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FOREWORD

THE TERM "SCIENCE-FICTION" HOLDS A DIFFERENT MEANING
for everyone. For some, it's a story where science and
technology play an integral role. For others, it's a view
into a possible future which may or may not come into
fruition. To yet others, it is a view into the core of who we
are as people and the role we play in the unfathomable
vastness of our universe. And for many, sci-fi means all of
these things and more.

From the writings of the ancient Greeks and the
Japanese, the grand tales of Middle Eastern composers,
the theories of Galileo and Copernicus, all the way to the
creations of Jules Verne, Mary Shelley, and H.G. Wells—all
of these amazing, yet unrelated ideas wove together into
a genre that brought a level of excitement and wonder
into the hearts and minds of each and every one of us.

More than anything else, great sci-fi invokes the
imagination and calls upon the mind to wander into an
extraordinary realm of alternate realities that carry a
feeling both fascinatingly strange yet hauntingly familiar.
"How does all this amazing tech work?" "When did all of this
happen?" "Where will we be in a thousand years?" "Who are
we... really?" "Why do we exist?" "Oh, no.. what have we
done?" The very nature of sci-fi revolves around questions
like these as we look into the future as a reflection of
humankind's own history.

Where sci-fi stretches the limits of your imagination,
so too does taking part in a roleplaying game. Playing
an RPG with others can create wonderful tales of
excitement, drama, and adventure, and leave you with
fun, fond memories that last for years on end. It's a
team effort in creating characters, worlds, and stories
filled with dangerous enemies, dramatic conflicts, and
fantastic discoveries. Today, this feeling has spread
throughout many forms of fandom and pop-culture.

Itis through these two fan-cultures that Esper Genesis
takes form. It takes an immensely diverse genre such as
sci-fi and melds its wonders into the fun, story-weaving
camaraderie that can only be found at a table with a
handful of dice and some fellow players. And what better
way to deliver such a combination than with the fifth
edition of the world's greatest roleplaying game?

That is the primary goal of EG: To create fun, fantastic,
and heroic science-fiction experiences while keeping that
same special feeling we've all had when weaving stories
once filled with dragons, elves, high magic, and deep
dungeons.

For fans of both sci-fi and RPGs, EG was built to bring
the experience of both without hampering one over
the other. Where almost all forms of fantasy carry very
similar roots, the realm of sci-fi is far broader, drawing
from an exponentially larger list of sources. For this
reason, we wanted to make EG as compatible as possible
with any other 5E based product out there. Space operas,
dystopian futures, terrifying aliens, giant robots, and
blaster-wielding knights can all find their places here.

The settings, rules, and character options provided in
this book are inspired by a variety sci-fi greats that draw
you in and immerse you into a whole new reality. Each
character you create in EG will not only be an archetype
for use in the game, but also an identity that defines what
intelligent life is in our galaxy, as well as what you imagine
they could become.

As you continue to play and familiarize yourself with
the system, you'll easily be able to let your imagination
run free, developing your own version of an epic setting
filled with daring adventure, intriguing personalities, and
technological wonders.

Lastly, EG is built within our universe, one that
simultaneously contains our day-to-day existence along
with unknown mysteries that await our discovery for
millennia to come. As such, the setting can be as intimate
or infinite as you wish to make it.

In this game, you decide what mysteries the universe
can bring, and what fates they hold for the people of
the Silrayne Arc and the worlds beyond. Use these tools,
make them yours, and forge a universe of marvels that
bears the heart of what science-fiction means to you.

Rich Lescouflair
April 2018



INTRODUCTION

The EsPeR GENESIS ROLEPLAYING GAME is about creating
and telling stories and adventures in an epic science-fiction
setting. Using this product as a guideline, Esper Genesis
(EG) is a game driven by the power of imagination. A group
of players share the imagery of fantastic sci-fi locations
such as an alien landscape or a starship blasting off into
deep space, and imagine the events and decisions that
explorers would experience within those scenes.

When those scenes are presented, the decisions and
actions of the players shape and determine the events
that follow. Dice are often rolled to determine the
outcome of some of those decisions, whether it be
performing an emergency mechanical repair, conning
their way into a secure barracks, or determining if they hit
or missed an enemy they’ve attacked with their weapon.
By providing a limitless number of decisions while using
dice to finalize the outcome, the story is able to branch
out into an infinite number of directions.

Every Esper GeNEsis (EG) game requires one of the players
to be the Game Master (GM), who referees the game
and narrates the story. Each remaining player creates a
character, a persona used to participate in the game’s
scenario. Several characters band together to form a
squad (also referred to as a group or party) allowing
them to join forces while exploring a strange alien world
or surviving against a powerful adversary.

The GM creates and presents a scenario (often called
an adventure) for the rest of the players while managing

the outcomes of what the players decide they would like
to do. Do they choose to venture into the abandoned
space station? Make an evasive maneuver to avoid the
enemy battleship? Perhaps they decide to remove the
data card that may or may not activate the ship’s security
drones.

Based on these decisions, as well as the dice rolls that
may be required, the GM determines the results and
tells the players what happens next. Since imagination is
the only limitation, any scenario can be improvised and
played through with exciting and unforeseen outcomes.

The Esper GENEsis game ends only when the players

wish it to end. A group can play through any number of
adventure scenarios that can be run either individually
or as an ongoing storyline commonly called a campaign.
As the campaign grows, so do the characters. They gain
more skills, amass more resources and materials, and
develop their personal stories as much as they progress
the main storyline overall.

There are no winners or losers in Esper GENEsis. The goal
of the game is for the players and GM to work together
to create an amazing tale filled with awesome sci-fi
adventures, battles, discoveries, and tides of change. As
the story progresses, each character grows and follows
their path toward becoming an epic sci-fi legend.

Most importantly, the main goal of all involved is to
have a good time. Regardless of whether the characters
succeed or fail, survive or perish, or run out of time
before completion, the game is successful so long as
everyone had a fun and enjoyable time playing.



The universe is vast, varied, and filled with an infinite
number of peoples, cultures, and traditions. EG can be
adapted to fit any of these. Futuristic technology, alien
cultures, spacefaring vessels, robots, and high-tech
gadgets are just some of the things that can be found in
EG’s vast universe.

Your GM may choose to set their adventures within the
Silrayne Arc, they may choose to make up their own, or
they may even modify the existing setting to fit their own
style. Regardless of what the GM chooses to do, they are
the final authority on the campaign setting as well as any
specialized rules used within.

Because there are an unlimited number of worlds to
explore, EG can be adapted to the existing multiverse
of other settings that also make use of the 5th Edition
rules system. Though EG’s core setting is the Silrayne Arc
galaxy, worlds of heroic fantasy, modern horror, or myth
and magic can always be found in the infinite expanse.

Within the arm of planetary systems known as the
Silrayne Arc, the myriad races continue to strive as they
live amongst each other. Throughout this amalgam of
planets, societies, and cultures, each have one thing in
common: the Crucibles.

No one knows where the Crucibles come from. They
are structures the size of small moons that are stationed
at various locations throughout the galaxies. They come
in various shapes, mostly polyhedrons or spheres, and
composed of a material that is both similar yet foreign to
every other known material in the universe. Inside each
Crucible is a core from which raw sorium is harvested.

Sorium is a form of energy that has been used over
generations to power ships, cities, items used in everyday
life, and can even be wielded by some to perform the

art of Channeling, a practice of warping the fabric of
reality to create extraordinary effects. Beings capable of
such feats have achieved Esper Genesis - a connection to
the universe that can be both amazing and dangerously
terrifying. It is a power many feel the people of the galaxy
are not ready to wield.

This discovery has altered the way of life for each and
every person living within these worlds. Cultures meld
and clash in an eternal dance as the planets learn to live
in a peaceful balance. Major centers of trade swirl within
the orbits of the central planets, comprising a variety
of cultures, each carving out their own niche within the
galaxy. At the heart of it all is Silrayne Prime, the heart
of the Sorium Accord. The homeworld is orbited by
The Bastion, a grand trade hub that houses the Grand
Conclave and their protectorate army.

The Silrayne Arc is a good starting point for any EG
game. Many of the concepts and backgrounds within
the setting directly fit in with the races and character
classes presented in these rules. But what if the rest of
your universe is completely different? Is the technology
primitive, or even more advanced? Are there more
Crucibles out there? If so, do they function the same way?
What sort of creatures exist beyond the known stars? The
GM can answer all of these questions and more.
Upcoming official EG products and adventures will also
contain additional rules and setting ideas which may be
used to expand the existing setting or be adapted to a
completely new one.



Esper Genesis uses the 5th Edition (5SE) rules. Every 5SE
game follows a basic flow detailed in the following steps:

1. The GM describes the setting and situation.

2. With the information they are given, the players tell
the GM what their intended actions are.

3. The GMrresolves the players’ actions and narrates
the results.

Here is an example of play as it unfolds:

GM: The transport lift opens into a large, musty
chamber. A large display screen takes up a majority
of the west wall. A small control panel is mounted
beneath the center of the screen. Both seem to be
dormant, with no visible power source. A 20-foot wide
blast door is in the center of the east wall. There are
several dark marks running along the metallic surface
of the door. There is no current source of light other
than your flashlights.

Angie (playing Ellsia): I’d like to examine the control
panel and see if it can be activated.

Omar (playing Toren): Dark marks? I’d like to
examine the door a little more. Maybe they’re scorch
marks?

GM: OK, Ellsia. Make a Computers skill check. Toren,
make an Investigation check.

Angie (rolls a d20): | got a Fifteen.
Omar (rolls a d20): A Seventeen here.

GM: Ellsia, you find the activation switch. The entire
chamber is illuminated from lighting panels along the
ceiling. The display powers on, showing a digital map
that appears to be in the outline of the space station.
A flashing red light marks your location.

Angie: Great! We have a map finally.

GM: Toren, the marks run ten feet diagonally along
the center of the door and appear to be made by
something that tore into the metal. There are four of
them in a row next to each other.

Omar: Uh, that sounds like a giant claw mark! Can |
see anything else on the door or around the marks?

GM: Make a Perception check.
Omar (rolls a d20): Hmm. An Eight. Not good.

GM: There doesn’t appear to be anything else
particular about the door or the marks.

Angie: Can | open the door using the control panel?
GM: Yes.

Omar: Wait! If that is a claw mark, there’s no telling
what’s behind there. | ready my autorifle just in case.

This example could be adapted to many different
situations in play. The players may instead find
themselves on the surface of a strange alien world, in the
underbelly of an enemy star cruiser, or having a drink with
a contact at the local bar.

The GM would then provide them with a different set
of circumstances and the players would have a new set of
decisions to make and tasks to complete. Some of these
may be easy or difficult, depending on what the players
wish to achieve. The GM then listens to each player and
determines the order in which to resolve their actions.

Often the resolution will require a die roll to determine
a result. For a character, this can be for anything from
negotiating a partnership to navigating their ship through
a debris field.

Where many games commonly make use of six-sided dice,
Esper GENEsIs uses a set of polyhedral dice, each with a
different number of sides or values. Sets of these dice can
be found in many game stores and book shops.

When the dice are referred to in game, they are defined
by the letter “d”, followed by the number of sides on that
given die. For example, an eight-sided die is referred to as
a “d8”, while the more commonly known six-sided die is
referred to as a “d6”.

Dice rolls are described with expressions such as
“3d4+3,” which means “roll three four-sided dice and
add 3”. The first number tells you how many dice to
roll, followed by the type of die to use (in this case, a
d4 as defined above). Any number after that indicates
a quantity that is added or subtracted from the result.
For example, if a roll of “3d4+3” is required, you might
roll three four-sided dice (3d4), resultingina 3, a 2, and
a 4 (atotal of 7). Then, you would add the “+3” to that
total, making the final result of your roll a 10.

Percentile dice (d%) work a little differently. You generate
a number between 1 and 100 by rolling two different ten-
sided dice. One (designated before you roll) is the tens
digit. The other is the ones digit. For example, if you roll
both ten-sided dice and the result of the first dieis a 6
and the second die results in a 4, you have rolled a 64. If
both dice resultin Os, that equals a roll of 100.

Sometimes a special ability or power tells you that you
have advantage or disadvantage on an ability check, a
saving throw, or an attack roll. When that happens, you
roll a second d20 when you make the roll. Use the higher
of the two rolls if you have advantage, and use the lower
roll if you have disadvantage. For example, if you have
disadvantage and roll a 17 and a 5, you use the 5. If you
instead have advantage and roll those numbers, you use
the 17.

More detailed rules for advantage and disadvantage are
presented in chapter 7.



There are certain circumstances where a statistic or the
results of a die roll may be halved or divided. In general,
unless stated specifically, whenever a number in the game
is divided to where you wind up with a fraction, round
down, even if the fraction is one-half or larger.

In the previous example of play, the two players were
required to roll dice to determine the results of their
actions. In cases where the outcome of a character’s
actions is uncertain, this is most often resolved with
the use of the twenty-sided die (d20) to determine if
the action succeeds or fails. This is accomplished by the
following method:

1. Rollad20.
2. Add any relevant modifiers.
3. Compare the result to a target number.

If the result equals or exceeds the target number, your
character succeeds. If the result is lower than the target
number, you fail. This process is the basis for resolving
most tasks in any game that uses the 5th Edition (SE)
rules system.

Each character and creature (whether organic or
inorganic) in the game has characteristics defined by six
ability scores. They are Strength, Dexterity, Constitution,
Intelligence, Wisdom, and Charisma. Each one of these
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scores, depending on their value, generates an ability
modifier. This modifier is a part of nearly every d20
check made in the game.

There are three main rolls in the game that make use
of the d20 roll: ability checks, attack rolls, and saving
throws. All of these are affected by ability modifiers
as well as other modifiers such as a talent, skill, class
feature, or situational factor that may give an additional
bonus or penalty.

The target number for ability checks and saving
throws is called a Difficulty Class (DC), and is
often determined by the Game Master. The
target number for attack rolls is called Armor
Class (AC), which is determined by a target’s
defensive capability. Use of d20 rolls and _
modifiers are fully detailed in chapter 7, Ay
“Using Ability Scores.” 4




Adventures make up the heart of the story in every Esper
Genesis game. Each one tells a tale from start to finish
and may connect to other adventures that follow the
same storyline. In each adventure, a group of characters
deal with a particular set of scenarios where they must
use their abilities and skills to complete specific tasks and
overcome obstacles.

As each character is unique, the group must decide how
to balance each of their characters’ abilities, strengths,
and weaknesses effectively in order to complete each
adventure. As they advance through these adventures,
characters gain experience which they use to improve and
increase their abilities, skills, and features, allowing them
to face even greater tasks and challenges.

An adventure can be created by the Game Master or
be a pre-written purchased adventure module. Either
way, the GM modifies and adjusts the adventure to suit
the needs of their particular game, creating a rich and
exciting environment for the players to explore. This
environment is filled with a multitude of locations to
explore and personalities for the characters to interact
with. An adventure’s cast of characters is made up of
two types of characters. The first are characters created
by players, also known as player characters (PC). Any
characters in the adventure not controlled by a player
is called a non-player character (NPC), and is instead
controlled by the Game Master.

As they progress through adventures, characters
encounter a variety of scenarios filled with alien wonders,
deadly threats, advanced technologies and hidden
mysteries. Each of these must be dealt with by the
characters in whatever they deem to be the best method.
In some situations, the characters may have to bargain
with a shrewd dealer for a rare ship part. Other times, it
may be prudent to kill or capture a foe or solve a complex
puzzle that gives them a lead to their next location. All of
these events are set within the vast galaxy through which
they choose their path of travel.

Any number of adventures can be played, as the
game only ends when the players wish it to. They could
play through a short adventure with only a handful of
encounters that may last only a single game session. A
longer adventure can involve anywhere from dozens to
hundreds of encounters, challenges, and social scenarios
that take a multitude of game sessions to reach the end.
The end of an adventure is usually marked by the point
where the characters have completed their chosen tasks
and are ready for some rest and relaxation before the
start of their next journey.

A multitude of adventures can be strung together into
an even longer storyline called a campaign, very much like
multiple episodes put together to make up an entire TV
series. These campaigns can have any number of breaks in
between adventures, providing a lot of variety for different
types of stories and locations in which to set them.

Many adventures contain different aspects of play.
Although the kinds of things that can happen in
adventures are near limitless, almost all can be classified
into three primary categories.

Exploration involves the characters navigating through
the many different areas presented within the adventure,
and the different interactions they are likely to have
with their surrounding environment. These situations
are resolved by the players deciding their course of
action within an area and the GM presenting them
with the results of their choices. An example could be a
scenario where the characters must travel through an
uncharted wasteland or find their way out of a maze of
underground passages, interacting with different puzzles
and obstacles along the way.

Social Interaction relates to events in which the
characters must interact with other personas in order
to accomplish their tasks. This could be anything from
interrogating a captured spy, to trying to get directions
from one of the city’s locals, to trying to deceive a
security patrol while wearing stolen uniforms.

Combat deals with the many scenarios in which the
characters attempt to defeat an adversary or group
of foes in physical conflict. This involves exchanges of
gunfire, hand-to hand maneuvers, esper powers, and
tactical positioning between the characters and other
threats. Combat is resolved in turns, each of which is
filled with a variety of possible outcomes. Even in the thick
of battle, social interaction may play a role and even some
exploration if there are things within the environment that
can be used or interacted with during a fight. (Refer to
chapter 9 for rules on resolving combat encounters.)

A fun and well-designed adventure often includes all
three aspects in any combination. Some adventures will
have more of one particular aspect over another. Some of
the best campaigns have multiple adventures, each with
their own focus on one or two of these aspects.




Scattered across the galaxies, the Crucibles are remnants

of an age that predates any in known history. Often the
size of small moons, no Crucible is identical to another,
but they do share similarities. Each one is generally
spherical. Their surfaces are most often metallic in
appearance but feel organic in texture. Dormant since a
bygone age, the first few began to activate within the last
thousand years, forever changing the galaxy and the lives
of all its inhabitants.

