounds, dealing 1d4
heat damage to anyone within 10 ft. Ship is blind until repaired with a Craft (high-tech) check, DC 30.
Life support systems: No more oxygen is pumped into the room until repaired with a Craft (high tech) check, DC 20.
Internal communications. See description in Bridge (above).
Damage degrades deck walls. See description in Bridge (above) for possible effects.
Gun damaged: -4 penalty on all Gunnery checks with that gun until repaired with a Craft (high tech) check DC 20
Gun destroyed: That gun cannot be fired until repaired with a Craft {high tech) check, DC 25. :
Gun explosion: Those within 10 ft. of that gun suffer 3d4 fire damage. Gun is destroyed and cannot be repaired.

Chain reaction explosion: A gun explodes (as above) and causes an adjacent gun to explode on the following
round. Those within 10 ft. suffer 4d4 fire damage. Fire burns for 2d4 rounds, dealing 1d4 heat damage to
anyone within 10 ft. Guns cannot be repaired.

Life support systems. See description in Bridge {above).
Internal communications. See description in Bridge {above). , ;
Damage degrades deck walls. See description in Bridge (above) for possible effects.

b ]

Engines damaged: Ship can only accelerate/decelerate at half its speed until repaired with a Craft (high tech)
check, DC 25.

Engine explosion: Everyone in the engine room suffers 3d4 fire damage. Generator is damaged (as above).
Ship cannot accelerate/decelerate until repaired with a Craft (high tech) check, DC 30.

Engine breech: Everyone in the engine room suffers 4d4 fire damage and 1d4 heat damage for every round
thereafter. Automatic fire control systems signal that the room will be voided of air and pressure within one
turn. Anyone still in the engine room after the doors close dies, unless they are in working spacesuits. Ship
cannot accelerate/decelerate until repaired with a Craft (high tech) check, DC 50.

Life support systems. See description in Bridge (above). ‘j
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Aran Damage Effects
Manuever 1-5

half-speed, and so0 on.}

Internal cornmunications. See description in Bridge (above).

B-10. Damage degrades dack walls. See description’in Bridge (above] for possible effects.

11-14 Jet damaged: -4 penalty on all piloting checks until repaired with a Craft (high tech) check, DC 20.

15-17 Jet destroyed: Ship can only rotate at one-guarter its speed until repaired with & Craft {high tech) check, DC 25
(Mate; If two jet sections are destroyed, the ship can'only rotate at half-speed, and s0 on.)

18-19 Jet explosion: Those within 10 fi. of that jet suffer 3d4 fire damage. Jet Is destroyed and eannot ba repaired;

ship can only rotate al one-quarter its speed. (Note: If two jet sections are destroyed, the ship can only rotate at

f 20 Lifa support systams. Ses description in Bridge labova),
Cabins 1-5 Internal communications. Sea description in Bridge (abovel,
l 6-19 Damage degrades deck walls, See deseription in Bridge (above) for possible’ effects.

20 Lifa support systams. See description in Bridge {above).

-5 Internal cammunications. See description in Bridge (abovel.

610 Damage degrades deck walls. See description in Bridge (above) for possible effects,
11-19  Cargo damaged; use its hardness and hit points:

20 Life support systems, Ses description in Bridge (abowva),

bt they are at most involved only in interplanetary travel within
the same solar system.) Next in size is the raider, a vessel designed
qeclically to target lone freighiers or other likely prey for piracy
;:'hmnmzs_ For this reason, freighters are usually accompanied by
- gscarts designed to defend against piracy.

Larger than an escort 1s the standard gunship, the frigate, a
ersatile vessel designed for limired engagements and boarding
- ations. Above the frigate is the galliol, a troopship specifically built
o deliver a host of marines in a boarding action against a target
‘u'cpsel Next are the destroyer, designed for all-out gun battles in
space; and the assault lander, a troopship built to deliver a host of
oeps onto a planet.

Then there are the capital ships, the military behemoths of the
space lanes. Crulsers and dreadnoughts are the bane of any invad-
Ing fleet, with their massive arrays of guns and meson cannons.

~ Detailed rules for starships and starship combar will be pro-
vided i a future sourcebook,

| [nterstellar Travel:
Jumpgates

Jumpgates are giant, hoop-shaped artifacts in space, most of
* lhem as large or larger than a moon. They are the devices that allow
Emi between the stars, A starship must have a jumpdrive to use
'5l|m. and the workings of these complex engines are closely guarded
oy the quilds.

Each system in the Known Worlds has one working jumpgale

' impete (0 the desfred system. Making a jump reguires a jumpkey,
mall metal cylinder invented during the Second Republic that

The Known Worlds are formed by the Jumpweb — the known
routes between jumpgates in systems. If one of these routes were
lost or a system's gate sealed, that world would be cut off from the
rest of spacefaring civilization. Most worlds host multiple jumproutes
(Byzantium Secundus has nine from its jumpgate), but some have
only one known route (Nowhere), making them vulnerable o
jumproute loss,

When a ship approaches a jumpgate, the jumpkey to the de-
sired location is inserted into a computer panel, which relays the
information to the jumpgate in a series of light transmissions. I the
coordinates are correct, the gate opens. The singular nature of each
jumpkey makes them valued commodities. The measure of a Chari-
oteer is often the number of jumpkeys she carries. Jumpkeys are a
favorite booty of pirates, who always seek new jumproads to plun-
der.

Only the Charioteers know how 1o make these keys, and they
guard the rech fanatically. A “Chauki stride” inte the vacuum of
space (l.e., being thrown out of an airlock) is the usual fate of thase
who try to bootleg jumpkeys, and thereby threaten Charioteer he-
gemony over the jumproads.

The cost of a jumpkey varies radically, since they are not for
sale. They are given to Charloteers who earn them by working their
way up the ranks of the guild. Assume that a Charioteer character
has one jumpkey for each rank he attains past the first (he gets his
first jumpkey when he becomes a lieutenant). These keys hold one
jump coordinate each (such as Byzantium Secundus to Pyre).

Nonetheless, the black market does support a trade in these
goods, whether stolen or bootlegged. 1t would be a lucky day to find
a common, single route key (Byzantium Secundus to Critfcorum)
for only 3000 frebirds. Jumpkey traders can smell a client's des-
peration from leagues away, and will jack their prices up accord-
ingly. There is obviously no guarantee that a black-market key will
work or even get the buyer to the promised destination,

Without a jumpkey, it might take days to program the proper
jump coordinates into the ship's think machine (a programming
task requiring Use Think Machine skill: DC 20; a total of 25 points
are required: one check may be made per day of work). This as-
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sumes the rough coordinates are known; most ships do not keep
libraries of this data, as the Charioteers are highly protective of
such lore. This guild Is the exclusive manufacturers of new jumpkeys,
and its members do not appreciate illegal keys or data files.

Jumpgate Reset

Using a jumpgate 1o leave a system is considered an active
Jjump; arriving in-another system is considered a passive jump, It
takes a fumpgate a variable time to reset itself after an active jump.
No active jumps can be made while the gate resets itself, although
ships can exit from the jumpgate at any time {passive jumps). For
this reason, fleets tend to jump together, all ships synchronized to
go through the gate ar once rather than spread out in a long line.
Second Republic engineers solved the problem of gate resetting,
but It requires a special Key in addition to the destination jumpkey.
These keys are especially rare and held only by a few. Certain Chari-
oteers or Engineers travel from system to system selling the use of
their reset keys, and most ships of the lmperial Fleet have them.
Some Inquisitors also have them, to the dismay of those trying (o
escape their fury.

To figure out how long it will take for a gate to reset for an-
other active jump, roll 1d20 and compare the results to the chan
below:

Roll Jumpgate Reset Time

1-5 I minute

6-10 10 minutes

11-14 30 minutes

15-17 1 hour

18-19 1 day
20 | week
Pursuit

It is not easy to detarmina the location to which a previous
ship might have jumpad. This requires exparience with jumpgates
and their routes — a successiul Knowledge (Known Worlds) check
vs. DC 20, Obwviously, if a jumpgate only provides one road out (as
is the case with Nowhere, which leads aonly to Stigmata), it is easy
to figure where a pravious ship went.

Passage Costs

Characters who do not own or work on spacecraft one must
pay [or passage. Cost varies by tvpe of ship, the accommodations
accepted and the length of the journey. Most ships do not allow
passengers (o carry weapons on board; they will confiscate them at
the beginning of a journey and keep them in & weapons locker umil
arrival.

Tramp [reighter: The worst accommodations available —
crammed into a cargo box with a bunch of other passengers. Most
people smke out a corner or imaginary square; on long journeys,
territorial squabbles and fights are not unknown. There is litte o
no privacy under these conditions (blankets hung from the rafters
ar best). Sometimes, passengers share the space with cargo and are
considered responsible for any damage to that cargo. This can be
especially uncomfortable if the cargo is live animals. Bare rations
are provided, The cost for this ype of travel is usually 20 frebirds
per person per jump, more if a lot of personal effects come along,

Transport: Better than a tramp freighter, the transport option
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lssfill not grand. While the passenger gets a room, he has to share

ifwith nine ather people, Most peaple get bunks, but at least three

peeple gee the Noor (or hammocks). Unappetizing food staples are

grved in a common mess. The cost is usually 50 firebirds per per-
BT Jump.

Stateroom: A passenger shares a room with at least one other
| gersan, The toom is not spacious, bul it is far better than sharing
' e same room with eight other people, Good meals are served In a
| cibin with the ship's crew. The cost Is uspally 100 firebinds per
| JAISON peT jumg,

Luxury Liner: The best kind of travel. A spacious, comfosn-
e statercom s shared with no one {except, of course, those the
Efamngcr invites). Meals are either shared with the ship's officers
[nthelr dining room, or are served In the room itself, freshly cooked

(iell, as fresh as space food can get). Minor entertainments are
sislly available, in the form of magic lantern shows or live plays.
The cost s usually 300 firebirds per person per jump, but this can
femiich higher for higher-quality liners.

Alien Artifacts

The universe is full of the remains of earlier civilizations, both
human and alien. Some of these are truly unique and even magical.
Feychics swear that occult power seeps from certain structures found

- [nruins, while the Church whispers about demonic or angelic pow-

Ji.ﬁs'

G&rgﬂ yles

These brutish beasts are found in ruins throughouwt the Known
Wiorlds and beyvond, and are always assoclated with the artifacts of
e Anunnaki, They come in many forms, most natably statuary or
fas-relief, but thelr images adern many Ur ruins, They are known
pbeefficacions against evil occult effects, and are now often placed
o hiildings or on the prows of starships to defend against cvil

Bfluence. Sensitive psychics and theurgists all aver to a Gargoyle's
posier Indeed, no ship with a Gargoyle prow has vet encountered a
Vel Kraken.

They are rare but are still found eccasionally, sparking a fight
[orownership berween emperor, nobles, priests and merchants, They
anbe sold for man y [irebirds to just about anybody, but those who
f'dpﬂ't got the Gargoyle will hold & grudge against the seller — a
ool way 10 make enemies,

Scholars disagree about the purpose of these Gargoyles. Some
daim they are depictions of the Anunnaki themselves. Others say
Chey are images from the Anunnaki's fancy. Some dlaim they are
Images of horrors which the Anunnaki fought, while others say
{hey are guardians against even worse horrors,

Charactars with some form of mystical vision (tha Unveil
f-lhuurgin rite or the Second Sight psychic powaer) can tell that Gar-
“gnytes are not merely stone or alloy; they exude a mysterious,

unreadable aura. They also hamper the actions of Urge and Hu-
liris, aithough 10 a varying degree; some Gargoylas are more effi-
'n_nlnus than othars. The most legendary Gargoyle, found in the
wastes of Nowhere, is said to generate omens to certain individu-
~#% and people comea from all over on pilgrimage to it, despita the

TEﬁvmgarﬁ of the nearby Stigmata system,

The power of & Gargoyle is rated from 1-10. It will completely &

dampen Urge or Hubris levels equal or lower than its rating; dark
twins will be put back to sleep and Hubris effects will not reveal
thermsalvas.

Gamemasters should feal free to create other mysterious af-
fects for certain Gargoyles; each s unique.

Soul Shards

These psychic crystal shards are powerful artifacts. They were
studied extensively by Second Republic scientists of the Phavian
Institute and were deemed (o be not alien-made artifacts but ele-
ments, Arguments ensued over how such elements were created:
Are they naturally occurring, or do they require an alchemical pro-
cess using Preadamite supersclence? Evidence exists for both argu-
ments, although the evidence for the former occurs only near Ur
ruins.

These crystals are highly sought after by not only Psychics bt
also the Church, which seeks 1o hide them.

Soul Shards act as Wyrd batteries just like a Wyrd Taber-
nacle isee the Imbue Tabarnacle feat in the Fears chapter), although
the limit to Wyrd storage depends on the size of the crystal: A
hand-heald shard can hold up to 20, while 8 menhir can hold over
100,

In addition, each shard acts as an already attuned fetish (see
the Attune Fetish feat in the Feats chapter) and will boost any use
of powers, A hand-held shard will add +2 to peychic power checks,
while a menhir may add +6.

Finally, Soul Shards are known to be helptul in healing psy-
chological wounds or neuroses. They can aid in balancing an
imbalanced personality, but such uses hava no firm rules. The
gamemaster should feal free 1o greate rules for particular situa-
fians.

Pllilosuphers Stones

The most powerful of all Preadamite artifacts is a Philosophers
Stone. This is a catch-all term for a class of powerful ftems which
come in many shapes and sizes but universally allow their wielders
to break the laws of reality, Each stone is unique; all are greatly
sought after. Gamemasters should use Phitosophers Stones in what-
ever way they see fit, realizing that they are neither strictly techno-
logical nor purely eccult but something transcending both para-
digms.

Each stone should be allowed one power, but this can be an
incredible one. As an example, the most sought-after stone yer was
found by Emperor Viadimir, It allowed any ship it was placed on o
jump between stars without the use of a jumpgate — a never-be-
fore-known phenomeneon, The stone was instrumental in allowing
Vladimir to create the office of the emperor. If was hidden by him
before his coronation and has ver o be discovered again.

Philosopher's Stones dre worth any price: ramors exist of crafty
peasants lucky enough to uncover one in some forsaken alien ruin
who have aitained peerage (noble status) by gifting it to a lord with
the power to grant such boons. But most people believe that any-
one finding such a treasure would be killed as others rush to selze
iL.







Chapter Six:
Occult Powers

With the fading of the stars, the denizens of the shadows have
weumed: aliens, monsters, beasties of all shapes and sizes — and
magic. The superstitious and miraculous aspects of human con-
sinusness have become real in the Fading Suns universe, Like the
legends of old, humans can work magic and mars hal amazing pow-
aswith thought alone... and ma ke pacts with invisible entities best
lefi o themselves.

s magic just science from another perspective? Or is it some-
thing else entirely? Something antithetical to the rational repeti-
{ivenzss of science. Is it a thing of chaocs, untamed? Or is It part of
e deep unconscious of humanity's mind, ready to be tamed only
iy those wha are willing to abide by its rules?

Whatever it is, the supernatural is a reality in Fading Suns,
dthough one whose main tenet is mystery: the unknown, the un-
anvable, the ever-enticing carrot drawing one forward, The occult
snotall light and crystals; it is more often dark and wild, sparking
mforeseen reactions, often terrible to the initiator, This is espe-
fally 50 for Antinomy, which relies on pacts with entities of myste-
s, non-local power, But psychic powers and theurgy can be just
s retributive, The mind's powers often reveal that they are greater
han the ego that rules them, with wants and desires often at odds
fith their ruler. Theurgy can cause the initiator to lose grip with his
nifeniess, his smallness before creation, causing “god complexes”
nd religlons tyranny,

In the end, the measure of an occult power's good {or 1l ef-
erts is the person using them. However, unlike most tools, they are
ot newtral in their use. They enforce an ethical code, and can exact
‘meral price deeper and more obvious than a comman tool, The
sér must bee wary and on guard, lest his power control him.

Occultists

Decultists are those, such as Psychics and Theurglsts, who wield
range powers, Psychics have awakened latent abilities of the min d,
uch as psychokinesis or telepathy. Theurgists perform rites to chan-
¢l divine power. These classes are presented in the Cuaracters chap-

i
other acoultists lurk among the scattered worlds of the fading

suns: Antinomists, those who call upon dark powers, and pagan
shamans, who perform rites to commune with nature spirits, For
now, these are NPC classes, although more details may appear In
future Fading Suns d20 system sourcebooks.

Stigma

Each occultist bears an occult stigma, a sign of his or her su-
pernatural differences from commen humanity, This stigma does
not necessarily have to be connected to the use of her powers; al-
though it is often a metapheor for those powers. For Instance, a Psy-
chic trained in Sixth Sense may have an odd and uncontrollable tic
which makes him blink in one eye when using his powers, or-a
Psychic trained in Psyche powers may uncontroliably whisper when
giving psychic commands to his targets, possibly revealing himsell

as the canse of the 1ownsfolk's woes,

Psychic stigmas are somewhat like medieval folk superstitions:
4 man with hair between his evebrows or an odd birthmark that
happens to resemble a pentagram when looked at from the tight
angle is surely a werewolf, while a man with hair on his palms and
a pale complexion is a vampire (and, of course, the most famous
vampire was a noble lord— a revealing clue about peasant super-
stitions and their intended targets).

Theurglc stigmas, however, tend to be more religlous In na-
ture. Those bearing a theurgic stigma are often held in awe by peas-
ants, although fear is also a common response (the Theurgist may
be haly, but trouble tends to follow such chosen ones). Some €X-
amples are:

- Lash marks on the arms and back (sympathy with the
Frophet's own beating by Diasporan nobles)

- All clothing worn eventually stains red (sympathy with the
blood-stained Mantius, also known as the Soldier)

- Unnaturally long beard which, when cut, grows back to its
full length the next day {sympathy with Horace, also known as the
Learned Man) — rarely found among women

- Oceasionally speaking in nonsense tongues (sympathy with
Hombor, also known as the Beggar)

- Tears nuin down the cheeks at inappropriate times (sympatiy
with Amalthea, also known as the Healer)
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- Sleepwalking (sympathy with Paulus, also known as the Trav-
tler)

You can choose your own stignia, but the gamemaster has the
right to veto any he feels is not severe enough,

Using Powers

Dcoult powers (the collective term for both psychic powers
and theurgic riles) are manifested through special skills. You have
to awaken a psychic path or study a theurgic canon bafore you
can train in the skills associated with that path or canan, These
skills are called powers or rites and are ranked by degrees. For
instance, the Far Hand psychic path grants you telekinetic pow-
ers, These powers are manifasted through threa skills: Lifting Hand
(1% degree), Kinetic Strike (2" degree) and Force Wall (3™ degres).
Each skill provides a different telekinetic effect. Lifting Hand al-
lows you to lift things with your mind — including yourself. Ki-
natic Strike allows you to lash out at others with mentally shaped
fieflds of force, and Force Wall allows you to create barriers and
force fields with willpower.

Using a psychic power or theurgic rite requires a skill check
and tha expenditure of Wyrd points. It costs one Wyrd paint per
degree of the power/rite; For example, a Psychic using the 2
degree Kinetic Strike power would spend 2 Wyrd points to acti-
wata it.

The activation check involves your skill ranks plus ability
modifier plus any miscellaneous modifiers based on the situa-
tion. The result is comparad 1o the DC required of the 1ask {listad
with each skill description).

1d20 + power modifier

(Power modifier = power skill rank + ability modifier
+ miscellanecus modifiers)

Activating an occult power requires concentration. If some-
thing disturbs your concentration, you must make a Concentra-
tion check or lose the power. Some powars take one action to
activata while others require ong full round or more, See the
power's description for details,

Unless noted otherwise, using occull powers provokes at-
tacks ol oppartunity.

An occult power ¢an be dismissed at will as a standard ac-
tion that does not provoke attacks of opportunity.

Range

Each ocoult power lists its default range. These includa the
following measurements:
1. Personal; The power affects anly you.
2. Teuch: You must touch the target to affect him,

3. Close: You can reach up to 25 feet + 5 per 2 skill ranks.

4. Medium: You can reach up to 100 feet + 10 per skill rank.

5. Leng: You can reach up to 400 feet + 40 per skill rank.

6. Extreme: You can reach up to 1 mile + 1 mile per skill rank.

7. Grand: You can reach up to 100 miles + 10 mila per skill
rank.

8. Planetwide: You can reach anywhere on the planet,

9. Solar System: You can reach anywhere in the solar system,
10. Unlimited: You can reach anywhers in the universe,

The Enlarge Psi feat allows Psychics to improve their range
measuraments by spending extra Wyrd points during activation,
Sea the Enlarga Psi feat in the Feats chapter for detalls.

Totarget a parsen or moving object, you must be abla 1o soe
ortouch it, regardless of the range of the power. The casiest way
1o target a distant parson is through a live television broadcast, s
holographic transmitter or ather visual transmission device. Cer.
taln cccult powers, such as the Far Sery Sixth Sense power ortha
Whispers from Afartheurgie rite, also let you see your target, The
power you wish 1o use on him, however, must still hava the e
quired range to reach him,

To target a location, you must to be able 1o see or touch it, or
know where it is. You may know that the castle is three milzs
away, and so attempt to drain its fusion generators using Vis Flow
fram a distance. But which direction is it from wheare you're stand-
ing now? If you don't have technological aid (a compass, maps,
satellite positioning) and knowledge of the proper direction in
relation to your own location, you can't target the place. At the
GM's discretion, you can make an Intuit Direction skill check t
figure ouf where it is if you are al least somewhat familiar with
the region,

The GM should make this check and keep the result secret
fram the player. A success medns the occultist can successiully
targat the place. A failure means he's unsure where it is. 4 crifjcal
failure means he is convinced that the wrong direction is actually
the right direction; any power he uses has no effect but still costs
Wyrd points.

Duration

Each power lists its default duration, measured in increments
of time. When the time is up, the powar ends. The Increments
are:

1. [Instantansous: The power lasts only for the moment in
which it was activated, although its long-term effects (heal-
ing, wounding) may last longer.

2. Concentration: The power lasts as long as you concentrata
on it. This requires & standard action but doss not provake
attacks of opportunity, Anything that might cause yvou to lose
concentration requires you to make a Concentration check
or lese the powar. You cannot activate another power while
concantrating on an active one.

3. 1 twrn: The power lasts for 1 turn (1 minute).

4. Minutes: The power lasts Tor 10 minutes (10 turns) per 2
skill ranks,

5. Hours: The power |asts for 1 hour + 1 additional hour per
skill rank.

6. Days: The power lasts for 1 day + 1 additional day per skill
rank.

7. Permanent: The power lasts until its effect is altered {the
Vis Flow's energy source is severad) or dispalled (by the Dis-
pel theurgic rite or the rare Turning psychic path powers, ta
be detailed in a future sourcebank),

The Extend Psi feat allows Psychics to increase their dura-
tion increments by spending extra Wyrd points during activatian,
Seo the Extend Psi feat in the Fears chapter for details,
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Multiple Targets

Maost psychic powers affect only one target. The Multiply Psi
fo5t allows a Psychic to add additional targets by spending extra
Wyrd points. See the Multiply Psi feat in the Frars chaptar for da-
fnils.

Theurgic rites also affect only one target, but the Theurgist
cin add additional targets with check results higher than the ra
quired DC. Sea detalls under Theurgy, below.

Training Powers

Peychic powears and theurgic rites act just like skills. In fact,
for most game purposes, they are skills, and conform to all the
niles govarning skills. You cannot raise a power or rite’s ranks
mare than 3 + your level, the same limit that appliés 1o all skills.

Powers and rites are considered to be exclusive skills only
far the purpose of restricting their initlal training te the oceult char
acter classes. Once you are allowed to train in a power (by the
tass special ability awards per level), that power is then consid
#ed to be a class skill. Howevaer, if you later decide to multiclass
#nd epend your experience toward a different character class, your
altmady trained powers are then considered 10 be cross-class skills.
You can still raise their skills ranks, but at double the cost, This s
an exception to the normal rule concerning exclusive skilis, which
usbslly cannot be raised at all except by level awards in their ex
gisive class. (Note! Guilders cannot choose occult powers for

their class skills.)

Resisting Occult Powers

Every living ocreatura gets a save check against occult pow-
ors (unless they willingly choose to lgt the power affect them),
pven if they are unaware of the powar. Some form of innate in-
#inct — a vague sixth sense — allows them a chance to resist
oceult powers. Howevar, since this save check 15 instinctual, you
#ro not necessarlly aware of why you made it — you may have
the sudden heable-jebbigs and shuddar {a Reflex check), or feal
ke somaone just walked over your grave (a Will check). You may
sven feal dizzy Tor a8 moment (a Fortitude check) and not know
why. Only if you are aware of occult activity in veour surroundings
{you recognize someona’s disfigurement as an occult stigma), or
are familiar with its general effects (the Occultcraft skill), can you
know what these odd fesfings means,

Unless otherwise stated in a power description, the DC for
an occult resistance save check is equal to 10 plus half the
occultist's skill rank in the power or rite used plus tha occultist's
kay ability modifier for his primary path or canon,

10 + 1/2 occultist’s skill rank + occultist’s key ability
modifier = DC

The type of save (Fortitude, Refiex or Will) depands on the
powar resisted; see the powar description for detalls:
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The existence of psychic powers was a mystery in the 21 cen-
tury. During the Second Republic, the mystery was explained:
humanity's petential to awaken phenomenal powers with the mind
were well-known and documented. Psychic powers became the pre-
mier seience of the Second Republic, the prestigious profession to
which all geniuses turned their faculties. The central forum for this
profession was the Phavian Institute, where the “mental sciences”
of telepathy, psychokinesis, ESP and other phenomena were widely
studied by many experts,

But the Fall changed all that,

Psychic powers, as with technology, were considered by the
Church to be one of the causes of humanity's troubles, Unlike
theurgy, psychic powers are intensely personal and internal; one
can develop one's own powers without the aid of & teacher or —
more dangerous — a doctrine. In addition, the common folk who
did not possess psychic powers resented those who did. A Psychic
“next step in evolution™ movement made this worse, painting non-
psychics as evolutionary foot-draggers. Hence, the Phavian Insti-
tute was disbanded and psychics became the targets of Inquisitorial
witch-hunts. These hunts did not stop psychic powers from devel-
oping, but it drove some Psychics underground. Others, those who
were faithful, bought the Church line that their powers were sinful,
Many anguished people, in the grip of their Urges, committed sui-
cide rather than face sin, Others fell on the Church's mercy; begzing
ald and forgiveness. The Church accepted many of these repentant
Fsychics and indocirinated them with a code of behavior when us-
ing their powers. These became the Penitents,

Other psychics ran to the League for protection, hoping the
Republican sentiment would ger them some mileage. 1t did. The
League began a Psychic gulld and for vears resisted the Church’s
protests. But the Church won out and the guild was disbanded,
leaving psychics with no formal protection. While the Church can
hassle League or house Psychics, they cannot formally reprimand
them, But Psychics without the protection of guild membership or
royal title must hide from the Inquisition, Thus the covens (see the
Gamesastrime chapler).

Paths and Powers

The Gifted (Psi) feat is a prerequisite for all psychic paths.

Effects: Some powers allow you (o create one or more dif-
ferent effects. Unless stated otherwise in the power's description,
anly one effect may be chosen per activation check. You must
state which effect you are altempting to invoke before making the
check. For instance, the 2"-degree Bedlam power, Confuse Oth-
ars, allows you to either perform a Stunning Touch or Confusing
Touch. You must choose which one you are attempting before
you make the activation check.

4*-Deagroe Powers: Some paths have a rare 4"-dagres
power; this may be learned after you have gained the path's 37-
degree powear and in place of tha bonus ocoult feat gained at 4,
am, 12, 16", and 20 levels.

Penitents

It is an understatement to say that Psychics are not well-
liked by the Church fathers; loathed and feared are perhaps
more accuraie. But there are exceptions, such as the Penitents
— psychics who have thrown themselves on the mercy of the
Church. They are often carted off to distant monasteries far
[rom social centers and trained in moral doctrines and behay-
ioral adjustment., If they respond well to these treatments, they
are allowed their freedom — with a proviso. They must wear &
symbel of their order so that all the Faithful realize that they
are reformed psychics and they must always obey the dictates
of Orthodow priests of higher rank than they (they are under
no particular compulsion to obey other sects or orders), None-
theless, they will be under the occasional watch of Inquisizors,

Recognized Penitents can use their powers freely without
fear of Church retribution (although they may suffer politi-
cally trumped up charges and rrials if their powers are not used
for the good of the Churchy, The penalty for Impersonating a
Penitent is ritualized torture before a crowd under the close
watch of a Theurgist ready to prevent the Psychic from using
his powers to escape. From there, the impersonator is offered
lifetime imprisonment, slavery al the hands of psychically
shielded Chainers, or a chance at reform — a trip to a Penitent
monastery for treatment. Despite the rumors of cruelty among
the Penltent confessors, most psyehics choose reform,

Friends of reformed psychics claim that they return [rom
their sabbatlcals changed and scarred. They no longer laugh
they way they used to and see sin walting around every cor-
ner. The Church counters this by claiming that the psychic is
no longer in the thrall of his own Dark Twin and is less dan-
gerous ta others, besides now being a Pancreator-fearing soul.
It is true that the Penitent reform process usually purges the
Urge, but it is also known to purge Psychic class levels,

Bedla.m (Str)

You have awakened your mind and body's pranic (bioener-
getic) powers. Bedlam was developed by Dervishes, psychic war-
riors trained and emploved by certain noble houses during the
Emperor Wars.

1* Degree: War Dance (Str; Trained
Only; Bedlam Psychics Only)

Activation Time: By skill mimicked (see text)
Range: Parsonal

Target: You

Duration: One skill chack

Saving Throw: Nong

Check: You can perform amazing acrobatic acts well beyond
the norm, You do not need to make an activation check for this
power. Instead, by spending one Wyrd point, you may substituta
your War Dance skill ranks and key ability modifier in place of ths
following skills: Balance, Climb, Jump, Swim, and Tumble lonly
onga skill per activation). Tha effect lasts for one skill check, and
using this power does not provoke attacks of opportunity, unless
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j';:_iﬂl substituted for would normally provoke such attacks.
_.-Mm: Using War Dance in place of Balance skill allows
puto parform any of the actions normally allowed with the Bal-
ameskill, and you may alse move your full speed instead of half,
':'-.;,, t penalty, In addition, you are not considered off balance
e doing g0 (enemies do not got the off-balance attack bonus
i you raceive your Dextarity bonus to AC).

- Climby Using War Dance in place of Climb skill allows you to
pmb at your full speed as a full-round action, ar half your speed
movs-aquivalent action, without pensities. In addition, you
& to avoid & blow (enemies do not get the stunned attack
gnus and you receive your Dexterity bonus to AC).

