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There is turmoil these nights, and the strange thing 
about it is that it all culminated from the same basic roots. 
It’s like one of those stories where about twenty things came 
out of one thing, and that one thing was so small and minute 
that no one would have seen the bigger picture exploding 
out of that one tiny isolated event.

Everyone knows we were made from the Trahk, the 
One Creator. That’s our history. Our future stemmed from 
there. The first prophets said the Trahk was an ageless being 
that traveled from galaxy to galaxy – an immortal observer 
– watching one civilization after another. The Trahk had 
experienced every sensation in the universe. It was, by all 
definitions, a god.
             During its journeys, the Trahk felt remorse as it 
watched one civilization after another destroy itself. It 
could not discern whether the destruction was due to folly 
or greed. In every civilization that the Trahk observed, 
destroyed or not, it always noticed the same force hiding 
somewhere in the process…
 The Rage. The Rage was an intangible force that 
is said to release chaos into all ecosystems. Where the 
good aspects of a civilization would build something 
wonderful, the Rage would manipulate the variables until 
the civilization finally subsided. It was not an instant 
process, for the Rage was patient and it enjoyed watching 
the suffering of an entire people. It took eons for the Rage to 
complete its work, and once it started it always succeeded.
 And the Trahk moved on. The Trahk found a 
civilization in a galaxy called Trellkan that it admired. The 
Trellkan people were very close, friendly and peace loving. 
Their economy consisted of brotherly aid. There was no 
currency. There was no power. There was no greed. There 
was no war. Most importantly, there was no Rage. The 
Trahk called it home.
 But after a few centuries of peaceful bliss, the Trahk 
saw signs of something It thought It had left behind long 
ago. The Rage. The variables were being manipulated. The 
Rage had been there all along; it was only subtly pulling the 
strings to avoid detection.
 Wars were breaking out. Brother was killing 
brother. Civilizations were dying in one quick swing of a 
powerful arm. The Trahk, ever the observer, decided to no 
longer sit aside quietly. The Trahk came from hiding and 
began fighting the forces of the Rage everywhere it could be 
found.
 But it was already too late. The Rage, although 
silent, was too clever and too powerful. The Trellkan galaxy 
destroyed itself in one of the bloodiest altercations the Trahk 
had ever observed. Defeated and in mourning, the Trahk 
moved on.
 It continued moving until it came to an open area in 
the bowels of deep space, ages away from the remnants of 
the Trellkan tragedy. It was far from any living thing. It was 
a long way away from any civilization, which meant it was 
very far away from the evil influence of the Rage.
 It was perfect!

 The Trahk decided to make this empty space into 

its home. There was nothing here but a few asteroid belts, 
cosmic dust and dying stars. The Trahk first changed the 
dying stars into youthful, bright burning suns. Then the 
Trahk created an ominous planet, thousands of miles 
around the equator, and buried itself deep inside the core. 
Then the Trahk created life on the planet’s surface and 
populated its vast regions. After this, the Trahk created 
more planets and populated them as well.
 In a matter of days, a new galaxy had been 
created. In the times that followed, these first beings 
evolved rapidly. The first and largest of all the planets, 
the one with the Creator sealed inside its core, was fixed 
as the center of this newborn galaxy and named as the 
highest law of the galaxy. It was henceforth known as 
Merrikkon, which roughly translates as “way of the 
Trahk” after its wise and powerful creator.
 Soon, other beings on nearby planets gained 
intelligence. Of these, the first to evolve were the 
Limthrakk, the orange skinned nobles.

The next to evolve were the savage Groon. Where 
the Limthrakk excelled in nobility, the Groon excelled in 
viciousness. Although not barbarians, the Groon mastered 
the art of short-range combat, the beauties of nature and 
the closeness of family. They were the first to develop 
concepts of mechabiological augmentation.

The first to be discovered were the last to evolve. 
The Kallan, a race of natural survivors, developed 
a system of government formed around an idea of 
community voices. No voices were as loud as those that 
turned their hearts over to the Guardians.

RELIGION
When the civilizations first formed, laws and 

patterns of behavior were based on the words of the 
Guardians and not on any secular form of law. The people 
were all equals, only the Devout stood amongst the 
masses since they were in contact with the all hallowed. 
The Devout – especially the prophets, the diviners of 
scripture – led the masses through wisdom granted them 
by the Guardians. It was a dark and strange time, a time 
when the people were still finding themselves and still 
learning to deal with their brethren. They had yet to 
discover all life on other worlds, but learning to deal with 
the different factions of each race was enough for the 
young races to deal with.

They had visions of the other races and word of 
their existence spread from the lips of the Devout like 
promises in the wind. Once the races were discovered, 
everyone felt as if an old friend or long lost sibling had 
returned home. But that is getting ahead of the story.

The Devout were the receptors of visions from 
the Guardians, and it was in these visions the Guardians 
told them the history of the Trahk and how the Trahk 
wanted the people to be led. Its most important message 
was about spiritual purity. It explained that the people 
were not made of the matter that stood before the others, 
but the energy, the lifeforce, that lived within the organic 
matter. Some called it the soul, the spirit, the ghost, 
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whatever. This was the part of each person the Trahk 
wanted to be in contact with. The Trahk also asked all his 
followers to save room for It in this “soul” It said was there, 
for supposedly there was a part of It within each person, 
and it was in this soul that the Trahk was connected to 
his followers. Due to this, the Devout preached that all 
followers of the Trahk must keep this part of themselves, 
this soul, this connection between follower and Guardian, 
as pure as it was the day the Trahk gave it to them.

For those that transgressed, or had a problem 
keeping a pure soul or even knowing what made a soul 
pure, their salvation lie with the Devout. It seemed 
reasonable at the time, anyway, that those in direct contact 
with the Guardians were able to decipher for the masses 
what it meant to be “pure” or “impure,” and what that 
transpired. For the most part, “pure” meant to live a life 
following the words of the Devout leaders of the nation, 
and to be “impure” meant to do the opposite of what they 
advised. It made no more sense then that. The vast majority 
of the populations accepted this with no question.
 Amongst all the fighting and the wars, many 
citizens sought solace and comfort in those forces they 
would never meet and could not touch, but found a sense 
of balance due to belief alone. They turned to religion 
to find some sense of peace. Many found comfort with 
religion, and few found answers. A very small few of those 
who achieved some sort of understanding found amazing 
new abilities.

The Trahk was a powerful deity with much to 
teach. For each specific teaching the Trahk had to offer, It 
created a Guardian to lord over each area of influence and 
the followers that embraced the word. Some worshippers, 
those that came to be known as the Gemerasha, spread 
the teachings of their Guardian as were imparted upon 
them by their chosen Guardian. For those that upheld 
the teachings, they found that through force of will they 
could attune their bodies and senses to react in amazing 
new ways. There were others that looked for the hidden 
significance of the teachings and heard the word of the 
Guardians in visions and dreams. Such prophets came to 
be known as the Korin’Gegaira.

There were still others that, although they knew 
the facts of the Creation and the history of the galaxy, they 
refused to believe that only a small number of followers 
were able to develop abilities and not all could develop 
such talents. For with each passing night, technology was 
advancing in leaps and bounds, and these were the people 
that were embracing the direction that technology was 
taking them in, they refused to believe that the prophecies 
and beliefs of the ancient times would help them evolve 
further in life. Many believers were finding themselves 
capable of things others needed technology to accomplish 
- even a few things that technology could not accomplish 
nor explain. Such things caused the followers of technology 
to resent some of the religious. Only a small number of 
times, this resentment led to battle. In such altercations, the 
number of fallen was equal amongst both sides.

To this day, there are many that resent either 
religion or the advance of technology, both saying that 
the other does not advance the will of the Trahk and 

that anyone that thinks differently is blind to the future. 
Fewer and fewer battles break out, mostly now it is only 
animosity.

But there were those that could not accept things 
so blindly. People had started to develop a level of 
intelligence. Scientific knowledge was being discovered 
and people were starting to answer their own questions 
rather than take things to the Devout to ask for the 
Guardian’s wisdom. It was figured that if the people were 
really as advanced and gifted as the Guardians promised, 
then they should be able to use their own minds and 
answer their own questions. After all, wouldn’t that be the 
greatest testament to the Guardians, the fact that the people 
had learned so well from them that they did not have to 
ask them questions all the time?

BIRTH OF THE ARMADA
Kilta 9, the Limthrakk homeworld, was so named 

in honor of all the celestial bodies in their area of space. 
Given that they were stretched out over multiple worlds, 
the Limthrakk developed vessels and sciences that enabled 
them to travel from one world to the next uniting all the 
Limthrakk race under one banner, the Limthrakk Armada.

Shortly after the Limthrakk race developed space 
travel, they branched out to explore and map out the 
galaxy. In so doing, they found the other races beginning 
with the Kallan, and a grand communication had 
begun. The different cultures each worshipped different 
Guardians, but the tales of the Trahk were prevalent in 
all the religious histories. This was enough to prove the 
existence of the Trahk to everyone’s satisfaction. The 
Limthrakk took this as a sign that all races were intended to 
be united as part of the Trahk’s design. They took it upon 
themselves to become the protectors of this ever expanding 
galaxy they called home.
 
PARLIAMENT FORMS

The Limthrakk formed their military in the earliest 
stages of their development and advanced into a space 
faring race later on. With this technology, they were able to 
stretch out and discover the other planets and other races.

By this time, the Kallan had already formed a 
government they were using to create and enforce their 
own laws. The People’s Accordance of Rule, or Parliament 
as they had come to call it, was based on a system of 
representatives known as Consular who were chosen 
by the Registries of Parliament that would represent 
individual provinces in the halls of Parliament and vote 
on laws and the actions of government. Actions were 
passed on to the provinces for the Registries to vote on and 
communicate their decision back to the Consular, who then 
would place his vote in the halls. It was assumed he would 
pass on the vote of the Registries, but such is not always 
the case. 

Many Consular chose to take on advisers, and the 
majority of those advisors came in the form of the focused 
thinking men and women of the Kiernan Circle, or the 
religious prophecies of the Korin’Gegaira. At first, both 
were equally welcomed.

Parliament and the majority of the corporations 



agreed to use the cuble as the monetary system of the 
galaxy establishing the currency used even today. 

The Registries of Parliament were designed to 
oversee the actions of Parliament and how it affects the 
people of the galaxy. This caused the Registries to have 
many business dealings with the corporations of the 
galaxy, and the two became intertwined. The Registries 
will have to work with one another from time to time, and 
all will have to do business with the corporations. The 
corporations know this, and have dealings with different 
Registries. This often leads the corporations to see ways 
they can benefit from working with more than one Registry 
at a time, and the Registries know the corporations do 
business this way, and try to use it to their advantage. It’s 
a twisted cycle of corruption and manipulation that keeps 
business steady.

Once the Limthrakk had ventured out and 
discovered the Kallan, a grand alliance was formed. The 
Limthrakk saw the strength in the soul of these people as 
well as their strong government, and the Kallan saw an 
advanced culture they could learn many new things from. 
Parliament suggested an alliance on the spot and even 
suggested a method to develop this alliance. Members 
of Parliament, along with a good number of Gemerasha, 
would travel on board a Limthrakk vessel and help them 
research and discover the rest of the galaxy. The Limthrakk 
initially did not agree to this arrangement, but did agree to 
take passengers on for a fee. A series of Limthrakk vessels 
carrying their military, ambassadors, medical personnel, 
businessmen, commoners and many others, along with 
a sizable representation of the Kallan population, began 
traveling the galaxy on a mission of research and discovery. 
Little did they know that this practice would continue 
years later but in the private sector in a transportation 
system that would later be known as Caravan.
 Being the only source for interplanetary travel, the 
Limthrakk began to regulate it as well. Their explanation 
made sense – only by regulating space travel would 
collisions and space battles be completely avoided. 
 The Kallan agreed with them, and from that point 
on the Limthrakks controlled space travel with an iron 
fist. Anyone could travel the skies, but they had to pay a 
passage and boarding fee. And lo to the man that had cargo 
to transport, for he paid an even more hefty fee. And if 
this cargo was something the likes of which the authorities 
were not supposed to know about, then the price to haul it 
increased substantially. 
 Since the Kallan had adopted the cuble as its 
official currency, the Limthrakk chose to do the same thing 
in order to do business with them. And the commerce of 
the galaxy began.

A Limthrakk ambassador to the newly created 
Second Parliament suggested the name that was voted on 
and adopted for this grand collection of planets: Vernex 
Keep.

RYYDIAN STONES
The Limthrakk and Kallan caravan continued 

on throughout all of Vernex Keep scanning worlds and 
mapping stars. The two races were learning about one 
another as they were also learning about the galaxy 
they shared. Worlds that were rich in natural resources 

were discovered and colonized, some terraformed, and 
incorporated under the banner of Vernex Keep. The 
Limthrakk never made their homeworld a part of Vernex 
Keep, but did make themselves the Kallan’s primary ally.

As the Kallan were exploring the new worlds they 
had colonized, they discovered a compound that would 
come to revolutionize modern industry and stabilize their 
economy.

Ryydian, the most important and valuable element 
in all of Vernex Keep, is a solid stone that can only be 
found underneath the ocean. When it was first discovered, 
scientists were researching the technology for their MPRE 
engines that powered their experimental starships, MPRE 
standing for Matter Pattern Regeneration Engines. This 
unusual rock was loaded into the MPRE chamber of the 
engine and bombarded with energy that broke the rock 
apart and then fused it back together in a fraction of a 
second, but the energy that was released by the rock when 
it broke apart was channeled into the engines and used to 
charge the internal power cells. Ryydian held up far better 
than any other element ever tried, and thus became the 
standard element used for starship fuel.

When Ryydian is broken apart in the MPRE 
engines, a minute amount of residue is released, which 
is then captured in filters beneath the chamber. It is not 
recorded how this was discovered, but the residue is 
known to be a powerful narcotic known as Black Gold 
demanding a hefty price on the Shadow Market. This 
residue is a severe hallucinogenic and a very controlled 
substance, but that doesn’t stop dealers from risking life 
and limb to smuggle it off of Armada vessels in hopes of 
profit.

This black residue can also be solidified again 
and used in generators in people’s homes across the 
Accordance as the main power source.

Ryydian stones unrefined are very smooth from 
spending their entire lives under water. When heated, they 
can be placed on the body in certain places creating a very 
relaxing feeling. Smaller stones are sometimes bound in 
necklaces. 

When Ryydian is superheated, it crystallizes. In its 
crystal form, Ryydian can harness electricity. This has been 
used to store electronic information, to store up electricity 
to use as a battery later on, and to record messages for 
someone to play back on a holo emitter. These crystals are 
used to power every handgun in the galaxy.

The crystalline form of Ryydian is referred to 
as “Naazite” in regard to one of the first researchers to 
discover its many uses. This Naazite, with some dedication 
and care, can be fashioned into a blade. All the sworn 
weapons of the Devout are made from Naazite.

Ryydian is found on five planets throughout 
the entire galaxy. Each mining colony is governed by 
Parliament with strong alliance from the Limthrakk 
Armada, those credited with discovering Ryydian in the 
first place but not having the resources necessary to mine 
it on a drastic scale. Large mining colonies have been 
erected in each place Ryydian has been discovered. And 
the arrangement works well for all; the locals get jobs at the 
mine, Parliament handles all sales of Ryydian, corporations 
handle the distribution and the Armada handles the 
security of the shipment.

WAR OF THE INVADERS
 On one particularly quiet evening, unidentified 



militia vessels flew rounds bearing no familiar markings 
nor design. This fleet attacked nonaligned planets, colony 
ships and settled Accordance worlds, but touched no 
Limthrakk planets, colonies nor outposts. At first, the 
Limthrakk Armada would not engage them, but the Kallan 
convinced them to care.

The Armada engaged the Invaders protecting 
nonaligned planets and Accordance territories from the 
unknown threat. Many heroes were made, but in the end, 
the mysterious fleet retreated.

To this day, no one knows the identity of the 
attacking fleet, remembered in history simply as the 
Invaders. It was theorized they were the first race, the 
Ancients, long thought extinct. Others believed it was the 
Guardians come to punish all, but since the fleet retreated, 
this theory is not popular.

The Invaders never identified themselves, and their 
ships were not capable of being scanned. No attempt at 
communication ever succeeded. There was one attack after 
another. The Invader Wars lasted only nine days.

PARLIAMENT PROSPERS
By the time the Kiernan Circle offered their 

services to Parliament, some of the Consular were already 
loyal to the Korin’Gegaira. Some of the newer Consular 
took to the Circle and their ways, which gained the 
notice of the devout Consular – it was quite difficult to 
notice the freshmen Consular were getting their answers 
hours before the Consular that relied on the wisdom 
of the Korin’Gegaira, and those others were giving 
advice frighteningly similar to the answers given by the 
Korin’Gegaira. The majority of the older Consular did 
stick with their familiar Korin’Gegaira counselors, but the 
truth did not sit well with the Korin’Gegaira. The way the 
prophets saw it, they had access to the older Consular of 
Parliament. What would they have once the older Consular 
left office? What would happen to their levels of trust then? 

Trying to give themselves an edge, the 
Korin’Gegaira convinced members of Parliament that 
a common fighting force was needed, and they had 
one with the Council of Lorei named the Gemerasha, 
the Magistrate’s personal fighting force. She could be 
convinced to loan these religious warriors to Parliament 
should the need ever arise, but there was the matter of 
those unusual martial artists training out of Balandas that 
must be dealt with.

In a move befitting the most wicked politicians, the 
Korin’Gegaira manipulated the Consular into thinking the 
Kiernan Circle was a great threat that must be dealt with. 
Actions were introduced attempting to outlaw the practice 
of martial arts in Vernex Keep, and the Consular voting 
claimed they were advised into this vote by the Kiernan 
Circle, who swore they had nothing to do with it, but the 
vote had already been cast. The vote failed, but the damage 
was already done. The Korin’Gegaira sat back and watched 
as plans began to unfold.

In response, the Kiernan Circle, shamed and 
betrayed, disbanded creating two offshoots, the Enasun 
(Ee-nah-soon)who studied sciences and exercised their 
minds, and the Anan’Re, monks who exercised both their 

minds and bodies with rigorous training in martial arts.
As this happened, word came back to Parliament 

that a new world with a new race had been discovered, but 
that world was in a rapid state of decline.
 Senja, the Groon homeworld, was becoming 
unlivable with poison gases spouting through cracks in 
the ground filling the air. Parliament asked the Limthrakk 
Armada for an emergency transport. Parliament wanted to 
evacuate the Groon from their poisoned homeworld and 
offer them sanctuary on Parliament planets. The Armada 
agreed and the entire population of the planet – every 
living Groon at the time – was evacuated onto Armada 
vessels. As they were flown towards their new homes, 
Armada warships flew in and bombarded Senja from 
orbit, causing massive hemorrhaging of the dying surface 
guaranteeing it was unlivable from that point on. To this 
day, the Limthrakk insist they did the Groon a favor.
 The Groon wrestled with this news but let it go. 
There was no point in arguing over who killed a dead 
world. But months later, a new animosity formed between 
the Limthrakk and the Groon. The Armada came out with 
a newly redesigned MPRE engine for all their starships that 
would better accomodate Ryydian as a primary fuel source. 
Once unveiled to the scientific community, it was quickly 
noted that this redesign was strikingly similar to something 
the Groon had developed but never moved forward with. 
The Limthrakk immediately laughed this notion off as if 
nothing so advanced could come from such barbaric of a 
race. After all, there was no evidence any such plans were 
ever stolen, but the similarities were far too uncanny for the 
Groon not to take notice.

THE LIMTHRAKK WARS
 A few centuries after the creation, the inhabitants 
of Vernex Keep noticed that changes were continuously 
taking place. Evolution was looking their way again, but 
was her smile merely a snicker? New beings were roaming 
the commonplace - new mutations - and some were seeded 
from the True Bloods own ranks.
 Since some of the mutations did not hold the 
“purity” of their brethren, they were not seen as law-
abiding. This caused strife amongst the races.
 The noble Limthrakk almost immediately 
disowned the mutations of their blood as soon as such 
were discovered. A new breed of Limthrakk, the savage, 
barbaric red-skinned Sa‘ar, had begun to attack settlements 
and travelers in the wild. These Sa’ar were nothing like 
their noble brethren; they were savage, animalistic and 
uncivilized.
 Also on the rise were Hybrids, the bastard children 
of a union between Limthrakk and Kallan. Possessing the 
blood of both, Hybrids were often looked down upon by 
Limthrakk and Kallan alike. Eventually, some Hybrids 
united and began to demand attention.
 One day, as a squad of the Limthrakk Armada was 
attacking a tribe of Sa‘ar, they found themselves ambushed 
by a renegade band of Hybrids. The Armada Strike Team, 
ambushed and unaware, was defeated. The Hybrids 
enjoyed their victory, but the celebration was short-lived. 
As the Hybrids rejoiced, the Sa’ar came from the trees and 
feasted on their hearts and brains.
 Once the Khymers and the Brass Command 
received word of the slaughter, they were enraged. 



Bastards and barbarians should not be killing their noble 
men; they should not be capable of such feats.
 And the armies were dispatched. The Limthrakk 
Armada hunted and slaughtered any and all Hybrids and 
Sa’ar they encountered. There was no talk, no questioning, 
only slaughter. Bloodlust. Promotions were offered for the 
most confirmed kills. The Armada suffered many losses, 
but the bastards and barbarians suffered far more.
 Observing the conflict from afar, the Trahk was 
visited with ghostly images of a past it thought was long 
forgotten. The Limthrakk Armada was being manipulated. 
They showed signs of the Rage! The Trahk spoke to the 
Caprices of the Brass Command through the Devout 
demanding a cease-fire in the war. The cease-fire order 
continued until no trace of the Rage remained. The Trahk, 
relieved, then decreed that no race of a common blood 
should ever war upon itself again. And so, with the 
creation of the Pact of Brother and Blood, the Limthrakk 
Wars ended, but only in name alone. There remain, to this 
day, animosities amongst them all. The prejudice cannot 
be explained, given that the war was ended ages ago, but it 
seems a hatred all are born with.

ALCHEMY
As science was advancing and breaking new 

grounds in technology, the corporations were taking 
notice. Corporations had even approached many schools 
of science and hired teams of young scientists to work for 
them in their research labs to make the newest advances in 
science in-house, which would let the patron corporations 
claim ownership of whatever advances these young 
researchers developed.
 A Kallan genetic designer named Ferrol Appertine 
was working hard to discover a new medicine to wipe 
out one of the nastier diseases to ever strike Vernex Keep, 
when she inadvertently discovered a chemical process 
that, if followed accurately, converted amino acids into 
precious water. Pure water. Clean water. Water shortages 
had been reported on some planets. It seemed a simple 
solution: taking something common and converting it into 
something valuable. Forget lead into gold, this was the new 
alchemy. 
 The only problem she faced was that the most 
common source for amino acids - blood - was not easily 
surrendered and citizens were not prone to volunteering 
for medical experiments. She had to find ways to gather the 
blood that she needed to convert. She kept this procedure 
for herself, later selling it to smugglers who often worked 
in seedier parts of the galaxy. 
 For centuries, people followed her teachings. These 
days, alchemists travel around looking for either volunteers 
or fresh corpses for the blood they need for their process, 
sometimes joining up with traveling parties to have access 
to any bodies they might encounter. Often alchemists work 
in clinics or with private doctors for the same reason. The 
Armada employs them with their own scouting and war 
parties to clean up any battlefields once their warriors 
achieve victory.
 But some alchemists have become much more 
extreme in their pursuit and follow the path that Appertine 

followed herself. It has long been a topic of debate on 
whether Appertine lost her mind or not, but it was the path 
that led her to her own demise. The extremists become 
effective killers taking the blood from their victims in order 
to begin the process. Such extremists are often not trusted 
and have met with public disdain of all the scientific 
Registries.
 Amino Acids taken from the blood do not provide 
much water. A pint of pure water may be gathered by 
draining half a dozen bodies of every drop of blood, more 
than that are required if the donors are volunteering. It 
is very tedious work with little reward, but some say the 
chance at making a change is worth the hard life.

Appertine was met with great riches. Her students 
were able to recycle the blood of people that had perished 
to the conditions of a rather inhospitable planet and 
survive the elements. More people were coming to her 
asking her to teach them her ways. She eventually had to 
quit her job with the corporation to meet the demand for 
her technique.

The corporations had, of course, taken notice. 
Word of her discovery had gotten around to a number of 
planets, and the people she had once worked for realized 
that she had been working for them when she made 
her grand discovery, which meant she had to be using 
their lab to make her discovery. If that were so, then that 
corporation was the true owner of her methods and not 
Appertine herself. 

Going along with this belief, the corporation 
pursued the rights to Appertine’s discovery through all the 
legal channels including the Table of Honor. But Appertine 
never showed up to the Table, which meant by law that she 
forfeited her side of the argument. The corporation won by 
default. But by that time, Appertine had relocated to one of 
the water starved planets with the first of her students, the 
first of all the Alchemists.

Alchemy, of course, was not the only science 
to form out of the various research. There were some 
researchers that had Anan’Re training that were 
experimenting with the mental control over their muscles 
that they had learned from Balandas Academy. Their 
mental control over their somatic responses was so refined 
that they could literally ingest poison and pass it without 
facing any harsh side effects. With much practice, they 
could even develop a taste for the different poisons and 
build up a strong immunity to them. It was not a practice 
for the squeamish or the weak, but it was a profitable 
practice in a time when assassinations were starting to 
become commonplace.

Known as the Poison-Tasters, these researchers 
would train themselves as fighters and soldiers, but 
would also build up their immunities to many common 
toxins, including drugs, to ensure the safety of whatever 
client wanted to pay their enormous fees. They were, 
after all, risking their lives ingesting these toxins and 
rightly felt they should be evenly compensated. Lucky for 
them, most of the paranoid businessmen and politicians 
agreed with their fees. It was also discovered that their 
extreme knowledge of poisons made the Poison-Taster 
extraordinary assassins, especially when their clients 



would ask them to sample their food first to make sure it 
was safe. It was not uncommon for an assassin to gain the 
trust of his mark before delivering the death stroke.

PARLIAMENT FRACTURES
Consular of Parliament come from all walks of 

life, from every planet in the galaxy and a few that were 
supplanted by the Registries in the hope they could be 
controlled. The Registries were assumed to be completely 
loyal to Parliament, but even they would bend to the power 
of the cuble. Money and corruption began to change their 
opinions on many key issues in government, and the truth 
could not be hidden for long. 
 Corruption and greed began to flood the halls 
of Parliament, and some Consular began betraying the 
trust of the seats they held. Individual Consular started 
putting their votes up for sale, taking payoffs from 
whatever corporation, cartel or Registry that would pay 
their greed. Rumor of this spread – probably fueled by 
the Korin’Gegaira – and Consular began distrusting one 
another. 
 One by one, the vast majority of the Consular were 
arrested, enslaved, killed or disappeared for whatever 
reasons. It was as if a grand crusade happened and the evil 
members of Parliament were falling one black heart at a 
time.
 It helped purify the halls of Parliament, but there 
was no longer the necessary number of representatives 
to get any votes accomplished. The remaining members 
feared the people of the Accordance would see how 
weakened they were and would take some sort of violent 
action…or worse.

Official charges were filed in the halls of 
Parliament, and authorities were involved. Consular were 
losing their positions in Parliament. Due to this, Parliament 
began losing the numbers they needed to pass votes on 
actions and coming to a standstill. Registries, no longer 
receiving orders from Parliament, were acting on their 
own. 
 Parliament had enough money to keep the business 
of government going for a limited amount of time while 
new Consular were elected, but they knew they would run 
out of money before any newly elected Consular would 
make it to the vacant seats. Parliament began borrowing 
money from the biggest of the corporations to keep afloat, 
which the corporations had no problem with, in exchange 
for favors. 

Corporations were reaping the benefits, but only 
for a short while. It was beginning to look like Parliament 
would crumble, and if the governmental body of the galaxy 
falls, its monetary system goes with it. Should Parliament 
actually fail, the cuble would be worthless. Due to this, the 
corporations started helping Parliament recover. 

One such corporation was known as Rikon 
Corporation, who loaned Parliament a good amount of 
money in exchange for one favor, that they would be the 
sole corporation to handle the distribution of all natural 
resources throughout all of Vernex Keep. Parliament 
agreed. With this agreement, now all member planets 
would house mining colonies that were controlled by 
Parliament. Any resources mined would be sold to Rikon 
Corporation by the Province Master of each colony, and 
Rikon Corporation would then in turn sell those resources 
to other planets that needed them or could afford them. 

This meant that Rikon was making regular trips aboard 
Limthrakk vessels. It was a great system for planets rich in 
resources and those that were not as fortunate, for instance. 
Due to Parliament’s other dealings, the Limthrakk Armada 
would still be used as security for any shipments that went 
either through space or any spaceports.

Other factions started moving in on Parliament’s 
failure, trying to take advantage of the Fracture and 
wrest control away from the Registries. The Founders 
have stepped up to help Parliament stay self-dependent. 
Unknown to the rest of the galaxy, they have their limits. 

Corporations, desperate to make sure the cuble 
doesn’t lose its value, have moved in to take control of 
Parliament, taking the future of the cuble in their own 
hands. Some amongst the religious have even stepped 
forth, trying to take control of Parliament so it can be 
handed over to the Magistrate, and there are those amongst 
the religious that wish to take control of Parliament for 
their own needs. This is not to mention the cartels and 
crime lords that wish to take control of Parliament.

But other problems were arising. More serious 
ones.

THE FIRST SIGNS OF RAGE
Ever since the War of the Invaders, Parliament had 

been working with the Limthrakk Armada on an alliance 
to defeat any new space faring threat. They had discussed 
strategies, but no real decisions were made. And then it 
was too late. 

Guardsmen had stopped an assassination attempt 
on a Province Knight when they accidentally killed the 
assassin. Right before their eyes, the assassin’s facial 
features melted away and became much paler. They 
scanned the blood as it spilled out of him. It was initially 
showing up as that of the man they shot, but then the scan 
failed, as the DNA was falling apart. It was clear to them 
this assassin was a clone. They knew of cloning technology, 
but not on a level such as this. It was their first sign that 
there was something far more sinister going on in the 
Provinces than they were previously aware of.
THE RAGE PROSPERS

An ancient race known as the Aknor were rumored 
to exist, but no one had ever seen one. They were rumored 
to be a highly advanced race that had created all the other 
races on their planet, if they even had a planet. Some 
Korin’Gegaira prophesized the Aknor were a space-faring 
race from the moment of their inception; as in they had no 
actual homeworld, but always lived on their vessels. 

It is said the Aknor created a clone race known as 
the Akken, and that they are fully entrenched in Vernex 
Keep in all walks of life – so much so that no one knows 
how many Akken are in Vernex Keep. These clones can 
look like anyone which makes them exceptional spies. 

Apparently, these Akken have been watching 
events in Vernex Keep and reporting back to the Aknor 
through means that can not be explained. Now that 
Parliament is facing its greatest challenge and factions are 
clamoring for control, the Aknor have sent in agents to take 
the government over for them. This has caused some to 
believe the Aknor may have been responsible for the War 



of the Invaders, but that is still only speculation.

ENTER THE RELIGIONS
Parliament was still short some of the money 

they needed to continue. In almost the zero hour before 
Parliament was forced to close their doors forever, two 
members of the religious group Korin’Gegaira came 
before Parliament and gave them enough money to cover 
their expenses over the next few years. The Korin’Gegaira 
members said this money was from the Magistrate herself, 
and the only thing she wanted in return was for the 
members of Parliament to be comfortable seeking out the 
advice of the Council of Lorei when faced with difficult 
decisions, or at any time they felt they needed guidance or 
advice. Parliament was happy to accept the offer and the 
money.

Once Parliament was saved, at least for a time, 
they instantly went to work. Some members of Parliament 
felt that the new Consular would not be elected in time, 
and that action had to be taken while they still had a 
chance, thanks to the kindness of the Magistrate and her 
Korin’Gegaira. They insisted the Accordance needed a 
constitution, and that Parliament as it was that day had 
enough members to draft this constitution before the new 
Consular would be elected. The majority agreed and the 
discussion began. In less than a year, the first constitution 
of Parliament was completed by everyone in attendance. 
This document has been written, but there are currently 
not enough Consular in Parliament to ratify this new 
Constitution, making the upcoming elections that much 
more important.

In this time, elected Consular would consult the 
Korin’Gegaira for advice before voting on any action 
in Parliament. Being prophets of the Guardians, the 
Korin’Gegaira were glad to give their advice. The Consular 
would ask the prophets what effect a certain action would 
have on the members of the Accordance if it passed, 
and the Korin’Gegaira would perform a ritual to see the 
most likely possible outcome of the law and they would 
communicate this to the Consular, whom would then vote 
accordingly. This process often took a while; a day at least.

As time went on, the Consular came to the 
Korin’Gegaira less and less. It was not that they were losing 
faith in the Korin’Gegaira, but it was the re-emergence of 
the Enasun that attracted the attention of the Consular. 
The Enasun would expertly use reason and intelligence to 
predict the outcome of certain laws and the effect it would 
have on the populace. They were just as accurate as the 
Korin’Gegaira, moreso in some cases, and they reached 
their conclusions in a matter of moments or hours versus 
the minimum one day required by the Korin’Gegaira. 
Consular were consulting with the Enasun again, and their 
former shame was starting to diminish.

The Korin’Gegaira had always theorized a time 
when science would gain in prominence and grab the 
attention of the faithful away from the faith. They saw 
that theory come to life many years sooner than they had 
predicted. The Korin’Gegaira knew this would threaten 
their very existence, or at least had the potential to. 
They began to accuse certain members of the Enasun of 

being incompetent, and to make other members of the 
Enasun disappear altogether. It was an action that some 
amongst the religious claimed was not becoming of a 
devout worshipper, but something the Korin’Gegaira 
claimed would benefit their religion. After all, the masses 
were blindly following the new fad of science and it was 
leading them into their own demise, either secularly or 
spiritually. That was something all of the devout agreed 
with, but the methods were still uncomfortable to them. 
It was only when the Magistrate secretly accepted such 
behavior that the rest of the devout started to see the 
necessity of deception and consolation as methods of 
divine righteousness. The devout, the graduates of the Von 
Ehrich Academy and the spiritual leaders of Vernex Keep, 
would have to do things seen as sins by the masses in order 
to lead the masses back to the glory of the Guardians. So 
mote it.

RELIGIOUS FACTIONS
As members of the Council of Lorei, the 

Korin’Gegaira are the prophets, the ones that could divine 
truths by speaking with the Guardians. Theirs is the world 
of visions and signs. The Gemerasha are missionaries that 
travel to the worst parts of the galaxy taking the word 
of the Guardian with them. At least this is what they 
are doing when not serving as the Magistrate’s personal 
militia.

As one can see, the differences are so apparent 
that the subdivisions did not see eye to eye on all matters 
religious. There were different Guardians to worship, and 
each one preached different words. Sometimes the words 
of the Guardians conflicted, and it was up to the devout 
to decipher the meaning and answer the questions of the 
masses when they asked about the obvious contradictions.

But it went much deeper than that. The devout 
were noticing amongst their own kind that the messages 
were beginning to conflict. Not a single one amongst them 
could honestly follow their Guardian and believe the word 
of another Guardian over the one they chose to worship, 
and this led to strife on top of the strife that already existed.

Members of the Korin’Gegaira were getting 
conflicting visions and messages, and various sects 
were forming around each separate belief. The differing 
ideologies led to more than disagreements. The prophets, 
the twisted politicians amongst the Devout, each had to 
prove that their Guardian was the bearer of the Word 
and the Devout preaching conflicting messages were not 
speaking the true Word. This led to Devout spreading lies 
about other Devout, slandering those of beliefs other than 
their own.  

THE RELIGIONS FALTERED
The machinations of the Korin’Gegaira moved 

forth, but their victory was short lived. The Enasun 
continued working for the corporations and the common 
man, employing their uses elsewhere, becoming a 
threatening force in daily business. More and more 
businessmen were turning to the Enasun and the sciences 
they knew finding faith in science more than in religion. 

Parliament determined that each planet would be 



allowed to govern itself, and that Parliament would remain 
a quiet governing body, working on maintaining law and 
commerce instead of passing a new law every day. With 
this approach, the Consulars’ need of the Korin’Gegaira 
lessened even more. What they thought they had won with 
Parliament ended when Parliament gave control back to 
the Provinces, the areas that were gaining trust with the 
Enasun.

RELIGION CHANGES ITS FACE
In an effort to attract followers, the devout were 

forced to alter how they worshipped. Some began to 
use meditation as a form of worship, some music and 
some others turned to even darker arts. Some had begun 
speaking with the dead, while others would hunt down 
a small animal and cut open its insides to find the divine 
answer that lie within the animal’s bowels. 

While this was going on, there were new ministers 
sprouting up all over the galaxy claiming to have a direct 
line of communication with a Guardian that no one had 
ever heard of before. It is true that the Trahk created the 
Guardians and asked the people to speak to them and 
not It when they were asking for something. What is not 
recorded is the actual number of Guardians the Trahk 
created. It is, therefore, possible that there are Guardians 
that had kept quiet over the years, or that the Trahk is 
creating new Guardians to meet with the changing times. 
What people are curious about is that if the Trahk were 
creating new Guardians, why would It not share this 
information with the established preachers of his word? 

In some of the Provinces throughout the galaxy, 
people that had never stood before a crowd were preaching 
of a new Guardian and the important message that he 
had to impart. What scared the devout the most was that 
some people were actually stopping to listen to these new 
fangled preachers, hearing their cries of new Guardians 
and new divine promises. It was something the devout 
wanted to curb yet motivate at the same time. 

They wanted to stop random people from 
becoming official preachers of doctrine, but then again 
this practice was leading people back into the established 
Syrjahn, so they did not curtail this practice too loudly. 
They would turn a blind eye to these newly appointed 
preachers that would draw some sort of divine looking 
runes on the streets in chalk then stand on top of boxes 
and preach of something the devout had never even heard 
of before. Some streets in the provinces would have more 
than one of these newly inspired prophets reaching out 
to the masses as they were walking by, trying to convince 
them to see the way of their newly discovered Guardian. 
Some stopped to listen. Most did not. The obvious signs of 
failure stopped some from preaching, but some continued 
despite being repeatedly ignored.

NONALIGNED TERRITORIES
The areas and planets outside of Vernex Keep that 

are not members of the People’s Accordance of Rule are 
known as nonaligned. This is not to say that these people 
are less educated or more savage than the people of the 
Accordance, it simply means their planet has not been 

offered membership in the Accordance or has turned it 
down for whatever reasons.

Nonaligned territories are under their own rule. 
They govern themselves how they see fit, and it is usually 
a way that is decided for by a ruling minority. Different 
territories are governed by a tyranny such as a kingdom, a 
tribal council, an elder council, a religious leader, a ruling 
family, a business, a godlike avatar, etc. And each set 
territory is united around that one common theme.

The monetary system of Vernex Keep is used 
sparingly in the nonaligned territories since they are not 
members of the Accordance. These territories have their 
own currency system that is more established around even 
trade. Both parties look at the personal value of the item; 
not the appraisal value, but a value based on personal use 
and need. This is preferred over any currency exchange 
system used in the Accordance. This is another reason 
many territories do not want to join the Accordance, they 
do not want a currency system forced upon them, and that 
is exactly what Parliament would do (the ambassadors 
assure them this will not happen, but they do not listen, of 
course).

Port colonies accept cubles as a form of payment. 
The reason is strictly business. The same businesses in 
the territories also exist inside Accordance space. Any 
money they make in the port colonies can be funneled back 
into their province holdings, making them a hefty profit. 
Businesses and corporations have more authority in the 
territories than the Registries do.

Interstellar space travel is a huge business for the 
Limthrakk Armada. Their branch of service known as 
Caravan does most of its business in the Accordance, and 
as such, the Limthrakk have adopted the cuble as their 
official form of money.

Not all settlements in the territories are allied with 
one another. In fact, many have had long standing rivalries 
that the Accordance can do nothing about save for stand 
back and watch. There are some settlements that were 
chosen for membership in the Accordance, but due to a 
lasting feud with another settlement, the invitation is on 
hold until the conflict is halted. The Accordance is looking 
to take new prospects under its wing, people they can help 
that can help them in return; the last thing the Accordance 
wants to do is ally with one person in a feud creating a 
new enemy to fight against the Accordance due to its most 
recent alliance.

Territories take care of their own law, sometimes 
with a hired security force, sometimes with a volunteer 
militia, sometimes an established military order, and 
a rare few times each person handles their own justice 
through the barrels of their side arms. In these places, 
establishments will have signs in the windows letting 
potential customers know this, signs like “NO Corporates” 
or something to that effect.

AND NOW  . . .
Citizens now go about their daily routine accepting 

unimaginable conditions trying to make some sort of a 
living for themselves and their families. They know there 
is something out there lurking in the shadows trying not to 



destroy them, but to control them. Something that wants to 
make them fail. They do their best to provide for the safety 
and security of their families.

Most actively and openly oppose the Rage and 
all that it taints. They know that the seduction of deceit 
and power will bring them nothing but emptiness in the 
end. There are, of course, those, a small number but still 
present nonetheless, that have allowed - either through 
weakness or greed - for the Rage to enter their lives and 
guide them to whatever destiny the Rage chooses for them, 
for those of the Rage do not choose their own destiny, it is 
decided for them. The Rage now exists on every planet in 
the Accordance, and even a few that the Accordance has 
not gotten to yet. Its power is small compared to that of 
the Trahk, but the Rage is gathering new followers every 
day. It will take many centuries, but one day the Rage will 
have taken enough followers from the Trahk to stand in 
defiance, but until then, the conflict between the Trahk and 
the Rage will continue.

This is the story of that conflict. This is the story 
of a far away galaxy fighting for freedom, fighting for a 
peaceful future for their children and their families. This is 
not about one world, but many. It is not about one people, 
but many. This is a fable of good and evil. It is about the 
providers, the pushers, the abusers, the suppliers and the 
takers.

This is the story of the Worlds of Rage

-from the journals of Tepool Tharn, Justice 
Valorous. Justice Valorous was executed shortly before 
this tome was discovered, having been arrested for treason 
in the highest degree. This was his final text. 

PLANETS OF VERNEX KEEP
The Limthrakk call their system Kilta 9 in honor of 

the nine Great Houses of the Brass Command, three Great 
Houses to each planet with a number of lesser Houses 
allied to each Great House. Their three planets are Kiltaren, 
Kiltamnes and Kilta’Avril. Due to Limthrakk secrecy, 
outsiders know little to nothing about these planets.

There other planets are dominated by the Kallan 
and the Groon. These include:

Merrikkon. Center to all Parliament government, 
this bustling province is divided amongst Kallan and 
Limthrakk equally with Groon claiming subterranean 
territory. Parliament has it’s own portion of the planet 
reserved for government, and corporations can be found in 
all corners. Since Groon live under the surface, there is no 
telling how much of the planet they have covered.

Issp Avarel. The most productive mining colony 
in the galaxy. What small patches of land do exist are 
controlled mostly by corporations, but a few are run by 
criminal organizations.

Val Morshek. A haven for food production 
corporations that also serves as home to scientists involved 
in genetic design research, designing and creating the food 

of the future.

Pakisch. Known as simply an ocean world which 
gives it a thriving mining community, as well as having 
mountainous religious retreats. Jungle lands have been 
urbanized for business, recreation, etc.

Rahmesh. One of the most war-ravaged planets in 
all known space, Rahmesh plays host to many businesses, 
corporations and criminal organizations found in the entire 
galaxy. For the right price, anything can be found or done 
here.

Gaffel Ro. A resort planet that caters to  
entertainment facilities, casinos, fine dining, brothels, 
vacation resorts, sports complexes, concert halls, etc.

Den Lebar. A heavily forested planet where a 
majority of food production comes from, containing a good 
number of food corporations, biospheres and plans for 
much expansion.

Von Ehrich. A planet-wide religious commune 
that trains the priests of the future, also serves as a haven 
for travelling missionaries as they preach the word of their 
Guardian.

Nezra Karn. The only known place in all the galaxy 
where Ryydian has been found above water. Since then, it 
has been overrun by Parliament and others seeking to lay 
claim to her hidden wealth.

The Nances. A once privately owned planet that 
had leased out and sold land to big businesses that now has 
no free land masses remaining. Everything on the surface is 
owned by a variety of different corporations.

Senja. The one-time homeworld of the Groon is 
now a deserted, lifeless husk with nothing to offer. It is 
avoided, scorned.



to go. The only problem is this is Groon territory only. 
They have access passages in most alleyways and byways 
throughout every province and territory. Many Groon are 
known for going off on their own and disappearing in a 
nearby alleyway, only to get where the rest of the party is 
going before the rest of the team gets there.

There are any number of small colonies dispersed 
throughout the galaxy. All such colonies tend to have 
something in common, be it mining colonies, warrior 
tribes, hunting packs, extended families, religious cults, 
feudal societies, mystic covens, etc. Only the Trahk knows 
the total number of colonies in these worlds and the 
variations of their diversity, but the same goes for all; each 
one has its own design, rules and architecture reflecting the 
overall theme of the colony. Some of these are connected to 
an established province. Others are not even inside the rule 
of the Accordance.

Travelers can always buy a ticket to Caravan 
and tour Vernex Keep. A series of massive vessels travel 
from one end of the galaxy to the next stopping at main 
spaceports and space stations along the way. All are 
welcomed to ride as long as the appropriate amount of 
cubles are fronted and the rules obeyed.

Most stay in bunker-type beds that are amassed in 
a large room at the back end of the ship, but for the right 
price, travelers can have their own suite.

All the major businesses have branches on Caravan 
ships and there are business owners and  employees 
that choose to take up residence on the Caravan ships 
to conduct their business from the halls of the massive 
vessels.

Passengers on Caravan vessels need not worry 
about security, for each ship is staffed with soldiers of the 
Armada and only a fool would challenge their authority. 
Those who step out of line could find themselves arrested, 
marooned or just lost somewhere in the bowels of a very 
large and unfriendly vessel; a place no healthy person 
wants to be. 

Each vessel on Caravan comes equipped with 
living accommodations, entertainment, popular business, 
Bastion, eateries, and, just in case, external weapons. One 
never knows.

Vessels with the capability to travel from planet 
to planet are not privately owned, since very few people 
if any in the entire galaxy has enough money to afford a 
space-faring vessel. Any vessel capable of such travel is 
likely owned by the Limthrakk Armada, and either they or 
Travelcor keep track of all shipping manifests, commercial 
travel, industrial delivery and all other forms of space 
travel. If you are traveling the stars in Vernex Keep, you 
are on a ship they own, they know who you are, where you 
come from, what you are hauling and where you are going. 
They want only productive citizens to use space travel 
wisely, they don’t want it made available to any hired gun 
with a spur in his pants and something to prove.

But land based vehicles are privately owned. There 
are different varieties; some that hover, some that move 
on wheels and even some that move on treads. Each of the 
more modern vehicles takes the owner’s cuble card - his 
bank card and ID card - as the key that starts the engine; 

PHYSICAL APPEARANCE
There is a darkness none can deny. Not the kind 

of dark you see in space, but the kind of dark that fills the 
heart with dread. There seems to be little hope with the 
number of Ragechildrene (silent ‘e’) increasing steadfast 
every day.

The provinces - mostly on the bigger planets - are 
highly industrial. They are run by the corporate cuble and 
the vote of conflicting Registrars. Vagabonds beg. Gypsies 
try to sell you their wares. Thieves try to take what they 
want from you. Neurogues scream of injustices in the 
highest levels, and religious freaks preach aloud about the 
teachings of some Guardian no one else has ever heard of 
that might or might not be real, but who cares?

Citizens work but rarely hold a steady job. Some 
citizens hold down two or three - sometimes four - jobs just 
to break even, sometimes even accepting work they are not 
trained to do or are morally repulsed by. Crime is on the 
rise paving the way for hordes of illegal activities. Even 
thieves have to make a living.

The provinces are bright at night. Overpopulation 
has pushed housing tenements over 100 floors tall. Few 
citizens live in lavish quarters and even fewer own their 
own home. Most citizens have gotten accustomed to living 
inside their store or workplace.

The streets are alive with the lights of passing 
vehicles, the holographic signs of merchant businesses, 
busy citizens marching from place to place in search of 
work, play or both. Holographic advertisements shine out 
of emitters on rotating bases suspended over the streets 
and alleyways telling citizens how to spend their money.

The skies glow with the light from nearby stars, 
traveling ships, circling satellites and the slow moving 
zeppelins of the Registry of Hazards who dispatch 
emergency crews should their searchlights find the need.

Roads are crowded with people on foot with 
the occasional rickshaw or Unidine moving about. The 
rickshaws are small carriages with poles coming out the 
front that a pilot holds while he runs, literally, from one 
place to the next, and the pilots of these rickshaws are 
either man or mechan. There are few actual carriages 
running about, and they are being pulled mostly by some 
exotic creature, whether artificial or imported from off 
world.

Above the streets are the cable cars. A system 
of wide tracks run over the streets with copper lines 
going down the middle of these tracks. Cable cars attach 
themselves to these copper lines by clamps overhead. The 
copper lines carry all the layout information of the province 
and guide the cable car’s navigation systems to the location 
in question not allowing it to travel any faster than the 
appropriated speed. Should two cable cars come within 
close proximity of each other that they may collide, the 
copper lines make both cars’ engines shut down so collision 
is avoided. After a few moments, one is started and moved 
away safely, then the other is started. Accidents are almost 
always completely avoided.

Below the streets lie an elaborate system of tunnels 
that go all over the provinces and territories leading a 
welcomed traveler anywhere in the province he wishes 



POPULATION
Three main races and one offshoot race have 

colonized the galaxy and the surrounding territories. Their 
chosen commerce forces them to deal with one another 
on a daily basis, whether they like to do so or not. Some 
have no problem with this. Others would prefer a different 
system of exchange.

To begin with, there are the Limthrakk. They were 
the first race to evolve and gain intelligence. They say 
this is proof that they are the Trahk’s favored, which of 
course could never be proven. Noble and methodical to 
the core, the Limthrakk are all about the improvement and 
dominance of their own people. 

The next to evolve were the Groon. Seen by most as 
savages, they were actually something far greater. 

Then came the Kallan, the most populous of all the 
races.

Each of the races has governed themselves ever 
since they evolved; the Groon formed a tribal mentality, the 
Kallan formed a working Parliament, and the Limthrakk 
ruled their own through military might. 

The Limthrakk, in the past few years, have 
developed new technologies in space travel at an alarming 
rate. They have used this technology to travel the galaxies 
discovering and uniting the people on all the nearby 
planets. They have sold transport to other races, expanding 
the hold the different governments have on the galaxy, and 
expanding their own pocketbooks as well (you didn’t think 
they would give rides for free now, did you?). 

without this particular card, the vehicle will not start. All 
applicable touch sensitive controls needed for piloting 
appear transparent on the front window. Controls in the 
window are touched and the vehicle will respond to the 
command. Even if it is one of the automatic variety that has 
a personality programmed in to the main computer where 
all you have to do is speak your commands, these controls 
will still be there.

A good majority of the access panels for computer 
terminals or even all computer systems on the bigger 
space vessels use hologram controls. When the user sits 
in the operator’s chair, the controls (set to each individual 
approved user’s preferences) appear either directly in front 
of them or laid out even to their lap, and all operations 
are performed using these hologram controls. Once the 
operator leaves this station and another takes it over, the 
controls appear in that operator’s preferences, not the 
preferences of the first operator.

This galaxy is far from pretty. The Rage is always 
out there recruiting citizens. Ragechildrene are spreading 
their corruption on to whomever will listen, and the 
number of citizens - even children - listening grows every 
night.

You’ve been lied to and you’ve been manipulated, 
probably by your closest friend, and you have no choice 
but to keep going back for more. This is life. This is how 
you provide for your family and your future, and you’re 
no different than anyone else you may encounter. We’re 
all trying to make a living, some of us more honestly than 
others. 

Unless, of course, the Rage is controlling you, too . 
. .



Recently, a tragedy has befallen the Kallan, for 
their government, their prized Parliament, has fractured 
due to bad decisions and internal strife. More than half 
of the elected consular awarded seats to Parliament have 
been shipped to Bastion for their punishment. Now, the 
Kallan are all about constructing and strengthening their 
Parliament, the governing body they hope will rise from 
the ashes and take them to new strengths and levels they 
never imagined possible. To do this, they have begun 
insinuating that people from the other races should seek 
seats in Parliament, including members of the religious 
ranks, in greater numbers than have ever been before.

When those guilty were sent off to face their 
punishment, they left a growing debt that carried with it 
the name of Parliament. If something were not done fast 
to pay their debts, the government system of the Kallan 
would crumble.

The Limthrakk were the first to offer monetary 
aid to Parliament. The Limthrakk had adopted to life and 
business with Parliament so much that they were not 
ready to let Parliament die. The cuble, the official monetary 
system of Parliament, had become the accepted form of 
currency amongst the Limthrakk, and if Parliament were 
to disappear, the cuble would become worthless. To the 
Limthrakk, it made sense to help Parliament out of its 
financial conundrum.

In a moment of clarity, a good number of the 
corporations stepped forth and gave Parliament the 
majority of the money it needed to curb its debtors for a 
while anyway. This brought the government close, but not 
totally out of the hole. Even though this bit of help was still 
short, the leaders of the corporations let Parliament know 
in not so subtle terms that they expected some form of 
political payback.

Just before the last of the debtors came marching 
through the door, members of the Korin’Gegaira came 
to Parliament bearing gifts, and these gifts were in the 
form of money. The money the Korin’Gegaira gave to 
Parliament was enough to pay all of its debts and keep it in 
operation to see it past the upcoming elections. It looks as 
if Parliament will continue onward, so long as the elections 
say so.

When the Korin’Gegaira gave Parliament the 
money, they said it was a gift from the Magistrate. To 
show their thanks, Parliament extended an invitation to the 
Magistrate, that she may have her own seat in Parliament 
amongst the Founders. The Magistrate has yet to accept 
this position, but the Korin’Gegaira were quick to offer 
their services as advisors to the delegates of Parliament. 
They felt that what Consular to Parliament would not 
benefit from a personal interpretation of the will of the 
Guardians when contemplating Parliamentary law? 
Many Consular took them up on their offer by employing 
individual members of the Korin’Gegaira as personal 
advisors and confidantes. Others were not quite so eager. 

And just one year ago, the Rage began to show 
itself.

MISSION
Players will take on the roles of people caught 

up in the action of the overall story. Parliament has 
fractured and is in the process of being rebuilt. Powerful 
organizations are trying to place people they feel they can 
control in the halls of Parliament, and other organizations 
are trying to stop them from placing their people so they 
can place their own people instead. Whether the player 
characters are those people or not is up to you, but their 
actions will have something to do with getting the right 
person in place and keeping someone else from getting the 
assignment they need.

Sometimes this is done thru espionage, treachery, 
assassination, information gathering, blackmail, etc. 
They can often do their part by picking up certain goods 
and delivering them where they are needed, or making 
sure someone else does not get those needed supplies. 
Sometimes shipping manifests have to be created or have 
to disappear. Sometimes flightplans need to be negotiated 
with the Limthrakk Armada and their prices are never 
cheap, sometimes their prices don’t even involve money, 
but favors, other pieces of information, etc.

It is also likely that the characters will have nothing 
to do with the actions of Parliament, preferring instead 
to live in the nonaligned territories, or take their chances 
exploring beyond the Outer Markers. Any setting the 
players and Narrator want to explore is possible with this 
rules set. 

Whereas the base storyline for Worlds of Rage 
is highly political, this does not shut out the possibility 
of action oriented adventures. There are always Sybre 
Districts to be wiped free of crime, combat sports to be 
played and nonaligned territories crawling with smugglers, 
slavers and other vermin.

Or, depending on your preferred style of play, it is 
always possible to play a growing criminal organization, 
working to dip into the Ryydian shipping trade, or selling 
slaves, maybe even taking up residence in a Sybre District 
somewhere and beating the Sky Pirates into submission. 

There are always religious themed stories that can 
be explored as well. The Magistrate could send the party 
into the deepest recesses of the nonaligned territories to 
take the Word to natives who just recently started speaking 
the common tongue only to find out the machinations of 
the Rage are in full swing. Or she could send the party 
more inward, all the way to Merrikkon, where a Parliament 
consular has requested to be absolved, and on his deathbed 
reveals a secret the party is unsure what to do with.

As possible as all these things are, mostly a 
WoR party will be comprised of a mixture of classes: 
ambassadorial, business, selfish, religious. The overall story 
should involve how it is they have come together to reach 
a common goal. The story should involve them personally, 
possibly even bringing their families into play, their 
futures, their pasts, their very lives.

Adventures in WoR don’t have to put the 
characters lives on the line - although they very well may 
- but another possibility is that the adventure will only 
threaten the character’s livelihoods.



GOVERNMENT

Vernex Keep is a galaxy comprised of native races 
that have at least in some way learned to live together for a 
common cause, their own survival. Prior to this, they had 
governed themselves in different ways. 

The Limthrakk, convinced of their own superiority, 
fashioned their government around their emerging 
military. By Limthrakk law, children will enter the Armada 
academy at age 9 and serve time in the service until they 
are 19, at which time they can choose to go career or not 
(only exception are those children who attend Von Ehrich 
instead). Whatever their military rank is at the time they 
leave the service lets them know exactly how much pull 
and power they have in their own culture, amongst their 
own people. 

Kilta 9 is comprised of three planets, each one 
having two moons. Each planet is run by a House, the 
ruling House of a planet known as a Corpulent House. 
All other Houses on that planet are allied or subservient 
– however they choose to define it – to the Corpulent 
House of that planet. The leaders of nine Houses, the three 
Corpulent and the next six in line, make up the ruling 
council known as Brass Command, the commanding 
officers for all the Limthrakk Armada. Since the Limthrakk 
people hold such pride in their Armada, they are inclined 
to serve their superiors without question, knowing this will 
bring honor and glory to their name and their House.

The Groon have always chose to value experience 
and wisdom over chance and theory. They form themselves 
into families or communities and are led by a council of 
the most elder in the community. By keeping everything 
within the family, the young are more inclined to behave 
since they are obeying the will of one of their own family 
members and not just some old codger that holds rank over 
them. 

Often the same Province will be home to more 
than one community of Groon, each one led and governed 
by its own council of elders. Each community has its own 
established borders which are patrolled and defended by 
a series of Hunting Packs, each one doubling as scouts and 
strike teams. Oftentimes borders will come under question 
and the Hunting Packs that serve that area will see to the 
confusion, often with swift and blinding violence.

The Kallan were the ones to devise a government 
system based on Parliament procedures. They knew 
that their civilization was centering itself around trade, 
commerce and the distribution of natural resources. Early 
on they assigned a certain department of their government 
to act as resource collector and distributor. This department 
was known as the Foundry, the Registry of Control, or, as 
they were commonly known, the Founders. 

One of the first actions of the Foundry was to 
ally itself strongly with the Limthrakk for purposes of 
space travel, and a corporation that specialized in the 
construction of starships. Having their own specially 
designed starships and the escort of the Armada, Foundry 
vessels scoured known space searching for any and all 
natural resources they could find, establishing trade routes 

and mining colonies around every fertile area they could 
find. Many of the modern Provinces were built in close 
proximity to the more fertile mines giving the citizens of 
the Provinces better access to the resources they were going 
to need. Once Ryydian and it’s properties were discovered, 
the true scope and power of the Foundry – the only name it 
goes by now – was finally discovered.

Before anyone knew what was going on, the 
Foundry had cornered the market on trade and commerce 
holding the economy of Vernex Keep in an iron fist. 
With a stranglehold on Ryydian and the partnership of 
the Limthrakk Armada, the Foundry had made itself 
invulnerable. The Foundry had rights and control over all 
mining colonies in all boundaries of Vernex Keep. Anyone 
mining inside the galaxy and not working for the Foundry 
soon found themselves relocated, attacked or chased out 
for one reason or another, and soon the mine would change 
hands to the Foundry. All Ryydian production was in the 
hands of the Foundry; no one else was able to find caches 
of Ryydian before they did. 

Seeing this newfound power, the Foundry took 
control of the Kallan government Parliament and based 
all Parliament procedures around the mining of natural 
resources and extending the boundaries of Vernex Keep 
to increase resource production. For their alliance, the 
Armada were allowed one Ryydian mine all their own that 
lie within Limthrakk space. But the Foundry had pulled 
one over on the Limthrakk, for the mine they were given 
produced only 20% of the yearly amount the Armada 
consumed. One way or another, they were being forced 
to continue their relationship with the Foundry. But the 
Foundry still needed a recurring flightplan to both harvest 
and deliver Ryydian to all points in the galaxy, so it seemed 
the Armada and the Foundry needed one another after all.