Below the surface, there are long branches of tunnels
leading into the core, where a material only known as
sorium can be harvested. Sorium is a material without
classification. Its chemical makeup constantly shifts, can
be identified as any element, and can be made to change
molecular states with focus and concentration. The
primary aspect of sorium is as a source of raw energy that
may be used to power any device adapted to function
with it. Anything from a light fixture to a battle cruiser
may use it as a power source.

After generations of harvesting sorium, beings began to
exhibit extraordinary abilities. Earth, Fire, Wind, Water,
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Space, Time, and Gravity - all these forces of creation
became visible and malleable to those able to channel
this power through themselves. These beings became
linked to the Crucibles, almost able to commune with
them in a language no other being could comprehend.
They are known throughout the galaxy as the Espers.

Each person is affected differently when they achieve
Esper Genesis. Depending on their origin or race, the
process may even directly affect them both physically and
psychologically. Some are able to channel the energies
directly through their bodies, where others use sorium
implants or devices to wield their powers.

Regardless of how they are connected to this setting,
every player character is gifted with rare abilities and
empowered with the will to shape their own destiny as
well as the destiny of all those with whom their paths
may cross. They are also the chosen few who can stand
vigilant against the many galactic threats that strike
fear into the hearts of those across the great expanse.
The galaxy calls for those who would change the fate of
worlds. Will you decide who they will be, and if so, what
they will become?




To pLAY AN EsPER GENESIS GAME, THE FIRST THING YOU NEED
to do is create your own character. This character is a
representation of a persona that you imagine and design
to take part in the setting. You construct this persona
from the ground up, creating their origin, personality,
and backstory. These are combined with the game
statistics that define how the character interacts with the
rest of the universe.

The following steps are here to help you easily design
and build a character which you can use in any Esper
Genesis adventure or scenario. Some of these steps
also refer to a corresponding chapter which more fully
explains all of the available options.

All of your character’s information is recorded on
a character sheet, which is also used to track the
character’s skills, modifiers, abilities, and advancements
in play. Make sure you have a character sheet ready when
you begin building your character.

1. CREATE A CONCEPT

When creating a character, the first thing to consider
is the type of persona you are looking to create. Is
your character a heroic warrior, a cunning specialist, a
resourceful engineer, or an energy shaping melder?
Taking it a step further, perhaps your specialist is a
trained agent who is practiced in the use of high-tech
gadgets and tools, or your technician is a whiz mechanic
who focuses on operating machines and drones. Is your
warrior a sharpshooting pistoleer or a heavily armored
commando? Is your character human? Maybe you would
prefer to be a genetically enhanced promethean or a
spiritually awakened eldori ? Take a look at the available
races and classes for examples to use to create your
persona.
You should also consider who your
character is personally and what makes
them tick. What kind of person are they?
Where do they come from? What are
their goals? You don’t have to answer
all of these questions specifically.
You may have different questions
in mind. The more complete
your concept, the easier it is
to build your character. If
you are unsure where to
begin, examine the options
available in the next few
steps and use those to work
your way back to this one.

1. CHARACTER CREATION FF

2. CHOOSE A RACE

There are many different forms of life in the universe,
defined into a variety of species. Choosing your
character’s race establishes a large part of their physical
appearance, as well as the specific traits that represent
the race’s cultural and hereditary characteristics.

Amongst the Espers, there are nine prominent races
with the ability to wield a Crucible’s power. Each of these
races have their own variants classified as subraces.

Choosing a race grants your character access to
proficiency in certain skills and gear, enhanced
senses such as the ability to see in low-light and
infrared spectrums, as well as other special
abilities unique to that particular race. Each
race also modifies your character’s ability
scores, which will be covered separately
when you reach Step 4.

Take a look at each race and keep in
mind that some may be better attuned
to certain character classes as well.

A lunar eldori’s traits would be

extremely useful to a Melder, while

a fire-blooded promethean might

be well suited to the warrior or |
specialist class.

Each race is covered in detail
in Chapter 2. Make sure to
record all of your race’s
benefits and modifiers on
your character sheet.




3. CHOOSE A CLASS

Every player character in Esper Genesis is considered

an esper, each one belonging to a particular class. Your
choice of class grants you a multitude of skills and
abilities known as class features. These abilities define
the different things your character can do, the tactics
you employ in any given scenario, and the unique way in
which you channel your esper powers.

Each class is covered in detail in Chapter 3. Your character
starts out at st level in that character class. Record your
level, bonuses, proficiencies, and features provided by your
class at 1st level onto your character sheet.

LEVELS AND ADVANCEMENT

Unless your GM allows otherwise, your character will
usually start at Tst level, marking you as a fledgling
pioneer in the universe, just beginning to understand
how to control and master your abilities. Those more
accustomed to playing the game may choose to start
their characters at higher levels. If this is the case, please
adjust your class features accordingly.

As you complete missions and overcome obstacles,
your character will earn experience points (XP). Once
you attain a certain amount of XP, your character will
gain a level of experience, opening new benefits and
options for that class. Each additional level requires a
greater amount of XP. If you are starting at a higher level,
make sure you record the minimum XP amount required
for that level on your sheet.

ProFICIENCY BONUS

Each class will have a proficiency bonus which is listed on
the table in your class description. A 1st level character,
regardless of class, starts with a proficiency bonus of

+2. This bonus applies to a broad number of things your
character does in which they are considered proficient.
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Examples of proficiency where the bonus would apply

would be:

* Ability checks with skills or tools in which you are
proficient

* Attack rolls with weapons or weapon types in which
you are proficient

* Attack rolls made with your esper powers
* Saving throws in which you are proficient
* Saving throw DCs required to resist your esper powers

Your weapon and saving throw proficiencies are
determined by your class. Your class also defines some
of your skill and tool proficiencies. Your race and
background may also provide you with additional
proficiencies.

Mark the proficiencies provided by your race and class
onto your character sheet. For skills and saving throws,
you should see a circle next to each entry on your sheet.
Fill in that circle if you are proficient in any of these as a
note for when you are finalizing your character.

Hit PoinTs AND HiT Dice

Every character has hit points (hp), which defines

their toughness and survivability when in combat or
other threatening situations. Your character’s hit dice
determines how many hit points your character has. The
type of hit dice you have is defined by your class.

A 1st level character starts with 1 hit die. Refer to your
class for the type of hit die you have. Your character
starts with a number of hit points equal to the maximum
number available on your hit die. For example, an
Engineer, who uses a d8 for their hit die, automatically
starts out with 8 hit points. This amount is referred to
as your hit point maximum. You may gain an increase to
your maximum hp depending on your ability scores. This
will be covered in the Step 4.




As noted in the earlier introduction, every character has
physical and mental characteristics defined by six ability
scores. Each of these numbers defines much of what your
character is capable of, represented by the bonus granted
by each score.

Refer to the list below for a quick definition of the
scores, what they represent, and to which classes or
character types that would find them most useful.

* Strength. Represents brawn, physical power, and
athleticism. Useful for Warriors and Sentinels.

* Dexterity. Represents reflexes and agility. Useful for the
Hunter and Specialist classes.

* Constitution. Represents health and physical stamina.
Useful for all characters.

* Intelligence. Represents analytical ability, memory, and
mental aptitude. Useful for Cybermancers and Melders.

* Wisdom. Represents intuition, judgment, and mental
fortitude. Useful for the Engineer and Hunter classes.

* Charisma. Represents self-confidence, grace,
commanding presence, social graces. Useful for Adepts
and Sentinels.

There are two commonly used methods for generating
ability scores.

This method allows you to randomly generate your ability
scores. Roll four six-sided dice (4d6). Add together the
three highest dice and record that number onto a sheet
of scratch or note paper. Repeat this step five times until
you have a total of six numbers. If you would rather not
roll dice and opt for a speedy average, you can use the
following numbers instead: 15, 14, 13, 12, 10, 8.

This method allows you to build your ability scores
individually from the bottom up. You start out with six
scores, each with a value of 8.

You then have 27 points which you may spend to
increase those six scores. The point cost to increase each
score is listed on the following table. These costs are not
cumulative. For example, raising a score from 8 to 11
costs 3 points, while instead raising it to 14 would cost
7 points. You can also choose to leave the score at 8 by
spending no points.

Do this for each of your six scores. Using this method,
your base scores will range anywhere from 8 to 15 before
modifiers are applied from your race.

ABILITY Score PoInT CosT

Score Cost Score Cost
8 0 12 4
9 1 13 5
10 2 14 7
11 3 15 9

Regardless which method you choose, assign each of your
six numbers to an ability as desired. Remember to keep
your class and character concept in mind when doing so.
After that is done, apply the ability score bonuses provided
by your race to determine your final scores.

After assigning and adjusting your ability scores, use
the Ability Scores and Modifiers table to determine your
ability modifiers. Record each modifier on your sheet
next to the corresponding ability score. These modifiers
will be referred to often when making ability checks
as well as when calculating your character’s skills and
benefits. Ability modifiers are covered in detail in chapter
7, “Using Ability Scores”.

In addition, pay attention to your Constitution ability
modifier. Since you already calculated your hit points,
apply your constitution modifier to your hit point
maximum.

ABILITY SCORES AND MODIFIERS

Score Modifier Score Modifier
1 -5 16-17 +3
2-3 -4 18-19 +4
4-5 -3 20-21 +5
6-7 -2 22-23 +6
8-9 -1 24-25 +7
10-11 0 26-27 +8
12-13 +1 28-29 +9
14-15 +2 30 +10

Now it’s time to define your character’s background,
which describes their origin, what their personality may
be like, as well as what they did with their lives before
they became an esper.

Along with your background, select a Personality Trait.
An ideal is something that you believe in strongly. Your
character’s bond is something or someone that they hold
dear above all else. Each personality also has a flaw, a
vice or weakness in your personality that may be exploited
at some point. Note all of these onto your character
sheet, along with the skill proficiencies and benefits that
come with your background.

Your character’s alignment reflects their moral and
personal attitudes. It is a combination of a level of moral
principles (good, evil, or neutral) and your societal view in
terms of order and regulation (lawful, chaotic, or neutral).

Each alignment represents a broad range of personality
and should be used as a tool for developing your
character’s identity. It is not a restriction or to be used as
a way to limit how you wish to play your character. There
are nine different alignments, each described in detail in
chapter 4.



DEsScRIBING YOUR CHARACTER

Lastly, if you haven’t already done so, give your character
a name and flesh out their general appearance. Use your
racial description and ability scores to guide you with
putting it all together. A character with a high Strength
will likely be large or muscular, whereas their constitution
would define how healthy or sickly they appear. A high
Charisma would give them a commanding presence or a
charming smile where a character with a low Charisma
can come off as either brash or extremely shy.

6. SELECT YOUR EQUIPMENT

Your starting equipment is determined by your class and
background. Refer to these for your weapons, armor,
and gear. Make your selections and record these onto
your character sheet. All of these items are detailed in
Equipment section of CHAPTER 5. The same section also
contains a wide variety of additional gear and equipment,
as well as their costs for purchasing them.
Alternatively, you may choose to not take the
starting equipment and purchase your own with a
starting amount of money determined by your
character class. Refer to “Starting Money” in
Chapter 5.

WEAPON MODIFIERS

List each weapon your character
wields on your sheet and calculate
the modifiers for when you attack
with the weapon as well as the
damage you deal when your attack
roll succeeds.
To make an attack with your
weapon, you roll a d20,
add the appropriate ability
modifier, and then add your
proficiency bonus if you are
proficient in that weapon.
Melee weapons such as
blades, clubs, and staves, use
your Strength modifier for
attack and damage rolls.
Ranged weapons such as
guns, grenades, and shuriken,
use your Dexterity modifier
for attack and damage rolls.
There are some melee
weapons that can also
be thrown. There are
also some that have the
“finesse” property which
allows you to use your
Dexterity modifier for
attacks instead. These
properties are specific to
those weapons and are
covered in the Equipment
section of Chapter 5.

ARMOR CLASS

Armor Class (AC) is a value which reflects how well
your character can defend themselves in combat. Itis

a combination of your Dexterity modifier, your armor,
and special modifiers that may come from gear or esper
powers. Without any gear, your character’s base AC is
equal to 10 + their Dexterity modifier.

Your character may also have armor and gear defined
by your character class which provides additional
protection as long as your character is proficient in the
armor they are wearing. Take note of the AC bonuses
granted by your character’s armor or protective gear
and calculate your total AC using the rules provided in
Chapter 5.




By now, you should have most of the vital information
filled out on your sheet. Make sure you’ve included all
of your character’s personal information, appearance,
traits, history, etc.

In addition, now that your character’s race, class, and
background have all been established, you may record
some character attributes that gain bonuses from all
three.

Each skill on your character sheet has a corresponding
ability modifier. For example, Astrophysics uses

the Intelligence modifier while Mechanics uses the
Wisdom modifier. Record these modifiers next to the
corresponding skill as they will be used for all of your skill
checks.

For skills in which you are proficient, defined by
benefits from your race, class, or background, you will
also add your proficiency bonus to the ability modifier
for those skills. So, a 1st level character with a 16
Dexterity who is proficient in the Stealth skill would add
their +2 proficiency bonus to their +3 Dexterity modifier
for a total skill bonus of +5 to their roll whenever they
make use of that skill.

Itis important to remember that even though you may
not be proficientin a skill, it does not mean you can’t use
the skill. Each skill is possessed by every Esper Genesis
character. Being proficient reflects your character’s
extensive practice or aptitude in using a skill.

Your character’s Passive Perception is equal to 10
+ your Perception skill bonus. Use of passive skills is
covered in detail in Chapter 7.

Like skills, saving throws each have their corresponding
ability modifier. Record each one, adding your
proficiency bonus for the saves in which you are
proficient as defined by your character class.

Your character’s burst save reflects their ability to avoid
taking damage from the burst fire property of automatic
weapons. Unless modified by your class or equipment,
itis equal to your character’s Dexterity saving throw
bonus.

Go through your sheet one last time until you are
satisfied. Your GM can also help you if there is anything
you may have missed or are unsure about. Once done,
your character is ready to take on the mysteries and
wonders of the universe and beyond. Adventure awaits!

As your character goes on adventures and overcomes
challenges, he or she gains experience, represented by
experience points. A character who reaches a specified
experience point total advances in capability. This
advancement is called gaining a level.

When your character gains a level, his or her class
often grants additional features, as detailed in the class
description. Some of these features allow you to increase
your ability scores, either increasing two scores by 1 each
or increasing one score by 2. You can’t increase an ability
score above 20. In addition, every character’s proficiency
bonus increases at certain levels.

Each time you gain a level, you gain 1 additional Hit
Die. Roll that Hit Die, add your Constitution modifier to
the roll, and add the total to your hit point maximum.
Alternatively, you can use the fixed value shown in your
class entry, which is the average result of the die roll
(rounded up).

When your Constitution modifier increases by 1, your
hit point maximum increases by 1 for each level you have
attained. For example, if your 7th level engineer has a
Constitution score of 17, when they reach 8th level, they
increase their Constitution score from 17 to 18, thus
increasing their Constitution modifier from +3 to +4.
Their hit point maximum then increases by 8.

The Character Advancement table summarizes the XP
you need to advance in levels from level 1 through level
10, and the proficiency bonus for a character of that
level. Consult the information in your character’s class
description to see what other improvements you gain at
each level.

As characters advance, their character level also falls into
one of four tiers of play—a general description of how
the play experience changes as the characters gain in
experience and power.

This first tier covers character levels 1-4. In this tier,
characters are still novices when it comes to their
character class. They are only just beginning to learn the
extent of their powers and abilities that eventually come
to define them with practice and experience.

In this tier, a warrior learns what type of combatant
they are, while a melder learns which energies they
channel best and a hunter chooses which techniques to
apply to their art.



CHARACTER ADVANCEMENT
Once characters reach levels 5-10, they begin to settle

) - ; Experience Points Level Proficiency Bonus
into the primary role of their character class. Characters
gain access to more powerful talents and techniques g L e
while others become more skilled in their martial 300 2 +2
capabilities, such as gaining multiple attacks per combat 900 3 +2
round. Such characters are usually called upon to defend 5= a 5
against forces that threaten entire cities or colonies. :
6,500 5 +3
. . 14,000 6 +3
In this tier, characters of levels 11-16 have attained
I 23,000 7 +3
capabilities that put them a step above most other
espers. Talent wielding espers gain the ability to 34,000 8 +3
masterfully control universal forces in ways that 48,000 9 +4
transcend most mundane technological methods, while 64,000 10 +4
more combat oriented characters have learned to apply
their skills in new and creative ways. These characters S 200 = e
are known to fearlessly explore new star systems or face 100,000 12 +4
threats that could potentially threaten an entire world. 120,000 13 +5
140,000 14 +5
The final tier focuses on characters of levels 17-20. These 165,000 15 +5
characters are the pinnacle of their class, becoming 195,000 16 =
galactic legends in their own right. These heroes (or
— 225,000 17 +6
villains) face events and threats that change the course of
multiple star systems or those that carry even beyond the 265,000 18 +6
scope of the galaxy or even the entire universe. 305,000 19 +6
355,000 20 +6
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THE LEGENUJ OF ARIA'S UWINTER

by Rich Lescouflair

Millennia before the rise of the second age, ancient spirits waged war with their own,
weaving together the delicate balance of our universe. Countless battles were fought, with
each individual striving to master the Crucibles to ensure their own survival and prosperity.

The Crucibles... comprised of unnatural elements, were capable of harnessing the very
energies that make up the universe itself, and binding them into forces of nature. Although
concerned with the safety of their homes, these ancient beings could not help but use the
power each had obtained to each of their own ends. Either to conquer or to protect, both
caused great harm to the flow of time and the nature of all things.