Jump: Using War Dance in place of the Jump skill allows
Jpfo make @ running jump without moving and the normal
meimums for all jumps are lgnored. IF you are wearing heavy
Hmiar, you can- make a running jump, but you must mowve 20 ft.
Betore jumping.
~ Swim: Using War Dance in place of the Swim skill allows
: ol 4o move one-half your narmal speed as a move-equivalent
'n. or your full speed as a full-reund action. In addition, you
irsul‘ﬁ:qra =1 penalty for avery 10 |bs: of gear you carry or wear,
I Tumble: Using War Dance in place of Tumble allows you to
2ake checks even when your speed has been reduced by armor
_"u_muss gquipment. When reducing falling damage, add an ad-
iﬁhﬂal 10 1o the distances listed for the Tumble skill (you can
Imat falls as. if they were 20 ft shorter, and tumble up to 40 faet).
g War Dance in place of Parform checks is a good way to
ten an audience, not entertain them; your obviously inhu-
" agitity is sean as witcheraft.

Retry: Wiyrd must be spant to use the War Dance skill, re-
perdlass of success (it is still spant for failed checks). If no Wyrd is
_'r!r, use the narmal skills instaad (Balance, Climb, ete.).
Special: Nona of the aynergy bonuses that normally apply
o the skilis mimicked are added to War Dance checks.

2 Degree: Confuse Others (Str; Trained
Only; Bedlam Psychics Only)

Activation Time: 1 action {soe text)

Range: Touch

Target: Living creature touched

Duration: By check result (see text)

Saving Throw: Reflex negates (DC = check result)

Cheegle: You can confusae and stupefy others with a touch, An
activation check is made to power your naxt touch with one of the
flfowing effects. Activating this power requires & standard ac-
fian, but the touch attack is included In the activation and is treated
fike ather charged touch attacks (it dosas not provoke an attack of
- cpportunity).

Stunning Touch: Successful activation charges yvour touch
| wilh the powar to stun a target for a number of rounds, depend-
- ing:on the check result,
bC Rounds of Stun

15 1 round
30 2 rounds
=25 3 rounds
gl 4 rounds

35 5 rounds

Confusing Tovch: Successful activation charges your touch 5

with the power to confuse your target for a number of rounds,
depending on the check result,

DCc Rounds of Confusion
20 1 round
25 2 rounds
30 3 rounds
35 4 rounds
a0 & rounds

3" Degree: Prana Burst (Str; Trained
Only; Bedlam Psychics Only)

Activation Timea: 1 action (see text)

Range: Touch

Target: Living creature or object touched

Duration: Instantaneous

Saving Throw: Reflex half {DC = check result)

Chech: You can daliver a pranic blow to someona or soma-
thing: Activating this power requires a standard action, but the
touch attack is included in the activation and is treated like other
charged touch attacks (it does not provoke an attack of opportu-
nityl.

Frana Strike: You can direct your psychlc energy as if it were
a weapon. An activation check is made to power your melee at-
tack (gither with @ weapon or unarmed) to deal extra damage to
the target, depending on the check result. Thisis considerad {o be
a touch attack lignore the target's armor bonus and energy shield),
Base damage is the normal weapon or unarmed damage.

DCc Damage Dice
15 +2d6
25 +3d6
35 +dds
45 +ada

Hesonant Strike: You can make a Prana Strike (as abova)
against an object and ignore its hardness rating; damage is daliv-
ared directly to its hit points.

4" Degree: Nerve Burn (Str; Trained
Only; Bedlam Psychics Only)

Activation Time: 1 action (see text)

Range: Touch

Target: Living creature touched

Duration: Instantansous

Saving Throw: Reflex negates (DC = check result)

Chack: You may use your prana to damage another's physi-
cal abilities. An activation check is mace to powar your next touch
te damage one of the target's physical abilities, depending on the
check result, The ability to be damaged must be stated whan the
power is activated; Nerve Burn can affect enly Strength, Daxterity
or Constitution scores. Activating 1this power requires a standard
action, but the touch attack is included in the activation and is
treated like other charged touch attacks (it doas not provoke an
attack of opportunity).

MNerve Burn can be performed against the same target only
ance per day. It cannot cause an ability score to drop o lower
than 1.
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Ability Score

20 -2
25 3
30 4
35 -5
40 &

FE-L]_‘ H&I‘l[‘l (DEX)

You have awakened your mind's psychokinetic abilities. The
path of Far Hand, or psychokinesis, was one of the most inten-
sively studied ar the Phavian Instinue, for many considered it the
maest “practical” category of psychic powers. Far Hand deals with
the manipulation of physical objects and energy fields through the
application of pure will,

Although using a Far Hand power does not directly produce
obvious cccull phenomena, the sight of objects floating through the
air unaided is a strong clue that something strange is going on. Far
Hand is a psychic power that quickly becomes obvious to even those
ignorant of psychic powers (-5 DC on any Occultcraft checks to dis-
cern and identify a Far Hand power at work). However, they will
not necessarily be able to race the phenomena back to the Psychic,
Maost peasants will turn their ire against strangers first.

1 Degree: Lifting Hand (Dex; Trained
Only; Far Hand Psychics Only)

Activation Time: 1 action {seo text)

Range: Medium

Target: One living creature or object

Duration: Concentration

Saving Throw: Reflax negates

Chechk: With a successful activation chick, you can lift a par-
s0n or object with your mind and move it around at will, The DC
rasult determines how large or heavy an object you can |ift and
what you can then do with it. It takes an action to activate the
power and an action to maintain it each round thareafter.

Action; Your base DC depends on the action you wish to
achieve. When you wish to use Lifting Hand against living things,
they get a Reflex saving throw to shake off the invisible fingers of
your mind, (Note: You cannot directly damage an ohject with Lift-
ing Hand; that requires the 2"-degres Kinetic Strike power. You
can, howevar, harm it indirectly, such as by throwing it.)

DC  Action

15 Lift an object, You can move it any distance up, down or
around as long as you don't exceed the power's range,
counted in distance from your locatian.

20 Throw an objact & ft. +5 ft, per two skill ranks.

25 Lift @ person or creature. Although you can lift a person
into the air, you cannot hold him perfectly still {unless you
use the Kinetic Strike crushing grip): he can still wiggle
around, although he Is considered flat-footed as long as
he s lifted. You can move him at a maximum speed equal
to 10+ your skill ranks, or double that amount if you spend
a full-round action to do so.

You can instead levitate yoursalf, moving at a maximum
spead equal to 10 ft. + your skill ranks, or triple that amount
if you spend a full-round action moving.

FADING SuNs: D20

an Throw a person or creature 5 ft. 45 fi. par two skill ranks,

35 Fight with an object: a sword, gun, ete. Once your active:
tion succeeds, use yvour base ranged attack bonus to wiald
the wespon anywhere within your range, as long asitis
within sight.

40 Perfarm a skill-based task with an object, such as a Cralt
check 1o repair a weapon, a Disable Device to defuze @
bomb, Open Lock to pick a lock, ete. Once your activation
check succeeds, make a skill check using the desired skill
as long as it is performad within your range and is within
sight. Delicate work may suffer penalties or & higher DCIf
you can’t get a close look at it.

Weight: If your check achieved the required DC (listed abave),
you may |ift 10 pounds per result. [f you rolled a 17, you can Tif
170 pounds. You can double this result per extra Wyrd point spam
{remember that in the d20 System, doubling something twic
means that you actually triple tha figure); these extra pointsda
not need to be spent until after the activation check succeeds,

Retry: Yes, but Wyrd points are still spent for failed active:
tion attempts.

2" Degree: Kinetic Strike (Dex; Trained
Only; Far Hand Psychics Only)

Activation Time: 1 action

Range: Close

Target: One living creature or abjaot

Duration: Instantaneous or concentration [see faxt)

Saving Throw: Aeflex half

Check: You may aither strike a target with a psychokinetic
bolt of force or grip him in your psychokinetlc fist.

Kinetic bolt: You compress a field of energy &t a point on or
near a target’s body and explode it, like coiling 8 spring and sud:
danly raleasing it. Use your Kinetic Strike activation chack as your
attack roll, with the DC being the target’s armer class. Kinatic haols
are not considerad touch attacks.

Damage inflicted is normal, unless you chose to deliver
subdual instead.

D Damage Dice
15 2dB
25 3d6
35 4dé
45 Gdé

Crushing grip: Instead of dealing a direct bolt of pgychaokinatic
enargy, you can use this power to crush or hold objects or people
with your mental grip. There are two stages to considar:

Grab: You first make a ranged grab attack, using your Kinetic
Strike activation check as an attack roll. As with malee grab at-
tacks, this is considered to be a touch attack. Your grab does not
provoke an attack of opportunity, but activating the power doss,
In othar words, those near you gain opportunity attacks, but those
who cannot reach you do not; if the target of vour grab is not near
you, he does not get an attack of opportunity to resist the grab,

Hold: The target now gets to make a Reflex save to resist the
power, This is in place of the normal epposed grapple check. If he
suceesads, he has successfully slipped from your mental grasp. if
the Reflex save fails, the target is grappled and you can deal dam-
aga [as Kinetic Bolt abova),
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Oneo the target is grappled, damage can be applied each
mend and the target is considered pinned (others gain a +4 bo-

e i aitack rolls against hirm). On the following round after be-
" grappled, ho can attempt to escape the grapple as a full-round
ghon with & Strength check against a DC equal to 10 + hall your
il ranks. He cannot use Escape Artist skill to wriggle free,
During the turns in which you use your psychokinatic arip,
ol must concantrate. [t the target escapes or breaks your grappla,
# jou fose concentration, the effect is lost and a new activation
#=np! must be made to grasp the target again.
Retry: Yes, but Wyrd points are still spent for failed attempts.

3" Degree: Force Wall (Dex; Trained
Only; Far Hand Psychics Only)

Activation Time: 1 aotion
Range: Madium
Area: Shapeable spread (see text)
Duration: 1 turn
Saving Throw: MNone
Chech: You can create a barrier of psychokinetic force around
Wourself or-an area, providing a degree of cover effective versus
J"mqmd weapons and even meiea. Note that the range for this
- pawer denotes how far you can erect the wall away from your-
:"HH. not the area it covers; that iz determined by the DC result
Bee balow).

Force Walls offer only one-way protaction — thay block at-
facks coming from the outer side, but do not interfere with at-
ikks made from the innar side. In other words, 8 Force Wall

emcted around your party allows them to attack outside of it with
nt interference, but those outside the wall must contand with the
gover when attacking those inside/behind it.

You can modulate the intensity of the barrier 1o allow friands
to anter while keeping out foes. This requires a Concentration
- check and a full-round action. If the check falls, friends must try 1o

pass through the wall like anyone else (see below), unless you
\later suceeed in a retried Concentration check.

Cover; Like normal covar, this invisible-te-normal-sight bar-
rerprovides an armor class bonus and a Reflex save bonus, How-
- gvar, attacks that strike the Force Wall (by hitting the AC range
provided by the wall's AC bonus) may still overwhe!m it. Tha wall's
hardness is equal to your Foree Wall skill ranks. Any damage that
gxcepds the hardness is inflicted on whatever target the attack
. wasalmed at if the attack would otherwise have been successiul,
Once the wall has been breached by an sttack that exceads the
wall's hardness and dalivers damage to someone behind it, you
must spend 8 Wyrd point that round or loge the Force Wall.

oc Covar AC Bonus Reflex Save Bonus
18 One-quarter +2 +1

20 One-halt cover +4 +2

25 Threa-quarters +7 +3

30 Mine-tenths +10 +4"

15 Total +13 5%

* Half damage if save fails, no damage for successiul save,

Size: The size of the wall depends on your Force Wall skill
ranks. It can be formed over an area in any configuration {circular,
squara, an anclosed box, ete.), You can inorease the size by spend-

ing Wyrd points: add one category on the list below per extra
paint spant during activation,

Skill Area Covered

1-2 Medivm-sized individual*

3-4 6 ft. x 5 ft. aren, or a 10-ft.-wide, 5-ft.-tall wall

5-6 10 ft. x 10 ft. area, or a 20-ft-wide, 10-ft.-tall wall
7-8 20 . x 20 ft. area, or & 40-fi-wide, 20-fr.-tall wall

210 30 1. x 30 ft. arsa, or a 60-ft.-wide, 30-ft.-tall wall
1172 40 . x 40 f1. area, or an 80-ft.-wide, 40-ft.-tall wall

1314 50 ft. x 50 ft. area, or o 100-ft-wide, 50-fi.-tall wall
18-16 60 ft. x 60 ft. area, or a 120-ft.-wide, 60-fL-tall wall
17-18 70Tt 70 it area, ora 140 ft wide, 70 ft tall wall
19-20 BO ft x BO ft area, or an 160 ft wide, 80 ft tall wall
2-22 80 ft x 90 ft arca, or an 180 fr wide, 90 ft tall wall

23 100 ft » 100 ft area, or an 200 ft widae, 100 ft tall wall
* Enargy shields will work in conjunction with a Force Wall,

FPassing through: A Force Wall is a physical barrier, consid-
ered to be vertical and smooth, and hence cannot be climbed,
Anyone, however, can attempt to force his way threugh the wall
with brute strength, He must make a Strength check against a DC
equal to 10 + half your Force Wall skill ranks. If he succeeds, ha
can mava through the wall. However, if you spend a Wyrd point
to heal the breach a free action), othars cannot follow him through
the hale he made (thoy just make their own checks to get through).

Ratry: Yes, but Wyrd points are still spent for failed attempts.

Omen (Wis)

You have awakened vour mind's abllity to perceive the future
and past, The Omen path seeks to expand normal time-bound hu-
man awareness o include perceptions of the past and possible fu-
tures, known in the Phavian Institute as postcognition and precog-
nition respectively, Knowledge of past events is a fairly stuaightfor-
ward matier — whatever happened, happened. Visions of the fu-
ture are trickier, however, since they can represent only the pos-
sible results of actions in the present. Knowledge of future events
can be used either to prevent them from occurring or to ensure that
they will ocour. In any case, the gamemaster is advised to keep
careful notes and to be ready to improvise... a lot

1** Degree: Postcognition (Wis; Trained
Only; Omen Psychics Only)

Activation Time: 1 full round

Range: Persanal

Target: Object touched

Duration: 1 turn of viewing a past moment

Saving Throw: Nong

Check: You can see, hear and feel what has happenead in the
past around a particular object. For instance, a knife usad in a
killing can be “read™ to get & vision of the murderar, a5 wall as the
room wherg it took ploce, However, you cannot necessarily choose
the angle of viewing — you may only see a man in & dark, hooded
cloak, but not his face. Multiple items may not be selectad. You
choose the time period, but it can ba accompanied with a request
for-a particular event ("Who used this knife to kill the marguis? ™).
How far you can see into the past depends on tha check result.
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Events that occurrad no longer than one year ago

20 Evants that occurrad no longer than two years ago
25 Events that occurred no longer than thrae years ago
an Evanis that occurred no longer than five yeara ago
35 Events that occurred no langar than 10 years ago
40 Event that occurred no longer than 100 years ago

Retry: Yes, but you must wait 8t least one day to attempt 1o
viaw the same moment or time in the past.

2" Degree: Precognition (Wis; Trained
Only; Omen Psychics Only)

Activation Time: 1 full round

Range: Parsonal

Target: Object touched

Duration: 1 turn of viewing a future moment

Saving Throw: Nonga

Check: You can see, hear and feel what will happan in the
future around & particular ohject, place or person (the room &
person will ba in, wha will be with them, eic.). These are shadows
of the future, not what will happen. Multiple items may not be
selected, You choosa the time period, but it can be accompaniad
with a request for a particular event (“Where will the duke hold
his birthday ball7"). How far you can see into the future depends
on the check result,

DC Timas To Come

15 Events that will ocour no more than one manth from now
20 Events that will cccur no more than two months from now
25 Events that will occur no mare than five months from now
a0 Evants that will ecocur no more than one year from now
35 Evants that will occur na mare than 10 years from now

Retry: Yes, but you must wait at least one day to attempt to
view the sama moment or tima in the future {and it may not play
out exactly the same way by then, for present events continually
change the nature of the future).

3" Degree: Shadows of the Departed
(Wis; Trained Only; Omen Psychics
Only)

Activation Time: 1 full round (soe toxt)

Range: Personal

Duration: Concentration

Saving Throw: None

Check: You can channal the parsonality of someone who s
dead. As in the film Rashomon, these ghosts of the past can some-
times be accapled as witnesses in certain murder trials. Ancient
or alien personages may require a scholar on hand to ovarcome
barriers posed by dead or unfamliliar languages. The ghost will
spaeak through you long enough to give her tale ([gamemasters
discration). It takas ona full round to activate the power and a full-
round action esch round thereafter to maintain it.

The base DC is 30, This is modified by the ghost's identity.
The modifiars below are cumulative (they stack).
DC Identity
-5 You know the ghost's name.
B You are channeling at the ghost's grave or among his
direct descendants.

L1

FADING SUNS: D2() |

-5 The ghost has a nead to speak (perhaps to reveal acrim
ar confess its sins).
+5 Par cantury the ghost has bean dead.

The Church claims that these are not deparied people bt
figments of the Psychic's twisted mind or demons parading as
dead loved ones, but most people in the Known Worlds balisven
ghosts anyway.

Retry: Yas, but you must wait at least one day to atempt
channel the same ghost and the DC increases by 6. If a second
attempt fails, that ghost cannot ba contacted unless you perdorm
some act of propitiation (presant gifts to its grave, aid its descen-
dants, etc.).

Psyche (Cha)

You have awakened your mind's telepathic abilities. The path
of Psyche refers to the old Phavian designation of elepathy, the
direct mansference of thought and feeling from one mind 1o an-
other. Originally the Institute focused its studies on the more pas-
sive and receptive side of telepathy, like Mind Sight, bur since the
Fall of the Second Republic, the aggressive potential of telepathy,
lustrated by powers like Brain Blast and Puppetry, has come to
predominate,

1* Degree: Mind Sight (Cha; Trained
Only; Psyche Psychics Only)

Activation Time: 1 action (ses text)

Range: Medium

Terget: One living creature

Duration: Concentration

Saving Throw: Will negates

Check: You can read a target’s mind with a successful check
against a DC based on the type of probe desired. |t takes one stan-
dard action to activate the power and one standard action each
round thereaftar to maintain it.

DC Probe

15 Read Emotions. You can sense the target's current amo-
tional state, whether she is angry or sad, happy or con-
fused.

26 Aead Thoughts. You can read the target's surface thoughts.
MNote that surface thoughts are only what is occupying the
target's attention at that moment, and rarely invalve long:
range plans, habitual behavior or detailed recollections;
Language barriers can getin the way, as can differences in
the psychology of alien races from beyond the Known
Woarlds.

30 Probe Mind. You can ask the target's mind one guastion
which he must answer regardless of consent {unless ha
makas his Will save). After he has answerad it, the power
ends; you must spend more Wyrd and make a new activa-
tion check to learn mara.

35 Psychic Intarrogation. You may ask the target's mind a
number of questions equal to half your ranks in the Mind
Sight skill. After he has answered them, the power ends;
you must spend more Wyrd and moke a new activation
check to learn more.

Retry: Yes, but Wyrd points are still spent for failed atternpts.
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2" Degree: Mind Sway (Cha; Trained
Only; Psyche Psychics Only)

Activation Time: 1 action {sse text)
Range: Medium
Target: One living creature
Duration: Concentration
Saving Throw: Will negatas
Check: You can Influence athers' emotions and thoughts,
indeven cantrol their actions. It tekes one standard action to ac-
;'mu the power and ong standard action each round thereafier
‘_;umalmalrl it.
nl: Command
B Emote. You can project emotions to the target, letting him
know how you feel (vou can fake emotions with a succoss-
ful opposed Bluff check instead), The target simply sanses
the emotion but does not have to react in any particular
way 1o it, The target of this power will know whose emo-
flons he is sensing, although he may not know that his
intuition is caused by a paychic power,

M. Mind Speech. You can project your thoughts into the mind
of another. You can choose to hide the source of these
thoughts, but the target may bacome aware that some-
thing Is happening if a thought seems too strange or unfa-
miliar to hirm., As with the Mind Sight power, language can
be a barrier.

% Empath. You can telepathically control anather’s amotions.
Thare are @ number of things this allows you to do;

Affact Morale: You can boost the target’s morale, giv-
ing him a +2 morale bonus for as long as you concen-
trate, or lower it -2 morale panalty) foras long as you
concentrate,
Change Attitudes; You can improve the target's atti-
tude toward you or a designea by one category (from
hostile to unfriendly or from unfriendly to indifferent,
ate.) plus one poer five skill ranks, Or you can degrade
tha targat’s attitude towards whomaver you designate
by ona category (from unfriendly to hostila, ete,). How-
avar, if your behavior is contrary to the attitude you'ra
trying to foster, the target gets another Will save to
negate the power’s effect.
Language is not a factar hera, but differences in alien psy-
chology can pose a problem, as is illustrated by the story
of the psychic whe, In atternpting to ingratiate himsalftoa
feral Vorox, accidentally tripgered the predator's vialent
mating behavior.

30 Command. You can telepathically command the target to
perform one action that he can complata in a single round,
Unlass he makes his Will save, he must carry it out to the
best of his ability, even if it may harm him. You cannot,
however, put him into obviously mortal danger, such as
making him walk into an airlock without a spacesuit or leap
off a cliff; this will automatically negate the power.

35 Head Shackle. You can telepathically command the target
to perform one task that may take a series of actions to
complata, such as: *Dafand ma from those five assailants]”
or *Retrieve the pouch of firebirds inside Reeve Manager

Sulak’s top desk drawer.” Unless he makes his Will save,
he must carry it out to the best of his ability, although if
the task is proven impassible (the pouch of firabirds is no
longer in the desk drawer), tha influence is ended, The same
limitations concerning mortal danger for Command
(above) apply hera,

Retry: Yes, but Wyrd points are still spent for failed attempts.

3" Degree: Brain Blast (Cha; Trained
Only; Psyche Psychics Only)

Activation Time: 1 action

Range: Close

Target: One living croature

Dwration: Instantaneous

Saving Throw: Will negates

Check: The very force of your mind can cause a target in-
tense agony. Make a Brain Blast check and compare the result to
the chart below, The target takes the listed amount of damage
unless he makes a Will save. Damage is considerad narmal un-
|ess you choose to make it subdual instead.

DC Damage Dice
16 2d6
25 3d6
a5 4db
a5 5dB

Retry: Yas, but Wyrd points are still spent for failed attempts.
4" Degree: Puppetry (Cha; Trained Only;
Psyche Psychics Only)

Activation Time: 1 full round (see text]

Range: Close

Target: One living creature

Duration: Concentration

Saving Throw: Will negates

Check: You can telepathically project yvour will upan a tar-
get, dominating him completaly and possessing him body and
soul for the duration of the power, unless he makes a Will save.
You can make him do anything you want, as if his body were your
own, Tha same limitations concerning mortal danger for Com-
mand (above) apply here.

It takes one full round to activate the power and one full-
round action sach round thereafter to maintain it.

Retry: Yes, but Wyrd points are still spent for failed attampts.

Sixth Sense (Wis)

Known in the old Phavian Institute as Extra-Sensory Percep-
tion, this path seeks to cultlvate modes of perception which are
considered to be inherent in all sentient beings, but which are sel-
dom ar never consciously accessed,

1% Degree: Premonition (Wis; Trained

Only; Sixth Sense Psychics Only)

Activation Time: 1 action

Range: Madium

Target: You

Duration: Minutes

Saving Throw: Nong
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TasLe 6—1: Auras

General Types of Auras
RocefCondition Aura Type

Human
Ur-Obun

Lir-Ukar
Vorox
Vau
Symbiot

The Changed

Unconscious
Aslaap

Simple elongated ocvals

Exaggerated egg-shapes, with the big end
at the top

Exaggerated egg-shapes, with the big end
at the bottom

Torn, raggedy edges

Sleek wedges, pointed at the head

Tiny fillameant-threads stretching out to
infinity \which eannot ba detected with-
out a critical succass)

Folded or erimped around the altered
body part

Pale, empty aura

Pale, ampty aura, with all color and activ-
ity concentrated in the center

Psychic/Theurgist Deeper, more'three-dimansional

Colors

iseen with all successful checks)

Color
Red
Orange
Yellow
Green
Blus
Violat
White
Black
Gray

Motion

Emotion

Angry

Repelled, disgustad

Happy

Dasirous

Sad

Satisfied

Loving, caring

Afraid

Indicative of purely abstract thought

{seen only with a successful Spot chack, DC 10

Maotion
Upward
Dowrward
Irward
Outward
Vertical spiral

Horizontal spiral

Cpivaring
Sloshing
Melting

Shapes

State of Mind

Elated

Depressad

Imtrovartad (directed toward self)
Extroverted (directed toward others)
Determined

Confused

Excited

Indifferant

Fatigued, tirad

{sean only with a successful Spot check, DC 15)

Shape

Spike

Cloud

Column

Swirls

Veing

Rays

Hard outer adge

Thought

Hatred

Doubt

Certainty

Whimsy

MNagging insistent thoughts
Strongly diracted emotion
Suspicion, distrust

]
15

20

25

an

Check: You can sense danger befora it harmes you.

Warning

Immediate Peril. You know that danger exists somewhers

within the power's range, but not exactly what form it takes,

This applies only to immediate peril, such as a waapan

aimed at you, a critically overheated stardrive core, ora

tand mine you are about 1o step on, You gain & =10 pér-

caption bonus to notice the actual danger or avold sur

prise,

Exact Danger. You can pinpoint and idantify immadiate parl

within the powar's range befora it strikes. You gain & +10

initiative bonus and cannat be caught surprised or lat
footad.

Patential Danger, You can sense potential danger within
the power's range, hut net exactly what form it takes. This
may be a trap waiting to be set, an unseen creature guard-
ing the room, ete, You gain a +10 parception banus 1a ng-
tice the actual danger or avaid surprise.

All Danger, You can predict and pinpaint all immediate and
potential dangers within the power's range; allowing you
to locate traps, hidden guard dogs, and even assassins
that may be stalking you. You gain a +10 initiative bonus
against all dangers and cannot be caught surprised ar flas
footad.

Retry: Yes, but Wyrd points are still spent for failed attemps,

2" Degree: Second Sight (Wis; Trained
Only; Sixth Sense Psychics Only)

Activation Time: 1 action

Range: Long

Target: You

Duration: Minutes

Saving Throw: Nong

Check: You can perceive beyond the normal spectrum, The

effects below are not cumulative; vou must declare which sen-
sory efféct you are trying to achieve before makirg an activation

checks,

DC
15

20

25

Sensory Effect

Sensitivity: This power improves thae physical senses, al-
lowing the character to see in darker situations (but it does
not canfer night- ar darkvision — you still cannat see in
total darkness), hear better, and even smell or taste drugs
or poisons in food and drink (a1 the gamemasters discre-
tion}. You gain +4 to any perception chacks.

Darkvision! Yau gain the effects of darkvision, This mani-
fests in a variety of ways, including sonarlike acuity of
hearing, tactile hypersensitivity 1o ground vibrations or
minuta air currents, and using your own biomagnetic field
ag a kind of radar. Printed words or pictures may not be
seen with this kind of darkvisian.

Subtle Sight: You can perceive the psychic auras of oth-
ers, You gain a +4 Oceultéraft bonus ta discern and iden-
tity ocoult powers. Auras can reveal general emotions and
states of mind, whether someone is human ar alien, and if
he has psychic powers. Auras cannot reveal specific
thoughts. Colors correspond to emotions, movement of
the aura Indicates general state of mind, and shapes within



the aura can show what types of thoughts the target is
| thinking. See Table 6—1: Auras.

M Wyrd Sight: You can perceive normally invisible occult
activity, such as theurgic rites, psychic powers, ocoult arti-
facts, etc. You gain a +10 Occulteralt bonus 1o discern and
identity ocoult powers. This reveals things that do not reg-
istar at the lower levels. For instance, the aura of a psychic
shows a brilliant scintillating white light in the forehead; a
beam extending from this light to another persan can in-
dicate a telepathic connection or theurgic Congregation
rite, Maost theurgic activity appears to be enveloped in a
large, unflickering candle-flame, the top point of which
stratches up ta infinity.

Retry: Yes, but Wyrd points are still spent for failed attempts.

3" Degree: Far Scry (Wis; Trained Only;
Sixth Sense Psychics Only)

Activation Time: 1 action
Range: Long
Target: You or one living creature (see 1ext)

Duration: Concentration
Saving Throw: Nong
Check: Qccasionally knewn by the old Phavian designations
of clairvoyance and clairaudience, Far Scry allows you to use your
sensory perception on a distant place. |t takes one standard ac-
fion to activate the power and one standard action each round
(hareafior to maintain it
DC  Far Sense
16 Far Sight or Sound. Choose either sight or sound before
the power is activatod. You can sense things at a distance
within the power's range. You can move your point of per-
spective at your normal speed, traveling along corridors
and through walls.
0 Far Sanse. You can both spe and hear things at a distance,
25 Far Touch. You can see, hear and touch things at a dis-
fance.
kL] Shared Sense: You can open 8 direct sensory conduit with
o chosen target, and can then see what the targel sees,
hear what he hears, and so on (the target can resist with a
Will savel, Shared Sense allows you L0 USE YOUr DOWETS
from the target’s perspective. [n otherwords, you can sense
danger to the target with Premonitions, see from the
target's eyves with Secand Sight, ete.
Retry: Yes, but Wyrd points are still spent for failed attempts.

4" Degree: Senses Shock (Wis; Trained
Only; Sixth Sense Psychics Only)

Activation Time: 1 action

Range: Closa

Target: One living crealure

Duration: 1 turn

Saving Throw: Will negates

Checlc You can break down a target's natural adjustment of
the intensity of sensory input, overloading his senses: mild light
becomes hlinding, whispers are screams, a8 massage becomes a
pummeling, and so an. If the target {ails a Will save, ha sufferstha
following effects, depending on the check result.

bDc  Effect
16 Target suffers a 20% miss chance on all his attacks {as if all

his apponents have one-hall concealment), a -2 penalty o
Spot and Listen checks and a -1 initiative penalty.

25 Targets suffers a 30% miss chance on all his attacks (as il
all his opponents have three-guarters conocealment), a —4
penalty to Spat and Listen checks, and a -2 initiative penalty,

35 Target acts as if blinded and deafened {50% miss chanca
far all attacks, -4 initiative panalty, no Dex bonus to AC,
half speed, -4 penalty on most Strength and Dexterity-
based skills, athers gain +2 attack bonus against him, and
he can make no Spot or Listen checks.

Retry: Yes, but Wyrd points are still spent for failed attempis.

SDI‘H& (CDI’I)

You have awakeped your mind's somatic abilities — mind-
over-matter, The path of Soma (also called Prana Bindu) is the cul-
mination of many ancient Urthish technigues of body conirol, and
was one of the earliest established departments in the Phavian In-
stitute. Since the Fall, the majarity of this path's practitioners have
found employment only as traveling medicine show [reaks.