In order to ensure a solid working relationship, 
one unified government was formed amongst all the races 
of Vernex Keep. Seeing as how so much of life revolved 
around the consumption of Ryydian, it was decided that 
all Provinces and races of Vernex Keep would unite under 
the flag of Parliament, the one good idea the Kallan ever 
had (as the Limthrakk put it). Each planet in the Accorance 
elects a representative to a seat in Parliament as do 
members of the Limthrakk Armada, to secure their own 
interests. The religious do not have seats of their own, but 
many are hired by the elected representatives, known as 
Consular, as advisors in private counsel.

The ruling governance of Vernex Keep including 
all Provinces, mining colonies and starbases is known as 
Parliament, the People’s Accordance of Rule and also as the 
Accordance. 
 Every Registry in the Accordance has one Consular 
that sits in Parliament. Here, issues are discussed and laws 
are passed and appealed. Each Consular, at the close of 
the day, communicates with the Amadant on the planet 
he represents, and tells him of all suggested motions 
and issues of the day. These Amadants communicate 
with the Registrars who, in turn, with the help of all the 
Precepts, get the word to the Stewards. The members of 



each Chapter discuss these issues at their Assembly, and 
their decisions are forwarded back through the channels 
until the Amadant communicates the decision back to 
the Consular, who carries the word of his people back to 
Parliament to make his final vote. 

Each Consular of Parliament is allowed one vote. 
There must be a majority vote for the issue to pass. In 
the case of a tie, the matter reenters discussion. There are 
always an odd number of Consulars. 

When the Consular are faced with a decision, they 
contact the Registries to find out what they need to know. 
The Registries send their own people out to do what the 
Consular needs done, and the word is communicated back 
to the Consular through other people in his employ.

The Founders will always have the three seats at 
the front of all Parliament procedures, known as Regents. 

The Regents do little before Parliament save for 
sit in chairs higher from the floor than anyone else and 
observe while actions are discussed. Since the Foundry has 
taken control of Parliament without ever really joining it, 
the Regents do not vote in matters on the floor.

Regents, the overseer of all Consular, are not 
allowed to vote. Regents have two main powers; 1) to keep 
order during the discussion, and 2) the power to declare 
any motion dead if the matter is not producing progress.

They can bring matters to the floor, and they 
can reintroduce actions that were not resolved in earlier 
discussion. This is really all the power a Regent has, but, if 
done right, a Regent can have absolute power with what 
little they have.

In the past, the Founders have tried to have 
Regents of each race placed in the seats before Parliament 
in a gesture that says the Registry of Control does what it 
thinks is beneficial to all the races of the Accordance. This 
remains a matter of harsh debate.

 
Actions are brought before Parliament by any 

of the Consular. They are open to discussion, then the 
Consular convene for the day to check their sources and 
see what the people they represent have to say about the 
issue at hand. It is the responsibility of each Consular at 
this point to do some research on the topic of the action 
to see what the pros and cons of the action would be, 
and how, should it pass, it would affect life on the planet 
he represents. Since he does not have the time to do the 
footwork to investigate the opinions of the people on his 
home planet, the Consular go back through the Registries 
of the planet they represent sending word to all the chapter 
Stewards to gather the opinions of all Registered personnel 
on the matter at hand. The members gather information for 
the Steward on whatever matter they were told to address 
and report back their findings. Sometimes they know they 
are researching an action for Parliament, other times the 
truth is kept from them for whatever reason the Consular 
may have. Once they have thoroughly looked into the 
matter and have a better understanding of it, they report 
their findings back to their Steward. All in a day’s work.

 Each Chapter Steward then reports back to the 
Consular the findings of the Registry and what their 
collective vote on the matter will be. The Consular then 

goes back to Parliament to submit his vote on the issue. 
In doing so, he is saying his vote is the will of the people 
he represents. Whether he enters the vote of the Chapters 
or not is up to the individual Consular, but if he votes 
against the Registries, he had better have a good reason 
for doing so. The Registries vote their Consular in, so if 
he continuously votes against their findings, they may 
remember that when the next vote comes up.

The Trahk
The Guardians

Parliament
Consulars = Regent

         Amadant         Magistrate
         Caprice              Dirge
         Belvar        
                    

Justice        Justice        Justice
Vigorous = Generous = Valorous

Province   Province      Province
Master =   Knight =       Minister

Khymer*
Salvatore*
Goshin*
Lepku*

 Registrar              Malgate
 Precept               Theurge
 Steward                Regal
 Pliant              Canonion
 Initiate                 Patron
   Concile  
  Gainsay
  Feyra   Scion 

* = Limthrakk Armada ranks only



CONSULAR. Elected delegates that represent the planet 
in Parliament, each one has equal powers of an Amadant, 
but only in the halls of Parliament. Consular are elected 
by majority vote of the Province Masters and Registered 
Stewards of the planet they represent. 

AMADANT. The ruling power on any planet, his word 
speaks over any problem or decision inside his territories, 
which includes the planet itself, its immediate orbit and 
any orbiting satellites the planet may have.

CAPRICE. Chief advisory powers over a given area 
of influence that advise the Amadant on decisions to 
benefit the populace. Each one is given their assignment 
and given authority over their planet’s workings in that 
given department. Some of the titles amongst the Caprices 
are Caprice of Council, Caprice of Defense, Caprice of 
Resources, Caprice of Registries, Caprice of Religions, etc. 
These titles differ on each planet and with each different 
Amadant given what he feels is important.

BELVAR. The highest ranking military authority, the 
one who  determines and plans the military campaigns 
the soldiers will partake and commands the commanding 
officers on their mission.

JUSTICE VIGOROUS.. In times when the actions of 
the Registry Chapters come to odds with one another, this 
is the arbitrator that has the authority to summon each 
one to the Table of Honor and make them confer until a 
satisfactory end result is reached.

JUSTICE GENEROUS. This arbitrator deals with 
matters of personal conflict between private citizens. Each 
party tells their story over the Table of Honor, and the 
Justice guides them in reaching an agreement.

JUSTICE VALOROUS. An Arbitrator as above, but this 
one deals with disagreements amongst the religious ranks 
and the various Syrjahn and Quadalme of the province and 
surrounding areas.

PROVINCE MASTER. The ruling authority over a 
single province in the Accordance. He keeps informed of 
the actions of the Registries, acts as a go-between with the 
Amadant and the Registrars of all Registries on the planet, 
he enforces Parliament law and keeps the peace. Any 
wrongdoers that are brought to justice will have their case 
heard before the Province Master and the arresting officer, 
the Province Master having the authority to determine the 
punishment for wrongdoers. Also, the Province Master has 
the authority to schedule the events at the Table of Honor.

PROVINCE MINISTER. The official who keeps track 
of the actions and profits of the corporations and the local 
flow of money; more or less an overseer of the economy. 
He wants to improve life for the employed more than for 
the Registered. Also, it is his duty to insure that all bribes 
are paid as promised.

PROVINCE KNIGHT. One who takes charge of all 
military and law enforcement affairs and officers in the 
province whom would only assume such command in 
times of military conflict, civil unrest or other times as 
needed. The Province Knight has supreme authority 
and command over all enforcement units in his province 
dispatched by Parliament or local law, but not those of 
Brass Command.

KHYMER. A military rank. Khymers command all legions 
of soldiers and warriors at his disposal. Khymers lay out 
individual battle plans, study the enemy for weaknesses 
and direct the actions of the soldiers in his command.

SALVATORE. A military rank. The commanding officer 
over a single legion of soldiers. Should more than one 
legion fight on the same side, a Salvatore would command 
each legion and a Khymer would command all Salvatores.

GOSHIN. A military rank. The assistant to a Salvatore, he 
has command over single distributions inside one legion 
of soldiers. Should one legion be composed of ten smaller 
subdivisions, a Goshin would command each subdivision, 
all answering to the Salvatore, whom in turn answers to the 
Khymer.

LEPKU. All active military begin at this rank. This is the 
title for all entry-level soldiers, bottom of the line in the 
chain of command. The plural form of this word is Lepkun.

REGISTRAR. Overseer of all actions of all chapters of 
their Registry on the planet. The Registrar moves around 
often to keep up with all the chapters and roving members. 
Every Registry on every planet has at least one Registrar, 
few have more than one.

PRECEPT. Since a Registrar cannot be everywhere, 
assistants are hired to be the eyes, ears and sometimes 
voice of the Registrar in his absence. Often there are 3 
Precepts, but a Registrar is free to hire as many as he feels 
he needs.

STEWARD. The leader of a single Chapter of any 
Registry. Even if a province has multiple chapters of the 
same Registry, each chapter has only one Steward.

PLIANT. A chapter member of respect whom has been 
registered for a good amount of time and proven his worth.

INITIATE. A newly acquired chapter member, still 
waiting to prove his worth.

CONCILE. A citizen of a province, unregistered, who is 
still shown some amount of respect, often due to reputation 
or money, such as a wealthy employer or crime lord. He 
is often an important person in a corporation not wholly 
funded by one of the Registries. 
Conciles have NO-VOTE status.



GAINSAY. An average commoner, often employed 
by a corporation or street side food vendor. They are 
generally not concerned with the actions of Parliament or 
any governing body, they just want to make a living and 
provide for their families.
Gainsays have NO-VOTE status.

FEYRA. These are the freaks, the unwanted, the wretched, 
and the unemployed, unregistered disrespected scum of 
the province. They are looked at as no better than common 
household service mechans, if that. All have NO-VOTE 
status.

WORSHIP
Those who give themselves to their religion do 

not consider what they do to be a Registry, but the process 
of worship meets with the definition of a Registry. The 
religious do not send Consulars to Parliament nor do they 
wish to vote on secular matters. They are here to follow 
and spread the word of their Guardian and seek to do this 
only in a Quadalme in that Guardian’s name. Parliament 
has tried many times to invite the religious to have a 
seat in the Accordance, one for each Guardian, but it is 
consistently refused.

The worship of a Guardian takes place in a 
building known as a Syrjahn with a service that is known 
as Quadalme. These houses of worship exist for those who 
wish to find them. Syrjahn (the word being both singular 
and plural) are often gigantic buildings covered in runes 
that lie in settlements just outside any territory or province, 
but such could also be found on the back steps of any 
business in a dark alley in any Parliament province. Each 
syrjahn is constructed with a certain Guardian in mind, but 
all are welcome to worship, provided they do not openly 
worship the Rage.
 Membership in a religious circle is simple: find an 
established religious leader and follow his teachings; the 
faithful will be rewarded. Advancement in these circles is 
much more difficult and primarily reserved for those who 
wish to give their life to their faith. Great admiration and 
devotion must be displayed for a follower to advance in 
rank amongst the religious, and the follower must spread 
the word of the Guardian to all who will listen.

MAGISTRATE. The overseer of all actions of the 
religions while following her own, settling all conflicting 
matters with skill and diplomacy. The pursuit of the 
Faith is separate from actions in Parliament, even though 
Parliament still tries to lure the religious amongst their 
ranks. Even though the Magistrate assumes all power 
and authority over the Faith, rarely will she ever stand 
in opposition of Parliament, rather she prefers to keep 
support or arguments silent. To date, all Magistrates have 
been either Gemerasha or Korin’Gegaira, and have always 
been female. Often referred to simply as the Magistrate.

DIRGE. Since there are an uncountable number of 
Quadalme and Syrjahn throughout the galaxy, not to 
mention a growing number of Guardians, the Magistrate 
keeps assistants close by to help oversee the actions of 

the followers throughout the galaxy and beyond. These 
assistants, the Dirge, help gather information and spread 
the word the Magistrate wishes the Faithful to hear. Dirges 
for each Magistrate number anywhere between 3 or 12, 
however many the Magistrate believes she needs, but the 
number is always in a multiple of 3. The Dirge is the eyes, 
ears and voice of the Magistrate in her absence.

MALGATE. The highest authority of any settlement or 
gathering of Quadalme or Syrjahn. The authority over all 
teachers and educators at any religious encampment or 
structure. A learned wise one, older than most present, that 
holds venerable teachings and limited political pull within 
the settlement; often a liaison to any nearby provinces. 
Malgates have final say in all matters dealing with the 
settlement and all Quadalme and Syrjahn, and are the 
guest of honor at all karra bu’s and training sessions of the 
students.

THEURGE. The religious leader of any single Quadalme or 
Syrjahn. Only those of this rank or higher are allowed to teach, 
all others may only assist. If conducting lesson for an entire mass 
of citizens, the title of Theurge is correct. If conducting private 
lessons, the students address this one as Zikundo.

REGAL. The assistant to a Theurge, the Regal helps with 
the worship and training. Regal are allowed to help with the 
instruction of private students, but never at a procession of 
worship. Regals are more or less glorified assistants of the 
Theurge.
SCION. Not a regular part of the power structure but hardly 
unrecognizable either, Scions are the missionaries who choose 
to avoid the trappings of stagnant livelihood and travel the 
Accordance spreading the word and the Faith, gathering more 
followers for the Guardian of choice. Scions are welcomed at all 
proceedings, including worship and karra bu, but their word is 
sometimes overpowered by the Theurges bound to the settlement.

CANONION. One who is enthralled to a Theurge; a private 
student of the trade, be it Art or Faith. These are the ones who 
want to one day lead their own Quadalme or Syrjahn and study 
under a Theurge to do so. Some seek to be a Scion and spread the 
word to the masses.

PATRON. Any average member of worship that comes to 
Quadalme to process faith and devotion in the chosen Guardian 
of the Theurge and hear the good word of the Guardian the 
Theurge has to share. These are the ones that will not seek any 
higher rank amongst the Faith, and more than likely holds status 
in a corporation or Registry separate from the Quadalme.



most everyone refers to each one as “Registry of….,” each one has 
a proper name they use when amongst their own branch and 
amongst the company of other Registered personnel, slinging 
their name around as if it was a status symbol. The truth of the 
matter is few people outside the Registries care, remembering 
what they do is easier than remembering what pretty words they 
want to be known by. 

CIVILITY, the Registry of Hazards. 

 Times are hard. Life is unpredictable. The challenge of 
day-to-day life has caused economic unrest, and the shortage of 
natural resources in some areas is no help, either. The citizens of 
Vernex Keep have little chance at continuing employment with 
a steady paycheck. There are some who find their way into some 
sort of “job”; mostly food service, trash removal or some cleaning 
related employment. These “jobs” rarely earn enough to provide 
for the family and the employees, who are given no guarantees 
of ongoing employment, are often looked down upon by their 
betters.
 Citizens are educated in at least one craft or two - or or 
cash in on natural talent - and offer themselves for whatever work 
comes to them. Often considered educated citizens, payment 
options are higher and respect is greater for those that are 
Registered rather than those that seek an hourly shift.
 After completing the training in a given field, however 
such training is achieved, and the student must find a member of 
the corresponding Registry to apply for membership. Often the 
Registry representative will ask the student to prove his worth 
(since the representative’s name will be attached to the student 
should he go before the other members, the representative wants 
to ensure he is introducing a quality student, one that will be an 
asset to the Registry). Ultimately, only the representative can take 
the student before those in charge.
 The only way to join a Registry is for the representative 
to take the student before the members and ask for an Assembly 
to be called. At this Assembly, the student will be bombarded 
with questions and asked to perform additional tasks to prove 
his mettle. Upon completion, the student, if he has survived, is 
removed and the members discuss and vote. Only a majority vote 
grants membership to a student. From there, respect.
 Registries span all Parliament planets in the galaxy, and 
each has a say in the actions of local governance. A gathering of 
every member of a single Registry is virtually impossible given 
that each Registry has reach all over the Accordance. Rather, 
every Registry is divided into Chapters, often one Chapter per 
province but multiples are not unheard of. An Assembly is a 
gathering of the members of a Chapter, with members of other 
Chapters receiving an extended invitation. Every Chapter is 
invited to know what the others are doing, even if only at face 
value.
 When a citizen wants to enlist the assistance of a 
Registered professional, he must first seek out a representative 
of the Registry in question. The representative will take the client 
before the Steward where the client will plead his case, ask for 
help and discuss payment. The Steward decides whether the 
Chapter will help or not and who to assign to the matter in the 
Chapter’s name. Word will get down to the chosen member 
through established methods. All moneys from the clients are 
paid directly to the Steward, unless he chooses another to collect 
monies in his absence.
 Increasing in rank inside a Chapter is done by various 
methods. Some Chapter leaders, called Stewards, give a test to 
increase placement. Other stewards want mock combat. Some 
want the creation of impressive artwork. Some want a journey 
to the inner self. What each Steward wants is dependent upon 
the individual Steward, and sometimes they get their ideas 
from other Registries. Contrary to popular belief, however, 
the “accidental” death of one’s superior does not immediately 
guarantee that the next in line is given the title.
 Some of the Registries that membership may be sought 
in are as follows, but this is in no way a complete list, only a 
sampling. Each Registry is listed here with two names. Although

REGISTRY

 Those who respond to emergency calls within a 
province; mostly for buildings on fire or vehicle collisions. 
The zeppelins that fly overhead in industrial Accordance 
provinces are always on the lookout for emergency 
situations. Any that are discovered are reported to this 
Registry and the appropriate rescuers are dispatched.

FOUNDERS, the Registry of Control. 
 Those who control the mining colonies and the 
methods of distribution and travel for the natural resources 
uncovered, used, bought and consumed. They are involved 
from scanning the terrain, to mapping the terrain, to 
terraforming, building the mine, maintaining the mine, 
operating the mine, shipping the goods, hiring the miners, 
etc. Their Board of Directors was given the dubious honor 
of naming the three Regents that sit before Parliament and 
guide the discussion, an honor no other Registry has had to 
this day.

 The Parliament law enforcement service of all 
Accordance territories, or those soldiers who are patrolled 
by the Province Knight of those provinces. Put simply, the 
long arm of the law in any Accordance province. These are 
the ones who will apprehend the guilty and bring them 
before either the Province Master or Bastion, whomever is 
available at the time. This Registry has no authority over 
the Armada or any of its functions; they prefer to police 
their own. Also, this Registry has no authority outside the 
Accordance.
INFORMER, the Registry of Communication. 
 Those who produce and distribute the news, the 

stations (like Channel Mind), and the entertainment vids. They 
handle all market research as far as what people like and what 
they want more of. They also have a major hold on all video 
communications available in the Provinces. Only the multiple 
user shared hallucination has slipped through their fingers; 
apparently a corporation owns that.

MERCEX, the Registry of Commerce. 
 Those who watch over the dealings between the 
corporations and the Registries and keep things running smooth. 
They also try to make certain that money stays in constant flow 

from one pocket to the next, working in concert with the Province 
Minister. This Registry deals with the cuble and how it passes 
from hand to hand on a daily basis. All cuble card accounts are set 
up with and managed by this Registry. Transactions of any level 
will at one point or another cross the desk of a member of this 
Registry.

GUARDSMEN, the Registry of Enforcement. 



MIDDLETARY, the Registry of Entertainment. 
 Those who make the rules governing the entertainers 
and help them all stay employed. All public entertainers must 
be Registered if they want to be scheduled to perform anywhere 
inside the Accordance, and if they want to be paid. A deal 
between this Registry and the Registry of Commerce makes it 
certain entertainers can only get paid for their work through 
dealing with this Registry; it seems restrictive, but it is a deal that 
can be worth an awful lot of money.

SOMA AWARE, the Registry of Health. 
 Those who control the health houses and clinics 
of the Registered professionals in the medical field; 

treatment of the sick and injured. They are also involved 
in researching ways to advance medical knowledge 
and increase the ways that they can profit from the ever 
growing problem of random outbreaks of violence.

TRAVELCOR, the Registry of Travel. 
 Oversees public transportation from Province 
trams to shuttles en route to Caravan. They own and 
operate cargo vessels and cruisers not owned by the 
Armada or private corporations. They also own the smaller 
forms of public transportation within the provinces. For 
the rare occasion where a vessel is privately owned, it must 
be registered with this Registry, and all flight plans must 
be recorded before launch to ensure it will not interfere 
with the flight plan of another vessel. This Registry works 

to avoid accidents in the depths of space, because at the 
high velocities the ships travel at, if two were headed 
right for one another, neither one would be able to stop in 
time; flight plans keep this from happening. Flight plans 
within Accordance space are recorded by Travelcor, and 
any discrepancies are theirs to investigate and document 
for posterity. They also investigate collisions that happen 
outside Armada space.

VENDORMEN, the Registry of Tradesmen. 
 Those who follow and control the trade agreements 
between other Registries, corporations, the military, 
provinces, colonies and planets. It is their solemn duty to 
see that trade is running well. This does not mean they 
have say over currency, for that lies in the hands of another 
Registry. There are territories outside the hold of Vernex 
Keep that those of Vernex Keep still do business with. 
These Tradesmen keep track of what is running on the 
trade circuit, the value of certain items on the trade routes, 
who can be bought with what, and so on.

FUNCTION. Registries are recognized by Parliament 
as authorities in their respective fields but they are not 
considered established parts of Parliament, more like 
sublets, committees. 

 Registered experts can charge more for their 
services, and being a member of a local Registry helps 
a professional find work. This, of course, also gives the 

Registry certain levels of control over their members.
 Registries may control goods and services, but 
they still need corporations to supply them with their 
equipment, etc. Registries like to think they have status 
over corporations, but in truth they need corporations in 
order to survive.
 With the fracture happening in Parliament, it 
has been whispered in more than one Registry chapter 
that Registered personnel need to move into the halls of 
Parliament and establish order before someone else does. 
Nothing official has become of this. Yet.



 The different Registries, as much as they would 
like to, do not control everything. Those who are employed 
hold status all their own, most often through the power of 
the pocketbook, even though they hold no rank amongst 
Parliament and are not allowed a vote.
 Where the Registries have influence over defense, 
education, entertainment and politics, the corporations 
have influence over the food service industries, the 
financial institutions, the construction companies, private 
chartered transportation, the computer companies, etc.
 The Registries have direct control over the politics, 
while the corporations have direct control over money, 
pure and simple.
 Corporations have their hands in the harvesting 
of food, the construction of vessels, the sale of vehicles 
and weapons, etc. In short, the corporations supply the 
Registries with everything they need to get their work 
completed, and the corporations need the Registries for 
protection and to bring them business. Each employee in a 
corporation has NO-VOTE status, but it is not rare that the 
wishes of a corporation are heard on the floor of Parliament 
through a Registered professional that made a sweet deal 
with a local corporate representative. It is true that they 
are NO-VOTE citizens, but only a fool believes they are 
uninvolved in politics. There is too much money in politics 
for the corporations to ignore it completely.
 Corporations hire trained personnel and, in some 
cases, train the right personnel for the job. Continued 
employment in a corporation is never guaranteed, it is 
always based on the employee’s overall performance and 
productivity - or how happy he keeps his supervisors. 
Payment is somewhat regular, depending upon the profits 
and the success of the corporation. The employed also 
have to get use to the idea of having supervisors instruct 
their actions and constantly tell them what to do, while 
Registered professionals are, for the most part, their own 
boss. Corporations, however, hold the higher probability 
for profit than Registries do. Registries pay their citizens 
based on their rank, and the pay never changes until they 
advance in rank, which is a slow process. Corporations pay 
their citizens whatever they think is fair, based on profit, 
and increases in pay are commonly sought after.
 Highest probability for financial success and the 
lowest amount of employment security. Employment with 
a corporation can end for any number of reasons - poor 
performance, more highly qualified personnel come along, 
old age, the corporation is bought out, not enough profit 
to pay employees, etc - the circumstances differ with each 
corporation and employer. 

The corporations concern themselves greatly with 
the constant flow of money. That is the only way they earn 
a profit. To do this, they will do whatever it takes to make 
certain that their product or service is fresh, new and in 
demand. 

Given the rapid rate at which demands change 
with the consumers, corporations have to engage in 
corporate espionage to both get and keep their secrets.  

Agents are constantly placed inside corporations. 
These agents work for one corporation but get themselves 
hired by a competing corporation so that they can spy 
on the opposition and report their findings back to the 
corporation they give their allegiance to.

This practice is more commonplace than most 
people are comfortable with. For starters, it takes a huge 
amount of manipulation to get the mole hired by the target 
corporation in the first place and to keep any questions 
from being asked. That is hard enough. Then, to keep that 
mole inside the target corporation without being detected 
and without the secrets of his origins being discovered is a 
rather large amount of work.

Getting a mole hired is one thing. For the mole 
to get the information back to his original corporation 
without his treason being detected or traced is the trick. 
A good number of electronic communication methods are 
too easily discovered. Most moles rely on word of mouth 
to get secrets where they belong. This means they have to 
either risk detection by delivering the information to their 
true corporation without being discovered, or they have to 
work through a partner. Either way, this part of the job is 
the riskiest for any mole. That is why most have gotten to 
the point where they will learn everything they can about 
their target corporation, memorize it and disappear taking 
all the secrets of the target corporation to their original 
corporation delivering all the information at once in one 
bundle.
 Some of the corporations that citizens may 
be employed by are as follows, but this is in no way a 
complete list, only a sampling.

Artifice Incorporated. 

CORPORATIONS

 A research company built on the study of synthetic 
foods and drinks. At one point in time, they were creating 
synthetic animals. It is rumored they can create any form of 
synthetic life. These rumors were swiftly swept under the 
rug in the interest of better business, but such suggestions 
do not go unnoticed very long.

Galactic Challenges Corporation. 
 The business angle of all major sporting events 
including bloodball, cable racing, etc. They recruit players, 
organize teams, whip them into shape and monitor all 
sports betting and gambling houses across the galaxy. 
Often seen buying prisoners from Province Masters after 
guilt is determined and putting them into the wonderful 
field of prisoner spectator sports. Not all participants in 
these games are prisoners, some actually want to go career 
in the major spectator sports, some in more than one sport. 
Sure, there is good money to be made in a short period of 
time, but there are also great risks involved too. That is 
why no player is insured after the age of 25.

InDes Corporation. 
 Rumored to be an abbreviation for “intelligent 
design,” InDes considers themselves to be a worthy 
competitor for Artifice, one of the most successful 



corporations in the galaxy. They are relatively new, having 
only been in business the last three years, but InDes’ 
financial records have been impressive to say the least. 
They don’t share the same profit margin that Artifice does, 
but it looks like they soon will be standing on even ground, 
and Aritifice does not like this at all.

New World Corporation. 
 For more than 30 years, New World has been the 
centerpiece for all matters of public transport. New World 
builds most of the trams found in bigger provinces and 
puts much funding into various Caravans and a countless 
number of Port Colonies. A huge supplier of Travelcor, 
New World also does the Registry’s job for them when 
dealing with the nonaligned territories, meaning what the 
Registry of Travel does for Vernex Keep, New World does 
for the nonaligned territories without the control impulse 
problem the Registry of Travel has.

Protectoryte Industries. 
 Protectoryte manages the creation and distribution 
of pharmaceuticals all over the galaxy. They are the 
chief supplier for the Registry of Health and the Registry 
of Organic Improvement. Deals are made with other 
corporations and Registries involving how Protectoryte 
gets their ingredients in the first place, but there are also 
deals in play that keep people from asking too many 
questions.
 A string of smaller businesses that creates the 
software for Virtual School, they study and examine all 
forms of substances. Often contracted by the Registry of 
Organic Improvement to experiment on subjects small or 
large, depending on circumstances and geography. They 
also have a contracted arrangement where both develop 
and research pharmaceuticals together.

Rikon Corporation.
 In its infancy, Rikon Corporation consisted of 
scientists that worked in advisory capacity for any other 
corporation that needed educated eyes on their project. 
One donation to Parliament later, Rikon became solely 
responsible for the distribution of natural resources 
throughout the galaxy. They have since become intimately 
tied to both the Founders and the Armada, as they insist 
that Ryydian has now become a natural resource, a point 
the Armada is quick to argue.

Somatic Extent. 
 Those responsible for medical testing, studies and 
experiments that advance the knowledge of medicine. Not 
to be confused with the Registry of Health, this corporation 
is not about helping the injured and sick. They are about 
improving the already healthy individual that does not 
need current medical assistance. There is nothing in this 
corporation about curing illness or disease, but rather it is 
about looking for ways to make the perfectly healthy, non-
ailing organic body immune to all forms of disease.

They also experiment, repair and augment 
Mechabiology in organic customers; and they have control 

over the construction rights of service mechans. This covers 
anywhere from theoretical research, design, construction 
and application of said mechabiological parts to the body. 
Anywhere from the planning stage to the augmentation 
stage is under their control.

Sunstock Corporation. 
 An agricultural corporation that mans the 
biospheres helping to grow and distribute food. Supplying 
water to planets without is their main concern. There are 
contracts in existence with both the Guardsmen and the 
Armada about who will patrol the biospheres at what 
given times and all the various locations of the biospheres 
(don’t forget that some of the biospheres are being grown 
inside starships for security purposes).



In Vernex Keep, there are two grand military 
forces; two legal ones anyway. They are allied, but not 
under each other’s command. More times than not they 
will work together, but should a situation arise where one 
will not benefit, that military may choose not to involve 
itself in the affairs of the other. This, naturally, puts strain 
on the alliance, but each one is too wise to war with the 
other, mostly because neither one is completely convinced 
it can destroy the other. Not to mention they both need the 
other for continued survival.

Inside the ranks of Provincial government are 
the Guardsmen. They are trained to provide security 
for whatever Parliament Province they are assigned to, 
and will lead any investigations into theft, destruction or 
vandalism of any and all Parliament property including 
Consulars (exception being Limthrakks for Limthrakk 
Consulars have always used members of the Limthrakk 
Armada for protection). Put simply, they are the last and 
greatest line of defense and investigation in all Parliament 
provinces and territories.

One exception is that Guardsmen can never direct 
the course of any Parliament vessels or crewmates. Put 
simply, Guardsmen can lead an investigation into the death 
of a Consular on a Parliament vessel or station, but can not 
assume command. In Provinces, Guardsmen are under the 
Province Knight’s jurisdiction acting as front-line defense 
against criminal activity in the street and escorting any 
and all Ryydian shipments that travel through their area of 
their Province.

Guardsmen are explained in better detail in the 
CRIME section, page 33.

The Limthrakk Armada see themselves as the only 
real military unit in the galaxy, but it is believed this is 
because they are the unit with the large fleet of starships. 

The Groon were the first ones to design an 
engine that could carry a craft into outer space. They 
were uninterested in the technology and set it aside. 
The information “somehow” ended up in the hands of 
the Limthrakk, who designed the first starship using an 
engine very similar to the one the Groon designed. The 
Groon could have cared less, but the Kallan were certainly 
wondering.

The first starships used an MPRE engine like the 
ones today, but the Limthrakk were putting any element 
in there they could find – anything the containment field 
could hold as it was being constantly torn apart and fused 
again.

Different materials had different effects on the 
engines, some not working at all. It wasn’t until an amateur 
geologist wandering through the wrong part of the ship 
tripped over a bigger man’s foot and dropped the rock 
samples he was carrying that a new approach was born. 
Once a half pound fragment of a Ryydian stone fell into the 
containment field, the ship’s engines powered up to a level 
the engineering staff had never seen before. It was at that 
moment the Armada decided they needed more Ryydian.

Down on the planet surfaces, the Kallan had 
already begun using Ryydian, compressing it into crystals 

MILITARY
to store information and electricity, as well as hardening 
it out into blades for the Magistrate. Since it was a Kallan 
operation inside Parliament territory, the Guardsmen were 
in charge of security. The relationship between the Armada 
and the Guardsmen was forever forged.

Guardsmen have authority over all legal matters in 
all Parliament provinces. They are the first lines of justice 
and defense on the ground and in the air in all provinces. 
Should a known murderer be in a public establishment 
with six squads of Armada soldiers and one squad of 
Guardsmen, the Guardsmen would have the authority to 
make the arrest. The Armada could help if they wanted 
to, but it would be up to them. Should they not help, no 
one could say anything, for it is technically out of their 
jurisdiction to help (but the Guardsmen have rarely said 
anything when the Armada chose to help). 

Had that aforementioned murderer been a Kallan 
or Hybrid guilty of killing Limthrakk, than the Armada 
would have raced the Guardsmen to apprehend him. 
They would have had to hand him over to the Guardsmen 
had they caught him, but that is assuming the murderer 
survived. 

The same powers the Guardsmen have on the 
ground, the Armada has in space. All matters of justice 
and security belong to them on starships, space stations 
and anything not secured to the ground. Crimes that 
happen onboard starships or space stations are investigated 
and enforced by the Armada. The guilty are not sent to 
Bastion nor a Province Master, they are dealt with either 
by the ship’s Salvatore to be punished in whatever way 
he sees fit. Mostly this could be something simple like 
incarceration until the next destination, but sometimes the 
crime can be so bad the guilty is taken care of immediately. 
Permanently.

The most popular system of intergalactic travel, 
Caravan, is controlled by the Limthrakk, and therefore 
patrolled by the Limthrakk Armada. Any disturbances 
on Caravan vessels are handled by uniformed soliders of 
the Armada. Many young soldiers in the Armada spend 
their early careers as security personnel onboard Caravan 
vessels. 

Primarily civilian transport vessels, Caravan 
ships are not considered to be military vessels in and 
of themselves, but each one is patrolled and policed by 
military personnel. It deals directly with the arrangement 
that Brass Command has with Parliament. Since the 
Limthrakk have autonomous control over space travel, 
they decided to incorporate it with their military that way 
their investment would be secure.

Should something happen that the Armada 
personnel onboard feel would require an extended 
investigation, then the Salvatore calls for Emergency 
Protocols. What this means is that the ship pulls away from 
the rest of Caravan and holds their position in space, not 
moving and not allowing anyone to leave or board their 
ship. Should, for instance, a murder have occurred on 
board, it stands to reason that the murderer is still onboard. 
Should they not allow any shuttles to dock or detach, then 



the guilty is still onboard waiting for the trail of clues to 
lead the investigating soldiers right back to him. Only the 
Salvatore of the ship may call Emergency Protocols, and 
likewise is also the only person that can cancel the order as 
well.



 There are those whose religion is the strength of 
the mind not the blind worship of the Guardians or the 
Trahk. These “monks” as they are called do not believe 
the bedtime stories of the Trahk or the Guardians or any 
mystical beginnings no one can prove. There is a reason 
and a purpose for everything, and there is always evidence 
showing the way.

Their training is all about unity, making the mind 
and the body one with the soul. The mind is the center of 
all; it must be forged into an unbreakable weapon. The 
body is the temple, and it must be kept in the utmost 
perfection. And the soul is the fire that fuels everything 
into motion and keeps it young and powerful. 

ANAN’RE. Their collective was once joined with 
the Magistrate, but the more they learned about logic and 
science, the less belief they had in the Guardians. Now they 
have their own academy that stresses science and reason 
over fanciful religion, an arcane study that has no basis in 
fact at all. The religious are always approaching them in 
hopes of one day considering them allies and treating them 
as such. The Anan’Re are not bothered by this. After all, its 
better to have the religious right claiming friendship than 
hailing them as enemies.

Through training, the mind is strengthened 
through extreme education; psychology, meditation, 
science, chemistry, astrogation, physics and all other forms 
of higher learning. The body is strengthened through 
rigorous physical training including martial arts, weight 
training, calisthenics and proper eating. The soul is 
strengthened through camaraderie, individuality and a 
sense of accomplishment.

The Anan’Re put so much emphasis into higher 
order mental conditioning that they all seem to have the 
same drawback, they lose touch with their emotions.

Anan’Re stay in peak physical and mental 
condition by completing physical and mental exercises 
every day, sometimes both at the same time. They must 
meditate at least twice a day, they must work out their 
bodies for at least three hours a day and they must 
prepare their own food. Anan ‘Re are so conscious of the 
nourishment value of what they ingest that they will not 
ingest food others prepare. 

Some have been known to take drugs to focus their 
minds on their meditations and ignore outside influences. 
A rare few have experimented with the Knowing Drug 
believing that they are mentally more capable than the 
average user and will be able to retain what they learn. 
Fewer still had positive results with this endeavor.

Anan’Re give themselves away by their 
appearance. They always dress sensibly, not socially. 
Their eyes have a quality that seems to look through a 
person while speaking to them that some have found 
very intimidating. They speak in monotones having no 
emotional fluctuations about their voices whatsoever. It 
could be seen as though they were speaking down to others 
the way they talk.

The Anan ‘Re are perfectly comfortable around all 

matters of extreme intelligence and philosophy, what they 
are alien to is faith and emotion. 

No Guardian can supply help to the masses or else 
their existence would be unquestioned. Since nothing can 
be heard from any Guardian, there must be nothing truly 
there. The only true power in the galaxy lies within, and 
each and every one of us has it. To learn to display it, we 
only need to focus within.

The Anan’Re actively partake in a grand courtship 
with the Magistrate that the Enasun find offensive and 
erroneous. They consider what they do to be religion to 
a certain extent, but it is a religion that focuses inward 
encompassing the mind and body with the All or One, the 
nature of the universe and the placement of sentience in 
it all. Each Anan’Re sees himself in the universe, and the 
entire universe inside himself. He gets a sort of spiritual 
rise out of this theory that helps him focus his talents and 
his mind. 

 ENASUN. The Enasun believe in the mastery of the 
mind, that the mind is the ultimate weapon and must be 
cultivated, exercised and used.

Enasun are able to enter trances where esoteric 
concepts become clear to them. Their minds are like 
wondrous calculation machines. They can grasp advanced 
concepts of mathematics that many need machinery to 
calculate.

The Enasun were created by a group of 
intellectuals that wanted to unlock the full potential of 
the mind, if for nothing more than to learn to accurately 
predict the future without relying on the so-called visions 
and “dreams” of the Korin’Gegaira. They found themselves 
capable of doing so if they studied history, psychology, 
sociology and government. Enasun must learn something new 
every day.
 They are not warriors, but they can study 
geography, tactics and strategy and determine the best 
course of military action in any given battlefield. That 
is why many are hired by mercenaries to detect traps, 
ambushes or lay out battle plans. A good number of 
Enasun have also become Poison-Tasters to employ their 
talents. The majority of Enasun will be doctors, engineers, 
scientists; somehow employed in various highly intellectual 
positions and fields. Enasun are also being hired as couriers 
at an alarming rate. Employers are wanting someone that 
can memorize a very detailed message in its entirety, and 
the Enasun have trained their minds to perform in ways 
that match this need perfectly. 

The Enasun prefer to turn their back on religion 
as a whole, preferring instead the pursuit of professional 
thinking and reasoning, employing themselves as 
reasoners, strategists, tacticians, futurists, etc. They see 
religion, or any application thereof, as a crutch, a way 
of slowing down the mind and leading it astray. They 
would never allow themselves to be duped, as they see 
it, with promises of an everlasting life and some form of 
eternal afterlife. The existence of such can never and has 
never been proven nor documented, therefore it does 

MONASTERY



not exist; one is best advised to avoid the practice and 
belief of such and move on to something constructive, 
something worthwhile. They have nothing but disdain 
for the religious. They are aware that they share a school 
with a group of people that are said to be devout, but their 
practices are far from it. That alone helps them tolerate 
the Anan’Re, but they are the only ones with spiritual 
ideologies they will tolerate. The Houndoun, who claim 
to be able to speak with spirits of the dead, would be one 
organization the Enasun would find utterly intolerable.

The Enasun have directed their minds in such a 
way that they can accurately predict events in time. Given 
a few pieces of information – something about a person, 
their culture, background, profession, etc – they can predict 
with near certainty events that will unfold in either the 
near or far future, on their planet or another, with accuracy 
near as close to that of the Korin’Gegaira. This, of course, 
does not bode well with the Korin’Gegaira, as it hurts their 
monopoly on divining the future. The Enasun have taken it 
one step further by being able to predict accurately events 
of the past with startling accuracy, mostly by examining 
either the location it happened in or detailed accounts of 
witnesses of the scene.

The other monastery in the galaxy is in no way 
connected with the Magistrate but is another religious 
institution in its own right. The temple is built in the side 
of a mountain in the desert of the planet Pakisch. There is 
found the monks of the Eye Forlorn. The Eye Forlorn is a 
group of mostly Kallan that have dedicated themselves to 
their Guardian so much they sacrifice a part of themselves 
to their Guardian. 

Monks of the Eye Forlorn most often begin as one 
of the other religious castes amongst the Council of Lorei. 
They reach such a level of faith that secular responsibilities 
seem moot to them compared to the glory and wisdom of 
their Guardian. 

Every monk of the Eye Forlorn is blind. In order 
to join their ranks, a new recruit, during his initiation, 
must gouge out his own eyes while calling out the name 
of his Guardian. They do this as a form of sacrifice. They 
give their mortal eyes to their Guardian so from then on 
they can only see with their spiritual eyes, the eyes their 
Guardian gives them, the source of their visions. They 
believe this sacrifice puts them on good terms with their 
Guardian.

The monks are known to exist yet little is known 
of them. There are reports of them being seen out in the 
deserts wandering aimlessly and muttering to themselves. 
Often they are seen pacing the sands while praying or 
meditating or doing whatever it is they do to commune 
with their Guardian. Their true homes are rarely, if ever,  
seen. It is assumed they live in caves, but such stories have 
not been confirmed. The sands they have been seen pacing 
were not near any known caves and no guide was seen 
with them to lead them back to whatever place they call 
home.

Another strange thing that people who have seen 
them report is that, although blind, the monks of the Eye 
Forlorn walk as if they can see exactly where they are 
going. They walk with no guide, not even a walking stick, 
and yet they seem stable as if able to actually see. No 
monk of this order has ever been seen with any kind of 
mechabiological augmentation. In fact, some were seen that 
had apparently torn their augmentations out along with 
their eyes. How they are apparently seeing is a mystery, 
unless the Guardians are truly aiding them in ways the 
other devout will never know.

Most of the monks of the Eye Forlorn are Kallan. 
Limthrakk will not join this faction as they do not believe 
in self-mutilation (the only Limthrakk that would join 
are Outcasts, for whatever personal reasons each one 
would have). The Groon hold a high respect for these 
monks for their willing sacrifice, but there are not many 
Groon amongst them. The Groon would rather serve as 
their guides and protectors than to give up their eyes and 
become monks themselves. To the Groon, if they give 
up their eyes, they are not allowing their next of kin to 
ingest their eyes thereby passing on their knowledge and 
memory. This is a very important rite for the Groon to pass 
on to their kin, and they try not to do anything to risk it.



CRIME
 It’s no real stretch of the imagination to say a 
place of such economic turmoil faces a high crime rate. 
The people of Vernex Keep live by few simple rules. 
Don’t kill. Don’t steal. Don’t rape. Don’t destroy. From the 
very beginning it was almost always an inherent sense of 
right and wrong. How the rules were defined and what 
punishments were allotted to the guilty was always left 
open to interpretation.
 To start with, for something to be a crime, it has 
to be witnessed. If it is a lingering crime, someone has to 
pay the Registered professional enough to care about and 
investigate the crime, and time is never cheap.
 For sudden, non-predetermined crimes, the 
WITnesses were invented and dispersed about the galaxy. 
97 percent of all WITnesses are assigned to a specific 
location hovering in the corners of businesses, homes, 
starships, etc. Some WITnesses are hidden behind the 
hologram advertisements that flash on building walls, 
the mouths of alleyways, etc. A very small few are free 
roaming, and most of those are privately owned. They 
are spherical chrome hovering mechans that record what 
goes on around them. Simply, they hang around in public 
places looking for illegal activity and record what they see. 
If a crime is witnessed, the WITness begins recording. It 
will focus on the perpetrator, recording the crime in good 
detail and contact authorities about the crime in progress. 
Then it will access public files to get an identification of the 
perpetrator prepared for when the Guardsmen show up.

Once Guard HQ receives the call from the 
WITnesses, a Metrodon is dispatched. Metrodons are full 
service carriers hovering over the tops of buildings that 
come complete with personnel, holding cells, equipment, 
armaments and the Guardsmen’s Peacekeeper power 
armor. 

Upon arrival at the scene, a minimum of one squad 
of four Guardsmen and four TUCK units descend from the 
Metrodon- TUCK units hover naturally, the Guardsmen 
have specialiced lift packs on their backs that lower them 
steadily to the ground by forcing compressed gasses out 
the bottom of the packs towards the ground slowing the 
descent. Once upon the ground, the commanding officer’s 
TUCK unit approaches all WITnesses as the Guardsmen 
and the remaining TUCK units pursue the perpetrator. 

Although WITnesses and TUCK units are spelled 
as abbreviations, they have been in the Guard service for 
so long that no one really remembers what the apparent 
initials stand for if they even are initials. Some speculate 
that TUCK units are short for “tactical urban command 
units,” but others have argued that makes little sense. 
There are those that believe WITness stands for “watcher 
intelligence transmissions,” but to others that seems 
more laughable than the suggestion for the TUCK units. 
Most have given up on wondering and just accept the 
instruments for what they do. 

Standard equipment for Guardsmen on an 
apprehension run include Adjucators, handguns that fire 
projectiles with pylons on the end that latch underneath the 

surface of the skin releasing an intense electrical discharge 
into the subject; just enough to render him unconscious 
(Resistance roll).  Adjucators work on most citizens, but it 
has been known to not work on Groon due to their thicker 
skin and natural resilience. 

Once the Guardsmen get on the trail of the 
perpetrator, all recording WITnesses will transmit to one 
designated TUCK unit which will then survey the crime 
scene collecting evidence, while all remaining TUCK units 
accompany their partner Guardsmen in apprehending 
the perpetrator. Once the recording is removed from all 
WITnesses’ memories, they will return to their assigned 
locations and continue duties. 

Should the perpetrator flee the scene before 
the Guardsmen arrive, the Guardsmen can call other 
patrols, release the Gyrodons, call for more TUCK units 
or WITnesses to aid in the search, they can pursue either 
on foot or propelled by their lift packs, or even use the 
hologram advertisements to plaster the perpetrator’s face 
on every wall, street and walkway for miles to come. 

Should the subject get away, rewards can be 
offered on The SIM to any freelancer or any and all 
Accordance enforcement arms or security corporations that 
want to cash in on the poor perpetrator’s now unfortunate 
situation. If at all possible, the Guardsmen will avoid using 
deadly force (since the adjucators don’t kill). But if the 
perpetrator makes it difficult for the Guardsmen to avoid 
using deadly force, they will gladly respond accordingly. If 
the perpetrator successfully gets away, an investigation is 
begun.

An investigation begins once an officer begins the 
search for the perpetrator. From that point on, the law is on 
his side. He can legally enter any building the occupants 
can’t muscle him out of (so long as a Registered superior 
does not order him out). He can seal off any crime scene 
he can defend. He can confiscate any clues he can get away 
from the scene that the TUCK unit could not collect. Clues 
are not taken to a lab because then he would have to enlist 
the services of a different Registered professional and time 
is never cheap. Thus, each Guardsman is equipped with a 
TUCK unit, an automated partner and mobile forensics lab. 
Evidence is secured for trial.
 Once the perpetrator is apprehended, he is taken 
to Guard HQ and immediately put on trial while the facts 
are all still fresh in everyone’s mind. The Province Master 
is summoned to hear the case to determine innocence 
and decide on punishment (in trial, both sides plead their 
case at the same time). Should the Province Master not be 
available, his duties can be placed in the hands of Bastion, 
a mechan programmed to understand evidence, crime, 
guilt, innocence and punishment. In the Province Master’s 
absence, Bastion has the same authority as the PM to hear 
the case, decide guilt or innocence and pass sentence, most 
often banishment to a work colony on a distant moon. 

Sometimes, however, representatives of slave 
owners or corporations may be present to purchase the 
guilty at a price agreed upon by the representative and the 
PM/Bastion (did you think there were actually volunteers 



for Bloodball?!). 
More than one Province Master has hinted that 

executions in the streets mean less official work and no 
trial. And some Guardsmen have been called out to exact 
authority upon other Guardsmen who began to enjoy the 
execution work a little too much.

VIOLENCE
Violence is everywhere these days. Gang activity is 

a continuous problem, as is organized crime and Sky Pirate 
raiding parties. Neurogues are constantly vandalizing 
public property leaving scandalous remarks against 
Parliament and some alleged Secret Government, and some 
of these comments are written in explosive spray paint. 
 Vehicles are scrapped or stolen. Unsuspecting 
victims are whisked away to other planets and sold into 
slavery. Drugs are sold out in the open. Arguments are 
resolved with weapons, and anyone caught in the crossfire 
be damned. Mechabiological replacement parts are stolen 
right off of people in the streets and sold on the Shadow 
Market if not sold for parts.
 Crime has almost become a corporation in itself, 
complete with information runners, scouts, low-level 
grunts, high-level commanders and powerful Crimelords 
leading the party. Just like any corporation, money means 
power. Some Crimelords have turned drugs, guns and 
slavery into profitable enterprises, some even advertising. 
As with any corporation, the enemy of the Crimelords is 
the Registry of Enforcement, those that stand to lose the 
most should crime continue. 
 But crime is too successful to go away overnight. 
Some of the more well organized criminals have lasted 
quite a while enjoying a detailed life of crime. These are 
known as Cartels. The most famous cartel of all is known 
as Fujin Lau. What makes Fujin Lau so impressive is that 
everyone has heard of them, everyone knows what Fujin 
Lau is capable of, yet no one knows a single member of 
Fujin Lau. In all their years of operation, all the crimes 
they have committed and all the people they have dealt 
with, not a single member of the cartel has ever exposed 
himself or been discovered to be a member of this most 
elusive of criminal operations. So far, Fujin Lau has been 
rumored to be in existence for 24 years. In that time, they 
have allegedly been involved in drug smuggling, slavery, 
prostitution, weapon smuggling, racketeering, and any 
other crime you can’t spell. 
 Given their impressive history as a cartel, so far 
Fujin Lau has faced only one main opposition outside 
the Registry of Enforcement; an opposing cartel known 
only as Sepulkyr. Sepulkyr has one main job listed on its 
resume’: assassination. Be it political or biological, Sepulkyr 
is known for ending a person’s life and making things or 
people disappear. Sepulkyr is responsible for the arranged 
“disappearance” of at least 16 known corporation or 
Registry leaders in the past decade. Sepulkyr is almost as 
elusive as Fujin Lau but with one main difference: a few 
members of Sepulkyr are known, and these people are 
the ones that do all recruiting and job negotiating through 
Sepulkyr. 

There are documented occurrences of five different 

people claiming to be representatives of Sepulkyr and, 
although all five had astounding physical differences, they 
all claimed to have the same name, Lokken. It is suggested 
that “Lokken” is a pseudonym they use when meeting 
people and that all who meet the public use the same 
name, that way it circulates and more people who wish 
to work with Sepulkyr know whom to ask for. It is also 
worth mentioning that whenever this “Lokken” character, 
whoever he really was, showed himself, he was always 
alone save for the strange appearance of some winged 
animal not far away, as if it was accompanying Lokken if 
not serving as the eyes in the back of his head.

HATE CRIMES
The outbreak of hate crimes has reached an all 

new high. Record numbers of hate related cartels are 
showing up in less fancy provinces and a good number of 
nonaligned territories.

In the provinces, it has been linked to poverty and 
people believing they are not getting an equal chance as 
someone else. If not this, it is one race simply not liking the 
other for whatever reason (although for all their hostilities, 
the Limthrakk race have never been accused of being guilty 
of hate crimes against anyone else). Mostly the Kallan and 
Groon (in one of their justice-seeking Hunting packs) have 
been accused of hate crimes in the provinces as of late.

In the nonaligned territories, it is believed that 
the Accordance only travels beyond their borders to scout 
new terrain to take over by force so that they can leach 
all the natural resources from the area. The citizens of the 
territories do not want this happening to their homelands, 
and they attack any Accordance citizens they identify with 
this foolhardy belief in mind.

Other times, people from the nonaligned territories 
see a ship that comes from the Accordance, and they 
automatically assume it is a slave strider harvesting slaves.

Whatever the reason, Guardsmen are reporting 
more hate crimes on the rise to their superiors than 
anything else. It is not limited to one planet or one 
province, it has been reported all over Vernex Keep 
even into the Territories. Militia, personal bodyguards, 
Guardsmen and security corporations are all on the lookout 
for hate criminals, or anyone advocating such behavior, 
but prosecuting has become difficult. It seems that, in areas 
where hate crimes run rampant, no one sees anything. 
Even the WITnesses are clueless because the crimes happen 
in areas where they do not patrol. If something is not done 
about this soon, it is feared these hate crimes will continue 
to rise at a meteoric rate.
 Crimes against people do not go unnoticed. If the 
Registry of Enforcement won’t do anything about it, there 
are always family or friends and neighbors that are more 
than willing to help make the wrong things right, and 
oftentimes it won’t take much evidence to convince them. 
A good number of wrongdoings have been enforced before 
a single Guardsman was ever informed.



CONTRABAND
Naturally the most prolific of all crimes these 

days, the sale and distribution of drugs, runs so rampant 
in various parts of the galaxy that the majority of all 
Guardsmen choose to turn their heads and not worry about 
it allowing repeat offenders to eventually bake their brains 
out and no longer be a problem. Guardsmen and other 
authority figures have been known to hunt down the big 
dealers and the big suppliers, but that was likely so they 
could loot the dealers’ lairs and take what they wanted for 
their own.

Beyond that, there is the sale of illegal arms the 
Guardsmen have to contend with. There is a lot of money 
to be made in the distribution of illegal weapons, and 
there are also a lot of potential targets for the buyers of 
those weapons. It is for that reason alone that any sale of 
illegal arms will be shut down immediately and all persons 
involved will be pursued with harsh intent. Even though 
all cargo must be recorded and approved before it ever 
makes it onto a Caravan vessel, there is still an awful lot of 
sales and deals made on Caravan transports. How people 
are getting past the security is still a mystery, but it is said 
there are more sales in the stars than on any ground, and 
the Guardsmen as well as the Armada are working hard to 
put a stop to this trafficking.

SHADOW MARKET
Shadow Market is the name of the illegal purchase 

trade that goes on all throughout the galaxy, primarily 
the business of Gypsies, pirates, smugglers, dealers and 
merchants the entire galaxy over, and most of these illegal 
merchants can be found at Festival, right out in the open. 
True, this would be the sale of illegally obtained items in 
plain sight, but the Guardsmen feel if they don’t know 
where the item came from, they can’t bust a merchant for 
selling it, so mostly no questions are asked - it also helps if 
the merchants pay the Guardsmen a cut of the take to keep 
them from asking those questions.

Shadow Market has stretched to every corner of the 
galaxy, provinces and territories alike. However an item is 
obtained, the enthusiastic merchant delivers it to where it is 
needed and collects the exorbitantly inflated profit he had 
finagled from the customer. Sometimes the Shadow Market 
value is cheaper than the price brand new. This should 
alarm no one, it is common with underworld business. At 
times like this, one cannot guarantee the lasting life of the 
item thus purchased, nor the quality, so shop at your own 
risk.

Many smugglers and pirates are employed by 
merchants, dealers and agents of the Shadow Market. The 
Sky Pirates dominate this business in the streets, doing 
the obtaining, appraising, relocation and resale duties 
themselves.
 Sadly enough, crime is here to stay. They’re 
making too much money to just go away, and they will 
continue to do so as long as there are blood and innocence 
that they can profit from. You, as a province citizen, have 
a choice in how you deal with these matters. So tell me, 
which is it?

ORGANIZED CRIME
A growing thorn in the side of the Registry of 

Enforcement for some time has been the increasing success 
and presence of organized crime operating in both the 
Accordance and the nonaligned territories. Since money 
is the only boundary they know, these criminals can 
operate anywhere their money is accepted, and this creates 
problems for those trying to bring them to justice.

Criminals of the like are involved in all kinds of 
crime from low level violent crime, to robbery to protection 
scams, gambling, pornography, prostitution, drug selling, 
weapons smuggling, people trafficking and anything else 
they can do to earn themselvs a profit. 

Fujin Lau has nearly cornered the market on 
becoming an illegal empire, but there are those who oppose 
them, mostly because they are not aware that Fujin Lau 
even exists. Smaller empires exist that are centered around 
one crime lord or a single crime family, a group of people 
with similar ideaologies, etc. The bigger criminal empires 
such as Fujin Lau tend to leave these smaller practices 
alone. The more opposition they have, the more chances 
the Registry of Enforcement will follow clues to one of their 
competitors and take them out of the running so Fujin Lau 
doesn’t have to.

The Registry of Enforcement knows what they 
are up against and that they lack the resources necessary 
to do their job. They have hunches and hints, but no hard 
evidence. For this reason, an entire branch of the Registry 
has been devoted to the investigation and removal of 
organized crime from the populace as well as the economic 
structure. The Registry recognizes that a certain portion of 
the economy belongs to organized crime, smuggling, the 
drug trade and the like. They are working to remove these 
elements from the people’s daily lives and recover their 
place in the economy at the same time. This, unfortunately, 
takes resources and that is the problem within the walls 
of Parliament right now. It is still unknown where this 
extra money will come from, but the Registry is keeping its 
options open.



Of all the elements and substances known, none 
are more useful or valuable as Ryydian (Rid-dee-yun). 
Known for its rarity and its potential, Ryydian’s uses have 
increased in the past few years, and its potential uses 
increase exponentially every year.

As with all useful items, Ryydian is hard to get to. 
There are few planets in Vernex Keep where Ryydian has 
been successfully mined thus far: Kiltamnes, Merrikkon, 
Issp Avarel, Nezra Karn and Pakisch. 

To begin with, let’s examine this treasure a little 
more closely. Ryydian has only been found underwater, 
about a mile beneath the surface, in the oceans far from 
shore. Mining colonies are built above the water and 
miners take a transport tube down to the mine field where 
a plastic bubble has been built around the area of the mine; 
apparently even the dust that escapes from Ryydian when 
it is mined is valuable to some, so it cannot be mined in 
open water, the domes have to be built around the area to 
insure the purity of the product.

The Limthrakk prefer to use Ryydian in the MPRE 
engines of their Armada vessels. They have the ability 
to use other materials, even solid ore floating in space or 
mined from an asteroid during flight. But those have had 
ill effects on the engine’s performance, and the ship did 
not run the same. Only Ryydian fuel provides the level of 
performance the Limthrakk have come to expect from their 
ships.

When the MPRE engines break the Ryydian apart, 
filters in the machine catch the small particles of dust and 
debris that manage to break off the Ryydian sample before 
it is fused back together. This dust is later scraped off the 
filters, gathered and sold again as a fuel source that powers 
the generators that provide electricity to people’s homes 
and businesses – or it is sold on Shadow Market as the drug 
known as Black Gold. The Korin’Gegaira need the black 
powder for their diving purposes, so they keep a watchful 
eye on the powder trade but from afar. They make certain 
no one will ever learn their secret as they keep themselves 
aware of current trade customs, prices and participants.

The Magistrate herself orders a healthy supply 
of Ryydian with every season. When superheated and 
refined, Ryydian becomes a crystal known as Naazite, the 
key ingredient in the blades of the Sworn Weapons the 
Gemerasha carry. It is said to be so sharp it can cut through 
any material with enough force behind it, and no force 
in the known galaxy can shatter it. That is what is said 
anyway.

The corporations have an invested interest in 
the continuation of Ryydian as well. Not only because it 
keeps the economy running, but the crystal Naazite is used 
prominently in modern business. Crystals can store many 
terabytes of information inside their hulls, and Ryydian 
crystals, this Naazite, can store more than any other crystal 
ever used, so it has become the constant. Many businesses 
keep their computer information backed up on Naazite 
crystals which then are either locked away or carried by 
couriers to others the corporation is doing business with. 

RYYDIAN
Guardsmen and anyone who employs the use 

of firearms will also need a ready supply of Ryydian. It 
is true that all handguns fire solid holograms, which are 
programmed inside the handle of the weapon. But each 
weapon needs a power source to project those holograms, 
and no crystal known can hold power better or longer than 
Ryydian crystals, otherwise known as Naazite.

A single crystal need be no larger than four or five 
centimeters. It is fused with many megawatts of power 
and sealed inside a plastic press. The final item resembles 
a transparent playing card of about half the size with a 
crystal in the center and wires along the edges. These are 
called power trays, and are loaded into weapons to provide 
the power for firing.

Once loaded into a weapon, each power tray takes 
a moment or two to power up the weapon before it is ready 
to fire, and each tray provides a certain amount of power to 
the weapon based on the needs of the weapon in question 
(this is all explained in better detail in the WEAPONS 
section, page 163).

Ryydian mines are located no less than fifteen 
miles from the shore – there is no known reason for this, 
this is just where the greatest collections of Ryydian have 
been found. Once the Ryydian areas were spotted, the 
Founders came in and claimed the land in the name of 
Parliament, and construction of the massive mines began.