No one really knows what brought about the arrival of the Aria, or when she first
appeared. Only stories remain... a tale of how she cast off friend and foe, laying swift
punishment upon all her people, who by then sought little else but each other’s destruction.
The backlash of energy caused the last of the realm’s great extinctions and created the anti-
realm... an endless expanse known only as the Sorium. The spirits, soon perishing in prisons
forged of their own power, could no longer threaten the course of destiny or the will of the
Fates.

Those times are now long forgotten. History has given way to the modern age. The core
worlds flourish with technology and innovation. Industrialism and science, along with the
power harnessed from the crucibles, have created space-faring societies with bountiful
"ﬁ;"_' resources and capabilities.

But there is a theory, a warning left behind of tragedy befalling the newly reborn realm.

= The Sorium is merely a veil, separating us from a forces that could destroy the balance
et that was achieved at so great a cost. This message, the Aria's message, forewarns of a
destruction so vast it would surpass even the first great winter, that which brought about
end of the war. For now, the crucibles stand as monuments to a lost age, and a force for
peace across the galaxies. However, unless the Aria's warning is heeded, our kind may bring
y about the next great winter... and nothing we can do will stop it.

— Halfath, self-proclaimed scholar of Dendusar.... and resident crackpot....
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2. RACES

THE GALAXY IS MADE UP OF A MYRIAD OF WORLDS, EACH ONE
home to unique environments, cultures, and architecture.

On Cotanka, towering temple-like cities decorate the
natural landscape, each one representing the Primordial
Union of the Matokai. On the opposite side of the sun,
Silrayne Prime blends its glittering towers and roads with
the planet’s sentient flora in a mutually beneficial alliance.
The bright colors and sweet scents of its capital city, Shara
Balie, are a stark comparison to the dank, stench filled
conduit passages that lie beneath the city’s streets.

The people of the Silrayne Arc all live and thrive on
planets scattered through various sectors of space across
a major arm of the galaxy. Through advancements in
communications and space travel, the people of the Arc
have forged multicultural cities and sectors on many of
these planets, where each individual regardless of origin
can live and thrive.

Because of this centuries-old philosophy, the concept
of the alien is exceedingly rare, applying only to a race or
species not previously seen in the Arc. While each race
has its own culture and origin, there is general acceptance
for each other - although tensions can and do exist. For
instance, relations between the kesh and the ashenforged
are strained, while the eldori often find offense with the
overzealous nature of humankind.

and subspecies. The player races listed in this chapter

are amongst the prominent races of the Sorium Accord.

Additional tools and tables for creating random NPC i
(kspecies are provided in the Master Technician’s Guide. )

(DEFINING NPC RAcEs

The galaxy is home to thousands of galactic species
y

Though many races live within the Silrayne Arc, those
listed here are the most likely to achieve Esper Genesis
and attune to the energies of the Crucibles. They are also
the most likely to band together and form squads and
exploration parties.

Your choice of race is one of the largest steps toward
establishing your character’s identity. Many of the racial
traits and descriptions greatly affect your origin story,
personality, physical features, and customary practices.
Many of these carry on with your character throughout
their entire career and lifepath.

Your character’s race also directly affects their base
statistics - ability scores, skills, proficiencies, and other
attributes. Make sure you examine the traits of each
of the races and note the benefits they may provide in
conjunction with your character class.

Each race also has a section detailing some of the lore
and societal history which may serve as useful guidelines
toward developing your character’s personality and the
way they see the universe. Remember, however, that your
character is still a unique individual, whose awakening
to cosmic powers and far off worlds can mold their
personality just as much as where they came from.

Each race provides a list of traits that are most common
to members of that race. They are described as follows.

Your choice of race will increase one or more of your
character’s ability scores.

This will describe the average lifespan of a member of
the race as well as when they are considered to have
reached adulthood. You may choose to start at any age
within your lifespan. Though most espers awaken to
their powers somewhere in adulthood, there are still
many who did so at much earlier or later stages in life.

Though some races tend to adopt a particular alignment,
these are based off of society and are by no means
binding for player characters. Instead, they provide an
opportunity to explain why your character may have
either accepted or rejected portions of their people’s
common beliefs and practices.

Each race has a size category. The races provided in this
chapter are considered to be Medium, which includes all
creatures roughly 4 to 8 feet tall.

Your speed determines how far you can travel in a
particular time frame. It is most often used in land travel
and combat situations.

Due to your racial origins, your character can speak,
read, and write certain languages. Languages are covered
in more detail in Chapter 4.

Some races have subraces, defining the most common
differences amongst the members of the parent race.
Each subrace comes with specific traits that your
character gains in addition to the traits gained from the
parent race. It is not uncommon for some subraces to
form their own culture, such as the dynastic culture of the
Star Kesh explorers.



“WE GAVE THEM LIFE, SURE. BUT IT WAS NOT FOR ANY
SORT OF empathy nor any grand sense of purpose. We
were desperate, and through such desperation we
could not see that we were doing what we, as a
people, would never think of doing to ourselves. By
the time we realized what we had done, it was too
late to go back. So, in the end, instead of taking
credit for giving them life, we took pride in giving
them their lives back.”

— Halfath Ganric, dendus scholar

Given life with no soul, but imbued with purpose,
the ashenforged are one of the greatest achievements
since the discovery of the Crucibles. Though no longer
the war-bred union they once were, they have instead
become a symbol of advancement to their creators and
representatives of a larger purpose.

During the initial experiments within the cores of the
Crucibles, the dendus discovered the ability to imbue
artificial intelligence into a physical form. The brains,
and sometimes the organs and parts of the deceased
were placed into a bio-engineered shell, then modified
with sorium melding using an ash-colored substance that
collects on the crucible’s surface. The resulting forms were
mostly humanoid, but also carried various minor physical



traits depending on the lifeform’s former appearance.

Though the dendus could have created completely
artificial forms, using the brains and fragments of the
deceased, along with a biological form, provided them
with two unique advantages. First, even without the
specific memories of their past, an ashenforged adapts
quickly, able to recall small parts of its former self as if
it were muscle memory. The second, more interesting
discovery, is that they are able to attune themselves to
sorium and achieve Esper Genesis, the power to wield
and manipulate the forces of creation. The dendus do not
truly know why this is the case but they do hold multiple
theories, often argued within their circles.

Physically, though mostly humanoid, ashenforged carry
some of the minor physical traits of their former selves.
This could be anything from pointed/ridged ears, small
tails, or elongated fingers. All ashenforged have the same
grayish metallic colored skin with eyes that range between
metallic blues and purples.

Though a majority of the ashenforged have established
communities on Dendusar, a great many of them have
ventured out to find their own paths. They can be found
anywhere in the Silrayne Arc or even beyond, attempting
to integrate themselves into multiple aspects of society,
which they think is the best way to develop as a species.
Most ashenforged can be found on populated planets
as craftsmen, mechanics, or artisans. Those who stuck
to their roots in war can be found as mercenaries and
bodyguards.

Most have established clans based off of the origins of
their parentage. Each one bears markings on their skin
that the indicate the scientist or engineering guild from
which their clan was created. Some form unions and
create offspring with the help of the dendus. The new
generation can then be marked in the same manner of the
clan, or they can even bear marks of a union of two clans.
Historically, this is why many ashenforged surnames tend
to be very similar to those of the dendus.

During the decade long Nesieve Conflict, the dendus
allied with the eldori to prevent their destruction

at the hands of the ruthless lorendi invasion. The
ashenforged were created for the purpose of defense
against overwhelming odds. After the end of the conflict,
the dendus decided to continue their work, creating
ashenforged that would serve as emissaries, workers,
guards, and explorers. As a race of former slaves,

the dendus do not believe in forced servitude. Each
ashenforged is given a basic purpose from which they
decide their own path.

When ashenforged are created, they are given a given
an identification number. Upon reaching maturity, they
are given a name that signifies either the scientific guild
which created them or the dendus facility in which they
trained, the latter of which is usually a factory, lab, or
upon a Crucible. Their surname is always the clan name
of the eldest parent. The ashenforged have no gender
distinction when it comes to their names.

Many ashenforged keep their given names, while
there are those that make alterations to one more to



their liking, or change it completely to something more
befitting of their nature.

Sample Names: Armus, Botarva, Corrus, Deltrivas,
Exharlian, Hullvan, Lunarion, Medisi, Primis, Securali,
Solus, Sonarvi, Stellivan, Tielvin, Turmirion

Clan Names: Aelar, Bartuvo, Duadan, Ganros, Kolrom,
Maraval, Nystim, Shanralim, Tyngor, Verkast

As an ashenforged, you are gifted with a number of traits
that are imbued within you upon creation.

Ability Score Increase. Your Constitution score increases
by 2.

Age. Ashenforged mentally mature within the first five
years. Most often live another 40-50 years before their
body decays.

Alignment. Most ashenforged are lawful, raised with
their chosen path and purpose being priority above most
other things.

Size. An ashenforged’s height can vary, usually between
6 feet to 7.5 feet. Your size is Medium.

Speed. Your base walking speed is 30 feet.

Darkvision. As an ashenforged, you are gifted with the
ability to see well in dim and dark places. You can see in
dim light within 60 feet of you as if it were bright light,
and in darkness as if it were in dim light. You cannot
discern color in darkness, only shades of gray.

Resilience. You have advantage on saving throws against
poison and disease and you are resistant to poison
damage.

Artisan Training. You gain proficiency with one tool
of your choice from the following list: smith’s tools,
mechanics tools, cooking supplies, tailoring supplies.

Languages. You speak, read, and write Common,
Dendusi, and one other language of your choice.
Ashenforged often tend to quickly learn the language of
their former self.

Sub-type. The ashenforged are divided between two
primary types. Choose one of these.

As one of the Cerebral, you are inclined toward discovery
and perseverance from the many perils of the galaxy.
Many Cerebrals tend to travel far from home to learn and
grow into something greater.
Ability Score Increase. Your Wisdom score increases by 1.
Toughness. Your hit point maximum increases by 1 and
also increases by 1 each time you gain a level.

Built for physical feats, you are accustomed to arduous
tasks in harsh environments. Somatics tend to take a
large amount of pride in their accomplishments and
often tend toward protecting those of smaller stature.

Ability Score Increase. Your Strength score increases by 1.

Natural Armor. When you’re not wearing armor, your AC
is 12 + your Dexterity modifier. You can use natural armor
to determine your AC if the armor you wear would leave
you with a lower AC. A shield’s benefits apply as normal
while you use your natural armor.

In addition, you do not suffer the penalties to movement
or stealth checks associated with wearing medium or
heavy armor.




STORM QVER JENVER by Rich Lescouflair

Katavia had never heard of Winter, or at least never outside of her own imagination.
Today, the ashenforged soldier witnessed her first snowfall as it reached the edge of
the city compound. The few stories of beauty she had heard throughout her first few
years were of the starlit spires of Dendusar. Compared to the wonders she had seen in
this galaxy over the past few weeks, she wondered if it were possible to ever view her
homeworld the same way again.

“It's beautiful, isn't it?” Vesio's voice broke her silent reflection.

“I've never seen anything like it,” she replied. “Then again, | haven't seen much like
anything at all,” she added with a smirk. Vesio beamed a smile back at her, but she could
still see the hint of silent pity in his eyes. She didn't know how long she could stand it.

She powered on her hovercycle, her eyes falling upon the floating base in the distance.
Waves of dark, purplish energy rippled out from beneath the structure, extending outward
for nearly a mile. Its very presence tainted the snowy landscape, like an ink stain on the
purest of white silk. She couldn't help but look at her own life in comparison. Shaking her
thoughts away once again she asked, "Do you think they're still alive?”

Vesio nodded in earnest. “| wouldn’t doubt it for a minute,” he responded. “They're all far
too stubborn... and crazy. | already know from experience that’s exactly what you need to
survive in that place.” He suddenly grinned and added, “You worried about your little sister?
Or maybe the ever-so-studly Infinity Knight...?"

Katavia would never again regret the fact that she couldn’t blush. “If Lincoln is still alive,
then I'm sure my sister is too along with the rest of them.”

“Putting that much faith in the boy, huh?” the promethean chuckled. “I can already tell
you haven’t known him all that long.”

“Only two weeks,” she said. “In that short time though, he became my first true and real
friend. He helped me keep my sanity, and showed me something worth fighting for other
than vengeance. If not for him, | sure as hell wouldn't be here staring at your thin, pasty
face,” she said with a broad grin.

Vesio scoffed jokingly. “Now listen lady, I'll have you know that amongst my people,
| happen to be a fine specimen of =" his voice was drowned out by the sound of his
emergency beacon flashing. “That's the signal!” he shouted. “Engines on, folks!”

He heard the whooshing sounds of hoverbikes and assault vehicles powering their
engines. After a few moments, Vesio's eyes widened as he gazed upon the mass of black
metal constructs pouring from the Technobase, a wave of darkness that glided straight
toward the Denver border. Not long after, he could see the pockets of light opening at the
edge of the interstate, where dozens of flying combat drones poured through, following in
the wake of the constructs. The drones spread out into a strike pattern, raining streams of
missiles and plasma fire into the city's energy barrier. “I never thought I'd see this again,”
Vesio breathed.

“They don’t have enough to deal with this
them!”

“No!” Vesio shouted back. “They have their own support. Our fight is at the Technobase.
This planet was never my home, but | will not let the Technocracy take even one more of
my friends away again!” He turned to face the score of vehicles behind him. “We break
through the security field and across to the main ramp. Now is the time where we greet the
enemy at its doorstep, and show these metal-headed jerks whose galaxy this is! Fire on
anything in your path that is not one of ours. No mercy, people! Let's do this!!!”

® ®

® ®
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Katavia spoke frantically. “We have to help




“THEY ARE CONSIDERED TO BE ANCIENTS TO EVEN THE
OLDEST OF THE Spacefaring races, though you would
never know by their state of technological advancements.
It almost seems as if they are a people that had died and
been reborn in the wrong place and time.

Many times in my travels have | seen the ancient
structures of the belare. Barely worthy of being called
ruins, they are some of the beautiful sights I’ve seen in
my lifetime. What must they have been when these
places were in their time of greatest splendor? And if
they serve as an example of their people, perhaps such
beings could once have been as gods.”

— Phola Kalstrei, Eldori loremaster

There are few that can say they have visited

a modern day belare colony, though there are
ancient ruins scattered throughout the galaxy. These
grand, archaic structures are the only link between
the origins of the ancient species and those of the
rest of the spacefaring races.

The belare are a race of energy beings. Their bodies
are formed from a glowing radiance similar to the
energy generated by a star, but on a much smaller
scale. When looked upon, their radiant form takes
the shape of a stout humanoid merely a few feet
in height, but this form is less of a definition and
more of a form created by the belare themselves.
Their bodies generate a tremendous amount

of heat, and so when traveling away from

their colonies, they wear containment suits to
safely communicate and interact with their
spacefaring neighbors.



LosT LEGENDS

BELARE NAMES

The belare as a species are thousands of years old. Due
to this age only remnants of records still exist, mostly

in the form of ancient written texts and carvings. These
records describe the belare as the last of several powerful
spacefaring races, all long extinct. Some of the oldest

of their ruins are a mystery to the belare themselves. As
such, it’s a popular belief they may not have always been
the embodiment of the stars they are today.

Now in their modern era, the belare use these old
structures as meeting grounds and safeholds when
dealing with neighbors and allies. Some of the oldest
belare have their own records, some even memories, of
the lost days of their vast empire, but much of these have
amounted to no more than old tales and myths.

RULES OF CONTAINMENT

Due to their nature, belare are unable to interact with the
rest of the galaxy the way other races can. Contact with
other organisms disorients the belare physically and causes
severe damage to those around them. Each belare has
their own personalized bio-containment suit. It bears both
humanoid and robotic features, forged from a combination
of sorium and biosynthetic material. These suits are not
interchangable, being attuned to each belare’s specific
energy signature and fitted with an array of sensors. Each
suit also bears specific markings for identification.

A belare suit is an extension of their senses. They can
choose to disable their tactile senses, but such an action
limits their ability to channel their energies. As all belare
have innate talents, most choose to experience the
same vulnerabilities as other races in order to keep their
material connection to their environment intact.

Belare mate by combining their energies, their physiology
allowing them to create up to two offspring. As the belare
are genderless, such differences are not presented in any
of their names. Their given names are a combination of
the names of their parents, the oldest usually making up
the first part of the name. These combination names end
with “ia” for the firstborn, and “us” for the secondborn.
Belare who have offspring but take on the role of a sole
parent can sometimes provide a variation of their own
name instead.

Sample Names: Agomatus, Arrolus, Calivalus, Kanaria,
Ladrania, Larillia, Nuvellus, Prinaksus, Selrivia, Tunimia,

Vandalia
The belare are not as common in the Silrayne Arc as the I

other major races. They can be found in major cities and
space stations, but in more remote areas of the galaxy,
especially areas without access to the SIM (see Chapter
8), the belare are considered to be the stuff of legends.
Due to their uncommon nature and special circumstances

that can arise in-game, the use of belare as a player raceis (|
completely at the discretion of the GM.

BELARE TRAITS

R —

BELARE IN YOouR CAMPAIGN

As a belare, you have the following traits.

Ability Score Increase. Your Intelligence, Constitution,
and Charisma all increase by 1.

Age. Belare reach adulthood within 10 years. They live
to be close to 200, though the oldest belare claim to have
been alive for over a thousand years.



Alignment. Because they tend to keep themselves
impartial to outside affairs, belare tend to be neutral in
alignment, though many lean toward good in terms of
morality and respect for life.

Size. Physically, your form is amorphous, usually taking
the shape of a 3 to 4 foot humanoid. A belare suit is on
average about 7.5 feet tall. Your size is Medium.

Speed. Your base walking speed is 25 feet.

Infravision. You can see in dim light within 60 feet of
you as if it were bright light, and in darkness as if it were
in dim light. You cannot discern color in darkness, only
shades of gray. Also, only while in dim light or darkness,
you can choose to see and discern heat signatures within
a specified range through up to 5 feet of non-metallic
solid material.

