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Fading SunS:  Fading SunS:  
a Far-Future PaSSion Playa Far-Future PaSSion Play
Once the suns shone brightly, beacons in the vast night 
of space, calling humanity onward. The stars were 
symbols of humanity’s vast potential, a purpose and 
destiny revealed in progress, inciting an exodus of un-
limited growth to the distant stars. Once people looked 
to the heavens with hope and longing in their eyes. 

Then the suns — and the hope — began to fade.
It is the sixth millennium and history has come to 

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 humani-
ty and few believe in renewal 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 to Final Judgment. 

But not all believe in this destiny. A leader has aris-
en, an emperor sworn to unite the worlds together 
again under one banner. To ignite hope once more in 
people’s hearts. 

It is a monumental task, for most people have al-
ready given up and fallen into the ways of the past, 
playing serfs to feudal lords. What is hope to them 
now but a falsehood which leads to pain? Better to 
leave the hard decisions to their masters and let the 
Church console their souls. 

There are enemies everywhere, those who seek to 
selfishly profit from humanity’s demise: vain nobles 
ruling far-flung worlds, power-hungry priests who seek 
dominion over the lives of men, the greedy merchant 
guilds growing rich from bartering humanity’s needs 
and wants. They are not alone. Others are out there 
among the darkening stars, alien races angry with hu-
mankind for age-old colonialism, and enigmatic alien 
empires with agendas too paradoxical to fathom.

It is in such a universe that individuals must live. 
Only a few of them will question. Fewer still 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 their destiny.

FADING SUNS SCIENCE-
FICTION ROLEPLAYING
Fading Suns is a roleplaying game, a highly imagi-
native activity which can provide hours of fun and a 
means of creative expression. Fading Suns is primar-

ily a game about heroes and the dramatic conflicts 
they encounter, from palace intrigues to cliffhanging 
combats. It provides a framework for players to create 
games from any perspective they desire. If they want 
to play soldiers who fight evil with guns and fists, the 
rules are here. If they want to play merchants who 
prefer diplomacy to violence, or priests wrestling with 
a metaphysical crisis, rules are also provided. Fading 
Suns is whatever the players want it to be. 

Fading Suns is primarily a science fiction game, 
which means that there are starships, blasters, pow-
ered armor, alien races, and weird science. But there 
are also many elements of traditional fantasy gaming: 
heroic characters and struggles, a feudal sociopoliti-
cal structure (noble lords, high priests and headstrong 
merchants), powerful artifacts and great mysteries. 
And there is horror: monsters and maddening discov-
eries revealing terrifying metaphysical truths.

In short, Fading Suns is a game which has every-
thing a roleplaying universe needs in order tell stories 
of such varied and exotic themes as can be found any-
where — in our very own world here and now.  

Like all games, Fading Suns should be entertain-
ing and fun to play. But roleplaying games can be 
more than mere pastimes. The players can strive for 
the same artistic goals as the author of a novel, a film, 
or a play. Fading Suns is a passion play of sorts, tak-
ing place in an imagined future. Many possible stories 
can be told here, from galaxy-spanning epics to the 
most personal of tales. 

Like medieval passion plays, Fading Suns deals 
with grand themes universal to human experience. 
Its main theme is the Seeking. This is the mytholog-
ical role all heroes play: the knight on quest, seeking 
power to vanquish their enemies or the secrets of 
self-discovery. Success or failure on this quest is not as 
important as the insights learned while on it. 

The atmosphere of the dramas played out in Fad-
ing 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 sort of willful ignorance that keeps 
civilization from rising again. It is such fear that keeps 
hope buried and great challenges from being met. 
The player-character troupe represents the heroes 
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who can break the bonds of this ignorance and bring 
something new and great to their culture, to reawaken 
and invigorate life.

Without further ado, we give you a glimpse into the 
tumultuous fate of humankind four millennia from 
now….

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 his-
tories and destinies of their own to complete. 

First Republic
Humanity first reached the stars under the auspices 
of the First Republic, a one-world government run 
by the “zaibatsu”: greedy mercantile barons whose 
corporate states replaced the nations of Earth. The 
zaibatsu colonized the solar system in search of new 
sources of wealth and mineral resources. At the edge 
of the solar system they found the jumpgate.