Above the surface, each mine stretches at least 
forty feet into the air. These surface buildings house the 
managerial staff, security offices, break rooms, employee 
lockers, conference rooms, meeting areas, training 
rooms, infirmaries, convention centers, sporting event 
auditoriums, entertainment centers etc. There are landing 
strips at the forefront of the building as well as on top. 
Employees, trainees and other honored guests are shuttled 
in from the nearest provinces on the shore and dropped 
off. No personal vehicles are left on the grounds. A private 
shuttle company is hired for all transportation both in 
and out of the mines. Yes, that means that should there be 
an emergency anywhere at one of these mines, transport 
would have to be called for, it will not be there waiting to 
evacuate them.

Inside the facility there is a grand lobby showing 
off the riches of the Foundry and the lengths they are 
willing to go to let all know that they are in charge of 
the most profitable business in the galaxy and that their 
business determines the entire economy. Halls to one side 
lead to managerial offices, conference rooms, training 
rooms and meeting rooms for times when industrial 
leaders of other businesses like to come and have a 
scheduled look around. Halls leading the other way go to 
employee lockers, break rooms, security offices and the 
access ports that lead to the sunken mines themselves. No 
tourists or guests are allowed to ever look in the mines, 
save through monitors in the conference rooms and 
managerial offices.

The underwater mines themselves are something 
many new employees marvel at for their first few months 
of employment, but little is known since they are not 



allowed to discuss anything about the mines nor their 
jobs there. The domed walls of the underwater mines are 
made of three foot thick plastic that keeps the water from 
invading the mine. Ryydian, it seems, is not always found 
deep inside rock, but sometimes exposed within the rock. 
Part of the unique texture of Ryydian is due to exposure of 
the ocean waters as it carves out the smooth surfaces of the 
Ryydian stones. 

Ryydian looks like any other underwater 
ore, except it is a little shinier and more compact. It’s 
black in color, glossy like obsidian and rugged looking 
– comparably like petrified wood. Although its solidity 
is unquestionable, the stone itself is covered with a thin 
layer of a fine, black powderlike dust. Ryydian stones are 
heavier than they look, this is due to their tight interior 
composition. One half-inch chunk of a Ryydian stone 
weighs one full pound.  

SHIPPING
 Much of the commerce of the galaxy as well as the 
nonaligned territories depends highly on shipping. After 
all, you just can’t find every resource on every planet. 
To make up for this, the shipping industry was created. 
With this industry came a set street design. Street level 
transportation is all either on foot or carriage. Above that 
resides the cable car system found in any province. The 
levels above that are the shipping routes, where cargo and 
their escorts travel. 

Transporting things from one Province to another 
on the same planet is extraordinarily easy – just box up 
the cargo and ship it out via shuttle, tram or train. When 
the product or resource is needed on another planet, 
therein lies the problem. For starters, a flight plan must be 
negotiated in advance of shipping or else the cargo will be 
delayed. 

In order to negotiate a flight plan, the shipping 
corporation must hire a representative willing to speak 
for them, who will contact the Armada and make certain 
all the proper paperwork has been filled out, and that the 
chosen path will be available at the time and speeds the 
customer wishes to travel. 

The Armada will insist on escorting this wonderful 
resource. Any other escorts can be decided and hired by 
either Rikon corporation or the purchaser of the freight. 
Many corporations will have a list of people they can call 
– specialists, if you will – of people capable of performing 
work needed should an escort be called for. Not only 
will this escort party have armed guards, some will offer 
thieves to spot ways for other thieves to attack, fast talkers 
to negotiate for smooth passage through hostile territory, 
a member of one of the religious factions to deter possible 
thieves of faith, a courier to make the transaction from one 
set of hands to another go smoothly, etc.

It is true that the Limthrakk Armada rules the 
military aspect of the stars. Most shipping, however, is in 
the hands of the private sector. The Founders control and 
operate all of the mines in Vernex Keep. Once the product 
is ready to ship, they hire one of the shipping companies 
to move it from one location to another, and this requires 

a flight plan. The Founders will rotate shipping companies 
every six months or so, and each new corporation will have 
to apply for a new flight plan, that way no one that worked 
for the previous corporation can predict the patterns of 
the new corporation. The Armada will always be available 
as an escort should the Founders request it of them, and 
sometimes an Armada vessel shows up to add additional 
security to the shipment.

The Armada, however, is less than fond of this 
situation, for they would prefer to be the one and only 
method of shipment for the Ryydian industry. The 
Founders are too afraid this will put too much power in the 
hands of the Armada and Brass Command.

FORMS
Ryydian is available all throughout the galaxy 

and in various forms. When originally mined, Ryydian is 
a solid stone. Since it is found underwater, the rocks are 
smooth and reflective, and there are sparkles in the surface. 
Some have said that the stones have an almost hypnotic 
quality to them, that one could hold a stone and be taken 
over by a feeling that he could stare at that stone for hours. 

As the stones are chipped from the rock around 
them, powder residue falls away. This residue is dark and 
thick but does not clump together. Should one dip their 
finger into the powder, it will smudge the skin and soak in 
a little. Rubbing it off will get most of it, but some will still 
be under the surface of the skin. This is the Nasan form.

Ryydian stones can be processed and turned into a 
more compressed crystalline form. When this is done, the 
crystal form is strong and thin – one shard measures about 
three feet long and is only centimeters thick.  

Although transparent, it has the look of frosted 
glass. These blades, that is what the Naazite form is used 
for, are sturdy, solid and compact; they are said to never 
break, never need sharpening and are lightweight. This 
has made them very expensive, but that’s all right. The 
Magistrate herself has an arrangement with the Founders 
to purchase Naazite from them directly.

Ryydian stones are purchased unprocessed by the 
Limthrakk Armada to be placed into their MPRE engines 
giving their vessels the greatest propulsion they’ve ever 
experienced. This reaction is so good they’ve abandoned 
all other systems of propulsion for the time being. It is 
rumored they are researching other means of propulsion, 
but they’ve not found anything better than Ryydian stones 
yet.

Ryydian stones in MPRE engines releases a 
powdery residue that is caught in the filters. Renamed 
Nasan once it is converted into this form, it is then sold to 
the appropriate Registered representatives. It is converted 
into a black brick and distributed amongst the corporations 
as a compound known as Tor, the main power source for 
generators in homes and personal vehicles.

It is also sold on the Shadow Market as Black Gold, 
a hallucinogen. Nasan is considered a controlled substance.

Ryydian stones are also processed into smaller 
crystals. Ryydian crystal chips are able to store vast 
amounts of energy, which gives them a slight glow. These 
crystals are then sealed in between two pieces of plastic 



film creating power trays, which are used to power the 
majority of the equipment available on the market today. 
These crystals are also sold without any energy fused 
into them. These blank crystals, so to speak, can have 
information electronically encoded into them by any 
computer, compuband or SIM headset, just to name a few. 
These information crystals can then be transported from 
one terminal to the next and the information retrieved. 
Many corporations, or people that transport vast amounts 
of information, will use crystals of this nature.



 Given these trying times, many seek solace in the 
Guardians and their Creator to watch over them and to 
bring them peace. To the few who give their lives to the 
Guardians - the Devout - this is a way of life. Others see it 
as nothing more than a comfort. Some know the tales but 
hold no faith (determined by the character’s Spiritual Trait 
Stage Level value).
 Religious training sessions are known as 
Quadalme. Different Regals and Theurges hold sessions 
at different times. A single Theurge often holds Quadalme 
at the same place and time regularly and it does not have 
to coincide with the place and time of another Theurge, 
just that no two would hold separate Quadalme in the 
same location at the same time; if of conflicting religions, 
one would move to a new location (often the one with the 
smaller number of followers or one that had not preached 
the area before), sometimes Theurges of the same or 
associating religions will work together to preach one 
giant, inspiring Quadalme.
 The exact number of Guardians worshipped in 
Vernex Keep is not known. Some Guardians have been 
preached about since the Creation, others only recently. 
Whether these newly discovered Guardians exist or if 
they were created by the populace is not known, but there 
have been reports of Guardians that have existed since the 
Creation that the Trahk kept quiet to slowly introduce to 
the people for whatever reasons It had. 

What the Guardians want and how long they have 
existed is not known nor is really an issue; all that matters 
is that they serve the Trahk. But all that is known about the 
Creation comes from the earliest Guardians who impressed 
their messages upon the minds and dreams of the Malgates 
of the time.
 Syrjahn are places of study. Vast libraries and 
immense training grounds supply the religious with 
everything they need (some followers learn to protect 
themselves in their Guardian’s name and use these training 
grounds to practice).

Malgates oversee while Theurges teach, the 
Malgate occasionally throwing in a thought or two, and the 
student being overly gracious when the Malgate is kind 
enough to lend an example of his own personal experience 
to improve the student’s education. Syrjahn can exist 
anywhere, but most exist outside the provinces away from 
all corporate and Registry trappings (the religious are, in 
effect, varied Registries themselves, although they do not 
see it that way). 

Syrjahn are any size and shape, but do succumb 
to their surroundings. Due to this, most Syrjahn have 
been built outside of provinces. In fact, one of the barren 
desert planets has been converted into a virtual religious 
institution where the finest points of all religions are taught 
to the greatest of students in the entire galaxy in a campus-
type surrounding known as Von Ehrich, the largest school 
of the religious in the galaxy.
 Quadalmes vary in all designs depending upon the 
overseeing Theurge, the area and the amount of resources 
at the Theurge’s command (some build small Syrjahn to 

RELIGION
house Quadalmes, some conduct Quadalmes from the back 
of a vehicle, and a great few host Quadalmes from lavish 
buildings). Regals are allowed to host the procession in the 
absence of the Theurge. Canonions are allowed to assist, 
but are limited to menial tasks such as carrying the items 
needed for the procession and leading the responses of the 
crowd.

The religions are separate from all matters of 
secular government and the Magistrate wants to keep it 
that way. Although the Amadants are always trying to 
invite her and her Council into the day to day workings 
of government, she politely declines. There have been 
some graduates of the Von Ehrich Academy that worked 
their way into government, but not in the service of 
the Magistrate. Members of the Korin’Gegaira prefer 
to hire themselves out to members of government, and 
will constantly try to “advise” others to avoid serving 
government officials saying their presence is more than 
enough, or the job is utterly boring, likely to keep others 
from knowing what they are plotting.

STRUCTURE
The majority of the people in any religious cell will 

be Patrons. Those few who actively seek out better standing 
in the cell will be shunned and ignored. Those who persist, 
should the Theurge see something in them that he likes, 
will be offered a temporary Canonion position. Once so 
named, they are treated worse; long hours of menial labor, 
study, persecution and little rest. Many walk out. Only 
those determined to learn will stay through it all. After 
some years of such treatment, the Theurge will take those 
who remain and begin teaching.
  The basic requirement to any school of faith is that 
you must believe. Belief can empower some while crippling 
others. Belief is what allows the conscious mind to lay your 
character’s fate in a Guardian’s hands. If there is no belief, 
there will be no benefit. 

A belief system, if strong enough, can topple 
governments. Parliament has tried for ages to invite the 
religious into the social structure of Parliament-Registry-
Corporation, but the Grand High Magistrate has always 
elected to retain a NO-VOTE status and to keep her people 
separate.

There are constantly new Syrjahn sprouting up 
and attracting followers to the Quadalmes that occur. Some 
of these newly discovered “prophets” stand on boxes in 
public thoroughfares and start shouting the teachings of 
some great Guardian no one has ever heard of. Such street-
side religious zealots are not sanctioned by the Magistrate. 
Religious symbols, processions, icons, preachings, etc all 
differ based on each individual Guardian and the preachers 
that spread his or her word.

In some remote locations throughout the 
galaxy including some deserts, jungles, and other harsh 
environments, the Syrjahn is a gated community all to itself 
encompassing many buildings, many training grounds, 
wondrous libraries, landing pads, docking areas, multiple 
teachers and students, living quarters and inspiring 



places of worship. Most are said to be near a place of great 
importance, be it historic importance or a place of great 
power. These larger communities are still known as Syrjahn 
because the Devout see no difference between the two, 
but these communities will have Sentinels. Sentinels are 
students, worshippers, servants or followers who give their 
service to their Guardian by protecting the Syrjahn and all 
within it. They take up arms in the name of their Guardian 
and their Theurge. Fanatically loyal, the Sentinels will 
patrol the grounds, take watch, detain and identify guests, 
even venture from the grounds to investigate approaching 
dangers be it people, creatures or storms. Sentinels are not 
taught the exclusive abilities (explained here in a bit) of the 
more learned students, those whose faith has given them 
special “gifts”, but honor their Guardians with their own 
form of noble servitude.

In Vernex Keep, less than half of the population is 
deeply religious, and, of that number, far fewer are Devout. 
Of that few, less than half of one percent have enough faith 
to learn the exclusive abilities (about 1 in 15 million). These 
missionaries, for that is what they most closely resemble, 
will travel all over known space preaching the word of 
their chosen Guardian trying to spread the message that 
Guardian provides, or whatever lesson it is the Devout has 
on the tip of his tongue.

EDUCATION
The greatest Syrjahn of all is the Von Ehrich 

Academy, a planet in nonaligned territories that has 
become one giant Syrjahn, a training ground for all 
religions, all Guardians and all belief systems. It is 
protected by the most capable Sentinels and taught by 
the most learned Theurges, with a few lessons taught 
by independent Scion that dedicate their lives to the 
Guardians through education of the young.

Students enter Von Ehrich at a young age - 
somewhere between 7 and 10 years old, and there they 
remain until their instructor, their Zikundo, determines 
they are ready for their ultimate test. Limthrakk children 
would enter the Armada at roughly the same age and 
therefore must pick either training in the Armada or 
religious service, not both. 

This ultimate test is called the karra bu, or “life 
lesson,” and it is used to determine how well the student 
can use what he has learned. The test is supposed to be an 
extreme part of the student’s life. This is the test where he 
will examine what he has learned and how he plans on 
using this knowledge later in life. It is supposed to be a 
hard test, one that will make the student come face to face 
with his own inner demons. The student should came away 
from the test weakened and in pain, sometimes crying 
even. It is not uncommon for a student to be emotionally 
and psychologically scarred after passing the test. The 
nightmare is worse for those who fail this test.

Once selected for this ultimate test, students take 
time away from their other studies to hone what skills they 
have developed, and to await their turn at karra bu.

All karra bu happen in a round room at the nearest 
Syrjahn. All available Zikundo stand on a raised platform 

along the wall with the student’s Zikundo standing before 
him.

The karra bu is an illusory test where the student 
is surrounded by a hallucination of whatever design the 
Zikundo chooses. Each test is different for it is aimed 
at the personality of the testing student. There is a set 
outcome the Zikundo is looking for, and the student must 
use his wits to achieve that end. Sometimes the test is 
combat, sometimes it is combat avoidance, sometimes it is 
recruiting one who does not believe, etc. The possibilities of 
this test are as endless as the personality differences of the 
student and the Zikundo.

If the student passes the karra bu, he is released to 
preach on his own with the Zikundo’s blessing. Gemerasha 
who pass are allowed to continue their training on the 
Unnamed Moon. If a student does not pass, he is given two 
more tries to pass. If the student fails all three times, the 
Zikundo has the choice of banishing the student barring 
him from ever practicing his own faith, or outright killing 
the student. The vast majority of the time, the Zikundo will 
opt for banishment.

It is also on the Unnamed Moon that the Magistrate 
keeps her office, home and council. All members of the 
Council of Lorei and their protectors have quarters on 
the Unnamed Moon close to the home and Syrjahn of the 
Magistrate. The council members are provided security by 
the Magistrate’s personal militia.

CONSOLATION
One of the duties of the Devout that they take very 

seriously is that of Consoling. Consoling, as it is written, 
is supposed to be a relative swift, simple process, but one 
that marks the most important moment of a follower’s life.

The Devout see this not only as a purpose but also 
a calling. It is their religious duty to console those in need, 
espcecially those unaware of such need. For all of their 
duties known and unknown, this one is a guarded secret.

A target of consoling has strayed away from the 
graces of the Magistrate and is heading down a dark spiral 
that ends with acceptance of the Rage making them a 
Ragechilde, or a follower of the Rage. Whtether they are 
aware of it or not, they are walking into the embrace of the 
corruptor. The Devout, and the Magistrate especially, exist 
to make certain none face such a fate.

To put it simply, a person is “consoled” whenever 
the Magistrate believes they have strayed too far away 
from their purpose. This therefore makes that person 
become known as a “model,” which means a “model 
citizen for consoling.” Whereas on one level, this would 
look like a good thing, the truth is nothing near.

The order to console can only be given by the 
Magistrate, and is often delivered to the Devout by one 
of her Sentinels. Once the order is given, the Devout has 
no choice but to carry out the order or risk being expelled 
from the Council of Lorei, or face consoling herself.

To console a model, otherwise known as a “mark” 
or a “target”, the Devout must thrust their Sworn Weapon 
into the model’s body and perform a ritual that absolves 
the model of their sins, but gives their life to the Creator in 
the process.



SWORN WEAPON
Part of religious training is learning how to defend 

oneself, since the Devout are asked to go on missions into 
unsavory parts of the galaxy and preach the good word. 

All students begin with a practice melee weapon 
that will be either solid hologram or made of wood and 
metal. Often this is a training model of the weapon they 
will have as their sworn weapon, which gets them used to 
wielding it.

A student’s first act upon completion of the karra 
bu is the creation of their own sworn weapon, the weapon 
they will carry in the service of their Guardian, the one 
weapon they will use to fight their physical battles should 
any arise. From this point on, the student will swear his 
service and this weapon to one Guardian and none other.

The sworn weapon is made of either solid 
hologram or a crystal clear metal called Naazite. Naazite is 
perfectly translucent and durable, the most perfect material 
for bladed weaponry that they have ever found. Sworn 
weapons, whether bladed or blunt, will do damage as such.

Students will practice with samples of many of the 
different types of sworn weapons until they find one they 
can make work for them, and they will begin to learn the 
various fighting styles associated with that type of weapon. 
It is not uncommon for a student to go through one 
training weapon after another until he finds the one he can 
work with the best and go with it as his chosen weapon. 
The student will decide what type of weapon he wants, 
gather the material and begin construction. Once complete, 
the weapon must be blessed by the student’s zikundo, the 
officiating Theurge and the Guardian, done by the student 
entering a meditation trance seeking the Guardian’s 
acceptance of the weapon in His service. 

When a Devout dies or leaves the service of the 
Guardian, his sworn weapon can be passed to one of his 
students or a family member, or the retiring Devout would 
journey to either Von Ehrich or the nearest Syrjahn of his 
Guardian. Once there, the sworn weapon will be given to 
the overseeing Theurge, whom will encase it in glass and 
put it on display in the practice area of the Syrjahn. Some 
Devout will ask to have their weapons in their hand as 
their body is prepared for the afterlife; a Groon will have 
his sworn weapon in his hand while his Brood members 
feast on his flesh, and a Limthrakk will have his sworn 
weapon in his hand as he walks into the Pyre.

If this sworn weapon is ever lost or stolen, the 
Devout must do everything within his power to reclaim it. 
Losing a sworn weapon is not the same thing as losing any 
other weapon. If a soldier loses his sidearm, he can always 
go purchase another one. It is not so with a Devout’s 
sworn weapon, for the sworn weapon was blessed by the 
Guardian, and therefore is seen as an extension of that 
Guardian’s might. The lost or stolen sworn weapon simply 
must be reclaimed whatever the cost. If it absolutely cannot 
be reclaimed, the Devout may return to his zikundo and 
ask if he may be allowed to create a second sworn weapon, 
and the zikundo will then take that request to the original 
officiating Theurge. If allowed, the Devout will begin 
construction of his second sworn weapon, but he must first 

enter his Period of Solace, a time for the Devout to reflect 
on his life and service thus far and figure out what he did 
wrong to cause himself to lose his original sworn weapon. 

The Period of Solace is a time of reflection for 
the Devout. He will remain in silence during this time, 
eating as little as possible, and not engaging in any acts of 
pleasure whatsoever. He is silent and he is contemplating 
his previous choices and mistakes. This period of time has 
no set time limit, but will continue for as long as it takes 
the Devout to realize what single event in his life made 
him lose his sworn weapon in the first place, and what 
he can do to prevent such a thing from ever happening 
again. Devout in the Period of Solace are avoided by other 
Devout. They recognize this time as a learning period for 
the individual Devout, and they choose not to interfere, to 
let the student come to his own conclusions. The blessing of 
the new sworn weapon waits until such time as the Devout 
sees himself through his Period of Solace and can tell his 
zikundo which single event made him lose his original 
sworn weapon, and what he plans on doing to prevent it 
from ever happening again. Once the zikundo accepts the 
Devout’s decision, the blessing of the new sworn weapon 
will commence, but it will not be the same as the first time. 

The Theurge has the option of sitting with the 
Devout and having a long conversation about that 
Devout’s service thus far, giving him pointers and, 
sometimes but not often, chiding him for his bad decisions, 
whatever would work best for the student in question. It 
is the Theurge’s decisions when the Devout may enter the 
trance to ask the Guardian to bless this new sworn weapon, 
and this always takes time. 

While in the trance, the Devout lives through 
the decisions he has made in the service of the Guardian 
through illusion as if the Guardian stands beside him 
watching his life with him. Of greatest interest will be 
every time the Devout has drawn his weapon, as if the 
Guardian is asking him to examine every single time the 
Devout has ever used his sworn weapon to see if maybe 
the sworn weapon was not the best way to go at that 
particular time. Hopefully, the Devout will learn that the 
sworn weapon is not the greatest answer to every solution. 
If the Guardian is convinced the Devout has learned this 
lesson, the Guardian will bless the new sworn weapon. 
Upon receiving this blessing, the new sworn weapon is 
now that Devout’s personal weapon and the extension of 
the Guardian’s might in that Devout’s hand.

The period of solace should be a inward journey 
of such extreme magnitude it makes the student wish to 
be back in more simpler times, like the time of his psyche 
scarring karra bu!

Now that the Devout has a new sworn weapon, 
should he then be able to reclaim his original sworn 
weapon, he must go back to his zikundo and the original 
officiating Theurge to have the influence of anyone else 
that has touched the weapon removed and the purity of his 
intentions and the wisdom of his Guardian returned to the 
weapon. After this is done, the weapon can either be thrice 
blessed again giving the Devout two sworn weapons, or it 
may be given to the zikundo to be encased in glass and put 



on display in the practice area of the Syrjahn.
Any melee weapon can be used as the sworn 

weapon. Some of the more popular models include the 
longsword, broadsword, staff, weighted chain, battle axe, 
paired fighting axes and other familiar models. There were 
some unique ones designed at Von Ehrich, and they are 
listed below.

Achilledendron. A ceremonial bastard sword of 
graceful construction, the blade has been meticulously 
crafted to look like a flame dancing in the air.

It was developed by the Limthrakk to resemble 
the funeral pyre, the honorable gateway to the Limthrakk 
Hereafter. It was made for the battles of the Limthrakk 
Civil War, when House Sirnak was spreading his 
deceptions about the alleged “weaknesses” of the 
Limthrakk race, as if such a thing could occur. When 
deceivers were captured by the Armada, those that did not 
swear fealty to one of the Corpulent Houses were executed, 
each with an Achilledendron, and each before the eyes of 
Sirnak himself.

To this day, the Achilledendron is used as a 
ceremonial blade only, having only rarely made it to 
battle. Mostly it is seen on an Armada guard on board a 
Limthrakk vessel, be it Caravan or Armada, and is used to 
keep the peace. Psychological warfare at it’s best.

Aenid. One of the ceremonial weapons of Anan’Re 
design, it has kept its place amongst the Council of Lorei 
even after the Anan’Re departed. It is an eight foot long 
whip with steel filaments made from a Naazite derivative. 
Not many Devout will attempt to wield this weapon, for it 
takes a serious amount of intense training, more than most 
other weapons. 

It consists of a two pound metal ball with two four 
foot chains coming from its sides, each chain ending in 
one pound weights. The ball is kept close to the wielder’s 
body as the chains are spun and used to attack. Should an 
opponent get inside the chains, the metal ball will seal their 
fate.

The Rosa Blade. An invention of the now defunct 
Kiernan Circle, the blade was first christened in honor of a 
powerful woman in their history. Rosa Spi (Spee) was the 
first woman slave to teach other women slaves to stand up 
to their male oppressors. 

The handle is a smooth black obsidian of about 
four inches long, designed for a feminine hand. The blade 
is of transparent Naazite about six inches long, an inch and 
a half wide but as thin as a playing card. 

Devout assassins will store electricity into the 
Naazite blade of their Rosa and they will perform the 
Consoling ritual when they plunge the blade into the flesh 
of their target. When they stab their target and twist the 
blade, the target will feel warmth from the charged blade 
and all his sins will be forgiven as he passes on into his 
own personal Hereafter.

Xandral Wheel. This weapon resembles two 
crescent moon shaped half circles facing opposite 

directions locked together in the middle, one moon being 
the blade, the other the handle, the entire weapon being 
designed for effective defense. 

The weapon is made of the finest Naazite and is 
designed to be wielded in pairs. Given its unique design, 
flashy moves do not exist, only effective ones. 

The weapons are never drawn unless they are 
going to be used. When sheathed, the two halves fit 
together making a wheel. Xan’skrit is the name of the 
fighting style designed for this weapon. 

Designed by more talented and innovative Kallan, 
the weapon is said to be ages old, no one being able to 
remember exactly how long it has been in Kallan culture 
– almost as if it had always been there. This makes its exact 
roots harder to trace, but the earliest records of its use are 
found in tales of the Guardians, as if the Xandral Wheel 
were the weapon of choice of the Guardians themselves.

COUNCIL
The voice of authority over all Syrjahn and Theurge 

in the galaxy is the Grand High Magistrate, or simply the 
Magistrate. This position is always held by a woman, and 
she is the ultimate authority and final voice over all matters 
of the Devout. She is surrounded by a personal council 
that is known as the Council of Lorei, or simply the Lorei. 
It is made of diplomats and higher ranking members of 
the separate associations of the Devout. Each separate 
association of Devout that these council members come 
from is listed below with its primary function and belief 
system.

The Grand High Magistrate has been invited on 
several occasions to join Parliament and has declined every 
single time stating that she didn’t want to involve herself 
nor her religion - or anyone else’s religion, for that matter 
- in the politics of Vernex Keep. However, knowing that 
politics is a sword wielded at the masses, she decided that 
there should be some way to keep an eye on Parliament 
without getting directly involved. She decided the best eyes 
to keep on politics would be those loyal to her, and at the 
same time, remind the masses that faith is more fulfilling 
than politics. This inspired her to join together religious 
educators and students creating The Council of Lorei. 

The Council is made up of the Magistrate herself 
and Dirges of each faction; the Gemerasha, Sisters of Brea 
and the Korin’Gegaira. A collective of her most trusted 
Sentinles sits amongst this council as well. The Council 
meets on the grounds of the Von Ehrich Academy at a 
pentagonal shaped table made up of the strongest wood on 
the planet (much like The Table of Honor), each one taking 
a side of the table, and the Magistrate sitting at the junction 
of two sides of the table. The Dirges gather to discuss how 
the politics of Parliament is affecting the masses and each 
of their faiths. They then decide which is the best way to 
keep politics from swallowing the masses’ faith from the 
Guardians they give their fealty. 

The Magistrate addresses the issues to the Dirges 
present for discussion and a vote. Once a majority vote 
has been established, the Council will then take care of the 
problem in the best possible way, whether it be infiltration, 
assassination or compromise, and rarely does the target 



matter. 
There is no limit to the number of people that can 

sit at the Magistrate’s council, which means votes can go 
unresolved due to numbers. A council of even numbers 
can get nowhere with tied results. Should matters at 
the Council table not meet with a deciding vote, further 
discussion – and sometimes research – is required for the 
Council to make an educated decision. This can lead to 
superiors ordering underlings to any part of the known 
galaxy where they think the answer may be found, or 
at least to find the direction needed to travel to find the 
appropriate answer. 

GEMERASHA. Educator. Soldier. Bodyguard. 
Priest. The traveling missionaries of the Devout are all 
these things and more.

Gemerasha venture fearlessly into all areas of 
the Accordance and even into the nonalligned territories 
to recruit followers to their Guardian and to educate 
the masses on the words of their Guardian as well as a 
few others (as long as the edicts of the other Guardians 
he preaches about agree with the edicts of his chosen 
Guardian). The way they see it, it is fine to not believe in 
my Guardian so long as you do follow a Guardian, and as 
long as you are following a Guardian, it behooves us both 
that you follow a Guardian that agrees with mine. 

Because the Gemerasha are expected to travel to 
all the far reaches of the cosmos facing unknown dangers, 
they are given vast intelligence up to and including intense 
combat training. It is because of this combat training that 
the majority of the students at the Von Ehrich Academy 
dream of being Gemerasha more than any other member 
of the Council. And so it is that the Gemerasha hold more 
members than anyone else, but the others are fine with it 
that way. Gemerasha are the most physical members of the 
Council centering their studies on body, mind and soul, 
but with the body coming first. The other members of the 
Council are preoccupied focusing their studies on either 
mind or soul. 

Gemerasha also serve as a form of strike team for 
the Magistrate when word of Ragechildrene activity falls 
upon her ears. Gemerasha are the most combat trained of 
all the Devout, and serve as enforcers of her word. She does 
not use them as military might, even though she could, she 
only uses them as an intimidating presence at times, and 
definitely against the followers of the Rage. Rage followers 
cannot be turned back, so the Gemerasha are sent in to 
make sure the Ragechildrene do not convert anyone, and 
that all followers of the Rage are removed from the scene. 
Permanently. Thus, any time the Magistrate journeys from 
her home and chooses to be seen in public, she will always 
be surrounded by Gemerasha, for they are her strike team 
and her loyal defenders alongside her own Sentinels. 
Any enemies of the Magistrate must first make it through 
all Gemerasha present, and getting past one Gemerasha 
armed with his sworn weapon is no small task. Assume 
one Gemerasha to be so highly trained he could take 
down ten fully armed men or four Sentinels. Now imagine 
having to fight more than one Gemerasha. This is why the 
Gemerasha have the most members; not only because it is 

a glamorous profession, but because a lot is asked of those 
that follow this path, and those that make it earn every bit 
of the glory.

KORIN’GEGAIRA.  The Korin’Gegaira is the 
only member of the Council of Lorei to divide up into 
separatist sects based on the different Guardians and 
their message. Whenever one of the Guardians delivers 
a new belief or message to his followers, Korin’Gegaira 
of that Guardian take to the idea as the sole purpose of 
following that Guardian, often ignoring other messages 
of that same Guardian. This leaves other Korin’Gegaira to 
center their belief system on a previous message of that 
same Guardian, and others to wait for that Guardian to 
deliver what they believe will become that Guardian’s core 
message. This is how one Guardian can have a minimum of 
three different sects following his word, or at least the ones 
that most benefited their belief structure, or dozens of sects, 
all under one name. 

Sects do not subscribe to the belief systems of other 
sects, even if they follow the same Guardian. Each sect is 
centered around a core belief, and that core belief is what 
drives the members of that sect; mostly to recruit others to 
their sect and to prove that they alone are the most accurate 
at divining the word of the Guardian, even if it means 
intervening in the natural course of things to make that 
message true. Frighteningly, this is more common than one 
would imagine.

One prophecy that has attracted a good number 
of sects is the prophecy of the Praetor, a chosen one or 
messiah of sorts. This prophecy says that the Trahk will 
send one soul back with all of Its power, that one soul will 
be the unifying factor in the battle against the Rage and 
that this Praetor will come upon this power while still a 
child.

Since then, various sects of Korin’Gegaira believe 
they have found this Praetor and each seeks to prove it to 
every sect that believes otherwise. Factions were created 
due to this prophecy, factions surrounding different 
children, each one believing this child is the Praetor, or that 
child, or that child, etc. etc.

The prophecy of the Praetor is one the other 
members of the Council of Lorei have heard little about 
and do not know how active the current incarnation of the 
Korin’Gegaria truly is with this theory. The Korin’Gegaira, 
in turn, do not share very much information about this 
prophecy, always saying it was too obtuse or too flaky a 
prophecy for any member of the Council to concentrate 
any time on (a lie, of course, but one they hoped would 
dissuade anyone else besides themselves from looking in 
on the matter).

Even some Korin’Gegaira that hire themselves out 
as public diviners will be members of a certain sect of this 
or that prophecy and keep it from their employer, joining 
with other members of his chosen faction to track down 
the one child they believe to be the Praetor and test him or 
her in whatever ways will convince that child of his true 
divinity.



The fact that the Korin’Gegaira must ingest a drug 
to have their visions is something they do not want made 
public. They will always seek isolation to partake of their 
visions and will not allow anyone - ANYONE - to see them 
ingest the drug. They will go to great lengths to keep their 
tools a secret, for that is what Nasan is to them, a tool. They 
will be selective about who they purchase Nasan from, 
making sure that word of their purchase will never make 
it out. In short, there should be no reason, none at all, that 
anyone outside of the Korin’Gegaira would ever know they 
use or even possess Nasan. This is their closest guarded 
secret, one they will go to great lengths to protect.

SISTERS OF BREA.  The hybrid resistance 
movement once had an outspoken leader in the form 
of Duson Brea, a hybrid woman with a natural feel for 
leadership. She had a clear vision as to what it would take 
to earn equality amongst all the races and was working 
hard to achieve that, until an “accident” robbed her of her 
life at an early age. 

Word of her teachings made it beyond just the 
hybrid. When her words reached the SIM, they were 
available everywhere. But somewhere along the way, her 
words were no longer about hybrid rights, but a more 
generalized message.

Her word was no longer about hybrids, but all 
women. Her followers consider themselves equal amongst 
all women; Groon, hybrid, Limthrakk, kallan, does not 
matter, all are equal, all are one.

Brea’s message held a lot of weight when she 
was unceremoniously killed. Due to the sheer number of 
followers she had, she was surreptitiously promoted to the 
status of Guardian by the Magistrate herself. Duson Brea 
is the only known person to be born, live and die a mortal, 
then become a Guardian in honor of her good deeds.

Now that she has Guardian status, followers can 
learn Abilities in her name. Now her people travel around 
teaching equality. They mostly mean of women, but they 
keep their teachings open enough so all might benefit.

The Sisters are not as combat heavy as the 
Gemerasha nor as political as the Korin’Gegaira. They have 
Sworn Weapons for protection and any other mission the 
Magistrate would have for them. They are not so much 
soldiers or secret brokers as the other Devout, they are 
more into one on one relations with the people they are 
trying to help or educate. They end up learning some 
interesting things about people, but they tend to not have 
scandalous outcomes with what they learn. Mostly they 
try to gear situations towards making people come out as 
equals.

POLITICS
Since the missionaries and Gemerasha hold no 

political connection to Parliament, they are often welcomed 
amongst the citizens of the nonaligned territories. Once 
there, they begin spreading the word of their Guardian, 
which is natural for them to do. This has been going on 
for some time now, so much so that a surprisingly good 
number of people in the nonaligned territories have 
converted to the worship of Guardians that began inside 

The reasons for the Korin’Gegaira’s interest in this 
matter are rather simple: each faction wants to be the one 
to control the Praetor to meet their own ends. They want 
what this child is supposed to be able to do to work for 
their ends, not the ends of the Magistrate, the Council of 
Lorei, Parliament nor anyone other than themselves. Some 
Limthrakk amongst the Korin’Gegaira are even trying to 
use the Praetor to advance the plans of the Brass Command 
and not their faction, a deception few Korin’Gegaira are 
even aware of.

There is a sect that believes the Praetor has yet 
to be born. There is a sect that believes the Praetor has 
already been born, and they are actively searching for him 
amongst the Limthrakk. There is another sect that believes 
the Praetor is alive, but that he is truly a Hybrid girl. There 
is yet another sect that believes the Praetor prophecy is 
myth, that there never was such a child and there never 
will be. And this is only one of the theories that has created 
a number of sects of varying beliefs. 

For each prophecy that circulates, there are 
a number of sects created around each different 
interpretation of that prophecy and to see their vision of 
the truth through to fruition, whether it be true or not. 
Afterall, the truth is determined by the individual that 
creates the best misdirection, and misdirection is one of the 
Korin’Gegaira’s specialties. A few of these sects have all but 
vanished, either through their own actions and intentions, 
or the actions of other sects or other enemies is not known. 
It was documented at least one sect grew so frustrated with 
all the inner politics of the religions that they abandoned 
the Magistrate and wandered off into the desert to begin 
their own commune; that sect was never heard from again.

Korin’Gegaira naturally subdivide themselves 
into different sects, each one created around a collection 
of beliefs or ideals that come from the Guardians and are 
passed on in visions to the seers that are open to them. 
Different people interpret visions in different ways, and 
those that agree on certain interpretations unite against 
those with varying interpretations. Considering it is 
shameful to yourself, your sect and your zikundo to 
misinterpret the words of your Guardian, every member 
of every sect is determined to prove their interpretation 
correct and that those that interpret otherwise are 
grievously wrong. It is not uncommon for this to lead to 
indirect bloodshed.

For all of their differences, all Korin’Gegaira do 
have one unfortunate thing in common: Nasan. Nasan is a 
Naazite derivative that is said to provide them with their 
connection to the Guardians. It is ingested whenever the 
Korin’Gegaira are attempting a vision.

The method of consumption differs with the 
method of prophecy: some burn it in a fire and lean 
towards the flames, some pour it on their Dharma cards 
before doing a reading, some pour it over their fist holding 
their Dream dice before casting the dice, some shake it 
on the ground and throw bones in it, etc. Nasan is highly 
addictive (+4 addiction modifier; see PHARMACEUTICALS 
section, page 157). The more Nasan that is ingested, 
the more potent the vision. At least that is what the 
Korin’Gegaira believe.



Vernex Keep boundaries.
When starships first ventured beyond Accordance 

space, they were shocked to find out that some of their 
Guardians from back home were being worshipped 
and preached about this far away. What this meant to 
Parliament is that the Magistrate has influence with 
some of the people in the nonaligned territories, and this 
is something they are very much interested in having 
themselves. This lack of influence is something they want 
to rectify, but they do not want to do it with outright 
violence. Thus, Parliament is trying to woo the Magistrate 
into a seat in Parliament with much fervor. The Magistrate, 
knowing almost exactly what influence she truly has the 
entire galaxy over - and then some - still politely declines 
the seat that Parliament offers her, much to their disdain.

But that does not stop them from continuously 
trying.

OPPOSITION
The Devout recognize that all began with the Trahk 

and that the Trahk is still not only the benevolent creator, 
but also the one true supreme being. Where opinion falters 
is which Guardians are telling the absolute truth.

The Devout define their faith by which Guardian’s 
message agrees most with that individual’s views on life 
and afterlife. There are, of course, Guardians that carry a 
message in opposition of the one each Devout follows. This 
does not deter the Devout from worshipping, preaching or 
teaching, but it could lead the Devout away from certain 
Guardians. 

Since all Guardians are creations of the Trahk, 
no Devout would ever stand up against the word of any 
Guardian, even one he does not agree with. Followers 
of different Guardians have been known to spend hours 
enthralled in debate about which Guardian had the better 
message, the clearer message, the stronger message, etc. 
back and forth. They could not agree that each Guardian 
only had a piece of the overall message, as some younger 
ones have come to believe, instead they stuck to their own 
beliefs and refused to see the message of a Guardian other 
than the one they have invested so many years believing in.

This has become a problem, but not a huge one. 
Yes, the Devout debate these issues continuously, never 
stopping to take into account the true message of the other, 
only that whatever message they are adamantly preaching 
is not the message of their chosen Guardian. Rarely have 
these debates ended with violence, but a few times it 
looked like violence was eminent and the debaters were 
separated.

The Magistrate will not tolerate violence over 
ideals, it is just not what the Trahk and the Guardians are 
about. Debate is encouraged, violence is not. That does not 
mean that Devout of different Guardians accept everything 
they hear from each other, they mostly only accept what 
they hear from their chosen Guardian, obviously the other 
Guardians are mistaken.

Since there can be no contest of combat about 
which Guardian is correct, the Devout vent their 
frustrations in other ways. Mostly this is accomplished 
through deception. Those in active opposition will go 

around each other’s backs retraining worshippers away 
from the ideals of one another’s Guardians, spreading 
only the word of their Guardian, denouncing the word of 
all other Guardians, even the ones the worshipper pays 
homage to.

This is only an example of the deception that takes 
place in modern religion. The rest is limited only by the 
imagination.

COMMUNES
Some provinces as well as nonaligned territories 

have either inside their borders or not far outside a small, 
segregated city-state like commune that belongs to the 
Council of Lorei. Here one will find special training 
grounds for the students of the overseeing Theurge, 
practice areas for any Devout that may be in the area or 
that live very near, and designated places for worship 
and meditation, with isolated areas specifically for the 
Korin’Gegaira to conduct what divinations they need to 
contact the Guardians and hear what they have to say.

Only members of the Devout, their students and 
worshippers will be allowed past the Sentinels at the 
gates. It has been a question a number of times that if the 
Devout wish to invite all to join their ranks and follow 
their Guardian, they why do they hold secret meetings at 
secret locations that are patrolled and only certain people 
can get past. The answer they offer does not satisfy all: 
they had to implement the security of the Sentinels because 
of too many pirate raiding attacks on the communes, the 
Sentinels were added for the protection of the students 
and worshippers, and only certain people are allowed 
admittance to keep out those that are not who they say 
they are. It confuses some, but the Devout offer little more 
explanation.

These communes are made of many small to 
large buildings, the medium sized ones being the places 
of worship, the larger ones being housing areas for all the 
Devout that seek shelter and solace inside the walls of the 
commune.

Many traveling missionaries, Gemerasha and other 
Council  members can be found inside the communes, 
some teaching, some preaching, some just listening to what 
is going on. Sworn weapons must be constructed inside 
commune walls, or at least inside the walls of a Syrjahn, 
and their study and practice may commence there as well 
so long as a qualified teacher is there to oversee.

STIGMATA
Pain is a dire consequence of combat, but it is 

something much more devastating for the Devout. For 
starters, Pain is the result of damage taken on the Body 
Chart. Stigmata are wounds received when the Devout 
puts too much of himself into his intentions.

When a Devout acts against any one of his Three 
Edicts, he makes a Spiritual Resistance roll against a ROD 
set by the Narrator. If the roll fails, the character begins to 
suffer bruises, abrasions, cuts, welts, orifice bleeding... all 
manner of painful, degrading things begin to happen to the 



Devout. This is said to be the Guardian’s way of warning 
the Devout not to step out of line again (see COMBAT page 
86).

Some Devout theorize the Stigmata appear as a 
way for the Guardians to tell them not to abuse the gifts 
they use in their Guardian’s name. History has examples 
of some Devout that formed overconfidence and believed 
they could dethrone their Guardian and take his place. 
Those Devout were ruptured with Stigmata until nothing 
of them remained. Ever since then, some of the Devout 
believed Stigmata was the Guardians’ way of keeping their 
servants in line. 

Others, of course, theorize there are ways around 
Stigmata giving the Devout no limit to what they can do. 
This has yet to be proven.

HEREAFTER
Each religion throughout all periods of history 

has had its own beliefs and stories about the afterlife. 
Surprisingly, the Trahk has shared no knowledge of this 
whatsoever with Its Guardians. What It has done is shared 
viewpoints with the seers of the different races giving each 
one of them their own individual paradise to look forward 
to once they pass on. Due to this, a person’s belief of the 
afterlife will base mostly on his race, not his religion.

The Groon believe in a vast, subterranean 
metropolis of skyscraper stalactites and stalagmites, caves 
of wondrous beauty and riches from the earth pouring out 
all over the ground. This metropolis, known as Cimtu, has 
all the beauty of inner core but with fresh air and a blowing 
breeze.

The Hybrid believe in a place that is a combination 
of the beiefs of the Limthrakk and Kallan. It is known as 
Go’Ru’Ma and resembles a modern day metropolis where 
are look just like the Hybrid and have a common sense of 
brotherhood. There are scholars and poets there, just as 
in the Limthrakk concept, and there are also warriors and 
lovers, an idea original to the Hybrid view.

The Limthrakk believe in Nila, the place of honor 
bound warriors, poets, philosophers and preachers. It is, as 
they put it, the birthplace of the Trahk, the place only they 
are destined to go, a place of nothing but orange skin and 
light colored hair. The center of Nila is a giant fire where all 
the souls of Limthrakk ancestors dance with one another, 
celebrating the might and purity of the Limthrakk culture 
and the Limthrakk race. The geography of Nila represents 
the main planet of Kilta 9, the home of the Brass Command.

The Kallan believe in a place much like any 
modern province, only the Trahk is always available, 
always present and always ready to lend an ear or a hand. 
They refer to this place as Caliese, and dream of it often.



MONEY

 The system of money is called the 
cuble. It is not a paper money unit nor is 
it a coin. The cuble more closely resemble 
jewels. Each cuble is barrel-shaped with 
smooth sides and a flat top and bottom. 
Cubles are roughly the same size as a 
common polyethylene twenty-sided die. 
Cubles are somewhat transparent, the hazy 
coloring being the only obstacle to complete 
transparency.
 A cuble’s denomination is 
determined by it’s color.
 For those individuals or corporations 
that do not wish to carry around large 
amounts of money, it can be encoded on 
Cuble Cards. The cards are silver plated with 
the logo of the issuing corporation or one 
of choice on the surface. When scanned, the 
amount the card is programmed with will 
project over the surface of the card. 

Cuble cards not sponsored by 
corporations have a chrome background 
with raised laser lettering upon the surface. 
This display gives the amount of money 
encoded on the card along with a sample of 
the owner’s DNA. This keeps thieves from 
stealing a person’s cuble card and using the 
money. 

Tracking down a stolen or lost 
card is really not complicated at all. The 
investigating Guardsman will scan the DNA 
of the proper owner and put watchers out 
on the SIM. When that person’s cuble card is 
scanned anywhere, it will register with the 
watcher the Guardsman put on the SIM and 
contact his TUCK unit immediately letting 
him know where the card is at and the DNA 
scan of the person attempting to use it. 

This is not to say that cuble cards 
are foolproof, but they do offer a heightened 
level of security for the owner and his 
money.
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 Salaries for individuals are based on 
status. Those who work for one of the many 
corporations - categorized as a Gainsay on 
the political chart - are paid whatever their 
employer believes their position to be worth. 
Based on their duties, this can be a rather 
rewarding amount, or the reason that citizen 
holds down multiple jobs.
 It is not uncommon for an average 
Gainsay, a regular starting level corporate 
employed citizen, to make 400C a week. This 
amount can fluctuate based on status within 
the company, the company’s own approach 
to employee pay, and other factors that affect 
a person’s weekly pay, based on merit, profit 
and all other applicable factors.
 Registered professionals receive a set 
amount each week based on their position.
Initiates receive 500C a week, and this 
increases by 200C a week for every step 
above Initiate, with the Registrar making 
1,300C a week.
 The Devout receive 300C a week 
stipends at Regal level plus any donations 
they receive. If their status increases, they 
add 100C for each step they move up. Scions 
live off their donations alone.
 Lepkun of the military make 600C 
a week while active. Goshin make 900C a 
week, and Salvatores make 1,200 a week. 
 Any salaries not listed here are 
not reported, or are not meant to be player 
classes, and are therefore up to the Narrator.



Summing up everything a person - even a fictional 
one - knows on a simple sheet of paper is always difficult 
and rarely adequate. Rather than waste countless sheets of 
paper recording each individual talent that a character has, 
WOR characters are scored out in quick, concise methods 
with a broad spectrum. 

Character creation for WOR follows a very simple 
process. Characteristics are all given a Stage Level value 
anywhere from Stage Level 1 to Stage Level 4. Put a Stage 
Level value in more than just the skills you plan on the 
character using to perform his profession. Skills without 
a value require spending Exertion to attempt. Attributes 
begin with one free value that adds to any points spent 
in each individual attribute, but skills do not get this free 
value.

The sidebar will tell you how to assign creation 
points in their respective areas. For now, just keep in mind 
that nothing exceeds Stage Level 4 at character creation.

 At times throughout this book you will see a 
series of rules variants in a paragraph that starts with the 
word OPTIONPLAY in that particular style. Rules so 
listed are not the set rules, but optional rules that may be 
implemented if the Narrator decides to use them. Do not 
think you are bound by these rules unless the Narrator 
informs you these rules are being used.

Also, if the OPTIONPLAY is being used, then 
discard the actual rule in favor of the OPTIONPLAY. 
These rules are meant to replace other rules, not run 
alongside them.

RACE
To start off with, choose the character’s Race. There 

are four races to choose from – Groon, Kallan, Limthrakk 
and Hybrid. Each one gives the character different 
advantages and backgrounds from which to build the 
foundation for the character. These values are in excess of 
the character’s creation points.

The Groon are considered to be a savage race 
by those around them, but such is not the case. Groon 
are accomplished scientists that prefer to live off the 
land amongst their own kind. Since their homeworld 
was destroyed, they have adapted to living as the guests 
amongst the Kallan in their worlds, but in tunnels and 
settlements that the Groon have built underground. 
Honorable and fierce all at once, the Groon are a force to 
be reckoned with…not only because they stand over 7 feet 
tall, but that helps.

The Hybrid are half-Kallan half-Limthrakk that 
were born as a slave race that only recently has been able to 
stand on their own and to demand the others acknowledge 
them as more than mere servants. The Kallan could care 
either way, but the Limthrakk enjoy having their little pets 
held at bay. The Groon, however, think the Hybrid should 
be freed and will show this approval fiercely if need be.

CREATION

1.   Choose Race
Groon, Hybrid, Kallan, Limthrakk

2.   Choose Occupation
Alchemist  Gypsy
Ambassador Honor Guard
Anan’Re  Hunting Pack Member
Armada Soldier Korin’Gegaira
Bio-soldier  Officer
Courier  Poison-Taster
Enasun  SIM Pilot
Gemerasha  Sister of Brea
Guardsman  Street Soldier

3.   1 Free Value in Each Attribute
Perceptual Physical Spiritual

4.   Spend 20 points on skills and attributes
Combat   Computer
Cultures   Diplomacy
Electronics   Engines
Espionage   Language
Law    Leisure
Mathematics  Medical
Mercantile   Military
Navigation   Persuasion
Sciences   Streetwise
Theology   Thievery

5.   Traits, 4 creation points available for
4 Traits at 1 point each, or
2 Traits at +2, or
3 Traits, only one at +2, or
Sacrifice points to increase XN or Jinn

6.   Abilities, 2 creation points available for
1 point each for 2 Traits, or
Sacrifice points to increase XN or Jinn
Can NOT take same Ability multiple times

7.   Exertion (XN) Base 15
Any unspent points in Traits or Abilities
can increase this amount

8.   Jinn Base 6

All Attributes and Skills cap at 
Stage Level 4 at character creation!



The Kallan are the most populous race in all 
of Vernex Keep. Where the others concentrated their 
efforts on their own homeworlds, the Kallan spread out, 
conquering other worlds and combining them all into 
one grand collective, which has become the unifying 
government of the galaxy.

The Limthrakk are the most noble of all the races 
and they will be the first to tell you that. The first to evolve, 
the Limthrakk have taken it upon themselves to be the 
Trahk’s chosen protectors living by It’s word and It’s 
example. Limthrakk prefer luxury and crave attention. 

OCCUPATION
The player should also decide what the character’s 

career goals will be. Just because the character starts out 
as a Soldier, for instance, does not mean that someday 
soon he won’t be a Guardsman. It’s a good idea to gear the 
character towards what he will become, not just what he is 
at this point in time.

Training will determine the types of professions 
the character can become down the road. To fulfill these 
career goals, all the character has to do is qualify for the 
desired profession with all applicable skills and pursue 
the career goal in game. There is more about this in the 
OCCUPATIONS section.

RELIGION
Religion is an important subplot in the story line 

of WOR. It may not be very important in the life of an 
individual character, but that character will encounter 
more than a few people that value religion as a part of their 
everyday lives. 

Religion is listed on the character sheet for those 
that wish to follow the teachings of a Guardian or a given 
religion, whether it is one sanctioned by the Magistrate or 
not. One does not have to be Devout to be religious. Most 
people are religious in some fashion, whether it is believing 
the word of the Devout to the letter or just having a sense 
of spiritual fulfillment. Regardless, more people have some 
form of spirituality than those that don’t – people with no 
sense of spirituality are in the extreme minority. Only the 
devout of the religious occupations are required to have a 
listed religion.

No matter what your character believes in, it 
would be recorded here. There is no system to choose this, 
only the decision of the player. Whatever religion you pick 
for your character will determine the patterns of behavior 
for your character, so keep that in mind.

METHOD
At character creation, characters begin with one 

free value in all three attributes. Choosing your race will 
you give a +1 to one attribute and a +1 to one skill. Players 
will then be given 20 points to spend on their attributes and 
skills, one point spent buys one Stage Level value. 

So 2 points spent in Physical buys it at Stage 3. 
Mind you that these 20 points are all you get for your 
attributes and skills combined so spend them wisely. 

With each skill or attribute of at least Stage 
Level 3, the player may choose one Emphasis, which is 
an area of expertise the character has with that chosen 
skill, or something the character uses that skill for more 
than anything else that skill may have to offer (such as a 
Chemistry emphasis for the Sciences skill).

Whenever attempting a task, players will roll 
against their applicable skill (or Attribute with Narrator 
approval). If the emphasis of the attribute or skill fits the 
task, add the +1 bonus to the roll.

Emphasis is added to skills or attributes at Stage 
Levels 3, 6, 9 or 12. Each skill or attribute can only have 2 
emphasis, and each emphasis can only increase to +2. 

The top three are the character’s attributes, which 
are different from skills. Attributes represent qualities the 
character possesses that have nothing to do with schooling. 
The attributes are Perceptual, Physical and Spiritual and 
each is explained below.

OPTIONPLAY: Optional character creation 
system. Instead of distributing 20 points down one half 
of the character sheet, the player is given one attribute at 
S4, one at S3 and one at S2, then given 8 skills at S2 each, 
all chosen by the player. Every other aspect of character 
creation remains the same.

ATTRIBUTES
 Descriptions of the three attributes follows. Keep 
in mind that attributes say little about your character 
personally. Most actual die rolls will be based off of a 
character’s skill rating. Attribute rolls are normally only 
called for in the case of defense rolls such as Resistance 
rolls, all explained below. Each attribute has a value of 1 
before any points are spent.

PERCEPTUAL
The character’s skill with his own sensory 

receptors for taste, touch, sight, smell, hearing and even 
his ability with extra sensory perception (for those that 
wish to include this element). Whenever the player makes 
a Perceptual check, he modifies his roll using the bonus 
given from the emphasis beneath the attribute if it applies 
(such as +1 for a hearing test if “hearing” is listed as the 
emphasis) + any related Traits. Jinn rules apply. 

This attribute’s most common uses will be when 
the character is attempting to sense things around him, 
such as when someone is trying to sneak attack him, or 
whenever the character is using a ranged weapon, or 
whenever the character is attempting a Parry Save.

Emphasis: <specific sense>, Search, Observe
NOTE: All characters will have one free value in 

this attribute at character creation that does not come 
from their creation points.

PHYSICAL
This attribute covers everything physically 

related that the character may have to make a test on, 
including but not limited to such things as sports, running, 
swimming, climbing, and all-encompassing Emphasis such 



the character scare easily, is he easily manipulated, does he 
let his mind wander, can he keep his mind on the task at 
hand, will he run at the first sign of terror? These are other 
aspects covered under this attribute as well as religious 
dedication.

Emphasis: Guardian, Faith, Determination, Will, 
Fearless, Resistance

NOTE: All characters will have one free value in 
this attribute at character creation that does not come 
from their creation points.

Spiritual Resistance. Whenever the character 
is faced with a crisis of conscience or if he ever reaches 
a point in his life where he is doubting his own faith, he 
would roll for Spiritual Resistance. This is also rolled 
whenever the character needs a roll to cover morale, fear or 
will. 

Treat this as an opposed roll versus the intimidator, 
persuader, etc. A successful roll equals or exceeds the 
opposing roll. If this roll fails, the character is at the mercy 
of the one imposing his or her will upon him. This does 
not mean he will be under that person’s control, but that 
person will seem to have a good idea.

As always, Jinn rules apply.

as strength, dexterity and stamina to name a possible few. 
A higher Physical value is a good idea for more 

combat oriented or physical type characters. This attribute 
is not used for combat rolls, but will be used as a primary 
attribute for personal defense in combat situations, as well 
as the intiative, or combat order.

This Physical attribute by itself is used when 
rolling for Dodge and Resist Saves; having Emphasis in 
either Dexterity or Stamina respectively will add bonuses 
to these Save rolls (see Saves in COMBAT page 88).

It is important to note that there is no place on the 
character sheet for the character’s Strength score. Figure the 
character’s strength to be equal to the character’s Height 
Level. Height Levels are defined as every 3 feet, plus or 
minus 6 inches. Up to 3 1/2 feet tall is HL 1, up to 6 1/2 
feet tall is HL 2, up to 9 1/2 feet tall is HL 3, and so on. 
As long as the height of the character is within 6 inches 
of that limitation, that given HL applies. The character’s 
lifting strength is this value times 300. A value of S1 lifts 
300 pounds, S2 lifts up to 600 pounds, and S3 lifts up to 900 
pounds and so on. Strength emphasis adds 100 pounds.

Emphasis: Strength, Athletics, Stamina, Resistance, 
Lifting, Climbing

NOTE: All characters will have one free value in 
this attribute at character creation that does not come 
from their creation points.

Physical Resistance. Whenever the character is 
attacked, he will have a chance to defend himself. If he is 
unable to move out of the way of the attack, this provides 
a secondary form of natural defense allowing him to lessen 
the damage taken. Physical Resistance is meant to protect 
the character against attacks of a physical nature. This is 
not used as an attempt to dodge, for it is assumed to have 
alreay failed. Resistance means the character has taken 
damage, there is no way to avoid it, he is just trying to take 
less damage than he would have taken. 

Once it is determined that the character will take 
damage, he can make a physical resistance roll. This roll 
has to exceed the attack roll to be considered successful. 

If successful, he would lose only 1 Exertion, and 
would suffer only 1 damage on the Body Chart, assuming 
armor did not take the damage. 

If the roll fails, the character takes full damage on 
the Body Chart and the full Exertion loss.

SPIRITUAL
This attribute represents the character’s devotion 

to their chosen Guardian. A high value represents a 
character in close touch with his chosen Guardian. Note 
this trait does in no way commit the Guardian to act in the 
character’s behalf and sometimes it merely increases the 
character’s fulfillment of the Guardian’s word. This trait 
also covers.

More than just dedication to a chosen Guardian, 
this attribute also represents a character’s inner will and the 
strength of their devotion. Whether the character chooses a 
religious path or not, this attribute also represents personal 
conviction, will power and their own sense of self. Does 



SKILLS
 The sum of what a person knows is housed in that 
person’s skill set. Whereas displaying in numeric form 
everything a person knows - even a fictitious one - is next 
to impossible, we’ve done what we can with this simplified 
skill system.
 Any task the character attempts will fall under one 
of these skills herein listed. The Narrator determines which 
skill and asks the player to roll 2D6, adding the Stage 
Level value of the chosen skill to the roll along with any 
applicable Traits. The higher the end result, the higher the 
chance for success.
 Skill rolls happen on your turn if you have any 
actions remaining, or unless the Narrator tells you to make 
a reaction roll.

COMBAT
This represents the character’s aptitude at fighting, be it 
open handed, with weapons or just with basic tactics and 
strategy. Emphasis will determine which subdivisions he is 
better at. If he chooses to emphasize in a specific weapon, 
make that the emphasis. Unarmed fighting styles are based 
on the character’s race; Nivrel for Kallans, Qelles for Groon 
and Eliju for the Limthrakk.

Note that this Skill does not cover starship combat, 
for the weapons of a starship do not count as weapons in 
your hand. If that is what you wish to specialize in, you 
need the Computers Skill.

Emphasis: <specific fighting style>, Armed, Security, 
Tactics, Thrown Weapons, Unarmed

COMPUTER
Knowledge of operation, maintenance and proper 

(and improper) usage of computers. A handy skill since 
computers are almost everywhere.

Any time the character is faced with a terminal, he 
has a chance of understanding how it works by having this 
skill. Emphasis makes specific what kinds of computers he 
is good at, like financial terminals, weapons terminals, etc.

Emphasis: Hacking, Operation, Program, Repair, SIM 
Pilot, Starship Combat

CULTURES
Knowledge of cultures, etiquette and proper 

behavior.
Any time the character is faced with a person of 

another culture, he will have a better idea of proper and 
accepted behavior.
 Emphasis: <specific race>, <specific area>, Customs, 
Etiquette, History

DIPLOMACY
Knowledge of diplomatic tactics, ambassadorial 

services, etc.
Any time the character needs to serve as an 

ambassador, this skill will quickly become his best fried.
Emphasis: Ambassadorial, Misdirection, Politics, 

Propaganda, Table of Honor

ELECTRONICS
Your character is good with electrical systems, 

from simple power outlets to complex electrical 
engineering. Your character will understand basic repair 
and maintenance of electrical systems and devices, moving 
into creating and working on electronic engines as this skill 
progresses.