1# Degree: Control Body (Con; Trained
Only; Soma Psychics Only)

Activation Time: 1 minute

Range: Parsonal

Target: You

Duration: Hours

Saving Throw: Mone

Check: You can slow down your bodily operations 1o an al-
most undetectable rate, feigning death or reducing your need for

OXYHERN,
DC Effect
15 Slow Metabolism. You can go for three days without wa-

ter or a week without food before requiring Constitution
checks (this effects lasts for one week after activation). In
addition, for the hours-long duration of the power lor
longer, if the Extend Psi feat is used}, your naed for oxy-
gen is lessenad; you can hold your breath a number of
rounds equal to triple your Constitution score and you gain
a +5 bonus on Constitution checks made to keep from
drowning ar suffocating. You also do not suffer from alti-
tude sickness due 1o lack of air,

20 Ignare Cold. You gain a +5 on your Fortitude saves against
cold damage while maving, or +10 when stationary,

25 Ignore Heat. You gain a +5.on your Fortitude saves against
heat damage while moving, or +10 when stationary.

30 lgnare Poison, You gain @ +10 on your Fortitude saves
against polsons.

Retry: Yes, but Wyrd points are still spent for falled attampts,

2" Degree: Alter Body (Con; Trained
Only; Soma Psychics Only)

Activation Time: 1 minuta
Range: Parsonal

Target: You

Duration: Minutes
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Saving Throw: Nona
Check: You can alter your body in 8 number of ways {only
one method per activation check).

Hardening: Your skin hardens to a steely consistency, pro-
viding o natural armor bonus.

DC Effact
15 +1
20 +2
25 +3
a0 =i
35 +5

Sizing: You can alter your size, bacome shorter or taller,
broader or thinner, This doas not affect ability scores, although it
may alter your size class (perhaps from Medium to Small, ar Ma-
dium to Large),

Height Height Weight  Weight
DC  Increase Decrease Increase Decrease
15 +10% -10% +20% -10%
20 +20% -20% +40% -20%
25 +30% -30% +60% -30%
3o +40% -A40% +75% -40%
a5 +A45% -45%: +80% -45%
40 +50% -60% +100% -B0%:

Masking: You can change your facial features (bone struc-
ture, eye colar, skin color and texture, hair length and color], The
number of festures you can change depends on the activation
result, You can mimic others, although this might require Bluff
checks {+2 stackabla bonus for each feature you changed).
oC Effect

15 1 featura

20 2 features
25 3 features
30 4 featuras
35 & features

Retry: Yas, but Whyrd points are still spent for failed attempts.

3 Degree: Enhance Body (Con; Trained
Only; Soma Psychics Only)

Activation Time: 1 minute

Range: Personal

Target: You

Duration: Minutes

Saving Throw: None

Check: You can enhance ona physical ability score (Strength,
Dexterity or Constitution) per each succassful power activation.
DC Enhancement

15 +d
20 +3
25 +4
30 +5
35 +B

Retry: Yos, but Wyrd points are still spent for failed attempts.

4" Degree: Recovery (Con; Trained
Only; Soma Psychics Only)

Activation Time: 1 full round
Range: Parsonal

Target: You

Duration: Instantaneous
Saving Throw: None

Check: You can heal damaged hit points every time this
power is succassfully activatad.
DC Amount Healed
10 1d4+2
20 Td8+2
30 2d84+2
40 3dB+2

Retry: Yes, but Wyrd points are still spent for failed attempfs.

Vis Craft (Int)

You have awakened your mind's ability to control énergy. Prac-
tically unknown to the researchers af the Phavian Institute, the power
of energy control and manipulation is still rare in the 515t century,
Vis (Latin for "energy”) Crafters can manipulate material energy:
kinetic, electric and fusion, and some can manipulate spiritual en-
ergies (Wyrd). One cannot work with such power, however, and
remain unmoved — Vis Crafters tend to be excitable and passionate
people, sometimes twitchy and nervous, unable to stay still for long,

Also, just because a Psychic can manipulate anergy doesn’
mean she fully understands it; this may reguire a Knowledga (phys-
ics) check.

1 Degree: Vis Eye (Int; Trained Only;
Vis Craft Psychics Only)

Activation Time: 1 action

Range: Madium

Target: You

Duration: Minutes

Saving Throw: Nona

Check: You can sense the use of energy around you ia foe's
anargy shield, a laser sight trained on you, & spy camara filming
youl, discern the type of energy {electrical, fusion) and trace its
source {although this may require a Search check if the source is
wall-hidden). Tha DC depands on how hidden the source is, The
source must be within the power's ranga to be sansed.
DC Source

15 Obvious {an enargy shield or energy weapon)

20 Incognito (e dugling shield or inobvious camera)

25 Concealed (a camera hiddan behind a two-way mirror)
30 Arcane. You can sense and discern spiritual energies, such

as Wyrd, Symbiot Lifeforce or even the strange enargy used
by Anunnaki tech.
Retry: Yes, but Wyrd points are still spent for failed attempts.
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2" Degree: Vis Flow (Int; Trained Only;
Vis Craft Psychics Only)

Activation Time: 1 full round

Range: Touch

Target: Object touched

Duration: Instantanaous

Saving Throw: Mone

Checl: You can glter the flow of energy 1o or from an object,

#iher draining or rechannaling it.

Effect

VYis Drain. You can drain or cut off the flow of powear to or
from various items, such as fusion cells or a building's
power grid (this power is not transfarred anywheare useful
uniess the character also usas the Vis Flow power, balow),
The amount of Wyrd points spent determines how much
power can be drainad from a source; ses Table 6—2: Vis
Drain.

Yis Flow, You can channal incoming energy to charge fu-
sion cells, flashlights or starship engines, You must touch
the item to be charged and the source of energy (a spark-
ing live wire, a fusion charging plug, a Symbiot giving its
Lifefarcel. Mild shocks will not harm you while this power
is active, but you are not immune to energy damage or
sevare power surges. It is possible to use this power when
heing attacked by lasers, blasters ar Vis Shock, but regard-
lass of success on channeling the energy, you will suffar
any damage narmally, {If an energy shield is used to ab-

sorh the damage, it also absorbs the energy — you cannot
transfer this energy.)

Generally, the transfer is power to power: a blaster bolt will charga

30

b
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one use by a blaster on a fusion cell, but this may mean
two uses by a laser. The gamemaster should compare the
diffarant uses for fusion cells and the total charges allowed
per weapon, and be conservative in allowing too many
usas from this powar,

Wyrd Flow. You can transfer spiritual energies, such as
Wyrd, Symbiot Lifeforce and even Soul Shards to your own
Wyrd. However, anly energy directed at you — such as
through a psychic or theurgic power — may be fransferred.
You are not an energy vampire — you cannot walk up to
someone, grab hirm, and transfar Wyrd points. Howevar, if
you are the recipient of @ Revive theurgic rite that heals
five hit points, you could choose to channel thesea five hit
points to your Wyrd instead.

Vortex, You can generate power on your cwn, which you
can use to recharge fusion cells, power skimmers, etc, Use
Table 6—2: Vis to determine Wyrd costs to power certain
devices,

Primal Vis. You can tap into an invisible, universal spiritual
powar grid to replanish spant Wyrd points by an amount
equal to your key ability modifier for your primary power,
This power may be used only once per day. Some Vis
Crafters theorize that the source they ara tapping into is a
grid that encompasses all of space-time and was erected
by the Anunnaki, and that it is this grid that powers de-
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Flow activation result was only 15. You must make a Will
check to resist its awakening; failure means that the Urge
is awake. Even if you have no score in Urge, you may elect
to take one level to gain two Wyrd points. Regardiess, any
Wyrd points replenished with the Urge’s aid are also tal-
lied into the Dark Twin’s Wyrd pool with which it builds its
psychic body (see the level 4 Urge power Wyrd Drain).
Retry: Yes, but Wyrd points are still spent for failed attempts.

3 Degree: Vis Shock (Int; Trained Only;
Vis Craft Psychics Only)

Activation Time: 1 action

Range: Touch or Close (see text)

Target: One living creature or object

Duration: Instantaneous

Saving Throw: Reflex half

Check: You can transform your bioelectrical field into two
types of high-voltage discharge.

Shocking Touch: An activation check is made to power your
next melee attack (either with a weapon or unarmed) to deal elec-
trical damage to the target, depending on the check result. If you
hit, add the Vis Shock damage only after any energy shield activa-
tion check is made {just like with a shocker weapon attachment).
Base damage is the normal weapon or unarmed damage; the Vis
Shock damage is electrical.

DC Damage Dice

15 +2d6
25 +3d6
35 +4d6
45 +5d6

Shocking Arc: You can send a bolt of electrical energy at a
target within close range. Use the Vis Shock activation check as

ana cancels out existing energy shields — you gain the power's
protection instead of your own energy shield. Once the power's
last hit has activated, other shields will work normally.

Note that this field does not interfere with the Vis Flow power
(above); attacks absorbed by this power can be transferred else-
where.

Retry: Yes, but Wyrd points are still spent for failed attempts.

Urge

Every Psychic exists with the threat of his dark side. As you
awaken the powers of your mind, you also empower parts of your
psyche that you would rather not even acknowledge exist.

Psychics begin play with no Urge levels. Many tucky Psychics
may even survive their entire careers without once feeling the shad-
owy presence of the Other flitting through their minds. The chances
of the average adventurer being so blessed, however, are slim. Too
many actions cause us to compromise our lofty ideals, and too many
dangers lurk in the dark, whispering to our dark natures.

Gaining Urge

Whenever you perform an evil deed or suffer an encounter
with an evil presence, you risk gaining a level of Urge. Even if
your alignment is evil, you suffer this Achilles heel. To avoid em-
powering Urge, you must make a Will save. The DC depends on
what disturbed the Dark Twin. See Table 6—3: Urge. If you fail to
match the listed DC, you gain one level of Urge.

Once you have gained even a single level of Urge, a
doppleganger personality begins to grow in the shadowy places
of your mind. This Dark Twin remains buried in the unconscious
most of the time. However, certain events or actions can awaken
it and allow it full access to your consciousness and control over
your actions. Every time you roll a natural 1 on a Psychic power
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!;H'll:t. the Urge may awsaken and coma out 1o play, For the
Wiacts of nn awakenod Urge, consult the level deseriptions TaBLE 8—3: UHGf

low. Gaining Urge

As soon as you gain an Urge level, record the Urge's

Taboo
fats on your character sheet. This is 5 record of how pow-
#rful thia Dark Twin gets as it grows in leval siesling
i ' Missing confessional more than once a yvear
LDSIﬂg UrgE Refusing sacramant 15 Jo'
After parforming sutficlently contrite tasks or encoun- MI"_]“E'“ vendetta 15 0
L lring wondrous Urtech, you can attempt 1o erase Urge lev- Reballion against your 1'_&9“ lord, Church or emperar 15
5. Sen Table 6—3: Urge. If vou complate one of the listad Sutfering inquisitorial torture 20
hasks, you can make a Will saving throw. If your roll matches Exposure to an evil creature or hrtifact 20
Murder {justifiable in others’ eyes) 20

he DC for the task, you lose one lavel of Urge. In addition,

o every five results you rolled over the required DC, you Excommunicated 25
Bke one extra level of Urge. Exposure to another Psychic’s awakened Urge 25
For instance, upon becoming a Panitent {giving your- Exposure to & demonic presence 30
et over to the Church), you can make a Will save against a Murder {cold-blooded) 30
L 15. If tha result is 15-19, you lose one level of Urge, [fthe | “OMMitting rapo 35
I_ﬁﬂh |5 20-24, you loss two levels of Urge. A result of 26-29 LﬂEl I‘lg UTEB
grasag three levels of Urge, and so on. If yvou rolled balow Dead DC
15, you do not lose any Urge, Pilgrimage 25
Perfarming Church mission 25

Urge Levels

Parforming dangerous mission for others (no personal gain} 20

Ifyou have Urge levals and roll o natural 1 on a psychic

“power check, your Dark Twin may awaken. Make a second Church mercy {becoming Penitent) 15
‘roll for the power; if it succeeds normally, the Dark Twin does Exposure to Second Republic Psi Clinic 15
not awaken. IF it fails, the Urge stirs and causes havoe. It can Exposure to Soul Shard 16
bgs the elfects of the highast Urge level you possess and all Exposura to Philosophers Stong 10
the levels balow It Whenever it needs to maka a check, it Exposura to calestial presence 10

Sellless sacrifice (throwing oneself in harm's way for othars) 20

lisss your stats.

An awakened Urge stays active for only 10 minutes per
Urge level, after which it retrests back into the deep unconscious
until It is ownkenad again.

As your Jungian Shadow {or evil twin, if you will), the Urge
#eaix to break down the good and moral parts of your mind, of-
ten foreing you into situations where you must either act on your
pegative Impulses or braak your own personal code of morality
in arder to succesd or even survive, Generally, an Urge will take
whatever action itcan to foul up vour life, usually employing your
most olosily guarded secrats, repressed desires and rvalry among
pess.

The mwakened Urge is played by the gamemaster, who should
remember that, while it may be fun to turn a character’s dark side
againgt him, everything the Urge does should be in tha interest of
the overall drama. Don't let cruel fun with the Urge get in the way
of tha maln plot,

Resisting the Urge: If vou do not want to perform the ac-
fion the Urge demands, you can resist by spending a Wyrd paint.
This Wyrd point goes into the Doppelganger's pool (see Wyrd
Drain} and no action is parformed that round, if this keeps up, the
gamemasior may require a battle of wills between you and your
twin: you makes a Wisdom check, while the twin (using your stats)
makes o Wil save. If you win, the Urge is put back to sleep; if the
Urge wins, you may not resist its actions for this pariod of awak-
ening

Maximum Lavels: The maximum fevels of Urge that you

can have at any time are equal to your total charactar levels. Hence,
if youare a 4"-level Psychic, you cannot sulfar the 5™ level of Urge
until you gain another level. If you are a 3“-level Psychic and 2

level Knave, your total character levels are five; and so you are
vulnerable to gaining Visions, the 5™ level of Urge.

Level 1: Speak in Tongues

As the Dark Twin swakens, it gains the ability to speak. You
becomes prone to Freudian slips, especially dangerous ones that
may ravaal your powers. (e.g., “We cannot stand against them,
my lord, due 1o your marital shortcomings — ar, | mean, martial
shortcomings!”)

Tha Dark Twin makes a Charisma chock against a DC egual
to your Wisdom score. For each result gained over the DC, the
Urga may change ona word you say.

Level 2: Misdirection

The Dark Twin begins to flex its psychic muscles, causing
you to accidentally use your powers on an unintendad target. Tha
Dark Twin makes a Charisma check against a DC egual to your
Wisdom score. If succassful, your action is redirected toward &
neutral target like an innocent bystander. If the result was 10 points
highar than the DC, the action is redirected toward a friendly tar
get such as another player character,

Level 3: Voices

You begins to hear voloes, sometimes those of friends or
nearby people, and may think they’ve actually said somathing to
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. you — or what they said sounds different to you. {e.g., The noble

lord says “kneel” and you think he aaid “steal.”)

The Dark Twin makes a Charisma check against a DC aqual
to your Wisdom score. For each result gained over the DC, the
Urge may change ona word you haar.

Level 4: Wyrd Drain

The Doppelganger now begins to collect the energy needad
to build its psychic body. The Dark Twin makes a Charisma chack
against a DC equal to your Wisdom score, If successful, it instantly
drains 8 number of your Wyrd points and stores them in its own
pool, Keep a tally here — every point drained by Wyrd Drain builds
into a pool which is later used against the Psychic if his Dark Twin
ever aeparates (write the Wyrd Drain pool an the back of the char-
acter sheet), The Doppelganger may attempt only one Wyrd Drain
per day it is awake,

DC Wyrd Drained

10 -1 Whyrd paint

16 -2 Wyrd points
20 -3 Wyrd points
25 -4 Wyrd points

Level 5: Visions

¥ou begin to see things that are not really there, but which
ara quite convincing at the moment they occur. Visions cannot
harm you or anyone else, but can convince you that you have
been injured or trick you into harming yourself or someone else.

The Dark Twin makes a Charisma check. If successful, you halluei-

nate.

DC  Vision

10 The Urge induces hallucinations involving simple objects
(e.g., making you think your gun is not in your holster when
it really is, ar that it is when it really i1sn't, or making you
think it is a banana instead).

18 The Urge can do the same thing as above with multiple
objects or & single person.

20 Multiple people can be targeted as above {e.g., you see a
pursuing horde of snarling hungry feral Viorox behind the
prince instead of your retinua).

25 The Urge can conjure up an entire |llusory environment in
which you appear to find yourself.

Level 6: Urges

The Dark Twin takes a more active rola in your internal life,
causing you to feel emotions you do not necessarily want, like
anger, hate, fear, etc. Note that this is not parmanant, lasting only
for tha time in which the Doppalganger is active. Tha Dark Twin
makas a Charisma check. If suocessful, you suffer a panalty to any
Charisma-basad skill check,

bCc Penalty
10 =1

15 -2

20

25 -4

Level 7: Dementia

As the Dark Twin's influance increases, you develop a per-
manant neurosis or psychosis, such as intense paranoia, schizo-
phrania, the need to kill people in a serial fashion, etc. The Dark

Twin makes a Charisma check, The result determines the degres

to which this mental illness affects you.

DC Effect

10 You may be annoying or disruptive,

15 You are actunlly eounterproductive 1o the task at hand.

20 You are driven to destructive acts that can endangsr friends
and allies,

26 You may be drivan to salf-destructive acts.
Mote that this is permanent, and can be gotten over thers-
peutically only if your Urge rating is reduced to lowar than 7,

Level 8: Outer Child

The Doppelganger has grown strong enough to project its
psychic body outside of you, and goes out for occasional jaunts.
This is only an [llusory projection, and the Dark Twin is incapabla
of taking direct actions against other characters, other than sim-
ply appearing and speaking. With regard to you, howaver, this
projection is as real and solid as anything alse. The Dark Twin
makes a Charisma check. The result determines how far away
fram you it may project itseff. When appoaring in your presance,
others sufier a penalty on Spot checks to tell the difference be
tween the real you and yvour Dark Twin,

DC Range Spot Penalty
10 Long -2
1B Extreme -4
20 Grand -6
25 Planatwida -8

Level 9: Doppelganger

This is the true birth of the Doppalganger; the Dark Twin i
finally realized and bacomes a separate, physical being, ahle to
run around the universe all it desires. It has saxactly the same stals
as you {aithough it has no Urge), but its Wyrd rating is equal to
the pool it has bean developing out of your own mistakes (see
Whiyrd Drain, abovel. The one benefit you gain from this is that
your Urge levels are completely eliminated (although you can
bagin gaining Urge again by any of the methods given in Tabla
6—3: Urge — and even build another Doppalganger).

The Dark Twin makes a Charisma check. The result deter-
mines the penalty others suffer on Spot checks to tell the diffar-
ence between the real you and your Doppelganger. The
Doppelganger is parmanent and real, subject to all the things that
will kill & living person.

bCc Spot Penalty
0 -2
15 -4
20 -B
25 -8

Tlleurgy

Theurgy is the channeling of divine power or miracles through
rituals, These rituals have been carefully maintained by Theurglsts
over the centuries, While they are not as flexible as psychic powers
{thelr ranges cannot be enlarged and their durations cannot be ex-
tended by spending extra Wyrd, unless noted otherwise in a rituals
description), their effects are broad and often designed 1o affect
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— Canon —

Protection (Cha)
Cleanse

Banish
Sanctuary

Armor of the Pancreator

Wrath (Str)

Badily Temple ar
Congregation
Fearsome Majesty or
Righteous Fervor
Smiting Hand

Restoration (Wis)
Calrming or
Knowing Heart
Hevive

Aejuvenate

Zoalotry (Wis)
Condamn the Machine or
Scent of Deception
Cansure

Commandmeant or

TasLe 6—4: Canons AnD RiTes
Dogroes Mystary (Int) Piety [Cha)
1= Refina Essence Bounteous Harvest or
Murmination
i Ll Deliveranca
ki Dispel ar Commandment
Divine Revelation
qn = Armor of the Pancreator
Dagres Revealings (Int) Sendings (Wis)
™ Scent of Deception Entreaty
fo Divulgence or Congragation
Unvail
3 Enigmatic Kay Whispars from Afar
o — —
Benadictions [by canon)®
= Cleanse
L Revive
34 Providence
nbility Is still determined by your canan.

Flagallation
Armor of the Pancreator —

" Special At any degrie, you can choose to train one of the Benadiction rites instead of your canon's rite for that degrae, The Banadiction rite’s key

aihers within an area. Even those that do not have areas can affect
multiple targets with expert castings.

Multiple Targets

Theurgic rites affect only one target {unless it states other-
wige in the rite description), However, additional largets can be
addad by ralsing the required DC. For each extra target declared
hafore the casting, add +3 to the DC.

For example, the Censure rite normally affects one target.
tausing him to suffer a morale penalty, Before casting, however,
you can declare that you are attempting to affect three people (+8
OC). This means that you must now achieve a DC 24 ta inflict a -
1 morale penalty on the three targets, rather then the normal DC
15,

A single activation check is required to affect all targets, but
zach target makes his own saving throw to resist the power,

Canons

The Gifted feat is a prarequisite for all theurgic canons.

You must train in one of the accepted canons as your pri-
mary canon, The accepted canons are those listed in Table 6—4:
Cancns and Rites. Some canons offer a choice of more than ane
fite per degree. You must choosea only one of them, and can train
onby that chosen rita,

& special Benedictions canon presents rites comman to all
‘gects and orders of the Church. At any degree, you can choose 1o

train one of the Banediction rites instead of your canon's rite for
that degree. The Benediction rite’s key ability is still determined
by vour canon,

Once you attain 5 level and can train a secondary canon,
you can choose aither to develop another of the listed canons,
rapeat the same canon (if it has at least one extra rite choice per
degrae; gaining the ability to learn tha same rite twice has no
effect), or create your own personal canon, Canons arg simply
collections of rites based upon o theme. You are free to develop
your own theme and cheoss which 1%, 2%, and 3"-degree rites
(from the list in Rites, below) make up its theurgic curriculum —
with the GM's permission, of course. A GM is free to veto any
new canons if he feels they don't fit the game or abuse the sys-
tem.

Key Abilities: The key ahility for a rite is determined by tha
canon in which the rite is learned. Thare ara many different ways
of casting the same effect, represanted by the different thourgic
canons.

4".Degres Rites: Some canons have a raro 4 degree rite,
This may be learned by Theurgists after they have gained the
canon's 3 dagree rite and in place of the bonus occult feat gained
at 47, B 12" 16", and 20" levels. Brother Battle warrior monks
may learn 47 degraa rites after thay have gained the canon’s 3"
degree power, at 107 and 167 levels (this is in addition to the 107
Javal bonus social feat and the 16" level Lethal Touch).
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Sects and Orders

The major sects and orders of the Universal Church of the Ce-
lestial Sun each practice different forms of theurgy, represented by
different canons. The standard canons (i.e., the most common pri-
mary canons) are listed below. These are not required, but are sug-
gestions only.

Orthodoxy — Piety

Brother Battle — Wrath

Eskatonic Order — Mysteries

Temple Avesti — Fealoiry

sanctuary Aeon — Restoration

Voavenlohjun — Sendings

Rites
Components

Rites have one or more of the following three components
used during the casting {not duration} of the rite:

¢ Liturgy (L}: Words must be spoken, Some rites call for
long orations, others for a simple benediction or a short hyrmn.

= Gastures (G): Symbols and signs must be traced In the air
or on the object of the ritual. This could be a simple cross or a
complax rune.

* Prayer {P): The priest must meditate to cast the rite. This
is more than the usual concentration required of ritecasting. The
Thaurgist must at least partially close his eyes and block out ex-
ternal distractions. He sulfers a =1 panalty on any Spot or Listen
checks during the round in which he casts the rite.

A ritual can be performed without its companants, but the
Theurgist suffers a <2 panalty to his rite check, A Theurgist can
thus still cast liturgical or gestural theurgy when bound and
gagged.

1*-Degree Rites

Bodily Temple (Trained Only; Theurgy
User Only)

Components: G
This rite provides the same benefits as the Bedlam psychic
power War Dance,

Bounteous Harvest (Trained Only;
Theurgy User Only)

Components: |, G, P

Activation Time: 1 minute

Range: Long

Target: Varies {see text)

Duration: Permanant

Saving Throw: Nong

Chack: You can pray 1o increase the bounty of & crop, mi-
raculously multiply existing substances, or create food and water
from nothing.

Bless Crops: Following the traditional role of the priesthood
in agrarian cultures; you can purify or enrich an amount of food
in pounds equal 10 an amount dependent on your casting result.
Crop hlessing will neutralize impurities and organic poisons, ro-

FADING Suns: p20

store perishable foods within two days of their having spoilsd
and, in the case of untainted foodstufis, make tham more nutrk

tious and fulfilling by 50% (e.g., 8 10 day supply of rations czn bd
stretched out to 15 days). This effect is very valuable on many
worlds, where the fading suns fail to nourish crops.

Fruitful Multiplication: Most often used to help feed faming
areas, this effect incroases the mass of a single targeted substance
isuch as food, water, cloth, bullding matarials, breathable air, ste)
by a factor dependant an your casting result. This will not rapl
cate manufacturad items, only basic materials. Attempting to uss
this effect on money or precious metals is grounds for axcom.
munication.

Manna from Hoaven: This effect creates an amount of food
sufficient to feed 10 adults for one day per point of Wyrd spant,
Tha quality and variety of food created is dependent on your oast:

ing result.

DC  Bless Crops Multiplication Manna Quality

10 5 |bs, —_ -

15 10 Ibs. »2 a chewy dense sub:
stance somawhers
between jerky and old
bread

20 20 Ihs. %3 simple but hearty as-
sortment of meats
and vegetables

25 30 Ibs. x4 fully: prepared meais

ao 40 |bs, x5 gourmet quality

Retry: Yes, but Wyrd points are still spent for Tailed attempts,
Calming (Trained Only; Theurgy User
Only)

Components: G

Activation Time: 1 action

Range: Personal

Aren: 10 ft. + & ft./skill rank radius emanation fram the
ritecastor

Duration: 1 turn

Saving Throw: Will partial

Check: By making a successful casting check against DC 20,
you disperse the negative energies of rage, hate, fear and aven
less nagative (but sometimes equally destructival simple excite-
mant. This rite has prevantad many confrontations from escalat:
ing to violence, which accounts for the Amaltheans’ reputation as
diplomats.

Thasa within its area must maka Will saves to attack or even
intimidate others (although they can defend themsalves). Even if
they make their saves, they are {reated s exhausted while trying
to eommit violence (half normal movement, -6 Str and Dax).

In addition, Calming may be effective for targets who are
psychically manipulated or possessad by demons; while it does
not actually cura or prevent these conditions, it may aid the target
by, for instance, silencing the possassed so that an exorcism may
continue undisrupted, Such targets may make Will saves each
round 1o avoid committing violent acts demanded of them by their
POSSESSOrS,

Retry: Yes, but Wyrd points are still spent for failed attampts.
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Cleanse (Trained Only; Theurgy User
Only)

Components: L, G, P

Activation Time: 1 full round

Range: Touch

Target: Living creature or object touchad

Duration: Hours

Soving Throw: Will negates.

Check: Cleanse may be usad to target peaple as well as
‘objects, purifying them frem evil taint or influence. The Cleansed
person resists being affected by Antinomy, Urge or Hubris, gain-
ing & saving throw bonus based on the activation resuit against
fhase powers attempting to afiect the target. This rite has also
proven effective in treating wounds when no antiseptic is avail-
ﬁlﬂe. Some Amaltheans parform this rite daily as part of their regu-
far devational ceremaonies. A Cleansed person participating in a
e adds a +1 bonus to the rite’s activation check, but he must
keve some knowledge of theurgy, if not actual ability, in order to
tally participate. (“Hand me that crosier,” does not count.)
oc Bonus

15 +1
0 +2
25 +3
ﬁl] +d
36 +5

Retry: Yes, but Wyrd points are still spent for falled atternpts.

Condemn the Machine (Trained Only;
Theurgy User Only)

Components: |, G
Activation Time: 1 action
Range: Close
Target: One object
Duration: Varies (see text)
Saving Throw: None
Check: Developed soon aftar the Fall, this rite targets a high-
tech devica and causes it to malfunction. Mormally used against
persomal lechnology (blesters, comlinks, a single think machine
ferminal, a robot of human size or smaller), this rite can ba used
fo target fargar machines with an additional Wyrd expenditure
besed on size and complexity {+1 for Large size, +2 for Huge, +4
for Gargantuan, +6 for Colossal, +1 per tech level above 4),
The severity of the malfunction is based on casting result.
DC  Effect
18 Mishap. The object suffers a simple mishap that takes only
an action or a few rounds to correct, such as a misfire or
jam.
20 Warped. The object levies a—4 panalty for any checks made
whila uzing it. Tha effect lasts for one round per skill rank.
25 Damaged. The object levies a -8 penalty for any checks
made while using it. It can be rapaired with a Craft skill
check (it takes an hour of work to make the chack). This
could also result in a dead battery, ovarheated motor, a
system crash, eto.
00 Seriously Damaged. The object will not work at all until a
successiul Craft skill eheck is made to fix it {it takes a day

of work to maka thae check).

36 RBuined. The abject is permanently ruined and unfixable,

with & broken chassis, cracked casing or wiped memory.

40 Dastroved. Spectacularly destructive effects occur: fuel

leakages, core meltdowns, smoke and sparks pour out of

the control panel while gears and springs drop out of the
bottom of the consola,

Retry: Yes, but Wyrd points are still spant for falled attampts,

Congregation (Trained Only; Theurgy
User Only)

Components: L, G, P

Activation Time: 1 action

Range: Long

Duration: Minutes

Saving Throw: Will negatas

Check: You can easily communicate with, or fael tha emo-
tiens of, chosen targets, allowing the formation of a telepathic
network among non-Theurgist characters. However, usa of this
rite actuslly makes it harder to manipulate or control these tar-
gets -4 on all checks to do sol, Mot just any target can be chosen,
howsver. It must be someona who has pledged a commaon cause
with you, such-as a boon traveling companion.

Any Congregationalist who steps outside of the rite's area
drops off the network, although his telepathic connection s re-
stored if he reenters the area (as [ong as the rite's duration is still
ongaingh.

The number of Congregationalists who can ba included (in
addition to youl depends on the casting result, You can decida
who ameng a group is chosen after the casting chack, but you
cannot than change Congragation members unless you cancel
the rite and make a new activation check.