This ancient artifact of alien manufacture baffled 
and awed humanity. It took many years of research 
to unlock even the most basic secrets of its technolo-
gy, but its main function was clear: it opened portals 
to distant star systems. Diligent scientists constructed 
the first jump drive, a field-generator installed on a 
spaceship which could propel the ship through the 
gate, transporting it instantly into foreign space light 
years away.

The exodus began.
At first, the zaibatsu carefully controlled the manu-

facture and ownership of jump ships and reaped the re-
sources of the new worlds and solar systems. But once 
anarchists leaked the secret of the technology to all, no-
body could keep back the vast wave of people seeking 
to escape corporate tyranny and claim worlds of their 
own. The First Republic collapsed in a civil war over 
ever-expanding territory and diminishing loyalties. 

Diaspora
The new universe was made up of fractured, plan-
etary nations, some democratic, some totalitarian. 
Many of the original rulers of these worlds created 
dynasties which would last for millennia: the first no-
ble houses to rule the stars. But years of political and 
social experiments yielded only chaos and strife be-
tween worlds. Into this dangerous universe came the 
Prophet, a man with a vision of Creation he claimed 
was gifted to him by God, whom he called the Pan-

creator. The Prophet gathered disciples and followers 
about him and performed many miracles. A humani-
ty desperate for unity and hope looked to the Prophet 
for their answers. 

During this time, humanity met its first sentient 
race, the ungulate shantor. At first, they were thought 
to be merely clever horselike beings. But it was soon 
realized how intelligent they were — and how danger-
ous. Another sentient race, the ukar, were gifted with 
psychic powers — powers which they used to goad the 
shantor into a bloody revolt. By the time the truth 
behind the shantor’s rage was discovered, it was too 
late to reform the beasts in humanity’s eyes: the “dan-
gerous and uncontrollable” shantor were enslaved 
and moved to reservations across the Known Worlds, 
breaking up their families and culture.

The following Ukar War united humanity against 
another star-faring race, one inimical to human inter-
ests. With the aid of the ukar’s cousin race, the obun, 
humanity gained ground in their galactic war. Final-
ly, Palamedes Alecto, follower of the Prophet, led the 
newly formed Universal Church of the Celestial Sun 
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against the ukar on their homeworld. Humanity was 
victorious, and the place of the Church in future pol-
itics and martial power was cemented.

Humanity marched across new worlds and subjugat-
ed the sentients living upon them, most of whom were 
incapable of star travel and thus considered inferior. 

Until the vau. 
Humanity met more than its match when it sub-

jugated a peaceful race of gardeners known as the 
g’nesh. When their overlords arrived from unknown 
worlds in vastly superior starships with devastating 
energy weapons, humans had no choice but to fall 
back and go no further. Luckily, the vau were non-ex-
pansionistic, and pursued no vendetta against hu-
manity. As long as they were left alone, they would 
cause no trouble — or so most humans believed. But 
enigmatic “gifts” and lore from the vau over the cen-
turies have been curiously effective at starting con-
flicts among humans.

Second Republic
Eventually, with the unity provided by the Church 
and economic interests heralded by mercantile lead-
ers, the Second Republic was born, a democratic gov-
ernment which eventually spanned all the worlds of 
Human Space. Under its auspices, an unprecedented 
era of prosperity and high technology was initiated. It 
seemed that there were no limits to human develop-
ment, no secrets which could not be unlocked by the 
power of the human mind, along with a little ingenu-
ity and grit.

But power eventually seems to coalesce into the 
hands of a few, especially when the people are no lon-
ger vigilant. The noble houses of the Diaspora, still 
rich but now relegated to meaningless roles, hungered 
for the vast power they once had and plotted against 

the Republic. They were aided by a new milennialism 
and apocalyptic fever, for scientists had discovered a 
new, dread phenomenon: the suns were fading. The 
stars grew dim and no one knew why. 

The government could not calm the fears of all the 
worlds, and the untimely crash of the welfare com-
puter system caused riots in every major city on ev-
ery planet. Rebels rose up and with lightning speed, 
claimed the central government on Byzantium Se-
cundus. The nobles joined together with the Church 
to free the capital. Victorious, they refused to return 
power to the senators and instead seized power for 
themselves. This ushered in a new age for humanity, 
a Dark Age of feudal lords, fanatic priests, and schem-
ing guilds.