Emphasis: Analyze, Repair, Sabotage

ENGINES
 Your character has been exposed to the inner 
workings of some of the more popular engines one would 
encounter, either the engines of vehicles, mechans or other 
types of common equipment. What your character can do 
with this is limited only by the Narrator and the dice. This 
skill can be used to repair, modify, etc.

Emphasis: <specific>, Analyze, Enable/ Disable, 
Identify, Repair, Sabotage

ESPIONAGE
 The character has learned many different ways of 
gathering information without being detected. More than 
likely he has learned how to use surveillance equipment, 
how to track people and information through the SIM, how 
to communicate in secret codes, how to read lips, and any 
other method of information extraction available.

Your character is skilled in silently gathering 
information and leaving no trace behind, either on foot or 
on the SIM. Common practices involved in spying on other 
people, shadowing them, listening in on conversations, 
planting listening devices, tricking people into giving away 
information, discovering necessary information, etc.

Emphasis: Concealment, Cryptography, Disguise, Hide, 
Impersonate, Infiltration, Information, Shadowing, Stealth 

LANGUAGE
Reading, writing and speaking all forms of 

language, from the common tongue to the natural tongue 
of each race, and all forms of other communication. Should 
this not be listed, the character can only speak and read 
the common tongue, the Vernakkular. Reading, writing 
and speaking each language takes up an additional skill 
slot. Available languages are Korroll (Groon), Lotose 
(Limthrakk) and Meniver (Kallan). 

You understand and speak various alien 
languages. Take this once per alien language you wish 
your character to be fluent in.
 Emphasis: <specific language>, Dialects, Read/ Write 
<specific language>

LAW
 You are schooled in the many facets of the legal 
system, either local or abroad, and you are able to advise 
people on how to best perform their duties without turning 
the attentions of the law upon their actions. You have a 
working knowledge of what the laws are, how they read 
and how to perpetrate a number of events and not get 
caught. Guardsmen use this skill daily investigating crimes, 
gathering evidence and trying their case in court.



Emphasis: Accordance, Provincial, Territorial, 
<specific>

LEISURE
 You know how to have fun. This skill covers 
various sporting events, artistic talent, card games and 
various other games of chance.
 Emphasis: <Sport>, <Talent>, <Game>, Artistry, 
Gambling, Gaming, Performance

MATHEMATICS
 At the most base levels, you can calculate the assets 
of a large, financial institution. Continuing on with this 
Skill gives you insight into quantum mechanics and theory.
 Emphasis: Chaos Theory, Computation, Quantum 
Mathematics

MEDICAL
 You are skilled in medicine in all of its forms. 
At the lowest levels, you are pretty adept at first aid and 
applying bandages. As you advance, you could fuse 
organic bodies with mechabiological augmentations. Take 
this once for each race you study.
 Emphasis: Biomech, Diagnose, First Aid, Genetics, 
Surgery, Toxins 

MERCANTILE
 The study of sales and marketing. A character 
skilled in this would know a bit about what items are 
valuable, to whom they are valuable and a general idea of 
how much money he could sell a specific item for, or what 
kinds of things he could trade for it. This also gives the 
character knowledge on being a better salesman.

Emphasis: Appraise, Bargaining, Business, Finance, 
Invest, Propaganda

MILITARY
 You have spent some time in the military learning 
their methods of combat. This is not to say you hold any 
sort of rank amongst the military, just that you know their 
tactics, strategies and combat applications. This will NOT 
give you command of a weapon, that is reserved for the 
Combat skill. 
 This skill is more about learning the ways of a 
soldier, understanding tactics, strategy, etc, and how to use 
them to your advantage.
 Emphasis: Administration, Command, Communication, 
Demolitions, Interrogate, Security, Tactics

NAVIGATION
 You are a learned pilot, having spent your time 
studying the ins and outs of public and private transport. 
You are qualified to sell your services, or you employ them 
regularly.
 This skill is not limited to any type of craft. You 
have a base chance of piloting any vehicle, but emphasis 
will help determine which vehicles you excel at over 
others.

Emphasis: Aerial, Land, Nautical, Orbital 

PERSUASION
 Getting what you want with nothing more than 
pretty words. This has to do with your skill when dealing 
with others, be it people or animal, whether wanting to 
get information from them, goading them into combat or 
making them want to run away from you and never show 
their face again. It represents how you deal with others.
 Emphasis: Charm, Deception, Intimidation, 
Misdirection, Oratory, Seduction, Animal Handling

SCIENCES
 The nature of the universe. A study of all things 
that fall under this category. The Skill itself means you 
have an inherent understanding of science. Any Emphasis 
makes that understanding specific.

Anything classified as science falls under this 
Skill. The only exceptions are those things that are 
already covered by another Skill, such as medicine and 
mathematics, for example.
 Emphasis: Behavioral, Chemistry, Life, Mechanical, 
Planetary, Space

STREETWISE
 You know the streets. This Skill gives you 
knowledge of the urban jungle, from where to find certain 
vices, who to talk to about getting things done under the 
radar of the authorities, and how to make money without 
having a job. You know the law, yes, but you know more 
about not following it.

This Skill is also used to represent an intimate 
knowledge of how to get around a certain area, like getting 
from point A to point B the fastest most efficient way as far 
as shortcuts, fastest mode of transportation, whose territory 
not to cross, the boundaries of that territory, etc. 

Characters would need to specialize in each 
individual area they know so well.
 Emphasis: <specific area>, Begging, Scrounging, 
Shadow Market, Underworld

THEOLOGY
 You are learned in the history and philosophy of 
the different religions, what they are, what they believe and 
how they relate to one another. This does not mean that 
you are Devout, for anyone can learn about the religions, 
but it wouldn’t make sense if a person were Devout and 
had no knowledge of this Skill whatsoever.

Having a value in this Skill does not guarantee 
one access to the Exclusive Abilities. Again, this Skill is all 
about knowledge of theology, nothing more. It is necessary 
for the Devout to possess a value in this Skill, but for 
anyone not Devout, having a value in this Skill does not 
mean the character follows a Guardian. Should one be 
traveling with a Devout or have ongoing relations with 
one, a value in this Skill would be helpful; for the Devout, 
it is required.
 Emphasis: Lore, Prophesy, Religious History, Religious 
Politics, Rituals

THIEVERY
 You have knowledge of not only how to pick 



pockets and steal from people, but anything considered to 
be less than legal. This covers illegal activities also, such as 
extortion, money laundering, etc. This Skill is also used by 
those in law enforcement to learn the ways of the criminal 
world and track down the guilty parties through their own 
actions and intents.
 Emphasis: Extortion, Investigation, Misdirection, 
Sleight of Hand, Stealing 

TALLY
Every time the player makes a successful roll with 

any skill or attribute, increase the tally for that skill or 
attribute by 1. When the tally reaches 15, increase the Stage 
Level value of that skill or attribute and replace the tally at 
0 starting the process all over again. This is how your skills 
are increased, by using them successfully.

Only the skill that reaches a tally of 15 may be 
increased, and only by 1 at a time. Whenever a skill is 
increased by 1, you may also do only one of the following: 

Players cannot roll their skills randomly just to 
increase their tally. Tallies are only increased whenever 
the Narrator asks for a task attempt and both player and 
Narrator agree on the skill being used. If no roll is asked for 
by the Narrator, the tally will not increase. Narrators may 
also rule that if she does not see the task roll made, the tally 
will not increase (Narrator option). 

EXERTION
Exertion (XN) is not a system of health or hit 

points. As such, when a character loses all of his Exertion 
he is NOT dead. Exertion is nothing more than the 
physical, mental and psychological wear and tear of the 
character, or how much he can take before he gets tired and 
passes out. 

As characters push themselves, they are taxing 
their own Exertion. This is not necessarily a bad thing, 
this is expected. When characters go about their normal 
daily routines, they use little Exertion. When they push 
themselves beyond the norm, they start going through their 
Exertion quite rapidly. This system reflects this.

At character creation, begin with an Exertion Base 
of 15. From there, Exertion Base is increased from any 
unspent points given for Traits or Abilities.

Whenever a character uses his Exclusive Abilities, 
he must invest XN, either 1, 2 or 3 points, and he receives 
the same amount in a die roll modifier for the attempted 
skill check, a +1, +2 or +3, respectively.

Should a character want to perform an extra action 
on his turn, he can do so for the investment of 1 XN. 

Whenever a character gets down to 6 XN Stand, 
they must make a successful Resistance roll every time they 

lose another XN point to keep from falling unconscious 
(a failed roll means they are passed out until they can roll 
three successful Resistance rolls over the course of three 
consecutive turns). Any damage on the Body Chart acts as 
a penalty to this roll, increasing the Resistance ROD.

Exertion loss is recorded on the Exertion Stand 
line. Exertion Base will show the maximum amount of 
Exertion the character has at full wake. Exertion Stand is 
healed at a rate of 3 XN per hour of uninterrupted sleep. If 
the character does nothing but sit in one place and relax, he 
will heal 1 XN per hour. 

During the course of an average day, the character 
will spend 1 XN every 3 hours for just being awake and 
doing his daily routine. Once the character gets down 6 XN 
Stand, he is getting tired and must sleep.

To increase Exertion Base, the player must use 
one of his increases granted by an attribute or skill 
increase when that attribute or skill hits a Tally of 15 (see 
Tally rules).

TRAITS
Every coin has two sides, and, much the same, 

every character has good things going for them but also 
have bad things they must overcome. The possibilities 
of this list are as endless as the possibilities for Skills, but 
here the Player has the freedom to add or subtract any 
advantages or disadvantages based on what pursuits he 
wants to see the character follow - unless the Narrator 
wishes to take it upon himself to decide all disadvantages 
for all characters allowing the players to decide their own 
advantages.

Characters can take on new disadvantages after 
character creation is long over with due to things that 
happen to the character in game. Disadvantages taken 
in this manner have a modifier value of the Narrator’s 
choosing, for he will judge the severity of the disadvantage 
and how badly it affects the character.

Some Traits are most common to members of 
certain races, for such Traits have something to do with 
what makes those races stand out amongst the rest. Such 
traits are not exclusive to the listed race, that is simply the 
race most likely to have them. Descriptions of each are 
given in the TRAITS section, page 129.

Some examples are given but feel free to come 
up with whatever you want for your character and the 
Narrator will allow. Traits do not have a Stage Level value 
the same as Attributes and skills do. 

If you list something down as a benefit or 
advantage for your character, there must also be something 
filled in that will hinder or challenge the character. One 
simply cannot have the benefit without having a handicap 
somewhere else. 

If the Narrator wishes, he may fill in everyone’s 
disadvantages for them, so long as all characters have 
challenges equal to the benefits they give themselves.

These Traits may be purchased with Creation 
Points. Each player has 4 points to spend on Traits, and 
Traits are 1 point each. Unspent points for Traits can be 
invested into Exertion and Jinn.

When performing an action that involves one of 

= Add new skill at Stage Level 1
= Add new Emphasis to a skill at 

Stage Level 3 or higher
= Add a new Trait

= Increase an existing Trait to +2
= Add new Exclusive Ability
= Increase Exertion Base by 1



ABILITIES
Exclusive abilities are things the character can 

do thanks to some form of change in their lives or special 
training they received. Decide how your character came by 
having this Ability and record either an A (mechabiological 
augmentation), R (religious training) or T (some other 
form of special training) next to the exclusive ability on the 
character sheet. 

The character can have multiple abilities here, 
and can have different designations for each, some could 
be A, some could be T, etc. Characters are not allowed 
to have multiple designations for the same ability 
however, and it is rare for a Devout character to have 
both A and R designations as they, for the most part, shun 
mechabiological augmentation. Rare, not impossible.

These Exclusive abilities do not have a Stage Level 
value, the player just invests the creation points needed 
and the Ability is his, so long as it is available to his 
chosen profession. Players have 2 creation points to spend 
in Exclusive Abilities, each one costs 1 creation point.  
Unspent points for Abilities can be invested into starting 
Exertion or Jinn Base. 

Abilities will not have a +1 or a +2 modifier as 
Traits have. Abilities themselves are never rolled and 
therefore do not modify die rolls such as Traits do. Abilities 
are meant to be coupled with a skill check. 

Whenever a character uses one of his special 
abilities, Exertion points must be invested. The player 
may choose how many Exertion points he wishes to invest 
into the effect, and points spent earn the player a die roll 
modifier; 1 XN invested gets the player +1 to his die roll, 
and 2 XN invested earns +2. 

When using these exclusives, decide what outcome 
the character wants to achieve. With that in mind, make a 
related skill check that best fits the desired end result, not 
the ability itself. 

Any applicable Traits can be added into the roll if 
it fits with the task being attempted. If the roll succeeds, the 
Ability went off mostly the way the player hoped for. If the 
roll fails, the Ability attempt failed.

These abilities themselves cannot be increased. 
Other abilities can be purchased with advancement 
following the Tally rule.

NOTE: If the character is of the Limthrakk 
race, they would never allow themselves to have any 
augmentations whatsoever, since it goes against their 
racial honor system. If a Limthrakk has augmentations 
forced upon him, he will take his own life. Should other 
Limthrakks find a Limthrakk that has augmentations, 
they will destroy him. Any Limthrakk killed for having 
augmentations will not be allowed a place in the funeral 
pyre, which is a dishonor amongst their people.

JINN POINTS
Jinn represents the cosmic humor of karma; it will 

help you accomplish your immediate goals, but it will also 
create a situation to make your long-term goals a little more 
difficult to attain. Players are advised to use caution when 
investing Jinn, especially if playing with an unusually 
creative Narrator.

When a die roll is called for and the player doubts 
his ability to reach the target number, the player can elect 
to invest a Jinn point into the die roll before the die is ever 
rolled. 1 invested Jinn point adds 1D6 to the die roll result. 
Roll for your task as normal on 2D6, then roll the extra 1D6 
the Jinn point  bought you and add it to the total. Add in 
and reroll any 6’s that this die rolls until it is no longer a 6.

There is, however, a downfall with the use of Jinn. 
Actions when the player invested Jinn will more than likely 
succeed, but they create interesting little consequences 
along the way as Jinn tend to, for lack of a better term, 
backfire in some unusual way. The backfire won’t always 
be obvious, not even evident, but will always be in some 
way involved when Jinn is used. And even if by some 
chance the roll does still fail, the Jinn point is still spent.

All characters begin the game with 6 Jinn points. 
Only 1 Jinn point may be spent per roll, and it must be 
spent before the dice are ever rolled.

Jinn points are returned to the player through role 
playing. When the character performs actions and deeds 
befitting of his race and/or training, if the player is doing 
good role playing and following along with the story, the 
Narrator has the option of rewarding him 1 Jinn point.

1 Jinn point may also be sacrificed to give the 
character (1D6+Physical attribute) XN in a pinch, but the 
character must have lost some XN in order to do this (a 
player at full XN Base would not be able to use Jinn in this 
manner). 

OPTIONPLAY: Set value. Invested Jinn points 
are not rolled, rather they replace a set amount 3 XN. 
Player decides method prior to the roll.

the character’s Traits, good or bad, the Trait may be figured 
into the ROD of the action. The Narrator determines how 
severe the causes are and how bad the Trait is affecting the 
character, whether increasing or decreasing the ROD. The 
value of each Trait will be +1 or +2, and this could increase 
or decrease the ROD depending on what is going on, the 
trait itself and how it is afflicting the character at that point 
in time. 

Some traits may be purchased twice to give the 
player a +2 modifier whenever using that Trait. To buy 
a Trait twice costs 2 Creation points at character creation 
and will be recorded on the character sheet as “(Trait) +2.” 
A Trait can also be increased to +2 when using the Free 
Increase of the Tally rule as well.

After character creation, Traits can be bought off 
the character sheet, both good and bad, whenever a skill 
value is increased through the use of the Tally rule. For 
every one that is bought off, though, another has to replace 
it. So if Fear of Heights is bought off the character sheet, 
something else must be put in its place, and it preferably 
should work off of something that happened to the 
character during his role played life. A +2 is lowered to a 
+1 with 2 XN, and a +1 is bought off completely with 1 XN.

Invested XN (+1, +2 or +3) +
Stage Level value of appropriate skill + any 
related emphasis + any related Traits + any 
added Jinn points + 2D6 = final roll result



 As the characters progress through their stories, 
they will attempt actions that will help them accomplish 
their goals. Often these attempts will be met with some 
form of resistance, obstacle or consequence. Success 
and failure of these attempts are judged in two main 
ways: investment of points and die rolls. To determine 
a character’s success - or lack thereof - at whatever he 
attempts, follow the procedure listed below.
 All characters, unless physically incapable, 
are allowed one action per round, each round running 
approximately 2 to 3 seconds game time. During your turn, 
you may attempt any one of the following actions at a ROD 
chosen by the Narrator, with certain guidlines.
 

TASK ROLLS
Any action attempted is given a Rate of Difficulty, 

known by the acronym ROD. All actions have a ROD 
based on the severity of the action and the circumstances 
that surround it. The Narrator will determine the ROD. 
When a player attempts a ROD, he will base his attempt off 
one of the character’s attributes or skills, one that relates to 
the action being attempted.

When attempting a task roll, the player will 
roll two six-sided dice, here on referred to as 2D6, and 
add the roll of the dice to his Stage Level value in the 
accompanying skill. If the total result of the die roll and 
his skill value equals or exceeds the assigned ROD, the 
character has succeeded.

The Narrator decides the ROD for all actions of 
the game and he may use whatever number he wishes. 
As a guideline, use the base ROD of 9 for mundanely 
easy tasks and increase from there. So for the character to 
succeed at an attempted task, his skill value added to his 
die roll would have to equal 9 or more.

Example: should a surgeon attempt to operate 
on someone of his own lineage, his ROD would be 9. He 
would incorporate his Medical skill (S4) and add it to his 
die roll. If the die roll was 6, his final result would be 10 
(4+6=10). The end result of 10 is more than the 9 he needed, 
so the character succeeded at his attempted action.

If he has an emphasis in the Medical skill relating 
to what he is doing (such as “surgery” for this example), 
the player adds 1 to the die roll attempt. This would have 
made the end result 11 (skill level 4 + die roll 6 + 1 for 
related emphasis). 

 Should the character attempt an action that proves 
to be a great physical or psychological challenge, the ROD 

MECHANICS
is further modified. When attempting an action that works 
against one of the character’s Traits, an appropriate penalty 
is added to the ROD making success more difficult.
 Example: a corporate agent is searching the 
database of a rival company’s computer for sensitive 
information. He uses his Language Skill (S3) with an 
emphasis in Limthrakk. But the character also has a 
Miscomprehension Trait (+1) to certain dialects, that would 
interfere with the roll. Because the character is working 
against his disadvantage in a way that directly affects the 
task attempted, this increases the ROD by the value of the 
Trait (in this case, +1). 

Such penalties, since they represent challenges 
to overcome, increase the ROD making success more 
challenging. In this case, the penalyzing Trait (+1) will 
increase the modified ROD to at least 10 if the Narrator 
is using the base ROD 9. Now the character with a skill 
value of 3 has to roll 7 or better on 2D6 to meet or beat his 
penalized ROD of 10.

OPPOSED ROLLS
At times, characters may have to use their skills 

in opposition of one another, such as in combat or when 
trying to get the better of one another. The one initiating 
the action makes a roll on his skill, and the one opposing 
rolls whichever skill is appropriate based on the attempted 
action (for example, making a Spiritual Resistance>Will 
roll versus a Persuasion action). Whomever gets the higher 
result is the victor in this challenge.
 Example: a character is trying to hide from a 
searching enemy. He incorporates his Espionage skill, but 
has no emphasis in stealth. In absence of this, he elects to 
invest a Jinn point, adding 1D6 to his roll. The attempted 
hider rolls 5 with a value of 1 and a Jinn point roll of 3, 
giving him 9 exactly(5+1+3). The seeker rolls 6 with a 
value of 2, giving him 8. The hider is not discovered by this 
seeker.
 Should the dice ever land on 12, your character’s 
action succeeded and there was no backlash (well, no 
evident one). Add 12 to the skill value and roll 1D6 again, 
adding that value to the end result as well.

Should the die roll be 2, otherwise known as 
“snake eyes,” the attempt failed, backfiring on the character 
in the worst way imaginable. No matter the value of 
whatever skill this is coupled with, the roll alone fails the 
attempt. Period. If a Jinn point wasd invested with a roll 
of 2, the failure was of such legendary proportions your 

Possible Actions
Aim

Attack
Drop/ Pick Up Item

Move
Search

Skill Check
Switch Weapon 
or Equipment

To figure the ROD for all task rolls:
Base ROD + penalties = adjusted ROD

To figure the modifier for all die rolls:
Stage Level value of appropriate skill + any 
related emphasis + any related Traits + any 
added Jinn points + 2D6 = final roll result

Meet or beat ROD to succeed

Rate Of Difficulty
 Easy  8, 9, 10
 Moderate 11, 12, 13
 Challenging 14, 15, 16
 Difficult 17, 18, 19
 Near Impossible  20, 21, 22
 
   Numbers listed are suggested
   ranges with most likely in bold 
   italics, all Narrator option.



character will be a laughing stock for the better part of his 
adult life, provided he survives.

ASSISTED ROLLS
Any time a character is attempting a detailed, 

intricate action, other characters can help him with a 
series of combined rolls. The party decides who will be 
doing which actions based on skills and emphasis. The 
one making the important, intricate roll will roll last. All 
others will attempt their actions first. For each successful 
roll on an assisted action the party gets, the character 
with the important roll gets +1 to his roll. All players that 
succeeded on their roll get 1 Tally as well.

For instance, say a character is attempting to hack 
into a computer on an enemy’s ship. The character with 
skills in Computer> Hacking will be making the important 
roll. Should one of the other characters assist by scanning 
the computer he is hacking looking for any firewalls or 
tracking programs, his assistance will give the hacker +1 to 
his hacking skill check (so if he has a Computer of 4 with 
an emphasis in Hacking, he is already adding 5 to his die 
roll, the assistance of the other character will put another 
+1 on top of this for a total of +6 to the skill check).

By chance if the people helping the important 
roll fail at their attempts, the ROD of the important roll is 
now increased by 1, given that the assistants have fouled 
things up even worse than it was in the first place. And if 
any Jinn were invested… well, let’s just leave that to the 
imaginations of evil Narrators.

MODIFIER
The ROD may be further altered by not only the 

skill of the character, but by the situation itself. Sometimes 
there will be conditions that get in the way or make 
things easier for the character. These are represented by 
a numerical value that affects the ROD as well. These are 
known as either modifiers or penalties.

Modifiers are situations that work in the 
character’s favor and are added to the die roll, assisting 
the character in reaching the number he needs to achieve 
success.

Penalties are situations or circumstances that work 
against the character, thereby adding to and increasing the 
ROD, making the task more difficult for the character. 

For the most part, these modifiers/penalties will 
be either +1, +2 or +3. The very rare penalty of +4 is given 
when the character has suffered severe damage, or at such 
times when the Narrator believes it necessary.

NOTE: Automatic Successes. When the character 
is attempting a task the Narrator believes is so mundanely 
easy – or if the character’s skill value is so high a roll of a 3 
on 2D6 alone would guarantee success – the Narrator has 
the right to determine the action succeeded without asking 
for a roll. This is reserved for actions the Narrator knows 
the character could accomplish with no trouble whatsoever 
and no opposition. Whenever an automatic success is 
given, the character’s Tally for that skill is unaffected – if 
you didn’t roll for the skill, you can’t increase in the skill. 
The Tally will only increase if the character is challenged 

with the skill, and performing tasks that are mundanely 
easy is no challenge.

OPTIONPLAY: Multiple actions per turn. All characters 
receive one attack/action or one movement per turn. To 
get an extra non-movement action this turn, spend 1 XN 
to receive 1 extra action that will happen at the end of the 
combat round after everyone else has had one action. This 
extra action will have a higher ROD, however. Exertion 
cannot be invested to increase the speed of a vehicle since it 
is not powered off of your own personal Exertion.

EMPHASIS
Once any skill or attribute has reached Stage 

Level 3, an Emphasis may be recorded. An Emphasis is a 
specialized area of training the character has acquired in 
that given skill that helps the character better focus their 
training.

In game terms, this is an additional die roll 
modifier. Whenever the task being attempted applies with 
the Emphasis on the skill being rolled, the Emphasis adds 
an additional +1 modifier to the roll.

For example, if the character is attempting to pilot 
a skiff to the party’s destination and he has an Emphasis in 
Skiff on his Navigation skill, he would add the value of his 
Navigation skill to his roll along with an additional +1 for 
the Navigation>Skiff Emphasis.

When skills increase to multiples of Stage Level 3 
(Stage Level 3, 6, 9, 12), the player can choose to increase 
an existing Emphasis to a +2 modifier, or may add an 
additional Emphasis at +1.

Emphasis are assigned when the skill reaches a 
Stage Level value divisible by 3. A newly added Emphasis 
will have a +1 modifier. At the next Stage Level divisble 
by 3, that Emphasis can be increased to +2, or a different 
Emphasis can be added at +1. Existing Emphasis at +1 can 
be increased to +2 when the skill reaches the next Stage 
Level divisible by 3.

Stage 3- Add 1 Emphasis at +1
Stage 6- Add 1 Emphasis at +1 or 
increase standing Emphasis to +2
Stage 9- Add 1 Emphasis at +1 if you dont 
already have 2 Emphases, or 
increase 1 standing Emphasis to +2
Stage 12- You should have 2 Emphases at +2 each

UNTRAINED
When attempting a skill your character has no 

recorded value in, simply invest XN, either 1, 2, or 3  and 
add that same amount to the die roll result, as +1, +2 or +3, 
respectively. If this roll is equal to or greater than the ROD 
assigned by the Narrator, the player has succeeded and 
may record 1 Tally on the skill he just rolled. If the roll fails, 
no Tally is added and the XN is still spent. Any skills used 
untrained can only acquire Stage Level 1 once 15 tallies 
have been accrued. 

Skills that cannot be used untrained are 
Electronics, Engines, Language, Medical, Military, 
Navigation and Sciences.



Ordinarily the rules for movement are quite 
lenient; regular walking or piloting does not require an 
action or roll, just keep the story moving right along. 

However, when one is engaged in combat things 
have to be kept track of. It becomes increasingly important 
to know where people are standing, how far away from 
each other they are, how close to certain items they are, etc. 

Movement also becomes important in combat 
should one party decide to flee the scene and another 
wishes to run him down either on foot, in a vehicle or some 
other form of chase.

To represent the distance a being or vehicle can 
travel in one turn, WOR uses a simple system called the 
“sectors per second” system. At normal cruising speed, a 
creature or vehicle can travel a number of sectors equal to 
its Physical score, or Move score for vehicles. So a creature 
of Physical Stage Level 3 can travel 3 sectors in one second. 
A “sector” is determined by the following:

 A creature with an Emphasis on their Physical 
attritbute relating to dexterity, speed or something similar 
will receive an equivalent bonus to their Movement rate (a 
Physical of 3 with an Emphasis in Running +1 would allow 
the character to move 4 sectors per second, or 4 feet per 
second).
 Simple maneuvers like walking or running on 
smooth, straight surfaces, or simple cruises in a familiar 
vehicle will hardly ever require a roll. A roll should only 
be asked for in the case of interference, in whatever form it 
may take. Interference includes but is not limited to being 
chased, winding pathways, uneven surfaces, shoot-outs, 
pursuers, vehicle malfunctions, obstacles, etc.
 The sectors-per-second rule of interstellar vessels 
will be based on the vessel’s Move score, which can be 
found with the vessel’s description in the VEHICLES 
section, page 169. 

PILOTING. Trained pilots can buy a Stage Level value 
in Navigation with the name of the chosen vehicle listed 
as the Emphasis, such as “Navigation>Battle Vessel” or 
“Navigation>Starship”. If the character is adept at beast 
riding, that Emphasis is listed as “Ride” and the type of 
beast listed as well.

PURSUING. Characters may get into chases, sometimes 
on foot, sometimes while on beast back, sometimes in a 
vehicle. 
 Should the chase be on foot, both pursuer and 
target make a roll based on Physical attribute and a 
corresponding Trait either may have invested points in. 
If the rolls are within 3 of one another, the two stay fairly 

close. Should the pursuer’s roll exceed the target’s roll by 6 
- or exceed the roll on three consecutive turns - the target is 
caught. If reversed, the target got away.
 The same system works for vehicular or beast 
back chases, except that players modify their ROD based 
on the Navigation skill. The “by 6” rule system explained 
above still applies. Should both pursuer and target fail their 
roll during the chase, either they lost one another or they 
collide. Jinn rules apply.

STARSHIPS. Starships run in two speeds, cruise speed 
and Phase speed, each one follows the sectors-per-second 
rule. The fastest speed theorized is Phase 6. The next 
step is Quantum Phase - folding space between location 
and destination and travel literally across the universe 
in a matter of seconds. This technology is said to be in 
testing stages, although everyone knows such speeds are 
unattainable.
 The main goal for engineers and scientists now is 
Faster-Than-Light travel, which has never been breached. 
Even as fast as Phase 6 is, it cannot outrun light. Many 
would love to have an FTL engine, but even more know it 
as the acronym it has been given, “FaTaL” travel.

Double Time. Increasing basic movement rate to two 
times normal allows the character to move at double 
normal movement rate for one turn. This does not cost 
any Exertion to do. Increasing movement speed in this 
way denies the character any other actions this turn. With 
Narrator approval, the character may attempt one other 
simple action, like firing wildly, shouting commands, etc, 
if XN will be invested into the action. Aiming, professional 
tasks, etc cannot be attempted as an additional action. 
While moving at increased speeds, any additional actions 
have an appropriate ROD penalty chosen by the Narrator.

Triple Time. Increasing to three times the basic movement 
rate for one action. Follow rules listed above for double 
time. However, here the player must invest at least 1 XN 
just to be able to mvoe so fast, and this XN will not serve 
as a die roll modifier. All the character is allowed to do is 
move since the character is investing energy into doing 
so at a faster rate. No other actions are allowed through 
investment of XN. Simply attempting any other action 
drops the character back down to Double Time.

OPTIONPLAY: Metric. Even though this book was 
written with American measurements in mind, those of 
other practices are free and welcome to use metric units in 
place of the American ones. Whereas this would effectively 
make one foot and one meter interchangeable, which is 
completely not true, for simplicity’s sake, some matters 
of actual measurement can be fudged in order to keep the 
game moving.
 This does not invite people to change units of 
measurement as they are going. Decide which system you 
want to use at the start of the game and stick with it from 
that point on.

MOVEMENT

  TRAVELER  SECTOR
  Creature or Being One Foot
  Land Vehicle One Yard
  Flying Vehicle One Mile
  Space Vehicle One League 
              (about 3 miles)



combat
In any system of conflict, as much as people may 

try to avoid it, combat will always be a harsh reality. And 
these Worlds of Rage are no different. 

To begin with, understand that combat is fast and 
deadly. It is designed to be as similar to the real thing as 
any fantasy game can be. Hurting someone severely is not 
all that complicated with this combat system. After a single 
round of combat a character may think twice before rolling 
initiative for the second round of combat.

Let it not be said that combat must be a part of 
every story, but there is always a good chance it could 
happen. That being said, when two parties decide 
combat is inevitable, it is assumed they will fight to the 
destruction of the opponent. Characters in combat will be 
all about breaking each other, tearing each other apart and 
ultimately killing one another in the combat scene. This is 
not about hurting another person, this is about leaving no 
trace behind of their entire family line. Well, at least that 
will be your character’s mindset at the time. These rules 
support that belief, and every combat scenario in your 
games should too. After all, these are the Worlds of Rage, 
and when combat happens, no one holds back.  
 Combat is an opposed roll between attacker and 
target.

STEP 0: Surprise!
Surprise attack rules are separate of initiative 

because this step takes into account the target does not see 
the attack coming. This can happen almost anytime, but 
whether the move is available or not is completely to the 
discretion of the Narrator.

Any time the target’s attention is taken by 
something else, any would-be attacker has the opportunity 
to catch him unawares and hit him where it counts. All 
an attacker needs for a surprise attack is for the intended 
target to not be paying attention to him in any way, such 
as the attacker is prowling from behind, or he is in hiding 
preparing for an ambush. 
 If the Narrator wishes, he may allow the target a 
Perceptual roll to see if the target notices anything amiss, 
such as dimmed lights where none should be dimmed, 
etc. If the target succeeds at the Perceptual roll, he will 
be allowed a Save from the attack. Combat order is also 
needed since the target will be able to defend himself. If the 
Perceptual roll fails, the target is unaware of the attacker 
before the attack happens, will be unable to do anything 
about the attack, and therefore has no need to roll combat 
order. The attacker goes first and damage is dealt.
 Put simply, if an attacker can successfully stalk the 
intended target without the target knowing he is there, the 
attacker gets a surprise attack where he will attack first, 
he will not have to roll combat order and the target cannot 
dodge because he is not aware of the attack coming. This 
also gives the attacker damage as if the attack were a called 
shot (page 93). Armor rules apply. 

If a character is entering a combat scenario that has 
already started, the character may be allowed a surprise 
attack if no one notices that he is now entering combat; a 

successful roll would give him a successful surprise action.

STEP 0.5: Persuasion
This is listed under combat because it encompasses 

fear, morale and intimidation checks, and all may 
eventually come into a combat scenario. When two fighters 
are face to face, a common tactic is to use some form of 
manipulation to make the other fighter too scared to enter 
into combat. Whether used as intimidation, persuasion, 
name calling or whatever, the rules are the same. When 
the character is faced with odds that would make any sane 
person turn tail and run, make a Spiritual Resistance roll to 
make sure the character does not lose his lunch and run the 
other way. Traits are available that can act as modifiers for 
this roll.

Should a character be the leader of a party and be 
giving orders to the group members – orders that may or 
may not be wise – the party is allowed to make a Spiritual 
Resistance roll to see if they continue to follow his barking 
or if they have the gumption to stand up for themselves. 

Any sort of will power or determination roll is also 
Spiritual Resistance. Should a member of the Devout try to 
convert another Devout away from their Guardian, again 
this is Spiritual Resistance. It can play out in combat as 
often as Physical Resistance does. At those times, the rule 
of highest successful roll is the victor still applies.

STEP 1: All involved parties roll for combat order
Once it is determined that combat is inevitable, 

the first thing to determine is which character acts first. All 
involved parties, both player and Narrator, roll 2D6 adding 
in values for Physical attribute, along with any applicable 
Emphasis (those with “Fast Reflexes” or “Impulsive” traits 
add that in also). Combat order proceeds from highest to 
lowest, Jinn rules apply. Characters that are frightened, 
stunned, unconscious or intimidated cannot act that turn 
until they make a successful Spiritual Resistance (Will 
power) roll.

Should two players have the same number, the one 
with the higher Physical value goes first. If there is still a 
tie and the players and Narrator can not decide who goes 
first, these players reroll combat order on their turn and 
continue accordingly. 
STEP 2: Call your action

On your turn, you are allowed one quick action 
that would take about 2 or 3 seconds (or the next step 
in a detailed process progressing over multiple turns). 
Examples of what you may attempt in one action are listed 
above: Attack, Search, Aim, Move, etc.
 The Narrator decides the base ROD the attacker 
needs to hit his target along with all penalties. The attacker 
rolls 2D6 and adds the result to the Stage Level value of 
one of the skills on the character sheet that associates with 
the action being attempted. 

 If the character has an emphasis in this skill and 
their action falls under it (as in a certain type of attack or 
weapon), add 1 to the die roll. Add in the value of any 
applicable Traits as well, either as modifier or penalty.



If the end result of the die roll comes short of the 
base ROD the Narrator has given for the action, the action 
fails, no defense is needed. 

If the roll succeeded, the target character has to roll 
to oppose the attack. Their ROD is now set at whatever the 
attacker’s end result die roll was with all modifiers added 
in.

You may use your action to step out of combat 
and just observe what is going on in the battlefield. Every 
action spent this way gives you +1 to your attack when you 
decide to finally make your attack, but the modifier is not 
to exceed +3.

In the case of attack with a melee weapon, add 
the value of the Combat skill to 2D6. If the character has a 
related emphasis involving melee weapons, add 1 to the 
roll. 

Melee weapons do damage on the Body Chart 
equal to the Stage Level value of the weapon. The target 
also suffers an Exertion loss equal to the Stage Level value 
of the weapon plus the degrees of success on the attack roll. 
(explained below).

In the case of attack with a ranged weapon, add 
the value of the Combat skill to 2D6. If the character has 
a related emphasis involving ranged weapons, add 1 to 
the roll. If the character has no value in the Combat skill, 
the player can roll his Perceptual skill instead since it 
encompasses hand-eye coordination, but with a penalty. 

ROD is determined from adding the set base to 
the range penalty and any cover penalties on the target 
as well as any penalties for targeting certain parts of the 
opponent’s body.

Ranged weapons do damage on the Body Chart 
equal to the Stage Level value of the weapon. The target 
also suffers an Exertion loss equal to the Stage Level value 
of the weapon plus the degrees of success on the attack roll.

Attacker and target within 30 feet, 
take Base ROD +1 = adjusted ROD.

Attacker and target within 60 feet, 
take Base ROD +2 = adjusted ROD.

Attacker and target within 90 feet, 
take Base ROD +3 = adjusted ROD.

Any more than 90 feet between the attacker and 
the target, the Narrator has the freedom to determine that 
the target is either out of range, or can apply whatever 
ROD modifier she wishes to accurately cover the difficulty 
of the action.

DEGREES
Whenever a task roll is required the Narrator will 

decide the ROD and ask the player to roll 2D6 modifying 
the result with a skill value. The dice are rolled and the end 
result determines success or failure, but to what degree?

The numbers in between the needed ROD and the 
final die roll are the degrees, whether success or failure. 
If the die roll result exceeds the ROD by three, then it is 
seen as a “three degree success.” If the roll fails by four, for 
example, then it is a “four degree failure.”

What do these numbers mean? For starters, a 
small degree indicates a small success or failure, as if the 
character just barely made it. On regular task rolls, this 
could be the difference between succeeding by volumes 
or barely making it. As with an attempt to jump, a large 
degree success means the character sailed through the 
air and landed perfectly on his feet, never missing a step, 
and continues running as if never even breaking a sweat. 
A small degree success means she caught the other ledge 
with a single finger and is trying to pull herself up the rest 
of the way. Should the character have failed, a small degree 
failure means she came close but just barely missed. A 
large degree failure would be something out of a cartoon, 
where the character made it halfway across the chasm 
before falling, never even setting one finger on the opposite 
side.

In combat, degrees work about the same. A large 
degree success means the attacker hit the target with a 
powerful blow. A small degree success means the attacker 
was lucky to land a single blow. A large degree failure 
means the attacker stood a better chance attacking herself 
than the target. A small degree failure means the attacker 
came close to the target, but something made the attacker 
miss still.

The exact nature of what happened is the 
discretion of the Narrator, but the degrees serve as a 
guideline to illustrate not only did the character succeed or 
fail, but how well.

If you cannot decide the difference between a 
“large” and “small” degree, you can look at it by 3’s; 3 
degrees is a small degree, while anything 6 degrees or more 
is large.

Base ROD + penalties = adjusted ROD

To figure the modifier for all die rolls:
Stage Level value of appropriate skill + any 
related emphasis + any related Traits + any 
added Jinn points + 2D6 = final roll result

Meet or beat ROD to succeed



Degrees can work in any way the Narrator wants 
them to. For instance, if a character is lifting something 
heavy, the degrees can determine how many Actions 
the character will be able to hold the item aloft. If for a 
Resistance roll, the degrees can determine how many 
Actions the character can spend ignoring the effects of pain. 

EXERTION LOSS
It is incorrect to think of Exertion loss as damage 

accrued. Rather think of Exertion loss as a means to 
determine how close to unconscious the character is. 
Should a character’s Exertion reach 0, all that means is that 
the character is unconscious, not dead. 

Once a character is unconscious, he remains that 
way for at least 3 turns. After 3 turns, he may make a 
Physical Resistance roll each turn. If the roll succeeds, the 
character is awake; the amount of Exertion the character 
has upon waking is determined by rolling 1D6 and adding 
the character’s Physical attribute. If the roll fails, the 
character is still unconscious until the roll succeeds.

An unconscious character is at the mercy of those 
around him. Should he be attacked, there is nothing he can 
do. If another character attacks an unconscious character, 
all the unconscious character can do is accept the damage; a 
Resistance roll is not even possible.

In Hand to Hand combat, or grappling, Exertion is 
mostly suffered from overexerting oneself or from hand to 
hand damage. In such times, damage is not immediately 
recorded on the Body Chart. Once a hit is scored, the target 
loses Exertion equal to the degrees of success on the attack 
roll +1 (or +3 if the attacker is a Groon attacking a smaller 
creature, the regular +1 if the target is equivalent size to 
the Groon) adding in any modifiers for Strength emphasis, 
either +1 or +2.

So if the attacker and target are both Kallan and 
the attack roll was a 12 versus a ROD 9, the target would 
lose Exertion equal to 3 degrees of success +1, or 4. If the 
attacker had an emphasis in Strength at +1, the exertion 
loss would then be 5. 

If the attacker were a Groon and the target a 
Limthrakk, the target would lose Exertion equal to 3 
degrees of success +3, or 6. If the attacking Groon had an 
emphasis in Strength at +1, the exertion loss would then be 
7.

Once a character is reduced down to 6 XN Stand, 
he must make a Resistance roll to stay awake; success 
means he is conscious, failure means he falls unconscious. 

Once a character is reduced to 0 Exertion, he is 
unconscious and no Resistance roll will keep him on his 
feet. 

An unconscious character may make one attempt 
per action to awaken. This is done with a Physical 
Resistance roll versus ROD 12 (or higher, if the Narrator 
wishes). Once the character is conscious, the Narrator 
makes a roll to see how much Exertion the character 
awakens with (1D6 + Physical attribute). If the character 
is somehow again reduced to 0 Exertion without seeking 
professional medical help, the character will be out for a 
minimum of 10 rounds, and his ROD to awaken will be 

increased to 15 (or higher if the Narrator wishes).
If the attack is a called shot, all Exertion loss is 

doubled.

STEP 3: Defending Yourself
Whenever your character is doomed to suffer 

damage at the hands of another, your character has the 
right to do something about it right then and there, and is 
advised to take advantage of this opportunity.

All characters, unless physically unable, are 
allowed one attack/action per turn. If your character is 
attacked, defense is immediate. On the same turn as the 
attack, make a Save roll for your character, the ROD of 
which is the value of the attack roll.

Anytime an opponent successfully hits your 
character, you have the chance to Save. The types of Saves 
are Counter, Dodge, Parry or Resist.

COUNTER – your character tries to hit the attacker 
at the same time the other character attacked yours, in 
an attempt to stop the original attacker from landing his 
attack in the first place. Roll this like you would any other 
attack, but this attack cannot be aimed or called, it is purely 
reflexive. Meet or beat the attacker’s roll to successfully 
stop the attacker from dealing damage to your character, 
making the original attacker suffer damage instead. If this 
roll misses, you suffer damage normally.

DODGE – your character evades the source of 
incoming damage by moving the hell out of the way. Add 
the Physical Stage Level value to the roll of 2D6, adding 1 
to your die roll with any emphasis that applies to the task 
being attempted. Meet or beat the attacker’s modified roll 
to successfully get your character out of the line of fire.

NOTE: It is impossible to dodge firearms without 
some sort of special training, such as “Dodge Firearm” or 
“Geometric Combat.” Jinn rules apply.

PARRY – your character blocks the incoming 
weapon with one of his own, provided the attack was with 
a melee weapon or hand to hand combat (possible to parry 
thrown weapons, but could be more difficult; this is the 
discretion of the Narrator). This would base off a skill with 
the weapon and any applicable Traits. Whichever one is 
used is added to the roll of 2D6. Meet or beat the attacker’s 
roll to successfully stop the progress of the attacking 
weapon in its tracks so that the weapon never hits your 
character.

Any modifiers to attack also add to a parry 
attempt.

RESIST – your character accepts the damage, 
attempting to lessen it. Resistance is offered in two forms, 
Physical and Spiritual. Physical Resistance is an attempt of 
the character to lessen damage, either Exertion or on the 
Body Chart itself. Add the Physical Stage Level value to the 
roll of 2D6, adding 1 to your die roll with any Emphasis 
that apply to the task being attempted. Meet or beat the 
attacker’s roll to lower impending damage.

When the character makes a successful roll for 



 STAGE LEVEL ONE 
Blunt Weapons

 STAGE LEVEL TWO
Bladed Weapons

 STAGE LEVEL THREE
Handguns and 

Combat ready swords

 STAGE LEVEL FOUR
Heavy-Tech Weapons

 STAGE LEVEL FIVE
Explosives

   
   BODY CHART

 (Penalty) Location  (2D6) Armor  Hits  

  (+6) Head  2t  1     2     X 
  (+6) Throat   3t  1     2     X
  (+4) Chest  4t  1     2     3     X 
  (+4) Abdomen  5t  1     2     3     X
  (+5) R. Arm   6  1     2     3     X 
  (+5) L. Arm   7  1     2     3     X 
  (+5) R. Leg  8  1     2     3     X            
  (+5) L. Leg  9  1     2     3     X 
  (+6) Groin  10  1     2    X 
  (+6) Heart  11t  1     X 
  Optionplay  12t  Instant Kill

  KEY
  t  Quick kill option
  m  Damage suffered
  r  Healing in Progress
  X  Useless or severed

Weapon < or = Armor, One Protection Point is lost 
Weapon >  Armor. Weapon does full damage

Resistance, damage and Exertion loss are both reduced to 
1 each (or only 1 Exertion loss and no actual damage in the 
case of damage from a Blunt item).

The exception to this rule is things that absolutely 
would not make sense, Narrator’s option. For instance, if 
the character was just caught on fire and ran around for 
a few turns burning, he would take more than 1 damage. 
Collision and falling are also examples of Narrator’s option. 
In these cases, the Narrator can determine the character 
took half the damage he should have taken, or that no 
Resistance roll is allowed at all. There are, afterall, some 
things that just hurt too much.

If the roll is for Spiritual Resistance, the character is 
trying to recover from a crisis of faith or fear. A successful 
roll here does not prevent damage, but lets the character 
stand his ground. Mostly this roll would be a contested roll 
versus another character’s Persuasion rolls.

To attempt a Save, roll your defensive maneuver 
against a ROD equal to the die roll result of the attack 
rather than any preordained ROD. Roll the ROD or better 
on 2D6 with a specified accompanying skill in order to 
avoid the attack, Jinn rules apply. Primarily this will be the 
Physical skill for combat Saves, but others could be used 
with the Narrator’s approval. 

Example: a character is attacked with 
a total roll of 14. The character chooses to 
dodge out of the way. He uses his Physical 
value of 3 with an Emphasis of Evasion giving 
him +1 to his die roll. The 2D6 roll is 7, of 
which he adds 3 for his skill and 1 for his 
Emphasis for an end result of 11, which is not 
enough to evade the incoming attack of 14. 
The character is hit, and there are 3 degreees 
of success.

If your character is attacked by 
multiple attackers, he can Save against each 
attack, but making any aggressive actions 
towards the attackers falls under the Extra 
Attacks rule (page 81) and would take the 
character’s turn.

If the attacker did not make a successful attack 
roll and missed, there is no intrusion upon the character’s 
person, so he can do nothing about the attacker until his 
next attack/action. Characters do not Save against a failed 
action.

TAKING COVER
The amount of the target’s body that is behind 

solid cover will provide a penalty for the attacker when 
using a ranged weapon. Cover amounts and the penalties 
they provide are as follows: one-fourth cover gets a +1 
penalty, one-half cover +2, and three-quarters cover is +3. 
All penalties add to the ROD making the target harder to 
hit. Should the attacker have any Hits on his body chart, 
that adds to his ROD as well. 

Should the target be behind full cover, there is no 
penalty for that because the attacker cannot possibly hit 
the target, he is behind full cover. The target would have 
to either come out of hiding or the attacker would have to 
reposition himself so as to get some kind of clear shot on 
the target; there is no hitting something that is completely 
on the other side of a hard wall.

The most common types of cover are hiding behind 
something solid, like a wall, vehicle, other person, etc, and 
hiding inside complete darkness. If an attacker attempts 



to hit anything in complete darkness, he faces a penalty 
of at least +4 if not more, that is the determination of the 
Narrator. 

For example, if an attacker is pointing his hand 
gun at someone who is under half cover, his modified ROD 
would be 11 (9+2).

If the target is out in the open but constantly 
moving, increase the ROD +1.

STEP 4: Ungh! (sound of dead meat hitting pavement)
Since the defensive maneuvers don’t always work, 

this step represents the consequences of our actions in 
combat.
 Damage is categorized by the type of weapon. It 
can be further categorized by the method of attack (so if 
the attack is to hit a person with the broadside of a firearm, 
the attack will do Blunt damage, not regular Handgun 
damage).

 If the attack is successful, roll on the Body Chart. 
The dice are used to illustrate various parts of the body. 
When an attack is successful, roll to see where the target 
was hit.

If the character is wearing armor, armor can absorb 
damage based on how well it is made, the material it is 
made from, the types of attacks it is designed to reflect or 
absorb, etc. hence both weapons and armor have a Stage 
Level value. 

Record the Stage Level value of the armor worn by 
the character onto the Body Chart on the character sheet 
in the column labeled “Armor.” For every part of the body 
that the armor offers protection, write the Stage Level value 
of the armor in the space provided for each location on the 
chart.

For example, if the character is wearing Fitted 
armor, a suit of spandex that covers the body from the neck 
down, a “3” is written in the spaces provided from the 
Throat (Location 3) all the way down to Location 11, with 
no value in Location 2 because that particular suit of armor 
does not cover the head (otherwise the wearer would 
suffocate). Location 12 is no real location, just a die roll 
result, so no armor value will ever be recorded there.

If the Stage Level value of the attacking weapon 
is less than or equal to the Stage Level value of the armor 
worn, only 1 point is lost to the armor in that location.

Once it is determined that the character was hit, 
roll on the Body Chart to see where the hit landed and 
how effective it was. All damage has to go through armor 
first before the character takes any damage himself. To 
determine where on the body the target was hit, roll 2D6 
and consult the Body Chart on the character sheet. This is 
known as the wildfire roll. 

For instance, say our attacker needs a 9 to shoot 
his target and rolls an 11 (assume the target has failed all 
attempts at Save for this example), then the attacker would 
roll a second time for the wildfire roll, adding no modifiers 
to the roll. The wildfire roll was 8, so it connected with 
the target’s right leg doing 3 points of damage (handgun 

damage). 
If the target was wearing Fitted armor and had 

not been hit in that location yet, then that area would 
have 3 Protection Points. In this case, the armor takes all 
the damage and the Armor column on the Body Chart at 
Location 8 drops to 2 because the armor in that location has 
been damaged.

If the Stage Level value of the weapon is greather 
than or equal to the armor, the weapon does full damage 
to the wildfire location. Armor is reduced by the full Stage 
Level amount of the weapon and anything left over is 
applied to the Body Chart in that area.

The character has now suffered a major injury. A 
circle (m ) would be drawn around the Hits Column 1 on 
the Body Chart at location 8 to represent 1 level of damage 
on that specific part of the character’s body, and that the 
armor was breached in that location. After this, the degree 
of the success roll would be subtracted from the target’s 
Exertion Stand.

Any damage dealt on the Body Chart adds 
cumulative ROD penalties to the character on any actions 
attempted with that part of the body until the damage is 
successfully healed. If the character is at Hits Column 2 
with the right arm, all actions involving the right arm will 
add a +2 penalty to the ROD until this damage is healed.

To heal damage of this sort, the first thing the 
character must do is to leave combat. Once successfully 
away from combat, healing may begin. Any damage at 
Hits column X can be healed down to Hits column 3 with 
the investment of 4 Exertion. Damage at Hits column 3 
can be lowered to Hits column 2 with the investment of 
3 Exertion, and so on. Damage like this is healed line by 
line, as in you can heal all damage on Location 4, and then 
heal damage down from Location 5, etc. Whether you heal 
all damage one location at a time or concurrently is up to 
you, healing follows the same procedure no matter what 
method you choose. Once the healing process has begun, 
the player may record the lower amount of damage on the 
Body Chart with a triangle (r) now instead of a circle.

Damage that can be accrued but is not the result of 
any weapon is listed below. If the type of damage you are 
looking for is not listed (hooray evil Narrator!!), relate it to 
something listed here.

ACID or POISON. Treat as an S4 weapon specific to the 
effected target. “Effected target” for acid means whatever 
part of the body came in contact with the chemical, armor 
rules apply. For poisons, the most commonly effected area 
is the stomach and throat if ingested. Poisons ingested 
bypass the armor and deal direct S4 damage to locations 3 
and 5 on the Body Chart. Only available Save is Physical 
Resistance.

BURNING. S1 damage to every effected area on the initial 
attack, increases by 1 every consecutive attack until put 
out. So S1 the first attack, S2 the next, then S3 and so on 
until the fire is put out or the target is consumed by flames. 
Roll on the Body Chart to determine location or decide by 
exposure. Armor rules apply. Roll for Resistance.



BURST. A catchall term referring to damage of a 
concentrated force that happens suddenly, swiftly 
and violently. This would include raging infernos, 
electrocution, lava, radiation, energy surges, etc. Treat 
these damage sources as explosions (S5) and roll on the 
Body Chart for location, unless the Narrator determines 
location by exposure. If the source of the damage is present 
again next turn, apply the same damage again and roll for 
location.

COLLISION. S1 damage for every 10 sectors per second 
the person or vehicle was traveling, everywhere on the 
Body Chart, armor rules apply. Note that this rule covers 
collisions involving land based vehicles.  Interstellar vessel 
collisions are found in the ENGAGEMENT section, page 173.

DRUGS. Primarily just a “bad trip,” but if Resistance roll 
fails, the character could suffer from a seizure (refer to 
“Addiction” in TREATMENT section, page 154). In this case, 
the character is semi-conscious, nearly comatose- should 
he fail one more Resistance roll he will be comatose. 
PHYSICAL Stage Level value is reduced to S1. Any 
intelligence related schools are halved. The effects of the 
coma can last for weeks. 

FALLING. Refer to the MOVEMENT section, page 85. Every 
10 sectors that a character falls is equal to S1 damage 
throughout the entire body, armor rules apply. Distances 
under 10 sectors are not recorded.

FISTICUFFS. Hand to hand combat is always a possibility, 
and more easily survived than weapons combat but still 
quite dangerous. Hand to hand is rolled the same way 
as regular combat, the difference is in the damage. When 
fighting hand to hand, the target loses damage on Exertion 
Stand equal to the attacker’s degree of success +1 (or +3 if 
Groon attacker on a smaller character). 
 For instance, say a Kallan is fist fighting a 
Limthrakk. The Kallan throws a punch rolling an 8, missing 
the target horribly. The Limthrakk, on his turn, rolls 11 to 
hit. Nothing is recorded on the Body Chart, but the Kallan 
loses Exertion equal to the Limthrakk’s degree of success 
+1 with an additional +1 if the Limthrakk has a Physical 
emphasis in Strength. If this Exertion loss takes the Kallan 
down to less than 6 Exertion, he needs to roll Resistance or 
fall unconscious. 
 If the wildfire roll determines the attacker punched 
his target in a location covered in armor, no XN is lost and 
the armor is not damaged in that area.

When grappling or attempting to grapple, each 
fighter makes a combat roll. If both succeed at the roll, the 
one that succeeded with the higher number scored the hit. 
If one aggressor rolls 3 higher than the other, the one with 
the lower roll is successfully grappled. If one aggressor 
rolls 6 or more above the other, then the one with the lower 
roll has suffered a broken limb. Wildfire roll to determine 
which limb, within reason, and record it instantly as “Hits 
column X” and the opponent loses XN by the system 
explained under the heading “Exertion Loss.” The limb is 

now useless and will remain that way until medical help 
is sought. Any rolls attempted that require the usage of 
that limb now have a +4 ROD penalty on them due to the 
broken bone (limbs can take 3 hits, Useless is Hits Column 
4 for both arms and both legs). 

SUFFOCATION. Treat the same as “Burning” but 
specifically at location 3 on the Body Chart, or wherever 
the character’s lungs are located, armor rules do not apply, 
because no armor helps you breathe better. These rules 
could also be used to cover hyperventilation.  These same 
rules apply if the character is drowning.

WEATHER. Some harsh weather conditions can cause a 
character grievance. Anything damaging from weather 
conditions would follow one of the rules above. In cases 
where extreme heat or extreme cold are encountered, the 
Narrator can say all characters are at Hits Column 1 at all 
locations due to weather exposure, but most likely any 
actions attempted in harsh weather conditions will have an 
increased ROD due to extenuating circumstances. Should 
the player invest 1 XN, such ROD penalties will be negated, 
but only in the case of weather conditions. This only 
applies when the Narrator incurs the ROD penalty, and 
only works for one full scene.

Hits Column X. Let’s begin by saying that this bad. If you 
want to say that each part of the body has a set amount of 
“hit points,” then Hits column X means that this part of the 
body is out of these “hit points” and no longer functions. 
This wouldn’t be too serious in some instances, but when 
the part of the body that is on Hits Column X is, oh, say 
your character’s HEAD, then things get a bit touchy.

If you are playing with t Quick kill option and 
you reach Hits Column X on a location that has this 
diamond, then the character is dead. If your Narrator does 
not want to invoke the powers of instant death, then the 
character can be revived but only if he has enough Exertion 
to lower this location to the next lowest Hits column (so 
if the character suffered damage to take Location 3, the 
throat, to Hits Column X, the player would have to spend 
3 XN to lower Location 3 down to Hits Column 2, for 
example). If the character does not have the Exertion to 
spend to lower the damage to the next lowest Hits Column, 
then the character is dead.

This investment of Exertion, by the way, is in 
excess of any Exertion the character lost for reaching Hits 
Column X in the first place. If the character suffered 2 
damage that took him to Hits Column X, he would have 
to spend the 2 XN from the damage, and then still have 
enough XN left to lower the damage back down to the next 
lowest Hits Column in order to survive.

Once a character’s Exertion Stand reaches 6, he 
must make a Physical Resistance roll to see if he remains 
conscious or if the damage he has accrued was so great he 
passes out. He must continue this roll every time he takes 
damage from that point on, but every time the roll is made, 
the ROD increases by 1 (so it is ROD 9 the first time, ROD 
10 the next time, then ROD 11, ROD 12, and so on). This 
continues until the character is able to find medical help. 



OPTIONPLAY: Starvation/ Lack of Sleep. All 
characters are assumed to get a full night’s sleep whenever 
they lay themselves down. Should the character not 
achieve full rest, for whatever reason, increase all attempts 
of the character by 1 for each night without complete rest. 
So if he loses one night of sleep, all actions the next day 
begin at ROD 10.

Also, should the character, for whatever reason, go 
without eating at least once a day, the character will suffer 
similar penalties, and these penalties are cumulative.

OPTIONPLAY: Volley. Automatic weapons can 
cause more damage when on automatic than on semi-
automatic. To use the volley, the weapon must be labeled 
as having an automatic feature (or volley), and the player 
must announce he is using the volley at the beginning of 
that turn before the attack roll is made. 

Roll for the attack as usual, then wildfire each 
volley on the Body Chart debilitating each location by the 
value of the weapon (in this case, S4).

Whenever the volley option is used, the player 
burns power times the volley amount for the one attack 
that turn than usual, representing the multiple shots fired. 
All locations rolled on the wildfire roll receive the damage 
of the weapon, minus any armor the target wears.

Volleys burn Power equal to the Stage Level value 
of the weapon times the volley.

OPTIONPLAY: Impulsive attacks. In the throes 
of death, a dying character may be allowed one more 
action, as if they were attempting to accomplish something 
right as they died, or their body had a muscle spasm that 
resulted in something not so good for someone else. For 
this to occur, the Narrator must decide if it is even feasible. 
If so, the target is allowed a Physical Resistance roll to see if 
it is even possible. If this roll succeeds, the dying character 
is allowed to roll only one action with whatever weapon 
is in his hand; he may not switch weapons, he may not 
call his shot and he may not aim. He gets only one shot at 
wherever it lands. Again, this is only if the Narrator allows 
it. If this roll fails, that character was meant to die.
PAIN

 The Devout refer to this as Stigmata when they 
suffer something similar for violating any of the three 
edicts of their Guardian.