Suit Resiliency. While wearing your containment suit,
you have advantage on saving throws against poison and
disease and you are resistant to poison damage.

Radiant Form. You have resistance to radiant damage.

Natural Defense. While you are not wearing any armor,
your Armor Class equals 10 + your Dexterity modifier +
your Constitution modifier. You can use a shield and still
gain this benefit. While wearing medium or heavy armor,
all of your Dexterity (Stealth) checks are made with a
disadvantage. Any class features that grant AC bonuses
due to being unarmored are ignored.

Artificial Body. You cannot be healed by esper powers or
items that have no effect on automatons and constructs.

In addition, you do not need to eat or sleep. You can
regain hit points normally during a short or long rest. In
addition, you gain the same benefit from 4 hours of rest
that a human does from 8 hours of sleep.

Esper Initiate. You gain use of the renew talent. Also, at
3rd level you can use the light beam talent once, after which
you must complete a long rest before you can use it again.
Constitution is your channeling ability for this talent.

At 6th level, your light beam talent upgrades to rank 3,
then to rank 4 at 11th level and rank 5 at 16th level.

Languages. You speak, read, and write Common and
Protean.

{BELARE CONTAINMENT SuITs x

The suits belare use when traveling are treated as their
physical bodies, subject to damage in the same manner
as any other character. The suits are extremely durable
and cannot be forced open without consent from the
belare attuned to it. If any part of a belare’s physical form
is exposed, the belare must make a DC 15 Constitution
saving throw or become poisoned (they can gain no benefit
to this roll from resistances or immunities). This effect lasts
until they use an action to close their containment suit at
spend least 10 minutes within it while fully enclosed.

In addition, a creature that begins its turn within 5 feet
of a belare’s exposed form takes 1d6 radiant damage. This ¢
has no effect on other belare. )




THE WALL by Christopher Robin Negelein

Vandalia's glowing sword swung in a graceful, deadly arc. The radiant energies sliced through the
aluphax pirate. Despite its armor and thick muscles, the enemy roared, falling to his knees.

One down, yet many more were lining up in the hallway. Others would have taken a deep breath before
facing so such foes but Vandalia's energy form pulsed steadily within the exosuit while the respirators
breathed sedately.

Vandalia gripped the sword tight in one servomotored hand. “The waves crash, the dam holds.”

The aluphax Weapon Master of the Congueror’s Blood spit on the metal grating which was a poor
substitute for a floor. “You will die today, godling! | swear it!”

“This is something | need to do, honored ones,” a much younger Vandalia said. “There are voices. They
speak of destiny. They speak of justice.”
b Protecting a locked hatch, Vandalia slid into the solar wind stance in preparation for the oncoming
!
|

horde of aluphax. They charged simultaneously, confident their target would crumple under their
weapons, armor and packed bodies.

One parent, Dalvia, broadcast anxiousness. “How long do we three have?”

Vandalia sent excitement. “Soon. The callings become stronger every day!”
| The other parent, Vandius, emanated resignation. “We should prepare you to survive beyond our home.”
Vandalia was no ordinary target. The sentinel sword flashed like sparks with the expert jabs and slices.

Blood flew and aluphax faces twisted from fury to pain. “If the leading edge of a wave crashes against ¥ ol
the dam, the resultant ripples can change the course.” L

Hesitancy provided a much needed moment, upon which Vandalia took a step forward. Even though V.,
the exosuit had no “eyes,” Vandalia focused on the Weapon Master leading from the back. "'

Arriving at the Spheremasters, all three were brimming with different frequencies of excitement. The
common area was filled with exosuits of all shapes and sizes, emanating authority or danger. Vandalia
. was transfixed.

The wounds blistered and sizzled as space pirates snarled and whimpered, but — more importantly —
doubted themselves, giving Vandalia time to pick and choose targets like a surgically precise predator.
Wielding the brightly-glowing sword, the belare began to shape the combat into discrete moments,
effectively fighting one opponent at time.

“You admire the walls, but forget the bricks,” the Spheremaster said. “Here, these are for you. One of

/ these will be the brick you must lay.”

In a corner were several simple exosuits. VVandalia reached out and sensed the potentials to be made.

Now it was understood. “No. This brick will become my dam to keep back the coming darkness.” —

Vandalia took a single step. The ripple of forward motion made the lead aluphax pirates shrink back,
but they were pinned by the press of their crewmates behind them. The belare then took another step,
sending another ripple. The wave receded.

Pressing the advantage, Vandalia’s sword moved faster, like the strong wind pushing the ripples until
they became waves heralding a new direction.

The Spheremaster and Vandalia’s parents emanated pride and a sadness.

Dalvia followed. “The grown bird’s confidence flies on a hatchling’s wings.”

Switching between targets, the sentinel began to aim for the legs, nicking the aluphaxian nerve
clusters. A group of the pirates collapsed, severely wounded or paralyzed, howling in both frustration
and dawning fear. The remaining bloodlust all but drained out of the pirate crew and those behind them.
Now it was about survival against the “godling.”

The next three fell even faster as the smell of burnt copper and the sizzle of blood accompanied the
swift sword strikes.

“And when | come home, the wall for all of us will be stronger,” Vandalia said.

The belare soon stopped and pointed at the aluphax leader, the others scrambling to get out of the
sentinel’s way. It might have been his bodyguards hustling him to safety or his own crew trampling him,
but the flow of chaos pulled the Weapon Master to the ground, drowning him in a rip tide of bodies.
Though he was soon up and on the run, Vandalia was sure to have him soon.

Inside, the belare felt pride. After years of practice and hard work, the final bricks had been laid. Soon,
it would be time to return home.
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“A GREAT SENSE OF PRIDE, PURPOSE, AND TRADITION RUNS DEEP
within the dendus clans. But with all of their history, they are
known throughout the galaxy for being able to do one thing better
than the rest: they endure. Their people have fallen and risen
again in dramatic fashion to the point that we’d think they would
hate all other species. But instead, it’s the opposite. Their sense of
wonder and love of life is sometimes infectious. Make no mistake,
though. The dendus still hold grudges... and they live for a very

long time.”

— Vakryth, Matokai Soldier

Exotic cities layered with high technology, grand
strongholds melded into the earth with neon-lic

rippled spires running both above and below ground,
representations of the dendus way of life, the perfect mix
of tradition and evolution.

Most dendus are considered short and slender compared
to the other major races, with their tallest reaching just
above 5 feet in height. Even then, the majority of their
height stems from their long legs, which tend to hold
greater length than their torsos and arms. However, even
with such a slender frame, the dendus are no more or less
frail than any of their neighboring races.

Dendus have extremely pale skintones that range from
stark white to light grays, with rare hints of red or violet.
Their skin is extremely smooth and somewhact slick,
similar in texture to some earth-type sea creatures. They
have three appendages on each of their limbs that serve
as fingers and toes.

Each dendus has a collection of tentacles atop their
heads which can often be misconstrued for hair at
a distance. These tentacles can be guided into small
movement patterns that serve as a minor form of
communication between dendus and other chosen allies.
They range in color from light to dark reds, purples, and
grays as well as black.



Dendus live for hundreds of years, their history bearing

the stark contrast of their lives today compared to their
civilization centuries ago. Their homeworld, once invaded
by the insectoids of Prokmel, saw most of the dendus killed
and the rest forced into centuries of slavery. The discovery
of one of the first Crucibles marked the liberation of
Dendusar, the dendus soon translating much of the cryptic
codes and markings found within the artifact, and using
this newfound power to vanquish their vile masters.

Their liberation was short-lived, as their world was
soon set upon by the Xamaron horde, then years later
again by the merciless Lorendi Imperial Fleet. Each time
marked the fall of dendus civilization, resistance to their
conquerors, and finally restoration of their home.

Because of this, the dendus as a people are steadfast
and loyal, driven by a strong sense of determination
and a desire to aid those who have suffered through
oppression and injustice. To fall out of favor with a
dendus unit is considered a dangerous undertaking.

Though the dendus are not the people they were a
millennium ago, they always manage to keep certain
traditions and practices intact. A prime example would
be the Folas Tower on Dendusar, a high-tech spire that
reaches several thousand feet from the ground up with
an intricate system of cylindrical tunnels that travel miles
below the surface. It has been rebuilt many times, each
time with the same frame and basic design, regardless of
how many lights, panels, and circuitry are layered upon
its surface.

A dendusian family is known as a unit, with
generations of bonded units classified as “kin-lines”.
Long histories are kept for each kin-line, complete with
accomplishments and major events. Dendusian units are
fiercely loyal to one another, even moreso than any long-
standing friends or allies. This can often create conflicts
whenever a unit member creates problems or situations
that end up involving other relatives.

After the belare, the dendus were the first to translate

the markings found within the Crucibles and access many
of their functions. This revolutionary discovery allowed
them to make great leaps in technological advancement,
such as access to an infinite energy source, faster-than-
light space travel, and the creation of the ashenforged.
Though other spacefaring races have learned to harness
the Crucibles’ energy source, none have learned the
process more efficiently than the dendus. Because of this,
dendus scientific guilds can be found working on most of
the active Crucibles.

Those races that share the continued study of these
artifacts also benefit by gaining the dendus as staunch
and dedicated allies. Younger dendus grow up learning
much about the Crucibles and the theories behind their
existence. Thus, dendus who travel throughout the
galaxy, even with their own purpose, also take interest in
discovering exotic places or ancient civilizations that may
have even been connected to their own at one time.

A dendus child is named after one of the parents with
the suffix “-kin” attached to the end. After they reach
10 years old, their personality and desires become more
defined and they are then given a name that honors one
from dendus records that has its own storied history or
personality attached to it. To mark a new chapter in the
child’s life, the new name is more often a variation of the
historical one, rather than an exact match.

A dendus’ surname is the name of their kin-line,
traditionally passed down from the kin-line of the child’s
mother.

Female Names: Alilly, Beliji, Ellydan, Ferebel, Fonstah,
Gaela, Gezora, Irki, Misyka, Neryx, Niroba, Selissi,
Tanna, Turissa, Vedilla

Male Names: Aehkin, Alrick, Barenor, Durren, Halfath,
Jeppar, Kelren, Nupok, Orvyn, Ramdle, Rebook, Shelgo,
Sindart, Verker, Wergryn

Surnames: Aelfers, Barien, Duadorm, Ganric, Kolfor,
Marapen, Nystow, Shanagel, Tynig, Verkle



All dendus share the following traits carried down
throughout their kin-lines.

Ability Score Increase. Your Wisdom score increases by 2.

Age. Dendus are considered to be young until they reach
about 40 years of age. They live on average between 350
to 450 years.

Alignment. The majority of dendus are lawful due to
their level of dedication and loyalty. They tend to be
good due to their intolerance of injustice, however they
share a duality with a select few who value evolution and
advancement over tradition.

Size. Dendus are very slender with small torsos and
elongated legs. Your size is Medium.

Speed. Your base walking speed is 30 feet.

Darkvision. Accustomed to a multitude of
environments, you have the ability to see different shades
of light. You can see in dim light within 60 feet of you as
if it were bright light, and in darkness as if it were in dim
light. You cannot discern color in darkness, only shades
of gray.

Fast Learner. You have proficiency in the Insight skill.

Force of Will. You have advantage on all Intelligence,
Wisdom, and Charisma saving throws versus esper
powers.

Larima.Your tentacles, also known as “larima,” can be
used to exhibit a burst of psychic energy similar to the
mental missive talent, though the range of this ability is
limited to 10 feet.

Languages. You speak, read, and write Common and
Dendusi.

Subraces. Depending on the history of your kin-line, you
fall under one of two categories of dendus.

3

As one of the high-kin, you are strong-willed with keen
senses and sharp focus. The lives of many high-kin focus
heavily upon the history and tradition of their people,
thus many of them serve as emissaries or diplomats.
Though friendly with other races, they also believe that
their long-standing tradition and history entitles them to
a certain level of respect. This can sometimes lead high-
kin to come off as haughty or stubborn.

Ability Score Increase. Your Intelligence increases by 1.
Loremastery. Whenever you make an Intelligence (Lore)
check related to the history of a particular race or species,

you are considered to be proficient in the Lore skill.If
you are already proficient in Lore, you can double your
proficiency bonus for these checks.

Languages. You learn one additional language of your
choice.

Dendus of your type are pioneers of discovery. You are a
bit more impulsive than your high-kin brethren and are
prone to flights of exploration. You have a great interest
in different cultures, peoples, and places, and are more
likely to experiment with the practices of each. Path-kin
can often be found searching for uncharted planets or
galactic anomalies. A majority of the guilds that work
within the Crucibles are path-kin.

Ability Score Increase. Your Dexterity increases by 1.

Increased Movement. Your base walking speed increases
to 35 feet.

Tool Proficiency. You gain proficiency with one of the
following artisan’s tools of your choice: chemistry
supplies, digital technician’s tools, mason’s tools, or
mechanic’s tools.




THE SHDRTCUT by Rich Lescouflair

Jeppar nearly lost control as the hovercar sped through the Telvos Valley. He'd never
been the best at driving, especially at top speed. One thing he was good at, however,
was numbers. At this rate, it would take him almost two hours to reach Chonrik, the
nation’s capital. The assault on Valon would be long over before anyone could receive any
warning, and that's even if he survived this perilous drive.

“Computer, find me a shortcut before | crash this stupid thing,” he said to the control
console. His plea to the nav computer bore no help, so he took a detour to Telvos Tower.
He saw the massive metal spire within minutes, its bright lights and gleaming symbols
standing out amidst the ruined structures below. He pulled up, landing on the tower's
upper landing platform.

He quickly traced his fingers over the security panel and made his way into the tower's
upper entrance, passing through the security fields in the upper hall. Master Barenor
opened his door just as Jeppar was about to pound his fist into it. “Verkali Jeppar...?"
Barenor breathed out in a half inquiry.

“Valon is in danger. | need to get to Chonrik and speak with the councilor right away,”
Jeppar spilled the words forth almost too quickly for him to keep his own pace. He also
had no time to spare for tact. “Can you help or not?”

Barenor, long used to Jeppar's social shortcomings, took a cursory glance at his
haggard face and quivering stature. The young dendus’ battered armor and bruised
tentacles held telltale signs of recent conflict, his eyes betraying his lack of a decent
rest. His own tentacle hair twisted about and he let loose a slight “hrmph” as he turned
back into his lab. “I can get you to Chonrik,” the scientist said calmly, “but addressing the
councilor will be a different matter altogether. Now, what's this all about, child?”

Jeppar always hated being referred to as “child,” but he had it coming and was well
aware that Barenor knew it too. “Valon is going to be attacked by the aluphax, Master
Barenor, hundreds of them. Their destroyer is en route to the moon as we speak.”

Barenor's glossy eyes widened as his stare turned serious. “Where did you get this
information?”

“We captured one of their melders who told us everything,” he said trying to rush
through an explanation. “Gomagar and the forge guard, Alrix, are trying to frame the
matokai for attacking the lunar station. We have to do something!”

“Alrix!” Barenor spat the name out in stunned disbelief. “Are you sure that’s what this
melder—"

“Master, we have no time!!” Jeppar demanded.

Without much more delay, Barenor motioned his closer. “First lorendi assassins, and
now this mess,” he grumbled. He walked over to the space fold ring on the floor and
punched in the coordinates on his datapad. The air within the ring formed into a globe
of warped energy, the hazy image of another location barely visible through the space.
As he gestured to the globe, he added with a wink, “You know... all this trouble started
happening when you got here!” Jeppar cracked a smile and watched the space fold
around him. Soon after, they stood on the platform leading to the doors of the Chonrik
Archives.

—
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“SOME SAY THE NESIEVE MIGHT HAVE BEEN ON THE CUSP OF THE NEXT
phase of evolution. They might have even achieved the mercurial
state of the belare at the height of their potential. Maybe what
happened to them, the fracturing of their species, was inevitable.
Like the belare, they could have been so powerful that the
universe needed to give them a lesson in humility. If that was the
case, the eldori have certainly learned that lesson better than the
rest of us.”

— Gento Mosh, kesh explorer

One of the oldest of the major races, the eldori are a
people whose wisdom and stability are a product of
many years of experience and growth. Self-proclaimed
guardians of life in the universe, they are often viewed as
pompous but well respected nonetheless.

Of all the races of the Sorium Accord, there have been
few more affected by the mystery of the Crucibles than
the nesieve. The eldori are one part of the Nesieve
race, divided after their first encounter with one of the
mysterious Crucibles.

Nearly a millennium ago, their native planet, Eldor,
was blessed with two moons that graced their night skies
for as long as their own legends carry. Once they were
able to successfully travel beyond their atmosphere, they
discovered that one of these glowing moons was, in fact,
a dormant Crucible. When the fledgling spacefarers
activated the artifact, an energy surge was unleashed,
engulfing Eldor and its sister moon. This event forever
changed the destiny of all nesieve.



The transformation of Eldor was so abrupt and drastic
as to be cataclysmic. The landscape erupted into pockets
of elemental chaos. Much of the native flora and fauna
died out, while some evolved or were replaced by new
ones. Even more confusing were the nesieve themselves,
exhibiting dangerous and uncontrollable abilities far
beyond their comprehension. At first, it seemed as if the
pandemonium would spell doom for Eldor.

Then, mysteriously, much of the chaos subsided. The
nesieve began to adapt and control their newfound
abilities, in addition to becoming more attuned to the
nature of their world. This metaphysical connection to
the ebb and flow of creation became the greatest of gifts

from what was originally viewed as the end of their world.

With this newfound understanding of their attunement,
there also came a renewed hope. Newly evolved as a
people, they later came to call themselves “Eldori,” in
honor of their reborn homeworld.