DC Congregationalists
10 1

15 4

20 8

25 16

an 32

Retry: Yos, but Wyrd points are still spent for failad atternpts.
Entreaty (Trained Only; Theurgy User
Only)

Components: L, P

Activation Time: 1 full round

Range: Extrame

Target: One living creature per skill rank

Duration: Instantanaous

Saving Throw: Nona

Chechk: You can send & plea for help over great distanoes.
This plea can consist of ona short sentence {“We are being held
prisoner by Duke Glams!™), and the targats (one per skill rank)
will hear this plea in thair minds and know your location at the
time you sent the plea. You do not have to be familiar with the
targets, although you must know their rank or station (the town
guard, the local magistrate, any Avastite within range, tha adven-
turing party soen at the bar the other evening, etc.), They get a
quick mental glimpse of you, but if they don't know you already,
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parie)

they won't know who you are {they can maybe guess from your

drass and supernatural plea that you're a priest of some sort).
You can increase the range by spending one extra Wyrd point

per axtra category (1 pt. for grand range, 2 pts. for planetwide,

etc.).

Retry: Yes, but Wyrd points are still spant for failed attempts.

lllumination (Trained Only; Theurgy
User Only)

Components: G

Activation Time: 1 oction

Range: Varies (sea taxt)

Target: Varies [see text)

Duration: Varies (zea taxt)

Saving Throw: None or Reflex negates {see taxt)

Checl: You can create light or fire. You must state which of
the following effects you are trying to achieve before casting the
rite,

Light: You create a supernatural glow, casting enough light

to read by.
DC  Effact
15 Lamtern. You create a glowing insubstantial sphere in your

palm or on a touched object. It casts light ina 10-fu. radjus.
This radius can be extended by up to 5 ft, par skill rank.
The duration is 10 minutes par 2 skill ranks, or one hour
plus one additional hour per skill rank if one extra Wyrd
point is spent when casting.

25 Blinding Flash. You create an instantaneous bright flash to
blind a target within close ranga. If he fails to make a Re-
flex save, he is blindad (suffering the standard penalties)
for one round, and dazzled (-1 attack penalty) for the next
turn,

36 Empyrean Glow. You can surnmon the light of the Haly
Flame, creating a miniature sun in the sky or hovering
8bove you along the ceiling. The radius is the same as a
Lantarn (above} but the duration is one turn. Anyone or
anything caught in its radiance Is affected. Anyone faithful
to the Universal Church or the Celestial Sun gains a +2
morale bonus while it shines. Psychic Urges are immedi-
ately put to sleep for the next hour, and Hubris is alsa
abated for the hour.

Flame: You can create fire. You must stata which of the fol-
lowing effects you are trying to achieve before casting the rite; if
you do not achieve the listed DC, the rite fails {you cannot try for
Torchbearing and gat a Hearthfire if you do not achieve DC 20),
DC Effect
15 Hearthfire. Favored by missionaries on uncivilized worlds,

a hearthfire creates what appears to be a campfire, gen-
erating enough light to see in a 30-f. radius, and encugh
heat to boil water or cook food, Howaver, the flama cre-
ated Is not a natural fire; it is not hot enough to fire pottary
or smolt ora, and cannot be used to start other fires or
ignite flammable materials, Mo fuel is needed, but a clearad
space must be prapared for the Hearthfire, The range is
touch and the duration ig ona hour plus ona additional hour
per skill rank,

FADING Suns: D20

|
|

20 Torchbearing. You can create a flame withaut using light '
ars, matches or flint and steel. After the first 10 roundi,
the fire will need fual to burn like any other, but it canbe
kept burning without fuel by spending one Wyrd point fa
each extra turn,

25 Distant Torch. You can creats flame as with Torchbearing
(ahove} but do so at medium ranga.
30 Conflagration. You can create flame as with Torchbearing

{abovel but do so at medium range and over an area spread
equal to 5 ft. per skill rank. Anyone in the area or trying ta
pass through it suffers 2d6 points of fire damage 1 palnt
per evary two caster skill ranks; usa the normal rules for
catching on fire. Anyone standing in the area when the
rite is cast can make a Raflex save to take half damage that
raund {and then hopefully try to get out of the area as soon
as possibla), Those within 5 ft. of the conflagration's outer
area suffer 2d4 points of fire damage from the heat. The
duration is Concentration,

Retry: Yes, but Wyrd points are still spent Tor failed attempts,

Knowing Heart (Trained Only; Theurgy
User Only)

Components: P
Thizs rita provides the same benafits as the Psychic power
Mind Sight.

Refine Essence (Trained Only; Theurgy
User Only)

Components: L, G

Activation Time: 1 full round

Range: Touch

Dwuration: Permanent

Saving Throw: None

Check: You can alter the alchemical properties of an ahject
or creatura,

Refinemeant: You can cast out impurities or non-essantial ele-
ments from an object or living creature, its size dependant on the
casting result. Reflinemant may be usad to purify fusl, strengthen
building materials and detoxify food, water or the atmosphers of
an enclosed and sealed space. Refinement may be usad on living
beings for benaficial effects, such as poison resistance (+2 to any
saves). Howeaver, benign drugs and medicines, and even undi-
gested food, will also be forcibly expelied from the target's body,
DCc Target

15 One Large-sized or smaller abject

20 One Medium-sized or smaller living ereature
25 One Huge-sized or smallar object

ao One Large-sized or smaller living creatura
35 One Gargantuan-sized or smaller abject

40 One Huge-sized or smaller living creatura

Transmutation; By calling upan the transfarmative powers
of your own indwalling portion of the Holy Flame, you can trans-
form the very substance of an object Inta a different material, You
could turn & rope into wood, a linen shirt into iron, or & plastes|
bulkhead into glass. The ohject or body of substance must be less
than or equal in waight to 10 |bs. per skill rank. (Additional mass
can be bought at 10 Ibs, per Wyrd point.) The DC is equal to 20 +
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Church Cosmolog}r

Humanity will be judoed by the fare of the stars. A sun must
burm fo Birth Nehe. When your passion burns, you give gff light.
You are born in Hght but ravel in darkness. Beware the dark
between the stars, Bring a lantern (o .

—The Prophet's words, from the Omega Gospels

The Prophet preached about a Holy Flame, a Celestial Sun
which mystically burns at the center of the universe, providing
tight and life for all souls. Since this is holy light, it cannot be
perceived with gross (material) senses, The light of this ever-
burning sun flows outward and touches everything — except the
darkness emanating from the demons, whose shadows blot the
light. Since this fire is mainly spirit, actions of the spirit nourish
or damage It.

The Avestites take this flame very literally, especially the
Prophet's words about burning out sin, which they attempt to do
with iameguns, Less zealous priests claim that the Prophet was
speaking metaphorically, that sin would be burnt out as dark-
ness-before a revealed light.

The material world is the reflection of the Holy Light, Evil
stands between the Light and the material world, blocking the
light that reaches mortal beings. This is why other points of light
and reflections within the material world are so important, since
they reflect the Light from other directions, not just directly from
before: The virtues polish the soul to reflect the light, making the
soul a beacon or lantern in the night of shadows. This holographic
web of lights can thus be stronger in the material world than the
direct ray of light itself, which is too often blocked by evil.

The Pancreator resides in the Empyrean, the seat of the Holy
Flame. 1t is a place of pure spirit and light, nigh unimaginable to
our sin and shadow-stained minds. 1t is from here thar the light
of the Holy Flame shines into all dimensions of existence. Somg
say that it is not above the world, but central to all worlds (al-
though the idea of many worlds is still an argued tenet). Qthers
say it is abave all, that its light is sent by the Pancreator down-
ward into the world of maner. This is called the Descent of Grace.
When grace is accepted, the soul becomes a mimor, reflecting
back the light of the Holy Flame. This is called the Luminous
Return (the souls of the faithful return to the Empyrean with the
light after death. and thus a bright soul [s all-important to cast a
powerful enough light back to heaven; if not, the soul may not
reach all the way, falling off like weak light, getting lost in the
darkness),

Each soul is meant to be a mirror for the light so that it can
be reflected in all directions throughout the world(s). But sin
blackens the soul. Enough sin will eventually shut out the holy
light, leaving the sinful one's soul a black blotch of shadow —

pure evil, the sff of demons, whe cloak themselves in fogs of
shadow. Sin is like verdigris on the mirror of the soul. To remove
the sin, the soul must be polished, and there are many methods
for this, differing with each sect. In general, however, the eight
major virtues represent the necessary steps to polishing the soul,

Certain sects (Eskatonics among them) believe that every-
one is born with a spark of the Holy Flame. The purpose of the g’
Church is to fan this fame into a fire, This is best done through a
exposure to the supreme Holy Flame through mystical fllumina-
tion or meditation. Thus, certain faithful are not merely mimors
but beacons themselves, The Orthodox Church believes this idea
may be heretical, that the best humans can hope for is to be
reflectors, not generators, of divine light. The former tend to seck
inward for grace, while the lamer look to external actions for grace,
although both honor meditation, for it is known that in contem-
plation, the Holy Flame can be glimpsed.

Astrology: In the Diaspora, the Church taught that the stars
were material manifestations of the Holy Flame, It was natural
for people to yearn for distant stars; the Diaspora was an exten-
slon of humanity's search for the Pancreator. A whole new field
of astrology became popular in occult circles, categorizing stars
by the quality of their energy. People born under certain constel-
lations would thus behave in certain ways, as ordained by the
qualities of the Holy Flame being projected from these stars on
the night of a person's birth. Filgrimages became popular to cer-
tain svstems known for a partlcular energy quality, such as heal-
ing or Insight.

Moons had particular qualities of their own, being reflectors
of the Holy Flame: The light they gave off was an alchemical
result of the sun's light and the moon's own energy. Oceult pow-
ers could be galned from certain moonlight.

After the Fall, the Church ignored the “star as Holy Flame"
doctrine (the Docrine of the Embodied Flame) and spurned Church
astrology. It taught Instead that each person must be content with
the sun he was born under. Emperor Alexius is atempting
revive the Embodied Flame dectrine to spur new discovery.

Geomancy: This obscure philosophy is still studied by the
Eskatonic Order. Each planet’s molten core is believed to be, like
a star, a piece of the Holy Flame. The energy of this fire escapes
to the surface in certain ways, creating magical sites and ley lines.
It is believed that the terraforming architects of certain planets
knew this geomantic sclence and built the worlds to take maxi-
mum advantage of it. The Eskatonics believe that Pentatench is
one such place, as is Bvzantium Secundus. Holy Terra is special,
for it Is the cradle of humanity and is thus rich with natural ley
line energy. Geomancers are desperate to find untouched,
unterraformed worlds to investigate, hoping to prove thelr theo-
ries,

the object’s current hardness. Wood, for instance, would ba DC
25, but glass would be only DC 21, Ceramsteel, however, would
ba OC 40, {Sea the EausnenT chapter for the hardness ratings of
high-tech substances.)

Transmuted objects do not nacessarily cease to work; thay
may simply become more fragile or stronger. Devices with dell-

gate moving parts will probably break down — you can't turn a
blaster into mercurium and expect it to still work; it has to be
manufactured for such metal,

Ur-artifacts are not affected by this rite, and masterwork- ar
better-guality items get a saving throw (base save bonus = 2 +1
par tach laval above 4, +1 for masterwork, +2 for exemplary mas-




terwaork, +3 for supreme masterwork), Living organic tissue can-
not ba affected.
Retry: Yas, but Wyrd points are still spent for failed attempts.

Scent of Deception (Trained Only;
Theurgy User Only)

Components: G

Activation Time: 1 action

Range: Medium

Area: 10 ft. + § ft./skill rank radius emanation centered on
the ritecastar

Duration: Minutas

Saving Throw: Will nagates

Check: You can detect lies or sniff out evil. Choose only one
option before casting the rite.

Knowing the False Heart: You can act as a human lie detec-
tor. Since this focuses only on intentional dishonasty and deliber-
ate untruthfulness, it is possible for the targets {(anyone within
the area of the rite) to dissemble, hiding or twisting the truth with
a Bluff check, opposed by your Scent of Deception chack. Targets
can receive a -2 panality if they are trying to hide their own sins,
ora+2 bonus if they are protecting an innocent under suspician,
DC  Result
15 Detect outright lies
25 Detact half-truths
35 Guess a half-truth's exact nature

Scent af Evil; You can “sniff out” acts of Antinomy, the ac-
tions of a paychic's Urge and the presence of demons or alien
artifacts with-a negative influence.

DC  Warning

15 You can sense evil residue within the power's range, but
not axactly what form it takes. “Evil has been here, but it is
now gone,”

20 You know that evil exists somewhere within the powear's
range, but not exactly what form it takes, “There is evil In
this housel"” You gain a +10 perception bonus 1o avoid
surprisa from any action the avil presence takes against
youl,

25 You can pinpoint the source of immediate avil within the
power's ranga, but not identify what typa of evil it is. You
gain a +10 inftiative honus against the source and cannot
he caught surprised or flat-footed by it

20 You can pinpoint the source of immediate evil within the
power's range, and identify what type of evil it is —
Antinomistic, psychic Urge, heratical Theurgist, ete.
“J'Accuse! Antinomy most foull” You gain a +10 initiative
bonus against the source and cannot be caught surprised
or flat-footed by it,

Q
% Retry: Yas, but Wyrd points are still spent for failed attempts.
&
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2"-Degree Rites

Banish (Trained Only; Theurgy User
Only)

Components: L, G

Activation Time: 1 action

Range: 10 ft. + & ft./skill rank radius emanation centered on
tha ritecaster

Duration: 1 turn

Saving Throw: Monge

Check: By making a successiul casting chack against DC 20,
you act as a kind of physical repulsion field against certain sarvi-
tors of evil, such as the husks of the dead (2ee the GasEsasTeriG
chapter], the Doppelgangers of psychics, those under malicious
influence from a negative Ur-artifact, ete. Evil minions eannot en-
tar the area of the rite, If thay are already within this area when
the rite is cast, they are considerod frightenad and must fles ous-
side the area. Additionally, they cannot easily use ranged attacks
against anyone within the area of the rite; they must make suc-
cessiul Will saves to do so. The DC is 10 + 1/2 the ritecaster's skill
ranks + his kay ability modifier,

The duration of this rite can be extended by spending ons
Wyrd point per additional turn, These points do not need to spon
until the rita’s duration is ready to expire, and no new casting
chack nesd he made.

Retry: Yes, but Wyrd points are still spent for failed attempts,

Censure (Trained Only; Theurgy User
Only)

Components: |, G

Activation Time: 1 action

Range: Medium

Target: One living creature

Duration: Varies {zee text)

Saving Throw: Will negatas

Check: You give an enemy of the faith a taste of divine dis-
pleasure by repeating the first two lines of the Prophet's Admaon-
ishment of the Unbelievers and making the sign of the barrad
jumpgate in the target's direction. The target suffers a morale
penalty (on attack rolls, damage rolls and saving throws) for ong

turn.

Dc Morale Penalty
15 -1

20 -2

25 -3

30 -4

35 5

Sting of Conscience: Instead of Censuring the target, you can
direct a verbal harangue against him, making him feal guilty about
soma past sin or misdeed. |f he does not maka his Will save, he
will feel compelled to confess and beg mercy for his transgres-
sions. During this time, he is considered dazed (ha can take no
actions axcept to defend himself}. The condition lasts for a num-
ber of rounds depending on the casting result,




e Rounds of Dazad

15 1 round

N 2 rounds
h3 3 rounds
kil 4 rounds

ﬁn‘lnr: Yes, but Wyrd points are still spent for failed attempts.
Deliverance (Trained Only; Theurgy

User Only)

Components: L, P

Activation Time: 1 acticn

Range: Medium

Duration: 1 turn

Saving Throw: Will negates

Check: You can call upon divine grace to protect a target
from harm. For the duration of the rite, he gains & bonus to his
siving throws and armor class.
oc Save and AC bonus

15 r
20 +3
.'2-5 +i
£ 45
35 +6

Retry: Yes, but Wyrd points ara still spent for failed attempts.
Divulgence (Trained Only; Theurgy User
Only)

Components: P
This rite provides the same benefits as the Psychic power

Mind Sight.
Fearsome Majesty (Trained Only;

Theurgy User Only)

Components: L, G

Activation Time: 1 action

Range: Parsonal

Area: 5 ft./skill rank radius emanation centered around
ritecastor

Duration: 1 turn

Saving Throw: Will partial

Check: This rite causaes fear of the Pancreatar to cluteh the
heart of any enemy within the area of the rite {although you can-
not affect more people than your Fearsome Majesty skill ranks),

Those who make their Will saves are shaken for their next action

fallowing the rite casting, but recover afterwards and suffer no

penalties for the following rounds {unless the rite is cast again
and they fail their saves).

DC  Effect

16 Those affected are shaken (-2 morale penalty on attack rolls,
weapon damage rolls, and saving throwsl,

75 Those affected are frightened {they must flee as best it can;
if unable, they fight shaken).

35 Those affected are panicked {they must flee in a random
direction with a 50% chance to drop what they are hold-
ing, suffer a =2 saving throw penalty, and cower if cor-
nerad),

4 Those affected must cower (they are frozen in fear, losing

Dax honuses to AC, and cannot act; other gain a «2 attack
bonus against them).

Once an affected person leaves the rita’s area (usually
by fleeing), he is no longer affected. Howaever, if he enters
the araa again, he is affected as before {he does not get a
new Will save).

Retry: Yes, bhut Wyrd points are still spent for failed attampts.

Revive (Trained Only; Theurgy User
Only)

Components: P

Activation Tima: 1 action

Range: Touch

Target: One living craature

Duration: Instantaneous

Saving Throw: None

Check: By calling upon Amalthea, Patron Saint of healing
and compassion, disciple of the Prophet, you may bring comfort
to an injured creature by touching his wounds.

DC Amount Healed
10 Tcdd+2
15 1d8+2
25 2dB842
35 3cdB+2

Retry: Yes, but Wyrd points are still spant for failed attempts.
Righteous Fervor (Trained Only;
Theurgy User Only)

Components: L, G

Activation Time: 1 action

Range: Personal

Target: You

Duration: Varies (see text)

Saving Throw: MNong

Chechk: Your righteousness can aither guide your weapon
hand or gird your mind against distractions, You must choose
anly ane of the following options before casting,

Rightfully Guided Hand: By calling on the Pancreator to steady
your hand, you gain a bonus to your attack rolls for one turn,
DC Attack Bonus

15 +1
20 +2
25 43
30 +4
35 +5

Righteous Resolve: You can resist all temptation, persuasion,
fast-talk, etc,, that would sway you from your duty for ane hour
plusang hour par skill rank. During casting, you declare your duty
("Moo harm shall come to the bishop under my watch,” or "1 shall
safely deliver the writ to the hierophant on Byzantium Secundus.”),
If the casting is successful, you are especially rasistant 1o any
mental or social ohstacles that would hinder your duty, gaining a
bonus to oppose skill checks {such as Bluff, Diplomacy, or Intimi-
dation) and occult powers whose aim is to divert yvou, In addition,
you raceiva the same bonus to perception checks to notice pos-
sihle physical obstacles to your duty {cutpurses, Decados assas-
sins sneaking through the crowd, etc.).
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Retry: Yos, but Wyrd points are still spent for falled attempts.

Unveil (Trained Only; Theurgy User
Only)

Components: P

Activation Time: 1 action

Range: Parzonal

Target: You

Duration: Minutes

Saving Throw: None

Check: This effect provides all the banefits of the Sixth Sense
paychic power Second Sight, except that at the Subtle Sight level
{DC 26) the auric image that you actually perceive’is based an the
Church conception of the soul. Unvail shows the actual “mirror”®
raflecting the light of the Celestial Sun, the Haoly Flame of the spirit,
canterad on the heart region within the conventional auvra. The
size of the reflected Flame indicates the target's faith; for the de-
vout, the Flame ig large and bright, filling the surface of tha "mir-
ror,” while in the spiritually lax it shows up as a candle flame sean
at the end of a dark corridor, Because this Ymirror” can be “tar-
nished” by sinful actions and intentions, you may guess at tha
type and extent of the target's sinful ways by examining the con-
dition of tha target's "mirror”

Sin “Tarnish”

Pride Marrow vertical stroaks

Greed Broad horizontal streaks

Lust Violet bubbles rising from bottom

Enwy Greenish streaks pointing inward from cuter edges
Slath Thick bluish bubbles rolling down from the top
Wrath Reddish streaks rediating from the canter

Oathbreaking Cracks; one for sach oath broken, with size of crack
equaling importance of oath

In addition, at the Wyrd Sight level [DC 30), you seo occull
effects with an emphasis on the moral forces at work In the tar
geted viewing area. You may see a Psychic’s Urge, for example,
as a dark fetal form in the Psychic's brain (at lowar levels) or as a
fully formed shadow that moves indepandently of the Psychic
casting it. This effect also reveals the presence of demonic influ-
ence, with their dark forms hovering in the air around an
Antinomist, or coiled up in tha body of someone who |z possessed,

Retry: Yes, but \Wyrd points are still spant for failed attempts.

3-Degree Rites

Commandment (Trained Only; Theurgy
User Only)

Components: L

Activation Time: 1 action

Range: Madium

Duration: By check result (see taxt)
Saving Throw: Will negates

B

)

Chechl: You can command another parson to either truth-
fully answer your queries or perform a task.

DC  Result
20 Questioning. You can ask the target one question, whigh
he must answer regardless of cansent (unless he makes

his Will save), Questions must be answerad fully, com:
plataly and honestly, without evasion or trickery, He must
be able to understand the question; if you do not phrasait
in a language he understands, he |5 unaffected, Aftar he
has answered it, the rite ends; you must spend mare Wyrd
and make a new activation check to learn more,

25 Interrogation. You may ask the target 8 number of quaos
tions equal 1o hall your ranks in the Commandment rite,
Once again, language can be an obstacle. After he has
answered them, the rite ends; you must spend more Wyrd
and make a new activation check to learn mora.

a0 Commandment, You can verbally command the target to
parform one action that he can completa in a single round.
Unless he makes his Will save, he must carry it out to the
best of his ability. Language can be an obstacle.

36 Geas. You can telepathically command the target to per
form onea task that may take a series of actions to com-
plete, such as: “Defend me from those five assailants]” or
"Retrieve the stalen letter from inside Reeve Manager
Sulak’s top desk drawer.” Unlass he makas his Will save,
he must carry it out to the best of his ability, although if
the task is proven impossible (the letter is no langer in the
desk drawer), the influence is ended.

Retry: Yes, but Wyrd points are still spant for falled attampts.

Dispel (Trained Only; Theurgy User
Only)

Components: L, G, P

Activation Time: 1 full round

Range: Medium

Target: One currently aclive occult power

Duration: Instantaneous

Saving Throw: Mane

Cheack: You can cancel another occultist’s currently actjve
powar, Your Dispal check is opposed against the power's activa-
tion check; if you win, the power is canceled immediately. If you
lose, the power is unaffected by your attempts to dispel it This
can be uwsed against theurgic rites, psychic powers, Antinomie
spells, etc. You can gain +2 bonus If you first make a successful
Occulteraft check 1o identify the power.

Retry: Yes, but Wyrd points are still spent for failed sttempts.

Divine Revelation (Trained Only;
Theurgy User Only)

Components: P

Activation Time: 1 full round

Range: Personal

Target: You

Duration: Instantaneous

Saving Throw: Nane

Check: Developed from the comman prayer for guidance,
this rite guarantees you some kind of significant insight into what-
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ever problem is vexing you. The degree of insight depends an the

casting result.

DC Result

15 Clua. &n image or phrase that might not seem important
but which reveals somaething about tha topic in guestion
tan image of the unknown villain's footprint or the word
“old,” referring to the villzin's age). This may provide you
with a 42 bonus for Academia, Search or Gather Informa-
tion chacks when researching the topic.

Fl Indication. An image or phrasa that points more directly
to the topic {the villain's silhoueatte or suit jacket hanging
in a closat, aor the phrase “wretched apothecary,” refarring
to his profession and reputation among those who know
him). This may provida you with a +4 bonus for Academia,
Search or Gather Information checks.

).} Answer. An image ar phrase that reveals the exact nature
of the topic (the villain's sneering face or recognizable
voice). This may provide you with a +6 bonus for Academia,
Search or Gather Information checks.

Retry: Yes, but Wyrd points are still spant for failed attempts.

Enigmatic Key (Trained Only; Theurgy
User Only)

Components: P

Activation Time: 1 action

Range: Parsonal {sea text)

Target: You

Duration: 1 turn

Saving Throw: None

Chack: This rite raveals hidden things —traps, secret doors,
or hidden compartments. Make your Enigmatic Key check and
racord the result. For the duration of the rite, the gamamaster
compares the result against the DC of any secret or hidden object
that is within Medium range of you leven objects DC 20 or higher].
[fthe result matches or exceeds the DC, you notice the object; it
glows with a dim nimbus visibla only to you, You cannot neces-
sarlly identify the object; Enigmatic Key does not tall you what
kind of trap it is or how 1o opan the concealed door, only that it is
thara,

You can detect only objects with this rite; it will not reveal
living ereatures, such as hidden assassins or lurking pradators,

Retry: Yas, but Wyrd points are still spent for failed attermpts:

Flagellation (Trained Only; Theurgy
User Only)

Components: L, G

Activation Time: 1 action

Ranga: Close

Target: One living creature

Duration: By check result (see text)

Saving Throw: Will negatas

Check: This rite floods a target's mind with images of
Gehenne thell). These visions may take the form of Orthodox and
Avestite desoription, burning hellfire or numbing cold lasting (or
at least seeming to lasth for eternity, or may take a more personal
form, the reliving of a traumatic event or seeing one's greatest
faars coma to pass, or some amalgamation of bath. In either case,

the target will be a cowering wreck for 8 number of rounds de-
pending on the casting result. During that time, the target is fro-
zen in [ear, loses any Dexterity bonus to AC, and can take no ac-
tion. Foes gain a +2 bonus 1o hit the cowering target. Due 1o the
deep psychological nature af this experience, however, residual
effects {such as demantia) may last for long aftarward.

DCc Rounds of Cowering
20 1 round

26 2 rounds

30 3 rounds

35 4 raunds

40 5 raunds

Retry: ¥es, but Wyrd points are still spant for failed attempis.

Providence (Trained Only; Theurgy User
Only)

Components: G

Activation Time: 1 action

Range: Medium

Target: One living creatura or area {see text)

Duration: 1 turn or concentration {see text)

Saving Throw: Will negates (harmlass)

Check: You can bless a target or a host of the faithful with
divina luck.

FProphets Blessing: By tracing the Church's symbol on a
target’s forehead or in her general direction, you may bless her,
The target gains a morala bonus that lasts for one turn.

DC Morale Bonus

15 +1
20 +2
25 +3
3d +i

Liturgy to the Faithiul Host: You can instead recite a liturgy
from the Omega Gospels, inspiring maorale in those targets you
choose before baginning the rite, They must each be within the
rite’s area (10 ft. + 5 ft./skill rank radius emanation centared on the
ritecaster), and you cannot affect more targets than your Provi-
dence skill ranks. For as long as you continue to read your liturgy
(a standard action that requires concentration), all targets within
the area {and who can hear you) gain the morale bonus listed
above, depending on tha casting result,

Retry: Yes, but Wyrd points are still spent for failed attempts,

Rejuvenate (Trained Only; Theurgy User
Only)

Components: L, G, P

Activation Time: 1 full round

Range: Touch

Target: One living creature

Duration: Instantanaous

Saving Throw: Fortitude negates (harmiass)

Chech: You can ease others' psychological suffering, cure
dizease and neutralize poison, and even regrow severed limbs.
You must choose only one of the following options before casting
the rita,

Sooth Suffering: A target’s emotional turbulence can be
soothed; the symptoms of neuroses ar psychoses are abatad and




164
yaze

the target gains bonuses whan working toward recovery. Thiscan
be used to put an awakenad Urge to sleep, and the honusas can
be usad for the next Will save the target makes to lose Urge or
Hubris levals. These honuses apply only to the next checks mada.
DC Bonus

15 +1
20 +2
28 +3
30 i
35 +5

Neutralize Toxins: By achieving a DC of 20 or more on the
casting check, you can restore a body's spiritual humours to their
proper balance: diseases can be cured and poisons expelled, Dam-
age from thase ills is not healed but the cause of the problem is
removad, allowing patients to recover normally. In the case of
diszase, the patiant’s own immune systam wins over the virus,
while poisons are expellad from the body, leaving evidence that
may be analyzed by investigators attempting to trace the poisonear.

This affect also neutralizes the poison In a poisonous crea-
tura or objact, A creature replenishes its poison at a normal rate.

Regenarate: By reciting the names of the Pancreatar from
the Compassionate Truths, you may perform miraculous haalings,
In addition to the effects listed below, the target also heals 1d8+2

hit points.
DC  Effect
20 Reattach severed limhb, remove deeply embeddad shrapnel
25 Restore diseasad organ, expel insidious parasites
aa Regrow new limb in place of severed one
It a sevared limb fs hald next to the wound, it is fully reat-

tached within one round, A limb that must be regrown takes 2d10
days before it can be used normally.
Retry: Yes, but Wyrd points are still spent for failed attem pts.

Sanctuary (Trained Only; Theurgy User
Only)

Components: L, G

Activation Time: 1 action

Range: Medium

Area: 10t + 5 fu/skill rank radius circular or square spread

Duration: Hours

Saving Throw: MNona

Check: Acts just like the 2"-degrea Banish rite, except that
it applies to all enemies, not simply evil. Anyone you do not spe-
cifically admit through the rite’s area cannot enter into it or must
flea from it if the rite is cast whila they are within its area. The
same ranged attack penalties for Banish apply 1o enemigs out-
side the Sanctuary,

In addition, the perimetar of the Sanctuary gains the benefits
of a Force Wall, just like the Far Hand psychic pawar, Compare
the casting result to the cover DC in that powar's description to
sie what armor class bonus is provided. The wall's hardness is
egual to your Sanctuary skill ranks, However, you do not need to
spend a Wyrd point to maintain the Sanctuary wall if it is breached
by an attack. Enemies cannot attempt to pass through it unless
thay make 8 successful Will save each round they attempt it or
ara within its area.

The duration cannot be extended by spending Whyrd points;
the rite must be cast anew to provide any new protection,
Retry: Yes, but Wyrd points are still spent for failed attempts.

Smiting Hand (Trained Only; Theurgy
User Only)

Components: L, G
This rita provides the same benefits as the Bedlam payehis
power Prana Burst,

Whispers from Afar (Trained Only;
Theurgy User Only)

Components: P

Thig pravides the same banefits as tha Sixth Sense peyehic
power Far Sery, You may enlarge the range by one categary par
Whyrd point spent at the time of casting.

4" Degree Rites
Armor of the Pancreator (Trained Only;
Theurgy User Only)

Componants: L, G

Activation Time: 1 action

Range: Parsonal or targets (see taxt)

Target: You and othars [see text)

Duration: Each shield lasts until 15 hits have been used

Saving Throw: Nong

Check: Your faith erects personal energy shields around
yourself and others. Thase act similarly to standard energy shields
(ranged activation DC 15, melee activation DC 17; DR 15 — aven
against blasters), although they do not burn out even with broad-
area impacts and cannat be foiled by shield dampers, Each shisld
allows 15 hits per power activation. The Armor supersedes and
cancels out existing enargy shields — those affected galn the rite’s
protection instead of their own energy shield. Once the rita’s last
hit has activated, other shields will work normally, Mormal armor
does not interferg with the Armaor of the Pancreator; anyone al-
fected can wear any type of armor,

You can decide who among a group gets Armor aftar the
casting check, but you cannot then give it to others instead unless
you cancel the rite and make a new activation check.