New Dark Ages
The new lords of the Known Worlds quickly began 
to war upon one another, with only the largest, most 
cunning or richest houses rising to prominence, while 
many others were destroyed. In this chaos, the com-
mon people were left defenseless. In desperation, many 
signed generational contracts with the noble houses, 
swearing fealty to their local lords for themselves and 
their children to come. At first, the Church fought such 
indenture, but it eventually adopted such contracts it-
self when they proved the only reliable means to raise 
armies against rivals — and the Church was just as 
combative and martial as the nobles.

The corporations of the Second Republic were left 
with little of the spoils. With their holdings seized or 
signed over forcefully, they had little overt power. But 
a conglomeration of these corporations banded to-
gether to form the Merchant League. They rewrote 
their charters to form guilds rather than corpora-
tions. Guilds could more easily control membership 
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and advancement within their ranks. In addition, the 
League maintained their secret technological patents, 
often paying for this privilege with the death of many 
agents charged with wiping such data from comput-
ers the universe over lest it fall into the hands of the 
noble lords.

Without the means to repair their starships and 
high-tech weaponry, the nobles and the Church could 
not long stand. After a vicious campaign against the 
guilds failed to free the League’s secrets, the lords 
had little choice but to admit the merchant guilds 
into the halls of power. Even the Church was forced 
to concede their power, and issued a Patriarchal 
Bull allowing only them (along with the nobles and 
priests) to use certain proscribed high technologies. 
Once these scientific secrets were kept from the peo-
ple, the Known Worlds’ descent into a feudal society 
was complete: only the upper classes moved among 
the stars; the peasants lived and died on the planets 
where they were born.

But the Known Worlds were not the only words of 
Human Space. During the Fall of the Second Repub-
lic, many planets were lost, their jump coordinates 
stolen or the jumpgates sealed. After centuries of ab-
sence, some of these worlds reappeared, heralded by 
barbarian hordes who swept into the Known Worlds, 
wreaking havoc and looting noble lands.

Only a powerful coalition of nobles could defend 
against the scattered barbarian clans, and only a mas-
ter tactician could form such a coalition. That, man 
was Vladimir, whose campaign against the barbar-
ians propelled him to power. After his victory against 
the raiders, he declared himself the first Emperor of 
the Known Worlds. A campaign of pacification con-
vinced the noble houses to accept his rule. 

But upon his coronation day, when he placed the 
crown upon his head, he mysteriously died in a sud-
den conflagration. His coalition fell apart, and house 
fell upon house, each blaming the others for the death 
of Vladimir. Eventually, peace was secured again, 
sealed with Vladimir’s reforms: all the houses, sects, 
and guilds would vote equally to choose a noble to 
become regent, to rule until a new emperor could be 
decided upon.

It would be nearly half a millennium before an 
Emperor was again chosen, and only after nearly 40 
years of violent war. The Emperor Wars lasted for 
two generations and saw a greater rise in technology 
than any time since the Second Republic. But it was 
war tech: powerful killing machines, chemical weap-
ons, fusion bombs and other means of destruction. 
Finally, one man was victorious: Alexius Hawkwood, 
the new Emperor of the Fading Suns.

Under his reign — now called the Pax Alexius — 
peace has finally come. The jumproutes are open 

again, and pilgrims can travel safely to other worlds. 
Merchants can once more ply the starlanes, selling 
exotic goods to people who had not seen them within 
their grandfathers’ lifetimes. 

The emperor has married and produced an heir: 
the infant Aurora. The empress is a barbarian from 
the lost worlds, and her dowry has expanded Alexius’ 
holdings into contested territory. Alexius has called 
for a great quest: to explore the stars, rediscover the 
lost worlds of the Second Republic, and solve the 
mystery of the fading suns. 

Adventure awaits.

CHARACTERS
Player characters in Fading Suns can come from 
many different backgrounds, but three factions in 
particular are prominent and powerful enough to 
allow their members to adventure freely across the 
Known Worlds: the noble houses, the Church, and 
the Merchant League. 