The eldori today carry a very spiritual point of view.
They believe the creative and destructive power of the
Crucibles lie in another state of existence, spinning in an
eternal balance they call “The Great Wheel.” Attunement
to sorium allows the eldori to speak the language of the
Wheel and call upon its power. This bonding method
became the foundation for the way sorium is forged and
used today.

Eldori look much different today than they did before
their awakening. They are humanoid, sharing similar
traits with other bipedals. Their skin is mostly smooth
with very slight ridges only noticeable by touch, having a
texture similar to a soft plant. They range in color from
bluish gray to deep blues to blue-green hues. Their hair
is commonly silky in texture with colors tending toward
bright white, silver, and gray. Their eye color varies from
blues and greens to browns, with amber and red not
uncommon.

Though they are all minor espers to some extent, there
are rare cases when an eldori attains full Esper Genesis
(in game terms, a character who is 1st level or higher in
any character class). This is usually accompanied by the
eldori ’s hair turning black. The eldori believe this change
represents the esper’s ability to walk the shadow between
their world and the realm of the Great Wheel.

Upon birth, eldori children emanate a faint glow, signifying
their connection to an aspect of life and nature. Each child
is given a name that symbolizes that aspect of nature.
Whether this “glow” is truly evidence of such a connection
or merely a byproduct of genetics has been a subject of
scientific discussion for centuries. However, it has not
stopped the eldori from continuing the practice.

Eldori usually take on the surname of their family,
though there are some that adopt the name of a famous
ancestor.

©



Male Names: Anvar, Aragir, Di’meros, Erdian, Glanan,
Helvas, Imridair, lvas, Poemo, Queleri, Ravin, Roloe,
Stavias, Varlis, Yamaris

Female Names: Adrea, Analee, Berylia, Cadania, Enri,
Ifele, Je’'mira, Ki’lenna, Lia, Naivara, Ryla, Valyka, Variel,
Xavare, Ze’miri

Surnames: Arvacia, Cerno, Danleth, Galaniel, Holridin,
lIfena, Lysenkir, Myralion, Pravian, Safi

The eldori share a few common traits as a result of their
spiritual awakening.

Ability Score Increase. Your Charisma score increases by 2.

Age. Eldori often reach adulthood between the ages of
20-25. They can live as long as 300-400 years.

Alignment. As a predominantly peaceful society, they are
often good, but there are those that fall into evil ways in
spite of their people’s teachings.

Size. Eldori have slim builds with heights that vary
between 5 to 6 feet on average. Your size is Medium.

Speed. Your base walking speed is 30 feet.

Darkvision. Your inherent nature grants you the ability
to see different shades of light. You can see in dim light
within 60 feet of you as if it were bright light, and in
darkness as if it were in dim light. You cannot discern
color in darkness, only shades of gray.

Languages. You speak, read, and write Common,
Nesieve, and one additional language of your choice.

Esper Initiate. You gain use of the aegis talent. At 3rd
level, you gain the use of the innervate talent. At 5th level,
you gain the use of the clean zone talent. These powers
may each be used only once and you regain all uses after
you finish a long rest.

Sub-species. There are two primary types of eldori with
traits often passed down by heritage.

As one of the Lunar eldori, you are focused on harnessing
power from the cosmic balance known as the Great
Wheel. Your powers manifest in the form of a spiritual
entity, passed down as a gift by your ancestors.

Ability Score Increase. Your Intelligence score increases by 1.

Superior Darkvision. Your Darkvision radius increases to
90 feet.

Draw from the Wheel. Once per long rest, you can use
your bonus action to call upon the power of the Great
Wheel, granting you advantage on a single attack roll,
skill roll, or saving throw. The faint aura of a runic wheel
surrounds your form whenever you use this ability. The
aura is translucent and sheds no light.

As one of the Solar, you are imbued with the light of
creation and strive to protect the balance.

Ability Score Increase. Your Wisdom score increases by 1.

Innate Resistance. You are resistant to necrotic and
radiant damage.

Weapon Training. You are trained in the use of the energy
staff and the longblade.

-

LoreNDI: THE HARBINGERS OF SHADOW

o

A large group of nesieve were affected differently by the
awakening from their eldori counterparts. Embracing the
power of destruction and darkness over balance, these
nesieve became the militaristic society known as the

lorendi, named after their ambitious leader, Loren Kaiza.
They were banished from Eldor, to wander in their mission

| to conquer worlds beyond. The lorendi are covered in
( detail in the Threats Database..
2 a - _— :
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THE FIRST JAY by Christopher Robin Negelein

Ryla tossed her bags onto her dormitory bed. Unlike her room back home, this place was small
and plain with small windows. It was archaic, had actual bookshelves, and the smell of fresh
cleaning agents stung her nose. No infused sunlight, no home Al, no balanced aromatics.

She turned to her parents. / hate it, she thought.

While they didn’t have outright telepathy, their familial empathy was close indeed, as
evidenced by her father's sigh. “This is a change, solar blossom. But take another look at it and
distance yourself from it.”

Ryla was tempted not to, all of this being his idea. “The Esper Academy has resources
and the student body is modest. They are trying to divorce us from our home life and
begin training us to adapt to other environments, especially ones less comfortable.” She
glanced at his white hair; her long, black hair - the mark of an eldori esper - had been the
same color only a few months ago.

Father nodded. His slight smile beamed at her through their connection.

The sun was setting and it was tempting to let her darkvision take over, but she spotted
the light switch. With a slight bit of concentration, the switch clicked on. A surge of pride
thrilled her. Without looking at him, she felt her father's rising pride too, and that snuffed
out her own feeling.

He put his hand on her shoulder. “Blossom, | know you wanted to go the Vensindi Institute
back home, but you have been blessed. To not explore the true limits of your gift is a meshna.
Please be patient, do your best and time will tell.”

Her mind raced with the many possibilities she wanted to explore but had now been closed
off to her, but with new possibilities on the horizon. She was excited now for the Academy.
Here, she would expand and master her control of space and matter. Most eldori powers
paled to what Ryla could do already. If she graduated as true Esper, her family and personal
honor would grow.

But she couldn’t continue her study of astrophysics, and wouldn’t be at the same school
as her sister. In a perfect Ryla world, she'd have both - or at least have her sister closer. No
use bemoaning that, she thought; her sister would never forgive her if she did other than
embrace this opportunity. “You do miracles,” llya had once told her. “Go! You can always pick
up Astrophysics later.”

She remembered their shared tears and their last embrace. In a sense, she still felt her
sister now.

Father gave her a hug. “Your sister and mother are so proud of you, too.”

Suddenly, another bag flew from the doorway and bounced off the wall with a bang to land
on the other bed, rattling windows and ruining their bonding moment.

A human walked in. “Oh! Hey! | didn't see you guys from the hallway! Hi! My name is
Jin-e-fur!” Other species often subtly inferred about the Human/Eldori political alliance
as “sky meets ground.”

She grimaced as the short, alien creature shouted to her.

This is your first test, Ryla, she thought. “Jin-E-fur?”

The creature brayed. “No, Jennifer!”

Ryla tried again.”Jeniferrr?”

The human nodded her head. “Close! Jennifer! Quick question! Why are you whispering?!”

Whispering? This human’s Common is very good, but is she using the wrong word? Ryla
thought to herself. Her father squeezed her shoulder.

Ryla's eyes widened with realization. “Ahhh. At home, everyone has a good idea what we are
thinking, so we don't talk that much.”

Jennifer covered her own lips. Was that a gesture of embarrassment? Or apology?

“I'm sorry,” Jennifer whispered.

Ryla mentally dug back into her interstellar relations class. She slightly bowed while
extending her arm for what was called a handshake. “Do not worry.”

And thus Ryla passed her first test: Roommates.
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“AT FIRST, ONE COULD ONLY BE FASCINATED
BY THEIR LIMITLESS potential. There

are so many variations in their species
which in turn created vast differences in
culture and practice. Where that is one
of their greatest assets, we also realized
that it may also be one of their greatest
weaknesses.

Their power breeds fear, which causes them
to turn upon their own kind so quickly. Such
was the fate of my own people. | would not
wish to see it repeated. If this species were to
realize its true greatness, they are sure to
bring great change to our galaxy, whether
it be toward an eternal utopia or total
destruction.”

— Sualia, belare trader

Though humans are not the newest
nor even the youngest race to join the
Sorium Accord, many of the council
races view them as unenlightened.
This misconception is mostly due to
the tendency of humans to explore,
investigate, discover, and confront
anything and everything they come
across. The drive to learn and adaptis
what makes them so versatile, and a
formidable ally to any world.

As one of the many prominent races of the
Silrayne Arc, it will soon be close to two
centuries since human space exploration
would uncover the existence of a Crucible
hidden at the edge of their solar system.




The discovery of sorium would propel human
advancement, though Earth’s nations and societies fell
into war over control of the Crucible and its renewable
resource. Years of conflict ended when the belare, a
spacefaring race from the Silrayne Arc, detected the
activation of the Crucible and arrived at the Sol System.
Not long afterward, humans were inducted into the
Sorium Accord, a system of cooperation between the
peoples of neighboring galaxies to network and distribute
the use of sorium for purposes of development and travel.

Today, humans aren’t much different physically than they
were before joining the Accord, retaining their vast array
of characteristics. Their ability to constantly adapt to their
surroundings has created

A decade before the arrival of the belare, the truce
between Earth’s nations crumbled and the battle for
control over sorium caused irreparable damage to many
of the planet’s regions. Most of the Earth’s ecosystems
are now held together by machines generating artificial
climates, while other areas have become wastelands.
Many humans had evolved to adapt to these harsh
environments, known as “Seethes,” constantly striving to
heal their once beautiful home.

(THE X-Mark CoNFLICT

The clash between Earth’s nations erupted into a conflict
that would have eventually destroyed their planet if the
belare had not arrived. To this day, it is a mystery on all
sides what caused the truce to crumble. A growing theory,
however, is that groups of space colonists manipulated the
nations into turning against each other. These colonists
eventually seceded from humankind to become the

prometheans of today. )
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Though humans have been adopted into the Sorium
Accord, the old grudges they carry between their own
people had evolved into contention between themselves
and other races during the first few years. The existence
of the prometheans underscores the way humans are
viewed by other races as a stubborn, unenlightened
people. However, their wide variety of customs, manners
and opinions, coupled with an undying persistence, make
humans a force to be reckoned with.

Over the past few generations, humans have expanded
throughout the known galaxy, both discovering and
inventing new cultures. They have eagerly become a
part of an ever-changing, fluid society. Thus, many
humans of today are no longer limited to their internal
views and differences. Though still viewed as somewhat
unenlightened, their bold, impulsive, and even rather
reckless natures have garnered respect in the eyes of the
other races. The human tendency to uphold their beliefs
and convictions also gives them the ability to form close
alliances and ties with others.

With the multitude of different cultures and ethnicities
carried from Sol into the rest of the galaxy, human names
and surnames have not changed much over the past few
generations. They are most often variants or adaptations
of names passed on through family, region, or cultural
tradition.



As a human, you possess the following traits.

Age. Humans reach adulthood in their late teens and
usually live less than a century.

Alignment. Humans tend toward no particular
alignment. The best and the worst are found among
them.

Size. Humans vary widely in height and build, from
barely 5 feet to well over 6 feet tall. Regardless of your
position in that range, your size is Medium.

Speed. Your base walking speed is 30 feet.

Languages. You can speak, read, and write Common
and Terran.

Sub-Type. Generations of adaptation and modification
have expanded the human race into multiple variants.

This is the most common type of human found across
the galaxy. They are universally adaptable and culturally
versatile.
Ability Score Increase. Your ability scores each increase by 1.
Language. You can speak, read and write one additional
language of your choice.

This option is only available for campaigns that use the
optional feat rules.

Ability Score Increase. Two different ability scores of your

choice increase by 1.
Skills. You gain proficiency in one skill of your choice.
Feat. You gain one feat of your choice.

ESPER GENESIS - CORE-MANUAL - RACES

Some humans are born from generations that resided in
the Utopian settlements that circled Earth’s skies before
the X-mark conflict.

Ability Score Increase. Your Charisma score increases by 2
and one other ability score of your choice increases by 1.

Skills. You gain proficiency in two skills of your choice.

Strong-willed. You have advantage on saving throws
against being charmed or frightened.

Language. You can speak, read and write one additional
language of your choice.

Some humans inherited traits passed down from those
who adapted to the harsh climates of the Seethes.

Ability Score Increase. Your Constitution score increases
by 2 and your Strength score by 1.

Brawny. You gain proficiency in Athletics and one other
skill of your choice.

Weapon Training. You have proficiency with your choice
of either the longblade or the autopistol.

Resilient. When traveling in extreme heat or cold, you
are able to last one additional hour per constitution
bonus before requiring a saving throw for exhaustion.



AN UNUELCOME REUNION by Rich Lescouflair

A crisp breeze came through the front door of what was once the main room of The Solar
Ring nightclub. Arisa kicked playfully at the cleaning drone as she took a long look at the
old place. She breathed out a small sigh, then spotted the lone shadow cast from the
doorway. She turned to face its owner while her sorium implant flared from her temple,
drawing and aiming her custom autopistol with fluid precision.

A kesh leaned against the doorway, face morphed into the shape of a human'’s, his arms
crossed, and staring at Arisa with a slight smirk that she had quickly grown to hate. The
kesh was wearing his usual black jacket with silver circuit patterns and his favorite mag-lev
boots. Flickering lights made the kesh's black eyes seem all the more ghastly. “Love what
you‘ve done with the place, Ari,” he said.

Arisa shot the kesh a look that would have started a draw down in most other
circumstances. "You already know this was the last thing | wanted"”, she replied, holstering
her pistol. “This place would still be jumping if we weren't so busy cleaning up your mess.”

“Not my fault you were all too slow on the uptake,” the kesh retorted in a crisp tone. “In
any case, we have far more pressing matters which hold equally dire consequence. May |
suggest —"

“OK, stop,” Arisa cut in. “l can already see where this is headed, so listen. I've got a
situation of my own right now and | really don't have time for your cryptic B.S.”

The kesh frowned, insulted. “And did you not think that your situation at hand and what |
bring to the fray may be inextricably linked to one another?”

“What the hell are you implying?” Arisa asked. “Don't tell me you're mixed up in this mess
Lucene’s gotten herself into.”

“Sadly, not quite,” the kesh replied. “If | had been, she wouldn't be in such dire straits.
This is, however, the beginning of something far more insidious. There is a reason why
your friend was lured into this trap. And | must say, for them to be able to use an eldori
ambassador as bait is... impressive.”

She nodded. “I have to agree there. Lincoln is working on a plan as we speak. Things
just aren't adding up. How did those thugs from Twilight Technologies find us? And more
importantly, how the hell do they know about Lucene?”

“The question you should be asking yourself, Ari, is why such a large corporation chose to
hire your group to begin with, especially when it has the resources to broaden the scale so
much more.”

“Why do | have a feeling you already know the answer to that?" Arisa asked as her brow
narrowed. Then, a realization seemed to dawn on her. “We're being framed.... ?”

The kesh smiled. “As always, I'm impressed with your profound intellect, Ari.

“And as always,” Arisa raised her voice, “you know a lot more than you're letting on.
You're holding out on us!”

The kesh scoffed “You are one of few people in this universe who knows there is always a
larger reason why—"

“Blah, blah, blah,” Arisa growled. “You know what | think? | think you have no idea what
to do with the all the secrets you harbor. | think... no, | know... that all the fancy cryptic
nonsense is just an act, and that you're just as scared stupid as the rest of us on =" she
paused as her comm unit flashed. “It's Lincoln. Looks like they've found where Twilight
Tech is keeping Lucene. An old starbase that's not even on the nav charts.”

The kesh's smile returned. “And so begins the real mission. So interesting, you humans.”

Arisa rolled her eyes. “Yeah yeah, can you just cut the crap now and let me work?” She
flipped up her comm unit and shared a brief look with the kesh while the holo image came
alive and she again broke the silence. “Nightshade here. Talk to me.”
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“ALL | CAN SAY IS THAT THEY'RE

THE DICTIONARY DEFINITION OF

persistence. Imagine spending

your life wandering the stars

hoping to be that lucky

lottery winner that finds

the home that once was.

And if you don’t, it gets

passed down to your

next genemtion. Even

with all that, they’re

friendlier than the

lizards and a lot less

stuffy than the glowy

folk in the suits. If you

haven’t done one of

those memory-melds

with a kesh, make sure =4

you try it at least once.

You’ll be in for a treat, O
e

for sure.”

— Sanrod Trenton,
human technician

Before all else, the

kesh are a people bred

for exploration. No longer
having a world to call home,
they have spent centuries

living either within the realms
of other peoples, or aboard
massive starships built to
traverse new regions within the
infinite expanse.

Upon first meeting a kesh, it
can sometimes be difficult

to gauge their expressions.
Over time, however, certain
minute facial features and
gestures become easily
recognizable. The same




cannot be said for other kesh, who recognize these slight
inflections instantly. This is partly due to their native
language, which includes a number of facial expressions
in combination with their speech.

Kesh are slightly shorter than an average human,
though their builds can vary. They have no hair on their
bodies at all. Their skin appears extremely smooth,
but has a slight rubbery texture when touched. Their
skintones range between shades of pale greens and
browns. All kesh have pitch black eyes that cast a
shadowy reflection when gazed into.

In the earliest recorded history of the kesh, legend
speaks of a homeworld that was a beacon of light and
prosperity within the galaxy. However, through their
arrogance, the kesh’s world was swallowed by a great
darkness from which they never truly recovered. The
survivors of this ancient people abandoned their home
to become wanderers among the stars, and in following
centuries lost all knowledge of its location.

Through this lesson of history, the kesh have come to
follow a path of exploration and enlightenment. They
do this hoping that one day they will rediscover their lost
homeworld, and return there not only as a better people,
but as an evolved society worthy of the glory of their
former home.