Pain is a simple scale representing how slow the 
body is to react whenever it has sustained a nasty amount 
of damage. Pain begins when the character reaches Hits 
column 1 on the Body Chart. This is referred to as “1 Pain.”

 Whenever the character goes to attempt an action 
that requires that part of the body, the ROD is increased 
by however much Pain the character has accumulated in 
that area. Given the previous example, should the character 
have 1 Pain on the left arm, all actions involving that area 
would be increased by 1.

Whenever the Devout violate one of their three 
edicts, they must make a Spiritual Resistance roll (ROD 
12+accumulated Pain). If it is successful, there are no 
apparent inflammations. Should the character fail this roll, 
the Narrator rolls on the Body Chart. Whichever part of the 

Any damage the character has taken at Location 2, 10 or 11 
will add to this ROD making success more difficult.

Should the character give in and pass out due to 
injuries, refer to page 88 for rules to regain consciousness.  
To avoid going into shock, he may roll Resistance against 
ROD 9 + any damage on the Body Chart. RODs of this type 
do not increase with every roll. Consciousness is regained 
once medical attention has been received, Narrator 
approval.

Penalties are applied with damage. If a character 
takes S2 damage to the arm, Location 6 or 7, which would 
take him down to, let’s say, Hits Column 2, then any action 
involving that arm, Location 6 or 7, will have a penalty of 
+2 since the damage was on Hits Column 2. If the damage 
makes it to Hits Column 3, then the penalty becomes +3. If 
the limb reaches all the way to Hits Column X, no actions 
may be performed with that limb regardless of roll or 
intent.

OPTIONPLAY: Wildfire. Rather than roll wildfire 
after the attack, use the attack dice roll as the wildfire roll, 
so that one roll determines if you hit, where you hit and 
how hard you hit.



body the Narrator rolls, the Devout suffers 1 Pain to that 
area. Pain and Stigmata penalties are accumulative.

Not only does Pain increase the ROD for actions, 
any time the character rolls for combat order, the amount 
of Pain he has is subtracted from the combat order roll.

Should the character have acquired Pain in more 
than one area of the body, these penalties only apply one 
at a time – so if more than one part of the body is involved 
in an action, use only the highest Pain modifier, not all of 
them added together. And also subtract the highest Pain 
modifier from the character’s combat order, not all of them 
added together.

Pain is removed with Exertion, the same as with 
healing.

STEP 5: Snake eyes
The Body Chart is the only time this roll is any 

good. Otherwise, the roll of a 2 on 2D6, otherwise known 
as “snake eyes,” is an automatic failure (yes, even if Jinn 
was invested the roll failed, the character fumbled, and the 
invested Jinn point makes it all worse anyway). Put simply, 
no matter how you do it, a roll of 2 means this is just not 
your day.

The fumble itself depends upon the circumstances. 
You drew your weapon and dropped it. You fired at 
an opponent and accidentally shot a Guardsman. You 
attempted to hack into a secure system, but instead alerted 
authorities to your whereabouts. These are just samples 
of what a fumble could be. It is the Narrator’s call as to 
what actually happened, but the consequences must fit 
the circumstance (as in hologram weapons do not backfire 
nor explode since there are no combustible parts in the 
machinery).

Armor rules apply if the Narrator believes it fits the 
situation. A reminder to Narrators, fumbles are supposed 
to be brutal and unmerciful. The only thing worse than a 
fumble is a fumble with a Jinn point invested into it. Heh 
heh heh.

STEP 6: Boxcars
A roll of 12 on 2D6, otherwise known as “boxcars,” 

means an absolute success. Period. Whatever the character 
was attempting succeeded without a hitch. Reroll only 1D6 
adding it to the 12 already rolled and to the Stage Level 
value of the skill. Jinn rules apply.

If rolled for attack, the target is hit, roll on the Body 
Chart.

If rolled for a defensive maneuver, the character 
successfully defended with an immediate counter attack. 
Invested Jinn may still come back to haunt you, but not in 
this immediate action. 

Think of a roll of 12 as an instant jolt of good luck. 
Good luck is a blessing when it happens, but it can also 
produce bad results later. As always, Narrator’s discretion.

STEP 7: Exclusive Abilities
Anyone with access to Exclusive Abilities can use 

these at any time throughout the story, and combat seems 
just as good a time as any.

As explained before, the Exclusive Abilities do not 

have a Stage Level value and are not rolled on their own. 
When invoking one of these abilities, the player makes a 
roll based on his skills dependent upon the outcome he has 
in mind. The abilities, theoretically, can have a different 
outcome based on what skill is rolled when using them. 
This does not mean to roll whatever skill you want when 
invoking the ability, the skill being rolled MUST apply to 
the action being attempted with that ability. For example, 
Persuasion can be rolled with something like Battle Cry, 
but the Computer skill would be completely wrong for this 
ability.

Anytime an Exclusive Ability is used Exertion 
must be invested, and all invested Exertion applies a die 
roll modifier for the task roll of the Exclusive Ability. 1 
XN invested buys +1, 2 XN invested buys +2 and 3 XN 
invested buys +3. No more than 3 may be spent when 
invoking abilities.

Duration of these Abilities is the discretion of the 
Narrator, but mostly effects will not last any longer than 
either one turn or one scene.

STEP 8: Calling Shots
A called shot is an attack made to achieve a 

desired end result instead of numerical damage to a target. 
Disarming an opponent, tripping someone, throwing a 
boot at a button - all are good examples of called shots. But 
there is one main downside: penalties are involved with 
ALL called shots. 

For the most part, players will use called shots 
in combat targeting certain parts of the target’s body. To 
know the penalty for a specific part of the body, check the 
Body Chart. Next to each location on the Body Chart is 
a penalty amount. This is what is added to the attacker’s 
ROD to hit a target in that precise location. If the character 
is behind cover, those penalties apply on top of the penalty 
for the certain part of the body. 

If the attacker is aiming at specific body parts of 
his target instead of just certain limbs, apply an additional 
+2 ROD penalty. For instance, if the attacker is aiming at 
the target’s right elbow, he begins with a base ROD of 12 
(Narrator discretion), the right arm adds +5 to the ROD, 
and aiming the shot specifically at the elbow would add an 
additional +2 for a called shot ROD of 19 or higher (12 + 5 
+ 2 = 19). 

Of course, a roll of 12 on a called shot is the 
greatest success possible. A 2 on a called shot is still a 
fumble, and a 2 with an invested Jinn point on the called 
shot is a fumble of such legendary proportions that people 
will be laughing at the mention of your character’s family 
name for generations to come.

Jinn rules apply. Characters performing called 
shots are not allowed to spend Exertion for multiple actions 
this turn, the called shot may be all they do this turn. It is 
acceptable for the character to use Aim rules to modify his 
roll for a Called Shot, even if he adds a Jinn point to this 
roll. Called shot rules can not be applied to Saves.

Damage, however, is a bit different. If the attacker 
can get a success on a called shot, the weapon being used 
will do damage at one Stage Level value higher than 



normal. 
For instance, if the character succeeds at a called 

shot with a S2 weapon, the weapon, for this attack, will do 
S3 damage to the targeted area.

Don’t forget that all ROD penalties are cumulative. 
For example, if you are trying to shoot in the head (+6) 
someone who is under half cover (+2), your modified ROD 
is now 20 (12 + 6 + 2 =20).

DISARM. An attempt to knock the weapon from 
the grasp of an opponent.  If the opponent is aware, he may 
try to Resist to keep a hold of his weapon. Since Resist is a 
Save, he would have to meet or beat the attacker’s disarm 
called shot roll.

KILL. It is not uncommon for an attacker to make 
short of his opponent, and often times will want to dispatch 
of his target with little to no combat. If the target is aware 
and capable of acting, he is allowed a dodge attempt. If 
the target is not aware, he is still allowed a Resistance roll. 
If the Resistance roll succeeds, the damage is halved. Kill 
shots will only result if the attacker hits the target in one 
of the areas on the Body Chart marked with a diamond 
(t) and does enough damage to reduce him down to HIts 
column X at that location.

STUN. An attempt to knock the opponent 
unconscious. The opponent can dodge or parry if aware, 
otherwise all he can do is Resist.

TRIP. An attempt to knock the opponent off 
balance or onto the ground. Follow Grapple rules, but 
allow the target a dodge if they have an action left and of 
they are aware of the attack. 

OPTIONPLAY: Quick Kill Option. Whenever 
a character takes damage anywhere on the body that the 
Body Chart labeled with a t and it is enough to take that 
part of the character’s body to Hits Column X, the character 
has suffered a severe injury that could prove fatal. The 
Narrator will determine the circumstances, decide fairly, 
and let the player know whether his character is still in 
battle or if he has, in fact, met his end.

STEP 9: Resolution
After all the shots have been fired, abilities 

used, explosions ripped through the area, then damage 
is determined, the fearful flee and combat - sometimes 
- continues. For those brave or foolish enough to continue 
combat, go back to the beginning and roll combat order 
again. Fare thee well, young traveler, and tread lightly. 
Know who to make into friends and who to make into 
enemies.



 There are four common races in Vernex Keep (well, 
four common player races anyway). Each of the races has 
been subdivided based on factors ranging anywhere from 
blood to belief. Even though the races are dependent upon 
one another for survival, there is strife amongst them, both 
hidden and obvious. 

The description of each race also details their 
culture, any known subcultures, their beliefs, government 
system, a little about their religion, etc. In short, what you 
see here should give you a good idea of how to play an 
average member of that race. From there, the Traits and 
Abilities sections will help you turn this idea of a race into 
an individual of that race.    

The Race is listed in bold face while the subdivision 
is in plain type. For the Limthrakk and the Groon, this 
distinction is the name of the family, or the name of a 
greater family that they are a part of. It is a name of pride, 
one to wear with respect. For the Kallan and Hybrid, this 
distinction is more of a belief system or place of origin than 
a family.

Each distinction has its own advantages and 
disadvantages, as well as natural enemies and allies. Not 
only is it in the blood, but in the belief as well.

Below is a listing of the differences in the races and 
their subdivisions. These descriptions are of the average 
member of each race, do not think that your character 
will be bound to same description on all levels, it is the 
characteristics that make each of us unique.

The Height Level of each race is explained on page 
78 with the description of the Physical attribute.

RACES

Choosing a race gives your character a +1 to one 
of the character’s attributes, while choosing a subdivision 
gives you a +1 to one of your character’s skills. This bonus 
is applied at character creation and does not come out of 
your 20 Creation Points.



  Height Level: 3
  Home planet: Senja

  Native Language: Korol or
 Street Jargon

  Life Expectancy: 170
  Maturity Age: 12

All Groon Get A +1 to Physical Attribute

Honorable. Ferocious. Heroic. Tender. 
Unstoppable. These are all terms that apply to the Groon.

Considered monsters by most, the Groon are the 
one race that feels they have nothing to prove to anyone. 
Preferring to live amongst their own kind in isolated 
subterranean settlements away from the trappings of any 
Province that they fiercely protect, the Groon are heavily 
involved in honor, family, tradition and religion. Each 
underground settlement, known as a Vorstadt, is made 
of an entire tribe, and any Province can have more than 
one settlement or tribe, a tribe being made up of multiple 
Broods and having a name decided upon by the elders of 
the tribe, the eldest of each brood. Each tribe has its own 
territory in the Province, and it is defined as the settlement 
and the surface over their settlement, which they patrol 
often with Hunting Packs.

Groon stand between 7 and 8 feet tall and are 
physically proportioned. They have skin anywhere from 
dark blue to smoke colored, muscular brutish bodies 
with deep voices, iridescent eyes that almost seem to 
glow (because they reflect light as a cat’s eyes do) that are 
sunk in to the face, pointed razor-sharp teeth with fangs 
slightly extended, long, flat noses with big nostrils, high 
cheekbones, a rugged jaw, and a squarish forehead. Groon 
speak softly and step lightly. Their apparel is dark colored 
and loose, allowing better motion.

Groon have more technical than intellectual minds, 
preferring mechabiology, technology and strategy over 
philosophy, etc. They are intensely religious, logical and 
treacherous, favoring diabolical effective maneuvering to 
long, drawn-out violence. Their combat strategy revolves 
around the concept “one hit, one kill” whether hit by 
weapon or deed. Groon will stop to pray before knowingly 
walking in to combat or before leaving for the night as part 
of a hunting pack.

Groon are engineers, technicians, scouts, priests, 
scavengers and hunters. They accept that politics is 
necessary but they limit their involvement; Groon feel 
that politics breeds corruption and involve themselves as 
sparingly as possible.

Luxury as the other races define it is alien to the 
Groon and they prefer it that way. Groon are perfectly 
comfortable sleeping on a rock in a dark, musty cave; a 
palace or grand hotel would irritate them. Anything lavish 
is repulsive. In fancy surroundings, Groon sleep in corners 
on the floor, often around other Groon if present.

Groon openly accept all races making their 
judgments on a personal level, not judging a person by 

those of the same race known before. They won’t let one 
person tarnish their opinion of an entire grouping (except 
maybe at the Table of Honor).

Groon despise jewelry, fancy clothing and formal 
affairs seeing the whole practice as hiding from oneself, 
putting a mask between you and your Guardian. Jewelry 
is dead weight - inefficient. All they allow are earrings at 
marriage and bone beads braided into the beard as a sign 
of status (often the shards of bones of one’s own kills).

Groon love technology, ritual ceremony and 
working with their hands, which they have turned into 
an open-handed fighting style. Groon prefer heavy tech 
or bladed weapons over all others, but mostly blades, and 
incorporate mechabiology wherever they can.

Groon are abhorrent to beauty, seeing it as another 
mask. Battle scars, facial hair and injuries or healed 
wounds received in battle are decorations to them. Tattoos 
are a rite of passage for the Groon, the first received upon 
completion of Baannak, a youngster’s change from child 
to warrior. Any scar or wound not received in battle is 
dishonorable once Baannak is completed; the injury will be 
covered or severed completely.

Groon will eat the eyes of their dead in order to 
keep that person’s knowledge, memories, wisdom and 
experience within the family. If family are not available, the 
Hunting Pack that came across the body will journey to the 
family to deliver the corpse. Mechabiology is passed to the 
eldest offspring who attaches it as soon as possible so long 
as Baannak is complete.

Groon are animal lovers, always taking in injured 
strays and nursing them back to health. Some Groon have 
a natural affinity with wild beasts and become the beast 
tamers and trainers of their Brood. Groon do not often 
make a celebration of their Brood, sometimes not even 
taking it as a part of their name. Sometimes, they will 
celebrate both heritages, being known as Grol-Huske, for 
instance. 

Over a generation ago, the Groon homeworld Senja 
was suffering from instability at the planet’s core. Cracks 
in the surface released harmful gases that were eating 
away at the atmosphere and poisoning the people who 
where breathing the air. The Limthrakk Armada, acting 
on a favor from Parliament, flew in at near the last minute 
and assisted with the evacuation of the planet, rescuing the 
Groon from a burning fate. The Limthrakk did not offer 
condolences nor any other help, they let the Kallan handle 
everything. All the Limthrakk did was fly the ships to the 
safety of Parliament space.  

The evacuation was 97% complete when the gases 
released. The rescued Groon took a secret with them that 
no one else ever knew. There were Groon left behind on 
Senja – an entire brood. The Groon had been having trouble 
with their brethren of Nijus Brood. Those of Nijus were 
very heartless, very extreme, going out of their way to hurt 
their prey and doing so with little to no honor. It was as 
if the Nijus were enjoying the pain of their prey; enjoying 
it so much they would hunt just to hurt something. The 
chieftains saw well what this meant, for the Nijus had truly 
given up their honor. The other broods banded together 

GROON



and forced the Nijus into exile in the wilds of Senja, 
primarily the wildest places of the planet where even the 
most battle skilled Groon would not journey. When the 
rescue happened, no one told the rescuers about the Nijus 
Brood, letting them disappear as if they never existed in 
the first place. And with that, Nijus Brood was never heard 
from again.

Once the magma was released, slowly covering 
the surface of Senja, the Armada flew away, never opening 
communications and never offering to help evacuate. It 
was seen as an attack by most, a way of sterilizing the 
planet by others. Either way, it made the planet unlivable 
for the time being. 

A time will come when Senja will be livable again, 
but until that time, Parliament has offered the Groon 
sanctuary inside Vernex Keep provinces. Now the Groon 
live in tenements underneath provinces all over Vernex 
Keep; tenements they dug themselves. They patrol their 
own amongst their areas, and also their Hunting Packs 
patrol the surface area over their underground homes. It is 
advised to any traveler to get the permission of the Groon 
before traveling over their area, and to avoid their areas at 
all costs if he plans on moving illegal items. 

The Groon follow a tribal government with the 
eldest of each brood forming a ruling council, engaging in 
long-winded discussions and making the agreements that 
will serve as law for the younglings until such time as the 
council decides their decisions need to be refigured.

Religion and technology are two major things most 
Groon are interested in, and therefore hold even sway 
amongst their people, so much so that both have developed 
equally amongst them. The Groon first began preaching the 
Guardian Leul, whose message incorporates change and 
decay, but also has a strong warrior ethic. 

After years of this, the Groon developed 
technology, including mechabiological technology, the 
ability to combine the mechanic with the organic. Shortly 
thereafter, this was incorporated into their religion when 
the first words of Brammak began to spread. Brammak’s 
message began as the celebration of technology, and some 
continue with those beliefs to this day. Now, however, 
these teachings have been slightly altered. Brammak now 
teaches that those of technology, including biomechs and 
mechans, should not be the servants or tools of the people, 
they should instead stand tall alongside the people. It’s 
a vision of equality that some find disturbing, the fact 
that mechans, hologram assistants and even countertop 
computers with personality programs can seek their own 
equal standing. The first signs of these teachings, those 
involving the celebration of technology, still exist but in 
minor form. The majority of Brammak’s word now is the 
equality of the mechanical species.

When in combat, the Groon begin with weapons 
that favor their physique, using a lot of blunt and bladed 
items. But not the same ones like all the other races used; 
the Groon like blunt and bladed weapons that look like 
they would hurt.

Groon have always been known for their patrolling 
Hunting Packs on the surface over their territories. When 

technology was young, even when they still lived on 
Senja, the Groon favored battle axes, war hammers, maces, 
bastard swords and the K’chk, which was nothing more 
than a bundle of thin metal poles wired together. There 
is a bit of give in the poles, so when it strikes, it bends 
a little, spreading the hurt all over the targeted area. A 
simple weapon, but in the hands of the Groon it becomes 
something far worse indeed. Blunt items are the only 
weapon a Groon will not bolt to their skeleton, but any 
other weapon they will.

RP TIP: Righteous, honor-bound, close to family 
and fierce in combat; none are your physical equal. Groon 
live in tunneled settlements beneath the major Provinces, 
with the elder of each Brood overseeing the settlement. 
Different tribes have settlements under certain parts of the 
Provinces, as arranged with each elder and the Province 
Master. Hunting Packs patrol each tribe’s territory on the 
surface. 

SAMPLE NAMES: Veris, Los, Zenner

ADVANTAGE: Groon have a pack mentality, living 
amongst their own kind and isolating themselves from all 
the others. Groon will always find allies amongst their own 
race unless two tribes have sworn vengeance against the 
other. And they tower over all other civilized races.

DISADVANTAGE: Even though it is common 
knowledge the Groon developed mechabiological 
augmentation technology, some people tend to assume 
they are strong, stupid brutes and don’t see them as 
intelligent beings.

GROON, CYRIK BROOD. Cyriks are the artists 
and educators of the tribe, rarely making good Hunting 
Pack members. They socialize with the other races as little 
as possible, preferring the company of their own people 
above all others. They see themselves as a step above the 
other Groon simply because they are in touch with the 
beauty of the Groon culture, not the beastly. They know 
the other races see the Groon as monsters even though the 
Groon are nothing close to such a thing. They take it upon 
themselves to remind the other Groon of how far from 
monstrosity the race truly is. They do this through art, 
poetry, opera, song, etc. Whatever might quell the monster 
in other Groon is worth trying, as far as Cyrik Brood sees it.

All Cyrik Brood get a +1 to Cultures skill.

GROON, DARROW BROOD. Darrows have 
given themselves to the study of warfare, but in ways 
the fighters of Huske Brood had never even dreamed 
of. Where the Huske would prefer to grab an opponent 
by the face and beat him down, those of Darrow would 
use the attacker’s movements against him. Where the 
Huske engage in battle, Darrow prefer warfare. As the 
Darrow explain it, the difference is in the approach. Battle 
is beating another into submission, warfare is engaging 
tactics and strategy to use the environment, the opponent’s 
weaknesses and anything else towards a fast victory with 
the least amount of exerted force possible. The Darrow 



approach uses more psychology than firepower.
All Darrow Brood get a +1 to Military skill.

GROON, GROL BROOD. Dedicated solely 
to the nursing, training and care of beasts loyal to the 
tribe, they are often Hunting Pack members whose sole 
assignment is to tend to the needs and care of the Akuna 
and any other animals that travel with the Pack. Grols are 
quite adept at animal handling and training, spending 
more time amongst the animals than amongst the social 
circles of the Groon or anywhere else for that matter. They 
see the natural wisdom in animals and the natural sense of 
peace, not the savage beast that others see. This gives them 
an edge when dealing with wild animals, moreso when they 
interact with Akuna.

All Grol Brood get a +1 to Persuasion skill.

GROON, HUSKE BROOD. The Huskes have given 
little to the ways of politics and religion, preferring to concentrate 
on building their physiques and combat savvy. They can not 
forget the destruction of their homeworld and the way the other 
races reacted to it. Huskes believe this will all come down to a 
battle for territory, they just don’t know who the enemy will be. 
Given that, they have decided to be prepared no matter where 
it comes from, even if it comes from other Groon. They are 
constantly practicing, learning new methods of fighting, inventing 
new weapons, new styles, etc. When the battle happens, they 
want to be ready and want to be in the forefront. They make good 
Hunting Pack members, but few others want to take them along; 
Huskes tend to protect their territories too fiercely, going over the 
top on their show of force.

All Huske Brood get a +1 to Combat skill.

GROON, ISIDRO BROOD. The Isidro have become 
the politicians and diplomats for the tribe, often meeting with 
other tribes, Province Masters, religious leaders, Registries, 
corporations and even crime lords making sure the way of life 
for the tribe is protected and that no one is trying to step on the 
tribe’s toes or interfere with their operations. They are rarely ever 
members of a Hunting Pack, for Packs are the place of weapons 
and war, not smooth talking. Isidro are sometimes wooed away 
from their service to the tribe by wealthy corporations, Registries, 
etc. They use their ingrained Groon ability to study opponents 
to analyze political systems and businesses and work their way 
inside, using treachery and favors to get what they want or need, 
either for their own interests or the interests of their tribe (or 
whomever they are working for at the time).

All Isidro Brood get a +1 to Diplomacy skill.

GROON, JULAN BROOD. Julans serve as 
the engineers of the tribe, dedicating themselves to finer 
understanding of complicated knowledge, such as medicine, 
mechabiology, engineering, etc. They are rarely Hunting Pack 
members, preferring to help by fixing equipment the Pack bring 
to them, or enhancing the ability of whatever equipment the Pack 
members take onto patrol with them. Theirs is a world of engines, 
gears and servos. They tend to not deal well with other people, 
unless those other people can talk technology and mechabiology. 
Most serve as engineers, pilots or Enasun.

All Julan Brood get a +1 to Engines skill.

GROON, KIRBEN BROOD. Groon that have 
dedicated the most of themselves to their religion have always 
come from this Brood. It is said that the Trahk itself created 
Vernex Keep with the Kirben in mind, that this Brood was the 
first of the Groon, and the first people to hear the whispers of 
the Guardians. It’s not to say that all religious Groon are of this 
Brood, but that those of this Brood have more commonly sought 
out the service of the Guardians than most other Brood. Kirbens 
seem to have an unbridled natural spirituality even amongst a 
race that is very spiritual to begin with. Kirben spirituality has 
helped these Groon advance in the ranks of the Council of Lorei 
and even a few that take this devotion into the Anan’Re teachings.

All Kirben Brood get a +1 to Theology skill.

GROON, SIVIS BROOD. Those of Sivis engage in 
the practice of espionage by spying on other tribes, cultures or 
possible opponents learning what they may be up to without the 
target being aware that they are under surveillance. Sivis Groon 
will investigate through field work, The SIM, interrogation, 
bribery, word on the street or whatever else works best. They are 
known to go into the field either before or after the Hunting Pack 
heads out to patrol. If before, they are scouting the areas warning 
their informants to leave before the Pack finds them, increasing 
their status with the informants. If they leave after the Pack, they 
stay close but still behind the Pack, watching the reactions of the 
enemies and noticing the subtle things the Pack members might 
miss, like if the Pack members stopped to “interrogate” someone, 
the Sivis might have been able to tell if the person they were 
talking to was withholding information or not.

All Sivis Brood get a +1 to Espionage skill.



When the Armada was young, the Limthrakk 
race believed they were superior enough to all other races 
that they needed slaves to do their menial work. They 
purchased some, but not enough were available. Their 
solution to the problem was unique, to say the least.

Some Limthrakk had taken Kallan slaves and 
saw them as appropriate for physical labor, but some part 
of their Kallan slaves knew a different life, and looked 
forward to their time of freedom. 

So the Limthrakk slavers helped themselves, so to 
speak, on the bodies of their Kallan slaves, and the Hybrid 
race was born. The Hybrid race began their lives as a slave 
race with no hopes for anything else. They were born 
into slavery, and slavery was all they would ever know. 
As their Kallan parents were being released, the Hybrid 
children were staying in slavery, never being allowed to 
know what freedom was really like.

But over time the Hybrid slaves were disappering 
from captivity. Some died from either mistreatment or 
malnutrition, but others simply were not there anymore.

It was discovered that some of the Kallan were 
risking their lives to sneak the Hybrid slave children away 
from captivity to give them a better life. This confused the 
Limthrakk since the Hybrid were born sterile and were 
obviously a sub-race, they had no chance at a better life.

It was then discovered that there were Hybrid 
being born in society. Apparently some Limthrakk were 
taking Kallan lovers on the side and creating progeny 
outside of slavery. This was seen as extreme dishonor 
amongst the Limthrakk, since one could not have emotions 
towards one of the other races, romantic love was 
forbidden outside of one’s own race. They had already seen 
the only thing to come out of a Limthrakk-Kallan union 
was an inferior offspring, so it was declared dishonor to 
create one without the intent of enslaving it. Sadly, this 
was happening more often than the Limthrakk wanted to 
admit. 

As time went on and these Hybrid grew older and 
learned more – and more Hybrid were being bred – they 
began to adapt as a race. Soon they were learning and 
understanding at a level their masters were not expecting. 
They began insisting on their own freedom, even those that 
had never lived outside of slavery.

Hybrid have the physicality of their Kallan 
heritage, but the eyes of a Limthrakk. Most have taken to 
wearing contact lenses in a sense of denying their heritage, 
but some very perceptive Limthrakk just seem to know 
without asking.

Today, most Hybrid are free having never known 
a slaver’s chains and trying to make some sort of life for 

  Height Level: 2
  Home planet: varies

  Native Language: Street Jargon
  Life Expectancy: 120

  Maturity Age: 14
Hybrid get +1 to either Physical or Perceptual attribute

HYBRID themselves while trying to overcome the history and 
origins of their race. There are those amongst the other 
races that find it hard to accept them knowing that they 
were created not only through rape, but as a sub-race 
intended for nothing more than slavery. Some employers 
assume Hybrid are seeking physical type employment 
akin to what they supposedly did in the slave pits. Other 
employers pay them far less than anyone else assuming  
they are less intelligent than other candidates and won’t 
work for much money since they don’t even understand 
what money is. This is, of course, in error.

Due to the treatment they receive from other races, 
most Hybrid prefer to live amongst their own kind in small 
communes somewhere inside Sybre Districts of the various 
provinces. They are most populated in the nonaligned 
territories, either because they fled Vernex Keep or because 
the Outcast Limthrakk have found themselves to be rather 
promiscuous. 

The one race to never mistreat the Hybrid 
have always been the Groon. The Groon have a natural 
acceptance of the Hybrid and do not blame them for what 
they are. Often targets of racism, some hybrid are treated 
as if their condition is their fault (mostly by Limthrakk, but 
occasionally by the Kallan), which is categorically untrue. 
Outcast Limthrakk would accept Hybrids before the honor 
bound Limthrakk would.

RP TIP: You may or may not have been a slave in 
your past, but you know your people were. You know well 
the history of your race and how other people look at you. 
Yours is a life of discrimination; people assume you either 
are or were a slave and tend to treat you in that fashion. 
You can accept it or you can fight it, but most tend to treat 
Hybrids as menial labor. Sadly, most Limthrakk will still 
see you with hatred and treat you as a slave. You can do 
something about it or ignore them.

SAMPLE NAMES: Brennan, Lydia, Semmyon, Rona, 
Sully, Ciern

ADVANTAGE: Groon do not judge the Hybrid for the 
circumstances of their creation, choosing not to blame them 
for what they are. Groon will lend a helping hand to an 
innocent Hybrid in need. 

DISADVANTAGE: Hybrid are looked down upon by 
all honor-bound Limthrakk and some Kallan.  Due to this, 
it is increasingly difficult to get knowledge or protection 
from those that treat them such and see them as nothing 
more than artificial flesh bags. 

Hybrid favor the company of their own people 
over the company of any others. They will work with 
others if they have to, but most often will either expect 
insult or will have a hair trigger when insult is brought 
their way.

Hybrid are sterile, not capable of producing their 
own offspring.

Hybrid have taken so much flack for their very 
existence that they instinctively expect others to look 
down upon them. Some Hybrid even wear contact lenses 



when dealing with others to appear to be Kallan and avoid 
prejudice. 

Should the Hybrid try to pass himself off as Kallan, 
Limthrakk that examine the Hybrid closely enough get a +1 
racial modifier to detect that the character is a Hybrid. 

HYBRID, KALLAN HEIR. Hybrid that were raised 
primarily in the care of Kallan. Their habits would lean 
more towards Kallan culture, feeling comfortable amongst 
Kallan as well as their own kind. They feel more hurt when 
mistreated by Kallan. These Hybrid are more than likely 
the ones to use the contact lenses when interacting with 
other races.
 All Kallan Heir get a +1 to Streetwise skill.

HYBRID, LIMTHRAKK HEIR. Hybrid who have 
accepted their lot in life as slaves and see no other possible 
future. Should one be rescued, it would be a complete 
system shock for that Hybrid, as he would not be adjusted 
to life on his own. He will be used to physical demand and 
little reward, but all of his food and clothing provided for 
him. The monetary exchange system will be alien to the 
slave Hybrid as well. These Hybrid would wear contact 
lenses if attempting to escape their Limthrakk masters 
and anytime they were dealing with Limthrakk in the 
future. Most of these Hybrid feel a natural fear towards the 
Limthrakk race.
 All Limthrakk Heir get a +1 to Law skill.

HYBRID, OUTCAST HEIR. These Hybrid are arguably 
the luckiest of them all. They were born outside the grip 
of the Limthrakk and the passion of the Kallan. They were 
raised amongst those that understood what it is to be free. 
Being born and raised in the nonaligned territories, these 
Hybrid will have little respect for authority or those that 
can not handle their own freedom. They are primarily 
skilled at professions that live outside the law and could 
easily find themselves in trouble in the provinces. They 
know well the currency system and do what it takes to get 
money. Often they find themselves in the midst of Hybrid 
discrimination, and it has caused them a bit more trouble 
than they were wanting.
 All Outcast Heir get a +1 to Thievery skill.



  Height Level: 2
  Home planet: Feros
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 Street Jargon
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KALLAN

Worried busybodies that believe in better times 
and hope for a peaceful tomorrow. Kallan believe whole-
heartedly in the conflict between the Trahk and the Rage, 
but very few actually do anything about it.

Kallan are humanoid standing between 5’5 to 6’4, 
with hair color ranging from blond, red, black, brown to 
grey and white with age, and their skin has about as many 
color variations.

Kallan are very family oriented, moreso than the 
Limthrakk. Where the Limthrakk are obsessed with their 
House, which is a culmination of many small families 
under one name, the Kallan are fanatically loyal to their 
spouse, children, brothers, sisters, cousins, fathers and 
mothers and so forth. A Limthrakk would place the House 
name before the family name, and a Kallan would never do 
that.

Kallan tend to have a number of mates but will 
settle down from time to time. They are very protective of 
their children, moreso than they are of their mate. A Kallan 
will accept repulsive employment if it puts food in their 
children’s mouths.

Kallan are emotional creatures the same as 
the Hybrid, but the Kallan are more in control of their 
emotions than the Hybrids are. Kallan are highly 
adaptable, being able to rapidly accept the company of 
other races and finding themselves on even ground with 
their fellow travelers, a habit that earns the disdain of the 
Limthrakk every time (afterall, how dare the Kallan believe 
they could come anywhere close to even ground with the 
glorious Limthrakk race?).

The other strong point shared by all Kallan is their 
strong sense of responsibility. They have goals and dreams, 
and they set themselves upon paths to accomplish these 
goals. For those with children, those children need to have 
food, clothing and shelter every night, and that child’s 
parents happily accept the responsibility to see to their 
children’s needs. 

Kallan will have more than one mate their entire 
life, but will share children with only a few if not only 
one. They are the only race in all of Vernex Keep that 
considers procreation a form of leisure and not just for the 
perpetuation of the race. Strangely enough, they have even 
devised tools that help them procreate and completely 
avoid the possibility of conception. The savages!

Kallan art is passionate, intense and graceful, but 
not as intense as the Hybrids and not as graceful as the 
Limthrakk. Kallan are emotional and intense, but they are 
also impatient, a disadvantage brought on by their shorter 
lives. A Kallan will consider a painting complete years 
before a Limthrakk would.

The Kallan developed the concept of Parliament 
as their way of governing themselves and all of their 
territories. Representatives from the Provinces (mostly 
Registered personnel) elect one person to be the Consular 
and one the Amadant; Amadants act as planetary 
governors while Consular go to Merrikkon to serve as 
ambassadors to Parliament representing the planet and all 
its actions. 

The Kallan derived their religion from their system 
of values. When the Kallan were young, they had to 
work together in order to survive. This had them hunting 
together, gathering food and other essentials and bringing 
it back to the tribe for all to share. From this approach came 
the teachings of Penagere, the Guardian of Provisions, who 
preached of gathering and dividing equally the necessary 
materials of life. 

The Kallan were also the greatest baby-makers of 
the galaxy, with each coupling producing one child every 
three years until each couple had between 2 and 4 children. 
The increased number of mouths produced a greater need 
for resources, so more effort went in to farming, hunting, 
sewing, etc. Cultivation became the first priority of the 
Kallan.

Unlike some of their neighbors, the Kallan 
developed a strong sense of religion before technology was 
allowed to penetrate their lifestyles. Even as technology 
was being developed, early Kallans fought against it 
preferring to live under the bliss of religious teachings. 
But there were those Kallan who just could not accept 
the blindness that comes with religion, and they pressed 
forward into science. Slowly, more and more Kallan began 
to accept little items of technology; many use a vehicle 
to get where they are going, the compuband has become 
common equipment, most everyone uses a virtual book 
to teach their children, etc. For as much as technology has 
been accepted amongst the Kallan, most still see it as a 
means to a lost end, that technology will only help us in 
life, it will do nothing for our souls, for technology cannot 
absolve us of our wrongdoings, only our religion can do 
that. The Kallan, to this day, still have separations between 
those who dedicate their lives to religion and those who 
live by science.

This dedication to science developed in their 
weaponry. The Kallan were the first to harness solid 
hologram technology in weaponry, creating a pistol and 
Hand Cannon and the automatic shotgun. From there, 
styles spread out developing into more automatic weapons 
and even modified versions of weapons, including guns 
that were nothing more than gauntlets with the trigger in 
the palm of the hand, for instance.

RP TIP: You have a mission, and that mission needs 
food, clothing and shelter every night; your children look 
to you to provide for them, and you don’t want to see them 
grow up in the same crime infested hellhole that spat you 
forth. Beyond that, you fight in the front lines when you 
agree upon a cause.

SAMPLE NAMES: Jahn, Willem, Brian, Pam, Amy, 



KALLAN, KALSONIAN NATION. Each would be a 
good “people person,” having an ear for the people and 
knowing what to tell them to make them happy. Kalsonian 
are good listeners with honey tongues. Each would be a 
good scam artist or morale booster. They are not fighters, 
but they sure can weave words together to inspire masses 
to charge blindly into certain death and never look back. 
Kalsonian are equally comfortable in harsh surroundings 
or luxurious so long as other people are around. Kalsonian 
make great politicians, public speakers or romantics.
 All Kalsonian Nation get a +1 to Persuasion skill.

KALLAN, SCHURIK NATION. Schuriks reject the 
prospect of civilization preferring to live amongst the wild, 
away from the status quo. Respect is earned through deed 
and purpose, not simply because of rank in a military or 
corporation. 

A company man born into the life, they feel they 
need a purpose, protector and a leader. They feel like 
they would not be able to survive if not a part of a greater 
purpose with a wise brain leading the entire mission, as 
if they are merely part of a machine and the leader is the 
battery that runs it all. These people are followers that 
make great workers, servants or followers of a leader, 
whether that leader be Devout, Guardian, corporation, 
company, Registry, employer or individual.

All Schurik Nation get a +1 to Military skill.

KALLAN, THALLAG NATION. Kallan that have 
adapted their entire lifestyle to living in cities and 
townships, spending their entire existence in search of 
employment and profit in hopes of providing a better life 
for themselves and their children. This is not to say they 
are all profiteers that will do anything for money, although 
those do exist. The majority of Thallags are interested in 
working for their money, earning it through diligence 
and hard work, and using what they earn to provide for 
themselves and their kin. Sure, they may take a shortcut 
every here and there, but not all are evil. Most Thallags will 
feel comfortable in urban surroundings.
 All Thallag Nation get a +1 to Mercantile skill.

Danin

ADVANTAGE: Kallan have a stronger survival 
instinct than any other races in the galaxy and a faster 
knack for adaptability. Their will is strong, possibly 
stronger than that of the Limthrakk. Possibly. 

DISADVANTAGE: A Kallan’s dedication to family can 
be perverted into a weakness by some. They are emotional, 
not so much prone to outbursts, but more towards rage, 
sadness, happiness, etc. Due to their shorter lives, Kallan 
have taught themselves impatience, wanting all their 
dreams and goals to be handed to them as soon as possible, 
so that they can start enjoying the rewards of their labors 
early in life instead of in their golden years. 

KALLAN, CARNANMEN NATION. The artists, 
scholars, philosophers, educators amongst the Kallan, 
those of Carnanmen upbringing live off their seasoned 
mental capacity. They do not excel as scouts or soldiers for 
they do not prefer to work in the field, so to speak. They 
are somewhat good at politics, but better at art. They will 
always be in it for the other person and rarely for profit.
 All Carnamen Nation get a +1 to Cultures skill.

KALLAN, CHANDONIA NATION. Packs of Kallan 
that live in tribes in the most harsh of conditions but yet 
find a way to survive. They have learned how to live off 
this harsh land be it desert, polar, jungle, urban, etc. They 
will use this “home field” advantage to hunt, train and to 
fight, or to hide from an overbearing oppressor and trap or 
escape him. The ultimate survivalists amongst the Kallan, 
those of Chandonian upbringing survive due to their 
adaptable nature.
 All Chandonian Nation get a +1 to Combat skill.



Unlike the Groon, the Limthrakk insist they are the 
most noble race in the galaxy and that they are the chosen 
protectors of the Trahk and all It stands for (the Limthrakk 
believe that those amongst them that have gone to the 
Rage are single-handedly responsible for the creation of the 
Hybrids and the Sa’ar). The Limthrakk revere themselves 
as royalty and expect all others to do the same, often 
punishing those who do not pay them what they consider 
to be proper attention.

The Limthrakk home is called Kilta 9. It is 
actually made up of three planets, Kiltaren, Kiltamnes and 
Kilta’Avril and all their satellites. The Limthrakks have 
incorporated all three of their homeworlds into one shared 
homeworld and dubbed them all with the name Kilta 9.

Limthrakk culture is divided into 9 Great Houses 
and a larger number of smaller Houses. Each of the three 
planets of Kilta 9 are led by one of the three Corpulent 
Houses. The 9 Houses inspired them to incorporate the 
number 9 into the name of their planet. 

With the exception of those who wish to train at 
Von Ehrich, all Limthrakk children enroll in the Armada at 
age 9, which is run by Brass Command (the elders of each 
House form the ruling council of the Limthrakk people), 
the Amadant and all Caprice on Kilta 9. All pliants are 
enrolled until age 19 unless they go career.

Limthrakk are strikingly beautiful creatures. The 
hair of the young is smooth and bright colored, with males’ 
hair turning white shortly after maturity, their skin is 
smooth and soft and of an orange hue, their eye sockets are 
thin with colorless irises for they see out of the whites of 
their eyes. Limthrakk never cut their hair, for hair length is 
a sign of status amongst their people, as is a lighter color of 
hair. So a Limthrakk with long white hair would be revered 
by every Limthrakk that laid eyes upon him. Female 
Limthrakk hair only grows lighter shades of blonde, never 
going all the way white.

Limthrakk always dress in fine fancy clothing, 
even in battle. When Limthrakk choose a mate, it is for 
life, and it is intended for the purpose of raising a family, 
populating the galaxy with more honorable and noble pure 
blood Limthrakk.

Limthrakk carry themselves with an air of 
authority about them as if all others should revere and 
worship them. They see themselves as the Trahk’s chosen 
and believe that all others should view them in the same 
manner. It is not uncommon for altercations to break out 
because a Limthrakk believes that someone of another 
race is not treating them with the proper respect. It is also 
not uncommon for members of another race to attack a 
Limthrakk due to his overbearing attitude, since all other 
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  Home planet: Kilta 9

  Native Language: Lotose
  Life Expectancy: 190

  Maturity Age: 15 Female, 20 Male
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LIMTHRAKK races are just savages anyway. Other Limthrakk will help 
their own believing they would be fighting for a just and 
noble cause. 

Limthrakk are all about honor. They do things to 
honor first their race, then their House, then their family 
and then themselves. Elder Limthrakk will continue to 
serve the people until such time as age or health fails 
them. Should a Limthrakk no longer be able to serve their 
purpose for whatever reason, or if one has been shamed, 
they will freely walk into the Pyre. 

The Pyre is a constantly burning fire on one of 
the celestial bodies that serves as the burial place of all 
Limthrakk throughout history. Should one die on another 
planet, others will fetch the remains and return them to 
Kilta 9 to be put into the Pyre. Should a Limthrakk grow 
old, become disfigured, suffer injuries, fail in health or old 
age, they will walk into the Pyre as a form of honorable 
suicide.

At the end of the Limthrakk Civil War, the 
Limthrakk governing culture became set up in a system of 
nine Great Houses. There are many smaller Houses, but 
each has been conglomerated into one of the great Nine. 
Limthrakk tend to incorporate the name of their Great 
House in their own name, often in favor of their family 
name. This is not to disrespect their family name, for they 
honor that as well, but it shows favor to their family name 
as associating it with one of the Great Houses. 

The eldest of each House has a seat on Brass 
Command, the governing body of the Limthrakk. Brass 
Command acts as the government system for Kilta 9 as well 
as the highest-ranking officers of the Limthrakk Aramada 
and their space travel service. All important aspects of the 
Limthrakk race and all their important decisions rely on 
these individuals, whom have the complete and total trust 
of the masses. 

Brass Command has encouraged the religion of 
the people to come from their culture and their history. 
Since the Limthrakk were the first race to evolve, it was no 
surprise when the first Guardian they began preaching was 
Thannon, the Guardian of Knowledge, for he was given 
much credit in the expansion and growing technological 
level of the Limthrakk; afterall they did develop space 
travel while the Kallan were still burning heretics alive.

The second major religion to come from the 
Limthrakk was the Guardian Aber Amner, the Guardian 
of Balance, whom was preached years after the Limthrakk 
had encountered the other races of Vernex Keep. It was 
seen as a surprise at first that the Limthrakk would take 
to these teachings, but then people started paying better 
attention. Aber Amber preaches balance, both creating 
and maintaining it. When people compare this teaching to 
the Limthrakk culture including the way they treat other 
beings, this teaching begins to make sense.

The Limthrakk began with ceremonial blades as a 
status symbol. Once this practice began, soon everyone of 
any form of self perceived importance had an ornate blade 
of some material that may or may not even be combat 
effective – but at least they all looked good, and went well 
with the wearer’s outfit.

From there, people began wearing combat swords. 



This practice was short-lived as businessmen and even the 
members of Brass Command found it uncomfortable to 
wear large swords for many hours while sitting at a table 
during business meetings.

And then came the short swords. A practice 
began by thieves in the streets, the nobles caught on  and 
borrowed the idea completely. Now anyone of any sense 
of self perceived importance wears two short swords. This 
gives them the elite look of the dagger with the combat 
readiness of the short sword, and ornate looking was given 
up in favor of combat effectiveness. Being that they are 
Limthrakk, however, the vast majority of all short swords 
have jewel encrusted hilts, and something identifying the 
user with his House. Such weapons are not carried openly 
while in Parliament areas, however.

RP TIP: You and your people are the greatest 
idea the Trahk ever had, and to repay It, you honor It, 
enforce Its will, and show others to Its light. If you have 
any doubt that the Limthrakk are the greatest race ever, 
just ask another Limthrakk. And any who do not pay you 
the attention you deserve be damned. They’re all pathetic 
savages anyway. You are always arrogant and prejudiced 
to anything not Limthrakk and intolerant of those who do 
not treat you as a superior. 

SAMPLE NAMES: Trevor, Quinton, Mylann

ADVANTAGE: A race with its own military force  
is nothing to be laughed at, at least not up close. They 
maintain an iron fist over space travel, which is a huge 
bonus to the Limthrakk economy. This political position 
has made most every Limthrakk a natural statesman, 
having a finger on the political pulse of the governments 
and organizations he deals with.

DISADVANTAGE: The Limthrakk’s arrogance is their 
most endearing quality and also their greatest weakness. It 
sometimes makes them short-sighted, but any Limthrakk 
will argue that point. Limthrakk are flawless, just ask 
them. Their economic success depends directly on that of 
Parliament, their best customer in space. If Parliament falls, 
so, then, do the Limthrakk. 

LIMTHRAKK, HOUSE ARIAS. This House 
has political control over the established colonies that lie in 
between the Provinces of Kilta 9 and some of the smaller 
colonies under Limthrakk control dispersed throughout 
Vernex Keep. These would be the medical colonies, mining 
colonies, agricultural colonies, etc that are under Limthrakk 
dominance.

House Arias is one of the Corpulent Houses. Its 
two direct subservient houses are House Calderone and 
House Patternius.
 All House Arias get a +1 to Law skill.

LIMTHRAKK, HOUSE CALDERONE. Brass 
Command has deemed this Great House responsible for 
political relations with the established races of Vernex Keep 
and any others that may happen to come along that are 

not yet known about. These are the Limthrakk that most 
likely have seats at Parliament or are hired by Limthrakk 
businesses to appear at the Table of Honor. Calderone 
are known for their prowess with diplomacy and foreign 
relations.

House Calderone serves under House Arias.
 All House Calderone get a +1 to Cultures skill.

LIMTHRAKK, HOUSE DUPREE. Dupree are 
responsible for the trade and commerce of the Limthrakk 
people. Any businesses that open on Kilta 9 soil have 
dealt in one way or another with Dupree house members, 
whether through approving the new business or having 
house members help that business establish a thorough 
financial plan.

House Dupree is a Corpulent House. Its two direct 
subservient houses are House Nilvan and House Saith.
 All House Dupree get a +1 to Mercantile skill.

LIMTHRAKK, HOUSE GAERTH. The Gaerths 
have what they consider to be one of the most important 
responsibilities of all. They oversee religion and politics 
and the Limthrakk people’s position amongst it all. The 
majority of Limthrakk that enter into Devout service are of 
House Gaerth. This gives them quite the voice amongst the 
Council of Lorei. Once they graduate from the Magistrate’s 
service, they then employ their services as Devout to the 
Brass Command, joining with Limthrakk corporations, 
the Armada and the space travel program, using their 
knowledge to benefit the Limthrakk race abroad. Should 
someone on Caravan need to speak to a Devout, more 
than likely there is a Gaerth Devout on board somewhere. 
Should a Limthrakk business request a Gemerasha 
represent them at the Table of Honor, there are enough 
cross trained Limthrakk amongst the Gaerths that would 
be more than happy to help out wherever they can.

House Gaerth is one of the three Corpulent 
Houses. Its two direct subservient houses are House 
Quintero and House Vallette’.
 All House Gaerth get a +1 to Theology skill.

LIMTHRAKK, HOUSE NILVAN. Nilvans have 
by far become the richest of all the Great Houses and this 
is no accident, for they are the sole House overseeing all 
aspects of space travel. Nilvans arrange the flight plans 
for the clients, they schedule the transports, they decide 
the constitution of space travel, they determine prices, etc. 
Everything involved with the business of space travel in 
Vernex Keep is the realm of House Nilvan.

House Nilvan serves under House Dupree.
 All House Nilvan get a +1 to Navigation skill.

LIMTHRAKK, HOUSE PATTERNIUS. Those 
of Patternius have been seen as farmers and peasants and 
little more. This is widely believed to be because they have 
political control over agriculture, fishing and hunting. 
Whereas this is fact, they are more than simple beggars 
and farmers. House Patternius concentrates their efforts 
in equal division of resources. To date, no square inch 
of Kilta 9 has suffered starvation. This is widely due to 



the efforts of House Patternius, for they carefully tend to 
crops and cultivation of proper foods and make absolutely 
certain that no Limthrakk goes hungry. They keep close 
ties with House Nilvan as they provide the transportation 
and shipping that Patternius needs to distribute foods all 
over Kilta 9. It is important to note that Patternius does 
not arrange for the transport of resources off of Kilta 9. 
Should anyone want any of Kilta 9’s resources shipped off 
planet, they must approach House Patternius themselves, 
Patternius will not approach others with such a deal.

House Patternius serves under House Arias.
 All House Patternius get a +1 to Sciences skill.

LIMTHRAKK, HOUSE QUINTERO. Long 
ago, the Limthrakk were the first to begin the careful and 
tedious process of recording the history of Vernex Keep, 
making certain every fact is accurate and as detailed as 
possible. Once they started recording history, the other 
races left them to it, leaving the Limthrakk as the only 
race actively recording history now. One Great House, 
Quintero, is responsible for continuing the practice of 
recording the history of Vernex Keep – all the conquests, 
challenges, discoveries and broken barriers of faith that 
occur are systematically recorded by House Quintero, but 
from the Limthrakk point of view.

House Quintero serves under House Gaerth.
 All House Quintero get a +1 to Persuasion skill.

LIMTHRAKK, HOUSE SAITH. The engineers 
and inventors amongst the Limthrakk tend to belong to 
House Saith, giving them a strong hold on all Limthrakk 
technology. Every starship that flies in the Armada has 
elements of Saith technology all over it, but mostly in the 
innermost working of the engines. It is Saith house that 
designs and builds the technology that Limthrakk prefer 
to use, although they will use the technology of savage 
races if nothing of Saith is available. Saith make a good deal 
of money selling their inventions and tools to honorable 
Limthrakk all over the galaxies, and even a good share to 
those who are not Limthrakk but want to be able to use 
Limthrakk goods, which are widely viewed as superior to 
most (probably only because the Limthrakk have a strangle 
hold on space travel). 

House Saith serves under House Dupree.
 All House Saith get a +1 to Engines skill.

LIMTHRAKK, HOUSE VALLETTE‘. One 
Great House, Vallette’, concentrates their time and effort 
into the expansion of medical technology, pushing for 
advances in Limthrakk physiology. The Limthrakk are 
still harshly against mechabiology, so Vallette’ are looking 
into unlocking, as they call it, the true Limthrakk potential. 
This has led to experiments with many narcotics, vitamins 
and medicines of all kinds in the hopes that something 
will spark a bit of an edge in the Limthrakk organic 
structure, making the race either smarter, stronger, faster, 
or something else beneficial to the race as a whole. While 
studying this potential, they are serving the medical needs 
of Limthrakk both in Kilta 9 and abroad all throughout 
Vernex Keep. They are considered to be medical specialists 

of Limthrakk anatomy and the preferred medical treatment 
of every Limthrakk that can afford their services. Afterall, 
no Limthrakk works cheap if he can help it.

House Vallette’ serves under House Gaerth.
 All House Vallette’ get a +1 to Medical skill.

LIMTHRAKK, OUTCAST. Those Limthrakk 
who, for whatever reason, have turned their backs on 
their noble nature and have chosen to make a path all 
their own, disregarding Limthrakk traits such as honor, 
nobility, family, etc. The Outcast will often live amongst 
the nonaligned territories and often lead lives of crime and 
profiteering.  Either they dishonored themselves or their 
families in the eyes of the other Limthrakk early in life, or 
they intend to. For whatever reason, these Limthrakk do 
not live amongst the other Limthrakk nor do they adopt 
the other Limthrakk’s habits, honor system nor style of 
dress. The outcast have no problem shaving their heads, 
dabbling in mechabiology, dying their hair, getting tattoos, 
piercings, etc. Whatever the honor-bound Limthrakk will 
partake in, the outcast will not. Whatever the honor-bound 
Limthrakk consider to be bad or wrong, the outcast will 
revel in.

Physically, the outcast will look just like any 
other Limthrakk unless they do something to tarnish their 
appearance. A good number of Outcast have used this to 
move unnoticed amongst the Limthrakk of Kilta 9 from 
time to time, either trading, selling wares or gathering 
information, just to name a few.

All Outcast are looked down upon by the 
honorable Houses of the Limthrakk. 
 All Outcast get a +1 to Thievery skill.



ALCHEMIST
AMBASSADOR

ANAN’RE
ARMADA SOLDIER

BIO-SOLDIER
COURIER
ENASUN

GEMERASHA
GUARDSMAN

GYPSY
HONOR GUARD

HUNTING PACK MEMBER
KORIN’GEGAIRA

OFFICER
POISON-TASTER

SIM PILOT
SISTER OF BREA
STREET SOLDIER

 These occupa-
tions are by far not the 
only source of employ-
ment available in Vernex 
Keep or the surrounding 
territories, but it has been 
said that someone of 
these occupations will rise 
above and make a lasting 
difference in the struggle 
for control of the galaxy.
 Each includes 
a quick description and 
a list of suggested skills 
the player might want to 
choose with this occupa-
tion. These skills are not 
required, but they will 
help you perform your 
occupational duties.
 There is also a 
suggested list of equip-
ment. This does not mean 

OCCUPATIONS

the character begins play with these items in hand. It is 
simply suggestions of things the character may want to ac-
quire to help him on his way. Ultimately, the Narrator will 
help you determine what items you start play with.
 Any requirements for advanced classes must be 
met before the character can be of that occupation. Advan-
tages are received once the character has become an ac-
cepted member of the occupation (any limitations imposed 
at Narrator option).

ALCHEMIST
Medic. Surgeon. Chemist. Scientist. Call it what 

you will, you are schooled in the finer points of medicine 
and how to apply it to other people.

Alchemists are the followers of Ferrol Appertine, 
the scientist that discovered the science of converting 
amino acids into water. It is a science that best benefits 
people living on water-starved worlds, but there is a 
market for these skillsets on other worlds, too. 

Often traveling parties will let an alchemist tag 
along as a medic, not for their primary profession. It’s no 
secret that people don’t fully trust alchemists. 

It is a common misconception that  alchemists look 
at a person and all they see is a large bag of water waiting 
to be tapped, drained and sold. This is not true of all 
alchemists. Not all of them. 

Alchemists do work with other people from time 
to time, mostly as a medical professional instead of their 
true calling. It borders on dishonest, but it at least gives 
an alchemist employment, at least until that dishonesty is 
discovered.

Skills: Combat <Weapon>, Medical, Sciences
Equipment: Medkit, Knife, Chemistry Set, 

Compuband, DNA Scanner, Virtual Book

AMBASSADOR
 Ambassadors are used all over Vernex Keep. 
Although thought to primarily work in politics, 
ambassadors are also quite visible in the worlds of 
business, economics, arbitration, military and other areas of 
life.
 Ambassadors are employed as representatives for 
corporations at meetings, the Table of Honor and any other 
gatherings they may need representation at. Ambassadors 
are trained to be fair on all counts, but to still make the 
situation-or deal as it may be-to work to the benefit of the 
employer.
 Ambassador is just a fancy name for a 
spokesperson for an organization or group of people. 
Whenever a traveling party containing an ambassador 
encounters new people, the ambassador would be the one 
that steps forward to speak with them, to welcome them, 
to see what can be learned - and earned - from these new 
people.
 The ambassador’s job is to meet people and, to 
work to come to mutually agreeable conclusions when in 
conflict. When not filling these shoes, ambassadors travel 
with ships or traveling parties serving as their friendly 
face, the first one to make contact with unknowns, or with 
whomever it is the ambassador was trying to contact, or 
those one did not expect to contact. 
 The first job of an ambassador is diplomacy; 
making connections and keeping those connections strong. 
This may have the ambassador doing some underhanded 
things from time to time, but if it yields positive results, 
then the ambassador has done their job well.
 Ambassadors are able to charge fees based on the 
number of victories they have had. If their employer got 
what he wanted out of the arbitration, arrangement, etc, 
then the ambassador was said to have done his job well. 
Those who do well repeatedly are rewarded with a higher 
salary then those who win only some of the time. With a 
higher salary comes greater demand for the ambassador 
in question, and it becomes easy to realize just how an 
ambassador can make money fast in such a profession as 
this one.
 An Ambassadors greatest weapons are his mind 
and his mouth; he’s not always much of one for guns 
or weapons of death, as his are more the weapons of 
misdirection, manipulation with a smiling face.

 Skills: Diplomacy, Espionage, Persuasion
 Equipment: Compuband, Virtual Book, 
Vidcomm, Translator, Psyche Firewall



ANAN’RE
Perfection in one form or another is the goal of 

nearly every living being in the universe, and, as it is with 
any goal, there are those who make it their life’s work. 
Such is the nature of the Anan’Re. Day and night, they 
train their minds and bodies to the brink, preparing for 
some distant doomsday where only those few worthy souls 
will be chosen to continue in the wake of total galactic 
annihilation.

They are the students of personal strength, 
choosing to shun weapons in favor of an unarmed style 
of fighting created and fine-tuned over generations of 
dedicated Anan’Re. They are the scholarly warrior, the sage 
whose wisdom suggests omniscience, and the righteous fist 
of discipline. Some Anan’Re learn in monastic temples such 
as the Ah’Ln Temple, while others are trained personally 
by masters, all learning information left behind by monks 
of times past. 

It takes a lot of courage to give up your life in 
service of an ideal when others give themselves to a 
religion, corporation or some other form of employment. 
With a fracturing government hanging in the balance, not 
many see it as a time to study hard and prepare oneself for 
whatever may come of this tragedy.

The monks concentrate their education on the 
health of their body and the pureness of their mind and 
spirit, their primary focus. They accomplish this through 
a daily regimen of meditation, healthy eating and martial 
arts study and practice.

Some tend to live amongst other monks, others 
that understand the choices that they have made. Anan’Re 
are seen little out of their own company, but there is need 
for employment in Vernex Keep, and the Anan’Re are not 
immune to the trappings of commerce. Such employment 
can come in the form of education, diplomacy, teaching 
stress management, using their martial skills for protection, 
scouting missions, the Table of Honor, herbalism or any 
other duty that serves both mind and body.

Skills: Combat <Unarmed>, Medical, Diplomacy
Equipment: Food cylinder, Cuble Transfer, 

Vision goggles , cooking gear

ARMADA SOLDIER
From birth, all Limthrakk children are taught the 

glory of serving in the ranks of the Limthrakk Armada. 
Honor, one of the basic tenets of Limthrakk existence, 
becomes defined by the duties one is willing to perform in 
the name of the Armada.

Soldier, engineer or pilot, it does not matter. Those 
who join the Armada are trained the same from the start 
of their careers until they decide what training they will 
pursue from that point on. Even pilots are soldiers first, 
they learn to pilot ships after having spent time in the field 
with the other troops.

Limthrakk children join the Armada at 9 years 
old and attend until maturity. They receive all required 
military and basic education while in service. 

Should a Limthrakk decide to go career in the 
Armada, they would choose what they want their specialty 
to be. From there, he will spend his days carrying out the 
will of his Armada superiors without question, even when 
the orders he is given make no sense on the surface. There 
is always something going on in this galaxy, and each 
soldier has their part to play in a much bigger picture.