DC Number of Othoers
15 Yoursall anly

20 2

25 4

30 8

a5 16

Retry: Yas, but Wyrd points are still spent for failed attempis.

Hubris

Few mortals can channel divine power without succumbing to
some sense of ego inflation, a beliel that they are themselves gods,
Such overweening pride before the Pancreator leads to ruin for vour-
self and others.

Theurgists begin play with no Hubris levels. Many devout
Theurgists may even survive their entire careers without once suc-



N CharTer Six: Occurr POWERS

i\

tumbing to overweening pride and the ruin it brings. The
chances of the average adventurer being so blessed, however,
are slim. Too many actions cause us to compromise our lofty
beals, and too many dangers lurk in the dark, whispering to

TasLe 6—b5: Hueris
Gaining Hubris

dark Taboo
R n_am':'s' & Missing confessional mora than once a year
Ga"““g H“hns Refusing sacrameant 10
Whenever a Theurgist performs an evil or heinous act, Inventing proecribed tach 0
ghie may gain Hubris. Unlike psychic Urge, Hubris is with you D“"'F"-'F A va.ndam . 15 o
always — the effects lasts until you have lost the level of Hu- Rabellion against your liege lord, Church or emparor 15
bris that empowers them (unless stated otherwise in the de- Stesling . =
scription). Hubris comes in many forms, but the levels listed Rebellion against sect 15
belo are the most cOmmaon. Suffering ingquisitarial tomure 20
Hubris is not a split personality or a dark entity growing Ex”c‘s““’: Juchi] evil creature or artifact 20
inside vous it is your own human allibility before the divine, Murder {justifisble in others’ eyes) 20
Starting your own sect 25

Lack of humility leads to overweening pride at your ability o

call forth miraculous powers, powers which are supposed 1o Exposure toa demanic presence 1
be the Pancreator's gift, not vour own will exerting itself. Murder {cold-bloodad) 30
Hubris is gained through roleplaving, Certain acts or deeds !:on'rmitt[nq DS e
that you undertake may cause your Hubris to grow, and from EACORRIR RIS i
there to slowly build if you keep performing similar deeds. i-ﬂﬁmg Hubris
What are such prideful acts? Breaking Church taboos. As a Deed DC
practitioner of theurgy, you have agreed to certain precepts of Pilgrimage 25
your religion, and you believe heartily in these precepts. Break- Parforming Church mission 25
ing the rules of the religion have consequences. Converting other-sects or orders 25
See Table 6—35: Hubris for typical taboos and the Will Convarting new faithful (heathens, heretics) 20
savie DC to resist gaining Hubris for committing them. Certain Renewing the faith of one who had lost it 20

Performing dangarous mission for others (no persanal gain) 20
Salfiess sacrifice (throwing oneself in harm's way for others] 20

harbarians and allens have different religions, and thus dif-
ferent precepts.

i i Forsaking thaurgy* 15
Losing Hubris saking theurgy

Exposure to holy relic 15

You can learn humility, although it is tough to regain Exposure to Soul Shard 15

gquandered Grace; |osing Hubris levels requires a quest or Exposure ta Philosophers Stone 10

great deed of some sort. See Table B—5: Hubris for typical Exposiire 1o celestial presance 10

deads and the Will save DC to lose Hubris for completing
them

Hubris Levels

* ‘Yau must not cast any theurgic rites for at least o year, or lost Hubris will be

regainod,

Unlike Urge powers, which represent specific actions
takan by the Dark Twin, the powers of Hubris represant the chang-
ing ralationship betwesn the Theurgist and the Pancreator—which
i to say, betwaen the Theurgist and the universe at large. Most
are permanent, or always in effect, once that level has been
reached, while others {like levels 2 and 4) require specific circum-
stances 1o become activa,

Maximum Levels: The maximum levels of Hubris that yvou
can have at any tima are equal to your total character levels. Henoa,
if you ere a 4"-level Theurgist, you cannot suffer the 5 -level of
Hubris until you gain another level. If yvou ara a 3"-level Theurgist
and 2"%-laval Priest, your total character levels are five, and 50
you are vulnerable 1o gaining the Dolorous Stroke, the 5™ level of
Hubiris.

Level 1: Avert Beast

Animals fear you: dogs bark at your passing, birds take flight,
cats hiss and spit, horses rear and throw their riders, oxen bolt
from thair harnesses, etc. “Skittish as a Terran cart-mule,” is.o

private joke among rural priests, whose Hubris sesms to be kept
in chack by this “early warning ™ effect; emang the urban Church
fathers, Hubris is less likaly to be noticed, since they have less
direct contact with the natural world.

Level 2: Guilty Soul

You become prone to Freudian slips that raveal your sin -
your soul wishes to speak out 8o that you may racognize your sin
and gain humility and thus forgivenass for it. Naormally, public
knowledge of this sin can endanger your career, so you keep it
hidden from others, but your Guilty Soul will speak out at the
most inappropriate times and say embarrassing things.

Whenavar you rall a natural 1 ona theurgy rite check, your
Guilty Soul may take over. Make a second roll for the rite; if it
succeads normally, the Guilty Soul does not speak. If it fails, the
Guilty Soul spaaks its-mind. It uses your own Charisma stat to
make a Charisma check against a DC equal to yvour Wisdom score.
For each result gained over tha DC, the Guilty Soul may change
one word you say. It may do so as many times within the next 10
minutes as the gamemaster deams s necessary.
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Level 3: Blemishes

Your pride before the Pancreator soon grows until it cannot
cura itself through speaking, so it shows itsell physically. Blem-
ishes {warts, splotches, marks, etc.) appear on your face (or hands),
signs that you have stepped over tha boundaries of the Church.
Unlike theurgic stigmas, Blemishes are recognized by the faithTul
as aminous taints. Some observers of fashion note that the
Avestite preferance far long robes with concealing hoods and veils
dates back to an unusually corrupt period in that sect’s history,

Level 4: Flagellation

If the Guilty Soul {abowve) is left unchecked, it can grow ton
large for the dark recessas of the your heart, building pressures
that could causa it 1o burst from mere words into actusl deeds.
Your guilt eats away at you snd you bagin to perform unintended
actions — sometimes dangerous — designed to reveal yourguilt.

Wheanever you roll a natural 1 on a theurgy rite chack, you
may Flagellate yourself, Make a second roll for the rite; if it suc-
ceads normally, the Guilty Soul does not act. If it falls, the Guilty
Soul acts against your conscious interests. It uses your own Cha-
risma stal to make a Charisma check against a DC equal to your
Wisdom score. If successful, it can change one of your intended
actions into something else — even something dangerous to your-
self, such as having you insult an already angry Vorox or @ven
making you strike him, It may do s0 as many times within the
next 10 minutes as the gamemaster deams necessany.

Level 5: Dolorous Stroke

As the sin of spiritual pride increases, it is sccompanied by
dizdain for the real, tha mundana and the physical; the soul is
twisted between these extremes, and it twists the body along with
it. & process begun with Blemishas (above) is completed as yvou
suffer somae erippling affliction, such as painful arthritis [soms-
times bending a hand into 8 claw), a bent back, Tama lag, eto. This
affect is parmanent {unless tha Hubris level is decreased), and
may often lavya -4 penalty on physical actions (Climb, Swim) or
physical ability checks,
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Level 6: Faithless

Inflated self-impartance eclipses the place of the Pancresior
in your haart, and guilt and sin spill out of your own form into the
world around you. Your Hubris is oo great for you to bear alone,
and it bagins to taint others. Your sermons, no matter how veall or
passionately delivered, couse others to feel a8 deep uneass and 8
resultant loss of faith, They may desert your sect or even the
Church itself, and in extreme cases {those who were already de-
pressed), may commit sulcide. You suffer a -4 penalty on a Che
risma-based chacks,

Level 7: Waste Land

As the secret sin grows, spreading from person to parson, it
begins to seéttle in the inanimate world as wall, Your overweening
Hubris begins to taint the earth itself. The local land becomes
barren: Crops will not grow, animals will not birth and thair mitk
and meat go bad on the hoof, If you leave and never return, tha
tand may begin to recover, but it is a long and slow process that
can be accelerated only with cleansing rites and blessings.

Level 8: Plague

Ag the faith of the people falters and the land is drained of its
vitality, your sin is manifested in the badies of those around you
A plague is delivered onto the local populace and you are its
sourca. You do not suffer from the disease yvourself, but others
arcund may catch it from you,

Level 9: Dead World

Standing at the brink of damnation, your insufferable pride
is swollen 1o encompass your antire planet. The Pancreator has
cursed the world on which you preach. The planet you are on
when you gain this level of Hubris becomes a wasteland — the
entirg planet dies, Only when you are healed of your Hubris {all of
ith or ara daad, will tha planet live again. Priests whisper that this
was the fate long ago of the planet Nowhers, the reason why so
much of the planet — said in Second Republic taxts to be lush —
is now desart and windblown wastes.
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Anti

tinomy
Lurking in the shadows cast by dylng stars across a crumbling
emypire, awaiting the return of a hollow darkened universe, poison-
ing the ¢ars-of high and low with greed, rage and fear. the dark
lords of pain engineer the collapse of civillzation. Antinomy and
trfficking with malefic spirits can be traced back to the prehistory
ol Anclent Urth and other racial homeworlds, but appeared 1o have
mdergone a renalssance with the extinction of Sathraism. Much

garly Orthodox history contalns detalled accounts of the practices
and behavior of captured Antinomists, but little has been gleaned
Cof their beliefs or ocoult technigues.

. One document intercepted by Avestite Inquisitors and trans-
lated by Eskatonic monks appears to be a round chant purporting
- 10 describe the hietarchy of all creation. It §s written in an ancient
dilect of Kurgan, a fact of which the Hazat never fail to remind
Brother Battle troops In their border wars. Beginning with a briel
tecapltulation of Eskatonic cosmogony, the chant describes the Ce-
lestial Stan with Its layered Emanations, called Sefiros or *sphieres”
ty the order; ench Emanation, through the action of {ts residing
imelligences or “Empyrean angels,” reflects the Holy Flame out-
ward until it is buried deep in the Tenth Emanation. or material
world, From there the chant proceeds into a heresy long since putped
from the Eskatonic Order; bevond the Tenth Sefiros lie ten more
planes of existence cut off from the Holy Flame, dark empty shells
of the Sefires, called Qlippoth in the chant.

The pregression of Qlippoth twists through nonspace so that
the outermest Emanation converges upon a central point, named
by ofd heretics the Infernes Prime, an inconceivably dense orb of
black devouring fire; the opposite of the Celestial Sun. Inhabiting
the Qlippoth are the hollowed vessels of consciousness known as
demons, who yearn to break through anclent barriers confining them
to the Qlippoth and consume the never-ending bounty and grace of
the Celestial Sun. Since their natural portals (o the Sefiros were
dlosed off by a great race in some primordial eon, they must enter
the material plane through the heart of a human or other sentent,
which in open its own doorways (o heaven or hell

Antinomists work in secret to open the way for the demons,
using powers granted to them by their attunement to the Qlippoth,
by spreading anger, hatred, mistrust and any manner of corruption
which can drive the Holy Flame from within and ear away enough
of the soul to enable demonic possession. A gamemaster wishing
to use an Antinomist as an antagonist may create Qlippothic equiva-
lenits of most of the above ccoult powers, more Intrusive, soul-rend-
ing and painful versions, with each leve! corresponding inversely
to the Qlippoth through which the power of the Infernos Prime is
accessed (Le., a 17-level power derives fram the Ninth Qlippoth, a
2<-level from the Eighth, etc.), Practitloners of Antinomy are ofien
plagued by Fealty ties to a dark lord that create effects similar o
Urge and Hubris. Be sure that the Antinomist never takes center
stage for too long, however, as their kind prefer to watch from the
wings as mastermind manipulators.
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Antagonists

The following villains are only a brief sample of those the char-
acters might encounter across the Known Worlds. After all, the
Empire is a big place, even I most people never meet anyone out-
side their own community. Gamemasters should [eel free to change
these antagonists in any way they want to make them better fit
their game.
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Minor
These antagonists are best used for a few stories or as recur-
ring, minot dhataciens, Then sdnemes ate uritedly o woukle the
charackers {ot too long, But showld be veny annoing o the sha
term, They can appear anywhere the gamemaster 1ihes and are eas-
fly changed berween house, sect and guild affiliations.
Lady Rene Gooddale Hawkwood
While a serf would murder his entlre family for the chance to
be a noble, nobles do not always find their lives that worth living.
Those who encounter such ennui find other ways to occupy their
time. Religion, drugs, suicide — these are
fine for some nobles, but Rene contem-
plated all of them and found them lack-
ing. Instead, she decided to become a

plrate.
Te the eternal shame of her
family and house, she sold many
of her ancestral lands in or-
der to afford a small
frigate. She hired a
small crew and
took off in the dead
of night, leaving
her nagging hus-

band behind. Since then she has raided the space lanes incessantly,
and her own house has put a price on her head.

Race: Human

Quote: “Excitement, adventure, glory.., am 1 doing this tight7"

Description: An attractive woman in her early 30s, Rene no
longer wears the clothes of a noble but has yet to adjust to a pirate’s
rough garb, As a result, her wardrobe is a mish mash, and appears
disconcerting to both groups,

Age: 32

Entourage: 20-40 comperent pirates
Female Human Nob1/Muld; CR 5; Medium-sized humanaoid; Hit Dice
1d8+2 plus 4d12+2; hp 44; Init +3; Spd 30 ft.; AC 15 {touch 13, flat-
footed 12); Atk +8 Meles {2d4+4/18-20, mercurium scimitar} or +7
ranged (2d6{x3, blaster pistal); SA Battle Howl 1iday, Daunting
Charge, Overwhelming Rush; 50 Fearsome Strangth, Hawkwoo

Noble, Uncanny Dodge; AL NE; SV Fort +B, Haf +4, Will +3; Str 15,

Dax 17, Con 14, Int 13, Wis 10, Cha 13.
Shkills and Feats: Appraise +5, Bluff +5, Craft (high tech) +5, Di
plomacy +5 {46}, Disguise +5, Drive (spacacraft) +7, Gather Infor-
mation +5, Intimidate 410, Knowledge {nobility] +5, Sense Motive
+4; Expertisa, Improved Disarm, Noble Title: Knight (Hawkwood),
Parry, Quick Drakw,
Special Attacks: Battle How! (Ex): Once per day, Howl for up to
G rounds, foes within hearing distance make Will-saves |DC = In-
timidate check), or-2 to hit and damage Vuldrok Starwolf for du-
ration; Daunting Charge (Ex): Sulfers no AC penalty when per-
farming charga maneuvers; Overwhelming Aush {Ex): Treated as
alarge creature {+4) Tor all Bull Rush maneuvers.
Special Qualities: Fearsoms Strength {Ex): Use Strength modi-
fier for all Intimidate Checks; Hawkwood Moble: +2 to Sense Mo-
tive checks for detecting falsehoods; Uncanny Dodge (Ex); Retain
Daxterity honus to AC whean flat-footed,
Possessions: Leather armor, standard energy shield, marcurium
soimitar, blaster pistol, 4 fusion cells, Hawkwood frigate-class
starship.




Father Boris Spitteri

A prominent pastor on Grail, Spitteri has spent years minister-
ing to Grail’s underclass, getring 10 know their ways and means.
Well, the means are the more important part, for Spitterf serves
thieves, pirates and the like financially as well as spiritually, He has
become a major part of the world's extensive fencing network, and
can unload stelen goods in no tme fat,

IF he were just a fence for stolen goods, he might not be so
bad, but he has extended his aim, He has begun telling his contacts
exactly what items he wants — primarily religious relics. Should
the characters own such, they may well become targets of his low-
life [riends.

Race: Human

Quote: "Only a sinful soul could make an accusation like that.”

Description: Tall and muscular, Spitteri make an intdmidating
priest. He avoids vielence, but looks like he would have no prablem
should it come to that,

Age: Early 40s

Entourage: Spitteri has two novitiates who help him with ev.
erything, and they are at least as big as he is. Additionally, he can
call on numerous underworld figures should he find himself in
trouble.

Male Human Pri2/Kna2; Medium-sized humanoid; Hit Dice 2d8+8
plus 2d8+8: hp 36; Init +0; Spd 30, AC 12 {touch 12, flat-focted 121
Atk +4 Melea (1d4+2/19-20, dagger); 5A Sneak Attack (+1d8); 50
Sect Affiliation: Orthodox, Chemical Use, Evasion; AL LN; SV For
+7, Ref 45, Will +5; Str 15, Dex 10, Con 18, Int 12, Wis 13, Cha 16,
Skills and Faats: Acadamia +B, Appraise +5, BIuff +8, Dipla macy
8 {+11), Fargery +8, Gather Information +10, Heal 6, Innuendo
+8, Intimidate +10, Knowledge {bureaucracy) <6, Literacy, Sense
Motive +7; Church Ordination: Deacon (Orthodex), Dodne, Gos-
sip Network: Planetwide (Grail).

Special Qualities: Sect Affiliation: Orthodox: +2 Sense Motive
when extracting confassions.

Possessions: Standard energy shield, dagger, priest’s vestments,
expedition MedPac.

Chief Ch ﬂrlg]m Sook

Characters will rarely encounter Chongho handling his own
plots and schemes, but they will run into him nonetheless. Chongho
provides muscle for those who need i, muscle capable of handling
the most sordid affairs. Need a wit-
ness permanently silenced or a

Reeve advocate scared off?
Chongho [s your man,
His childheod gave no ap-
pearances of feading in such a di-
rection. His parents hired labor-
ers [or the Muster and assigned
them o appropriate positions,
Chongho became a Muster
member at eight, run-
ning errands for
them and other
guild members,
He became fas-
cinated by the
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swaggering guild mercenaries before deciding to emulate them. He
found that in order to succeed, he had to be bigger and meaner than
the rest, and that he is.

Race: Human

Quote: "My employer requests that vou die.”

Description: 5'6” of solid muscle, Chongho looks lke he qn
batter his way through a brick wall — and he can, As skilled with
his bare hands as he is with weapons, he lets nothing get between
him and the completion of a job. He has also learned thar looking
shocking is often half the job,

Age: Late 208

Entourage: Whatever thugs his bosses hire for him to work
with.

Male Human Gld 1/50l8; Medium-sized humanoid; Hit Dice 1d8:3
plus Gd10+18; hp 59; Init +4; Spd 20: AC 22 (touch 16, flat-footad
181 Atk +12/+7 melee (2d64+7/x3, ceramsteel grastsward) ar 411/
+6 ranged (2d6/19-20 x3, masterwork assault lasar) SO Guild AF
filiation: Muster; AL LE; SV Fort 9, Ref +7, Will +4; Str 15, Dex 18,
Con 16, Int 13, Wis 8, Cha 9,

Skills and Feats: Bluff +3, Drive {landcraft} +12, Diplomacy +5,
Gather Infarmation +5, Heal +5, Intimidate +5, Knowledge {tor
ture) +4, Literacy, Ride +8, Spot +7; Alertnass, Guild Commission:
Sergent (Muster), lron Will, Point Blank Shot, Rapid Shot, Subtle
Strike {greatsword], Weapon Focus {greatsword), Weapon Spe
cialization {greatsword),

Special Qualities: Guild Affiliation: Muster +2 Intimidate whan
threatening violenca,

Possessions: Supreme marcurium chainmail, ceramstasl
greatsword, MW assault laser, laser pistol, squawker, axpedition
MedPac, Muster chains, torture kit

Major

These villains can shape entire epics. Meeting them [ace-to-
face should only eccur after a number of other stories which lead
up to it. Characters would be wise to avoid anracting their attention
as long as possible, and have some powerful allies whenever they
Mnally do. Much of what they are doing is up to the gamemaster to
decide. Is Brother Lazio crazy, a pawn of someane else or some-
thing far worse? Docs Duchess Salandra work for herself, the
Decados, the Engineers or something else? Gamemasters should
use these characters as they see ft,

Duchess Salandra Decados

Salandra’s earliest tutors, servants and slaves whispered ner-
vously to each other about how anyone could be such a perfect
Decados. To them, Salandra’s nature was the culmination of centu-
ries of Decados’ decadence, treachery and madness, Her greatest
pleasure came from hurting others, be they her playmates, servants,
siblings or parents. By the time she was eight her parents had had
enough. and they secretly shipped her off 1o the Supreme Order of
Engineers [or discipline,

When Salandra returned seven years later, she no longer went
out of her way to hurt others. At least, she was never caught doing
50— not even when her parents died a month after her return. She
immediately took the reins of the family's planet, scaring off Duke
Silen Decados when he tried to claim the world. Her rise through
the family has been swift and effective, and no one, not even the
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Emperor, can claim to have control
over a more effective network of
spies and assassins than she, That
she acquiesced so readily te
Alexius® victory surprised many.
That she has been so busy ever
since has scared them even more.
Rumors run rampant
about her plans and connec
tions. Whether she wants
power for some un-
known purpose, or
just for its own sake,
no one knows, Thai
she lusts after power
goes without question, and no one doubts that she would go o
extreme measures {or it Many Decados belleve she would sell them
ot without a second’s thought if it advanced her cause, and some
whisper that despire her family’s opposition to Alexius, she and the
Emperor have been occasional lovers. Such talk sends good
Hawkwoods into paroxysms of horror.

Race: Human (?)

Rank/Class: Duchess

Quote: “Kill him,”

Description: Salandra’s appearance varies from day to day.
She is usually a @ll, androgynous woman, but this can change within
hours. Even her cybernetic implants are so well hidden that they
offier no permanent means of recognition. Duchess Salandra’s mo
tives should be well beyond the charscters” initial understanding.
Her plots are so deep that only the most dedicated digging should
get 1o the heart of them,

Entourage: Some of the leading experts in their field. An En-
gineer cosmetic surgeon goes with her everywhere, and perfects
her look whenever the whim sefzes efther of them. Her bodyguards
g kill with a single motion and her technlcians can fix (or de-
stroy) anything.

Fermala Human Mb13/Psi11/Knad/lwpd/Tect; Medium-sized hu-
manaid; Hit Dice 3d8+12 plus 11d6+44 plus 3dB+12 plus 1d6+4;
hp 140: Init +8; Spd 40; AC 31 (touch 27, flat-footed ZZ); Atk +24/
+19/214 {16+ 24 1d6/15-20, suprame mercurium rapler w/shocker)
or +23/+18/+13 (1-4 +poison, masterwork needlegun); SA Poison,
Snoak Attack (+2d6); 50 Evasion, House affiliationt Dacados, Mar-
figl Art: Jox Boxing, Peychic Powers; AL CE; 5V Fort +14 Ref +14
Will +19; Str 18, Dex 26, Can 18, Int 18, Wis 16, Cha 20.

Bkills and Feats: Biuff +18, Diplomacy +20 (+25), Disguise +20,
Forgory +18, Gather Information 20, Innuendo +15, Intimidate
+18, Knowledge (arcana) +18, Knowledge (nobility) +18, Knowl
adge (history) 418, Listen +19, Literacy, Occultorafts=14, Read Lips
416, Ride +12, Sanse Motive 422, Spot +19; Combat Casting (psi),
Comeliness, Gifted, Gosslp Network: Known Worlds, Improved
Critical; Rapier, Multiply Psi, Mable Title: Duchess {Dacados), Parry,
PsiFocus (Psychal, Riposte, Reputation (x3), Subtie Strike, Weapon
Finasse: Rapier, Withering Insult.

Special Attacks: Foison: Injury DC 17; 1d4 Con; 2d6 Con.
Special Qualities: House Affiliation: Decados +2 bluff when ly-
Ing, Martial Art {Jox Boxing): +2 Escape Artist when breaking holds.

Sway (DC 23) +18, Brain Blast {DC 23) +18; Sixth Sense: Pramoni-
tion {BC 20) +16, Second Sight (DC 20) + 16, Far Scry (DC 20} +16;
Soma; Control Body +14, Alter Body +1&, Enhance Body + 14,
Possessions: Synthsilk, Vau enargy shield {DC ranged 12, males
15, DR 20/15/10}), suprema mercurium rapierw/shocker, MW neadle
gun, shield dampener, cybernetics (lithe wire, second brain,
angineer's eyel, pretty much anything else she wants,

Brother Lazio Urtana

Brother Lazio walked out of the Mallgnatius wilderness one
day and began preaching. Nobody knew where he came from and
nobody knew his allegiance; but they listened anyway. in-a time of
unending war, his words of imminent apocalypse and severe, di-
vine justice found a ready audience, His fiery sermons caught the
crowd’s attention at once and his doctrine has spread like wildfire
around the world. Before the local authorities could react, it had
anchored itself firmly into the planet’s culiure and no one has tried
{0 uproot it yeL

While Brother Lazio has yet to attract inguisitorial attention,
his followers are moving out to other planets. Anyone who looks
closely at his “theology™ realizes that it |s a strident indictment of
the Emperor and the Church, but ne one has maised this point yet
Al least, no ane has raised it and lived.

Brother Lazie has also incorporated himsell deep into
Malignatius life, His followers have spread through guilds, Decados
fefs and even other parishes. Some of the planet's Reeves Joke that
he gets more [irebirds from every deal on the planet then they do,
As his coffers grow, so do fears of what he might use that money o
fund. At least one Questing Knight has tried to: find out, only to
never be seen from again.

Race: Human

Rank/Class: Novitate

Quote: “Your sins will raln down fire upon your heads, and
vour homes will be as blast furnaces if you continue to wm your
face from God!”

Description: A middle-aged, bearded man with fire in his eyes.
He alternates between wearing the best, most respectable clothing
available and the simplest, ugliest robes. Reform-minded charac-
ters might be Initially attracted to Brother Lazlo, but they will soon
realize that he only wants to replace the current structure with an
even more oppressive theecracy, with him at the top.

Entourage: Brother Lazio has thousands of commined fol-
lowers and is constantly surrounded, Any skills he might nesed are
at his command.

Male Human Pril4; Medium-sized humanoid; Hit Dice 14d8442;
hp 102; Int +0; Spd 30; AC 14 (touch 14, flat-footad 14); Atk +10/4+6
malee (1d6x2, guarterstaff); SQ Sect Affiltiation: Orthodox; AL IN;
SV Fort +12; Raf +9; Will+12; Str 11, Dex 10, Con 16, Int 18, Wis 13,
Cha 2.

Skills and Feats: Diplomaoy +22, Heal +18, Gather Information
+22, Intimidate +22, Knowladge (arcanal <21, Knowledge (religion}
+21, Knowladga (local) +21, Listan +18, Litaracy, Ocoultcraft +21,
Perform <22, Sense Motive +18, Spot +18; Church Ordination; No-
vitiate (orthodox), Enthrall, Epiphany, Etiguette, Gossip Network:
Planetary {Malignatius), Halier Than Thou, lran Will, Leadarship,
Peasant Hero, Purgation, Physick, Rabble Rouse, Smear Campaign,
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Withering Insult,
Special Qualities: Sact Affiliation {Orthodox): +2 Sense Motive
when taking confessions.

Possessions: Dueling enargy shield, nanotech MedPac, just about
anything else needed Is provided by his followers,

Hasaline alkir Vetenant

Hasaline's father, a leading Ukari chiefiain, had high hopes
that his race could leamn to live with humans. To prove his point he
sent his two children, Hasaline and her younger brother Jekall, toa
Church school to learn to be *more human.” The children stayed at
the school after his death, and after an Avestite became headmaster
of the school. Soon almost all the old teachers had left, replaced by
his Avestite hrothers. Then Jekail was accused of heresy.

Older students setzed the child from his bed in the middle of
the night and took him to the lowest cellars of the school. Hasaline's
artempts to reach her brother were met with sticks, and by the end
of the night she was a beaten mass, with blood streaming from
every part of her body. She was shipped home the next day and
never saw her brother again.

The Vetenant clan had lost a great deal of power by this time,
and no official investigation was ever carried out, Hasaline has never
spoken of the incident again, and joined the ranks of Ukari diple-
mats. Her carly schooling has proven invaluable, and she is sec-
ond-in-command to the Ukar delegation on Byzantium Secundus.
Now she has begun the tasking of making humanity pay.

She has taken every opportunity to spread dissension and
chaos, She and her agents encourage riots, sabolage charity ef-
forts, spread rumors about Questing Knights, and promete the be-
lief that the Emperor is anti-Church. She would like nothing better
than to see the Emperor Wars erupt again in all their fury.

Race: Ur-Ukar

Rank/Class: Diplomat

Quote: “Ever so pleasant (o meet vou. I hope you don’t find
my species unsettling. Good, Oh ves, | certainly find the Decados
more unsettling as well."

Description: Tall and regal. She has less tattoos than many of
her people and looks a little more human, She favors human dress,
wearing traditional Ukari garb only on special occasions, Hasaling
will do everything in her power to appear as a friend to all humans.
She constantly praises human culture and practices, all the while
striving to turn human against human.

Entourage: A scattering of official bodyguards, but Hasaline
associates with no close friends. Her only real friends are being
hunted by the Impertal Eve as alien terrorists,

Female Ukar KnaB/Psi§; Madium-sized humanoid; Hit Dies 6d8+12
plus Bd6+12; hp 70; Init +3; Spd 30; AC 20 [touch 16, flat-footed
201; Atk +8/+3 meles (1d4+1/19-20, dagger) or +11/+6 ranged
[1d4+1/19-20, dagger); SA Sneak Attack (+3d8); SO Chemical Use,
Evasion, Psychic Powers, Uncanny Dodge, Ukar abilities; AL NE;
SV Fort +6 Ref +10 Will +7; 5tr 12, Dex 16, Con 15, Int 17, Wis 11,
Cha 17.

Skills and Feats: Bluff +12, Deciphar Script +12, Diplomacy +12,
Forgery +12, Gather Information +12, Innuenda +9, Knowledge
{tortura}l +12; Listen =8, Literacy, Ocoultcraft +12, Parfarm +12, Read
Lips +12, Sense Maotive +9; Diplomatic lmmunity, Etiquette, Gifted,
Multiply Psi, Secret Agent: Agent {Baval).

Special Qualities: Uncanny Dodge: keep Dax bonus to ACwhe
flatfooted, cannat be flanked.

Psychic Powars: [Wyrd: 24} Far Hand: Lifting Hand (DC 17} +11,
Farce Wall (DC 17} +11, Kipetic Strike {DC 17) +11; Psyche: Mind
Sight {DC 15} +8, Mind Sway (DC 15) +8, Urge: Speak in Tonguzs,
Misdirection.

Possessions: Synthsilk armor, dagger, facial scanner,

.