The Noble Houses
Of the many noble houses throughout the Known 
Worlds, five have achieved prominence and effective-
ly rule most of space — under their new emperor, of 
course. The Emperor Wars took a toll on many of 
these houses: the losers now struggle to regain lost 
lands or power, while the victors fight to ensure that 
their rivals stay down.

The life of a noble is not the leisurely idyll one might 
expect. There are fiefs to manage, rivals to crush, and 
wars to wage. While there is much power to be gained, 
there is always the risk of humiliation or loss of hold-
ings and position. It is no wonder that they know how 
to party: their gala affairs are lavish and awe-inspiring 
— but also rife with intrigue, innuendo, back-stabbing 
and even sword dueling. To escape such pressures, no-
ble sons and daughters often take to the stars with only 
a small entourage of friends and retainers, to better 
know the worlds they wish to one day rule.

The five major houses (called the Royal Houses) are:
House al-Malik: The exotic and inscrutable 

al-Malik are often accused of being mere merchants, 
for their ties to the League are well known. But they 
have proven their noble legerdemain many times, 
through the acquisition of land and a unique un-
derstanding of human nature and politics. It is very 
hard to pull one over on an al-Malik, but it is likewise 
hard for them to resist the lure of a good adventure or 
challenge. Vassals of this family are well-treated and 
return the respect with solid service. 

House Decados: Slimy, cunning, and extremely 
successful, the Decados have risen to power through 
treachery and an uncanny understanding of their ri-
vals — helped in no small part, no doubt, by their vast, 
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invisible intelligence network. While the other fami-
lies accuse them of a number of crimes, the Decados 
are here to stay and thus must be dealt with on their 
own terms. Decados vassals despise their lords but are 
kept in line through fear or the promise of power for 
those who make good quislings. 

House Hawkwood: Prideful yet honorable, the 
Hawkwoods have seen one of their own take the em-
peror’s throne. While Alexius Hawkwood has since 
distanced himself from his family to appear more im-
partial, the Hawkwoods take such political setbacks 
with stoicism — the same fierce perseverance with 
which they beat back the barbarian raiders to their 
worlds. A Hawkwood does not give up. House Hawk-
wood is more beloved by its vassals than any other 
house, for they treat them fairly and with justice.

The Hazat: Hot-blooded and intense, the mar-
tial Hazat know how to field an army but are also no 
strangers to intrigue. When they can calm the vicious 
infighting from family to family, they can present a 
formidable front against rivals from other houses. 
Left with less land after the wars than they began 
with, they now pursue a campaign against a bar-
barian world, seeking new lands outside of the 
empire. Hazat vassals are loyal, for they 
know that sacrifices for their lords are 
often rewarded.

House Li Halan: This pious and 
disciplined family was once the worst 
behaved of all nobles. Their immor-
al exploits are legendary, as is the 
tale of their overnight conversion to 
the Church. They now pursue the 
scriptures as fanatically as they once 
chased pleasure. While other nobles 
may snicker at the faithful lords, 
they more often fear the Li Halan, 
for this family has proved implacable 
on both the battlefield and at court. 
Their vassals are fiercely loyal, for 
they know their place in the Pancre-
ator’s plan.

The Church 
Although the Universal Church 
of the Celestial Sun may 
present a unified front for 
the faithful of the Known 
Worlds, its cathedrals are 
rife with sectarianism. 
While the Patriarch has rule over all 
aspects of the Church, it is often 
difficult to manage the actions 
of priests the universe over. 
Many sects and orders have 

arisen, powerful enough to earn official status from 
a reluctant Orthodoxy. Even more heresies have aris-
en, forcing the Patriarch to spend his time hunting 
heretics rather than unifying the present sects.

A priest’s life is often a trying one: If it’s not local 
disasters or famines they must try to relieve, it’s occult 
threats to the faith, from demon possessions, zombie 
plagues, or malicious psychics. Church magical rites 
are quite effective, regardless of whether they are con-
sidered merely a form of psychic power by the more 
skeptical.