Pilots, if they have a high enough rank, could be 
piloting one of the Caravan vessels, or an Armada ship if 
they are even higher ranked. Mostly, however, pilots will 
be at the helm of a small shuttlecraft or private chartered 
flight.

Entry level soldiers are given the rank Lepku with 
more advanced soldiers ranked Goshin. Salvatores are 
the commanding officers on starships, and they take their 
orders from the Khymer of Brass Command themselves.

Armada soldiers enjoy their exclusive jurisdiction 
of space travel, space stations and space ports. They are 
intimately aware this contract agreement is reaching an 
end, and are dedicated to doing anything to maintain their 
monopoly.

Armada soldiers feel an intense pride for their 
vocation and will often show it off, even when such is 
not asked for. Where most people would wear common 
clothes, a soldier would wear his dress uniform with all his 
medals and rank insignia on it. Such is often greeted with 
respect, but when in the Nonaligned Territories, admission 
of Armada rank seems to be a death sentence. Apparently 
the Armada have no friends there.

Requirement: Limthrakk race, not Outcast
Skills: Combat <Weapon>, Diplomacy, 

Language, Military, Navigation
Equipment: Medkit, Compuband, Vision 

goggles, Virtual book, Translator, fitted armor



BIO-SOLDIER
 It is common knowledge that the study of 
mechabiology has become a part of everyday life, and that 
some people have opted for augmentations while others 
had to do so but not as a matter of choice; more a matter 
of saving their lives. It is also true, sadly, that there are 
those out there that would be prejudiced against those so 
augmented whether it was a matter of life and death or not.
 Once augmented, biomechs now have to learn to 
live with what their new parts can do. Often replacement 
parts are just that, a replacement for a severed limb, a failed 
organ or what-have-you. Sometimes, not as often though, 
those replacement parts have features beyond what the 
previous limb or organ could do. These new features, while 
making the replacement more expensive, also take more 
time to get used to. Exactly what those added features are 
is the product of another chapter of this book. Some of 
those features have combat applications, and having such 
makes one’s choices of profession very limited (it’s not 
easy to be a librarian with a Stage Level 3 weapon mount 
implanted on your right arm). 
 In short, many of these people become 
mercenaries, bodyguards, enforcers, security officers and 
some even go the extremes of becoming hired muscle and 
guns for crime lords and other underground organizations. 
Most have a kinship towards one another as all biomechs 
understand what each other goes through for they have 
been there themselves.
 The presence of these augmented soldiers 
of fortune tends to breed fear and paranoia amongst 
the commonfolk. Half-man, half-mechan, they are an 
intimidating force. It doesn’t help that they have a 
reputation for being called upon in situations where no 
mere organic could succeed. They wield cannons for arms, 
have targeting systems inside their eyes and can crush the 
strongest alloys with their bare hands.
 What is most frightening about these warriors 
is not their armaments or their appearance; it is the rare 
nightmare that comes forth from their ranks. These bio-
soldiers can become addicted to the process that gives them 
their power. They possess an acute surgical addiction that 
forces them to keep improving, continue to rid themselves 
of the organic corruption and move towards technological 
purity. 

Skills: Streetwise, Leisure, Thievery
Equipment: Clone Band, Jammer, Mechan, 

Pet, Psyche Firewall, Virtual Book, Vision Goggles, 
Compuband, Translator, DNA Scanner

COURIER
At their most basic, Couriers carry messages from 

one location to another. Skilled information carriers and 
brokers, Couriers spend their time traveling and carrying 
information with them, often in one form or another. 

They often serve a dual purpose: they are hired 
by their employer so they can get themselves hired by 
competing organizations just to spy on them from the 
inside and report everything back to the original employer.

 They train to be double agents, and to cover their 
tracks to get away with it. Some of the more enterprising 
members of this profession have done the primary function 
for both corporations they work for and gotten away with 
it...most of the time. There is money in this profession, 
possibly a lot of it, but just as many dangers.

Information is a courier’s bread and butter. Quite 
simply, they gather information from one source, protect it 
and carry it to another source. The information in question 
changes from time to time; sometimes it is a computer file, 
sometimes it is something sealed in a box, or any other way 
to carry information, tangible or not. Package delivery and 
information dealing are seen as the same thing, and the 
price is always appropriate.
 Some couriers have been known to go into 
business for themselves, gathering information or 
whatever packages need to be moved and move them, 
sometimes going to people they know to make personal 
deals. They always work under sight of the authorities, be 
they Armada, Guardsmen, local militia, rival crimelords, 
a religious council or whomever holds reign over the 
area. These couriers have been referred to as the very 
unfavorable moniker “smugglers.”
 Couriers don’t always deal in illegal information 
and contraband, but it sometimes brings in more profit 
than legal merchandise and intel. Although information 
can be sent via computers or on the Spectorweb Messenger, 
Couriers like to deliver it themselves for added security 
measures and to personally insure that the message, 
information or package is delivered to the proper recipient 
and safely in one piece (or at least as many pieces as it was 
in when it left the source).
 Couriers are very skilled at finding and extracting 
a given piece of information, often knowing the value 
of information as soon as they hear it, and know where 
they can get the most profit for it. They learn to extract 
information from accounting ledgers, computers and 
people with equal skill.

Skills: Cultures, Diplomacy, Espionage, 
Persuasion

Equipment: Compuband, Translator, Virtual 
Book



ENASUN
There is a mechanism to the universe. A 

certain way of motion that has been established by the 
machinations of those in power. If one can ascertain the 
nature of these motions, one can track the waves forward 
through time and predict the events that will shape the 
future. Through the study of history, mathematics, social 
evolution and behavioral sciences, a person of intellect 
can see that patterns emerge. A person of intellect and 
aspiration can track those patterns and watch as the 
future they foresaw unfolds. 

The Enasun are a purely secular order, giving 
allegiance to no Guardian where their gifts of foresight 
are concerned. They are a school of thought that believes 
in watching, waiting, and interceding only when 
necessary. This is a particuarly handy skill for their allies. 
When the Enasun predicts an event that will harm them, 
they are in a prime position to prevent it from happening.

These rare philosophers can predict the future 
merely by studying history, current topics, sociology, 
psychology and other sciences of the mind. 

They are inward dwellers, type A personalities, 
meaning they like to spend a lot of time delving into their 
own personal thoughts. It helps them come up with some 
amazing philosophical concepts, but keeps them from 
getting out much.

This ability to divine the future through scientific 
principles without the help of a Guardian yields similar 
results as those of the Korin’Gegaira, which certainly 
does not make the Enasun look good in the eyes of the 
Devout. This happens whenever they perform the same 
task as the prophets with the same results, but often for a 
cheaper price. 

One of their biggest grievances is when other 
people can not follow the places the Enasun’s mind can 
go with little to no effort. 

When choosing to play an Enasun, one must 
consider that they are inviting the ire of nearly every 
Devout prophet. There are those that accept beings from 
every walk of life, but nearly all Korin’Gegaira will have 
an innate distrust and dislike for any and all Enasun. Yet 
some still fail to heed this warning.

Skills: Cultures, Mathematics, Sciences
Equipment: Sensory receptor, SIM headset, 

Virtual Book

GEMERASHA
The Guardians are present in all forms of life. 

They are in the air we breathe, the water we drink and 
the work we do. Their instruments are those who choose 
to follow their teachings, regardless of in what capacity. 
As the Korin’Gegaira are their voices, the Gemerasha 
are their hands and, at times, those hands must grasp a 
sword and become the wrath of their Guardian. 

The Gemerasha are warriors for their 
Guardians. They uphold their laws and live as archons 
of their way of life. They are trained as soldiers, 
motivated not by the quest for wealth or glory, but by 
the will of the teachings they have dedicated their lives 
to. Gemerasha use a Sworn Weapon, a holy instrument 
of their Guardian’s wrath, usually a melee weapon 
crafted from a hologram blade or forged out of Naazite. 
Their fighting styles are as elegant and varied as their 
religions.

Although their reputation paints them as holy 
crusaders, they are every bit as much priests as they are 
soldiers. They travel Vernex Keep spreading the word 
of their Guardians wherever they find willing ears. 
Occasionally, they will stop at a religious temple for 
shelter, supplies and to both give and receive wisdom. 

Their ultimate enemy is the Rage and they are 
trained in all ways of detecting and combating it. They 
learn to calm the hearts of those whose anger and lust 
for power would leave them vulnerable to the Rage’s 
will, and how to destroy those creatures who have 
already succumbed to the Rage’s vile temptations. 

One of the militia-priests of the Magistrate, 
these missionaries are charged with the holy quest of 
taking the word of their Guardian into parts unknown. 
They are equally at home in front of a crowd of the 
righteous preaching the word of their patron as they are 
walking amongst a field of the corpses of the wicked, 
cleaning the foul blood from their blade.

Considered a religious warrior, a defender of 
the hearts and minds of Vernex Keep, their loyalty is 
to their Guardian first and foremost and they will do 
anything to prove themselves. Unlike the Korin’Gegaira, 
the Gemerasha take the word into the far-flung reaches 
of the universe, enlightening whomever will listen. 

Skills: Combat <Sworn Weapon>, Theology 
<Guardian>

Equipment: Knife or Ak’Mal, Compuband, 
Virtual Book, Translator, Vidcomm, Food Cylinder, 
Fitted armor



GUARDSMAN
War. The eternal theatre where the deceitful 

designs of politicians and zealots find their victims in the 
men and women who choose to defend them. For as long 
as there has been sentience, there has been war and, for as 
long as there has been war, there have been warriors. 

The Guardsman are respected, feared or mocked 
in every corner of Vernex Keep. They are the gun-toting 
triggermen who fight for money, the noble swordsmen 
who fight for honor, or the daring pugilists who fight 
for fame. No matter what path they choose to walk, a 
Guardsman is strong of body and will, sharp of mind and 
awareness, and their honor goes without question. 

They are highly trained military and common 
recruit fodder for private militias, for work defending 
territories and for supply transfers, among other things. 
They spend most of their day patrolling, investigating, or 
reinforcing their troops during conflict. 

Crime lords and corporations love to employ 
former Guardsmen as enforcers, thuggish debt collectors, 
or simply leg breakers. With such diverse purposes and 
professions available to them, a Guardsman’s training 
must be equally diverse. Therefore, a Guardsman who 
specializes in the use of pistols and firearms will more 
likely than not still be able to throw a powerful right hook 
and swing a bladed weapon without amputating himself. 

A combat connoisseur, an afficianado of 
annihilation, and a devotee of destruction, Guardsmen 
come in all forms with all kinds of skillsets. If someone 
needs shot, the Guardsman is holding the gun. If someone 
needs “convincing,” they know which places don’t show 
bruises. Guardsmen are a duty-bound engine of war that 
serve their employers and their cause without question, 
never hesitating to pull the trigger, never wavering in the 
face of adversity and never showing fear. Whether their 
opponent dies looking them in the eye or without ever 
seeing him at all, job well done. 

Guardsmen can be of any race, but they answer to 
Parliament authorities. This means a Limthrakk may join 
their ranks, but they would be torn between their loyalty 
to their employer and to their race should an issue come 
calling.

Skills: Combat, Law,  Military, Persuasion, 
Streetwise

Equipment: Hand cannon, Fitted armor, Flak 
jacket, TUCK Unit, Medkit, Compuband, DNA Scanner, 
Vidcomm, Virtual Book

GYPSY
Artisans. Travelers. Merchants. Storytellers. 

Thieves.
All have been ascribed to the gypsy culture 

before, and all are correct-at least in one form or another. 
Gypsies are a large collective of wanderers that 

travel the galaxy as a family gathering treasures, telling 
stories, reading fortunes and selling items they have 
collected from all their travels.

Gypsy dress is common and exhuberent 
including cloaks, scarves, hoods, overcoats; sometimes 
even a size or two too large. 

They have a problem with the day-to-day routine 
of living in one house, working one job, doing the same 
thing over and over again. Gypsies enjoy travel, seeing 
the sights, hearing the sounds, tasting life for what it is, 
seeing something new, fresh and exciting every single 
day of their lives. Not only that, they enjoy sharing these 
experiences not just with their own people, but with 
everyone else they come across. 

Gypsies live a free life; free from the burdens 
of repetitive work, free of stress from a job, free of 
boundaries and borders. They don’t see themselves as a 
part of the political structure of Vernex Keep, but not as 
evildoers, either.

They like to travel, collect stories and wares, 
make their crafts and eventually sell these to others that 
will pay cuble to hear what they have to say, to use the 
wares and crafts that they have made, and those that wish 
to hear their fortunes told.

Gypsies are showmen as well, putting on live 
magic shows, reciting stories of their travels, dancing for 
audiences, always trying to get onlookers involved in the 
show.

Some are merchants that try to earn profit 
based on items they have “acquired” all over the 
galaxy, sometimes even knowing what those items are, 
sometimes selling them for a personal worth rather than 
the actual worth of the item. Often a gypsy will sell a 
story for more than a wonderful item since they see 
the story as more entertaining, more educational, more 
worthwhile.

Gypsies are fiercely loyal to their own families 
and those they adopt into their families, and often 
hesitant to accept newcomers into their circle until they 
know they can trust the newcomers, then the same loyalty 
is extended unto them. 

Gypsies often travel in packs, which is multiple 
gypsy families running together for camarederie and 
protection. Rarely will one venture away from the group, 
but it has been known to happen.

Once a gypsy has tasted the life of travel, it 
is hard to get them used to living in one place for an 
extended period of time. They often find themselves back 
on the road eventually.

Skills: Espionage, Leisure, Streetwise, Cultures
Equipment: Clone Band, Cooking Gear, Cuble 

Tube, Dharma Cards, Dream Dice



HONOR GUARD
 Not just a career member of the Limthrakk 
Armada, this is one of rank and privilege. The Honor 
Guard supersedes the current ranking structure of 
the Armada; officers followed one path, Honor Guard 
followed another.
 If there was anything akin to a special 
forces branch of the Armada, this would be it. 
These are soldiers adept at combat and all military 
aspects thereof, starship combat, espionage, hand to 
hand combat as well as the ceremonial aspects the 
Limthrakk have grown to employ in all manner of 
their civilization. They are as precious, accurate and 
meticulous as they are cunning, ruthless and deadly.
 Honor Guard resemble other Armada soldiers 
with little exception: they wear a sash of the color of 
their House and they have a pin bearing the symbol 
of the Honor Guard on the collar of their uniform. 
This does not give them rank over other soldiers, it 
is literally seen as a separate division of the Armada 
(Armada officers cannot order Honor Guard soldiers, 
and Honor Guard commanders cannot order soldiers of 
the Armada; the two are seen as separate entities). 
 To qualify for Honor Guard, one must have 
previously gone through service within the Armada 
and perfected their technique before ever being 
considered. Once all tests are passed, one may wear the 
sash and pin of the greatness they have trained long 
and hard for.
 Honor Guard are not called in on every 
Armada assignment, only the ones that threaten 
Limthrakk lives, the lives of important dignitaries, or in 
times when mutiny is involved.

 Requirements: First of all, one must be of 
Limthrakk race and a career Armada soldier. Combat, 
Military and Navigation Stage Level 6 with Emphasis 
that corresponds with practices and training of the 
Armada.

 Advantages: Ceremonial uniform and 
armor consisting of a Stage 4 Flak Jacket with Fitted 
on underneath for a combined Armor rating of 7 at 
locations 4, 5, 10 and 11, and a helmet that gives the 
head an armor rating of 3;
 New earnings of three times what the average 
Armada soldier makes;
 Ability to requisition even illegal goods 
and weapons from the Aramada so long as they are 
returned once you are done with them;
 Contacts with Salvatores of at least 3 Armada 
vessels;
 Right to military search and seizure of small 
unidentified craft flying in Accordance space so long 
as the craft has no flight plan and are in possession of 
contraband or unregistered goods.

HUNTING PACK MEMBER
More than once, a Hunting Pack has been 

refered to as “Ferocity in Fours” for they travel in 
packs of four with an akuna, patrolling the grounds 
they claim to be theirs making sure that things on 
the surface are going to their liking, whether the 
people that live in that area see things their way or 
not. Often one will adapt to the ways the Groon are 
expecting merely because noone in their right mind 
wants to fight with four Groon and an angry akuna 
at the same time; such things are just not considered 
healthy.

The Groon have chosen to put their 
Vorstaadts underneath the Sybre Districts of many 
modern Provinces and some non aligned territories. 
The leaders of those areas agree the Groon have the 
right to defend their own lands from whatever may 
come to them looking for trouble. The Groon took 
this one step further by also patrolling the grounds 
above their Vorstaadts, keeping them free from 
what they consider to be crime as well.

Members of Hunting Packs can be varied: 
medic, animal handler, soldier, battle commander, 
investigator, bodyguard - whatever services the 
Groon feel this hunting pack requires is what any 
single member will be asked to do. 

The skills of those in the Hunting Pack will 
be based most likely on where the Groon are living. 
Groon in the Provinces often have to deal with petty 
crimes such as thievery, vandalism, espionage, etc. 
Such Hunting Packs rarely need more than two 
soldiers, a Handler and a medic. In some of the 
more wild outback Territories, often three soldiers 
and a healer will balance out a Pack if not more 
soldiers or a second Hunting Pack along for backup. 

Vengeful Groon try to make the punishment 
fit the crime, using restraint where they can, but 
sometimes they come across a villain so vile that 
no amount of restraint will do, and they will just 
have to cut loose to make certain trangressions such 
as this will never, ever occur again. This does not 
happen often, but when it does the Groon involved 
make certain it is memorable, hence no one will ever 
dare attempt a transgression such as this again.

Groon do not see this as war or cleansing or 
abusive behavior at all. They see this as defending 
their homefront, making their home safer for their 
families, for their children. This is why they patrol 
the grounds above their area and not the entire area 
they live in. 

“Wounds heal. Victory lasts forever.”

Requirement: Groon race
Skills: Combat <Weapon>, Espionage, 

Streetwise
Equipment: <weapon>, Compuband, 

Translator



KORIN’GEGAIRA
Long ago, the Guardians spoke so loud to the 

masses that anyone could hear. Since that time, belief 
in them has waned so much that now few believe the 
Guardians still exist. That does not mean they no longer 
speak to us, it just means that now they speak to fewer of 
us and in different ways. We just have to know how to look 
for their words of wisdom.

The Korin’Gegaira are the prophets and diviners 
of the Guardians’ word. How they communicate with the 
Guardians differs from member to member and whatever 
Guardian each member follows, but all are distinct.

The Korin’Gegaira are the most political of all the 
beliefs. They will hire themselves out as diviners and truth 
seers, most often to very rich individuals and politicians. 
It has been theorized that the Korin’Gegaira will “alter” 
a vision to benefit the goals of their employer, but such 
cannot be proven.

The Korin’Gegaira are the only known belief 
system to bond as tightly as they do. Sublets amongst the 
Korin’Gegaira will adopt a belief, often one they say came 
to them from the Guardians in a vision, and unite under 
that vision, that belief. They have been known to unite into 
these sublets and start politicking against Korin’Gegaira 
of the same Guardian that follows another belief or sublet. 
It is not uncommon for assassins to be hired by members 
of the Korin’Gegaira to take out other members of the 
Korin’Gegaira with conflicting beliefs (of course, there 
would be no evidence of the Korin’Gegaira’s involvement; 
they would see to that).

The Magistrate does not wholly agree with the 
Korin’Gegaira’s involvement in politics, but also sees it 
as a necessary evil. It is one of the goals of the Magistrate 
to combine secular government with the teachings 
of the Guardians; Parliament wants the same thing 
to an extent, but they want to control the Magistrate, 
something she does not see as being necessary. So long 
as the Korin’Gegaira provides the bridge between the 
Magistrate and Parliament, she is allowing their continued 
involvement in politics to fester, all the while keeping her 
eye on other matters trusting them to see that her word and 
the will of the Guardians is followed amongst Parliament.

And the Korin’Gegaira wouldn’t have it any other 
way.

All Korin’Gegaira must ingest Nasan prior to 
having a vision (a secret they guard ferociously). Nasan is 
a derivative of Naazite, which is a byproduct of Ryydian. 
Thus making Nasan, and Ryydian production as a whole, a 
priority of the Korin’Gegaira. They try to keep themselves 
close to Ryydian production and those that have something 
to do with production and distribution of this precious 
substance. This is why they involve themselves with 
influential politicians and businessmen so heavily.

Skills: Espionage <Stealth>, Persuasion 
<Deception>, Theology <Guardian>

Equipment: Dharma Cards, Dream Dice, Sensory 
Receptor, Virtual Book, Compuband, Translator

OFFICER
 An Armada soldier that has worked their way up 
the ranks to become an officer, most likely Goshin or, less 
often, a Salvatore. Now they have command over a good 
number of soldiers and have the honor and respect of a 
rank holding member of the Armada. 
 With this comes the ability to command entire 
departments on a starship, call for Emergency Protocols, 
take jurisdiction whenever something happens either on a 
spaceship, station or space port. 
 When military action is called for, they have years 
of battle training to call upon along with force of will and 
the sheer number of all the soldiers in their regiment.
 Officers will have gone through extensive training 
for their position, including aspects of hand to hand 
combat, weapons training, starfighter piloting, transport 
vessel piloting and the like, as well as military applications 
of said vessels.
 An officer will also know about military 
ceremonies and how to conduct said ceremonies on his 
own, he will be able to award soldiers for their bravery 
and will be capable of battlefield promotions up to and 
including his own rank.

 Requirements:  Limthrakk race and a career 
Armada soldier. Combat, Military and Navigation Stage 
Level 6.

 Advantages: Ceremonial uniform and 
armor consisting of a Stage 4 Flak Jacket with Fitted on 
underneath for a combined Armor rating of 7 to locations 4, 
5, 10 and 11;
 New earnings of three times what the average 
Armada soldier makes;
 Ability to requisition even illegal goods and 
weapons from the Aramada so long as they are returned 
once you are done with them;
 Contacts with Salvatores of at least 3 Armada 
vessels;
 Contacts with your commanding Khymer and at 
least one other;
 An open communication channel to Brass 
Command and the Houses;
 Right to military search and seizure of small 
unidentified craft flying in Accordance space so long as the 
craft has no flight plan and are in possession of contraband 
or unregistered goods.

NOTE: This class can also apply to Guardsmen who meet 
the same requirements. In such case, the character would 
not have to be Limthrakk, and any Emphasis taken towards 
the Armada would instead read “Guardsman.” Guardsmen 
officers would not get the Contacts, nor right of search and 
seizure in any space craft or space port, but would have 
search and seizure in their own jurisdiction. 
 Guardsmen ranking structure progresses as 
Officer, Sergeant, Commander, Captain, Commissioner.



POISON-TASTER
Educated in all matters of death so they cause it 

and prevent it with equal measure, Poison-Tasters are 
a form of refined soldier whose primary weapons are 
chemistry and science.

A small specialized form of bodyguard and 
assassin, poison-tasters train themselves to identify and 
become immune to all known toxins. They work for 
important people who are afraid of assassination, or 
anyone else that can afford their expensive services, tasting 
their food for them to detect any and all foreign agents. It 
is true that this practice used to be done with machinery, 
but then some very skilled chemists created poisons that 
slipped past all detection equipment, thereby creating a 
new need for people with the poison-tasting ability, much 
to the chagrin of the general public. (For the record, it is not 
considered to be a good idea to ever get oneself involved in 
a drinking competition with a poison-taster; their systems 
routinely break down the harshest compounds known, 
alcohol is not a problem at all.)

Given the corruption in Parliament and the 
attempts on the lives of various dignitaries in high places in 
the corporate world, the demand for the services of Poison-
Tasters grew, and with that, so did their fees.
 Poison-tasters repeatedly self-administer 
every form of known toxins in order to keep their own 
immunities up to date. There are times when the toxins get 
the best of them and they will be down due to illness for 
awhile, but such is an occupational hazard. 
 Their services are needed by people who make 
enemies, and given the nature of their work, poison-
tasters charge what they think their own knowledge and 
immunities are worth. Some change their rate based on if 
they are to protect the VIP or end him. Protecting a person 
is a time consuming affair. Assassination takes far less 
time, but there is more risk involved. Either way puts the 
Poison-Taster at risk, and that risk is answered in the form 
of profit.
 One of the biggest problem some of the poison-
tasters of note have mentioned about their job is trying to 
remember if they are supposed to protect or assassinate the 
person they are working for.

Skills: Physical <Resistance>, Medical, Sciences 
<Chemistry>

Equipment: DNA scanner, compuband, medkit, 
small bladed weapon

SIM PILOT
 With the advent of the SIM came the need 
for an entire industry to program and monitor the 
communications that took place on this web of information. 
Once the Messenger was established and people started 
using it on a regular basis, hackers came along and started 
changing it, altering it, breaking through various levels 
of security and doing whatever they wanted to with the 
Messenger, including things it was not designed to do in 
the first place.
 The SIM was first designed as a place to share 
information whether you offered it or not; just by wearing 
the transmitter, you were giving your consent to share 
your knowledge. Before long, hackers had learned how to 
get past the information the wearers were offering and dig 
deeper into their minds for their memories and forbidden 
knowledges. This practice was almost immediately 
outlawed, even though everyone knew it would be near 
impossible to trace.
 To dissuade the hackers, psyche firewalls had 
been constructed that could keep SIM pilots away from 
the thought processes that were not supposed to be online. 
This worked for a while, but then some hackers stole the 
programming codes for the firewalls, and newer, more 
complicated firewalls were being made. Now, hackers are 
being paid large amounts of money to design firewalls 
that other hackers cannot get through (even though every 
hacker worth his weight in Ryydian that accepts this job 
always leaves a backdoor). 

Hackers or programmers, or “Pilots” as they are 
often called, may not always wear their transmission 
equipment, but it will never be far from them. If there is a 
piece of information one might need, the pilot is online in a 
matter of seconds in pursuit. It’s not so much an addiction 
as a rush; they enjoy the sheer volume of information they 
have access to, and the bragging rights of telling their 
colleagues what they found on the SIM or what they were 
able to do.

Most SIM pilots will find a comfortable quiet 
place to hide out for a few hours as they put on all their 
equipment and dive into the SIM. If they can’t find a quiet 
place, they will find a local SIM Haven to be amongst like-
minded associates. 

Time feels distorted while on the SIM; from the 
pilot’s perspective he could have been in the SIM for a 
mere ten minutes when in reality almost twelve hours have 
passed. Other he could feel like he had spent over half 
the day in the SIM when actually it was less than twenty 
minutes. 

 Skills: Computer, Persuasion
 Equipment: Headset, Compuband, 
Mechabiological augmentations



SISTER OF BREA
The sacrifice of Duson Brea did not go unnoticed. 

Yes, her death has been put in all the history books and 
eyewitness accounts are recorded on the SIM. But little few 
care about that day anymore, as if they have forgotten what 
her death meant to people everywhere, to women, and to 
the accursed Armada.

The Sisters are familiar with the teachings of Duson 
Brea, but they did not see the plight of the Hybrid, as many 
say her preachings were about. The Sisters were quick 
to point out that in all of Brea’s teachings and writing of 
equality, she never mentioned the word “Hybrid,” as if her 
message had deeper meaning than was previously thought.

Even though they agree that Duson Brea was 
a female leader of the Hybrid Rights Movement, Brean 
Sisters have taken the message of their mentor and turned 
it into a movement of female empowerment. They believe 
she was saying all women should stand on even ground, 
regardless of race, location, political standing, etc. They 
have taken to follow her word so strongly that they became 
priests in her honor.

Sisters in the same area will meet at agreed upon 
times and locations to worship in her honor, and such has 
formed a sisterhood (hence the name) that strongly believes 
in and follows the new Guardian’s teachings.

But lately it has taken a bit of a turn. Now their 
female empowerment sees no progress unless males are 
put in their place, however that may be defined at the 
time. Oppressors are seen even where one may not be, and 
sometimes the Sisters are anxious to get involved.

This feeling of sisterhood transcends race. Groon 
can be sisters with Kallan, Hybrid and even Limthrakk, 
for example, but the Limthrakk members have the hardest 
time. Since Brea was killed by the Armada, the Sisterhood 
has a dire hatred for the Armada and everything they 
stand for. Sisters aren’t even comfortable riding on 
starships because they know it benefits the Armada, but 
what choice do they have? Limthrakk Sisters feel the same 
about the Armada, which means they have to denounce 
their upbringing and everything about their culture. Most 
Limthrakk Sisters are Outcast, but there are Sisters that are 
still an active part of Limthrakk life, they just keep their 
disdain hidden from those around them. For as long as 
they can, that is.

Skills: Streetwise, Leisure, Thievery
Equipment: Clone Band, Jammer, Mechan, 

Pet, Psyche Firewall, Virtual Book, Vision Goggles, 
Compuband, Translator, DNA Scanner

STREET SOLDIER
 There are those in the galaxy that have little in 
the way of cultural skills. Some can deal well with other 
people, but there are those who know nothing more than 
violence.
 Referred to as “mercenaries” or “soldiers” by most 
people, the kinds of off the grid employers they mostly 
work for like to refer to them as Street Soldiers due to the 
type of work they will be asked to do and to try to assign 
their ilk some amount of respect, whether such is deserved 
or not. 
 Sadly, there is always employment for soldiers 
in every area of the galaxy. Drug runners use soldiers 
for protection and deliveries. Scavengers use soldiers for 
muscle and to help gather the treasures they are after. 
Hospitals, businessmen, celebrities and other employers 
hire soldiers as personal security or muscle. 
 Sure, the militaries like to hire soldiers as well, but 
the main difference between Armada soldiers and Street 
Soldiers is that Armada soldiers have extensive training, 
organization and a command structure.
 Street Soldiers tend to freelance, may or may not 
have training and their duties are not often the same. This 
is not to say that all Street Soldiers are members of illegal 
street gangs; those that do security detail for a corporation 
would count as a Street Soldier. Street Soldiers work in the 
field of security, countermeasuers, strong-arming and other 
applicable duties.
 Some of the more well-to-do public and legal 
employers, such as Registries and Corporations, have been 
known to hire Street Soldiers for Ryydian escort missions, 
hiring back those that got the job done the best without 
dipping their fingers into the cargo.
 They are not paid to think, they are paid to do, 
often something physical, and sometimes, albeit not often, 
this could involve weapons and body armor.
 Most do not own more than just one weapon and 
a broken suit of armor, their fancy and state of the art 
weapons are requisitioned to them by their employer once 
they are sent off on whatever task they have been assigned. 
In these circumstances, it is understood that what they 
have been given will be returned to the employer at the 
conclusion of the task. Those that attempt to make off with 
said equipment tend to rather quickly learn the meaning of 
the phrase “next of kin”.

 Skills: Streetwise, Leisure, Thievery
Equipment: Clone Band, Jammer, Mechan, 

Pet, Psyche Firewall, Virtual Book, Vision Goggles, 
Compuband, Translator, DNA Scanner



Skills and physical characteristics alone do not 
complete a character. Along with their knowledges, 
all characters will also have goals for the future and 
experiences from their past to help shape them into the 
people they are today. These differences do not mean the 
same thing in all surroundings. Some things in a person’s 
history will be revered by some, hated by others. The same 
truths in a person’s history will be responded to in different 
ways based on the people that he interacts with.

Keeping this in mind, below is the system of Traits 
for WOR. Naturally occurring things such as enhanced 
perceptual ability is found below, but there are also things 
that deal with the character’s background, as in interactions 
with certain races, etc. 

At creation, players have 4 points to spend in 
Traits, each Trait costing one point. Any unused points 
may be instead invested into Exertion Base at a 1:1 ratio. 
When in gameplay, the Narrator will decide if a character’s 
Trait applies or not and assign the player either a penalty 
or a modifier based on the value of the Trait in question.

For example, say your character has “Diminished 
Sense: Smell”. This will affect your character when making 
Perceptual rolls. These rolls are unaffected for the other 
senses, but the penalty is applied to the ROD of Perceptual 
rolls involving smelling.

When and if these moments come up in game play, 
the Narrator will determine if the Trait earns a penalty or 
modifier based on how it will affect the scene. “Penalties” 
increase the ROD of tasks by the amount, and “bonuses” 
increase the die roll of attempted tasks by the amount. 
Penalties and bonuses can be +/- 1 or +/- 2 if the Trait was 
taken twice (R denotes a Trait that can be taken twice). 
Depending on how intense the Narrator wants to make 
things, bonuses or penalties could be greater.

Some of the Traits listed below will counter the 
effects of some of the other Traits, such as “Pacifism” and 
“Berserker,” for instance. The reverse of a Trait does the 
opposite of what the Trait does, meaning what the one 
Trait gives you, the reverse takes away. This does not mean 
that if the character has both that the two cancel each other 
out and the character suffers no penalties. No, there will 
always be a penalty of at least +1 ROD whenever a penalty 
is applied, having Traits that reverse one another will not 
keep the ROD penalties from happening. 

The Narrator can disallow any and all Traits, and 
can disallow certain Traits on a character if the character 
already has it’s reverse, even if only by the definition of the 
Narrator. As an option, the Narrator can select a character’s 
Traits instead of the player.

Some of the traits listed below have the name of a 
race listed in parenthesis with the description. This is the 
race that is most likely to have that Trait. It does not mean 
that Trait is exclusive to that race, it is just the most likely 
to have it. Should a character of a race other than the one 
listed want to possess that Trait, the Narrator must approve 
it ahead of time.

Ultimately, the effects these traits will have on 
the character or the game – if there are any effects at all 

– is completely the discretion of the Narrator. These traits 
should help in some instances and hinder in others. When 
these apply and when they don’t rely on the Narrator’s 
intentions for the character in the scene and ultimately the 
story. Whatever benefits or penalties these traits accrue is 
based on the value of said Trait. Traits taken only once, or 
had 1 point spent on them, accrue a +1 bonus. Traits that 
had 2 points spent on them garner a +2 bonus.

Only one Trait can be used per roll per turn.

Absolution. R Those that sin against their Guardian 
- including Devout that have violated one of their Three 
Edicts - can seek out members of the Council of Lorei to 
commune with their Guardian and ask forgiveness. Most 
often, the Guardian will grant forgiveness, but the sinner 
must accomplish some task for the Guardian first, and this 
is communicated by the Devout to the sinner.
 This Trait allows your character the chance to 
absolve someone of the sin on their soul. Their penance 
is up to your character, but often there will be some 
suggestion offered, as in a vision or some sign the character 
will see that will guide his choices. Once the sinner has 
accomplished this task, they will feel the weight of their sin 
lift off their soul and they can continue on knowing they 
have found their Guardian’s favor again.
 It is rumored some members of the Council of 
Lorei have abused this duty in the past, but there is no 
proof to it. 

Addiction. R Addiction to some drug or condition, 
sensation, action, etc. The absence of which will drive the 
character into remission. Everything the character does will 
be about getting the next fix of whatever it may be. He may 
be resentful of his addiction or he may find it the greatest 
thing since puberty, but that does not change the fact that 
he is addicted.  Characters receive a ROD penalty when 
performing actions without this drug in his system, but 
increases the likelihood for overdose.

Adoration. R You have a rather unhealthy obsession 
with a person, image, sound, place, item, pet, etc. It has 
gotten to the point where now, at random times, your 
attention will wander back to the item of your adoration 
completely ignoring everyone else around you. If this 
obsession is with an item and it is forcibly removed from 
you, chances are you will berserk and start destroying 
things randomly, or curl up in a ball and cry. Player must 
make a Spiritual Save whenever attempting an action and 
not in the presence of the item of his adoration. If he fails, 
any actions attempted will have a ROD penalty until he is 
reunited with the item of his adoration.

Alertness. R Your character has a habit of taking in his 
surroundings, keeping an eye on things around him and 
noticing when and if things are out of place. It gives the 
character a bonus to his roll when performing Perceptual 
checks, or anything related to observance.

TRAITS



Allergic Reaction. Your character, when in the presence 
of whatever ails him, will suffer a penalty to his Physical 
actions due to sneezing, breaking out in rashes or hives, 
headaches, nausea or whatever other physical reaction he 
suffers when around the object of his allergy.

Alien Parentage. Your character was raised by a surrogate 
family of another race. Most often, this would be a Kallan 
raised by Groon or a Groon raised by Kallan, possibly even

a Limthrakk child having been raised by one of the other 
two races; it’s very rare for the Limthrakk to even attempt 
to raise something that is not of their blood, but it could 
happen – there are, after all, renegade Limthrakk that do 
not live on Kilta 9.

Alternate Identity. The people that know your character 
in your home province know you for who you really are, 
but somewhere there are people that know you as some 
different identity for whatever reason. Should any of those 
people encounter your character, they will refer to him 
how they know him, which could be good or bad given the 
situation.
Ancestry. Using a person’s knowledge and memories 
as well as their family name and bloodline to trace their 
family history through the generations. This could lead one 
to find out great things about his own bloodline, it could 
also uncover things previous generations of the family 
worked very hard to keep from becoming widely known.

Animal Handler. (Groon) R Your character feels attuned 
with creatures of the wild, feeling more comfortable 
amongst creatures of four (or more) legs then those of two. 
Your character will have a sense of disdain for civilization 
preferring nature and the call of the wild. Social attempts 
will be more difficult since customs and manners are things 
your character chooses not to be bothered with. But on the 
bright side, your character is adept at finding some sort of 
kinship and training with wild animals.

Arrogant. (Limthrakk) R Your character is quite full 
of himself, often boasting of his greatness and taking 
every opportunity to tell other people of his great 
accomplishments, at least the ones he considers his greatest 
ones. Other characters will likely not want to be in his 
presence while he is going on and on about himself like 
this.

Attack Survivor. Your character at some point in his life 
was attacked by an enemy force and survived, but just 
barely. Given this attack, he is familiar with the existence 
of the attacker, he can describe what they look like and the 
attack methods they used when he was present. Once this 
is put on the character sheet, determine who it was that 
attacked you in the past. Whenever you are around them 
again, gain a bonus to attacks against them and dodges, but 
a penalty to fear checks (cumulative).

Baby Face. R People think your character has a look of 

child-like innocence and it makes them trust him more. It 
also makes people look at your character as if he is a child 
and would not expect any level of maturity out of him. 
Sure people think your character is harmless, but they also 
don’t treat him like an adult either. This grants the player 
a ROD modifier when attempting Persuasion checks that 
involve his innocent, harmless looks.

Berserker. (Groon) R Your character likes to fight. 
Nothing thrills him more than beating someone to a pulp 
and feeling that red mist of victory shower his face as his 
enemies fall dead in piles at his feet. Once the character 
starts fighting, the player has to make a Spiritual Resistance 
roll to get the character to stop fighting, otherwise he 
attacks things randomly to continue feeling that rush 
whenever he kills things.

Biological Purist. There are those who see mechabiological 
augmentation as an abomination on the natural form. 
They believe that everything one needs their body to be, 
they have from birth. These people will avoid all types 
of augmentations being grafted to their person. They 
will sometimes be outspoken about such atrocities on the 
people around them, but most are primarily concerned 
with themselves, not those around them. 

Bound to Service. Your character begins the game in the 
service of a master, either willingly or enslaved. He has 
no rights and no citizenship as long as he is indentured. If 
willing, then there is a predetermined amount of time that 
he will be enthralled. Once that time is elapsed, he is free 
and all rights are restored to him. If he is enslaved, as if he 
was convicted of a crime and sold into slavery, then there 
is no limit to the time he will be enslaved. Slaves of this sort 
have no property, little training, no social status, etc.

Bull’s Eye. R Your character is very accomplished at 
throwing items. So much so that he almost always hits 
whatever he is aiming at. Almost always.

Calm Bodied. (Limthrakk) R You are able to relax in 
tense situations and avoid stress. As a result, your body 
is relaxed and moves rather gracefully. You are very 
patient, very calm and can move about making very little, 
if any, noise. Player gets a ROD modifier when attempting 
Spiritual Saves involving fear. 

Code of Honor. R You have a strict moral code that 
determines your behavior at all times in all situations. 
Often your code reflects your chosen profession, but this 
may not always be the case. Afterall, it is common for good 
people to do things against their moral code that will have 
positive results in the end. Not to mention the Rage has a 
code of ethics as well.

Commanding Presence. R Whether due to their military 
upbringing or the fact that they are convinced they are the 
greatest race in the galaxy, Limthrakk have an aura about 
them that makes them naturally take a command position, 
easily becoming a leader of any group and rallying others 



to their word. This trait adds to Persuasion checks that 
involve intimidation, but does not add to the effects of the 
Eerie trait.

Compulsion. R You have some bad habit you just can’t 
break yourself of. Maybe it’s gambling, maybe it’s racing, 
maybe it’s biting your nails or maybe it’s something more 
drastic, like redecorating your child’s bedroom twice a 
night. Depending on the compulsion, it can get in the way 
of work from time to time.
Concentration. R Your character can focus his mind on 
the task at hand with such precision that nothing will yank 
his attention away from what he is doing. If the character 
is using this to study an area, apply bonuses to Perceptual 
roll. If the character is attempting to memorize something, 
especially if he has the Memorize ability, then give bonuses 
to that task roll on top of any modifiers from invested 
Exertion. If the character is searching his memory for a fact, 
apply bonuses to that attempt. 
 This trait can not be used in combat, for any 
surprise attacks, and can not be combined with the “Aim” 
feature of combat.

Conspiracy Theory. You know a lot about different so-
called “conspiracies,” have collected information about 
them for some time and still wonder why so many people 
refuse to see them for the truth they clearly represent. You 
have been known to track down the truth about some of 
the lesser accepted theories and share this information with 
the non-believers.

Constant Pain. Your character has some sort of injury 
that flares up at the worst of times causing a rather nasty 
amount of physical pain, so much so that the character 
is distracted from what he is doing. Most often, this pain 
will lead the character away from whatever action he 
is attempting because he is too busy searching for pain 
medication. Player suffers a ROD penalty when attempting 
physical actions involving parts of the body that feel pain.

Dependent. There is some other person you are dependent 
upon for one reason or another, either emotional support, 
financial support, they are your caretaker or for whatever 
reason. Either way, there is another person in your life and 
you are lost without that person. You do not need to have 
that person with you all hours of the day and night, but 
you do need to know that they are alive and well.

Design. R Designing new toys and tools to make life 
simpler. This is a form of invention that also encompasses 
the know-how to follow through with it, not only 
designing it but building it as well. This skill covers cloners 
and genetic architects who design entire complete living 
organisms on the drawing board before a single gene is 
ever spliced. 

Diminished Sense.  Specify one of your character’s senses 
out of sight, hearing, taste, touch and smell. One of these 
senses is not as well developed as the others, and incurs a 
penalty whenever the character is attempting a Perceptual 

roll involving that particular sense.

Direction Sense. (Groon) R An uncanny ability to always 
know which way is north, south, east and so on. Player gets 
a ROD modifier when attempting Perceptual checks to find 
a certain direction. This cannot be used when traveling in 
space, however.



Diseased. You suffer from some disease, and there are 
many available in all of the known universe, some that 
have not even been discovered yet. Penalties increase 
your ROD when the disease is acting up, or if it directly 
interferes with what you are attempting (physical 
disabilities affect movement based RODs, etc.).

Disgraced. (Limthrakk) Your character, or someone 
somehow related to your character, has committed 
such a great travesty that it has followed your character 
throughout his life and into his professional life. It can 
get in the way when he meets new people, as a failed roll 
means they associate him with what they have heard about 
him, and that is rarely flattering.

Distracted. Your character has trouble focusing his 
attentions on any one thing for long. This imposes a ROD 
penalty on task rolls when trying to focus his attentions on 
important matters.

Dual Wield.  You are trained at fighting with a weapon 
in each hand. Most often, these are melee weapons, and 
often two of the same weapon. Both weapons need to be 
close in weight and dimension or else this benefit will not 
apply. Whenever the weapons are close or identical, the 
character gets a bonus to his attack roll, and damage is 
figured as if the weapon were one Stage Level higher than 
it really is; do not figure damage off both weapons. Using 
this trait denies the character the ability to use a volley for 
that turn.
 This Trait can be taken multiple times, but 
designated to a different weapon each time.
 This Trait can NOT be used with Stage Level 4 or 
higher weapons, nor any weapon that requires two hands.

Eerie. R For some reason, maybe it is just something 
about you, when people are around you they get an uneasy 
feeling, the kind that some that have been in your presence 
describe as a cold chilling feeling that makes them believe 
you want to eat their soul. Anyway, you are not sure why, 
but people just naturally find you spooky. This gives a 
bonus to Persuasion checks involving fear or intimidation, 
but applies penalties when trying to be diplomatic or trying 
to make friends.

Enhanced Sense. R One of your character’s senses – 
sight, hearing, taste, touch or smell – is better than average. 
Determine which one when taking this trait, the bonus to 
Perceptual rolls only applies whenever using the specified 
sense. If the Narrator permits, this Trait may be applied to 
any form of Extra Sensory Perception the character may 
possess.

Escaped. Your character has escaped from some sort of bad 
situation, would most likely be an escaped slave of some 
kind, or escaped being imprisoned by some enemy. If the 
character was a legally obtained slave and has escaped 
from this form of imprisonment, then there is more than 
likely someone looking for you character. It all depends on 
who owned your character and how bad that owner wants 

your character back, or how bad he wants you to pay for 
escaping him.

Faithful. R You diligently follow the teachings of a 
source, be it a teacher, zikundo, Guardian, Theurge, 
whatever, and will accept everything that he teaches 
without question.

Famous. R You are known throughout multiple 
provinces on more than one planet, and the reasons for 
this fame might actually be true. Or not. Good (bonus) or 
bad (penalty), you are known by many for something and 
hopefully no one will prosecute this time.

Fanatic. R Your character is obsessed with something, 
and this obsession may not be entirely healthy. The player 
will choose the object of the obsession, be it a person, 
weapon, piece of equipment, vehicle, item of clothing, 
jewelry item, something along the side of the road, 
something in someone else’s pocket, a picture, whatever. 
This could sometimes be a good thing, sometimes more 
entertaining.

Fast-Draw. Your character has achieved such a level 
of mastery with one certain weapon that drawing and 
attacking with that weapon happen on the same action in 
which the weapon was drawn, it does not have to wait for 
the character’s next action.

Fast Reflexes. R Your character moves quickly, and is 
often quite jittery. This Trait adds its bonus to reaction rolls 
such as dodging and combat order. It also makes it very 
difficult for the character to stay seated for very long, or to 
even comprehend the meaning of the word “patience.”

Favored. R Your character is held in high regard by a 
person in power in a certain social group, either his family, 
his employment, some organization, his slave master, etc. 

Free running. R Your character is skilled at moving 
around obstacles by jumping, flipping, rolling, 
cartwheeling or any other form of gymnastics or acrobatics 
that can be used to get around other then just walking. 
Free runners emphasize efficiency of movement and your 
character embodies this.

Geometric Combat. (Guardsmen) R Your Guardsman 
has a great understanding of geometry, and applies it 
to strategy and tactics on the battlefield. He uses this 
knowledge to identify weapons, use even alien weapons 
correctly, improvise new ways to use a weapon (like 
beating someone near to death with an automatic rifle), he 
can place his body in a position where weapons will not hit 
him, etc.

Greedy. (Kallan) Your character understands the value of 
currency and likes to horde as much as he can for himself. 
If he thinks he can achieve a good amount of financial 
success from some scheme or task, he will more than likely 
attempt it focusing on the profit he might gain versus the 



challenges he has to face to achieve such.

Guilt Wracked. Your character has committed some 
atrocity and it haunts him to this day. It could be 
something small like once stole a piece of candy from a 
stranger, or something much worse, like he arranged for 
the assassination of someone just so he could excel his 
position. What he has done and how badly it affects him is 
the decision of the player and Narrator.

Heritage. There are famous people in your bloodline, and 
it often gets you a certain level of respect, but also makes 
people have certain expectations of you, too. Sometimes 
those famous ancestors of yours are not remembered for 
their good deeds which brings down your glory in turn.

Humorless. (Limthrakk) You have no apparent sense of 
humor and it shows on your sour expression and taunt 
demeanor. For some reason you can not bring yourself to 
like other people. 

Ignored. It seems that no matter what you do people just 
don’t take notice of you. Maybe it’s because you have a 
very soft voice or people find you not worth their time, 
or maybe you just don’t try hard enough all the time. 
Whatever the reason, people just don’t take notice of you 
and maybe you like it that way, too.

Impulsive. R Your character is impatient finding it very 
hard to sit still for long periods of time. Sometimes does 
not even finish a sentence when speaking for it takes too 
long to do so. Often the character will act before he thinks, 
which might be a good thing, but then again could also 
make matters so much worse for the character as well. This 
Trait adds a bonus to Combat Order rolls seeing as how the 
character can not wait to jump in with both feet forward. 

Indebted. Your character owes either another character or 
an organization some debt, and it is constantly held over 
his head. He could owe money, a favor or whatever the 
debtor wants. Either way, your character is in debt and he 
knows it. Getting out of debt is one of his main concerns.

Intolerant. (Limthrakk) R Something about a certain type 
of people gives you an irritible feeling aimed at all people 
of the like. Often this is aimed at entire races of people, 
but it could also be specified against a certain culture, 
organization, corporation, geographic location, etc.

Loyalty. (Groon) R An undying devotion to something, 
be it a religious leader, sect, organization, etc. It could 
even be a corporation, politician, employer, whatever the 
character feels a sense of belonging to. 

Malicious Intent. R Your character is not generally a 
nice person, and has decided to set into motion a series 
of events that will have a negative outcome for some 
person, organization, etc. Often this target of his intentions 
changes, adapting to the situation the character is currently 
in, or trying to get out of.

Mannered. (Limthrakk) R Your character is ruled by 
manners and etiquette and will do what is polite, at least 
around other people.

Melee Thrusting. R Your character has learned such 
a level of proficiency with a bladed weapon that he can 
attack with a strong powerful forward thrust, intent on 
burying the blade deep inside his opponent. Doing so is 
a called shot, but his skill with this movement makes it a 
little easier for him to accomplish.

Miscomprehension. There’s some concept you just can’t 
grasp, be it religion, startship repair, combat, prophecy, 
technical mumbo jumbo or whatever. A value here applies 
a penalty when dealing with concepts you just don’t get. 
Said concept is chosen at character creation.

Mistaken Identity. In some areas or some social circles, 
people think your character is someone else, no matter 
how adamantly you deny this. They could assume your 
character is someone they hold in high regard, or it could 
be someone these people don’t really like all that much and 
they treat your character accordingly.

Obsessive Compulsive. Your character has some form of 
OCD. It could be light, it could be severe. Either way, he 
cannot just ignore it and move on, it has gotten to the point 
that it affects his day to day routine.

Pacifism. (Kallan) R Your character has achieved such 
a level of non-violence that it is hard for him to join any 
kind of combat scenario at all. He will go out of his way to 
avoid combat, even if it is threatening him directly. He will 
always look for the non-violent way out of things, avoiding 
aggression at all costs. Penalties apply to combat attempts.

Pain Threshold. (Groon) R Whether high or low, this 
determines whether your character can or cannot handle 
pain very well. Bonuses help your character endure the 
effects of pain, even torture. Penalties, however, mean your 
character will be lying on the ground crying like a small 
child after having accidentally stubbed his toe.

Persistent. R Once you have set your mind on a goal, 
nothing will deter you from accomplishing that goal. This 
is most often a good character trait. 

Phobia. R You are deathly afraid or something: spiders, 
heights, flying, crowds, reflections, space travel, germs, the 
outdoors, dirt, failure, etc. This does not always have to be 
a tangible thing, it could always be a situation or condition 
as well. Penalties apply when your phobia is near, or if 
you would have to overcome your phobia to accomplish a 
given task.

Photographic Memory. R Your character can remember 
things down to minute details. These can be complicated 
systems, thoughts, scenes, songs, conversations, diagrams, 
etc. 



Physical Defect. R There is something defective 
about your character’s body and it affects his physical 
movements. Penalties apply when working with that part 
of the body (cumulative).

Protégé. Someone of some considerable learning and status 
has taken your character under his wing and promised to 
teach him everything he knows. This is often a good thing 
as your character now has a well respected contact he 
can refer to at any time. This can be a bad thing, though, 
depending upon how the teacher treats your character and 
what menial tasks he asks of your character in exchange for 
his instruction. It is equally likely to go either way. 

Rational. (Limthrakk) R You don’t think in terms of 
emotion, you think in terms of logic alone. Do not make the 
mistake to think this means your character does what he 
wants without feeling any remorse. This is not an excuse to 
be heartless, this means your character does what he knows 
is best overall. Period. You follow intelligence before 
emotion, and due to this you hide your emotions if you 
show any at all.

Repulsive. (Groon) R Either due to your attitude, 
bathing habits (or lack thereof) or some other factor, people 
do not want to be around you for very long. No matter 
how nice you are or how much you try to be helpful, 
people still try to stay away from you.

Resilience. The character has a naturally tougher skin than 
most others. Those that have this Trait have an additional 
1 rating to their armor in every location for their skin 
alone, plus an additional 1 to their Exertion Base. This Trait 
cannot be taken more than once. This Trait applies a bonus 
to Physical Resistance rolls.

Rival House Allegiance. (Limthrakk) The character 
was born into one House but is loyal to another House. 
The character may pretend to be a loyal member of the 
birth House, but all the while the character may also be 
attempting to set things in motion that benefit the House 
the character is loyal to.

Savior. You are always looking out for the underdog and 
the next available crisis. You want to be the one to save 
people, even if just from themselves. You sometimes have a 
habit of saving people that don’t wish to be saved.
SIM Hacking. R Your character is adept with the 
Spectorweb as far as using, piloting, accessing and all other 
basic operations of the SIM. This gives your character a 
bonus with some of the more complicated tasks, such as 
downloading, hacking and using the SIM while covering 
up your virtual tracks to avoid detection.

Specialist. R Specialists are considered experts in their 
field. One with this trait will associate it with an Emphasis 
on one of their skills (not associated with the skill), and 
will receive a bonus to dice rolls whenever the Emphasis is 
applied to a skill check. This can NOT be used in combat, 
for other traits represent that. The only exception is if this 

trait is coupled with an emphasis relating to understanding 
the tactics and combat applications of the opponent. This 
trait can NOT be used in actual combat rolls.

Stereotyped. Others tend to look at your character and see 
not the individual, but some preconceived notion of who 
or what he might be. Others see your character as either an 
average member of his race or his profession and can not 
see him as anything other than the preconceived notion 
they have for him. As such, it makes it difficult for him to 
step out of the shadow that these people put him in.

Trainer. R Your character has learned the finer arts 
of educating and exerting his will onto even the most 
frigthening of animals. As a skilled animal Handler or 
any kind of wild animal trainer, this provides a bonus to a 
Persuasion check to control the behaviors of the intended 
animal subject.

Unseen Potential. There is something about your character 
that is important to someone (not always someone he 
knows) and your character is not consciously aware of it. 
He goes on about his daily life doing what he does, not 
knowing that someone, somewhere depends on what he 
may or may not be or become. He may eventually realize 
what this potential is or may even at some point in time 
become this person he needs to be, but what it will take 
to get him there is not known. It will, somehow, have 
something to do with what he is supposed to be, but 
not much else is known. Theories may be surmised and 
prophecies may be studied, but no one will know for sure 
until your character embraces his fate and makes that 
fateful step.

Unshakable Faith. R Your character is more devout 
than the average Devout, having a faith in his Guardian 
beyond measure. The Guardian can do no wrong to your 
character, and what the Guardian says is true. The words 
of the Guardian transcend all other Guardians and secular 
law, because he is the Guardian, one of the Trahk’s chosen, 
and his divinity gives him a level of wisdom that no living 
person has the right to question. And your character 
honestly believes this.

Vengeful. R Somewhere in your character’s past, 
someone wronged him. Whether it was an organization, 
corporation, pirate group, single person, race, etc does not 
matter. What matters is that the character was wronged, 
he has perfect memory of this event in his life and now 
he wants to do something about it. Something harsh. He 
wants to hurt this other person as badly if not worse than 
he himself has been hurt. It serves as the character’s driving 
goal, so much so that he does not know what he will do 
once his goal has been accomplished if he accomplishes 
it at all. The character will accept his own death if it hurts 
those that wronged him in any way.

Weapon Expert. R You have spent so much time 
studying with a chosen weapon that you have become 
adept at it, performing better with that weapon then with 



any other. Take this for each individual weapon you want 
an expert level in, or subcategorize it to cover a specified 
type of weapon (such as Blunt Weapons, etc.) This trait 
gives the player a bonus when using the weapon of choice.



ABILITIES
The benefit of being a professional is that it gives 

you access to knowledge and abilities that those who are 
not learned do not possess. 

What follows is a list of exclusive abilities that 
characters can learn based on what profession they choose 
and what their personal beliefs are. Some are offered only 
through a certain philosophy.

Philosophy, for this part of the story, is looked at in 
one of a few ways; Augmented, Religion or Training.

Augmented (A) means the character has had some 
sort of physical modification performed that was not there 
from birth. Mostly this refers to mechabiology, or the 
biomechs.

Religion (R) means the character learned these 
abilities as a gift from the Guardian he worships. His faith 
and belief is so strong, his connection to the Guardian so 
intense that he is able to tap that core part of himself that is 
in connection with the All, the place where the Guardians 
are said to reside, that he can use this connection to do 
things that are beyond the scope of ordinary abilities.

Training (T) means the character has learned to 
do these things through dedication to education, either 
an advanced fighting style, mystical arts or theories or 
whatever the case, the character has spent a long time 
learning and comprehending these teachings, and is now 
able to do things others would think unusual just because 
he dedicated himself to learning them.

Certain abilities come with certain professions, and 
these are listed with the profession it is related to. These 
abilities will be listed with an identifying mark showing 
where the ablity comes from, being either A, R or T based 
on how the character attained the ability. 

Exclusive abilities will not have a Stage Level 
value. At character creation, players will have 2 points 
to spend on exclusive abilities if they so choose that their 
character would have access to. Any unused points may 
be invested in Exertion Base at a 1:1 ratio. Just like Traits, 
only one Ability can be attempted per turn. Applicable 
skills and Traits may be added in for this attempt. And as 
always, Jinn rules apply.

The abilities that people learn are never certain to 
give precise results and therefore are known to change with 
usage and the passage of time. Some are only somewhat 
controllable based on the learning and understanding of 
the user. At times, the Narrator may allow the ability to 
act up when the player was not intending for the ability to, 
depending on what the ability is. The player does not have 
to fail the attempt for the Narrator to decide the ability acts 
up, the abilities can act up at any time the Narrator chooses 
them to.

Characters can only use one Ability per turn, and 
the effects last for only the turn they are used on, unless 
otherwise stated.

Abilities can only be taken once, regardless of the 
philosophy they are chosen under.

When a character attempts to use one of these 
abilities, he must make a skill check using a skill that in 
some way relates to the task at hand. This can change from 
one use to the next, Narrator option (suggested skills are 
listed, but they are only that, just suggestions).

Invest Exertion into the roll. Exertion thus invested 
will give the player modifiers to his roll to attempt the 
action. 1 XN invested offers +1, 2 XN invested offers +2 
and 3 XN invested will give the player +3 to his task roll 
involving his Exclusive ability.

Drawbacks may occur when a character begins to 
rely on the ability so much that is becomes all consuming, 
or if the player fails the attempt roll, or if the Narrator 
decides the time has come to add depth to the adventure 
(in short, mostly it is the Narrator‘s option). Drawbacks are 
negative effects of the abilities that are beyond the control 
of the character. Put simply, if you fuck with the natural 
way of things, nature fucks back. And when you fail your 
roll, use too much Jinn over too few turns or just simply 
use one effect more than anything else, the fisting will 
begin so get ready.

  Battle Cry
  Philosophy: R, T

A word, noise, phrase or statement that the 
character bellows when charging into conflict that makes 
the intended target afraid of him, all the while inspiring 
those fighting on his side to fight harder, fight longer and 
to ignore the penalties of pain for the duration of the effect 
(yes, Pain).

If successful, this ability can have outstanding 
effects in combat. First, all opponents affected by this 
ability are at -3 Combat Order lowering the number in 
which they act upon. 

Second, affected opponents must pass a Spiritual 
Resistance roll to even get into combat with the character, 
otherwise they flee in terror. 

Third, those on your side may roll combat order 
with +3 to their results increasing their combat order roll. 

And finally, people in your party may ignore 
damage penalties, such as invasive modifiers due to 
damage and Pain, for a duration of three attack/actions. 

Stigmata are unaffected by this ability.
Drawback: For starters, this ability can affect 

anyone that can hear it. Yes, that means even the people 
your character is traveling with can suddenly become 
afraid of him. And the more your opponent begins to 
realize that your character’s own party is afraid of him, the 
more bonuses your opponents will have attacking your 
party members (you know all those bonuses you read 
up there for this ability? Yeah, those. That is what your 
opponent gets towards your party if the drawback takes 
effect).
 Suggested Skill: Persuasion

  Comprehension.
  Philosophy: A, R, T



The character is able to understand alien 
languages, secret codes and other forms of hidden 
communication that are taking place in front of him, even if 
he has never heard the language before. He cannot always 
speak these languages and codes back to the originator, 
but he can understand them when he hears them or reads 
them. This includes languages, writings and codes that he 
has never experienced before. 