There is no greater purpose amongst the kesh than to
gain enlightenment from other societies while sharing
their learned experience with each other. The elders
among the kesh call this “The Great Renewal.” Kesh
have the ability to “share” their experiences with other
kesh though a ritual of minor telepathy when they are in
close range. This act must be mutually accepted between
all parties, and is a tool that helps each of their species
become more aware of the universe around them.

Though even the oldest of their kind is unclear of what
their people face once the kesh rediscover their lost
home, they are certain that this time, they will be ready to
overcome whatever still lies in wait.

A kesh name has two different variants, depending

on their social situation. Their birth name does not
change. In situations where they are in a formal setting
or when meeting strangers, they use their family’s crew
designation as their surname, preceded by the word
“fel”, meaning “part of” in their native language. In
more personable or informal situations, a kesh can
reveal their family name. Unless they are amongst allies,
close associates, and friends, revealing a family name is
considered disrespectful to their crew.

Male Names: Aldon, Balo, Calet, Druso, Eruka, Finli,
Gento, Karul, Lysin, Mirul, Misrym, Neri, Remis, Sakol,
Tesso

Female Names: Adrine, Atalya, Calli, Dalil, Elona,
Fayliah, llethi, Ladisia, Mereia, Nisuri, Oree, Piriele,
Riel, Truna, Vanika

Crew Names (preceded by “fel”): Astalir, Cojiva, Gaevo,
Jojari, Medoran, Sherfin, Velark, Wotamo, Xuxor, Zehali

Family Names: Gage, Hiyul, Kiet, Larik, Mosh, Noram,
Nuel, Seon, Toski, Yarit

The kesh possess a number of advantages due to their
adaptive nature passed down through generations.

Ability Score Increase. Your Dexterity increases by 2.

Age. Kesh take longer to reach what is considered
“adulthood” to their species, ranging between 40 and 50
years. They are known to have a lifespan of close to 500
years, but there are rumors of a small group of kesh who
have lived centuries longer.

Alignment. Kesh are explorers first and foremost.
Because they often deal with various species and cultures,
they tend to be neutral in alignment with a leaning
toward goodl.
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Size. Kesh average between 4.5 to 5.5 ft. in height and
tend toward slim to slightly stocky builds. Your size is
Medium.

Speed. Your base walking speed is 30 feet.

Darkvision. With generations of adapting to various
planetary climates as well as the vastness of space, kesh
have the ability to see well in dim and dark places. You
can see in dim light within 60 feet of you as if it were
bright light, and in darkness as if it were in dim light. You
cannot discern color in darkness, only shades of gray.

Languages. You speak, read, and write Common,
Keshian, and one other language of your choice.

Expert Explorer. You are proficient in the Survival skill.

Minor Alteration. You gain use of the alter appearance
talent. You can use this talent once, after which you must
complete a long rest before you can use it again. Even
when using this feature, you are unable to change the
natural black eye color that is native to all kesh.

At 4th level, you gain an additional use of this feature
and can extend the duration for one additional hour. This
increases by one use and one additional hour again at
9th level and 14th level. You regain all uses of this feature
when you complete a long rest.

Memory Meld. You gain use of the shared vision power. You
can use it once after which you must complete a long rest
before it can be used again. Charisma is your channeling
ability for this power when you use this feature.

NoBLE KESH
As one of the noble-born or “Shavnali,” you have a deep
understanding of other races and cultures, as you strive
to learn and adapt them to your own.

The Noble kesh are galactic explorers; however, they
spend most of their time on other planets living within
the various societies that inhabit
these worlds. They often serve as
emissaries and ambassadors for
their race while they themselves
learn to adapt and thrive in
whatever environment in which
they find themselves.

Ability Score Increase. Your Charisma score increases by 1.

Kesh Survival Training. You have proficiency with the long
blade and energy staff.

Additional Language. You can speak, read, and write one
extra language of your choice.

STAR KESH

Amongst your kind, you are known as the “Kelamir”—
which is loosely translated as “of the Stars.” Where the
noble-born are primarily planetary explorers, you are an
expert in venturing into the wilds of space, searching for
the answers to the ancient mysteries of the endless void.

The Star kesh normally treat their origins or bloodlines
as secondary, focusing more on their length of service
across the stars and the crews under which they have
served. Though they do keep their birth names, names
are often supplemented by either a rank or title marking
their accomplishments across the star ocean.

Ability Score Increase. Your Intelligence score
increases by 1.

Space Science. You may add your proficiency bonus to
any Intelligence (Astrophysics) checks, or double your
proficiency bonus if you are already proficient.

Crewmember Training. You have proficiency with one
artisan tool of your choice.




ASSASSIN ABOARD by Rich Lescouflair

Riel started across the platform, then stopped midway. The short sound of a muffled
whimper caught her ears, followed by a weak moan as Riel looked up toward the source.
Gagged, bound with restraints, and hanging by the ankles from a loose cable was Riel’s
father. His biosuit bore a huge gash along the chestpiece.

“Father!"” Riel shouted as she rushed toward him. She could see her father's eyes,
black pupils frozen wide with terror. Only when she made it close enough could she also
see that the horrified gaze was not focused on her. A rumble shook the ground as an
unseen force from underneath Riel’s body shot her up off her feet and onto her back.
She attempted to roll, but only managed to turn once before she was pushed down onto
her stomach. The tip of an energy blade slid between the spaces of her suit’s neck guard,
centimeters from her skin.

“Kesh girl,” a raspy voice spoke from behind. She felt his knee dig into her back. “Give me
your access codes, and I'll let you die quickly.”

“Who are you? What have you done to my father?” Riel shouted, ignoring the man’s
request. She felt the blade brush lightly against her skin, causing her to wince at the
searing pain.

“I have no time for your whining, little girl!” he growled back. “I know you have the
primary command codes. Start talking and each digit you give me will be one less moment
of suffering for you and your father.”

Riel centered herself, focusing her inner energy in the slight hope she could retain her
concentration. A second later, a torrent of rushing air spiraled about them both. It was
just enough to distract her assailant as Riel spun her body a hard sideways, rolling her
enemy off of her. She ignored the small gash the blade left as she swept her arm outward,
blasting the attacker with a wave of gravitic force.

Her assailant nearly fell over from the crushing wave. Riel finally gazed upon her enemy;
a tall lorendi male shrouded in a mirrored infiltration suit. It was all she saw before the
assassin raised his hand and a column of electricity shot out from the ground, nearly
frying Riel whole. He then instantly appeared at Riel’s side, almost as if he and his shadow
had traded places. Riel felt the assassin’s energy blade cut through her suit into her skin,
making her dizzy with pain.

Working from adrenaline alone, Riel leapt sideways toward the railing, barely catching the
bars to stop from tumbling to the lower deck. She remained still and focused, watching the
shadows play around her.

It was only a few moment before she saw the space shift around her. She jumped
sideways, hoping the assassin’s blade would miss its mark. Her plan paid off, the
assassin’s figure now just out of arm’s reach. “Eat this!” she shouted as a globe of dark
energy burst around the lorendi, lifting him from the ground. She pushed her fist into a
forward motion sending the assassin crashing into the nearest wall panel, electrifying the
circuitry in his suit.

Hearing the satisfying crunch, she pinned her fist against the lorendi’s sternum. “OK,
scaly,” she said, “Now it's my turn to ask the questions.
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“THESE BEASTS ARE AN AMALGAM OF ORGANIC MATTER AND

the primordial essence that makes up our universe. Very few
understand their antiquated tribal customs and myth-laden
practices. Their only known lineage hails from the enigmatic
nature of the bahtera. Though honor-bound by their own internal
code, they are also highly reclusive, which makes me wonder how
deep the internal struggles lie between their peoples.”

— Valara Drake, promethean commander

For over a thousand years, the major races of the Silrayne
Arc have explored the primordial energies that form

the universe and the delicate balance that binds them
together as a whole. Bahtera, hybrid beasts formed

from matter and energy, walk between these two cosmic
realities and evolve by adapting the matter of other
species into their own bodies. During one such period of
evolution, a new species was born, an offshoot carrying
the exotic traits of their mercurial ancestors. This race of
creatures became known as the matokai.

Matokai are primarily a race of humanoid lizards, but
they also inherit a dual nature, one that binds them to a
particular source of primordial energy. They have distinct
builds, skin textures, and colors that define their lineage.
Their connection to these energies can often manifest in
the form of innate talents or resistances depending on
their sub-type.

Physically, the matokai vary greatly in height, ranging
anywhere from 5 feet to almost 7 feet. They have
elongated snouts with sharp fangs. The majority of

their bodies are covered in fine scales that vary in color
between shades of blue, gold, red, or white. Their hands
and feet bear sharp claws, with three fingers and a
thumb on each hand. They possess no hair, but can have
different variations of fins or small spikes that run from
the tops of their heads down over their spine.

While the matokai are descended from the bahtera,
they are very far removed from these creatures, who view
the matokai to be abominations and a misstep in the
evolutionary process. While they don’t bear immediate
hostilities, the bahtera and matokai have extremely
strained relations, with the only thing shared in common
being their form of communication.

Matokai society is heavily focused on position and
steeped in codes of honor and tradition. They believe
themselves to be directly linked to spirits that reside
within the energies of the galaxy, guiding all things
toward an eventual destiny. Their homeworld,

Bas Drasku, is overseen by a number of provincial
governments and presided over by five monarchs—an
imperial ruler and one head representative for each
matokai sub-type. Each of these has a hierarchy of
military and clan leaders that hold rank based on their
popularity and respect of the people.

Honor, self-worth, and loyalty to one’s clan all play an
important part in the daily lives of the matokai and this
can seen in different forms in those who venture off to
other worlds. Matokai who are found in different cultures
still hold their own strict code of ethics and a desire
for self-improvement. Though this attitude can provide
positive reinforcement, it can sometimes goad them into
taking unnecessary risks to avoid the shame of failure or

embarrassment.
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The matokai have established colonies throughout
most of the Silrayne Arc. Itis rare to travel into a major
star system and not find a space station or planetary
settlement built by the matokai. The reasoning behind
this galactic expansion is two-fold. They wish to be
represented in all matters that may involve their people,
as well as establish close relations with each of their
neighboring allies.

A matokai has a given name and a clan name. When
introducing themselves, their clan name is presented first.
After their lineage has been established, it is common for
others to simply use the matokai’s given name on its own
whenever referring to them.

Male Names: Ajarax, Balamor, Craxar, Druval, Eltor,
Getrin, Heshrak, Krel, Margon, Nathkar, Prakund,
Rhortak, Strazku, Toruun, Velkyth

Female Names: Akuske, Biridu, Dilar, Fareh, Havoshi,
Johralu, Kaiann, Kohra, Mishiki, Nalka, Rageri, Sursuke,
Tagasa, Uronka, Vatale

Clan Names: Bargatul, Chataka, Girolei, Krathta,
Linayako, Nekrimat, Qugiri, Sylori, Tojoru, Wamarei

Your matokai character has certain traits in common with
all other matokai.

Ability Score Increase. Your Constitution increases by 2.

Age. Matokai age and mature at the same rate as
humans. They lifespans are slightly longer, living to
around 150.

Alignment. Matokai tend to be lawful or neutral, but
their personal code of ethics can vary greatly between
selfishness and selflessness. Though they usually lean
toward good, evil matokai are far from uncommon.

Size. A matokai’s height can vary greatly, being
anywhere between 5 feet to a little over 7 feet tall. All
matokai, regardless of height, are a little bulkier in build
than most humanoids. Your size is Medium.

Speed. Your base walking speed is 30 feet.

Languages. You speak, read, and write Common,
Matokai, and Bahtera. Bahtera is a combination of
gestures and deep, often guttural sounds.

Claws. Your claws are a natural weapon, which you can
use to make unarmed strikes. If you hit with it, you deal
slashing damage equal to 1d4 + your Strength modifier,
instead of the bludgeoning damage normal for an
unarmed strike.

Subraces. Each matokai comes from one of four
different subraces, known to them as sub-types.

As a firetail, you possess a sharp mind and shrewd senses
which you must often use to reign in your arrogance and
hot-temperedness. You have red scales that are always
warm to the touch. Your skin and snout have rough

ridges that can vary in size between others of your type.
You have bright yellow or ashen gray eyes.

Ability Score Increase. Your Intelligence increases by 1.

Esper Talent. You gain use of the fire lance talent, which
you can use once and regain the ability to do so again
after you finish a long rest. The talent’s rank increases to
2 at 6th level, and increases again to rank 3 at 11th level
and rank 4 at 16th level. Constitution is your channeling
ability for this talent when you use this feature.

Fire Resistance. You have resistance to fire damage.

Much like the wind and sky, your imagination knows
no bounds. You have a keen mind and a strong sense of
pride and purpose. Though you tend to be open-minded
to others, your demeanor can sometimes cause you to be
viewed as haughty or arrogant.

Your scales are smooth and golden. You eye color
ranges between all shades of blues and yellows.

Ability Score Increase. Your Wisdom score increases by 1.

Like the Wind. You can spend a bonus action to double
your walking speed and jumping distance for 1T minute.
Once you use this feature you can’t use it again until you
finish a short or long rest.

Keen-minded. You gain proficiency in the Insight skill.

As one of the stonefang, you are physically stronger
than your other brethren, but understand that with such
strength must come discipline. You can often be blunt in
both your speech and mannerisms, preferring to follow
your gut and turn necessity into action.

You have rough textured white scales with tiny gray and
black flecks that can only be spotted up close. You are a
bit broader in stature than other matokai. Your eye color
ranges between shades of yellow, green, and brown.

Ability Score Increase. Your Strength score increases by 1.

Stone Scale. You can spend a bonus action to harden
your scales, giving you resistance to bludgeoning,
slashing, and piercing damage until the start of your next
turn. You can use this feature once after which you must
finish a short or long rest before you can do so again.

You gain another use of this feature at 6th level and can
use it three times at 11th level. You regain all uses of this
feature when you finish a short or long rest.

You have a love of beauty and variety in all things.
Though you enjoy interacting with others, your mood and
demeanor can easily shift, much like the ebb and flow of
the seas and rivers on your homeworld.

Your scales are smooth, slick, and a light or dark shade of
blue. They are colored shades of blue, green, or gray.

Ability Score Increase. Your Charisma score increases by 1.

Amphibious. You can breathe air and water.

Darkvision. You can see in dim light within 60 feet of
you as if it were bright light, and in darkness as if it were
in dim light. You cannot discern color in darkness, only
shades of gray.

Energy Resistance. You have resistance to cold damage.



RITE OF PASSAGE by Rich Lescouflair

Drowning out the sounds of the ravaging storm, the stonefang bellowed a loud battle
cry quickly bringing Eltor back to his senses. He shifted his footing, nearly slipping on
the muddy patches scattered about along the rocky platform. He still couldn’t figure out

a survival tactic, but his mind only had time for split second decisions as the stonefang
pounded in his direction once again. The first and only thing Eltor saw was the shine of

a power axe's gleaming metal edge, cutting a path toward him through the curtain of
raindrops. His muscles tightened as he poised his own blade in defense. His feet dug into
the rocks as steel hit steel. It took Eltor all of his strength to push back his assailant’s
attack. Even as stocky as he was for a skytalon, he was still a couple inches short of six
feet, a severe disadvantage against his imposing eight-foot stonefang adversary. He
pushed back and rolled to the side by a large outcropping near the edge of the rock face.
Catching his breath, he quickly stole a glance of his surroundings.

His white-scaled opponent had driven him away from the center of the battle arena the
blue-lit circle marking the area where his test began. Up in the balcony, both his father and
his teacher stood, watching the challenge intently. Any further movement would take them
outside the combat area, where he would be disqualified. He had to hold his opponent off
here. Eltor was thankful that at least the wet weather provided him with as much cover as
it did to obstruct his vision. Rocks and pebbles flew as the sound of metal boots pounding
across the dirt nearly matched the intensity of the thunder up above, alerting Eltor of the
stonefang’s impending attack.

Heaving in a new breath, the skytalon rolled forward away from the small boulder, his
opponent’s lethal swing tearing apart the stone block where Eltor's head had been resting.
The matokai student quickly leapt onto the stone block’s gaping peak, hurling his spiked
boot straight into the stonefang’s long snout. Its neck jerked back, seemingly just in
annoyance, making Eltor curse at himself for the fear that suddenly gripped him.

The vibrating blade of the power axe tore away from the stone giving enough time for
Eltor to dig his claws into the stone and push himself off before his legs would decide
to part ways with him. The huge stonefang then descended upon him again as he rolled
forward onto his feet. Eltor brought his blade above his head, pain shooting though his
arms as he blocked another jumping slash. He spun his blade low, coming upward with
such speed as only desperation could bestow on him. The telltale swing cut into his
opponent’s armored hide, forcing the stonefang into a painful bellowing cry. It clutched the
wound and swung the great axe sideways with its other arm. Eltor hastily jumped backward
but had no time to take a defensive stance before the huge warrior rushed at him. Its
shoulder impacted with the skytalon’s sternum, sending him sliding nearly a good fifteen
feet across the dirt, his chestpiece the only thing keeping his ribs from coming apart. Just
great, Eltor thought to himself, now I've just managed to make him angry.

He looked back up at the platform where the score markers lit up through the rain. To his
surprise, he and the stonefang were even. That alone gave Eltor the confidence he needed.
He clenched his fangs and growled, his clawed fingers closing tightly around the handle of
his blade. Today is the day | become a warrior, he thought. Today is the day when | gain my
honor.
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“| cAN’T sAY | BLAME THE SPACERS FOR LEAVING. EARTH
had too many of its own problems to pay attention to
theirs. Some say though, that the path they chose is a

fine line between the best of human intentions and
the worst of our ambitions.”
— Jan Forrester, human pilot

Once considered part of the Human race,
they were a society of space explorers,
miners, colonists, scientists, and settlers.
Though the Earth could never be denied
as their place of origin, the blue planet
is no longer considered their “home.”
Adopting the name of a figure of
legend, they have forged themselves
into a new race of beings. They are
evolved. They are awakened. They are
Prometheans.