The five major sects/orders ordained by the Church 
are:

Brother Battle: This order of monk knights is the 
most elite fighting unit in the Known Worlds, sur-
passing even the emperor’s Phoenix Guard in martial 
prowess. Originally initiated to protect pilgrims and 
pursue heretics, the order is now chartered by noble 
houses, Church sects, and even guilds to perform elite 
military operations on many worlds, including the 

deadly Stigmata Front against the symbiot alien 
invaders. Despite rumors of heresy and usury 
within their ranks, everyone wants a Brother 
Battle monk by their side in times of trouble.

Eskatonic Order: These hermetic sages 
are often thought of as wizards by the 

common folk, but the nobles and guil-
ders know them for the kooks they of-
ten are. While there are many with-
in the order who possess profound 
wisdom and learning, there are just 
as many who are obsessed with 
the end of the universe and who 
stand on street corners telling ev-
eryone about it. Once considered 
a heresy by the Orthodoxy, the 
Eskatonics were admitted into 
the fold when their theurgical 
rites proved effective against 
the symbiots.

Sanctuary Aeon: Healers 
and compassionate mystics. 
Everybody loves the priests 
and priestesses of Sanctu-
ary Aeon, followers of Saint 

Amalthea. When an Amalthean comes 
to town, there is always someone willing 
to provide hospitality for them. Indeed, 
so beloved by the commoners are they 
that when one was once accused of witch-
craft by an Avestite, the Avestite was 

seized by the populace and burned at 
the stake instead. 

Temple Avesti: Dreaded inquis-
itors. The Avestites long ago seized 
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most of the seats on the Inquisitorial Synod and have 
since then made it their duty to search the Known 
Worlds for signs of heresy, demonism, and any other 
threat to the faithful. Their illiteracy, fear of learn-
ing, and dogmatic adherence to certain extreme 
scriptures makes them feared and hated throughout 
the Known Worlds. But they are obeyed nonethe-
less. Only the most fanatic and ascetic initiates are 
admitted to this sect.

Urth Orthodox: The largest sect, it is the Ortho-
doxy that most people associate with the Church. Its 
priests can be found on all worlds, from the ostenta-
tious bishops of the capital cities to the more humble 
parish priests in the most poverty-stricken fiefs. While 
the Orthodoxy has gained a reputation for their cun-
ning political maneuvers, most priests know little of 
such things, being entirely too busy protecting the 
souls of the simple faithful. While many may spurn 
the Orthodoxy for its martial role in the Emperor 
Wars, when tragedy strikes, it is the Orthodoxy they 
return to for consolation. 

The Merchant League
The remnants of the Second Republic mega-corpo-
rations can be found among the many guilds of the 
Merchant League. It is the League which controls 
high-technology: invention, manufacture, and distri-
bution. It is the guilds who pilot noble starships or 
repair Church think machines. If any one of these fac-
tions were to anger them, a League blockade would 
quickly end the argument. 

The guilds gladly accept their role as second class 
citizens at the royal soirees, for they know that there is 
little profit to be made arguing over the best or worst 
dressed. They instead charge high dollar for the priv-
ilege of hiring a guild specialist — and their enforcers 
ensure that only the guild specializes in certain skills 
and tech; black marketers and tech counterfeiters are 
thrown from airlocks.

While the guilds are numerous, only five have risen 
to intergalactic prominence and regularly travel the 
jumpweb in the employ of nobles, priests, or other 
guilders:

Charioteers: Star pilots and merchants marine, 
this intrepid guild is what most people think of when 
they imagine the Merchant League, for it is the Char-
ioteer merchants with their exotic, traveling medicine 
shows who are most often seen by the commoners. 
They own the star lanes — literally. Without their se-
cret jumpcode technology, travel through jumpgates 
would be impossible. In addition, the best pilots come 
from this guild.

Engineers: High technology is rare in the Dark 
Ages, and most people fear it, for as the Church 
teaches, it is the symbol of human hubris which 

brought down the Republic. Few dare to delve into 
its secrets anymore, and those who do are considered 
mad — like the Engineers. These strange technicians 
often modify their bodies with cybertech, becoming 
more machine than human. While they creep out the 
commoners and disgust the priests, everyone knows 
just how valuable their lore is in maintaining interga-
lactic power and communication.