BEI.].' drialls

Brutal and uncouth, these outworlders lust after the riches of
the Empire. Barbarians can be from any number of non-Empire
waorlds, including those from recently rediscovered Lost Waorlds, al-
lied a millennium age with the Known Warlds but last after the Fall
They can be Viking types, Mongol types, or Islamic types getting in
the way of a holy crusade. How "uncivilized” they are is often g
subjective opinion,

The Kurg‘ans

The major current barbarfan conflict in the Known Worlds i
the Kurgan Conflict on one ol the Hazat barders, It is waged against
the Kurga Caliphate for rights o a Lost World discovered recently,
The citizenry of the world Itsell is split on ownership issues: some
aid the Caliphate, some rebel and aid the Empire, This conflict has
devolved into a series of costly and difficult guerrilla-type skirmishes,
a situation that has proven extremely profitable for the Muster. Any
plaver characters who are shanghaled by the Chainers will most
likely find themselves in the middle of this war.

Many recently mustered-out soldiers and mercs will prabably
hiave seen baotle in this conflict, and might know some of the Kurgan
language and ways due to exposure to the Kurga-influenced na-
tves on the embattled world. Some face charges of heresy for say-
ing that the Kurgan Caliph (who is both political and religious leader
to his people) follows a variant interpretation of the same Prophetic
teachings as the Orthodox Church. Others have met with unforu-
nate accidents after repeating the rumor that the Caliphate is har-
boring a survivor of the ofd House Chauki lineage,

Zulaykha Turakina

Once the most sought-after courtesan in the Caliphal coun,
Zulaykha Turakina was exiled from Kurgan space when her beauty
caused the Caliph's nephew o undertake rash actions. Altheugh
embittered, she Is seill devoted to the Caliph and will do anything to
regain his favor. To this end she makes her way to the court of the
Phoenix Emperor, keeping ears, eyes and hands apen for any infor-
mation or items she can use to buy her way back into the presence
of the Caliph.

Race: Human

Rank/Class: High Courtesan

Quote: "Never in all of my years have 1 been experiencing a
lovemaking so passionate, and yet so consummately skilled, as
yours, O my lord!" (or, "0 my lady!” as clrcumstance demands...)

Description: Very fall for a Kurgan, Zulavkha is taller than
most Known Worlds females and many males, a facr she empha-
sizes with high heels and hairstyles seemingly conceived by late
Bepublican architects. Though slender, her bedy is taut with well-
trained muscle softened by ripe curves only partly atributable to
COSMELc surgery.




Her real hair Is wavy black
Wwith a reddish tint and, when un-
‘bound, falls to her ankles. Olive-
mplexioned, her face combines
‘the finest features of all the vari-
s human racial ypes, espectally
;im:rr'ngxhe Asian, though her
almond-shaped eves are
miurally green. The poet
Rustam is quoted as say-
ing that her broad pearly
smile could melt the polar
mps of Malignatius, but is
 ocasionally marred by a bit-
fer scowl— usually reserved for
Lenemies and servants — thar
e caused A Vorox to sofl himsell,
Roleplaying: All people are your playthings, worshipping vour
- beauty, vying for your glance, craving your touch. And why not —
for are you not the most desirable creature in all the universe? As-
socate only with the richest and most powerful, but know the value
ol winning over their underlings as well.
Entourage: Besides an ever-present train of suitors, admirers
‘@ entrepreneurs, La Turakina travels with five slaves. Four are
female — two clothiers, a hairdresser and a cosmetologist — and,
though said to be as lovely as Zulaykha hersell, only their dark
gjes may be seen peering coyly through their long veiled gowns,
Thit [ifth is & huge musclebound albine eunuch with a shaven head
and an enormous scimitar. All five are deaf-mutes, communicating
anly with their mistress through complex hand-signs and body lan-
guage,
Female Human Nob3; Medium-sized humanoid: Hit Dice 9da; hp
40: Init +2; Spd 30; AC 14 (touch 14, fiat-Tooted 12); Atk +B/4+3/+8
melee (1d4/x3; supreme punching dagger x2); SQ House Affilia-
tiom: Kurgan; AL LE; 5\ Fort +6 Ref +5 Will +7; Str 10, Dex 14, Con
11, Int 18, Wis 12, Cha 22.
Skills and Feats: Biuff +18, Diplomacy +18, Disguise +18, Gather
information +12, Innuendo + 18, Knowledge (nobility) 15, Literacy,
Parform +18, Read Lips +13, Ride +8, Sense Mative +13, Spot +13;
Ambidexterity, Comeliness, Diplomatic Immunity, Enthrall, Noble
Title; Courtesan (Kurgan), Reputation, Savoir Fare, Subtle Strike,
Trendsetier, Two Weapan Fighting, Withering Insult.
Special Qualities: House Affiliation (Kurgan): +2 Bluff when flat-
tering.
Possessions: Standard enargy shield, 2 suprema punching dag-
gers, elaborate wardrobe, aphrodisiacs.

The Vuldrok Raiders

Other barbarians include the Vuldrok Ralders on the Hawkwood
border. A loose and undisciplined alllance of minor star nations run
by warrior kings, the Vuldrok claim that they were once a Hawkwood
protectorate; but that the House abandoned them during a famine
caused by a millirice blight. Hawkwood representatives have since
tried to explain that the planned shipments of famine aid were in-
terrupted by the collapse and near-extinetion of their House, but
old resentments harbored through centurles of starvation are hard
to quell. The Vuldrok have pirated some Hawkwood ships that they

use to plunder outlying Hawkwood holdings: Plunder is a greater
motivation to the Raiders than personal revenge; they want loot

and when they don't get it, they will tetreat ‘vack home,

Rﬂg’:lalcl the Red

The son of a minor thane, Ragnald lost his ancestral lands
when he supported the losing side in a civil war on Frost, a Vuldrok
planet beyond the borders of the Known Worlds. Escaping with a
handful of his most Joyal warriors, he spent the next years raiding
independant worlds near Vuldrok space, making his way eventu-
ally to Leminkainen during the middle years of the Emperor Wars,
In pecr shape after battling Decados fleets, Hawkwood ships could
put up litle fght. Ragnald landed on the world and stuffed his
ship's hold with stolen riches, Neeing Just before reinforcements
from Ravenna could arive. He settled on Hargard and took a wife,
who gave him many sons. But this life now bores him, and he feels
the urge to raid again. He has gathered his warriors and intends an
extended trip into the Known Worlds, this time aiming for Byzantium
Secundus.

Race: Human

Rank/Class: Warrior-Thane of Hargard

Quote: *If someone attempted to steal our god's treasures, we
would form a shield wall and fight to the end!”

Description: A tall, powerfully built man, Ragnald dresses In
battle gear and furs. and carries a flux sword inscribed by a Vitki
Runecaster 5o that it has twice as many charges per fusion cell. He
wears protective amulets around his neck, and beneath his furs,
reflective scales of armor shine through. His beard has begun to
gray.

Male Human Srf11; Medium-sized humanaoid; Hit Dice 11d12+33,
hp 105, Init +0, Spd 20; AC 23 (touch 13, flat-footed 23); Atk +18/
#13/+8 melee (2d8+5/17-20 x3, mastarwork fluxsward) or +13/4+7/
+3 ranged (1d10/19-20 x3, exernplary laser pistel): SA Battle Howl
{4fday), Daunting Charge, Overwhelming Rush; S0 Fearsomea
Strangth, Uncanny Dodge; AL CN; SV Fort +9 Raef <3 Wil +2: S
21, Dex 10, Con 15, Int 11, Wis 8, Cha 13.

Skills and Feats: Climb +6, Handle Animal +9, Intimidate +18,
Sonse Mative «4, Wilderness Lore +8; Exotic Weapon (fuxsword),
Improved Critical {fluxsword), Leadership, Power Attack, Sunder,
Weapon Focus {fluxsword),

Spocial Qualities: Uncanny Dodge: keep Dex bonusto AC when
fiat-footed, cannot ba flanked.

Possessions: Supremea mercurium half-plate, small mercurium
shield, masterwork fluxsword, exemplary |aser pistal, daggar,

Psychic Covens

These secret organizations lurk everywhere in the Known
Worlds, harbering outlaw psychics, pagan priests and sorcerers,
They are the favorite bugaboo In many peasant conspiracy theo-
ries, believed to be the hands behind many disasters, such as cows
giving curdled milk or the assassination of Viadimir. In actuality,
most of them are simply mutual survival and support networks {or
those blessed/cursed with occult powers. Some of them, however,
really are up to their necks in conspiracies.

Covens come [n all sizes and shapes. Most of them are merely
local organizations, bound to the planet they exist on. But some of
them are interstellar, true guilds of sors, gathering wayward oc-
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Some of these major occult covens are detalled below, although many
others exist,

The Fav yana

This widespread coven acts as a support group for psychics,
wotking to make psychic powers accepted. They provide teaching
and advice en how to hide, but ask aid in return — members may
get a phone call in the night, requiring them to leave their house,
homeland and even planet to perform some secret dugy. The Favyana
maintain a general attitude of benevolence toward all sentlent life,
but conflicts with the Church have, in the past, taken on a some-
what viclous edge,

The coven's name is a kind of homage to the Phavian Inst-
tute, which flourished during the Second Republic as the finest school
for paranormal research and psychic training. While the Favyana
have nothing that approaches the facilities enjoyed by thelr prede-
cessors, they are still the best resource available o psychic player
characters wishing to increase their powers,

Mama Rahveloon

Mama Rahveloon has worked for House Juandaastas for most
of her life, usually as part of the entourage of their well-taveled
daughter Margrita. When traveling, Raveloon seeks out psychics in
trouble and often arranges for their passage to the Juandaastas
homeworld, where she runs a Favyana halfway house under the
guise of a midwifery school,

Race: Human

Rank/Class: Midwife to House Juandadsta

Quote: “There, there, my dearle. Have a sip of this and tell me
what is troubling you.”

Description: A short matronly woman with olive skin and an
open smile, dressed like a cross between Aunt Jemima and Carmen
Miranda
Female Human Psi15; Medium-sized humancid; Hit Dice 15d6+30;
hp 78; Init +1; Spd 30; AC 16 (touch 16, flat-foated 15]; Atk +6/+1
mefes|1d4-1, dagger); S0 Peychic Powers; AL NG; SV Fort +7 Raf
+B Will +15; S1r 9, Dex 13, Con 15, Int 14, Wis 22, Cha 17.

Skills and Foats: Concentration + 10, Knowledoe (arcana) +10,
Occulteraft +10; Alien Friend, Alternate |dentity, Coven Member-
ship {Favyanal, Enlarge Psi, Epiphany, Extend Psi, Gifted {psychic),
Heusaholder [Juandaasta), Multiply Psi, Refuge x2, Xeno-Empa-
thy.

Psychic Powers: [\Wyrd: 80} Sixth Sense: Premonition (DC 25]
+24, Second Sight (DC 24) +22, Far Scry (DC 23) +20; Omen:
Postcognition {DC 22} +18, Precognition {DC 21) +16, Shadows of
the Departed (DC 20] +14; Psyche: Mind Sight {DC 17} +11, Mind
Sway (DC 17} +11. Brain Blast (DC 17} +11, Puppetry. (DC 17} +11.
Possessions: Dagger, disguise kit, clothes and other supplies for
refugaes,

The Invisible Path

This not-so-nice mob of psychics believe they are evolution-
arily superlor 1o non-psychics and seck to control the unlverse.
Extremely secret and tighthy organized into small cells of only a few
members each, the Invisible Path Is nevertheless limited in its ac-
complishments by bitter infighting and factionalism. Ultmceonser-
vatives consider normal humans (and aliens without psychic power)

FADING SUNs: D20

1o beno better than animals, while moderates seel a peaceful coes:
istence with non-psychics (once they learn their place. of course),
Rank in the Invisible Path is determined by one's level of psychi
power, and conflices are often resolved by psychic duets,

Some believe that the Invisible Path has infiltmted the Tmpe-
rial Eye and thus endangers the Emperor.

Gﬂ]}lan te

Hiding behind the demeanor of a peaceful Obun priest of
Voavenlohji — the Church path of the Prophet's eighth disciple—is
the cynical and hateful Gablante. Sick and tired of seeing his psy-
chically superior people belinfed by humans, he decided a long time
ago to join a terrorist cell on Velisimil, with the intent to shut down
that system's jumpgate, Just before joining his comrades on the
appointed day of their strike, a premonition warned him away. His
cell mates were slaughtered by Imperlal Eye assassins, He was the
sple surviver of their [dealistic crusade.

What sickened him worse was the reaction of his fellow Obun:
while they did not condone the violence done to the rebels, they
clucked endlessly about thelr "shameful, conflict-ridden ideology.”
Pushed too far, Gablante realized that most of his own kind had
become trapped by a once beautiful philosophy that now ensured
thelr eventual, evolutionary demise.

He sought out the rumored Invisible Path, and after years of
proving himself {and slaying any of his superiors who stood in his
way), he now leads coven operations across the Known Worlds,
attempting to destroy the Empire's infrastruciure so that psychlcs
on a dozen worlds can rise up and seize the reigns of power unop-
posed by Interstellar reinforcements.

Race: Ur-Obun

Rank/Class: Canon (Chief Enfarcer in Invisible Path)

Quote: “Turn the other cheek? Only to better unbalance your
foet”

Description: A brown-skinned Obun in priestly robes with a
well-read and annotated edition of the Omega Gospels. He has per-
fected the art of the innocent smile,

Male Obun Psi12; Medium-sized humanoid; Hit Dice 12d6; hp 39;
Init +10: Spd 30; AC 20 {touch 20, flat-footed 14); Atk +8/+3 malas
{1dd+1, mastarwork dagger] or+15/410 ranged (2d4 subdual +stun,
supreme stunner); S0 Psychic Powers; SV Fort 44, Ref +10, Will
+10; Str 13, Dex 23, Con 10; Int 18, Wis 14, Cha 16.

Skills and Feats: Blufl +9, Concentration +12, Knowledge (arcana)
+16, Ocoulteraft +12, Open
Lock +10; Attune Fatish, Alter-
nate ldentity x3, Combat Cast-
ing {psil, Coven Membarship
(Invisible Path), Improved
Initiative, Point Blank Shot.
Psychic Powers: (Wyrd:
48) VisCraft: Vis Eye (DC
23} +#21, Vis Flow
(DC23) +21, Vis
Shock {DC 209
415, Vis Shiald
(DC 19} +12;
Soma: Control
Body +10, Alter
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fody +8, Enhance Body «6; Sixth Sense; Framonition (DC 14) 485,
Second Sight (DC 14) <4, Far Scry (DC 14) +4.

Possassions: Supreme stunner, palm laser, dagger, exemplary
thisves tools, false credentlals for three diffarent identities.

Cy]j erevolutionaries

During the Second Republic, cybernetics became more than a
mere [etish for certain forward-looking citizens; they saw in the
melding of man and machine a key to the next step in evolution;
Some even declared thar the Anunnaki were not dead, that the Phi-
losaphers Stones and jumpgates were the Anunnaki, a race so
melded to its technology that no trace remained of its organic be-
ginnings. Although most scoffed at the preposterous claims of these
fanatics, their numbers steadily increased in the latter days of the
Hepublic, "Cyber-evolution” became more than a fad — it was a
marketing slogan applied to any cool new technology meant o make
imterfacing with life easier

Afer the Fall and the Church's fierce reprisal against technol-
ogy — especially those who dared 1o place it inside thelr bodies for
any but dire medical reasons — cerlain oyber fanatics refused o
simply give in and refute their cherished progressive ideology, which
promised, they believed, an escape for all sentients bound into the
miserable cycle of merely organic life. Thus began the
Cyberevolutionaries, a coven of sorts for the cybernetically enhanced.
(Members alternatively emphasize the cybeRevolution and the
cyberEvalution.)

Cyberevolutionaries are not pure technosophists, however, for
they spurn robots and Al golems — mere machines are not enough.
The promise of ranscendence comes only with the melding of life
and machine,

Baronet Andros Harmonic

A prominent member of the Cyberevolutionaries, Andros lives
openly with his philosophy and cyberdevices. The fact that his fam-
fly Is ent of the more powerful on Criticorum goes a long way to-
witrd protecting him from reprisal. Nonetheless, he has become the
target of hateful serfs or freemen who blame “lousy tech-lovers”
for all their problems. This does not prevent him from speaking out
on the wonders of cybernetics and its potential 1o aid all mces,

Rumors of his involvement in less peaceful pursuits, such as
the firebombing of Church cathedrals and librarles (places in turn
rumored (o hold records on suspected criminals) are unproven as
yet- He always has a good alibi (or at least someone prominent
willing to cover for him).

Race: (more than) Human

Rank/Class: al-Malik baronet

Quote: “Greetings! (shakes hands) You see — a hand like any
other! Little did vou suspect the wires and diodes beneath. Cyber-
netics, my friend, are the answer.”

Description: A pale, thin noble whe gets toa little exercise and
sunlight, preferring to stay in darkened rooms interacting with magic
lantern holo-partners {virtual reality programs). His unshaven face
embarrasses his family members, but his value to the house's tech-
nology interests keeps him well in its graces.

Human MNob3Tch3! Medium-sized humanaid; Hit Dice 3d8 plus
3d6; hp 24; Init +4, Spd 30, AC 16 (touch 16, flat-footed 121; Atk +8
11d6/19-20 x3, palm laserl; S0 Encyclopedic Mind, Evasion, Guild

Affiliation |Engineers), House Affiliation (al-Malik), Sacurity Sys- G
tams; AL CG; SV Fort +4 Ref «6 Will +7; Str 12, Dex 19, Con 10, Int
18, Wiz 13, Cho 9,

Skills and Feats: Acodemia 413, Craft (high techl +13, Diplo-
macy +8, Gathar Information +7, Innuenda +7, Heal +10, Knowl-
sdge (biclogy) +9, Knowledge (chemistry] +3, Knowladge (cyber-
netics) +13, Knowledge (history) +10, Knowledge (local) +10,
Knowlaedge (nobility) +12, Listen +9, Literacy, Sense Mative +8,
Spat +9, Usa Think Machine +12; Comprehend TL 7 (x3), Gossip
Matwork: Moble Fiefs{al-Malik) (x3), Noble Title: Baronet (al-Malik),
Physick.

Special Qualities: Guild Affiliation (Engineers): +2 Craft Lithe
Wire, House Affiliation (al-Malik): +2 Disguise when travaling In-
cagnita,

Possesions: Palm laser, nanotech MedPacg, lithe wire (+4 Dex),
second brain (+2 Int-basad checks), stimusim.

The Changed

(Geneticall y Engineered)

Humans have been fampering with thelr genetlc makeup for
millennia, but the practice became especially common during the
Second Republic, During this time, corporations and other groups
created entire races of genetically altered beings, fine-uning them
for use on uninhabited planets; for use as slaves, warriors and
workers; and just for fun, During the decline of the Republic, the
Changed became a popular scapegoat as people saw thelr universe
crumble about therm. Milliens were killed in the ensuing havoc, and
most of the rest have been In hiding ever since.

Almest every one of the Changed can be considered part of a
secrel society, because being revealed as such often leads 1o death
at the hands ol the government or scared citizens. While none of
the larger sects specifically preach against the Changed, many of
the smaller sects do. Even the larger sects see the Changed as some-
thing unnatural, perhaps contrary 1o the Pancreator’s will. Thus the
changed do their best to stay hidden, quietly remaining in contact
with one another in order to keep abs on whomever is after them
now.

Of course, their enemies believe that the Changed are one of
the most successful conspiracies, with an eventual goal of subju-
gating all humanity. These opponents believe the Changed are united
under a ruling body, sometimes called The Circle of the Change,
which includes incredibly powerful mutants. Few educated people
believe in The Circle, but it is a popular bogeyman amongst the
peasaniry.

The Animalized

During the Second Republic, genetic enginecting got... well,
out of hand. Scientists experimented on many non-sentient earth
animals and alien races, creating all sorts of recreational playmates
or sporting argets, However, some scientists didn't know when o
stop, and began experimenting with sentient races (almost all of
them unwilling victims). The results were whole new races of anli-
malfalienfhuman comblnations, capable of breeding. As soon as
the government found out, the experiments were covered up and
the new races banned. In other words, they were 10 be extermi-
nated. But, as is to be expected, some of them escaped. The hucky
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Ing sanctuary with some odd Interést group or other. Enough of
them escaped to create a serious ethical issue for the Republic. News
of the government’s attempted genoclde spread like wildfire, and
rights to life For what were being called the Animalized were quickly
ushered into law. Since the Fall, however, these laws have been
lpnored.

The Animalized are now few In number, but they have bred
and spread across the Known Worlds, They have won the rights of
similar soverelgn races in the Known Worlds, which means they
are *free” only in word, but rarely practice. They are second-class
citizens whose very existence is considered blasphemous 1o many.
Their close ties to their animal Instincts also make them dangerous.
a5 not a few have reverted to thelr non-sentient and hungry origing
In the midst of a human populace.

|

Creatures

In the process of colonizing the Known Worlds, humanity en-
countered several other Intelligent races. They also ran across other
creatures, Some of these were easily controlled, while some were
judged far too dangerous 1o be allowed continued existence. A (ew
were simply too strange to comprehend. Humanity's indomitable
will has proven unhealthy to human and alien beast alike in several
cases.

Each world, although similar In pelitical structure and
metaculture, has its own armay of unique flora and fauna, “Stan-
dard” lifeforms, such as horses or other beasts of burden, can vary
greatly. The genetic stock was radically altered during the Second
Republic, creating all sons of specialized creatures. After the Fall,
the noble lamilies seized the rights to certain stocks, breeding them
for profit on their worlds. Thus, Aragon destriers (from the Hazat's
homeworld of Aragon) are well known as the best warhorses
throughout the Known Worlds; Severan stallions (from the Decados
homeworld of Severus) are known to be the smartest; and Qallm
{racehorses bred by the al-Malik) are known to be the fastest, The
Muster specializes in transporting animals (and people} across the
stars, and often ferries these prize stalllons from world wo world for
famous races and contests.

Below are some examples of strange creatures encountered on
the planets of the Empire. Most are located on specific planeis and
are seldom seen elsewhere, while a few tend to pep up in the strang-
est places. The stats given below represent an “average” member of
the species. Stats may be higher for excepltional members of the
species or lower for vounger members of the race.

Animal Cohorts

The following animals can be found In the wilds or occasion-
ally as pets. They are presented here as candidates for a Beastfrlend's
animal cohort.

4 -

Chervin
Large Animal
Hit Dice: 3d8+9 (22 hp)

Initiative: +1 |Dex|

Spead: 60 fi.

AC: 14 -1 giza, +1 Dax, +£ natural)

Artacks: Gore +4 melee; 2 hooves +4 melee; bite -1 meles

FADING Suns: D20 (A

Damage: Gore 1d6+3; hooves 1d4+3; bite 1d3 «1
Face/Reach: 5 fi. by 10 fiU5 it

Special Qualities: Scent

Saves: Forl +6, Ref +4, Will +2

Abilities: Str 18, Dex 13, Con 17, Int 2, Wis 13, Cha B
Skills: Balance +7, Listen +7, Spot <7
Climate/Terrain: Any land, prefarably hills and mountain
Organization: Solitary

Challenge Rating: 1

Treasure: Nong

Alignment: Always nautral

Advancement: —

Chervins are hardy gomlike mountain beasts native to Hirs, a
world currently disputed between House Hazat and the barbarian
Kurgan Caliphate. They are easily domesticated and make excellent
pack animals and mounts in hills or mountains, their cloven hooves
helping them navigate tricky temain. They can also be trained for
war (the stats below are for a war chervin). In addition, they area
good source of milk and cheese and their coats can provide thick
wool, ideal for making winter garments or weaving into rugs and
blankets

Carrying Capacity: A light load for a war chervin is up to
230 pounds; a medium load, 231-460 pounds; a haavy load, 461-
690 pounds: A light war chervin can drag 3,450 pounds.

Wild Gift: Beastfriends can borrow the gore, bite or scent
abilities from cohort chervins

Doggoth

Small Animal

Hit Dice: 3d8+12 {25 hp)

Initiativa: +2 (Dax)

Speed: 30 fr

AC: 18 (+1 size, +2 Dax, +3 natural)
Attacks: Bite +4 malea

Damage:; Bite 1d6+3

Face/Reach: 5 ft. by 5 ft./5 ft.

Specinl Attacks: Attoch, leap

Special Qualities: Scont

Saves: Fort <7, Aef +6, Will +4

Abilities: Str 14, Dex 15, Con 18, Int 2, Wis 12, Cha 10
Skiils: Hide +7, Jump +8, Listen +8, Spot +6
Climate/Terrain: Any land
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Organization: Solitary

Challenge Rating: 2

Treasure: None

Alignment: Always neutral

Advancemeant: —

The Changed come in more than human forms. During the
Second Republic many socialites demanded small, innocuous look-
Ing protectors, Out of that demand came the doggoth. Doggoths are
bred to be small, cute personal defense creatures. Most weigh be-
tween 10 to 15 pounds, and are Auffy, roly-poly things, similar in
fize 1o @ Perslan cat. They tend to be fat and somewhat spoiled
looking. Looks, in this case, are deceiving,

Doggoth muscles are compacted at four times the average fora
normal animal of their size. This heavy compaction ratio gives
doggoths a great vertical leap and jaw muscles that make snapping
an ankle or wrist a real possibility. It also gives them amazing resil-
fence,

Doggoths are born in litters of one or two but the survival rate
is only about 50%. This is due to the extensive mutagen process
that created the bloodlines and the current limitatlons of intense
inbreeding. During the Second Republic, there were many blood-
lines available, but most have since been lost. No ene now knows
how 1o star the mutagen process again; breeders are limited to
working with only the remalning stock.

A doggoth may be trained 1o perform specific, moderately com-
plex tasks. For example: Use a remote control to open doors and
turn on lights, run bath water, engage a squawker, or growl in a
specilic way if' @ particular person arrives or a pre-tehearsed in-
SEENCE OCCUTS,

Wild Gift: Beastfriends can borrow the bite, attach, leap and
scant abilities from cohort doggoths,

COMBAT

Attach [Ex): A doggoth thar hits with its bite attack latches
onto the appanent’s body with its [aws and automatically deals
bite damage aach round it remaina attached. An attached doggoth
loses its Dex bonus to AC (it has an AC af 13},

Leap (Ex): A doggoth can make a standing jump with a mini-
mum distance of 5ft., an additional distance of +1 ft./2 point above
10. The maximum distance is hoight x5(15 f.).

Evik
Small Animal
Hit Dice: 3d8 {13 hp)
Initiative: =3 (Dax)
Speead: 10 fi., fly 80 ft. (average)
AC: 15 (41 size, +3 Dex, +1 natural)
Attacks: 1 claws +6 melee; bite +2 meles
Damage: Claw 1d8; bite 1d4 a
Fnce/Reach: & fi. by 5 ft./5 fi.
Special Qualities: Evasion, superior low-light vision
Saves: Fort +3, Ref +7, Will 45
Abilities: Str 10, Dex 17, Can 12, Int 2, Wis 18, Cha 10
Skills: Hide +7, Listen +14, Move Silently +3*, Spot +14
Climate/Terrain: Any farest, hill, mountains and plains.
Organization: Solitary or pair
Challenge Rating: 2
Troasura: None

Alignment: Always nautral
Advancement: —

Native to Grail. the beautifully plumed evik is a masterful rap-
tor. Its incredibly shamp daws deliver more damage than most birds
its size. What's more, [ts expert eyesight makes it a deadly predator
in day or night. Evik are well respected by Eryri, the native sentients
of Grail, who see them as distant cousins and representarives of
swift and vigilant justice.

Evik feathers bring about 10 firebirds on the open market,
However. It takes an Evik at least a month to grow back plucked
feathers, and they cannot grow back clipped or plucked pin feathers
{necessary for flight).

Wild Gift: Beastfriends can borrow the elaws, hite or supa-
rior low-light vision abilities from cohort eviks.

COMBAT

Superior Low-Light Vision |Ex): An evik can see five times
a5 far as a human can in dim light.

Skills: Eviks roceive a +8 racial bonus to Listen and Spot
chacks at any time of day. * When in flight, they gain a +8 bonus
to Move Silantly checks:




Feshaal

Meadium-Size Animal

Hit Dice: 3d& (13 hp)

Initiative: +3 (Dax)

Speed: 20 ft., climb 20 ft., swim 20 ft
AC: 16 {+3 Dex, +3 natural)

Attachks: Bite +4 mealas

Damage: Bite 1d6 and poison
Face/Reach: 5 ft. by 5 fi. (coiled)/s ft.
Special Attacks: Poison

Special Qualities: Camoullage, scant
Saves: Fort +3, Refl +6, Will +1
Abilities: 5tr 10, Dax 17, Con 17, Int 1, Wis 12, Cha 2
Skills: Balance +11, Climb +11, Hide +12 (+20 with camol, Listen
+5, Spot +9

Feats: Weapon Finessa (bite)

Climate/Terrain: Temparate jungle or warm land.
Organization: Solitary

Challenge Rating: 2

Treasura: None

Alignment: Always neutral

Advancemant: —

One of the strange animals native to Severus, the feshaal is a
long snake with glistening, slick scales that can mimic the colors of
its surmoundings. This amazing ability makes it a prized pet for
certain Decados nobles. Like many natives of Severus, the feshaal's
bite is especially sharp and its teeth tough, enabling it to pierce the
armored hides of many Severan animals, Hence, its bite deals more
damage than other serpents its size.

Wild Gift: Beastlriends can borrow the bite, poison and cam-
ouflage abilities from cohort feshaal.

COMBAT

Poison (Ex): Bita, Fortitude save (DC 15); initial and second-
ary damage 1d8 temporary Constitution.

Camouflage (Ex): Feshaal can change the color and appear-
ance of their scalas to match their surroundings. This is a stan-
dard action and provides a +8 bonus to Hide checks.

Skills: Feshaal receive a +4 racial bonus to Hide, Listen and
Spot checks and a +8 racial bonus to Balance checks, They can
use either their Strength or Dexterity modifier for Climb checks,
whichever is batter.

Gurdvulf
Medium-Size Animal
Hit Dice: 3d8+9 {22 hp)

Initintive: +2 (Dax)

Speed: 50 fi.

AC: 15 (+2 Dex, +3 natural)

Attacks: Bite +4 melee

Damage: Bite 1d6+1

Face/Reach: 5 ft. by B fr./5 fi.

Special Attacks: Trip

Special Qualities: Scent

Saves: Fort +7, Ref +5, Will +3

Abilities: Str 13, Dex 15, Con 17, Int 2, Wis 12, Cha &
Skills: Hide +3, Listen +8, Move Silently +4, Spot +4, Wildermess
Lore +1*

Climate/Terrain: Temperata jungle or warm land,
Organization: Solitary

Challenge Rating: 2

Treasure: Nong

Alignmant: Always nautral

Advancement: —

Once thought extinet, this wolf-like animal, native to Byzantium
Secundus, has been rediscovered in Vuldrok space on the worlds of
Wolf's Lament. A few have made their way back by to the Known
Worlds as favored pets of Vuldrok pirates.