Before the Sol System became part of the Sorium
Accord, many of the humans that lived and worked in
the space colonies performed genetic enhancements
upon themselves and their people. Though
commonplace, many of the alterations were minor,
specifically purposed to assist in survival against the
harshness of the void.

It was not long before many of the space
colonists viewed their Earth neighbors as
pampered and weak, while those upon the Earth
viewed the colonists as conceited and ignorant.
For all the efforts of human societies to shed
their societal prejudices, they simply managed
to evolve them to expand beyond the confines
of their world. The colonists did less and less to
help with Earth’s problems and vice versa, to
the point where it was almost as if there were
two different human races.

\

THE ABERRANT:

PERFECT IMPERFECTIONS \

In extremely rare

circumstances, the

process of the Chrysalis

produces a different form

of promethean. Called

Aberrants, they emerge

with horrible deformities &
and are often driven mad. ’ l
Most, however, are also
gifted with dangerous
abilities. If not euthanized,
they are often treated

as societal outcasts,
forced into the dregs of
promethean society. )




The colonists and surface-folk had developed a truce
during the legendary X-Mark conflict that erupted between
Earth’s nations when the Crucible was first discovered.
Their space miners harvested much of the sorium, their
scientists soon discovering how to further genetically
modify their own traits. These newly discovered methods
gave their people newfound hereditary traits, as well as
some hindrances.

Still, the space colonies had never forgotten the
generations spent on the sidelines of Earth’s governments.
When the Sorium Accord was signed, they chose to
separate from the rest of their people, officially naming
themselves prometheans and establishing a society based
on organizational roles on the planet Ondus.

With their own evolution and survival at stake, this new
society focused on adapting themselves to their new
environment and homeworld.

Throughout the last century, the newly formed
prometheans have strived to control their own stages of
growth as a species. At an early age, each are subjected to
genetic modifications. Once a promethean reaches their
young adult years, they go through a final process that
has come to be called the “Chrysalis,” named after the
machine used for the procedure. This process determines
what type of promethean they will become. This focus on
particular enhancements, however, limits their evolution
to science. With this in mind, much of the versatility that
is prominent in other humans is greatly diminished.

Physically, a promethean’s outer appearance is not
much different from a human. Their builds are similar
and they still retain the same broad variety of skintone,
complexion, and eye color. The biggest difference is that
such things can now be programmed instead of left to
chance. Aside from silvery roots, hair color still varies for
prometheans of the crescent, while the fire-blooded are
limited to deep browns and reds.

Abandoning most of their human identity, the
prometheans also established their own families and
genetic lineages. Some of the family names are simple
variants of those carried by their human ancestors, while
others have completely changed. In recent years, the given
names for promethean children have also varied greatly,
no longer influenced by Earth history or culture.

Male Names: Bareino, Cyphus, Daviel, Fiano, Idran,
Jalan, Katar, Kyrian, Ledra, Malor, Palarm, Raegar,
Salenkis, Thartan, Vesio

Female Names: Aimeri, Auriane, Covalla, Delinia, Jessia,

Kymber, Melisi, Nova, Ovara, Retalia, Seina, Ulaire,
Verela, Wynna, Yanlee

Clan Names: Artemia, Corvinus, Falwren, Hexstar,

Kaperia, Praxus, Sartori, Thurnos, Ultro, Zhavel

Prometheans share a few common traits before
undergoing the Chrysalis.

Ability Score Increase. Your Dexterity score increases by 2.

Age. Prometheans have yet to discover the balance
between extending their years and adapting their bodies
to the rigors of their new home. Thus, they still reach
adulthood in their late teens and live to about 100 years.

Alignment. A young race, prometheans often take
caution to the wind, often leaning toward a chaotic
alignment. This, however is a mere tendency as there are
still prometheans of all personality types.

Size. Like their human kin, height and weight varies but
retain a size of Medium.

Speed. Your base walking speed is 30 feet.

Darkvision. Most prometheans gain this trait at a young
age, sometimes even passed along through their parents.
You can see in dim light within 60 feet of you as if it were
bright light, and in darkness as if it were in dim light. You
cannot discern color in darkness, only shades of gray.

Languages. You speak, read, and write Common and
one other language of your choice.

Sub-species. Prometheans become one of two types
after they pass the Chrysalis into adulthood.

As a promethean of the Crescent, you are intellectually
evolved. Crescents make up much of the scholars and
diplomats on Ondus. Though hair color is much like a
humans, it is always silver at the scalp, growing into its
natural color beyond the first inch or so.

Ability Score Increase. Your Intelligence score increases
by 1.

Logical Thought. You have advantage on saving throws
against mind-altering and hallucinatory effects caused by
toxins or esper powers.

Keen Sense. Gain proficiency in the Perception skill.

As one of the fire-blooded, you are physically stronger
and more resilient. Fire-bloods tend to have very thick
hair ranging from deep browns to bright reds. Their eye
colors range from normal to bright blues and yellows.

Ability Score Increase. Your Strength score increases by 1.

Resilience. You have advantage on saving throws against
poison and disease, and have resistance to poison
damage.

Maximum Effort. Once per long rest, you may double
your proficiency bonus to any Athletics or Acrobatics skill
check. You gain an additional use of this ability at 5th
level, and again at 9th and 14th level.
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“WE, ABOVE ALL OTHERS, KNOW THE BEAST WITHIN,
It is akin to an awakening of the soul, an inner
voice that calls out in your mind, drowning
out the myriad of distractions that swir/
around us. And when that voice calls,

embrace it. Wield it. Let it tear out of you

and become yourself anew. Only then,

will you know who and what you truly

are.”

— Neivie Banetail, Valna elder

Most spacefaring races are able to
incorporate the advancements
and practices of interstellar
neighbors into their own

culture and lifestyle. The
valna are afforded
no such mindset.

They are beasts, first and
foremost, with more connection to the
creatures of the wild than they would
ever have with a human. Technology has
become a forced necessity, used at first to
stop the threat of genocide. However, their
elders take great care to not let these
unnatural advancements overtake
their habitat and way of life.
Despite these
resentments toward
technology, many
valna have accepted
that they are now part



of a much larger galaxy. They therefore make efforts to
create alliances and friendships in an attempt to learn
from those around them, as well as help these newfound
allies to understand and accept the valna’s unfamiliar
practices.

The valna bear both catlike and humanoid traits, though
it’s their bestial nature that can dictate how they think
and deal with others. They act primarily on instinct,
seeing emotions such as fear, delight, and anxiety as
tools toward survival versus something meant to be
understood or defined.

Whenever a valna shows anger or acts with aggression,
it is often coupled with a tangible reason such as survival,
hunger, or surpassing an obstacle that keeps them from
going forward. It doesn’t mean they lack emotion. They
are, in fact, very empathetic. But they will likely choose to
not express them in the moment if a more fundamental
necessity takes precedence.

They also have a knack of being able to read the
emotions of those around them, often reacting
accordingly. This way of thinking can make valna
companions very hard to read in certain situations.
People who are joyous or who make the valna feel at ease
find a much easier time dealing with them.

Physically, most valna possess a lean build. The majority
of their features are catlike but they stand upright on
their inverted hind legs. Their body fur can be shades
of black, brown, gray, orange, or white. Some have a
combination of colors in the form of stripes or spots.
Their eyes can be brown, blue, green, hazel, or yellow.

There were once many different tribes that lived on Vaal.
The bio-weapon that tore through their people wiped
out generations of valna, leading to consolidation of the
scattered groups. There are only a few surviving tribes of
valna. Where a valna’s tribe determines their bloodline,

their pack defines their role in society. A valna’s pack and
their role within it is the most important aspect of their
being. Their deeds and actions within a pack denotes
their position in the valna society, as well as how they are
viewed amongst their peers. A valna without a pack is
deemed to be unworthy of respect.

On Vaal, packs are easily formed. However, it is much
different for valna who travel across the stars. These
travelers often find themselves adopting their alien
companions as packmates, often choosing their own role
or working with their teammates in order to define one.

Survival and preservation of their pack takes precedence
above all else, often causing valna to take actions that
others might see as harsh or cold-hearted. This is mostly
attributed to their upbringing within the unforgiving
environment of their homeworld, where many other
savage beasts dwell. Such mannerisms show themselves
less for valna who have spent years away from Vaal, but it
is and always will be a part of their inherent nature.

Valna have a given name at birth they keep throughout
their lifetime. Once they reach adulthood, they must go
through a rite of passage, usually one that requires a test
of cunning and survival. It is usually during this ritual

the valna receives their surname, which is traditionally

a marker of an important event in their life, a deed
performed, or a particular aspect of their persona.

Female Names: Atanna, Colise, Eria, Kobare, Makista,
Nievie, Oleri, Raesia, Sina, Tanbay, Tuji, Walima, Xacca,
Yira, Zatea

Male Names: Aikor, Bakkas, Elzal, Famel, Hupan, Jabra,
Ludum, Mero, Naewal, Perazo, Relor, Towan, Vorel,
Wemar, Yando

Sample Surnames: Banetail, Bravestride, Dustfinder,
Firefang, Moonrock, Nightwalker, Skychaser,
Songweaver, Sorrowling, Stormclaw



Your valna character has the following traits.

Ability Score Increase. Your Dexterity score increases by 2
and your Wisdom score increases by 1.

Age. Valna age and mature at the same rate as humans.

Alignment. Valna tend toward neutral or chaotic
alignments. Not many valna are evil, but those few who
are make for extremely vicious foes.

Size. Valna are slightly taller than the average human.
Your size is Medium.

Speed. Your base walking speed is 30 feet.

Darkvision. You have keen, catlike senses. You can see
in dim light within 60 feet of you as if it were bright light,
and in darkness as if it were in dim light. You cannot
discern color in darkness, only shades of gray.

Claws. Your sharp claws grant you a climbing speed of
20 feet while wearing anything other than heavy armor.
In addition, your claws are a natural weapon, which

you can use to make unarmed strikes. If you hit with it,
you deal slashing damage equal to 1d4 + your Strength
modifier, instead of the bludgeoning damage normal for
an unarmed strike.

Catlike Agility. Your quick reflexes grants you
maneuverability in combat. Whenever you take the
Disengage action, you can also move 10 feet in any
direction.

Empathic Sense. Whenever you make a Wisdom (Insight)
check to determine a creature’s mood or general attitude,
add twice your proficiency bonus, instead of any
proficiency bonus you would normally apply.

Survival Training. You gain proficiency in two of the
following skills of your choice: Perception, Stealth,
Survival, or Xenobiology.

Languages. You speak, read, and write Common and
Valna.




HUNTER ANUD PREY by Christopher Robin Negelein

The branch, spiked with wooden stakes, flew at Zatea's face. She ducked it at the last
moment, feeling the breeze on her ear tips as she smiled. This meant that her bounty, after
being chased through four systems and five biomes, had stopped running.

The chase was almost over but now he was desperate and dangerous.

To your left! Blackwing's telepathic warning came just in time. Zatea ducked left as a
spray of bullets just missed her tail. The angle of dancing leaves and flying tree bark gave
away his direction, if not his position.

Zatea answered back with her own hail of burst fire from her TMX-35. She felt the
sorium clip heat up again as began to reforge the ammunition. If she pushed it too far, the
clip would empty out before regenerating again.

The jungle was soon silent again. Her whiskers itched.

Looking up, she spotted her drone, Blackwing, its paint job so dark that it looked more
like a silhouette than an actual robotic hawk.

Blackwing's cameras took in the entire view below. / don’t see him. A strange movement
caught Zatea’'s eye. She turned to see a slim rifle barrel peeking out of the bush —and
aimed at Blackwing.

The muzzle flash sparked at the same time she was able to swing around and fire her
own gun. Blackwing's telepathic screech filled Zatea's mind, but she pushed it out of her
thoughts and kept firing while charging forward. Her prey’'s scent was heavy in the air.

She broke through a thicket to find the most dangerous criminal in the Mid Expanse,
Jebediah Otto, on the ground and clutching his side, a dark red stain spread over his shirt.

Zatea pulled out her handcuffs. “You killed my favorite drone. | should let you bleed out
for that.”

Jeb spit on the ground. “That hunk of junk? You should thank me for it.”

She scoffed and reached for his wrist. “You're lucky the law wants you to alive for trial.”

Before she could spot it, a thin wire dropped from above, reaching a few inches from
her face. Reacting on instinct, she quickly raised her hand, palm out, to protect her throat
before the garrote tightened.

Jeb gave a wheezy laugh. “Can't say that Crime Boss Megaron wants the same for you.
Poor little cat lady, so focused on her bounty, she forgot about the price on her head.”

The wire dug painfully into her hand. Pushing back against the garrote, she gained just
enough room to tilt to the left and shove an elbow into her assassin. She attempted to
follow up with a headbutt only to miss, the hitman swiftly dodging.

Keeping the garrote in place with her burning hand, Zatea dropped to her knees and
activated her energy claws with but a thought. She twisted around with a deep, clean slice
and the hitman’s body quickly dropped like a chunk of meat. / bet he didn't see that coming.
She tossed the garrote into the bush.

She moved over to Jeb, watching him try desperately to crawl away. She squatted down
to meet his gaze. "No, | didn't forget. In fact, I'd like to think this is how Megaron finds out
which of his ‘employees’ are foolish. He should put me on his payroll, as a consultant.”

Jeb kept crawling as if he hadn’t heard her.

Zatea sighed. "Mr. Otto,” she continued, "you can either keep crawling away and die from
blood loss or give up now and I'll keep you from bleeding out until we get to the nearest
outpost. I'm giving you this offer so that | can fix up my bird, but | might change my mind
real soon.”

With a half-scowl, Jeb rolled onto his stomach and offered up both wrists.
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3. CLASSES

THERE ARE MANY DIFFERENT TYPES OF PEOPLE IN THE GALAXY.
The majority strive to make the most out of their lives

by using their resources and capabilities to their fullest
potential. There are those, however, who look beyond the
mundane, willing to brave the unknowns of the universe
and face down cosmic threats the likes of which most
others could only dare to dream. You are one of these
galactic heroes, destined to make choices that shape the
way of all things to come.

Your character’s class defines the type of galactic hero
your character is and everything they have been trained to
do. Though each can be considered a profession, they are
also a way of life, affecting the way one would see, think,
react, and interact with the world around them. A melder
might view themselves as an envoy between their people
and the eternal forces flowing within the patterns of time
and space. An engineer would take a more pragmatic
view of the world, their powers being seen as scientific
tools with which to advance society to the next age.

Each class provides a number of class features that
make up the core of your character’s abilities. As you gain
experience and advance in level, you not only gain more
features, but also earn upgrades to some of your existing
ones. A summary table is provided with each class listing
the features you gain at each level. Each of these features
are explained in detail.

CLASSES
Class Description Hit
Die
Adept Psion who channels specific forms of ds
energy through sheer force of will.
Cybermancer Channeler who views the world as ds8
a system of codes and commands
which can be hacked and controlled.
Engineer Tech expert using techniques to ds8
produce tools and robotic constructs,
along with energy weapons and bio-
enhancements
Hunter Expert tracker capable of amazing dio
extra-sensory and physical feats
Melder Energy channeler with the ability to de
shape the forces of creation into a
variety of cosmic powers
Sentinel Champion who uses solar and celestial  d10
energy through personalized sorium
devices to produce devastating effects
Specialist Expert in espionage and infiltration, ds
uses stealth and tools to overcome
obstacles and enemies
Warrior Master of combat and tactics d10

specialized in use of all forms of
weapons and armor

There are some heroes that choose to follow multiple
paths, choosing more than one method of wielding their
powers. This could be for many reasons, spanning from a
change in their outlook to simply wishing to expand their
horizons. This method of combining classes is referred
to as multiclassing. Optional rules for multiclassing are
covered in chapter 6.

( CLAssEs AND EsPeR TYPEs

Amongst the people of the galaxy, an

esper is anyone who can harness the

Crucible’s energies to use talents and

techniques. In game terms, any character

with a class is considered to be an

esper, though some use their energies in

different ways. A melder or an engineer

may rely primarily upon their esper

abilities, while a warrior or specialist rely

more on their own skills until they choose

an archetype.

Regardless of how they access

their abilities, all espers consider each

other to be equal in potential, with the

development of their powers making

for interesting storylines and plot points '
( throughout your campaign. )

Primary Saving Armor and Weapon Proficiencies
Ability Throws
Charisma Wisdom & Simple weapons
Charisma
Intelligence Intelligence & Light armor, simple weapons
Charisma
Wisdom Constitution  Light and medium armor, simple
& Wisdom weapons
Dexterity & Strength & Light and medium armor, shields,
Wisdom Dexterity simple and martial weapons
Intelligence Intelligence & Combat knife, throwing blades,
Wisdom collapsible staff, metal baton, light
pistol
Strength &  Constitution  All armor, shields, simple and martial
Charisma & Charisma weapons
Dexterity Dexterity & Light armor, simple weapons,
Intelligence autopistol, longblade, shortblade,
sabre
Strength or  Strength & All armor, shields, simple and martial

Dexterity

Constitution

weapons, grenades



ADEPT

Calling upon her training and discipline to steel herself, the kesh shifts
her stance and gazes ahead of her. Her vision sharpens to see the different
shapes and lines made up of millions of paths of energy between herself and
her target, all of which are conduits for her psychic power.
She summons her inner energies, harnessing them into her fist. She smiles
as she unleashes the energy upon its chosen path to vanquish her foe.

Wielders of psionic power, adepts use their inner focus and sheer force
of will to manipulate the energies stored within the minds of each living
thing. Adepts can see and translate the pathways of the mind and body
and can use those connections as conduits for psychic ability. Those
with this power have also been referred to as Psions.