The Muster: Professional soldiers, these mer-
cenaries are essential to most military operations 
throughout the Known Worlds. Even the Brothers 
Battle rely on their orbital artillery support, and 
most noble houses have hired them to either assault 
their rivals or quell rebellions. But soldiery is not 
the only labor this guild contracts; they specialize in 
all sorts of trained help: cooks, technicians, animal 
trainers, butlers, etc. In fact, it’s very dangerous to 
hire trained labor without contracting this guild — 
their enforcers ensure that they get the largest and 
juiciest contracts. 

Reeves: Somebody’s got to do the paperwork, 
and this job is left to the Reeves. They do it quite 
well. So well that they are the de facto bankers of 
the Known Worlds and probably one of the richest 
factions in the universe — although few realize just 
how rich they’ve become through their loans to no-
ble houses. Just about everybody owes the Reeves, 
and when one comes calling on favors, few dare 
deny him.

Scravers: If you can’t find what you’re looking 
for legally, chances are the Scravers can get it — for 
a price. Scravers specialize in all sorts of activities 
normally viewed as anti-social (but often fun): gam-
bling, black market goods, and even thievery. Of 
course, they deny it all, hiding behind the guise of 
a salvage and reclamation guild. Since they possess 
blackmail on just about every major official 
— even bishops — little is done 
against them.

Aliens
There are a number of 
sentient races within the 
Known Worlds: the sim-
ian gannok, the ungu-
late shantor, the avi-
an etyri, amphibian 
oro’ym, insectoid 
ascorbites, and the 
reptilian hironem. 
But three other rac-
es have achieved the 
most freedom of move-
ment and self-determi-
nation:
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Ur-obun: This peaceful, philosophical race, like 
their ur-ukar cousins, claim deep Anunnaki involve-
ment in their history. The Anunnaki (the ancient race 
who built the jumpgates) apparently engineered the 
two races’ fates, separating them onto different worlds 
before they disappeared from history. The obun are 
given positions of respect as councilors and advisors 
in Known Worlds society. However, while they are 
treated politely, their advice is often considered naive 
by the militant human culture. Nonetheless, an obun 
became one of the Prophet’s disciples, and is honored 
by an obun sect of the Church.

Ur-ukar: Due to their initial hostile dealings with 
humanity, the ukari are now a broken race. Their 
homeworld is owned by the League, who reap it for its 
mineral resources, selling the spoils off-world to noble 
houses. They have been removed from their ances-
tral, subterranean lands and herded into tight caves 
in poverty. Few humans care what happens to them. 
A resistance movement has responded with terrorist 
tactics and has taken its war of hatred to other worlds. 
Nonetheless, the League values them for their shady, 
underworld skills.

Vorox: Huge carnivorous, multi-limbed beasts, 
the vorox are new to civilization. That they achieved 
sentience at all on their toxic jungle world is a won-
der. That they have come as far as they have since is a 
tribute to their adaptability and powerful attributes — 
valuable qualities in the Known Worlds. They are most 
often trained as elite shock troops by noble houses, but 
many have joined the League to see the stars firsthand.

Enemies
There are many dangers in the universe of the Fading 
Suns, not the least of which are humans themselves. 
The intrigues and conspiracies of the noble houses, 
Church, and League are enough to keep most peo-
ple occupied for a lifetime. The post-war years have 
seen an increase in such covert activity, for few dare to 
openly disturb the peace. The emperor has his hands 
full trying to cement his rule against internal malcon-
tents and external alien and barbarian empires. 

Among the more dangerous, non-human threats 
out there are:

The vau: This technologically superior alien em-
pire has so far-proved little threat — as long as hu-
mans stay on their side of the border. The few times 
vau ambassadors have parleyed with humans, trouble 
has resulted, although in forms hard to trace back to 
the vau. For instance, the vau “gifted” humanity with 
the jump-coordinates to reach a previously lost world 
called Pandemonium. This world in turn revealed 
coordinates to another lost world called Iver. A cold 
war for the spoils of these new worlds began; the vau’s 
present has proven most troublesome.

If the vau were to expand into the Known Worlds, 
no one is sure if they could be halted, for their tech 
is impressive. Human’s stole their own knowledge 
about energy shields and blasters from early vau en-
counters. It is theorized that the vau know far more 
about these fields than has been revealed.