Wild Gift: Beastfriends can borrow the bite, trip, scent and
tracking bonus ability from cohort gurdvulfs,

COMBAT

Trip (Ex}: A gurdvulf that hits with its bite attack can attempt
to trip its opponant as a free action without making a touch attack
or provaking an opportunity attack, If the trip fails, the apponent
cannot react to trip the gurdvulf.

Skills: *Gurdvulfs recaive a +8 racial bonus to Wilderness
Lora checks when tracking by scant.

Malador Phantom

Small Animal

Hit Dice: 3d8+9 (22 hp)

Initiative: +3 (Dax)

Speed: 30 ft,, climb 30 f.

AC: 16 |+1.size, +3 Dex, +2 natural)

Attacks: 1 claws +4 meles: bite +6 melee
Damage: Claws 1d4; bite 1d6

Face/Reach: 6 ft. by 5 #1./5 fi.

Special Qualities: Low-light vision, luck, scent
Saves: Fort +3, Ref +8, Will +&




Abilities: Str 10, Dox
17, Con 12, Int 2, Wis 15,
Cha 12

Skills; Balance +12%,
Hide +3, Listan +4, Move
Silently +6, Spot +6*
Climate/Tarrain:
Temparate jungle or
warm forest.
Organization: Solitary
or pack (3:6)

Challenge Rating: 2
Troasure: Mona

Alignmeant: Always
newutral
Advancement: —

This odd, menkeyiike animal is thought to be one of the origi-
nal natives of Pentateuch, a creature either engineered as part of
the World Architect Doramos's terrpforming plan ar existing from
pre-terraforming days. It was believed extinct for centuries until a
colony was discovered in the forests of northern Malador. Many
have been bred in captivity since then, and the race has become
papular as pets (especially in monasteries). Many more are believed
to exist In the wild.

Eskatonics consider the animals blessed, in some way sacred
to the Pancreator's plan for Pentateuch, the order’s homeworld. Thus,
iaws have been passed making It {llegal to harm a phantom. In
Maladorian monasteries, where the phantoms run wild, eccasion-
ally climbing over the walls and into the sanctuaries, they are treated
well and fed. Indeed, some believe them to be reincarnations of
revered and wise holy men, Il a wild phantom appears in a monas-
tery sanctuary, it is considered a very good sign.

Most other Known Worlders think they are just interesting, if
unusual, pets. League merchants have spread them throughout the
Known Worlds: while they are by no means common (€ven on
Pentateuch), many know what one is,

Appearance: They have white fur, and their long, prehensile
tails are also furred, often displaying gray or silver stripes. Their
skin in blue, especially visible on their furless faces, and thelr eyes
are red — all four of them (two rows, one atop the other). While the
top row somewhat aids peripheral vision, the bottom row is capable
of powerful night vision (the phantoms often close these eyes dur-
ing the day or under bright lights).

They are friendly and well trainable, and behave somewhal
like Terran koala bears in most respects. However, they have no
known predator. Even predators introduced into the Pentateuch wilds
seem disinclined to hunt them, adding to the phantoms' mystigue,

They can be trained in simple sign language, understanding
and rapable of communicating simple concepts such as “danger,”
“hunger," “hurt,” “fun,” etc.

Wild Gift: Beastfrionds can borraw the claw, bite, low-light
vision, scent and luck abilities from cohort phantoms,

COMEBAT

Luck (Su): Phantams have eerie good fortune. Once per day
they can add a <8 luck bonus 1o a single attack roll, skill check or
saving throw, (If a Beastfriend borrows a phantom'’s luck and uses

it, the phantom cannot then use it again until the next day.)

Skills: Phantoms use their Dexterity modifiar for Climb
checks and receive a =B racial bonus to Balance checks. *Thay
also receive a +4 racial bonus Lo Spot checks in dusk or darkness.

Shazzle
Small Animal
Hit Dice: 3d8 (13 hp) -
Initiative: +4 (Dex) al
Spead: 40 f.

AC: 17 (+1 gize, +4 Dex, +2 natural)

Attacks: Bile +6 meles

Damage: Bite 1d6

Face/Reach: 5 ft. by 5 ft./a .

Special Qualities: Knack, scant

Saves: Fort +3, Ref +7, Will +4

Abilities: Str 10, Dex 19, Con 10, Int 2, Wis 12, Cha 11

Skills: Balance +9, Climb +5, Hide +13, Move Silently +10, Spot
+5

Feats: Weapon Finesse (bitel

ClimatefTerrain: Temperate forast, hill, mountains, plains and
underground

Organization: Solitary or pair

Challenge Rating: 2

Treasura: None

Alignment: Always neutral

Advancement: —

A raccoon/mink-like animal, Once native to Aragon, they were
spread across the Known Worlds during the Second Republic as
pets, Cute with sleek fur, their antics and pranks are well known,
creating many catch phrases: “Cute as a curled-up shazzle.” “silly
as a slinking shazzle,” and “annoying as an Amgon rat.”

Wild Gift: Beastiriands can borrow the bite and scent abili-
ties or the Balance skill bonus from cohort shazzies.

COMBAT

Knack (Ex): Shazzles are especially gasy to train (-5 Handle
Animal DC). They can aven be taught the Open Locks and Pick
Pockeat skills, A shazzle's maximum ranks are equal to its Intelli-
gence seore. Shazzle cohorts gain-a number of skill points each
time thair Baastfriend gains a level, equal to: 2 + Int madifier. The
maximum rank they can hava in any trained skill is equal 1o their
Beastitiend's lavel +3.

Shazzles can also be taught a special Untie Aope skill, which
allows them to make a check to untie someona’s bonds, as il it
ware an Escape Artist skill check.

Skills: Shazzles receive a +4 racial bonus to Move Silently
checks and a +8 racial bonus to Balance checks. They use thair
Dexterity modifier for Climb checks.
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Yase)

Medium-Size Animal
Hit Dice: 3d8+6 (19 hp)

Initiative: +4 (Dax)

Spead: 40 fi., climb 20 fi.

AC: 15 (+4 Dex, +1 natural}

Attacks: Bite «6 melea; 2 claws +1 malas

Damage: Bite 106+3; claw 1d3+2

Face/Reach: 5 ft. by 5 ft./5 fi.

Special Attacks: Pounce, improved grab, rake 10341
Special Qualities: Low-Light Vision, Scent

Saves: Fort +5, Ref +7, Will +3

Abilities: Str 16, Dex 19, Con 18, Int 2, Wis 12, Cha &
Skills: Balance +12, Climb +11, Hide +9*, Listan +8, Move Silantly
+8, Spat +6

Faats: Weapon Finesse |bite, claw)

Climata/Terrain: Warm forest, plaing or desert
Organization: Solitary

Challenge Rating: 2

Treasure: Mone

Alignment: Always neutral

Advancement: 4-5 HD (Medium-size)

Skeera were genetically bred from tigers on Isakhr byt the al-
Malik. Their grace and strength — along with their red or green
coats — are legendary In many songs and sagas of that noble lam-
ily. The stars below are for a red Skeera, smaller than their more
well-known green counterparts,

Wild Gift: Beastfriends can borrow the bite, claw, pounce,
lowe-light vision and scent abilitias from cohort skeeras.

COMEBAT

Pounce (Ex): If a skeera leaps upon a foe during the first
round of gombat, it can make a full attack even if it has already
takan a move action.

Improved Grab (Ex): To use this ability, the skeara must hit
with its bite attack. If it gets a hold, it can rake.

Rake (Ex): A skeera that gets a hold can maka two rake at-
tacks:(+6 malea) with its hind legs for 1d3+1 damage each. If the
skeera pounces on an opponent, it can also rake,

Skills: Skeera recelve a +4 racial bonus to Hide and Mave
Silently checks and a +8 racial bonus to Balance checks. *In areas
of tall grass or heavy undergrowth, the Hide bonus improves 1o
8.

Largal
Small Animal
Hit Dice: 3d8 {19
hp)

Initiative: +6
{Dax)

Speead: 5 ft, fly
40 ft. (good)
AC: 17 {+1 5ize,
+6 Dax)
Attacks: Bite +4
melee

Damage: Bite 1d3

Face/Reach: 6 ft. by 5 ft./6 ft,

Special Qualities: Psychic Sonar

Saves: Fort +2, Ref +6, Will +3

Abilities: Str 8, Dex 22, Con 10, Int 2, Wis 14, Cha 4
Skills: Hide +10, Listen +9, Move Silently +6, Spot +9*
Climats/Terrain: Temparate and warm desert or underground
Organization: Solitary or colany (8-16)

Challenge Rating: 1

Treasure: None

Alignment: Always neutral

Advancement: —

A bat-like animal native to Pandemonlum, the Zargat was once
believed extind — until the Cataclysms revealed that they were just
hiding. Practically blind, instead of sonar, they possess a psvchic
tracking ability to sense obstacles and prey (insects).

Wild Gift: Beastfriends can borrow the psychic sonar ability
fraom cohort zargat.

COMBAT

Psychic Sonar (Su): Zargal can psychically locate living
ergatures and objects within 140 ft. (Wisdom x10). Despite the
name,. this ability isn't actually like sonar except that it provides
only basic clues about the things sensed — shapes, motion, speead.
Na fine details can be discernad. This works in all conditions —
darknass, rain, sleet, snow, etc — with no penalties.

Beastfriends who borrow this quality — or cohort zargat whao
devetop Intelligence scores of 10 or higher — san make Spot checks
to discern snme details: |s that a sword ora elub in that person's
hand? In addition, they can use their own Wisdom score to deter-
ming the ahbility's rangs

Skills: *Zargat receive a +4 racial bonus to Spot and Listen
checks as long as thay can use their psychic sonar,

Alien Beasts

Amen'ta(”] 111” Rats")
Tiny Animal
Hit Dice: 1/2 d8 +3 {7 hp)
Initiative: +2 {Dax)
Speed: 15 fi., burrow & ft.
AC: 16 (+2 gize, +2 Dax, +2 natural)
Attacks: Bite +4 meles
Damage: Bite 1d6+1
Face/Reach: 2 1/2 f1. by 2 1/2 1./ 0 ft.
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Special Attacks: Burrow

Special Qualities: Foison Adaptation

Saves: Fort +2, Ref +4, Will +1

Ahilities: Sir 3, Dex 15, Con 10, Int 2, Wis 12, Cha 2
Skills: Balance +10, Climb +12, Hide +18, Move Silently +10
Feats: Toughness, Weapon Finosse (bita),
Climate/Tarrain: Any land or spaceship
Organization: Swarm (10-100)

Challenge Rating: 1/2

Treasure: Noneg

Alignment: Always neutral

Advancemeant: —

Amen‘ta were long thought to be myths created by Diaspora
merchants until the day they appeared on Criticorum (then capitol
of human space}. They were first encountered on their native
Severus, where their large numbers and feral nature were kept in
check by larger and far more vicious predators, They evolved as
scavengers preving upon lefi-over kills, but most of Severus' prey
species have thick, armored hides. To ebtain their food, most preda-
fors evolved into bloedsuckers rather than develop the claws needed
to rend their kifls, The Amen’ta evolved steel-sharp teeth to gnaw
through the lefi-over kills' hides and reach the meat beneath,

The first human expedition to the planet did not take the cau-
fions ol the natives seriously until after the Amen'ta vermin de-
stroyed their Lander. When a relief ship finally arrived, lictle was
left of the scouting mission. They had been picked off one-by-one
by predators and their remains devoured by Amen'ta. But the new
expedition failed to learn from the failure of the first, and the Amen'ta
infilerated the starship and ok off with the expedition to seed the
planets of the Known Worlds.

Amen'ta find places to hide within the nooks and crannies of
ships, usually deep within the pipes and insulation. They can enter
a state of deep hibernation during which their bedies adapt to their
new environment. A week afier their eniry onto the ship, the crea-
tures awaken with a voracious appetite, and begin devouring any-
thing they can fAnd. All too often, they find power cables and cir-
cuitry to gnaw on. While their attempis 1o digest power cables fall,
the resulting loss of energy or control of ship systems quickly proves
more than simply inconvenient, Attempts to Aush them out with
poison or gas often result in their disappearance for a week, after
which they reappear and start their voracious scavenging all over
apain.

Amen'ta
must be found
while they are
hibernating;
otherwise,
they miay

damage a ship
bevond repair,
A subguild of
the Scravers
has developed
to specialize
in flushing
ships of these

vermin, althoogh they are not always successful. Nonetheless, the
dirty job is necessary and pays well, in passage contracts if not In
hard cash, (Scravers are sometimes relerred 1o as Hull Rats due to
their amazing adaptive skills, although never to their faces, Also,
the title of "Severan rat” applies equally 1o Amen'ta and Decados
nobles.

Much to the chagrin of Known Worlders, the Amen'ta have
proven remarkably adaptable. Virmally every planet has had a few
of these creatures that have been accidentally deposited by visiting
ships. Unfortunately, the nasty fittle mongrels reproduce at a teri-
[ying rate. From time to time, waves of Amen'ta flood through an
area, building warrens in the most impossible locations and de-
vouring the lecal llora and fauna (whe usually have lile delense
against their sharp teeth and numbers) with wild abandon. In rare
cases, small outposts and towns have been forced to evacuate their
homes as a result of Amen'ta infestation.

Life Cycle: The Amen'tas” ability to adapt is a powerful bonus
o thelr survival, Autopsies of the Hull Rats' bodies have shown
two organs seemingly unique to these creatures, The first of these
organs is a gland, the Stumber, which releases a powerful hormone
that sends the creatures into hikernation, While hibernating, the
Amen'ta require almost no oxygen and no source of nutrients. This
gland has become a popular “wonder pill” recently, touted by cer-
rain unscrigpulous merchants as a cure-all. However, if raken in too
great a quantity, it can cause severe narcolepsy.

The second crgan, a secondary brain, is a miracle of evolution,
While [n the hibernation cycle, this small brain sends commands 1o
the body on a genetic level, forcing metabolic changes that allow
the creature to adapt to virwally any environment. This organ helps
the Amen'ta develop immunities to virtually every poison used to
destroy them. Worst of all, the immunities are passed on to future
generations of Amen'ta. This organ was popular among Second
Republic genetic engineers, who are said to have synthesized ho-
man versions of the organ allowing for vast adaptability. But that
was long ago, and if anyone still knows how, they aren't telling,

Perhaps the most devastating aspect of the Amen'tas” ability
te adapt is the overwhelming hunger the creatures feel when they
awaken. The biological changes in the animals' genetic make-up
requires substantial energy, and they normally lose all of their stored
reserves by the rime they come out of hibernation. Anything avail-
able at the time they awaken is fair game, and ship and crew alike
are often in danger when the Amen'ta stowaways revive,

Description: The Amen'ta are [ike no other vermin, They are
less than a foot in length with heavy black fur and hard, scaly skin,
More like small armadilios than actual rats, the Amen'ta bear sharp
claws and chisel-like teeth that are almost as strong as steel, a re-
sult of their native environment an Severus, The pack mentality of
these Hull Rats has made them something of & menace, These crea-
tures are naturally cautious and almost impossibly quiet.

COMBAT

Burrow (Ex): A Hull Rat can burrow through just about any-
thing, including ceramsteel hulls.

Poison Adaptation (Ex}: A Hull Rat gains a +4 bonus to all
saves vs. poisan, and gains immunity to any peison it success-
fully saves against,
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Large Animal
Hit Dice: 5d8+12 (37 hpl

Initintiva: +0

Spead: 40 fL.

AC: 13 (-1 size, +4 natural)

Attacks: Butt 46 males

Damage: Butt 1d6+6

Face/Reach: & ft. by 10 f1./56 ft.

Specinl Attacks: Musk

Savas: Fort +7, Rafl +4, Will +1

Abilities: Str 20, Dex 10, Con 18, Int 2, Wis 11, Cha 4
Skills: Listen +8, Spot +3

Climate/Terrain: Any land

Organization: Solitary or herd (6-30}

Challenge Rating: 2

Treasure: Nons

Alignment: Always neutral

Advancemeant: 5-7 HD (Large)

It only took the colonizers of Byzantium Secundus a few months
10 figure out how to remove the native Brutes' defensive glands.
Afterward, they learned that Brutes are very eastly trained to per-
form as both wagon beasts and farm animals. Initially, the animals
were easily startled, which resulted In some very foul musk atmacks
and several disastrous stampedes. But surgery and several genera-
tons of captive and docile lives have led 1o an almost perfect work
aniral. The rare wild Brutes should be aveided atall cost, however,
as they are responsible for a number of accidental sprayings in any
given year,

The demand for Brutes has begun to éxceed the supply. As a
result of rising demand and a substantial increase in the cost of
removing the glands [rom the Brutes, several farmers have begun
shipping their livestock with an cccasional unaltered Brute in the
herd. The results have been nothing short of disastrous.

Description: Not all of the life forms encountered by humans
are vicious. The Brutes are a perfect example of this fact, Brutes
have low-slung hodies. capable of pulling as much as a ton of weight
with little effort. These slow-witted creatures stand on four legs
and are roughly six feet tall at the shoulder, with wide legs and
equally wide feet. Thisy have short necks and thick shoulders, al
lowing them little peripheral vision. But they are not defenseless
from behind, The Brutes have a natural defense not unlike that of
an Urth skunk. Whenever the animal s frightened, pungent musk
is emitted from special glands. This musk is so powerful that most
people struck by the odor are immediately overcome, and often re-
gurgitate their last meal.

COMBAT

Musk (Ex): A brute can release 8 musk cloud ance per day.
All creatures within 10 fi. af the brute must make a Fortirude save
(DC 13} or become nauseated for 2-5 rounds.

- - -
Weird Monstrosities
There are a host of monstrosities spreading throughout the
empire. Born under strange and allen suns, they are the spawn of

Second Republic super science and of newly reawakening magic. None
of the monstrosities lsted here may be used as player characters.

FADING SUNS: D20

Husks (Zombies)
Medium-Sized Undead
Hit Dice: 4d12+3 (29 hit points)
Initiative: -1
Speed: 30 ft
AC: 11 (-1 Dex, +2 natural)

Attacks: Slam +8 malea

Damage; 1d6+4

Face/Reach: 5 ft. by 5 1.5 f1,

Special Qualities: Undead, immunities
Saves: Fort +1, Bef -1, Will +3
Abilitias: 5tr 19, Dex 8, Con —, Int —, Wis 10, Cha 1
Feats: Toughness

Climate/Tarrain: Any

Organization: Solitary or mobs
Chellenge Rating: 2

Treasure: Nona

Alignmeant: Always neutral
Advancement: —

Husks. Scarecrows. Night-crackers. These are but a few of the
names serfs give to the walking dead, Husks are clinically dead but
animated creatures who quickly become host to all manner of car-
rion. These zombies are known haunt the badlands, the most deso-
late, rural areas on many worlds. They rarely plague urban areas.
Maost clty dwellers think of them as folk stories.

A “zombie plague” [irst erupts among those on the verge of
death — soldiers dying of sword wounds, terminally ill patients in
Church hospices. or peasants dying of malnutrition. These near-
dead suddenly discover a new hunger for life. Possessed by an un-
natural strength and bloodlust, they can carve their way through a
rural population in no time, Each person they Kill also becomes a
husk,

When husks first appeared, the serfs prayed for deliverance —
this was a sign of the end tmes. Some scientific heretics in the
Engineers guild scoff at this, believing that the phenomenon has a
ratlonal cause. They have vet to find one.

Newborn night-crackers possess exceptional strength and re
silience. Th:y also retain all thelr men-
tal faculties. This does not last long,
howewer, The initial burst of energy
quickly Faces: within a week they be-
come mentally and physically

lethargic. They still
present a threat, how-
ever, because they re-
main hungry for flesh
and are difficulr to RilL
Mamy of them possessa
low, feral cunning. There
are storles of some husks
who retain their intelli-
aence for longer perlods, al-
though even the most degen-
erate of these creatures may
pecaslonally form a coherent
sentence.
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Most serfs believe that husks are the souls of the vengelul
dead. Allens are not known to become husks, although zombies
will attack allens and humans alike.

COMBAT

Husks are mindless and attack all living creaturas on sight.

Undead: Immune to mind-influencing effects, paison, sleep,
paralysis, stunning and disease, Not subject to oritical hits, subdu al
damage, ability damage, gnergy drain ar death from massive dam-
apge.

Immunities [Ex): Husks have cold immunity. Husks take half
damage from slashing weapons, and only one point from plerc-

ing weapons.

Demons

Demans are dark presences that block out the light of the
Pancreator, Serfs blame demons for everything from carthguakes
1o spoiled milk and impotence. Most people are aware of the deep-
ening shadows on their planet: they believe in monsters, aliens and
hidden covens. Still, most cannod fully bring themselves to believe
in the reality of demons, They are real to the Church, however. Church

Inguisitors have documented instances of demonic possession on
numerous oocasions (some secretly claim there has been an in-
crease since Alexius's coranation). The Eskatonic Order is highly
concerned with demon lore and clalms o know the names and of-
fices of certain “demon sultans,”

Demons only manifest in the material world through posses-
sion. Thus, all that is factually known of them comes either the
utterances of thelr receptacles or the mystical visions of priests
{(which have little to back them up but the priest's own reputation).
Some educated folk believe that if demions do exist, they are extra-
dimensional aliens or powerful psychics parading as demons. Many
serfs believe that there is an infernal hierarchy much akin to that of
the human nobility, although this may merely be a projection of
their personal prejudices.

Likely targets of possession are murdecers, the truly innocent,
and willing (though often duped) Antinomists, The Eskatonics say

that there are nine drcles of demonic power, based on how many
“smanations” the demon Is removed from 1ts “primeval™ source in

the infernal realms. The Church maintains that evil Is reflected from
a prime source, 45 though through a series of mirrors, Each reflec-
tion grows progressively weaker, Thus, a demon of the *ninth ema-
nation” s considered of the lowest order, the least powerful of the
infernal hosts.

Possessed victims gailn potent powers, called Olippath. The
number of powers gained depends on the emanation of the pos-
sessing demon; the lower the emanation (the doser to the source of
evil), the more power provided. One Qlippoth is given at the ninth
emanation, another at the elghth, another at seven, and so on, until
nine Qlippoths are gained at the first emanation. Thus, a demon of
the ninth emanation may provide one Qlippoth, while a demon of
the seventh emanation has thres.

Darkling energies fuel these powers, Qlippoth increase in
strength with each step the demon takes towaris the primary source
of evil. Through Qlippoth, the possessed may ignore the dualistic
balance bepween the Spirit characieristics. For instance, a possessed
person may have a Passion 5 and a Calm 6. This is not healthy,
however, for it represents a fracture in the psyche goaded into fur-

ther disharmony by the alien presence. 1If the person ever escapes
possession, it may stil take time to regain control over her emo-
fions.

Demonic receptacles {victims of possession) each galn one In-
fernal stigma for each Qlippoth. Each Infernal stigma makes its vic-
tim less human in appearance, ranging {rom the lowest level of
unobtrusive but bizarre stigmas such as mismaiched pupils to high
level extreme deformities such as scales or lizard eyes, Because of
these stigmas, only the weakest {or the most clever) demons can
withstand much scrutiny among humans,

It is interesting to note that, while demons can control all the
thoughts and actions of their recepracles, they cannot use the
receptacle's own occult powers (Psi and Theurgy). They must use
Qlippoth instead

Demons sometimes leave their hosts of their own accord, once
their work is done or for other, unknown, reasons. Theurgic exor-
cisms rites can also drive them out of a host. 1t is extremely rare,
but some instances have been known where demons are tricked
out of their hosts through wit alone, but playing mind games with
demons {s extremely dangerous.

Possessed Priest
Medivm Outsider/Human
Hit Dice: 10d8+40 (BD hp)

Initiative: +2 (Dax)

Speead: 30 f1.

AC: 21 (+2 Dex, +7 natural, leather armor)

Attacks: 2 Slams +12 malee

Damage: Slam 1d8+8

Face/Reach: 5 ft. by 5 ft./ 5 ft.

Special Qualities: DR 15/silver, cold and alectricity resistance
20, Sect Affiliation (Orthodox)

Saves: Fort +4, Ref <86, Will +4

Abilities: Str 26, Dex 15, Con 18, Int 12, Wis 14, Cha 16

Skills: Academia +8, Bluff +17, Diplomacy +10, Knowladge (reli-
gien) +10, Knowledge (locall +12, Literacy, Sense Motive +12.
Faats: Church Ordination: Priest (Orthodox], Holier Than Thou,

Climate/Terrain: Any
Organization: Salitary
Challenge Rating: 11
Treasure: Standard
Alignment: Always chaotic evil
Advancemant: —

Even a minor demon is able to cause great mischief. Lower-
order demons typically possess humans (o spread carnage or mis-
information. A holy person possessed by such a creature may preach
false sermons, corrupt his parish or go on a killing spree before the
demon returns to the nether regions that spawned it Demons can
stay longest in areas of great brutality.

Quote: “Bless vou, my Hock. Have I ever related the parable of
the corrupt patriarch and the three harlots?"

Description: A receptacle for a lower order demen, this pos-
sessed priest is able to pass for humarn. Even 50, his parish may
notice he is haggard, and “smells funmy.”

Rank: Priest (Eighth Emanation demon)
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In a society that barely tolerates technology of any sort, the
idea of @ mechanical human is blasphemous; Golems rob humans
of thelr sacred place in the cosmos, diminishing and mocking the
works of the Pancreator. After the Fall, the Church destroved artifi-
cially intelligent robots (AL or “smart robots™) outright, with little
consideration for any sentience they may have displaved. Their anti-
robot dogma does not necessarily spread w the many non-intelli-
gent robots throughout the empire,

Al robot brains are a cephalic matrix buill from a rare ¢lement
known as pygmallium. This element simulates the newral pathways
of the human brain to a remarkable degree. Smart robots are just as
prone to emotions, both good and bad, as humans. A golem may be
a benign creature, or a remorseless killer. Most golems have a pre
programmed desire o serve humans, A "behavioral repressor” [s
the only known way to enforce a golem's servitude, but the golems
resent it (For them. it is similar to electroshock therapy.)

During the Second Republic, robots came In many shapes and
performed a wide range of functions (¢combat, exploration, recre-
atlon, research, eic.). Since the Fall, Church Inguisitors have waiched
rabots and thelr makers very carefully. They are rare now, but not
unknown. Some golems are highly mechanical in appearance, while
others (those bullt during the later Second Republic) are almost
perfect duplicates of human beings.

Primitive robots are possible at as low as Tech Level 4, al-
though these are linle more than toys. Al Tech Levels 5 and 6,
robots become increasingly sophisticated, but are still not truly sen-
tient. Most robots built currently by the Engineers are at this level.
A1 Tech Level 7 anificial intelligence is possible, although few in
the modern empire are able to create such technology. Golems at
this level may be vastly intelligent, and may even have some rudi-
mentary emotions. Robots bullt during the fater Second Republic,
and by the greatest human roboticists of the present, may reach
this level. Advanced Al Is only possible at Tech Level 8, or above.
Some robots buile during the final days before the Fall are of this
generation. Advanced Al robots are vastly intelligent. and display a
wide range of complex emotions, and are sometimes indistinguish-
able from humans. Al robots of any Kind are very rare.

Because of their superior design and engineering, Second Re-
public robots are virually immortal if they avoid destruction and
receive regular maintenance. If these robots have an agenda it is
unknown.

Modern robots are built by a few eccentric Engineer geninses
in hidden labs. Such work [s highly expensive (and often (legal).
These Engineers have a near religious fervor for thelr work.

Both the Ur-Obun and Sanctuary Aeon have shown some public
sympathy for the remaining golems. Both groups believe that own-
ing one is akin to slavery, and destroying one is murder.

Tralts (Tech 7 Al): Robots may reach, or exceed human norms
in mental abilities. Tech 7 robots have rudimentary emotions, but
do not always master them. Some of them gre a bit “twitchy."

Traits (Tech 8 AT}: Advanced Al robots have emotions. Tech 8
constructs have more emotional mastery than thelr Tech 7 =chil-
dren.”

g i ¥,
FADING SUNS: D20 (A

COMBAT
Construct: Immune to mind-affecting effects, poison, dis-
gasea and similar effects. Not subject to critical hits, subdual dam-

age. ability damage, energy drain or death from massive dam-
age.

The Protector
Large Construct (TL 8)

Hit Dice: 12410 (B0 hit points)

Initiative: +6

Spead: 50 fi.

AC: 25 [-1 =ize, +2 Dax, +14 natural}

Attacks: Biaster rifle +14/49 ranged; flamegun +9 ranged; shock
fist +12/+7

Damage: Blaster rifie 3d6; flamegun 2d6; shock fist 2d6+2
Face/Reach: 5 fi. by 5 ft./10 fi,

Special Qualities: Darkvision 60 ft., construct

Saves: Fort 46, Ref +6, Will +4

Abilities: Str 16, Dex 16, Con —, Int 12, Wis 11, Cha 8
Skills: Escape Artist <4, Listen +10, Spot +10

Feats: Alertness, Improved Initiative

Climate/Terrain: Any

Organization: Solitary or gang

Challenge Rating: 10

Troasure: Standard

Alignment: Usually lawful neutral

Advancement; 13-18 HD (Largel, 19-22 HD (Huga)

Made by an entrepreneurial Engineer, the Protector was sold
to the highest bidder as a bodyguard. Programmed o protect its
new master's safety above all other concerns, the golem may ap-
pear brusque 1o others.

Quote: “You are not permitted here. Leave, or be destroyved.”

Description: A cdinking, clanking pile of calamitous junk. Puls-
ing turbines. whirring gears and the smell of bumning oil. Black iron
plate steel encases its dockwork interior. Two faces, back to back,
spin Into place as the occasion warrants it A smiling, vaguely be-
nign face with blinking saucer-plate eves beams at the world when
all Is safe. When its master i5 endangered, however, the golem's
head spins in its fron hood, replaced by a fearsome gargoyle's mask.
The protector has several menacing weapons built into armatures
on its body,

Experience

In -addition to awards for defeating non-player characters,
craaturas, and traps, Fading Suns: d20 awards challenge rat-
ings for challenging situations.

Noncombat Encounters

Answaring the Anunnaki gargoyle's riddle, coaxing the pass-
word out of the drunken Scraver, eaming the forgiveness of the
Avestite Inquisitor, or gaining an oath from a Decados noble to
end o faud — all these deeds are challenging and offer some risk
of danger. If you-answer the Gargoyle wrong, your mamory may
e wipad clean; if the Scraver realizes what you're up to, vou've
got & gang war on your hands; the Inquisitor may reast you with
his flamegun; and that particular Decados & well known for poi-
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soning his rivals.

Any noncombat encounter that holds some degree of dan-
ger or grave failure — whether directly, through the risk of com-
bat, or indirectly, through the possible foiling of ail your goals —
should be awarded a challenge rating.