Drawback: The difference between this Exclusive 
and the Languages skill is that the skill allows the character 
to naturally understand the language and to be able to 
speak that same language back, but he must have taken the 
time to learn it beforehand. With this ability, the character 
can understand languages he has never heard before, but 
he cannot reply in that language. 
 Suggested Skill: Languages

  Contortion.
  Philosophy: A, T

The ability to bend and twist the body to fit into 
areas otherwise seen as impossible. This in no way enables 
the user to adjust his size or mass, it just enables him to 
move his body in ways it ordinarily could not. It would 
enable him to fit into tight areas he was ordinarily too large 
for. It also lets the body bend in ways it is not accustomed 
to, like bending backwards farther than is normally 
possible. He may also disjoin his own limbs and put them 
back into place with nothing more than simple movements. 

Drawback: It’s very easy for the user of this ability 
to over or underestimate what he is trying to do and injure 
himself in some very serious ways, causing hemorrhaging, 
internal bleeding, twisted and misshapen – if not misplaced 
– internal organs, etc. It would be very easy to accidentally 
break bones in an oversight as well. In an attempt to avoid 
pain, the user may cause himself more than he bargained 
for.
 Suggested Skill: Physical

  Counterstrike.
  Philosophy: A, R, T

Whenever your character is attacked in combat, 
you can use this ability to counter the strike instead of 
blocking the attack. You use this ability the moment the 
attack is declared. Your character strikes with whatever 
was already in his hands, or nothing if unarmed. A weapon 
can not be drawn, since this happens on your defensive 
maneuver.

This works along with the Counter option in the 
COMBAT section.

Drawback: Mostly obvious. Since this ability takes 
place on your defensive maneuver, missing the roll means 
the attack hit for full damage, and you lose the XN you 
spent on this ability. Oh well, you can’t win them all.
 Suggested Skill: Combat

  Detoxify. 
  Philosophy: A, T  (Poison-Tasters)

Any harsh chemicals or compounds that enter the 
character’s system, such as toxins, drugs, poisons or even 
alcohol, will be broke down into harmless substances that 

the body can pass easily. This is mostly used when one 
consumes something that could be poisonous or in any 
way hazardous to the body. It has also been used when 
an enemy has administered unknown chemicals into a 
person’s system. One of the more common uses for this 
ability has been the breaking down of alcohol in the user’s 
system so that the character does not end up regretting his 
binge drinking the next morning.

Drawback: One can become so dependent on this 
ability that he uses it whenever he consumes anything, 
even regular food. Breaking apart the compounds in the 
body will still nourish the body, but food will lose its luster 
and the character will find little to no joy in it any longer. 
Suggested Skill: Physical (Resistance)

  Divining. 
  Philosophy: R (Religious, Gypsies)

Some Devout, and a small few of the scionics, are 
able to see the possible patterns of things to come through 
unusual methods. Some use cards, some scatter the bones 
of small animals, some cast dice from their hands, some cut 
open a small animal and analyze the pattern of the blood 
splatter as the animal succumbs to the darkness of death. 
Still others must open themselves to the will of the dead 
and let that which is no longer connected to this world 
speak through them so that wisdom can be shared. Some 
have other methods not yet known or witnessed.

Whatever method is used, the outcome is almost 
always the same: the caster has some fleeting glimpse into 
the events that might possibly be. This is not to say that the 
caster has visions, they simply gaze upon the outcome of 
the bones, dice, cards, blood, etc and translate the meaning. 
However the items are cast to the floor divines a different 
outcome, and that is what the caster is concerned with.

Drawback: The character is not seeing events 
that are to occur, he is determining what the dice, cards, 
bones, etc are saying to him. It is always possible the caster 
could misinterpret what he is reading, and he may try 
again to judge the accuracy of his reading. Regardless, the 
character will believe the validity of what he is doing and 
will insist to others the accuracy of his readings. In reality, 
the character can not promise the accuracy of his readings 
any more than spectators might, but at least the caster has 



experience in these matters and will have some idea of 
what the readings might mean.
 Suggested Skill: Theology

  Dodge Firearm.
  Philosophy: A, T

It is impossible to dodge firearms in combat 
without some sort of special training. Period. If someone 
starts shooting at you, your only hope is to duck for cover 
and hope you don’t get hit.

But those who have this ability have actually taken 
the time to learn to get out of the way of firearms. It’s not a 
simple art, but one that you must be careful to practice. 

With this ability, characters can attempt to dodge 
out of the way of gunfire coming in his general direction. 

Drawback: This much should be obvious. If you 
don’t succeed at getting out of the way, you’re shot. Period. 
Now take damage and suffer.
 Suggested Skill: Physical (Dodge)

  Empathy.
  Philosophy: R, T

Sensing the emotions that other people are feeling. 
Mostly used to understand a person better, this ability 
helps the user feel the emotions the intended target is 
feeling. This is made easier if the target is open with their 
emotions, but the ability becomes harder if the target is 
attempting to mask their emotions, or suppress them 
altogether.

With a strong force of will, the user may impress 
certain emotions onto a target. The user can choose which 
emotions he wants the target to feel. This is made easier if 
the chosen emotion is not too far off from what the target 
feels already (such as if the target has doubts about his 
surroundings and the user wants the target to be afraid, 
etc.). If the chosen emotion is something completely 
opposite from what the target is feeling, the task becomes 
more complicated. Also, the user of this ability cannot 
make the target feel an emotion the user himself does not 
feel. For instance if the user can not feel fear, then he can 
not force another person to feel fear.

Drawback: Two known drawbacks have been 
reported from users of this ability. First, they have 
sometimes been known to take the emotion on themselves 
but much more heightened then what the target was 
feeling. Second, they would subconsciously trigger 
whatever emotion they were sensing in other people 
around them rather then the intended target. 

Beyond that, users of this ability must retain eye 
contact with the intended target throughout the duration of 
this ability for the best results.
 Suggested Skill: Perceptual

  Hear Thoughts
  Philosophy: R

Those with this ability are able to hear the thoughts 
of the person they are focusing on so long as they remain 
within earshot of the person they are listening to. Thoughts 
will be either in words or images, but it can only be the 
surface thoughts of the target; this ability cannot delve into 

  Immunity.
  Philosophy: T (Poison-Taster)

Having tasted nearly every form of toxin 
known, the poison-taster attempts to build immunities 
in his system to all forms of poison, toxin and disease in 
existence. Having done this, the poison-taster repeatedly 
samples said toxins so that he may keep his immunities 
active and strong, and so he can familiarize himself with 
said toxins. Should he be in someone’s employ and find a 
toxin being offered to the employer, the poison-taster may 
isolate and identify the toxin and keep the employer safe 
from the effects of the toxin.

The immunity must be specified when this ability 
is taken, and it helps prevent damage from the listed 
source from that point on. Should a toxin be mixed with 
something the character is not immune to, then full damage 
may still be suffered.

Damage: Refer to acids and poisons in the 
COMBAT section page 91.

Drawback: This should be obvious, oftentimes 
while the character is building his own immunities up, he 
will eventually succumb to the effects of the toxins himself, 
falling ill and sometimes coming very close to dying in the 
name of his profession. Once he recovers, however, he will 
always remember the effects of whatever toxin ailed him, 
and he will have a better idea of how to administer the 
toxin the next time he takes it.
 Suggested Skill: Physical Resistance

  Kata Dance
  Philosophy: T (Anan’Re)

The monks of the Anan’Re perform a kata to put 
themselves at physical and mental ease. When performed, 
the monk will find himself able to ignore any mental or 
physical side effects he has suffered including the ill effects 
of drugs (but not damage). By performing a kata, the monk 
regains all XN that he has spent throughout the day minus 
the XN spent on this roll. He may use this to heal damage 
regardless of how much  he has suffered at that location 

the hidden recesses of the mind. Also, this ability does not 
enable the user to communicate mentally, but only listen in 
on thought processes currently happening.

Drawback: This ability has been known to cause 
multiple personality disorder in users before that listened 
in on other people’s thoughts too much. There were other 
cases where the user was not able to shut the ability off, 
and the thoughts of everyone within earshot of them 
came at the user at once, flooding his cerebral cortex with 
words and images, and the user suffered from sensory 
overload. Also, users have been known to use this ability 
in their sleep, and they would share in the dreams of other 
people in their close proximity. Some that this happened 
to mistook it for a message from the Guardian and acted 
on it as if it were a grand holy quest, when in reality it 
was nothing more than a fanciful image dancing in the 
subconscious mind of a person sleeping not far from them.
 Suggested Skill: Perceptual



on the body chart, equivalent to XN spent. If he performs 
a kata before entering combat, he may strike with an 
equivalent bonus to his first three die rolls, either attack, 
Resistance or defense.

Drawback: A kata is a way for the trained to get 
in better touch with the world around him through motion 
and perception. If he puts too much into his kata, he may 
find himself unable to attack without first performing his 
kata. On top of that, a monk in the middle of his kata may 
not Save against any incoming attacks. To perform the kata 
successfully, the character will not be aware with his eyes 
and ears what is going on around him, he has only to feel 
what is around him. Those unaccustomed to this approach 
are literally blind to what is going on around them since 
most katas are performed with the eyes closed.
 Suggested Skill: Spiritual

  Mantra.
  Philosophy: T (monks)

The mantra is a series of low guttural moans and 
hums that can form into a rather pleasant albeit morbid 
song that many that have witnessed it firsthand said it 
eased and relaxed them in ways they could not even 
begin to describe. It was as if the words themselves just 
reached into the listeners’ psyche and calmed them almost 
instantly.

Unfortunately, that was not the purpose of the 
mantra. The Mantra is a form of communication used by 
the monks when they do not want everyone around them 
to know what they are talking about. What sounds like a 
dark, low song in reverence to something spiritual is really 
a way of telling other monks what they have learned, what 
they are planning on doing and for superiors to tell their 
students and underlings what they are to do next.

Drawback: The Mantras do have a calming effect 
on those around them. Sometimes too calming. It is not 
always a bad thing to put a person near you to sleep with 
nothing more than a song, but circumstances change when, 
for example, that person you just put to sleep is currently 
piloting the vessel you are traveling on. That qualifies as a 
drawback to some. 

For the most part, all other listeners feel is a 
calming sensation that is easily shaken off once the mantra 
is complete. Still, many monks have learned to save the 
Mantra for inside Quadalme or private rooms.
 Suggested Skill: Languages

  Meditation.
  Philosophy: R, T

The character is able to focus all of his senses 
inward and examine his own thoughts, memories and 
experiences to attempt to achieve a heightened state of 
awareness, sense of peace or paint a mental image of 
something that has been troubling him in an attempt to 
gain some new sort of insight into the problem that plagues 
him that might aid him in achieving a final end.

Drawback: The character focuses all senses 
inward concentrating on one central idea. This is a good 
thing, but should someone be talking to the character or, 

worse, trying to sneak up on him, the meditative state will 
actually keep him from hearing the other person until the 
character comes out of his state. The Narrator may call for 
a Resistance roll for the character to stay in his trance or to 
come out of it, whichever the Narrator chooses.
 Suggested Skill: Spiritual

  Memorize.
  Philosophy: A, R, T

By focusing his will for a quick second, the 
character is able to flash memorize an image, a statement, 
a noise, a phrase, etc. Memorizations such as this are 
limited to things that can be memorized in a hurry, such 
as small sentences, words, phrases, sounds, etc. Complete 
conversations can not be memorized for they are too long 
and detailed for this ability. Small exchanges of words 
could be memorized so long as they are abbreviated and 
quick. Pictures can be memorized in complete detail so 
long as the character invests a few attack/actions to stand 
before the image and memorize every detail. 

Drawback: The use of this ability is limited to 
things that can be memorized in a matter of seconds. 
Rarely will come opportunities for the character to study 
the object that has his attention, so users of this ability 
learn to memorize things in a hurry. This does not mean 
this ability can be used to increase a character’s knowledge 
and understanding of his skillset just because the character 
memorizes faster. This means the character can memorize 
small exchanges of words or scenes for longer than most, 
merely because he trains his mind to accept these images in 
complete form faster than most.
 Suggested Skill: Perceptual

  Muscle Manipulation.
  Philosophy: A, T

The character has complete control over all muscles 
in the body at all times. This does not mean that he has 
to think to make his heart pump, for he can choose to let 
autonomous muscles retain their given duties, but at any 
given time the character may assume control over those 
autonomous muscles and any other muscle in his entire 
body for that one action.

Uses of this ability include but are not limited 
to making the character move faster, jump higher, slow 
his heart beat, slow his breathing, isolate infectious 
diseases, mental control over the release of endorphins or 
adrenaline, tear ducts, etc. And the sexual applications of 
this ability are left entirely to the imagination of the player.

Drawback: Should the character take control 
from an autonomous muscle, he should have working 
knowledge of how that muscle works and what it does 
for the body. Taking control of a muscle and making it 
do something it ordinarily would not do is theoretically 
possible, but then the original purpose of the muscle is 
being ignored leaving the character victim to whatever 
happens once that feature is no longer there. For example, 
if he controls the muscles of the heart to tighten up to better 
shield the heart from an attacker with a knife. He can do 



this, but if he forgets to have the muscle continue to pump 
the heart at the same time, the fight will be over before the 
knife-wielder even swings.
 Suggested Skill: Physical or Medical

   No Sense.
  Philosophy: A, R, T

This ability allows the user to not be seen or 
heard by anyone around him. By using this ability, the 
character is simply using other people’s line of vision, 
the surroundings and the environment to his advantage, 
keeping himself from being seen or heard by placing 
himself in exactly the right position at the exact right time.

Drawback: The character is not really invisible, 
he is just placing himself outside of other people’s field 
of vision. Detecting equipment will still find the user and 
other people can too, but they have to be actively looking 
for him once this ability goes into effect, and then they have 
to best his roll with this ability to even see him or find any 
trace of him. Otherwise, it seems as if he has vanished.
 Suggested Skill: Espionage (Stealth)

  Prophecy.
  Philosophy: R (Korin‘Gegaira), T (Enasun)

With this ability, the user will be able to see things 
before they happen, or as they are happening in other areas 
far away from the normal perceptions of the user. What the 
user will see will always be cryptic and open-ended. Put 
simply, the visions will be open to interpretation.

The two most commonly known for this ability are 
the Korin’Gegaira, who receive visions in dreams, and the 
Enasun, who study history, psychology and sociology to 
predict what could happen or is happening currently. 

Drawback: What the user sees may not be exactly 
how things will happen, and different users will see 
the same vision differently. A perfect example of this is 
the prophecy of the Praetor, the living Guardian. Some 
of the Korin’Gegaira saw a child in their vision, others 

saw someone that lived and died long ago, others saw 
a creature that present civilization needed to aspire to 
become.
 Suggested Skill: Perceptual or Spiritual 
(Sciences for the Enasun)

  Qi Strike.
  Philosophy: T (Anan’Re)

The monks have a way with unarmed combat. 
Whenever this ability is used with an unarmed attack, the 
monk causes his target to lose additional XN equal to the 
amount of XN spent on the attack roll. 
 This is XN loss on top of the amount of XN the 
target would have lost from the successful attack. This 
attack bypasses armor.

Drawback: A monk has to put a lot of himself into 
such an attack. As it is, if this attack misses, all invested XN 
is still spent. 
 Suggested Skill: Combat

  Sight.
  Philosophy: R, T

Those who know this ability are prone to visions 
they cannot explain. For whatever reason, they see things 
that are yet to be, that are happening at that exact moment 
somewhere else, that have happened in that exact area 
sometime before, or things that a person is contemplating 
doing. 

The trigger for these visions varies about as much 
as the visions themselves do. Some have to be rested or 
sleeping, some have to be in the area of the vision, some 
have to hold something of value of the person they are 
trying to see, some get visions from external stimuli (like 
seeing something involved in the vision, or getting a scent, 
hearing a noise, etc).

What visions they get is totally up to the Narrator 
to decide, and these visions will always be cryptic and 
will never explain things in great detail. If anything, any 
mystery that one employs the Sight on will answer a few 
questions, but will do so by making it more of a mystery 
due to the cryptic nature of the vision.

Damage: Occasionally, users of the Sight 
report having headaches, or nausea, or nosebleeds or a 
combination of things, but nothing drastic. A couple of 
times, the user collapsed in epileptic seizures while having 
a vision. On rare occurrences, the vision was so vivid that 
the user went into an immediate coma. Instant death has 
never been proven to be a result of this ability, but the 
proven results were not much better.

Drawback: The Sight could possibly damage the 
user, and it cannot be controlled. Users can rarely will the 
power to happen. They can try, but there is no guarantee it 
will be there. There simply is no vision if there is nothing 
to see. Certain things will make the visions occur, but 
attempting the same thing the next time may yield nothing. 
Repeated attempts could cause dizziness, nose bleeds, etc. 
 Suggested Skill: Perceptual

  Stimulus.
  Philosophy: R, T



With nothing more than his voice, the user is able 
to make other people feel physical reaction to what he is 
describing. If the user is describing intense pleasure, then 
the target will be awash with a feeling of euphoria unlike 
anything ever experienced before. By the same token, if the 
user were describing a sense of pain, the target is likely to 
fall to the floor writhing in agony.

Damage: Only psychological. This ability does 
not damage the target, it just makes him think he is feeling 
these sensations (augmented characters may lack the 
ability to feel what is being described, but this will still 
likely confuse them). Whether pain or pleasure does not 
matter, the target is really feeling nothing, he just believes 
he is. This will not damage the target, but will keep him 
distracted for as long as he can hear the user’s voice.

Drawback: The target is allowed a Resistance 
roll just like any other time, and if he makes it the ability 
will not work on him for the rest of this scene. Some users 
with this ability have developed a sort of megalomania 
about this ability, thinking they can grant intense pain and 
pleasure at a whim, but that is just not the case, all they are 
granting is the illusion of such.

This ability only works if the target can hear the 
user’s voice, and it does not work through communication 
devices. The best anyone can figure is that the ability relies 
on both voice and eye contact to work, otherwise the target 
feels nothing.

Some users have reported an opposite reaction, 
as in they were describing intense pleasure, and the target 
doubled over in excruciating pain. This gives light to the 
belief that one person’s pleasure is  another person’s pain.

And finally, a good number of users report they 
were feeling sympathy pains for their targets when they 
were describing intense pain to them, or even pleasure. It 
is curious why they were describing something pleasurable 
to the target and they themselves felt pain. Another curious 
reaction was when the target would feel nothing, but the 
user will curl over in a pain that felt very real, even though 
he knew himself it was nothing more than an illusion. 
 Suggested Skill: Persuasion

  Trust Sight.
  Philosophy: R, T

When the user gazes upon a person, item, vehicle, 
doorway, structure, wall, weapon or whatever, his vision 
adjusts so that he may see potential problems with what 
he looks at. It comes in flashes, as if seeing something that 
might happen. Like with a door, the user would see falling 
thru the floor on the other side if the floor were weak. Or 
if a person meant him harm, he would see something the 
person had done or meant to do to him before it actually 
happened.

Drawback: The biggest drawback of this ability 
is A) the character has to lay eyes upon that which would 
do him harm, and B) if the damage is meant for another 
person other than the user, whatever the user looks upon 
will show up as trustworthy to the user. Main example of 
this, if the party meets someone that plans to assassinate 
another member of the party but means the user no harm, 
then the assassin will show up as trustworthy with this 

ability. Only when the assassin decides he has to remove 
the user will he then appear as untrustworthy.
 Suggested Skill: Perceptual

  Truth Seeing.
  Philosophy: R, T

When people talk in the area of the user when 
this ability is used, their skin takes on a certain hue, as if 
glowing from the vibrance of their words. Should those 
words turn false, and the speaker to know those words are 
false, the speaker’s skin will lose all color and vibrance and 
turn the blandest shades of grey and white. It looks as if all 
color has left the person speaking, and all sense of life with 
it. This is how users of this ability know whether people 
are speaking the truth to them or not. Should the target 
be telling the truth, the colors of their skin would grow 
brighter and would take on a life of their own and would 
continue thus until the person stopped speaking, or started 
speaking to another person.

Drawback: First off, the user must use this ability 
within line of sight and earshot of the intended target. 
Second, the target has to know they are not telling the truth 
for this to work. If someone lied to the target and the target 
was repeating what he had heard, this would register as 
truth.

This ability can not be used in concert with other 
abilities. So in case you are wondering, should the user 
attempt a combination of Hear Thoughts and Truth Seeing, 
they will get one or the other, and this one only if the target 
is speaking.
 Suggested Skill: Perceptual

  Whispers.
  Philosophy: R, T

Character is able to influence the minds of other 
people through simple words and gestures, often nothing 
more than simple commands like “Listen”, “Move”, 
“Silence” and the like. Those with this ability are not able 
to make the target do things that are not in their nature, 
however. Your character could not command someone 
who was not suicidal to kill themselves, but it wouldn’t 
take much to convince a cold-blooded killer to kill the 
person standing right next to them.

Drawback: The intended target may resist the 
influence of this ability, but it could vicariously hit any 
other person within hearing range of the user. 
 Suggested Skill: Persuasion



Mechabiology, the study of combining the 
mechanic with the organic in an attempt to improve both 
simultaneously, has become commonplace in Vernex Keep. 
The brainchild of the Groon, mechabiology has unlimited 
uses. In its simplest form, mechabiology can replace 
severed or damaged limbs and internal organs. In a more 
vastly technological approach, mechabiology can increase 
a person’s physical potential, graft new, previously non-
existent limbs onto the body, combine a supercomputer 
with a person’s central nervous system and anything else 
one might imagine.

A character can have such augmentations from 
character creation, or it can be added to the character later 
in his life. Such augmentations are not for everyone, given 
race or professional guidelines and considerations.

The first augmentation needed by all Biomechs 
- living creatures with mechabiological augmentations 
- is the Central Neural Processor, that which makes the 
mechanic and the organic communicate with one another. 
A body can never have a functioning augmentation 
without a functioning CNP connected to it. CNPs are 
attached to the Biomech’s central nervous system to give 
them autonomous control over their own augmentations.

BIOMECH CONVERSION
Mechabiology is the study of combining the 

organic with the mechanic. Do not confuse Biomechs 
with Mechans, it is more common than one would think. 
Mechans have no organic in them whatsoever, they are 
completely machine. Biomechs have given some part of 
themselves to become mechanical while retaining their 
organic nature. There have been some conversions that 
were more than 80% mechanical, but that remaining 20% 
organic was what made all the difference.

All Biomechs start out as their original race be 
it Hybrid, Groon or Kallan. Limthrakk will never accept 
such augmentations unless they are Outcast or plan to be 
soon. The Limthrakk believe they were created in absolute 
perfection and that no amount of technology can improve 
what the Trahk has already perfected anyway. Any 
Limthrakk that would find they had mechabiology forced 
upon them would walk into the Pyre. Any Limthrakk that 
would accept such augmentations have found themselves 
hunted by their own people (the outcast Limthrakk have 
seemed to embrace the benefits of augmentation and some 
will accept it, even if for no other reason than to dare the 
Armada to come after them).

Most Biomechs are that way due to some injury 
or illness. Perhaps they lost a limb in an accident and had 
to have a new one. Sometimes it’s an eye, sometimes it’s 
an internal organ. Either way, the procedure can only be 
performed by a small, educated few. The character would 
have to find someone that knows how to do the procedure 
he wants and is willing to do it. 

Next, none of these professionals work for free. 
Every one of them will have a price, and that price will be 
based on what kind of parts the character wants implanted 
and how long it will take the professional to implant them, 

for these life-altering surgeries are never quick. 

AUGMENTATIONS
Mechabiology comes in all shapes, sizes and 

functions. Below is a sampling of some of the more well-
known augmentations and what they are capable of. 
Narrators and players are encouraged to come up with 
their own additions to this list.

Every part of the body can be remade with 
mechabiology except one, the brain. There is no such 
thing as a biomech brain, nor will there be one. No mecha 
surgeon who values his reputation will even work on the 
concept. It is seen as impossible, and the study of such 
is forbidden as well. Since the brain is all that separates 
the living from the machine, it is seen as a status symbol 
of sorts and therefore no academic will attempt nor even 
dream of creating a fully functioning biomechanical 
brain. Besides, with the capabilities of an organic brain 
a biomechanical one would function in ways one could 
hardly fathom; who wants to be responsible for whatever 
such a brain could become capable of?

This list of available mechabiological 
augmentations is in no way complete; if you don’t see 
what you are looking for and your Narrator is willing 
to let you have it, follow these guidelines and design it 
yourself. Remember, though, that every biomech in all 
of known science must first have a CNP. The Central 
Neural Processor is what enables the organic body and the 
mechabiological augmentations to communicate with one 
another. Remember, also, that all of these augmentations 
cost money, as does the time of the surgeon implanting 
them. A good CNP costs 10,000C, and a base design 
augmentation costs about 3,000C. Any other functions 
or programs on top of the base will increase the cost, 
sometimes by as much as 5,000C per addition. Bargains 
can be found on the Shadow Market, but the thing about 
shopping on Shadow Market is that you get what you pay 
for, and you have no clue as to the history of the piece you 
are buying, nor the skill of the surgeon implanting it.

Replacement Limb. Any time a limb has been severed, a 
replacement can easily be made. Most often, it is a fully 
functioning replacement of the same strength and skin tone 
with nothing added on. Sometimes, however, additions can 
be programmed in, depending upon the extravagance.

Increasing strength is no problem, but there are 
limitations and it must be done to both arms or it is useless. 
For the most part, all it would ever amount to is a Kallan 
with strength almost as good as a Groon, or a Groon with 
the strength equivalent to two of his own (either way 
the player would take “Strength” as an Emphasis to his 
Physical Skill). Creating pockets in the limbs for storage is 
also easy, but it takes away from added strength. As with 
all things, there is a good and a bad, some give and some 
take, so find out what works best for your character and 
design accordingly.

MECHABIOLOGY



Replacement Organ. Whenever an internal organ goes bad, 
mechan surgeons are the first ones to offer replacements. 
They have created a replacement for every part of the body, 
inside and out. For the most part, artificial organs do the 
job of the original with nothing special. If it is made to be 
special, it can do the job of the original and so much more. 

Equipment Implant. A piece of useful equipment can be 
grafted to the skin or inside the body and attached to the 
central nervous system, compuband, or anywhere else the 
character and the surgeon can devise. Almost every type of 
equipment has been rebuilt with a mechabiological version, 
but only your Narrator will know for certain if what 
your character wants is readily available in this fashion. 
Communications can be implanted, as well as targeting 
scopes for weapons, etc. 

Stabilizer/Destabilizer. Implants that can tear apart the 
chemical makeup of ingested poisons or toxins rendering 
them harmless to the user. Other functions include 
maintaining perfect balance and equilibrium, manipulating 
the apparent weight of the character, etc. 

EXTERNAL
For every piece of mechabiology that can be 

implanted into the body, there is an alternate version 
called External Mechabiology that can be strapped onto 
the outside of the body temporarily that provides the same 
basic function as the implanted version, the only exceptions 
being replacement limbs and internal organs. Each external 
variety has the same function as the internal variety, is 
less expensive and comes from engineers and inventors 
instead of machine-head surgeons. Surprisingly, external 
mechabiology is not as commonly practiced, mostly 
because it is too easily stolen and scrapped.

PARASITIC
Not as common as the others, this mechabiology 

attaches itself to the body on the outside, but tentacles, 
wires and whatever else bore into the body and attach to 
internal organs, skeletal structure, etc. forming a symbiosis 
few would ever accept. The benefits gained are the same as 
any other form of mechabiology, but in this case the person 
would have machines, tubes, wires, tentacles and anything 
else protruding from his face, shoulders or wherever else, 
depending upon the augmentation and the desired result. 
For people with this augmentation, it is not uncommon 
to find mechanical limbs and features mixed in with the 
organic ones, sometimes found elsewhere on the body; for 
example, having mechanical eyes next to the real ones, or 
even finding a mechanical eye or two on the hands, ribs, 
back of the skull or anywhere else.

No mechasurgeon in Vernex Keep offers this type 
of procedure (that is known about anyway), but yet there 
are people out there receiving these augmentations. Where 
the procedures are being held is not publicly known, but 
there are people with strong ties to the Shadow Market 
who say they can get these augmentations at discount 
prices.

For people with such augmentations, their social 
lives are pretty much null and void at this point. Not 
many people in Vernex Keep would accept these kinds of 
augmentations, even though it is rumored to be the most 
effective mechabiology ever. Right now, consider these 
augmentations rare to the utmost extreme.

These augmentations are not advised by anyone in 
the industry, mostly because they are not fully understood 
as of yet. Sure, they are some of the most powerful 
augmentations in existence and they are not known to fail, 
as all the others are, but parasitic, just like its name implies, 
feeds off the organic matter of the host allowing it to 
function. The organic matter, in turn, feeds off the nutrients 
the mechabiology produces when it feeds off the organic 
matter. As one can surely see, this form of mechabiology 
begins to deteriorate the body in time, however long it may 
be, requiring the addition of more mechabiology to replace 
parts lost to this parasitic relationship. It is a vicious cycle 
that no professional wants to get involved in, but rumor 
has it that these augmentations have proven very profitable 
on Shadow Market, although noone is certain who is 
buying up all these augmentations or why. No Registry or 
Corporation lists this material amongst their inventories, 
and no smugglers have claimed to have moved any, so 
where is it all coming from and where is it all going? Right 
now, no one is certain.

SURGICAL
There are those that believe the organic body as it 

stands is ill equipped to deal with the demands that are put 
on it as it is. To counteract this, more and more people are 
open to the idea of having their bodies augmented in some 
unusual way. The majority of these augmentations are 
mechabiological, meaning the people that seek out these 
augmentations are getting mechanical replacements for 
their already existing limbs and organs. 

There are those, however, that opt for something a 
bit more extreme. Some have gone beyond the limitations 
of mechabiology and have embraced augmentations on a 
more cellular level. These changes are just as permanent 
as mechabiology, but they are fused to the recipient’s 
genetic material, altering it in some fashion. With these 
alterations, the subject can now have an extra set of lungs, 
an additional heart, gills that work alongside their already 
existing lungs, extra appendages, harder skin or whatever 
they wish, so long as they can find a genetic architect that is 
skilled enough and willing to perform the procedure.

CREATION
Characters do not have to be Biomech at character 

creation to gain the benefit of augmentations, something 
can happen later in the character’s life that makes them 
augment themselves into becoming a Biomech.

For those that choose it from character creation, 
use the same points as everyone else. All augmentations, 
including the CNP, will be listed on the character sheet 
under “Equipment.” The individual abilities, if they are 
anything more than simple replacement parts, will be listed 
as Abilities using the A (for Augmented) philosophy. On 



the line next to the exclusive ability, make some reference 
as to what augmentation is providing that exclusive 
ability. Such abilities available to the Biomech are clearly 
marked in the ABILITIES section, page 136, but the Biomech 
character will refer to these abilities as “programs” in the 
augmentations.



What follows is a list of equipment available 
throughout the galaxy, its average cost and availability. 
The price listed is for the cost of the equipment brand 
new from the merchant of good standing and meaning. 
Equipment can also be purchased used for a lower cost (or 
more expensive if the item is rare and a solitary Shadow 
Market merchant can get it for you).  

When using equipment to assist in a skill check, 
the player is allowed to add the Stage Level value of the 
equipment with the value of a corresponding skill and 
Trait to modify the ROD of an attempted action, but this 
is Narrator option.

Equipment is considered Stage 2 if it is brand new, 
Stage 1 if used. Most equipment will be considered “used” 
and provide the user with a +1 equipment modifier

NOTE: If for some reason your character decides 
to hit someone with a piece of equipment, the player 
may NOT use his skill with that equipment to modify 
the ROD to attack. Should such an attack be attempted, 
modify the ROD with any skills involving blunt weaponry. 
The condition of the weapon is not used to modify an 
attack roll with it. Equipment used as weapons must be 
considered used afterwards.

Every time equipment is used, it drains energy off 
the power tray loaded into it, burning Power. Power is a 
scale used to determine how long before the batteries have 
to be changed in said piece of equipment.

Beside each item that requires a battery on the 
character sheet is a place to record the Power. If your 
chosen piece of equipment has a power expenditure, you 
will write 100 on the character sheet next to the item in 
question (assuming your character is the first person to use 
the item; this could not be the case if your character picks 
up an item someone else dropped).

Every time a player uses equipment with a roll, 
the player burns 1 Power for that piece of equipment for 
that turn. This symbolizes use of the equipment. If the 
equipment is left in operation over consecutive rounds, 
1 Power will be subtracted every round the character is 
actively using the equipment.

For a list of how weapons burn Power, check the 
rules listed in the WEAPONS section, page 163.

Cost. The price of the equipment brand new. 
Available.  Roll 2D6. If you roll the listed number 

or lower, the equipment is available at this merchant.

Biosphere, Land    
Cost. 800,000C  Available.  6
A complete garden -  although some have 

grown to the size of small forests - protected by a hard, 
transparent dome. They are often connected by access 
tunnels to at least three buildings, one of which is always 
a security building. The garden inside the dome grows 
trees, plants, vegetation, and, to some degree, water. In 
rare cases, the controlled environment was found to house 

EQUIPMENT
small animals such as insects,  birds, or squirrels (though 
no one knows how they got there, all agree the Trahk had 
something to do with it). 

Biosphere, Ship  
Cost. 2,000,000C  Available. 5
Smaller versions of their brethren, these biospheres 

are also with smaller domes but they are on starships; 
the dome here is more like a bubble and is visible from 
the outside of the ship, usually found on top of scientific 
vessels or tucked underneath the back of diplomatic and 
recreation-based vessels. Due to the need of solar rays, the 
dome shows through the outer hull of the vessel but can 
be accessed from inside. Atmosphere machines control the 
climate and the circulation inside the biosphere. rarely is a 
non-scheduled life found in one of these biospheres. 

Clone Band   
Cost. 1,450C   Available.  7 
A small crescent moon shaped band worn behind 

the ear that creates a hologram illusion of the wearer 
mimicking his movements. The device is accurate down 
to what the user is carrying. The range is only 40 yards 
and it will mirror all the user’s movements (tends to give 
itself away when the hologram walks through solid objects 
behind the user). Obviously this item is illegal, not sold in 
any reputable merchant’s stand, not in the open anyway. 

Rumor speaks of another band that creates solid 
illusions of the wearer in straight line of sight, but none are 
proven to exist. 

Compuband      
 Cost.  350C - 1,500C  Available.  11
A compact computer complete with attached 

monitor that straps on to the body, mostly worn on 
either forearm (but, hey, be creative!) that displays time, 
temperature, address book, schedule, Bloodball scores, 
etc. More sophiticated models include a programmed 
personality, video communications, cuble transfer, The 
SIM, downloadable area information, etc. Higher class 
models have a greater Stage Level value than the base 
model, but a lower availability and a greater price. 

Cooking Gear        
Cost. 85C  Available. 11
For food preparation in the field. It has a diamond 

shaped surface with a cross-stitch pattern and four legs. 
Food laid atop the transparent surface is lifted in the air 
and held in a stasis field of laser light. The field skins, guts, 
debones and cooks to the ideal taste. Adjustments are made 
for fruits, soups, salads, etc. 

Cuble Case     
 Cost.  45C  Available. 11
A bulky briefcase that carries three layers of cuble 

tubes lying side by side. A digital readout displays the 
total value - not the total amount - of the cubles contained 
within. 



Cuble Transfer       
Cost. 300C   Available. 10
A transaction computer, flat, an inch thick, with a 

keyboard, dual display and card slot on top and bottom. 
The buyer’s card goes into the top, seller’s card in the 
bottom. The transaction is typed out, cubles subtracted 
from the buyer’s card display and added to the seller’s, and 
a light paper receipt (transparency with glowing letters) is 
printed out the side. 

Cuble Tube      
Cost.  10C  Available. 11
A transparent cylinder designed to carry cubles 

stacked one on top of the other. The lid has a digital 
readout displaying the value of the cubles contained 
within.

DNA Scanner      
Cost.  1,750C  Available. 8
Used by law enforcement and medical personnel 

for purposes of identification, these sensitive receptors read 
the DNA chain of an individual and compare the reading 
with a database via The SIM where all citizens’ DNA is 
recorded. Any bounties or records of public access will 
be displayed along with the proper identification of the 
subject. Anyone born inside the Accordance will be in the 
database, but people from the nonaligned territories will 
most likely not be.

Dharma Cards     
 Cost.  65C  Available. 7
A deck of thirty six-inch triangular cards that fit 

together when laid out. The deck is handed to the customer 
by the dealer, who then draws cards and lays them out in 
interconnecting patterns. When connected, the cards will 
tell a story about the customer starting with the card closest 
to the customer. Each deck comes inside a black plastic-like 
box designed specifically for these cards. 

Dream Dice   
 Cost.  40C  Available. 6
Pyramid shaped dice measuring about half an 

inch tall that are rolled in groups of three. The dice have 
runes on each side and are read by whichever rune is 
on the top of each die. Each die is individual and has a 
name, interpreting a period of the roller’s life. The one 
with red runes is known as “Before”, the green runes are 
“Current” and the black runes are “Coming.” The pictures 
represented tell a story about the roller – where they’ve 
been, where they are and where they could possibly be 
going with their life. Price is per set of three.

Ersatz skin     
Cost.  500C  Available. 5
A thin sheet of synthetic material that is soaked 

in a bonding solution for a quarter of an hour. It is then 
laid upon the face and massaged into whatever shape 
the wearer requires. It can be made to resemble another 
person’s facial structure exactly, depending on the user’s 
attention to detail and level of patience.  Breathing is 

possible through the ersatz skin provided the user leaves 
openings in the right places, otherwise the wearer will 
suffocate. Ersatz skin is safe to wear for up to six hours. 
After that, it begins to slowly constrict on the wearer, first 
making it hard to move the mouth, then making things like 
smiling and breathing difficult. A DNA scan will still show 
the user to be who they really are, but people looking upon 
the user may very likely confuse the user for the person the 
user is trying to look like.

Exodeck    
Cost.  varies  Available. 8
Exodecks began as one-manned mining vessels 

mining the core out of asteroids. They stand between eight 
to ten feet tall if not taller, depending on manufacturer 
and purpose. Exodecks are a form of power suit built for 
a certain function. The first exodecks were designed to go 
out in space to mine asteroids. They could house one pilot 
and have enough atmosphere machines to sustain that pilot 
for up to 20 hours – enough for one full shift in space with 
more hours beyond that should an accident occur.

From there, exodecks were kept on vessels and 
space stations, used for hauling cargo around the holds. 
After a few more attachments were added, exodecks were 
given their own sport. 

The world of deck combat exploded onto the 
entertainment industry and instantly became a money 
making giant. The people had fallen in love with Bloodball 
long ago, but this was something more, something bigger. 
Retrofitted exodecks were now being loaded with high 
firepower weaponry and put inside the combat arena; one 
against one or many, it did not matter as long as people 
were betting on a winner.

Once the exodecks proved their combat savvy, they 
got the attention of many across Accordance space, and 
the Guardsmen stepped forth first. Now, there are special 
units of exodecks assigned to Guardsmen of every province 
called Peacekeepers, the decks and their pilots given the 
same name. 

Use the ENGAGEMENT section, page 173, for rules 
involving exodeck combat, since all exodecks generate 
energy just as starships do. All Exodecks have a base 
energy creation of 50 per attack/action  (see VEHICLES page 
169).

Exodecks do not come cheap. Given their 
capabilities and not to mention the addition of weapons 
and armor, a lot of money can be dropped into a single 
‘deck. Base price can be figured as 100,000C per Height 
Level, and then an additional 5,000C to 20,000C per 
attachment and upgrade after that, Narrator discretion.
.

Food Cylinder     
 Cost.  2C - 20C Available. 11
A 3-foot plastic tube for storing and transporting 

food safely without risking contamination. A titanium  
version is available with a built-in refrigeration unit.

Grappler    
Cost.  200C  Available. 7
A solid metal cylinder fired from a shaft that 



protrudes arms mid-flight and grabs on to the ledges at 
the tops of buildings or whatever else it is aimed at. A 
steel cable connecting the hook to the shaft retracts pulling 
either the user to the hook, or dragging whatever the hook 
hooked in to back to the user. The hook has a strength 
capacity of 800 pounds, so the Narrator will have to keep 
that in mind when he determines what goes where. Thieves 
use this sort of device to scale tall buildings without using 
the main entrance, while bounty hunters sometimes use it 
to bring someone to them.

Jammer   
 Cost.  1,800C  Available. 8
A device fitted to a person, vehicle or vessel that 

jams sensory equipment nearby making the wearer appear 
somewhere they are not. Cost and availability are for the 
man sized version, double the price for a vehicle issue 
(Available 10) and triple the cost for the starship issue 
(Available 8).

Masker       
 Cost.  5,000C  Available. 6
An addition to the engine of a ship that, when in 

operation, makes the ship invisible to sensor scans from 
other ships. Although visible to the naked eye, sensors will 
not see the ship (ships bigger than a one-man fighter rarely 
use windows anyhow, they all rely solely on sensors).

Mechan    
Cost.  varies  Available. 10
A mechan is an artificial life form created from 

the science of engineering and computers. Mechans come 
in all shapes and sizes and perform all sorts of functions. 
Mechapets are designed to represent an animal that serves 
as a companion for the owner. Wings do not guarantee 
flight, but steel teeth and claws can make skillful attacks 
(but these versions cost around 40,000C).

Service Mechans are designed to perform a certain task 
be it anywhere from janitorial duties to piloting (around 150,000C 
to 280,000C).

Security mechans are designed to protect a person and/ 
or his property. Common soldier models have eye augmentations 
and weapons as a part of their design (around 500,000C).

Annotation mechans are designed as an assistant whose 
primary functions are as translators and etiquette coaches for 
diplomats, dignitaries and businessmen (around 200,000C).

There are any number of possibilities for design, but all 
mechans are designed to accomplish the task they were intended 
for. A service mechan designed for mopping floors would have 
no real use for any attachment that let it reach the top shelf. 
Mechans can have legs, tread, hover engines, arms, rods or any 
other assortment the player and the Narrator can agree upon.

Naazite     
Cost.  800C (per inch) Available. 4
Devout students will often journey just to get the 

money to buy the materials they need for their Sworn 
Weapon. Naazite, one of the most rare elements in the 
galaxy, can be found at most mining planets or in Shadow 
Market. It can be found in other places as well, Narrator 
permitting.

Price is by the inch for a piece of Naazite processed 
and refined, capable of being made into a solid blade the 
likes of which the Devout require. 

Students will want to acquire a good amount of 
Naazite, since they are going to use it to fashion the blade 
of their Sworn Weapon. This can take anywhere from 6 
inches all the way up to 36 inches or more, depending on 
what kind of blade the student will want his sworn weapon 
to have.

Nanotattoos   
 Cost.  2,000C  Available. 5
One of the nastier Groon inventions, this is a 

syringe with a colony of nanobytes in it. When injected, 
the colony will rest in between the layers of the user’s skin 
avoiding contact with the white blood cells altogether. 
From here, the colony monitors the user’s heart rate, 
amongst other duties. 

When abnormalities occur due to injury, stress 
or combat, the colony enters the blood stream, does what 
repairs or improvements are needed, then returns between 
the layers of the skin before the white blood cells can latch 
on to them and remove them (although the white blood 
cells are not to be underestimated, some nano of the colony 
are lost every time the colony enters the blood stream). 
When the colony returns, they may not always return to 
the same place they were nor in the same design.

Price is per injection.

Power Tray   
 Cost.  50C  Available. 8
The basic power supply for any piece of 

equipment, be it weapon, power suit, scanner, vechile, 
virtual book, etc. If the equipment needs a power supply, 
this is the battery. 

Psyche Firewall     
 Cost.  varies   Available. 7
With the advent of the spectorweb and the 

increasing skill of hackers, people are becoming more and 
more inclined to having their minds firewalled to keep 
certain thoughts to themselves and off the channels of the 
spectorweb – or, more to the point, out of the hands of 
hackers.

Firewalls are available anywhere that 
augmentations can be found. Make no mistake about it, 
this is a mechabiological procedure and anyone firewalled 
is considered a biomech from that point on. 

The firewalled will not have to make any sort of 
roll to keep an incoming hacker out of their mind, the score 
of the firewall itself will increase the ROD for the hacker 
based on the severity of the firewall purchased. Below is a 



list of available firewalls, their cost and the ROD modifier 
for the attempting hacker (a penalty to the hacker’s ROD).

Level One Firewall 6,000C +3 ROD modifier
Level Two Firewall 9,000C +4 ROD modifier
Level Three Firewall 12,000C +5 ROD modifier
Level Four Firewall 15,000C +6 ROD modifier

Programmers are supposed to be working on even 
better firewalls, but they have not attained success yet. It 
does not seem to be far away though. 

Searcher    
Cost.  2500C  Available. 8
A flat box with a small receiving dish on top and a 

camera eye in front. Palm sized, it travels around on hover 
engines recording images and sounds sending them back to 
the compuband of the controller. The receiving dish picks 
up navigation instructions from the controller. One side of 
the searcher lights up with control panel and read-out.

 Seeker       
Cost.  6500C   Available. 8
A metal ball with free-floating hover engines 

and optical sensor on front. It seeks out a certain person 
- whether through basic contact information or  DNA scan 
- and relays a recorded message programmed in by the 
sender. Seekers are primarily owned by communications 
Registry personnel or someone in a communications 
capacity at a bigger corporation. Messages are delivered 
anywhere in that Province or territory for 20C (Seekers 
have limited range, so they will not travel far).

Sensory Receptor  
Cost.  1,200C  Available. 7
Also known as “Headlink,” it wraps around the 

head with cameras covering the eyes and audio receptors 
over the ears; the cameras have the ability to switch 
between the different visual spectrums, and the audio 
receptors have a radar effect. Cables plug into the Headlink 
allowing quiet mental conversation with another Headlink 
wearer, or it can be spliced into a vehicle jack allowing the 
pilot to maneuver the vehicle with nothing more than his 
thoughts and reflexes. Ports allow The SIM, gaming, cuble 
transfer, etc. Can be worn as equipment or permanently 
augmented. Such augmentations connect it to the CNP.

SIM Headset    
Cost.  850C  Available. 9
Also known as one’s “SIMset,” this headset is a 

hard plastic headset that wraps around the back of the 
head with little wings that cover the ears. Silicone screens 
cover the eyes immersing the wearer in the illusion of 
the SIM. From the wearer’s perception, he has physically 
entered the SIM, perceiving information through all the 
senses instead of just non-descript on a monitor display.

SIM headsets are powered off of Ryydian power 
crystals, and also use Ryydian memory crystals to store 
information. This allows the user unlimited memory 
capacity in the blank crystal, and enough power to jack 

into networks on nearby planets, not just the immediate 
province.

Translator   
 Cost.  450C  Available. 10
A device made of an earplug, a downward cylinder 

and a small metal upward arm extending at a 75 degree 
angle. Somewhat fashionable in appearance, it holds the 
language of every known culture in its memory. When 
someone using a foreign language speaks to the wearer, the 
device speaks into the inner ear of the wearer in a soothing 
voice in a language of the wearer’s choosing, chosen by 
the wearer beforehand. Provided the translator knows 
the language the speaker is speaking, it will translate near 
flawlessly. Often worn by Parliamentary diplomats, other 
ambassadors, corporate agents, or those who work with the 
populace every day.

VidComm      
Cost.  5,000C/ 2,000C/ 850C           Available. 9
“Video Communications.” VidComms show a 

hologram of the person with whom you are speaking. 
Callers contact the person of choice by entering their 
contact information, or the location number of the building 
that person may be in. VidComms are available in booths, 
desktop, compuband or Headlink. Headlink versions are 
paid for when the software is installed and sometimes by 
the call.

Virtual Book   
 Cost.  300C  Available. 10
A hard surface “book,” when opened the left side 

features a keyboard and directional pad (four arrows or 
a trackball), the right side features a good sized display 
screen and digital media reader laid flat. Speakers on 
either side play sound. There are also attachments for 
audio headphones or any of the head worn SIM receivers 
including Headlink. Virtual books are programmable, SIM 
capable as well as VR capable for those video games too 
archaic to load into a headset.

Vision Goggles      
Cost.  350C  Available. 9
Eyewear that can see in almost every visual 

spectrum possible. If combined with sensors attached to 
a weapon, the wearer’s crosshairs appear on the visual 
display of the goggles wherever the end of the weapon is 
aimed (equivalent to “Aim” in the COMBAT section, page 
86). 



WEAPONS
Combat swords are mostly made of steel. 

Hologram blades exist and some  soldiers enjoy using 
them, but most people have gone totally to metal blades. 
Those using the hologram versions have in their sheath 
what looks like a metal tube with a holo projector at 
the end. When a dial on the handle is turned, the blade 
extends out anywhere from 8 inches to 3 feet, depending 
on how far the dial is turned. Just as with handguns, the 
information for the blade construction is programmed 
into the handle. A power tray must be placed inside the 
handle for the weapon to be effective. Initiating the weapon 
burns 1 charge off the Power, and it also burns 1 Power 
every turn the blade remains engaged. This only applies to 
hologram blades; steel blades do not use power.

Most Sworn Weapons of the Devout count as Combat 
Ready Swords. The Aenid and the Rosa Blade are Stage 
Level 2 unless used as a blunt weapon, which is Stage 1.

Short sword/ Long sword/ Broad sword 
(Cost.100C-2,000C) or Battleaxe (Cost. 500C)

Ak’Mal.    
Cost. 700C Available. 7
Consists of a power pack worn on the back at the 

waist and two holoprojectors built in to the tops of gloves 
worn on both hands with cables running under the sleeves 
connecting it all. The power trays are loaded into the power 
pack on the back, the “triggers” are fit into the index finger 
of each glove and hit with the thumbs. Solid hologram 
blades emit from the projectors and serve as a powerful 
weapon for the wielder. It can block any blade and some 
holograms fired at it (a variaton on the “Dodge Firearms” 
Exclusive Ability found in the ABILITIES section, page 138). 

First designed by Groon, they wanted to have their 
newfound faith and their own proven methods combined 
into one powerful weapon. Since the weapon is highly 
technological in nature, it did not catch on at first, but 
then, after proving itself time and again, soon became the 
most popular of all the Sworn Weapons. Since then, the 
technology escaped into common hands and was soon 
found all over the galaxy. It is now the weapon all students 
learn first. It is also the only sworn weapon comprised of a 
hologram.

Shorter versions of the Ak’Mal have been 
retrofitted to holster around the ankle to give oneself an 
extra advantage in combat. Some accomplished fighters 
have modified the weapon to ignite when they threw a kick 
at their opponent, creating interesting outcomes when one 
targets vital areas such as the neck. The Ak’Mal can also be 
retrofit to ignite from a compuband if the owner can find a 
Tech to make the modifications.

People that feel the need to carry weapons want 
something compact that can be hidden well from the eye, 
yet pulled fast and used with devastating results. For 
most, that is the handgun, whichever one they choose. It 
doesn’t draw as fast as a blade, but it hits harder and from 
a distance, something most people like.

The handguns use solid hologram technology, 

this means they do not fire energy rounds, they fire solid 
holograms, also known as hologrids. Each gun features 
a digital battery indicator readout that tells the user how 
much energy remains before power runs out. Also, each 
one has an area in the back of the handle that folds open 
and closed. This is where the Ryydian power trays that 
power the weapon are loaded in. Without a charged power 
tray loaded into the chamber, the weapon will not fire.

Armada issue 
Cost. 1,750C   Volley. 2  Available. 5
This thin, angular weapon is of Limthrakk design 

and has become the primary sidearm of all Armada 
soliders regardless of rank. Some Limthrakk have been 
known to carry one even after retiring from the Armada. 
Due to this, it has become a symbol of pride and status. 

This sidearm – the Limthrakk turn an ugly 
sneer to the word “gun” – has a rounded hind end that 
resembles a smaller lightbulb with a longer base. They are 
manufactured in different colors; brass, black, olive green, 
sunrise red, etc. The color of the weapon has nothing to do 
with status or position. Mostly one color will be adopted by 
a certain House, and members of that House will have their 
gun in their House’s color. 

This weapon has two settings: single shot and 
automatic.

Street Based Hand Cannon 
Cost. 900C Available. 8
A miniaturized version of an automatic rifle; it’s 

skinnier and not as bulky as the rifle version, but still very 
effective. This weapon was designed with intimidation in 
mind; it is made only in darker colors. Given that it packs a 
hard punch, this weapon does not fire in volleys.



Heavy Tech weapons are less common than blades 
and handguns, but mostly because they are longer and 
heavier weapons, and the only real effective way to use 
them is from a distance. Mind you, the automatic varieties 
can cause a massive amount of damage, they are still bulky 
and hard to carry openly. 

Automatic rifle       
Cost. 1,250C     Volley. 3  Available. 6
A rifle of about 30 inches that fires shots in rapid 

succession until the trigger is released. It resembles 
two metal boxes connected by a tube that stretches out 
becoming the barrel with a handle underneath. Power trays 
are loaded into a panel in the back. Fires in both single shot 
and volley. At times when this weapon is used for sniping, 
it can be fit with a  scope, visual enhancers, CNP access, 
geographic layout and an augmented barrel making it 
almost noiseless. 

There is also a double-barreled Mark II version of 
this weapon available through some of the better providers 
on the Shadow Market, but the Mark II’s are not easy to get 
a hold of and are about 400C more expensive. 

RS Streetstopper                           
 Cost. 2,500C  Volley. 2  Available. 6
A rifle with five revolving barrels and one in 

the center. Setting 1: the barrels revolve and shots are 
fired from the top barrel one at a time. Setting 2: a highly 
concentrated shot fires from the center barrel (burns 5 
Power and does Stage Level 5 damage). Power tray is 
loaded into the hilt.

Compact Uzi        
Cost. 1,800C       Volley. 3  Available. 5
A smaller, more lightweight version of its 

predecessor, it has double the range and packs a bigger 
punch. Power trays have to be fit into an adapter that fits 
into the magazine which extends nearly 18 inches beneath 
the weapon making it nearly impossible to conceal when 
loaded. Mainly used for sweeping crowds or charging 
enemies. 

Weapons in this category range anywhere from 
thrown hand grenades all the way to shoulder mounted 
explosives, heavy artillery weapons, vehicular mounted 
rocket launchers and everything in between.

Large cannons mounted on the front of everyday 
vehicles are not a common occurrence in the provinces, but 
there are readied combat vehicles used by Guardsmen and 
some security corporations when the need arises. Average 
citizens having such weaponry are asking to have a very 
bad day.

Mounted weapons fired either by a gunner 
operator or by a remote inside the cabin. Remote fired 
mounted weapons are less accurate than those manned by 
a gunner, but they tend to be more convenient in places 
where it’s hard to recruit extra people to your cause. 

Most mounted weapons are found on tanks or 
Gyrodons, but some have been fit to desert crawlers, hover 
machines, Metrodons and anything an inventive engineer 
can strap a working weapon on to.

More common forms of explosives can be found 
but are not readily available. Examples would be plastique, 
dynamite, unstable chemical compounds, nitroglycerine, 
etc. Any type of explosion does Stage 5 (S5) damage to 
every location on the Body Chart that is exposed to the 
blast. Explosives are only available at Narrator option.



In hopes of better surviving random outbreaks 
of violence, some have taken to wearing body armor, 
especially if their occupation puts them in an area where 
survival demands such practices. 

Some of the various types of armor are worn to 
cover a person from head to toe, but people who wear such 
protection are rarely taken seriously.

To be clear, NO ONE goes around wearing armor 
all day long. It is painful, restrictive and unnecessary wear 
and tear on the armor and person. Even Guardsmen and 
soldiers have to turn in their armor and weapons when 
their shift is over.

As with most things, each armor has its own Stage 
Level value. Just as the Stage Level value of a weapon 
determines its destructive capability, the Stage Level value 
of a piece of armor determines the protection it offers. 
Should your character wear armor, record the Stage Level 
value of the armor on the Body Chart on your character 
sheet in the column corresponding to each area of the body 
that particular piece of armor protects (if the armor does 
not cover the character’s face, which most do not, location 
2 will be left blank while all other areas it protects will have 
the Stage Level value of the armor recorded). 

Below is a list of the different categories of armor 
available. With each, their Stage Level value is provided, 
along with the number of Protection Points each offers, just 
to clarify for those that haven’t yet caught on to the Stage 
Level system. After that is the availability of the armor; 
remember it is that or less on 2D6 and even then only if the 
Narrator says it might be available. As with all things, the 
Narrator has final say. 

STAGE LEVEL ONE.  
N/A, no armor carries this rating. It has the 

strength of a denim jacket. Enough said. 

STAGE LEVEL TWO; NATURAL. 
Protection Points 2, Available 11. 
The armor of savages and those settlements of low 
technology (in such areas, consider the Available to be 
readily available). It is comprised mostly of naturally 
occurring elements sewn tightly together, such as leather, 
bark, etc. Merchants rarely deal in this armor, mostly 
because it can be made rather cheaply at home and there 
is little to no guarantee on the craftsmanship behind the 
armor. This is not to say that S2 armor often falls apart in 
the middle of battle, just don’t be horribly surprised if it 
does happen.

STAGE LEVEL THREE; ENVIRONMENTAL. 
Protection Points 3, Available 8. 

The cheapest armor that merchants will carry, each 
suit is specifically designed for a certain terrain be it desert, 
jungle, urban, etc. Suits are often skin tight and made of 
flexible material that comfortably molds to the shape and 
contours of the wearer’s body, hence the slang term “fitted” 
armor. This is the most common and most affordable form 
of armor available.

Fitted (300C new). The most common piece of 
armor amongst those that wear such, Fitted is a neck 
to toe piece of spandex-like material that stretches over 
the skin, covering the body like, well, a second skin. It 
covers everywhere from the neck down offering 3 points 
of protection to all covered areas. It is always available 
anywhere that armor is sold. It is strong, but not without 
weaknesses.

Fitted armor cannot be repaired once torn. Holes 
tore into the armor from weapons will not be mended, the 
user must buy new armor.

Fitted cannot bond with Fitted armor. It conforms 
to an organic surface, such as the skin. Fitted stretches over 
the skin molding itself to the wearer. Should the user try 
to put another piece of Fitted armor on top of that one, 
it has no organic surface to mold to and therefore will 
not conform, the second layer wont stretch over the first. 
Although it would seem feasible, two sets of fitted armor 
cannot be worn at the same time. 

Since Fitted armor bonds comfortably to the skin, 
the wearer must have nothing on underneath Fitted armor.

Helmet (100C new). Solid head protection made 
of some of the better materials in the galaxy. Some come 
with facial covering while most only cover the head, which 
can act as a screen should technology be implemented into 
the suit. If this is upgraded to technological armor (for near 
800C instead of the usual 100), then the helmet can be fit 
with scanning equipment, targeting assistance, compuband 
readouts, log in to TUCK units, etc. All these modifications 
require power, so the armor will have to incorporate the 
use of power trays which burn 1 Power per round of use.

STAGE LEVEL FOUR; ELEMENTAL. 
Protection Points 4, Available 6. 

Uncommon elements that some form of pseudo-
science, whether a good idea or a bad inspiration, has 

meshed together into some form of wearable armor. Types 
of such include but are not limited to rare metals, plastic, 
glass and even prismatic.

Flak Jackets (800C new). Flak jackets are 
reinforced vests that cover the torso of the wearer. Should 
the wearer have on Fitted armor underneath, a bonding 
agent can be introduced to make the two suits of armor fuse 
with one another adding greater protection.

Most Guardsmen on duty will wear a flak jacket on 
top of their Fitted armor for better protection.

Flak Jackets offer protection in areas 4, 5, 10 and 11.

STAGE LEVEL FIVE; TECHNOLOGICAL. 
Protection Points 5, Available 4. 

Armor that is not so often dealt with by common 
merchants - at least not openly - but can be found if 
one knows where to look or has enough money to deal 
privately with certain discreet “suppliers.” These suits 
of armor are most often used by authority figures, their 

ARMOR



supervisors and those the authority figures are working 
hard to detain. An example would be holographic armor, 
an armor that projects solid hologram fields in front of the 
wearer to redirect or absorb shots fired directly at it. 

Exodecks, or power armor, are another form of 
technological armor. Primarily used for manual labor, 
exodecks serve a variety of functions within the shipping 
industry. But once people started strapping weapons on 
their exodecks and battling one another, an entire new 
sport and form of combat was invented.