Symbiots: A greater threat to Known Worlds he-
gemony, however, are the symbiots, parasitic entities 
attempting to break through into Human Space and 
possess its inhabitants, turning them into hive mind 
slaves — or so the propaganda goes. In truth, no-
body really knows what the symbiots want or even 
just what they are. Everybody does know that they 
are dangerous and inimical to human goals. Rumor 
of a symbiot infestation is enough to bring a squad 
of Church inquisitors with flameguns, ready to burn 
first and ask questions later.

Demons: The Church claims that demons exist 
and can possess people to perform their nefarious 
deeds in this world. The sad thing is that this seems to 
be true. Even the most rational scientists must admit 
to the reality of something out there, something often 
unseen but seemingly hostile. These entities, demons 
or aliens or whatever, can so far only be combated by 
Church theurgy and miracles of faith.

GAME RULES
Fading Suns uses the Victory Point System. You 
roll a single 20-sided die to determine the result of 
your character’s actions. A successful roll gives you 
victory points (VP), which you can spend to enhance 
the impact of your action. You might spend VP to 
overcome your opponent’s defenses, increase your 
weapon’s base damage, or bolster your own defenses 
against attacks.

Tokens
Since you’ll be routinely gaining and spending a good 
number of VP, we prefer to use tokens to represent 
them. When you gain VP, you 
draw tokens from a central 
well, and when you spend 
them, you return them to 
this well.
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The VP you gain in a turn must be spent by the start 
of your next turn; leftover points go back to the well 
— or you can put them in your bank to save for later. 
Your bank has a limited capacity, based on your char-
acter’s experience, but it provides a good rainy-day 
supply of VP.

Traits
Your actions use skills, which are rated from 0-10. 
When you swing a sword, you use your Melee skill. 
When you harangue a sinner to make him spill the 
beans about his sinful criminal partners, you use your 
Impress skill.

Your skill actions are bolstered by Characteristics, 
such as Strength, Wits, and Faith. These are rated 
from 1-10 and are added to your skill’s rating to deter-
mine the number you need to roll or less on the d20. 
If you roll over the number, your action fails. If you 
meet it or roll under, you succeed and gain VP equal 
to the die-roll result. If your goal number was 12 and 
you roll a 10, you succeed with 10 VP.

Your character also has perks, special abilities that 
give them an edge when doing the sorts of thing their 
calling — their profession — calls for. These range 
from Noble Rank (which provides prestige and defense 
against influence attacks) to Armed to the Teeth (you 
wield two weapons well) to Riches (you’ve got money!). 

CHARACTERS
Your character’s concept is described in the rules by 
three factors: class, faction, and calling.

Class
Nobles, priests, merchants, yeomen. These are 
the four pillars of society. (Well, really, it’s the first 

three: yeomen are independent freelancers; a ro-
mantic role, but they don’t tend to hold much in-
stitutional power.) Nobles rule, priests save souls, 
and merchants make money off of everyone (and 
maintain the high technology that is condemned 
by the Church). 

Faction
You’re not just a noble — you’re a scion of a particu-
lar house. Or a sect, if you’re a priest, and a guild for 
a merchant. These are the factions described earlier. 
They’re the main power players in the Known Worlds. 
There are many minor factions, too (described in the 
Faction Book), but they’re largely defined by their 
relationships to the larger power factions. 

Calling
Everybody’s got to do something, even if it’s just to 
lie on velvet divans discussing art and fashion. Your 
character’s calling defines what they do for their fac-
tion and opens up a list of perks they can learn to 
make them better at their calling.

Your calling is connected to your class; nobles don’t 
do the same sorts of things as priests or merchants. 
Your noble might be a Duelist or a Sybarite or even a 
Ronin, while your priest might be a Healer or a Monk 
or a Templar, and your Merchant a Bounty Hunter or 
a Reclaimer or a Trader. There are also “open” call-
ings that anyone can pursue, such as Cyborg, Psychic, 
or Explorer. 