As a general rule of thumb, use the NPC's levels or creature’s
Hit Dice to determine the CR. Situations that are not as dangerous
as all-out combat with the person or creature may only be worth
half the regular CR, while situations that may present danger for
more than just you (the NPC vows to kill your family as a result of
your failure) may be worth more.

Task-Based Goals

Finding and defusing the bomb planted on the luxury
spaceliner, hacking into the guild think machine hub to gain false
security credentials, or deciphering the clues to realize the loca-
tion of a lost Second Republic cache before your rivals do —these
tasks each present some degree of risk. If the bomb is not de-
fused in time, the whole ship could blow; if the system adminis-

the ¢
- rivals find the cache b
ince and extend the war.

Usually awarded at the end of a p

it-based experience, a task-base:

»n along with
often designe:
yu one step closer towards comr

ye awart
ask. Uniike en
not ear-cut. Some lelines
CR Task
Simplz (skill. :hecks DC 20
Difficult (skil hecks DC 21-

Hard (skill ct -ks DC 31-40]
Hercuiean (skill ct

Mission Goals

The quest for the cup

rd between the Hazat

new guild in competi

require more than a si

ntire drama or even ep

Missions where sometinng inpuiaim nangs i uie vaianve
and success means benefits to more than a handful of people
should be awarded challenge ratings for their successful comple-
tion. The more people the event affects (such as whether to have
war or peace between two countries) or the more extreme the
possible outcome (earth-shattering cataclysms if you fail to ban-
ish a demon). the higher the CR should be for successfuliy “de-

feating he situatic artial comp’

award me expel *haps half «

amour from failur

CR Mission

1-5 Important its mainly the p.
Crucial (a a city or the re|
Noble, Gt

Dire (affects a planet or the reputat
guild or sect)
16- Fateful {(affects the Known World: i the Emperoi

Missions are rated for the nui

for, along with their levels {i.e., f

oroken down into different tasks,

enge rating. At the end of missic

jroup as a bonus (or half to one-¢
somplete most of the tasks).

}, one mission might be 10 2scue a Kkiar

baroness and ¢ her to the peace conferenc intime (CR ¢ ?3

can be broken 0 the following stages and hallenge rati

Stages CR Encounter or Task
Find out who's behind the appil
Information checks (DC 20).
Zonvince someone to reveal
he baroness is bei omacy
ntimidate DC 20) « it thi nfo out
‘ronies.
it the Vc
id Spo
1 rind a means w urmuck th2 paruness's cen wi
out setting off the poison gas (Open Lock
Search for the key).
1 Find out who sponsored the kidnappers (Sear
Gather Information or psychic mind-reading)
3 Get the baroness to the peace conference on ti

without being caught by pursuers (Bluff, Dip
macy and maybe Drive skill checks). If you fignt
the pursuers, you get an additional CR 3.

6 The baroness thanks you for your aid: miss
goal (half or one-quarter for partial success).

Roleplaying Awards

The heart of any dramatic or story-oriented game
rolepiayiny. 1uuse piciyers who go beyond the strictures of th
character sheets, who breathe real life into their characters, pi
ing not just the powe rs but the flaws besides, should be gi\
roleplaying awards.

Rather than awar enge

garn

tive roleplaying.
Award Roleplaying

+50 A clever quip or action
+75 A great roleplaying mc¢ laude
1ex hatimr
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Appenclix:

Planets

Refer to the map of the Known Worlds o determine the
jumproads between certain planets. Below are simple sketches about
the planets in the Empire and along the border: gamemasters should
feel free to create their own detalls about these worlds.

Absolution

This world has been compromised by the Symbiots. It is out

side of the Stigmata Garrison's direct influence, and the people of

Absolution have been abandoned by the Known Worlds. Do people
still even exist on this planet? Or are they all Symbiots now? Travel
to Absolution (and to all compromised worlds) is forbidden. Any
ship caught trying to enter the Known Worlds from these planets is
destroved by the Stigmata Garrison

Apshai

A joint human and Vau world. Apshal has many citizens of

the Empire living upon it and the Vau rarely leave the one conti-
nent they forbid humans to enter, where the G'nesh also live (see
Chapter One: The Universe), Human colonization of Apshal was
allowed during the Second Republic, a secondary result of years of
diplomatic negotiations concerning an affair long since forgotien
(surely the Vau remember, but they do not speak of the incldent),
Empire spies are sent here (o observe the Vau, but they are never
allowed close enough to see anything of worth. A "mission to
Apshal” Is equivalent to a vacation or retirement

Artemis

Home to the head Sanctuary Acon monastery, Artemis Is a
holy world with strict immigration policies. While nobles and
guildmembers live on Artemis, they must follow Chuurch law; which
imposes strict behavioral rules. Every law is destgned 1o minimize
conllict, including such penaltes as exile to far continents I the
two parties cannot govern their relationships with each other. De-
splte the seemingly harsh rules, the best medical technology in the
Empire {5 found here. The sick and dying who can afford the jour-
ney to Artemis for healing usually return whole again (although
with a samaritan penance they must perform as payment)

Aragon

The Hazat homeworld has both benefited and suffered from
its proximity to Leaguchelm and Byzantium Secundus. Both have
brought a great deal of wealth to Aragon, but the Hazat nobles

have also spent a lot of their money on those worlds. The Haza
anid the wealthiest of their subjects are undeniably well off. The
poorest live In squalor. The wealthiest pans of the planet, ke the
capital and ts unparalleled military academy, are second to none
The poorest are among the most dangerous and inhospiable in the
Known Worlds.

;\}'Inn

Ruled now by the al-Malik. Aylon was once owned by the Ur-
Ukar. It is famed for belng the frst planet the Prophet set foot upon
after his miraculous vision (gained on the now-lost world of Yathrib,
bevond Aylon's jumpgate), Pllgrims come [rom all over annually to
see the spot where the Prophet first preached. The rest of the planet
is taken up by large reserves, and the al-Malik make a lot of money
catering to the interests of off-world hunters and recreationalists

I %c’! n I]I‘JL'IE l'.l urmn

The headguarters of the Muster, who coordinate their efforts
against both the Symbiots and the Vuldrok raiders from this planer,
It ks also the homeworld of the Gannok, devilishly cever tricksters
with & penchant for Invention and high-tech jury-rigging. Most of
the inhabited sections of the planet are rugged and cragey high-
lands with broad moors. Strange Ur tuins can be found in various
places, most long since stripped of their valuable anifacs.

Byzantium Secundus

While the capital of the Known Worlds suffered some damage
during the Emperor Wars, it no longer bears any signs of the strife
Indeed, Emperor Alexius has embarked on an ambitious building
plan, and even more construction is turning what was ance known
as the “Concrete Capital™ back into iis old gray, metal-covered sell
Every major faction in the Known Worlds {as well as the Vau) main-
tains a presence on this rainy warld, and all have [nterests at stake
on a daily basis. For more information, see the sourcebook
Byzantium Secundus

Cadavus

One of the poorer worlds in the Empire, Cadavus fell Into
Decados® hands during the Emperor Wars, The Decados are only
the most recent rulers of the planet; almost every faction of note in
the past 2000 years has had an interest in itat one point or another

While the planet hias little In the way of industry, mining or agricul-
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ture now, it still remains a center for a number of religious groups,
whose menasteries maintain records dating back to the beginning
of space exploration,
+ 1=

Ladlz

Ruled by the Decaios, the great cities of Cadiz are legendary.
second Republic diplomats chose this world as their base for nego-
tiations with the Vau, and the cosmapelitan fervar which gripped
the planet caused the rise of many towering metropoli. But the Vau
refused to come to Cadiz, and instead demanded that the diplomats
come 1o them on Vril-Ya. The cities are now teeming with the poor
and restless, who crowd Into apartments once reserved for the rich,
cadiz also holds the only reservation reserved for the indigenous
Hironem aliens.

Chernobog

The Symbiot homeworld. Little is known of Chernobeg, for the
|ast humans to set foot upon the world never returned, The jumpgate
i Chernobog from Stigmata is blockaded; no one is allowed in or
aut, although the occasional Symblot force breaks through none-
theless. 1t is said that the planet is & steamy jungle teeming with
Symbiot lifeforms of all kinds, fighting each other tooth and claw
for dominance,

Criticorum

No al-Maiik would ever deny this planer's value, nor would
they deny the extreme problems it has caused the house. Once con-
sidered for the capital of the Second Republic, it has jumproutes to
seven other worlds, and travelers from Byzantium Secundus, the
Church worlds, the al-Malik planets, the Decados hegemony, the Li
Halan worlds and Kordeth regularly stop there. The League has
also established a substantial presence here, and the guilds main-
tain a number of vehicle and weapons plants. Asa result, the world
hosts legions of ambitious schemers and spies from around the
Known Worlds. Intrigues here may lack the subtlety of those on
Byvzantium Secundus, but they are at least as commen,

Daishan

Compromised in the Symbiot War, Daishan was scorched by
the Stigmata Garrison. Symbiots cannot grow anything on scorched
warlds, but neither can humans. The world is still off-limits, guarded
at its jumpgate by a small fleet of Imperial troops. The Imperial Eye
is rumored to have sent an expedition to the planet to ascertain the
strength of any remaining Symbiot presence. Tales about what the
expedition brought back have spread throughout the Known Worlds,
but they vary widely: some say nothing was found but an empty
wasteland, while others tell campside horror stories about the warped
and twisted troops who returned to their Imperial masters, now
hungry for human flesh. Strangely, Imperial and Church forces seem
to encourage the worst of these stories.

Delphi

The homeworld of House Hawkwood, Delphi has suffered its
share of setbacks, but even with the devastation of the Emperor
Wars, the Hawkwoods are stronger now than they have been [or
some time, Imperial support is behind them. Delphi is where the
leaders of the house meet to plan the next victories 1o ise them
above all other families — or so they fervently believe,

De Moley

An inhospitable and barren planet, De Moley has Hiule atmo-
sphere (about as much as Mars). Terraforming was incomplete when
the Second Republic collapsed. Nonetheless, De Moley is home 1o
the prime Brother Battle monastery, Visitors must negotiate the
treacherous paths up the high crags to reach the monastery, since
the howling winds are too much for most flitters to handle. The
valleys between the high mountains are calmer, hosting the atmo-
sphere domes in which a small populace lives, helping to reap De
Moley's resources. A hard life is all the peasants of De Moley knaw.
Those few wha escape from this world are valued for their hardi-
Ness.

Grail

Ruled by House Keddah (a minor house), Grail's vast forests
and mountains are home to the Etyri, a sentient avian race. Grall is
where the Prophet was healed by Amalthea of the darkness which
had infected his soul on a Lost World beyend the border. The planet’s
name comes from the symbal for the Amaltheans, and there is a
Sanctuary Aeon monastery on the planet at the site of the Prophet’s
healing,

Gwynneth

Gwynneth has suffered of late from the Vuldrok Raiders” inva-
sions. It is believed to be only a mater of time before the Vuldrok
set up a permanent base in the forested wilderness, hidden from
casy scrutiny. The Hawkwood rulers voice fears that the long-defi-
ant pagan peoples living in the woods would welcome the Raiders.
Muster mercenaries, hired by a Hawkwood lord, have recently come
from Bannockburn to defend the planet from further assault, but
they seem (o concentrate instead on keeping the local populace in
line. The Hawlwoods have allowed Vuldrok ambassadors to pass
through their space to Byzantium Secundus in the hopes that Alexius
will act once he meets the uncouth barbarians face-to-face,

Hargard (Vuldrole)

A number of Lost Worlds exist past the Hawlkwood jumpgates
which are ruled by a loose confederation of barbarians with
jumpdrive capability. Not much is known about the worlds excepl
that their natives are uncouth and savage, occasionally raiding the
Known Worlds for plunder. The world immediately past
Leminkalnen's jumpgate is called Hargard, and is the source of re-
cent barbaran raids, The Hawkwoods are currently hiring merce-
naries to ke the raiding back to the Vuldrak.

Hira (Kurga)

This world {5 off the map {it can be reached through Viera Cruz's
jumpgate), It is a Lost World being fought over by the Hazat and
the Kurga Caliphate {a barbarian regime beyond the Lost World).
The world actually has many names, depending on whe you talk to
(A native, a Hazat soldier, or a Kurgan); whomever wins it will surety
rename it anyway.

Holy Terra (Urth)

The capital of the Church and the cradle of humanity. The planet
is overcrowded: teeming masses of the faithful squeeze into the
cities that dot the globe. This is partly because vast regions are
given over to wilderness and allowed to exist in their narural,
urterraformed states as an example of the Pancreatar's bounty.
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Permits to visit these wildemnesses are allawed, but overstaying one's
allotted time is a crime, prompting manhunts for any recalcitrant
hermits. Immigration is strictly controlled by the Church, and those
Porn on Holy Terra are given special consideration over foreigners.
Itis the prime planet for pilgrimages, however, as holy sites impor-
tant to human history are found on every continent.

The Patriarchal Seat (some say “throne”) is alwiys situnated
here, usually near the birthplace of the reigning Patriarch. 1f the
Pawriarch was born elsewhere, he chooses the seat's new location
based on rather complex readings of anclent texts and affinities for
local saints. Most, hawever, simply inherit their predecessor's sear,
which has been in Rio Brasilia for the last centurv. The Church's
grand archives are spread throughout the world,

The planet Mars hosts ane of the most popular pilgrimage sites:
the alleged birthplace of the Prophet. Little is actually known of
Zebulon's varly veurs, and many worlds during the Second Repub-
lic claimed his natal spot (Sutek; Grail, Malignarius). Durin g the
Dark Ages, however, the Patriarch declared Mars the one and only
e site of Zebulon's birth.

leon

The Li Halan hold [con sacred, for it is where they announced
their conversion to Othodoxy. The planat was ariginally valued for
its Ur ruins, but those ruins have been scoured inch v inch sinee,
and there are few mysterles left. The Li Halan constder Jcon 1o be a
bulwark against the dangerous ideas caming out of Manitou, and
they often pester the Inquisitorial Synod with requuests for cleansings
{with the result that the synod rarcly bothers with Icon, a fact which
the residents are glad ofy.

Istalehr

Istakhir hoasts notonly one of the greatest bazaars in the Known
Worlds (the Istakhr Market), but some of the most stupendous build-
ings. The al-Malik rulers have used much of their wealth to build
pleasure palaces for themselves, awe-Inspiring cathedrals and even
museums open o their serfs. The vast amounts of wealth floating
around this largely desert world have anracted all sorts of peaple 1o
Istakhr, from the most ambitous 1o the most unscrupulous,

Kish

Hemeworld of the Li Halan, Kish is an extremely conservative
desert planet. It has changed little throughout the devastation of
the Emperor Wars, and the residents consider the relative chaas of
surraunding worlds to be proof that the Li Halan are the only rulers
worthy of the title. Ousiders claim that there are more peasant up-
risings on Kish than the Li Halan admit 1o,

Kur[]elh “_.T'Imr}

Mow owned jointy by the al-Malik and Merchant League,
Kordeth was once a proud if fractious world, Homeworld of the U
Ukar and capitol of their former empire, it is still an autonomous
region [or Ukari although it is monitored heavily by the Church,
The planert’s surface is rocky and without arable soil, covered with
craggy gullies and sharp cliffs, Life exists only in the vast under-
ground tunnels that comb the planet. Here grow thousands of mosses
and fungi, and indigenous predators and prey — both insect and
mammal — crawl in the darkness.
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Leagueheim

No ather planet in the Empire can claim to have as many tech-
nological wonders as Leagueheim, No other planet can claim to have
politics as vicious as Leagueheim, either. With several hundred guilds
represented on the planet, anything can — and does — happer.
Here anything that can make someone a firebird is legal and 4l-
ready being done. Still, discretion is the kev word here. No one
wants the Inquisition ruining the fun,

Leminkainen

A Hawkwood-ruled border world which suffered heavily from
the barbarian invasions of the past. It was occupied for 8 time by
barbarians, and their descendants still live here, maintaining whar
they claim is a soversign nation. The Hawkwoads say the barbar-
ians are deluded, and only five separately from others because the
Hawkwoods allow it Sll, the forests are full of pagans who apenly
ignore the Church missionaries attempting to save their souls.

Madoc

This aquatic world is a rich resource for the League. The vast
majority of the surface s covered by water, and the marine life is
varied and wondrous, producing many delicacies. However, this
cuisine is hard to ship off-world, so the rich who desire It must
come o Madoc. The amphibian Oro'ym live in its oceans, long be-
lieved extinct until they revealed themselves once more. While they
now live in primitive squalor, scientists believe their ancestors once
traveled the stars with the Anunnaki. Madoc is one of the rare worlds
which required little terraforming, and is said 1o hold many
undespoiled sccrets beneath irs waves,

Malignatius

Once a Li Halan planet, the Decados seized this arctic-and.
tundra world early in the Emperor Wars and have held it ever since.
It still bears the mark of its former rulers, and religious fervor regi-
larly sweeps the world. Since the Decados took over. however, the
Orthodox view has become diluted, New sects crop up ona regular
basis, and even different members of the same group find them-
selves bartling over dogma. Newcomers often find themselves caughi
up in this factional fighting against their will.

Manitou

A joint human-Vau protectorate, Manitou is home (o some of
the few psychic covens which dare to operate openly. The Vau do
not allow the Inquisition to enter the system, and so eriminals and
outcasts from across the Known Worlds desperately seek to find
their way here. The Vau either do not care or have planned it this
way, using the world as a viewing glass into the underbelly of hu-
man culture, The human government is run by a local guild, al-
though it has strong ties to the League and claims fealty 1o the new
Emperor.,

Midian

A Li Halan world, famed as the birthplace of Patriarch
Palamedes, founder of the Universal Church. It was the Prophet’s
preaching here that converted Palamedes, heir to vast lands then
awned by House Alecto. The planet’s religious heritage is pounded
into the hearts and minds of all the residents, many of whom none-
theless abandoned the Orthodoxy durin 2 the Emperor Wars to join
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the multitude ol new sects springing up on the planet, much to the
horror of the devour Li Halan,

Nowhere

A barren wasteland where sits the Gargoyle of Nowhere, an
ancient statue said o deliver omens to those who come seeking it
The Stigmata Garrison Commander suspects that Symbiots have
compromised the world, although there is no proof in the sand-
blown deserts. Pilgrims who go to Nowhere may not be allowed
back into Known Worlds, and nomadic caravans of such refugees
roam the world, eking out & living in the sands, 1t is sald that No-
where once had lush [orests and thar many secrets lie hidden in its
Washes,

Pandemonium

Once the breadbaskel of the Second Republic, Pandemanium
is now 3 world in turmoil, wracked by the cataclysmic failures of its
terraforming engines, Most of the populous has crowded into the
only safe place on the planet surface: the Hub, host e stable
terralorming engines, teeming multitudes, rampant crime, and the
current Decados rolers. Nenetheless, adventurers from across the
empire arrive in droves, seeking the ancient Republican treasures
the cataclysms occasionally reveal in the deep wildernesses. Intrigue
over the mysterious second jumpgate — inoperative as vet — draws
spies and scientists from every faction to this frontier planet,

Pentateuch

Terraformed by the legendary Doramos, Pentateuch is consid-
ered by many to be 2 magical planet, the ultimate wedding of magic
and technology. There seems strong evidence that Dorames delib-
erately designed the terraforming to create ley lines and energy cen-
ters, although mest of these are litfe understood today, for Dorames
left no records of his secrets, The Eskatonic Order claims the cathe-
dral and rulership of this world, although the planet is a frequent
target for Inquisitorial scrutingy,

Pyre

Hame o the famous Burning Desert, a hot-house hell that
proved unterraformable, this world is claimed by Temple Avest,
which is allowed to rule it in the name of the Patriarch. The seol's
main monastery lies in the harsh desert, but there is linle tech o
aid the monks in surviving the heat. Most are forced 1o relocate (o
the milder habitats by the sea, The planet is considered Inguisitor
central, but most Avestite Inquisitors leave the system to look for
sin elsewhere, never suspecting it might reside on their homeworld.
As a matter of fact, at least one secret laboratory cperates on the
sputhern continent, far from the eves and atention of the monks,
who do not have the facilities to monitor all space traffic to and
from the world.

Rampart

This frontier world was once owned by the League but was
seized by the Li Halan during the Emperor Wars. The independent
guild that once ran the planet is still powerful, but choking under
the reforms of the Li Halan governor, whoe seeks o clean up what
she perceives as soclal decay and moral licentiousness. The Li Halan
are attempting to enforce onto the frontier-minded residents of Ram-
part the sort of soclal laws they expect on their other, better-be-
haved worlds, But the righd caste structure they impose is resisted

by the residents, and the call for a major uprising is spreading de-

spite the best efforts of Li Halan information pelice,

Rﬂ-\-‘UHIIEI.

A Hawkwood world, and the birthplanet of Emperor Alexius,
While the planet is safe from Vuldrok so far, it is berween two worlds
which have suffered harsssment, The people are used o a quict
existence and pastoral pastimes, from falconry to beastback hunt-
ing. Many outsiders believe they are in denial about the threat to
their world and way of life, drinking bitters as their other worlds
are plundered. Others believe that, should Ravenna be attacked,
Alexius will finally make a serious move against the barbarians.

SEVEI'HE

Very few humans lived on this jungle planet before the col-
lapse of the Second Republic, Then its Decados owners opened itup
to refugees from the major trouble spots, if those relugees would
pledge alleglance to the house. Those who made the pledge may
well have regretted their decision, because Severus is a most inhos-
pitable world. lis native species and Indigenous sentients (the primi-
tive Ascorbites) have evolved tough, almost metallic skin and sharp
teeth to break through skin to the sweet blood within. Severan hull
rats are probably the most famous of these, and they now infest
ships throughout the Known Worlds (see the Gamesasterme chap-
ter), They use their sharp teeth 1o gnaw through anything in search
ol mourishment,

Sluprut

This mineral-rich planet has avoided much of the intrahuman
strife that has plagued other worlds, but it has suffered occasional
raids from Symbiots. These few attacks have been used by local
lords as [urther justification to keep the ungulate Shantor, Shaprut's
native race, on their reservations, where they are supposedly sale
from contamination — and well out of sight ol humans. Most of
these Shantor return the favor 1o their lords by serving as slaves in
the mines.

Sligmala

Stigmata is the hotly-contested world that forms a bulwark
against the Svmbiots, and is home to the powerful Imperial Stig-
mata Garrisan, the best collection of troops in the Known Worlds
(next 1o the Imperial Guard). Little is known about the Symbiot-
claimed worlds beyond Stigmata, since those who have gone put
have not been allowed to return, despite their radio claims of being
whele and uncorrapted by what they saw. Before they can deliver
full reports, their ships are destroyed to prevent erganic infection
from entering Human Space. Those legionnaires who have survived
their tours of duty here are shaken and hellow men, scarred by
what they have seen on the battlefields of Stigmata.

Sutek

The first humans (o 0y through a jumpgate found themselves
in this star system, and humans have been here ever since. Its cit
ies have sprung up on the ruins of its older municipalities, and
inhabitants regularly find artifacts dating back to the carlicst days
of the First Republic. Most of the valuable items disappeared years
aga, but rumors still crop up about major hidden troves of antique
treasures.
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An Imperial world, once run by an independent guild but now
awned by the Emperor. This (s one of the oldest worlds in Human
Space, and was stripped of its resources long ago. It now survives
by arracting renowned craftsmen and manufacturers, promising
fand and low noble status Iin return for a cut of their profits. The
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poisonous with toxins even most assassins dare not use lest they
be tumed against them. Amid this chaos of competition, the Vorox
reign. While not as big as some Voroxian predators, they learned
early on to use teamwork to take down their prey and defend them-
selves from their own predators — on this world, no one is above
the food chain. The planet is owned by Li Halan, who are careful
only to allow civilized Vorox off-world.

Vau

A closed world; nobody is allowed into Vau Space without dip-
lomatic permission. They rarely kill invaders, though. They simply
snatch them up with their plasma-nets and deposit them back on
their side of the border. Repeated attempts to enter, however, may
be met with deadly force. This said, black-market trade does take
place between the nations, but mainly in Human Space, on worlds
such as Manitou or Vril-Ya. Vau is home to the mandarins who
venture into Human Space on missions for their leaders. It is ru-
mored that one of the Vau leaders is placed on this world, sent from
one of the many Vau worlds beyond the planet’s border.

Vera Cruz

Long known as one of the most beautiful planets in space, this
Hazat world bears the stamp of the great terraformer Doramos,
whose wife is said to have come from here. Some of the wealthiest
people in the Empire used to come here to escape their concerns
and worries, but the recent military buildup for the war over Hira
has somewhat marred its peaceful demeanor. Still, many older Hazat
retire here (or get retired here), and they still do their best to keep
their hands in the intrigues which plague the Known Worlds.

Velisimil (Obun)

The homeworld of the Ur-Obun, officially owned by House
Hawkwood. The Obun have a degree of sovereignty envious to other
races, and still maintain their ancient culture of wisdom. The archi-
tecture of the planet is like nowhere else in the Known Worlds, with
graceful spires reaching beyond the clouds, beautiful fountains miles
high, perfect gardens and wide promenades. Human malcontents
attempting to find a black underbelly to Obun culture have so far
been unsuccessful.
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Vril-Ya

The Vau ambassadorial world. Humans are allowed here 1o
discuss matters of state, but they must stay on the single island
reservied for their use, Certain lower-caste Vau run a secretive black-
market, selling Vau tech items to those who can afford them and
are discreet enough not to bring the deal to the attention of the
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These worlds range the spectrum from those that have de-
clined to caveman levels to those rumored to have kept their Re-
public-era technology — and improved upon it. Some people sus-
pect that a few planets deliberately eliminated any outside knowl-
edge of themselves, and have agents in the Known Worlds dedi-
cated to protecting their solitude.

The Emperor has let it be known that he will handsomely re-
ward anyone who brings word of a rediscovered world. The houses
seek the added power and prestige that comes with ruling more
planets, the guilds want to expand their trade routes, and the sects
yearn to add the souls of those poor heathens to their ranks. Of
course, everyone wants to uncover whatever Philosophers Stones
and other artifacts an unknown world might be hiding.

Still, most of the people who have gone searching for hidden
planets have done it for their own reasons. Some have been look-
ing for a new place to live, having either voluntarily left their old
home or been thrown off it. Others have sought abandoned trea-
sures and lost knowledge. The bard Arletra wrote her acclaimed
epic “Vladimir Unforgotten” while on a quest for her family’s an-
cestral world of Principia.

Discovering such a world is exceptionally difficult. The easiest
way is via research, sifting through what few records remain from
the Second Republic, looking for references to forgotten planets.
These records rarely provide information on jumproutes to those
worlds, however. Finding a key to a lost jumproute is guaranteed to
bring a character lots of money and trouble.
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WAR IN THE HEAVENS II: HEGEMONY

#244, ISBN: 1-888906-25-1, $20.00

INTO THE DARK

#247, ISBN: 1-888906-28-6, $20.00
IMPERIAL SURVEY SERIES

HAWKWOOD FIEFS: VOL. 1

#236, ISBN 1-888906-15-4, $6.95

AL-MALIK FIEFS: VOL. 2

#238, ISBN 1-888906-17-0, $6.95

HAZAT FIEFS: VOL. 3

#241, ISBN 1-888906-22-7, $6.95

LI HALAN FIEFS: VOL. 4

#245, ISBN: 1-888906-26-X, $6.95

DECADOS FIEFS: VOL. 5

#249, ISBN: 1-888906-30-8, $7.95
ALIEN EXPEDITIONS SERIES

VOROX

#246, ISBN: 1-888906-27-8, $17.95

Order online at: www, fadingsuns.com

Or send a list of desired products (please include titles with stock numbers and quantities) with a check or money
order plus postage fee®, to: HDI, Product Orders, 5295 Hwy 78, D-337, Stone Mountain, GA 30087

* $5.00 per order under $50.00. Expect 2-3 weeks delivery time. International orders: postage fee is 25% of total purchase or $10.00,
whichever is greater. Expect 4-8 weeks ship time.

SOURCEBOOKS
FORBIDDEN LORE: TECHNOLOGY
#225, ISBN: 1-888906-03-0, $15.00
THE DARK BETWEEN THE STARS
#230, ISBN 1-888906-08-1, $17.95
CHILDREN OF THE GODS: OBUN & UKAR
#232, ISBN 1-888906-10-3, $12.95
SINNERS & SAINTS
# 233, ISBN 1-888906-11-1, $16.95
LIVE-ACTION ROLEPLAYING
PASSION PLAY RULEBOOK (5.5" x 8" TRADEBACK)
# 242, ISBN 1-888906-23-5, $14.95
CHARACTER MINIATURES
KNOWN WORLDERS
#507, ISBN: 1-888906-57-X, $39.95

NOBLE ARMADA starship miniatures
NOBLE ARMADA (RULES BOX SET)
#500, ISBN 1-888906-50-2, $55.00
CAPITAL SHIPS: HAWKWOOD & DECADOS
#502, ISBN 1-888906-52-9, $24.95
DREADNOUGHTS: DECADOS & IMPERIAL STARSHIPS
#503, ISBN 1-888906-55-3, $42.95
HAZAT SHIPS: THE RED TALON FLEET
#506, ISBN: 1-888906-58-8, $29.95
LI HALAN SHIPS: THE AMETHYST CROSS FLEET
#509, ISBN: 1-888906-60-X, $29.95
AL-MALIK SHIPS: THE EMERALD DJINN FLEET
#510, ISBN: 1-888906-61-8, $29.95
DECKPLANS
LETTERS OF MARQUE: STARSHIP DECKPLANS
#501, ISBN 1-888906-51-0, $14.95
LETTERS OF MARQUE II: TROOPSHIP DECKPLANS
#505, ISBN: 1-888906-54-5, $14.95
SPACE STATION CIRRUS DECKPLANS
#511, ISBN: 1-888906-62-6, $16.95

FANTASY ENCOUNTERS

Painted minis and d20 System stat cards.
ORCS: #700, ISBN: 1-888906-75-8, $24.95
DWARVES: #701, ISBN: 1-888906-76-6, $24.95
UNDEAD: #702, ISBN: 1-888906-77-4, $24.95

“d20 System” and the “d20 System” logo are trademarks owned by Wizards of the Coast® and are used
with Permission.




Requires the use of the Dungeons & Dragbns@ Players Handbook,
Third Edition, published by Wizards of the Coast®.

Nobles
Priests
Aliens

Knights
Starships

It is the dawn of the sixth millennium and the skies are
darkening, for the suns themselves are fading. Humans
reached the stars long ago, building a Republic of high

technology and universal emancipation — and then
squandered it, fought over it, and finally lost it. A new
Dark Age has descended on humanity, for the greatest
of civilizations has fallen and even the stars die.
feudal lords rule the Known Worlds, vying for
with fanatic priests and scheming gﬂﬂ&s;.

Psychics
Lost Worlds
Ancient Artifacts #f

web enhanced
find more stuff at
www.fadingsuns.com

FS#204 $25.00
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