Exodecks provide Protection Points to every 
location it covers. If in combat while in your exodeck, 
follow basic combat rules including the Wildfire Body 
Chart exclusive to vehicles, but also keep in mind Energy 
Points from the ENGAGEMENT section, page 173, as this 
applies to exodecks as well.

Recently it has been recorded that the elusive 
Gin’Jon claim to have perfected the technology of a 
functional form of living armor. They are not sharing 
this information nor wearing this armor openly to secure 
secrecy.  But they claim this armor can move out of the 
way of danger and even heal itself if damaged. So far, these 
claims are unproven, and anyone who has ever faced the 
Gin’Jon hope these are nothing more than rumors.



Below is a list of the more common vehicles 
found in Vernex Keep along with a brief description of 
each, and some key points as to its capability and overall 
performance.

Some vehicles listed here will not be available for 
ownership, but you may encounter these vehicles or even 
have the opportunity to pilot one on a regular basis, so 
their stats are listed here.

Vehicles are separated as either planetary vehicle 
(not capable of leaving the planet’s atmosphere) or 
interplanetary vessel (capable of space flight).

Arms. The vessel’s weapons array (see ENGAGEMENT 
section, step 5, page 174).
Cost. The price of the vehicle brand new, not listed for 
starships.
AL/ HL. Average Astral Level (page 173) of the interstellar 
vessel, or Height Level (page 95) of the planet-bound 
vehicle.
Shielding. Protection Points available on the vessel’s hull, 
equal to double the AL or HL.
Move. Average speed of the vehicle measured in sectors 
per second.
Available. Rolled 2D6. If you roll the listed number or 
lower, the vehicle is available for purchase at this merchant.
Volley. If the vessel’s weapons array is capable of firing in 
volleys and how many shots they get in a volley.

BOARER. A utility vehicle with a corkscrew nose 
designed to drill holes into the crusts of planets in order to  
access tunnels beneath provinces, territories or wherever 
as needed. Boarers are mostly used in mining colonies. 
Boarers have three wheels on each side of the vehicle, each 
one capable of climbing sharp rock surfaces. All wheels are 
used in the forward propulsion of the vehicle.

2 Passengers. Giant Storage. Subterranean.
Arms. None Cost. 600,000C Available. 3
Volley. N/A AL/ HL. HL 6 Shielding. 12 Move. 3 
 

CABLE CAR. A variety of electronic cars attached 
to the many rails over the streets of the many provinces 
throughout Vernex Keep. Passengers await at raised 
stands on the street corners until the next available ride 
comes by. Each car travels all over the province picking 
up and dropping people off, taking them to their desired 
destination. Usually these rides average about 1C per stop, 
but the distance of the ride can be a modifier for some. 
Each car has a single or automatic pilot which may or may 
not be mechan and a security officer, sometimes more if 
needed depending upon the crime rate of the province or 
the area inside the province.

30 Passengers per car.
Arms. None Cost. 230,000C Available. 4
Volley. N/A AL/ HL. HL 3 Shielding. 4 Move. 9 
 

PLANETARY  VEHICLES

VEHICLES
DUALADINE. A bigger, heftier version of the 

Unidine, this one features a second seat behind the pilot 
facing out the back. Rear thrusters are on either side of the 
structure pointing backwards. There is a rear display screen 
for the passenger with no gauges, but all entertainment 
activities are active on this second screen.

2 Passengers. Small storage. Entertainment provided.
Arms. None Cost. 30,000C Available. 6 
Volley. N/A AL/ HL. HL 5 Shielding. 10 Move. 5 
 

GLIDER. Sometimes used by savages in 
settlements with little to no apparent technology, gliders 
“fly” from a high point to some low point sometimes a 
good distance away from where the glider started, which 
is most often used for aerial sneak attacks. Mechanical 
versions have been made, but are not easy to find.

Single Passenger. Limited airborne.
Arms. None Cost. 100C Available. 4
Volley. N/A AL/ HL. HL 2 Shielding. 1 Move. 3 
 

GYRODON. A segmented, fully armed and 
armored battle tank equipped with hover engines, legs and 
treads (on different models, of course). Fires holograms, 
missiles and flame units. Gyrodons are capable of climbing 
walls and most other surfaces in the pursuit of suspects. 
Gyrodons are used by Guardsmen with the permission of 
the Province Knight only.

2 Passengers. All-terrain. 
Arms. None Cost. 300,000C Available. 3
Volley. N/A AL/ HL. HL 3 Shielding. 8 Move. 6 
 

SOARBOARD. A stylish board with hover engines 
on the bottom. The feet strap onto the top of the board; one 
foot controls speed, the other direction. Common models 
never go higher than 3 feet above a flat, stable surface. 
Famed terrorists Sky Pirates are said to have modified 
boards with greater height capability, faster speeds and 
unlimited maneuverability.

Single Passenger. Hover engine.
Arms. None Cost. 2,500C Available. 5 
Volley. N/A AL/ HL. HL 1 Shielding. 2 Move. 3



Lux. A long, often dark colored luxury vehicle 
used by the wealthy or the privileged, often diplomatic 
personnel and high ranking corporate professionals. Not 
only does this serve as a means for their driver to get 
them from place to place, but the vehicle is big enough 
for a small meeting to take place inside the cabin, and all 
are built more durable for added security. The common 
models are equipped with exuberant armor, The SIM, food 
producers and whatever other excesses the owner can 
afford.

10 Passengers with pilot. Small storage. VidComm. 
Arms. None Cost. 100,000C Available. 3
Volley. N/A AL/ HL. HL 2 Shielding. 12 Move. 4 
 

METRODON. Metrodons are full service carriers 
hovering over the tops of the buildings that come complete 
with personnel, holding cells, equipment, armaments and 
smaller vehicles like the Gyrodons.

25 Passengers. Wide Storage. Holding cells.
Arms. None Cost. 750,000C Available. 2
Volley. N/A AL/ HL. HL 4 Shielding. 18 Move. 4 
 

PLAXOR. Called “carriage” by some, this is 
a bulky vehicle that is privately chartered for public 
transportation within the province or to local suburbs. 
Passengers are charged for the charter and a small amount 
for every sector the vehicle travels. It is a luxury vehicle, 
but smaller than a Lux. 

6 Passengers, 2 front, 2 middle, 2 back. Small storage.
Arms. None Cost. 150,000C Available. 2
Volley. N/A AL/ HL. HL 4 Shielding. 8 Move. 4 
 

RICKSHAW. It’s a cushioned bench capable 
of seating two or three people side to side with poles 
extending out forward. A single “pilot” stands between 
the poles, holds them up and runs dragging the rickshaw 
along with him propelled only by his strength and stamina. 
It has become very popular in the provinces and a nice side 
business for some.

2 to 3 Passengers. Manual transmission. 
Arms. None Cost. 3,000C Available. 11
Volley. N/A AL/ HL. HL 2 Shielding. 1 Move. 2

SCOOT. A child’s vehicle, the scoot is a smaller 
and less maneuverable beginner’s version of the Sky 
Byke. It features hover engines that can go no higher 
than eighteen inches off a flat surface and no thrusters. 
Propulsion is provided by the child kicking it forward.

Single passenger. Small storage.
Arms. None Cost. 500C Available. 4
Volley. N/A AL/ HL. HL 1 Shielding. 2 Move. 1 
 

SKIFF. A flat vehicle with a podium for pilot 
controls towards the back of the platform, rows of hover 
engines along the bottom of this widely used cargo vehicle. 
Skiffs are used mostly for hauling cargo or transporting 
standing passengers short distances. Skiffs move slow but 
are very strong. Being that skiffs are used mostly for cargo, 
there are no seats.

15 Passengers. Long storage. 
Arms. None Cost.  18,000C Available. 4
Volley. N/A AL/ HL. HL 2 Shielding. 8 Move. 2 
 

SKY BYKE. A vehicle where pilot straddles the 
hover engine and directs propulsion with handlebars. Sky 
Bykes are designed for speed and maneuverability, and for 
short distance travels, mostly inside a province.

2 Passengers. Small storage.
Arms. None Cost. 12,000C Available. 4
Volley. N/A AL/ HL. HL 2 Shielding. 4 Move. 6 
 

TRAM. Common method of public transportation, the 
Tram is a chain of interlocked cars connected to the pilot’s 
car that travel from one province to the next on the same 
planet. Similar versions serve as public transportation 
within a province. It’s like a cable car of many cars 
attached.

20 Passengers per car, up to 30 cars per Tram. 
VidComm. Small storage.

Arms. None Cost. 80,000C Available. 8
Volley. N/A AL/ HL. HL 4 Shielding. 10 Move. 5 
 

UNIDINE. A non-wheeled hover vehicle, it’s 
the first stand-up method of transportation. The vehicle 
is oblong, tall, with hover engines on the bottom and 
thrusters on the back. The front display slides open to 
the pilot’s bay where a standing recliner holds the driver 
secure. Controls are on the sides of the recliner where 
the hands would naturally rest. All gauges – fuel, speed, 
rear view, etc – including optional SIM connection and 
VidComm appear albeit transparently on the front display 
screen. 

Single Passenger. Small storage.
Arms. None Cost. 20,000C Available. 7
Volley. N/A AL/ HL. HL 3 Shielding. 6 Move. 3



 ZEPPELIN. Airborne cabins suspended from 
inflatable, steel-like balloons, or along the domed shields 
that cover some of the provinces offering protection 
from the air above, for whatever reason. Zeppelins are 
unmanned, they dispatch Emergency Mechans to hazards 
throughout the province that it spots from the sky.

No Passengers. Airborne.
Arms. None Cost. 55,000C Available. 3
Volley. N/A AL/ HL. HL 10 Shielding. 20 Move. 5 
 

These vessels have a few differences, most notably 
the ability of space travel. The vast majority of these vessels 
will remain in space and never land on any planet; they 
will either dock with a station, another vessel or remain in 
orbit around the planet while people journey out in smaller 
shuttles that are designed solely to go back and forth 
through the atmosphere (this would deteriorate the hull 
of many vessels through time; shuttles are designed to not 
deteriorate as fast in this fashion). The larger vessels won’t 
even be equipped with landing capability since landing is 
not an option for them.

Since space-faring vessels are owned by either a 
military or a Registry, cost is not listed (player characters 
will not end up owning these special vessels anyhow). The 
vessel’s top speed is listed as are the Energy Points, the 
amount of energy created by the vessel’s engines in one 
action. 

Arms depicts which Stage Level weapons are 
available to be outfit into this vessel. The numbers 
correspond to the list of available attack options listed in 
the ENGAGEMENT section, page 173. 

BATTLE VESSEL. A military vessel designed for 
exploration, escort and combat. It carries a crew, quarters, 
some cargo holds and docking bays for star fighters. HUGE 
vessels.

500+ crew. Multiple cargo holds. Combat ready. 
Docking bays. Quarters.

AL. 15  Arms. 1, 3, 4 Volley. 2 
Shielding. 30   Top Speed. Phase 3 
Energy Points. 150  Available. 7

CITYSHIP. Very large, spacious vessels designed 
for sustaining life for an entire population for generations 
without the need to refuel or resupply; the people that 
spend their lives on the ship are constantly doing what 
they can to keep the ship self-sustaining. A rare few of 
these ships are armed, but most are armored for protection. 
The crew of these ships do not want to have to stop for 
repairs, so they will  go out of their way to avoid combat. 
These ships are  some of the largest to travel Vernex Keep 
and the surrounding territories. Cityships are not owned 
by any Registry or corporations, but by the occupants. Most 
cityships come from nonaligned territories.

200,000+ Citizens and children. Entertainment. 
Business. Education. Docking bays, collectors. Quarters. Multi 
cargo holds. Controlled biospheres. Syrjahn. All controlled by 
interior population.
AL. 100+    Arms. 1, 3, 4, 5 Volley. 3
Shielding. 250   Top Speed. Cruising
Energy Points. 1,000  Available. 5

COLLECTOR. A small vessel used for gathering 
floating debris in space with manual arms or docking 
clamps, and bringing it back to the cargo hold of the larger 
vessel. With enough force behind the clamps, or if more 
than one collector attaches to the same target, it is possible 
to “collect” a small vessel and bring it into the hold as well.

1 or 2 passengers. Manual hands.
AL. 1  Arms. 1 Volley. No
Shielding. 20   Top Speed. Cruising
Energy Points. 90  Available. 4

COMMAND VESSEL. Cruising military 
strongholds that serve as headquarters and command post 
for Khymers and the battle commanders, also houses repair 
facilities, maintenance mechans, intelligence, medical and 
anything else the Khymers feel the need to bring with 
them, sometimes including religious personnel for dying 
soliders that request one final blessing.

850 crew. Wide cargo holds. Docking bays. Quarters.
AL. 25  Arms. 1, 3, 4 Volley. 6
Shielding. 50   Top Speed. Phase 3
Energy Points. 200  Available. 7

SHUTTLE. Small vessels designed for quick 
transport of passengers and cargo, mostly from station to 
ship, ship to ship, or from a planet’s surface to the ship and 
vice versa. These are the only vessels capable of breaching 
a planet’s atmosphere, landing on the planet and going into 
the atmosphere again, but they cannot go on long journeys 
into space – breaching the atmosphere taxes the engines too 
much. The farthest a shuttle can go is from the surface to 
that planet’s moon, or a ship orbiting the planet the shuttle 
just left. 

12 Passengers. Medium cargo. Landing gear. Airborne. 
Limited space travel.
AL. 1  Arms. 1, 2, 3 Volley. No
Shielding. 2   Top Speed. Phase 1
Energy Points. 95  Available. 9

INTERPLANETARY VESSELS



STAR CRUISER. A cruising vessel designed for 
passenger travel from planet to planet. Passengers have 
small personal quarters. Entertainment and business 
opportunities are on board. Sample Caravan vessel.

750 Passengers. Multiple cargo holds. Docking bays. 
Quarters.
AL. 10  Arms. 1, 2, 3, 4 Volley. 4
Shielding. 20   Top Speed. Phase 3
Energy Points. 180  Available. 6

STAR FIGHTER. A piloted vessel designed for 
limited space travel, exceptional space combat and armed 
escort, so long as it is not too far from the mother ship. Star 
fighters are outfitted with small weapons and designed to 
attack bigger targets by swarming it en masse.

1 or 2 Crew. Combat ready. Docking clamp. Landing 
gear (for docking bays).
AL. 2  Arms. 1, 2, 3 Volley. No
Shielding. 8   Top Speed. Phase 1
Energy Points. 100  Available. 5

STAR FREIGHTER. Mostly a garbage scow, 
freighters can be used for transporting large amounts of 
cargo or many smaller vessels.

10 Crew. Multi cargo holds. Bunker style quarters. 
Docking bay.
AL. 10  Arms. 1, 2, 3, 4 Volley. No
Shielding. 20   Top Speed. Phase 1
Energy Points. 85  Available. 6

STATION. A gigantic vessel capable of sustaining 
life for years. Designed as a repair and refueling center 
for vessels en route through deep space. Stations are 
also equipped for defense should anyone ever attempt 
to attack one. A regular stop for ships on Caravan due to 
business and entertainment properties. Stations are run by 
the Armada in Accordance space, but they will accept all 
travelers to dock, repair and refuel. Stations outside Vernex 
Keep are owned either by private parties, corporations, 
conglomerates, etc.

2,000+ Passengers and crew. Entertainment. Business. 
Docking bays. Quarters. Multi cargo holds. Regulated 
biospheres. Syrjahn.
AL. 60  Arms. 1, 2, 3, 4 Volley. 12
Shielding. 120   Top Speed. Cruising
Energy Points. 900  Available. 5

PROPULSION   
The majority of vessels traveling today, including 

Caravan and the Armada, are propelled on what is called 
the MPRE engine, or Matter Pattern Regeneration Engine. 

A solid uncut Ryydian stone is loaded into a stasis 
chamber inside the MPRE engine. When fired, energies 
inside the chamber rip the stone apart then suddenly fuse it 
back together in a fraction of a second. The energy it lets off 
at the moment of destruction is siphoned from the chamber 
into the engine and converted into the appropriate number 
of energy points the ship generates for that turn. The fuel is 
continuously torn apart and reused until nothing is left of 
the stone and another needs to be put in the chamber (the 
debris that is left from the stone is collected in special filters 
beneath the stasis chamber; it can later be refined, cut down 
and resold as Black Gold or Nasan).

For Phase speed, the engines set off a large 
explosion behind the ship to generate a certain velocity 
equaling the desired speed. The ship then rides the shock 
wave of that explosion until their destination is reached, 
at which time forward thrusters are initiated to slow the 
vessel back down to cruising speeds.

Other forms of propulsion that are used in various 
vessels in the galaxy are ram scoops, which scoop energy 
out of space and funnel it into the engines. Also, solar wind 
sails, which gather solar flare energy in the sails and push 
the ship forward with the force of the solar “winds.” 



ENCOUNTERS
 Here are some sample premade NPCs to go along 
with your campaign. These can be the main encounter, a 
place the PCs go to for information, someone that travels 
along with the PCs or anything else you, as evil Narrator, 
want them to be.
 Under no circumstances are you to see this as a de-
finitive list. These are only suggestions, do with them what 
Academic   
 Perceptual 4 (Hearing +1), Physical 2, Spiritual 1

 Computer 2, Cultures 4 (Historic +1), Language 2, 
 Mathematics 2, Sciences 6 (Chemistry +2), 
 Persuasion 5 (Oratory +1), Electronics 2, 
 Leisure 4 (Chess +1), Navigation 1

 Biological Purist, Pacifism +2, Enhanced Sense (Hearing +2),
 Specialist (Chemistry +2).

 Comprehension (T), Memorize (T) 

Ambassador
 Perceptual 3 (Sight +1), Physical 2, Spiritual 2

 Computer 1, Cultures 3 (Limthrakk +1), Language 2, 
 Mathematics 2, Sciences 3 (Social +1), 
 Persuasion 3 (Speech +1), Diplomacy 2, 

 Alertness +2, Specialist +2 (Social Sciences)

 Abilities sacrificed +1 XN, +1 Jinn

ANAN’RE
 Perceptual 4 (Sight +1), Physical 4 (Dextrous +1), 
 Spiritual 3 (Will +1)

 Combat 4 (Unarmed +1), Persuasion 3 (Intimidation +1), 
 Espionage 3 (Feint +1)

 Alertness, Weapon Expert (Unarmed +2)

 Qi Strike (T), Counterstrike (T)
 S3 Fitted Armor

armada soldier
 Perceptual 3 (Sight +1), Physical 3 (Resist +1), Spiritual 2

 Combat 3 (Melee +1), Law 2, Military 3 (Tactics +1),
 Navigation 3 (Armada +1), Persuasion 2, Theology 2

 Biological Purist, Calm Bodied, Commanding Presence,
 Bound to Service

 Battle Cry (T), Whispers (T)
 S7 Armor (S3 Fitted, S4 Flak Jacket)

you will. This list is not complete on purpose - make your 
own, make the kinds of baddies you want to make, knock 
yourself out. Take these as ideas only and go from there.
 Feel free to add to, subtract from or disavow this 
list altogether. That’s the beauty of it all being a suggestion, 
you don’t have to take it terribly serious.

assassin
 Perceptual 5 (Hearing +1), Physical 4 (Dextrous +1), 
 Spiritual 4 (Fearless +1)

 Combat 6 (Melee +2), Medical 6 (Anatomy +2), 
 Espionage 6 (Stealth +2), Streetwise 4 (Underworld +1)
 Thievery 5 (Palming +1)

 Alertness +2, Enhanced Sense (Hearing) +2, Bull’s Eye +2

 Muscle Manipulation (T), No Sense (T), Trust Sight (T)
 S3 Fitted Armor

bio-soldier
 Perceptual 4 (Sight +1), Physical 4 (Strength +1), Spiritual 1

 Combat 6 (unarmed +2), Military 4 (Tactics +1), 
 Persuasion 4 (Intimidation +1), Streetwise 5 (Underworld +1) 

 Alertness +2, Berserker +2, Weapon Expert Unarmed +2.

 Muscle Manipulation (A), Counterstrike (A)
 S3 Fitted armor or S4 Flak

blood ravager
 Perceptual 3 (Smell +1), Physical 4 (Strength +1), Spiritual 2

 Combat 4 (Unarmed +1), Persuasion 4 (Intimidation +1),
 Espionage 3 (Stealth +1), Thievery 3 (Scavenge +1)

 Enhanced Sense (Smell +2), Weapon Expert (Unarmed +2)

 Ability points sacrificed for +2 XN
 S4 Hide Armor

courier
 Perceptual 4 (Hearing +1), Physical 3 (Dextrous +1)
 Spiritual 2

 Cultures 2, Diplomacy 2, Espionage 3 (Stealth +1),
 Law 2, Mercantile 3 (Economics +1), Persuasion 2

 Alertness, Baby Face, Specialist (Stealth +2)

 No Sense (T), Whispers (T) 
 S3 Fitted Armor



death fiend
 Perceptual 3 (Sight +1), Physical 4 (Strength +1), Spiritual 2

 Espionage 4 (Stealth +1), Medical 4 (Anatomy +1), 
 Military 3 (Tactics +1), Persuasion 3 (Intimidation +1)

 Enhanced Sense (Sight +2), Specialist (Intimidiation +2)

 No Sense (T), Stimulus (T)  
 S4 Hide Armor

enasun
 Perceptual 4 (Hearing +1), Physical 2, Spiritual 4 (Will +1)

 Computer 2, Cultures 3 (Alien +1), Persuasion 4 (Oratory +1),
 Sciences 4 (History +1)

 Enhanced Sense (Hearing +1), Specialist (History +1), 
 Concentration, Rational

 Meditation (T), Prophecy (T) 
 S3 Fitted Armor

gemerasha
 Perceptual 4 (Sight +1), Physical 4 (Dextrous +1), 
 Spiritual 3 (Will +1)

 Combat 4 (Sword Weapon +1), Persuasion 3 (Preach +1), 
 Cultures 2, Theology 3 (Guardian +1)

 Alertness, Fast Draw, Weapon Expert (Sworn Weapon +1),  
 Melee Thrusting

 Dodge Firearm (R), Muscle Manipulation (R)
 S3 Fitted Armor

gladiator
 Perceptual 4 (Sight +1), Physical 6 (Resistance +2), 
 Spiritual 3 (Will +1)

 Combat 6 (Melee +2), Cultures 2, Medical 4 (Anatomy +1),
 Military 3 (Tactics +1), Persuasion 4 (Intimidation +1),
 Sciences 3 (Physics +1)

 Specialist (Intimidation +2), Weapon Expert (Melee +2)

 Muscle Manipulation (T), other ability sacrificed for +1 XN
 S3 Fitted or S4 Flak

guardsman
 Perceptual 4 (Hearing +1), Physical 4 (Resist +1), 
 Spiritual 3 (Fearless +1)

 Streetwise 4 (Area +1), Combat 4 (Handguns +1),
 Military 4 (Guardsman +1)

 Geometric Combat +2, Weapon Expert (Handguns +2)

 Abilities sacrificed for +1 XN and +1 Jinn
 S4 Tech Armor + S3 Helmet

honor guard
 Perceptual 5 (Sight +1), Physical 4 (Dextrous +1), 
 Spiritual 5 (Will +1)

 Combat 6 (Melee +2) , Military 6 (Armada +2), 
 Navigation 6 (Armada +2), Language 2, Law 2,
 Mathematics 3 (Quantum Mechanics +1), Theology 2

 Biological Purist, Arrogant, Code of Honor, 
 Specialist (Armada +2), Weapon Expert (Melee +2)

 Battle Cry (T), Counterstrike (T) 
 S7 Armor (S3 Fitted, S4 Flak)

hunting pack (average member)
 Perceptual 4 (Smell +1), Physical 4 (Strength +1), 
 Spiritual 3 (Fearless +1)

 Combat 4 (Ak’Mal +1), Medical 4 (Anatomy +1),
 Streetwise 2, Persuasion 2

 Alertness, Enhanced Sense (Smell), 
 Weapon Expert (Ak’MAl +2)
 Battle Cry (T), Dodge Firearm (T) 
 S7 Armor (S3 Fitted, S4 Flak)

hunting pack, akuna
 Perceptual 4 (Smell +1), Physical 4 (Strength +1), 
 Spiritual 3 (Fearless +1)

 Combat 4 (Unarmed +1), Streetwise 4 (Scavenge +1), 
 Persuasion 4 (Intimidation +1)

 Faithful, Malicious Intent, Bound to Service, Berserker

 Abilities sacrificed for +2 XN
 S7 Armor (S5 Tech, S2 Natural)

korin’gegaira
 Perceptual 3 (Sight +1), Physical 2, 
 Spiritual 4 (Will +1)

 Cultures 3 (Alien +1), Diplomacy 3 (Misdirection +1),
 Espionage 3 (Stealth +1), Persuasion 2, 
 Theology 3 (Prophecy +1)

 Alertness, Concentration, Enhanced Sense (Sight +1),
 Rational

 Prophecy (R), Ability sacrificed for +1 XN



Mechan, animal
 Perceptual 4 (Hearing +1), Physical 4 (Resist +1), Spiritual 1

 Cultures 3 (Alien +1), Diplomacy 3 (Pacifist +1),
 Language 2, Mathematics 2, Medical 2, Streetwise 2

 Baby Face, Code of Honor, Faithful, Pacifism

 Abilities sacrificed for +1 XN and +1 Jinn
 S4 Hull Armor (Reinforced)

mechan, security
 Perceptual 4 (Sight +1), Physical 3 (Resist +1), Spiritual 2

 Combat 4 (Heavy Tech +1), Espionage 3 (Stealth +1),
 Medical 3 (Anatomy +1), Military 4 (Tactics +1)

 Alertness +2, Weapon Expert (Heavh Tech +2)

 Abilities sacrificed for +1 XN and +1 Jinn
 S4 Hull Armor (Reinforced)

mechan, service
 Perceptual 3 (Hearing +1), Physical 2, Spiritual 1

 Diplomacy 3 (Pacifism +1), Language 2, Mathematics 2, 
 Medical 2, Mercantile 2, Navigation 2, Sciences 2, Computer 2

 Enhanced Sense (Hearing +1), Specialist (Pacifism +1), 
 Concentration +2

 Comprehension (T), Memorize (T) 
 S4 Hull Armor (Reinforced)

mechan, surveillance
 Perceptual 4 (Sight +1), Physical 2, Spiritual 2

 Computer 4 (Hack +1), Espionage 4 (Stealth +1), 
 Military 4 (Tactics +1), Law 3 (Provincial +1)

 Alertness +2, Fast Reflexes +2

 Memorize (T), Ability sacrificed for +1 Jinn
 S4 Hull Armor (Reinforced)

mechan, zero-g combat
 Perceptual 4 (Sight +1), Physical 5 (Flight +1), Spiritual 2

 Computer 4 (Hack +1), Combat 5 (Heavy Guns +1) 
 Espionage 3 (Stealth +1), Military 6 (Dogfight Tactics +2), 
 Law 3 (Space Travel +1)

 Alertness +2, Fast Reflexes +2

 Counterstrike (T), Dodge Firearm (T), 
 Ability sacrificed for +1 Jinn
 S4  Hull Armor (Reinforced)

neurogues
 Perceptual 4 (Hearing +1), Physical 2, Spiritual 3 (Will +1)

 Computer 2, Cultures 2, Espionage 4 (Stealth +1),
 Streetwise 3 (Underworld +1), Thievery 3 (Investigation +1)

 Alertness, Bound to Service, Conspiracy Theory, Ignored

 Abilities sacrificed for +2 Jinn
 S3 Fitted Armor

officer
 Perceptual 6 (Hearing +1, Sight +1), Physical 4 (Resist +1),
  Spiritual 3 (Will +1)

 Combat 6 (Melee +2), Military 6 (Armada +2),
 Navigation 6 (Armada +2), Espionage 4 (Stealth +1),
 Cultures 4 (Alien +1), Diplomacy 3 (Ambassadorial +1),
 Persuasion 5 (Intimidation +1)

 Alertness +2, Fast Reflexes +2, Commanding Presence,
 Arrogant, Melee Thrusting +2, Enhanced Sense (Sight +2)

 Comprehension (T), Battle Cry (T), Empathy (T)
 S7 Armor (S3 Fitted, S4 Flak)

outcast limthrakk
 Perceptual 2, Physical 4 (Resist +1), Spiritual 4 (WIll +1)

 Combat 4 (Melee +1), Espionage 4 (Infiltration +1), 
 Military 3 (Armada +1), Persuasion 2, Streetwise 2

 Berserker, Compulsion, Conspiracy Theory, 
 Rival House Allegiance

 Abilities sacrificed for +1 XN and +1 Jinn
 S7 Armor (S3 Fitted, S4 Flak)

poison-taster
 Perceptual 4 (Smell +1), Physical 4 (Resist +1),
 Spiritual 4 (Will +1)

 Combat 2, Sciences 3 (Chemistry +1), Medical 3 (First Aid +1),
 Streetwise 1, Thievery 1, Espionage 1

 Enhanced Sense (Smell +2), Specialist (Chemistry +2)

 Immunity (Specific) (T), Trust Sight (T) 
 S3 Fitted Armor



psyche assassin
 Perceptual 3 (Hearing +1), Physical 2, Spiritual 1

 Computer 6 (Hacking +1, SIM +1), Medical 6 (Anatomy +2),
 Sciences 4 (Neurology +1), Diplomacy 4 (Misdirection +1).

 Alertness +2, Pacifism, Enhanced Sense (Hearing +1),
 Specialist (Hacking +1), Concentration +2
 Abilities sacrificed for +2 XN
 S3 Fitted Armor

RAGEBEASTE
 Perceptual 3 (Sight +1), Physical 4 (Strength +1), Spiritual 1

 Combat 4 (Unarmed +1), Espionage 3(Stealth +1),
 Persuasion 3 (Intimidation +1)

 Commanding Presence, Alertness, Intolerant, Resilience

 S4 Hide Armor

RAGELORDE
 Perceptual 6 (Sight +2), Physical 7 (Strength +2), 
 Spiritual 4 (Fear +1)

 Combat 6 (Melee +2), Espionage 7 (Stealth +2),
 Persuasion 6 (Intimidation +2)

 Enhanced Sight +2, Fast Reflexes, Dual Wield

 Abilities sacrificed for +2 XN
 S7 Armor (S3 Fitted, S4 Flak)

RAGEPRIESTE
 Perceptual 7 (Sight +2), Physical 6 (Strength +2), 
 Spiritual 7 (Fear +2)

 Combat 6 (Melee +2), Espionage 7 (Stealth +2),
 Persuasion 6 (Intimidation +2), Streetwise 3 (Area +1)

 Bound to Service, Fast Reflexes, Dual Wield

 Battle Cry, Whispers, Stimulus
 S7 Armor (S3 Fitted, S4 Flak)

Rielyns
 Perceptual 2, Physical 4 (Strength +1), Spiritual 4 (Will +1)

 Combat 4 (Unarmed +1), Espionage 3 (Stealth +1),
 Military 3 (Tactics +1), Persuasion 3 (Intimidation +1)

 Alertness, Fast Reflexes, Resilience, 
 Weapon Expert (Unarmed +1)

 Battle Cry (T), Muscle Manipulation (T) 
 S7 Armor (S3 Fitted, S4 Hide)
     (Consider accompanying Feralshade to have equivalent stats)

Sa’ar
 Perceptual 4 (Hearing +1), Physical 4, (Resist +1),
 Spiritual 3 (Fearless +1)

 Espionage 4 (Stealth +1), Combat 4 (Melee +1), Military 2,
 Persuasion 2

 Alertness, Concentration, Weapon Expert (Melee),
 Melee Thrusting

 Battle Cry (T), Stimulus (T) 
 S6 Armor (S2 Natural, S4 hide)

scionics
 Perceptual 3 (Hearing +1), Physical 4 (Resist +1), 
 Spiritual 2

 Streetwise 4 (Area +1), Diplomacy 3 (Misdirection +1),
 Thievery 4 (Palming +1), Mercantile 3 (Commerce +1)

 Berserker, Fast Reflexes, Fast Draw, Alertness

 Abilities sacrificed for +1 XN and +1 Jinn

Sentinels
 Perceptual 4 (Sight +1), Physical 4 (Resist +1), 
 Spiritual 3 (Guardian +1)

 Combat 4 (Blunt +1), Espionage 4 (Bluff +1),
 Persuasion 4 (Intimidation +1)

 Fast Draw, Fast Reflexes, Alertness, 
 Weapon Expert (Blunt +1)

 Abilities sacrificed for +2 XN
 S7 Armor (S3 Fitted, S4 Flak)

Sky Pirates
 Perceptual 4 (Sight +1), Physical 4 (Dextrous +1), 
 Spiritual 3 (Fearless +1)

 Streetwise 4 (Area +1), Combat 4 (Handguns +1),
 Navigation 4 (Hoverboard +1)

 Enhanced Sense (Sight +2), Weapon Expert (Handguns +2)

 Abilities sacrificed for +1 XN and +1 Jinn
 S5 Tech Armor

Sodden
 Perceptual 6 (Smell +1, Touch +1), Physical 3 (Speed +1), 
 Spiritual 3 (Fearless +1)

 Combat 5 (Unarmed +1), Espionage 4 (Stealth +1)

 Abilities sacrificed for +2 XN
 S5 Armor (S3 Fitted, S2 Natural)



Sodden Shamblers
 Perceptual 5 (Smell +1), Physical 7 (Strength +1, 
 Endurance +1), Spiritual 3 (Fearless +1) 

 Combat 6 (Unarmed +1, Bite +1), 
 Persuasion 5 (Intimidation +1)

 Resilience, Malicious Intent, Berserker

 Abilities sacrificed for +2 XN
 S4 Natural Armor

thug
 Perceptual 3 (Sight +1), Physical 4 (Strength +1), Spiritual 2

 Combat 4 (Handgun +1), Espionage 3 (Stealth +1),
 Military 3 (Tactics +1), Persuasion 3 (Intimidation +1)

 Fast Draw, Fast Reflexes, Resilience, Dual Wield

 Abilities sacrificed for +2 XN
 S3 Fitted Armor

vice dealer 
 Perceptual 4 (Hearing +1), Physical 2, Spiritual 4 (Will +1)

 Espionage 3 (Stealth +1), Diplomacy 3 (Misdirection +1),
 Mercantile 4 (Commerce +1), Thievery 3 (Extortion +1)

 Alertness, Resilience, Enhanced Sense (Hearing +1)

 Abilities sacrificed for +1 XN and +1 Jinn
 S3 Fitted or S4 Flak

Wild Groon
 Perceptual 3 (Smell +1), Physical 4 (Strength +1), 
 Spiritual 3 (Fearless +1)

 Combat 4 (Unarmed +1), Thievery 3 (Stealing +1),
 Military 3 (Tactics +1), Persuasion 3 (Intimidation +1)

 Fast Draw, Resilience, Dual Wield
 Weapon Expert (Unarmed +1)

 Stimulus (T), Muscle Manipulation (T) 
 S3 Fitted armor or S4 Flak

Wild Groon War Chief 
 Perceptual 6 (Smell +1, Tracking), Physical 7 (Strength +1,  
 Resistance +1), Spiritual 5 (Fearless +1)

 Combat 6 (Unarmed +1, Improvised +1), 
 Espionage 4 (Stealth +1), Language 1, 
 Thievery 3 (Stealing +1), Military 3 (Tactics +1), 
 Persuasion 3 (Intimidation +1)

 Fast Draw, Resilience, Dual Wield, Pain Threshold,
 Weapon Expert (Unarmed +2)

 Stimulus (T), Muscle Manipulation (T) 
 S7 Armor (S3 Fitted, S4 Flak)



Sample Characters

Limthrakk Gemerasha  
 
ATTRIBUTES
 Perceptual 4 (Sight +1)
 Physical 3 (Resistance +1)
 Spiritual 3 (Will power +1)
SKILLS
 Combat 4 (Sworn Weapon +1)
 Cultures 2
 Diplomacy 2
 Medical 1
 Persuasion 2
 Theology 4 (Guardian +1)
TRAITS
 Weapon Expert (Sworn Weapon +2)
 Enhanced Sense (Sight +2)
ABILITIES
 Battle Cry (R)
 Counterstrike (R) 
EQUIPMENT
 Ak’Mal
 4 replacement power trays
 Compuband
 Virtual Book
 Translator
 Food Cylinder
 Fitted Armor

 Attack with Sworn Weapon +7
 Vision based Perceptual rolls +7

 Born of House Gaerth, you were brought up 
around religion and lived your life by your teachings to the 
word. Even from an early age, there was no question you 
would join the life once you were of age. A background 
in House Gaerth prepared you for application to the Von 
Ehrich Academy.
 You have passed your studies and are now on 
the next step in your training, missionary work. You are 
charged with venturing out into the world to preach the 
good word to people, to let them know the glory of your 
Guardian’s teachings. You are to familiarize yourself with 
how the worlds work, what kinds of people are out there 
and what you can do to help bring them into the graces of 
the Guardian. 
 It will be treacherous and educational. You will 
meet all kinds of people, the likes of which you did not 
even know existed. Be safe, be courteous and be cautious. 
Don’t look for trouble, but if it finds you, handle it quickly 
and let them know the power of your Guardian. 
 Prepare yourself for your karra bu, and do what 
you can to earn money to buy the Naazite you need to craft 
your own sworn weapon and leave that training blade 
behind.

 Here’s a quick sampling of some acceptable start-
ing level player characters for Worlds of Rage. Feel free to 
use these characters if you want to, or just use them as a 
model for making your own character. It’s all up to you.

Limthrakk Armada Soldier 
 
ATTRIBUTES
 Perceptual 3 (Hearing+1)
 Physical 3 (Quickness +1)
 Spiritual 4 (Honor +1)
SKILLS
 Combat 2
 Diplomacy 2
 Language 2
 Medical 1
 Military 3 (Tactics +1)
 Navigation 2
 Persuasion 2
 Theology 1
TRAITS
 Arrogant (Limthrakk honor)
 Biological Purist
 Specialist (Tactics +2)
ABILITIES
 (sacrificed for +2 XN)
EQUIPMENT
 Medkit
 Compuband
 Vision goggles
 Virtual Book
 Translator
 Fitted Armor
 Flak Jacket
 Helmet

 Military Tactics rolls +6
 Rolls involving Limthrakk honor +6

 You know two absolutes in life: that there is no 
higher form of military than the Limthrakk Armada, and 
that there is no single creation of the Trahk more honorable 
or more capable than the Limthrakk race.
 Some would call you a military brat, but you 
would take offense to that, for the meaning of the term 
“brat” underscores the honor of being born a Limthrakk.
 Your race was the first to evolve, so it is only natu-
ral that your race would look to take a leadership position 
amongst the other races. Since Limthrakk evolved first, it 
is obvious that the Trahk intended them to coddle and pro-
tect the other races. They have no concept of honor. They 
know not what it is to be a part of the greatest military 
Vernex Keep has ever known. 
 They do not understand. Therein lies the problem. 
They must be shown. They must be led. They must know 
the glory of the Limthrakk race.
 Failure to recognize the Limthrakk for what they 
are should be seen as an offense. Possibly even a capitol 
one.



Limthrakk Korin’Gegaira 
 
ATTRIBUTES
 Perceptual 4 (Sight +1)
 Physical 2
 Spiritual 4 (Resistance +1)
SKILLS
 Combat 1
 Cultures 2
 Diplomacy 2
 Espionage 3 (Stealth +1)
 Medical 1
 Persuasion 2
 Theology 4 (Guardian +1)
TRAITS
 Concentration  +2
 Faithful
 Unshakable Faith
ABILITIES
 No Sense (R)
 Prophecy (R) 
EQUIPMENT
 Dharma Cards
 Dream Dice
 Sensory Receptor
 Virtual Book
 Compuband
 Translator

 Prophecy +7 +Invested XN
 Faith based Resistance Rolls +6

 Your Devout studies took you down a different 
path from those warrior priests known as Gemerasha. Your 
training was more...cerebral.
 The Guardians show you things; these could be 
things that have happened, are going to happen or are hap-
pening right now. The problem is these images are never 
clear, they have to be deciphered. Since you have received 
training in how to read these visions, you know what to 
look for to divine what the Guardians are trying to tell you. 
Unfortunately, there are others of your ilk that divine vi-
sions differently than you do. This leads to shoddy proph-
ecy and the wrong message getting to the followers. This 
means the incorrect messages must be silenced and the true 
word given to the masses.
 Of course the masses can never know that you and 
others of your training differ on the meaning of visions, 
so you will have to keep that to yourself; an unspoken, 
unwritten law amongst the Korin’Gegaira, if you will. 
Decipher your visions by what it means to you, and don’t 
let other seers spread a differing vision to the masses. That 
will only confuse them.
 You can travel with others, and they can protect 
you while you are on your holy journey. Learn what you 
can about the worlds and the people that populate them. 
Learn what they believe and point them in the right direc-
tion. There will be others leading them astray.
 Make sure your voice is the loudest, even if others 
must be silenced.

Groon Courier 
 
ATTRIBUTES
 Perceptual 4 (Observation +1)
 Physical 3 (Agility +1)
 Spiritual 2
SKILLS
 Cultures 2
 Diplomacy 3
 Espionage 4 (Stealth +1)
 Mercantile 3 (Appraise +1)
 Persuasion 4 (Oratory +1)
TRAITS
 Alertness
 Concentration +2
 Fast Reflexes
ABILITIES
 Memorize (A)
 (sacrificed for +1 XN)
EQUIPMENT
 Compuband
 Translator
 Virtual Book

 Observation rolls +6
 Memorize message +7 +invested XN

 Almost everyone believes the Groon to be mindless 
ruffians that are not capable of thinking past their biceps. 
For the most part, it helps you out letting everyone believe 
this. That way they are constantly underestimating you. 
After all, if all they think you are good for is your muscle, 
then they won’t suspect you when you sneak past their 
best securities with sensitive information in hand - or in 
memory, as the case may be.
 It’s nothing special for a Groon to be augmented, 
but for one to have a hard drive implanted is a little differ-
ent. But when that hard drive is used to store and transport 
information from one location to the next, especially sensi-
tive information that is supposed to be kept guarded at all 
times, then it starts to make a bit more sense.
 Where your Hunting Pack brothers take to the 
streets to defend their turf, you focus your duties in other 
areas. You are adept at gathering information in ways 
that are mostly legal, and getting that information into the 
proper hands. In this case, those “proper hands” are more 
than likely the person that hired you to acquire said infor-
mation in the first place.
 But the reverse is also true. If a corporate direc-
tor has some sensitive information he needs to get to his 
research team and does not want it on the SIM to avoid 
hackers, he can give that information to you and you can 
get it safely where it needs to go, making sure that no one 
other than the proper recipient sees that information. 
 If you’re running a job like this, it’s seen as im-
proper and wrong to sell that information to anyone else; 
that’s the kind of deal that makes people not want to hire 
you ever again. 
 Information is power. Use is wisely.



Groon Bio-soldier  
 
ATTRIBUTES
 Perceptual 4 (Hearing +1)
 Physical 4 (Strength +1)
 Spiritual 2
SKILLS
 Combat 4 (Weapon mount +1)
 Computers 2
 Leisure 1
 Medical 2
 Persuasion 4 (Intimidation +1)
 Streetwise 2
TRAITS
 Weapon Expert (Weapon Mount +2)
 Enhanced Sense (Hearing +2)
ABILITIES
 Muscle Manipulation (A)
 Battle Cry (A)
EQUIPMENT
 Clone Band
 Jammer
 Mechan Pet
 Psyche Firewall
 Vision Goggles (+1 Weapon Mount)
 Compuband
 Translator

 Attack with Weapon Mount and goggles +8
 Battle Cry with Intimidation +5 +Invested XN

 Since the loss of Senja, you and your family have 
had to find another home. You found one living amongst 
your own kind in the tunnels underneath Kallan lands. 
They let you have your space and leave you mostly alone, 
but the worst of their kind tend to gravitate to the lands 
above your new home, spoiling the land and bringing with 
them the worst refuse the other races can provide.
 Something has to be done.
 The Kallan had said you could govern your own 
lands, and to keep your area clean. Putting both of these to-
gether, you and your family decided you must patrol your 
land topside and rid your area of these vermin, pushing 
them back towards their own kind, or getting rid of them 
altogether.
 Most Groon areas are underneath what the Kallan 
call “Sybre District,” and people disappear in that area all 
the time. So what if some of those that disappear are the 
vermin that you and others found and eradicated?
 There is a purpose to the Hunting Packs and it is a 
noble one. They are tasked with keeping the topside clean, 
and making sure everyone knows all who venture there 
will have to answer for their crimes, whether those crimes 
were committed there or not. 
 You do not see this as murder, punishment or 
extermination.
 You see this as cleansing.

Groon Anan’Re 
 
ATTRIBUTES
 Perceptual 4 (Sight +1)
 Physical 4 (Strength +1)
 Spiritual 3 (Resistance +1)
SKILLS
 Combat 4 (Unarmed +1)
 Cultures 2
 Diplomacy 2
 Medical 3 (Anatomy +1)
 Persuasion 3 (Intimidation +1)
TRAITS
 Weapon Expert (Unarmed)  +2
 Enhanced Sense (Sight +2)
ABILITIES
 Kata Dance (T)
 Qi Strike (T)
EQUIPMENT
 Food Cylinder
 Vision Goggles
 Cooking Gear

 Unarmed Attack +7
 Vision based Perceptual rolls +7

 You are not one to take the trappings of a corpo-
rate, profit laden life. Yours is a life of peace, of inner con-
quest, of understanding the soul and one’s purpose in life. 
It simply does not interest you to pursue profit for the sake 
of profit. You wish to understand something of a higher 
purpose.
 Religion had little value for you as well. Their mes-
sage is good, but there is too much bureacracy amongst the 
Devout that they almost look like a corporation themselves 
(however it would serve little good to point this out to 
them). 
 Your mission lies within. Yes, you travel to know 
the way of the worlds and to interact with the people, but 
you use these interactions to learn more about yourself and 
your own capabilities. You are not trying to hone skills for 
a higher paying job, but rather to see what new skills you 
can acquire and master. 
 Traveling is a rite of passage that one must accom-
plish in order to gain further knowledge of the universe, 
for it is only after we have experienced and understood 
that universe that we know our place in it and how it af-
fects us. 
 Martial arts help you focus your mind and keep 
your body healthy, for one must be in top shape to ac-
commodate the other. To poison one with vices, shame or 
wicked actions would only do damage to the other. It is a 
symbiosis that few recognize, are aware of or willingly ac-
cept. 
 Don’t be afraid to share your beliefs with anyone 
that will hear. True, there are those out there that will see 
your presence as an invitation to ridicule, so make sure you 
have worthy ears before you let knowledge slip from your 
mouth.



Hybrid SIM Pilot  
 
ATTRIBUTES
 Perceptual 4 (Sight +1)
 Physical 2
 Spiritual 4 (Will power +1)
SKILLS
 Computer 4 (SIM +1)
 Leisure 3 (Computer games +1)
 Electronics 3 (Repair +1)
 Espionage 3 (Information +1)
 Mercantile 2
TRAITS
 Specialist (SIM  +2)
 Concentration
 Alertness
ABILITIES
 Comprehension (A)
 Memorize (A)
EQUIPMENT
 SIM Headset
 Compuband
 Mechabiological Augmentations
 CNP

 SIM Use +7
 Vision based Perceptual rolls +6

 The world inside the machine has always been 
kinder and more welcoming than any of the worlds out-
side. Problems in your real life pushed you into a curiosity 
about the world known as the Spectorweb, and once you 
got in there, you felt a welcoming unlike you had ever felt 
before.
 The Spectorweb, or the SIM as it is affectionately 
called, attracts other users and hackers of a like mind. 
These are your people, and you prefer to converse with 
them more than anyone in your actual life.
 The problem with that is that hackers and SIM pi-
lots in general tend to be rather competitive. They like to be 
the first to find a piece of information, or to unlock a new 
code, break a virus, etc. 
 You enjoy the rush of being the first to find some 
new piece of intel, or to break past a firewall, or unlock the 
cheats in a new game. You never knew you could be paid 
for these skills, but you recently found out.
 Most people just log in, check their messages and 
log out, no harm, no foul. They don’t experiment with the 
SIM, which means they don’t get the full on experience. 
SIM pilots understand the SIM is capable of much more 
than most people realize. 
 You know that experience rather well, for you have 
been doing it for a number of years now. You know how to 
get in there and get that one piece of information someone 
is looking for and get out before you are caught, all without 
leaving a trail behind. It’s taken you a while to develop 
these skills, but now that you have learned them, you like 
to be paid for what you can do.
 And many are happy to oblige.

Hybrid Alchemist 
 
ATTRIBUTES
 Perceptual 4 (Sight +1)
 Physical 2
 Spiritual 4 (Duty +1)
SKILLS
 Combat 4 (Bladed +1)
 Espionage 2
 Medical 3 (Anatomy +1)
 Sciences 4 (Chemistry +1)
 Streetwise 2
TRAITS
 Weapon Expert (Bladed +2)
 Specialist (Chemistry +2)
ABILITIES
 (Sacrificed for +2 XN) 
EQUIPMENT
 Medkit
 Knife
 Chemistry Set
 Compuband
 DNA Scanner
 Virtual Book

 Attack with Bladed Weapon +7
 Sciences (Chemistry) rolls +7

 Science has always been the key to finding the 
answer to all of life’s problems. This is what you learned in 
school, and this is what you have taken with you into your 
professional life. If science can’t find the answer, what can? 
Religion? How can that mystical hokum provide us with 
answers to all our questions when the religious system is 
so fractured they can’t always keep their own from going 
rogue? No, the answers have to lie in science. It’s obvious.
 There are planets with a shortage of water, and 
there are billions of people in the world. When Appertine 
provided us with her chemical formula to convert amino 
acids in blood into water - pure water - she unknowingly 
developed an entire industry. 
 Some call you a killer. The more creative ones think 
you to be a grave robber. But you know the truth. You are a 
scientist, pure and simple. What good is blood in the veins 
of a dead body; they aren’t doing anything with it? Why 
not drain it out and convert it so it can be put to good use? 
Makes sense, doesn’t it?
 You have to keep your skill up with the blade in 
order to do your job effectively. After all, you have to cut 
into the flesh to drain the blood out. It’s a tool, just like a 
microscope and a petrie dish. It’s not a weapon.
 Unfortunately, there have been others of your craft 
that went a little far in their pursuit for blood. That was 
them. Not every alchemist has the same mentality. True, 
we all see blood as the sacred element in our craft, and it’s 
not like blood grows on trees. But it can be seen as a rare 
element or widely available.
 It all depends on your point of view.



Hybrid Gypsy 
 
ATTRIBUTES
 Perceptual 4 (Sight +1)
 Physical 2
 Spiritual 4 (Will power +1)
SKILLS
 Cultures 2
 Espionage 3 (Stealth +1)
 Leisure 1
 Persuasion 4 (Oratory +1)
 Streetwise 2
 Thievery 3 (Pick pocket +1)
TRAITS
 Fast Reflexes +2
 Specialist (Oratory +2)
ABILITIES
 Divining (T)
 (sacrificed for +1 XN)
EQUIPMENT
 Clone Band
 Cooking Gear
 Cuble Tube
 Dharma Cards
 Dream Dice

 Pick Pocket attempt +4
 Oratory based Persuasion rolls +7

 The civilized life has never been too kind to you. 
You’ve always preferred to be able to carry all your world-
ly belongings in a bag on your back and sleep wherever 
you could find a place. Why bother with the trappings 
of possessions and homes when the worlds are shattered 
economically anyway? Why tie yourself down to one place 
when there are dozens waiting to be seen and explored? 
 You love to travel and experience the worlds for 
yourself. Reading about distant places and seeing them on 
a viewscreen just never did it for you, you had to be there 
to gaze upon the sky, to feel the wind against your skin. It 
was always the little things that affected you the most, the 
things you couldn’t read about a place that you wanted to 
know the most.
 You live the life of a traveler, a vagabond. You 
call nowhere in particular home, because you are home 
wherever you are. No place is too far away from you. Yes, 
you recognize geographic distance and understand how 
it works, but you know in your heart that you will visit 
every corner of the galaxy in your travels, and that thought 
makes you believe no single location is really all that far 
away from your current one. You travel for a living any-
way, so why should distance be a factor?
 In your travels, you pick up news, stories, informa-
tion and lovely little treasures from all across the galaxy. 
At any point in time, you may have a piece of information 
or a forgotten piece of equipment from any corner of the 
galaxy. It might be useful, it might just remind you of a 
story. Either way, it is a tangible part of your experiences, 
and thereby holds its own value to you.

Kallan Poison-Taster 
 
ATTRIBUTES
 Perceptual 3 (Smell +1)
 Physical 4 (Resistance +1)
 Spiritual 3 (Will power +1)
SKILLS
 Combat 3 (Bladed Weapon +1)
 Espionage 3 (Stealth +1)
 Medical 4 (Treatment +1)
 Mercantile 2
 Sciences 3 (Chemistry +1)
TRAITS
 Resilience
 Enhanced Sense (Smell +2)
 Weapon Expert (Bladed)
ABILITIES
 Immunity (T)
 Detoxify (T) 
EQUIPMENT
 DNA Scanner
 Compuband
 Medkit
 Small Bladed Weapon
 Random sampling of poisons

 Attack with Bladed Weapon +5
 Resist Toxins +6 +Invested XN

 You are best described as being an enigma incar-
nate. Bodyguard. Assassin. Medical doctor. Chemist. All in 
one and yet none of those things. The best term to describe 
you is the name of your profession alone, for Poison-Taster 
says it best.
 You work in the field of toxin detection, sampling 
food for VIPs before they indulge, identifying if their food 
has been tampered with in any way. To prepare for such 
a task, you’ve spent years subjecting yourself to small 
amounts of all known toxins in order to build up a varied 
amount of immunities to any and all toxins and poisons 
you could find. 
 This led to a body of work that is at best two-fold, 
and a blasphemous bastardization of science at it’s worst. 
Your study of toxins made you a master chemist, and your 
study of its affects on the living body gave you advanced 
medical knowledge. Now you use this knowledge as a 
bodyguard, keeping VIPs alive, or as an assassin, rifling 
through the same group of people you would normally 
protect, based on the needs of whoever was paying you for 
this job.
 It’s very possible you can protect a man on one job 
and be sent to kill him on another. No one ever said the life 
of a Poison-Taster was easy. But then again, you have been 
feeding yourself samples of poisons for years. If anything, 
you live on edge. You could die at any moment and it 
could entirely be self-inflicted. Why bother with social 
graces when everyone knows what you are and what you 
do?



Kallan Guardsman  
 
ATTRIBUTES
 Perceptual 4 (Observe +1)
 Physical 3 (Resistance +1)
 Spiritual 3 (Will power +1)
SKILLS
 Combat 4 (Hand Cannon +1)
 Cultures 2
 Law 4 (Parliament +1)
 Military 1
 Persuasion 2
 Streetwise 2
TRAITS 
 Weapon Expert (Pistols)  +2
 Geometric Combat
 Fast Reflexes
ABILITIES
 Muscle Manipulation (T)
 Memorize (T)
EQUIPMENT
 Hand Cannon
 Fitted Armor
 Flak Jacket
 Helmet
 Vision Goggles (+1 Hand Cannon)
 TUCK Unit
 Medkit
 Compuband

 Attack with Hand Cannon with goggles +8

 Those damnable Limthrakk boast of having the 
greatest military in the galaxy, but they do not have the 
only one. The Guardsman are the authority on all Parlia-
ment planets, knowing planet-wide jurisdiction on the 
ground and in the air, just not in orbit. Most leave Sybre 
District alone because that area is not important, and every-
one knows the Groon patrol it themselves, so why risk it 
when they are going to clean it up for you? 
 When on duty, you can requisition whatever 
equipment you need from HQ. Need some better armor? 
No problem. Need a different sidearm? There are plenty. 
Need some field equipment to investigate a crime? All in a 
day’s work. The only catch is you have to actually be on the 
clock to check these items out and you better return them 
once you are done. Those items are catalogued, and if you 
think you can get away with them, you are sadly mistaken. 
 Your other Guardsmen have formed a kind of 
brotherhood where they will always be there in a time of 
need. If someone is getting out of line and beating another 
Guardsman down, all the close ones come to help. There 
are few who can get away from the Guardsmen in their 
dreaded Gyrodons, or worse yet, the Metrodons that trans-
port Gyrodons from one location to another.
 One thing the Guardsmen have that the Armada 
will never have are Peacekeeper units, exodeck power 
armor used to fight the battles no one else can. 
 We are the last line of defense. Period. 

Kallan Enasun 
 
ATTRIBUTES
 Perceptual 4 (Sight +1)
 Physical 2
 Spiritual 4 (Resistance +1)
SKILLS
 Cultures 2
 Diplomacy 2
 Mathematics 4 (Probabilities +1)
 Persuasion 4 (Oratory +1)
 Sciences 3 (History +1)
TRAITS
 Specialist (Probabilities +2)
 Concentration +2
ABILITIES
 Memorize (T)
 Prophecy (T)
EQUIPMENT
 Sensory Receptor
 SIM Headset
 Compuband
 Cuble Tube
 Virtual Book

 Prophecy +7 +Invested XN
 Memorize +7 +Invested XN

 You have no love for the Korin’Gegaira, but 
thankfully they return the sentiment. They claim to receive 
visions from the Guardians as to what has or will happen, 
and you can do the same thing just by studying a people’s 
culture, their history and their way of life. The way a peo-
ple have lived is a hint as to how they will continue to live, 
and if you factor this in with their history, psychology and 
more than a healthy dose of probability, you have yourself 
a formula for predicting how these people will behave in 
the future.
 Factor in weather patterns, and you can forsee 
when tragedy is most likely to strike a given area. Look 
into their history to see how they have handled things like 
this before, and you can surmise how many will live, how 
many will die and even who is most likely to fall into each 
category.
 Wars can even be predicted, as well as who will 
stand on which side of victory when all is said and done.
 Don’t forget the easy ways to predict trends in 
technology and commerce in certain areas of the galaxy.
 In short, you have learned how to be a seer even 
though you are not Devout and would more than likely 
prefer to have nothing to do with them. They give their 
lives to teaching ideals from a bygone era. Your methods, 
your craft, are the future. Soon, everyone will know the 
Korin’Gegaira for the charlatans that they are, and you will 
continue on as you have done before.
 It’s not a guess. You’ve surmised this, along with a 
dozen other visions of the future, all divined through logic 
and reason, not some ill-conceived dream given to you by a 
non-existent Guardian.
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  BODY CHART
   Location  (2D6) Armor  Hits  
   Head 2t  1     2     X 
   Throat  3t  1     2     X
   Chest 4t  1     2     3     X 
   Abdomen  5t  1     2     3     X
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   Heart 11t  1     X 
   Optionplay 12t  Instant Kill

 KEY
 t  Quick kill option
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 r  Healing in Progress
 X  Useless, or severed
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                     LEVEL  TALLY
PERCEPTUAL              _______   ______
Emphasis _________________________________________
PHYSICAL              _______   ______
Emphasis _________________________________________
SPIRITUAL              _______   ______
Emphasis _________________________________________
COMBAT              _______   ______
Emphasis _________________________________________
COMPUTER              _______   ______
Emphasis _________________________________________
CULTURES              _______   ______
Emphasis _________________________________________
DIPLOMACY              _______   ______
Emphasis _________________________________________
ELECTRONICS              _______   ______
Emphasis _________________________________________
ENGINES              _______   ______
Emphasis _________________________________________
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Emphasis _________________________________________
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Emphasis _________________________________________
LEISURE              _______   ______
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MATHEMATICS              _______   ______
Emphasis _________________________________________
MEDICAL              _______   ______
Emphasis _________________________________________
MERCANTILE              _______   ______
Emphasis _________________________________________
MILITARY              _______   ______
Emphasis _________________________________________
NAVIGATION              _______   ______
Emphasis _________________________________________
PERSUASION              _______   ______
Emphasis _________________________________________
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Emphasis _________________________________________
STREETWISE              _______   ______
Emphasis _________________________________________
THEOLOGY              _______   ______
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Emphasis _________________________________________
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______________________________ __________
______________________________ __________
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______________________________ __________
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______________________________ __________
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WEAPONS  VOLLEY POWER
______________________________ __________
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MONEY _______________________ TRAYS ____

TRAITS   ABILITIES
__________________________ __________________
__________________________ __________________
__________________________ __________________
__________________________ __________________
__________________________ __________________
__________________________ __________________

Character creation process
Attributes and skills 20, 1 each 

(+1 in each attribute). 
Traits 4, 1 each. Abilities 2, 1 each. 

XN Base 15. Jinn Points 6.
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