You can change your calling as you gain experience; 
you’re not stuck doing one thing forever. You might 
begin your career as a Mendicant priest of Sanctuary 
Aeon, but change to the Theurgist calling, and then 
later become an Inquisitor.
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THE TROUPE
It’s a tough universe out there. Few people can handle 
it on their own. The smart ones gang up with oth-
ers — they form a troupe. This is most often a no-
ble entourage, led by a noble and crewed by their 
friends, hangers-on, and employees. It could instead 
be a religious missionary troupe, led by a priest, or 
a merchant caravan, led by a guilder. Or it could be 
a band of brethren, equal among the stars, with the 
leadership shifting from mission to mission. 

Troupes aren’t just mutual aid societies; for Known 
Worlders, there is also a religious dimension to a trav-
eling band of compatriots: it models the Prophet Ze-
bulon and his Disciples as they spread the light of the 
Pancreator in word and deed. Every Known Worlder 
is raised upon the stories of this archetypal band and 
they all, at one point, yearned to join it. The clos-
est they can get is to form and join their own troupe, 
to emulate the will of the Pancreator that none shall 
walk alone in the dark. 

That’s your player-character group.
You won’t only share adventures — you’ll share 

a valuable resource: the troupe coffer. Your role-
playing exploits earn wyrd points (WP), which 
go into a shared coffer. Any troupe member 
can draw from this coffer and spend WP 
for a number of advantages, from mak-
ing a roll favorable (roll twice, take the 
best result) to enhancing your psychic 
or theurgic powers (for those who 
have them). 

SALLYING FORTH: 
WHAT YOU DO IN 
FADING SUNS
Fading Suns presents a vast universe 
of possibilities. Player troupes can be 
and do nearly anything, from scheming 
spies to honorable musketeers to wily 
freebooters. It’s best, however, for begin-
ners to the game and setting to start sim-
ple: Build a noble entourage that serves 
the Emperor as Questing Knights and 
Cohorts, exploring and adventuring 
on the edges of the Known Worlds, en-
countering the unknown and bringing 
back tales of glory.

The core books introduce the world of 
Hargard, the Emperor’s newest planet. It 
was a Vuldrok world, but Alexius’ marriage 
into a thane family has given him claim to 
the planet — despite the fractious Vul-
drok who disagree with this bold move. 

The Vuldrok Star-Nation has been known to the 
Known Worlds as raiders and barbarians, coming 
from their distant worlds to pillage the planets of the 
empire, returning with riches and glory. Their civi-
lization was cut off from the Known Worlds for cen-
turies, but a few jumpgate routes have allowed them 
to harry the empire during the Emperor Wars, when 
the houses were most divided and unable to respond.

Now that Alexius has married Freya Eldridsdottir, 
the Vuldrok are forming into factions: those who sup-
port their new Emperor and Empress and those who 
intend to resist with axes and blasters. The Emperor’s 
Questing Knights and Cohorts are needed now more 
than ever, to maintain a brittle peace and to defend 
against those who would ignite an interstellar war.

For those who prefer not to get dirty on the frontier, 
there are still many intrigues and escapades to engage 
with back home. As the Emperor cements his power 
over the other houses and factions, conspiracies mul-

tiply. The old powers don’t intend to simply roll 
over. The Pax Alexius — the peace of Alexius — 
is a pretty veneer over a squirming snake pit of 
backbiting politics. It’s not just the nobles who 
conspire — priests are quite capable of ma-

neuvering to maintain the authority and 
prerogatives of the Church, and the 
Merchant League ever waits for their 
moment to rebel and establish the 
Third Republic, free from the petty 
rule of tyrants and thought-police 
priests.

And amidst all this — the riotous 
frontier, the scheming interior — 

are strange mysteries that have haunt-
ed humankind (and its sentient alien 
neighbors) since they first traveled the 
stars. Who were the Anunnaki jump-
gate builders? What is the Sathra Ef-
fect that so scares the Church? What 
is the enigmatic Vau Hegemony up 
to? Who can defeat the shapechang-
ing symbiots before they infect the 
Known Worlds? These mysteries 
and more await answers… answers 
that only player troupes can at-
tempt to solve. 
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iF you want to learn more ...iF you want to learn more ...
https://www.ulisses-us.com/

https://www.facebook.com/UlissesInt/
https://www.kickstarter.com/projects/ulissesspiele/fading-suns-pax-alexius/
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