Adepts possess a supersensory view of the universe, able to see the
immaterial connection between all living things. While this may occur
with many who gain the ability of an esper, an adept has turned
this dynamic link into an art form. With constant training, focus,
meditation, and exercise, both their body and mind become in
sync with each other as well as with the psychic energies of all
living things around them.
This psychic link is what adepts use to channel their powers.
Unlike melders, who draw external energies into themselves,
an adept’s power comes from within. Their bolstered essence
is channeled outward to affect the physical and metaphysical
essences of other objects and lifeforms.




THE ADEPT

Level Proficiency Features

Bonus
1st +2 Channeling, Psychic Paradigm
2nd +2 Intellect Fortress
3rd +2 Psionic Combat (2/rest)
4th +2 Ability Score Improvement
5th +3 =
6th +3 Psychic Paradigm Feature
7th +3 -
8th +3 Ability Score Improvement
9th +4 =
10th +4 Psionic Combat (3/rest)
11th +4 Esper Mastery (Rank 6)
12th +4 Ability Score Improvement
13th +5 Esper Mastery (Rank 7)
14th +5 Psychic Paradigm Feature
15th +5 Esper Mastery (Rank 8)
16th +5 Ability Score Improvement
17th +6 Esper Mastery (Rank 9)
18th +6 Psychic Paradigm Feature
19th +6 Ability Score Improvement
20th +6 Psionic Recovery

With an adept’s rigid dedication to training and exercise
comes an awakening of the senses which can only be
described as a harmonius pattern. Very similar to a
melder, who breaks these patterns down into codes and
symbols, an adept instead sees interconnections between
these energies and how each of them intersect and
interact with the adept’s own form.

Such a view of the universe and the feeling that comes
with it is what drives an adept’s art and their pursuit of
what they see as transendence from the mundane world.
Even when channeling their powers, the movements and
stances they perform can appear to be almost like a form
of dance, as they release their inner energies along those
invisible threads of power.

When you create your adept, consider your connection
with the world around you. Are you able to see and
influence the thoughts and feelings of others? Can you
manipulate and move matter with your mind? Can you
alter the molecular structure of other objects, or perhaps
even that of your own body? How did you come upon
this power and how does it relate to your life experiences?

Charisma should be your highest ability score followed by
Wisdom. Constitution and Intelligence are also useful.

Prime Talents Maximum Talent
Talents Known Talent Rank Points

3 2 1 4

3 3 1 6

3 4 2 14
4 5 2 17
4 6 3 27
4 7 3 32
4 8 4 38
4 9 4 44
4 10 5 57
4 10 5 60
4 11 5 64
5 11 5 68
5 12 5 73
5 12 5 78
5 13 5 83
5 13 5 88
5 14 5 94
5 14 5 100
5 15 5 107
5 15 5 114

As an adept, you gain the following class features.

Hit Dice: 1d8 per adept level

Hit Points at 1st Level: 8 + your Constitution modifier

Hit Points at Higher Levels: 1d8 (or 5) + your
Constitution modifier per adept level after 1st

Armor: None

Weapons: Simple weapons

Tools: None

Saving Throws: Charisma, Wisdom

Skills: Choose two from Deception, Insight, Intimidation,
Investigation, Lore, Perception, Persuasion

You start with the following equipment, in addition to the
equipment granted by your background:

* (a) a light pistol with 15 rounds of ammunition or (b)
any simple melee weapon

* (a) a scientist’s pack or (b) an explorer’s pack

* a portable shield device (PSD)

* any simple weapon



Your training and level of attunement has granted you
access to a number of esper talents. See chapter 10 for
general rules on esper powers and chapter 11 for the
adept powers list.

At 1st level, you know psi blast and two prime talents

of your choice from the adept powers list. You learn
additional prime talents of your choice at higher levels, as
shown in the Prime Talents column on the Adept table.

The Adept table shows you how many talent points you
have. You can expend your talent points to activate a
known talent of rank 1 or higher.

Once your pool of talent points is depleted, you are
on the brink of exhaustion. Your regain all of your points
once you finish a long rest.

Each talent has a rank and a point cost associated with
it. If you don’t have enough talent points to cover the
cost, you can’t use the talent.

You know two rank 1 talents of your choice from the
adept powers list.

The Talents Known column of the Adept table shows
when you learn more talents of your choice. A talent you
choose must be no higher than what’s shown in the Max
Talent Rank column for your level. When you reach 5th
level, for example, you learn a new talent, which can be
from any rank between 1 and 3.

Additionally, when you gain a level in this class, you
can choose from one of the adept talents you know and
replace it with another talent from the adept powers list,
which must also be of a rank no higher than your Max
Talent Rank.

Charisma is your channeling ability for your esper powers,
so you use your Charisma whenever a power refers

to your channeling ability. In addition, you use your
Charisma modifier when setting the saving throw DC for
an adept power you use and when making an attack roll
with one.

Channeling save DC = 8 + your proficiency bonus +
your Charisma modifier

Channeling attack modifier = your proficiency bonus +
your Charisma modifier

At Tst level, you choose a paradigm which determines

the source of your supersensory abilities: animota,
battlemind, and dreamshaper. Your choice grants you
features at Tst level and again at 6th, 14th, and 18th level.

At 2nd level, your purity of mind and focus grants you
advantage to saving throws versus being charmed or
frightened.

At 3rd level, your gain the ability to combine your
physical and mental energies into fluid and graceful
movements to be utilized as offensive and defensive
stances. You start with two of the following combat
modes and learn one additional combat mode when you
reach 13th level.

Your Psychic Paradigm feature can also grant you
additional combat modes at higher levels.

You can use your Psionic Combat feature twice. When
you use this feature, you choose which combat mode
to activate. You regain all uses of your Psionic Combat
feature after you finish a long rest.

Some Psionic Combat effects require saving throws.
When you use such an effect from this class, the DC
equals your channeling save DC.

Beginning at 10th level, you can use your Psionic
Combat three times between long rests, and four times
between long rests at 17th level.

When you hit with your psi blast, each creature within
10 feet of the target must succeed on a Dexterity saving
throw or take 1d10 psychic damage.

The additional damage on a failed save increases by
1d10 when you reach 5Sth level (2d10), 11¢th level (3d10)
and 17th level (4d10).

As an action, you send a surge of psychic energy into
another creature in attempt to overload their senses.
Make a ranged channeling attack at a creature within 90
feet of you that you can see. On a hit, the creature takes
2d8 psychic damage and must succeed on a Wisdom
saving throw or their movement is reduced by half until
the end of their next turn.

The additional damage increases by 2d8 when you reach
Sth level (4d8), 9th level (6d8) and 13th level (8d8).

This feature can be used in one of two ways.
* When you are hit with an attack that deals psychic
damage, you can use your reaction to take no damage
from the triggering attack.

* When you take acid, cold, fire, force, lightning, or
radiant damage, you can use your reaction and gain
resistance to the triggering damage type until the start
of your next turn. Beginning at 11th level, when you
use this combat mode, you take no damage from the
triggering attack.



When you reach 4th level, and again at 8th, 12th, 16th,
and 19th level, you can increase one ability score of your
choice by 2, or you can increase two ability scores of your
choice by 1. As normal, you can’t increase an ability score
above 20 using this feature.

At 11th level, your attunement to the fundamental forces
around you grants you the ability to channel advanced
esper talents. Choose a rank 6 talent from the adept
powers list. You can activate this power once by spending
the required amount of talent points. You must finish a
long rest before you can do so again.

At higher levels, you gain more adept talents of your
choice that you can use in this way: One rank 7 at 13th
level, one rank 8 at 15th level and one rank 9 at 17th
level. You regain all uses of your Esper Mastery when you
finish a long rest.

At 20th level, you regain one use of your Psionic Combat
feature when you finish a short rest, after which you must
finish a long rest before you can use this feature again.

Upon their awakening, each adept chooses a path

of specialization, each devoted to a specific set of
disciplines. In some areas of the galaxy, groups of adepts
establish training academies, both in large cities and in
secluded regions away from civilization.

An adept, regardless of origin, finds their own style of
training and development, but all still begin with a set of
established basics. The following paradigms are common
amongst adepts encountered throughout the Silrayne
Arc. Each paradigm has a list of talents associated with it
which is added to the adept powers list.

Your powers focus on manipulating and controlling the
constant motion of matter and molecules. You can attune
to the balance between mass and energy, enabling you

to move objects from a distance, excite the molecules of
a structure, or alter an object’s mass while in motion. As
you grow stronger, you can even learn to repel incoming
weapon attacks.

ANIMOTA PARADIGM TALENTS
Adept Level Talents

1st propelled shot, quick step
3rd bind step, molecular agitation
5th celerity, matter fuse

7th superior aegis, unfetter

9th projected force, telekinesis

Starting at 1st level, you gain the ability to generate a
control forces of movement in small objects. You learn
the tricky fingers talent, which doesn’t count toward your
number of prime talents known.

When you reach 8th level, you can activate this talent
by using a bonus action instead.

Starting at 6th level, you can use opposing force to ward
away incoming attacks. When a creature makes a melee
or ranged weapon attack roll against you, you can use
your reaction to impose disadvantage on that attack roll.
If the attack misses you, your next attack roll against the
creature has advantage if you make it before the end of
your next turn.

Beginning at 14th level, if the attack misses you, the
attacker takes damage equal to the half the damage of
the weapon they used to attack you.

Once you use this feature, you can’t use it again until
you finish a short or long rest.

At 14th level, you gain the ability to elevate and move
yourself at will, gaining a flying speed equal to your
current speed. This can be done by using a bonus action
on your turn. The effect lasts until you choose to end it
using a bonus action on your turn.

You can’t use this feature if you are heavily encumbered
or if you are wearing medium or heavy armor.

At 18th level, you have an innate repulsion field around
your body, granting you resistance to bludgeoning,
piercing, and slashing attacks from mundane weapons.
You can activate or dismiss this effect at any time without
using any of your actions.

You focus your training specifically toward defeating foes
in combat, both physical and mental. Your skills expand
your psychic attacks and defenses while debilitating an
opponent from doing harm to your or your companions.
You combine your psionic abilities with destructive
talents, learning even more powerful attacks which can
bypass an enemy’s defenses.

BATTLEMIND PARADIGM TALENTS
Adept Level Talents

1st lightning whip, symbiont mark
3rd light beam, psychic wave

5th crippling sphere, singularity
7th plasma orb, reactive field

9th force field, warp helix



Starting at 1st level, your internal senses make it difficult
for opponents to get the drop on you. Creatures don’t
gain advantage on attack rolls as a result of being hidden
from you.

Starting at 8th level, when you are surprised, attack
rolls against you are made with disadvantage, regardless
of whether or not the attacker had advantage on their
attack roll.

Starting at 6th level, you can add your Charisma bonus
to the damage dealt with your psi blast talent. In addition,
damage dealt by your psi blast talent is unaffected by
resistance and immunity to psychic damage.

Also at 6th level, you can overload the mind of another
creature with a continuous wave of psychic assault.
Choose one creature within 60 feet of you that you can
see. The creature must make a Wisdom saving throw,
taking 6d8 psychic damage on a failed save, or half as
much on a successful one. On a failed save, the target
is also at a disadvantage to all Intelligence and Wisdom
ability checks until they save against the feature’s effects.

At the end of each of its turns, the target repeats the
saving throw. It takes 2d8 psychic damage on a failed
save, and the effect ends on a successful one.

Starting at 14th level, when you are hit by a melee attack,
you can use your reaction to deal psychic damage to the
attacker. The damage is equal to your adept level. The
attacker must also make a Constitution saving throw
against your adept channeling save DC. On a failed save,
the attacker is pushed in a straight line 10 feet away from
you and is also knocked prone.

At 18th level, you can see the psychic trails between
creatures that are beyond your field of vision. Creatures
can’t gain AC or saving throw bonuses from half or three-
quarters cover against your ranged channeling attacks or
Psionic Combat features.

In addition, creatures that move into total cover on their
turn can be still targeted by your ranged esper attacks and
Psionic Combat features until the end of your next turn.

You are a telepath whose skills focus on the mastery of
the mind.

DREAMSHAPER PARADIGM TALENTS

Adept Level Talents

1st daze, synaptic recoil

3rd imposing influence, pacify

5th horrific visage, hypnotic pattern
7th aspect of dread, haze of chaos
9th dream weave, modify memory

Starting at 1st level, you can communicate telepathically
with any creature you can see within 30 feet of you. A
creature receiving your communications does not need
to share a language with you, but they must be able to
understand at least one language.

Beginning at 8th level, the range of this feature
increases to 60 feet.

Starting at 6th level, you can use your action to end one
effect on yourself that is causing you to be charmed or
frightened.

Also at 6th level, you can emanate a stinging wave of
psychic energy from your body. Each creature in a 15-foot
cone must make a Wisdom saving throw. A creature takes
4d6 psychic damage on a failed save, or half as much on
a successful one. In addition, a creature who failed its
save is becomes incapacitated, babbling uncontrollably.
This effect lasts until the end of its next turn.

Starting at 14th level, your thoughts can’t be read by
telepathy or other means unless you allow it. You also
have resistance to psychic damage, and whenever a
creature deals psychic damage to you, that creature takes
the same amount of damage that you do.

At 18th level, you have the ability to mask your influence
over other creatures. Whenever you use a power to charm
one or more creatures, those creatures remain unaware
of being charmed, regardless of when the effect ends.
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ANCER
Peering beneath the surface, his
surroundings burst into a vibrant
collection of data streams and
commands. He brushes his fingers
along the surface of a command
board that only he can see. His
implant runs white-hot, coursing
with stings of commands granting
him control of the energies that
shape the universe.

Cybermancers are espers who
can view the world as if it were a
complex, digital design. Through
this unique perspective, they
can decipher and manipulate
energy at a molecular level,
almost as if recoding a machine.
Such abilities often awaken
through their own exposure
to the advanced technologies
that preside over day to day life.
Over the years, many of them have
earned the nickname “world-hacker.”

Cybermancers have two different
perspectives. One is the world

as viewed by the mundane eye.
The other is that of a weave

of data streams and codes,
superimposed on top of the
mundane view. Much like the

augmented reality experienced
by SIM users, cybermancers
refer to this as their Interlaced
Reality— an advanced user mode
that enables them to “hack the
world” and manipulate its
energies.




THE CYBERMANCER

Level Proficiency Features

Bonus
1st +2 Persona Form, Code Channeling
2nd +2 Complex Patterns
3rd +2 Advanced Interface
4th +2 Ability Score Improvement
5th +3 -
6th +3 Persona Form Feature
7th +3 -
8th +3 Ability Score Improvement
9th +4 =
10th +4 Persona Form Feature
11th +4 Esper Mastery (Rank 6)
12th +4 Ability Score Improvement
13th +5 Esper Mastery (Rank 7)
14th +5 Persona Form Feature
15th +5 Esper Mastery (Rank 8)
16th +5 Ability Score Improvement
17th +6 Esper Mastery (Rank 9)
18th +6 -
19th +6 Ability Score Improvement
20th +6 Master Cipher

Though the cybermancer’s control over the physical
world and the Silrayne Intergalactic Matrix (SIM) are
completely separate, the concepts are very much the same.
This is why many cybermancers often come from those
skilled in either computers or other technical sciences.

In the SIM, users are represented by a digital avatar often
known as a persona. Cybermancers likewise possess a
persona that manifests itself whenever they channel their
powers through their sorium device, usually an implant
that interfaces directly with the brain.

While a cybermancer’s persona can be of any chosen
design, it is common for it to be a combination of their
own personality and the path they’ve chosen to follow
as an esper. Some cybermancers believe their persona
may have actually chosen them instead of the other way
around.

While creating your cybermancer, take a look at your
character’s personality and life experiences. Do they have
a love for technology or have a natural aptitude for it?
Perhaps they have a career as a technician or scientist.
Perhaps they were instead exposed to it since birth. Or
maybe they discovered a secret language deep in the ruins
of the older races that somehow resonated with them?

Prime Talents Talent  Slot Rank Complex
Talents Known Slots Patterns
2 2 1 1 =
2 3 2 1 2
2 4 2 2 2
3 5 2 2 2
3 6 2 3 3
3 7 2 3 3
3 8 2 4 4
3 9 2 4 4
4 10 2 5 5
4 10 2 5 5
4 11 3 5 5
4 11 3 5 6
4 12 3 5 6
4 12 3 5 6
4 13 3 5 7
4 13 3 5 7
4 14 4 5 7
4 14 4 5 8
4 15 4 5 8
4 15 4 5 8

You may then wish to decide how you’ve adjusted to
these awakened abilities and what impact they may have
had on your life since then.

Intelligence should be your primary ability score followed
by Constitution. Strength or Dexterity could be useful for
weapon use.

As a cybermancer, you gain the following class features.

Hit Dice: 1d8 per cybermancer level

Hit Points at 1st Level: 8 + your Constitution modifier

Hit Points at Higher Levels: 1d8 (or 5) + your
Constitution modifier per cybermancer level after 1st

Armor: Light armor

Weapons: Simple weapons

Tools: Choose one from Digital Technician’s tools and
Hacker’s kit

Saving Throws: Charisma, Intelligence

Skills: Choose two from Astrophysics, Computers,
Insight, Investigation, Lore, Persuasion, and
Xenobiology



You start with the following equipment, in addition to the
equipment granted by your background:

* (a) a light pistol with 15 rounds of ammunition or (b)
any simple weapon

* (a) two combat knives or (a) any simple weapon

* (a) a technician’s pack or (b) an explorer’s pack

* Armor jacket, a SIM Unit and a Portable shield device
(PSD)

At Tst level, you have a persona that represents your

inner identity. It’s appearance is often similar or identical
to your persona in the Silrayne Intergalactic Matrix (see
Chapter 12 for more information on the SIM). Your project
this persona through your sorium implant, translating
your interlaced reality into effects in the physical world.
You can choose whether or not your persona is visible to
others whenever you use your class features and powers.
Your choice of a persona form grants you features at 1st
level and again at 6th, 10th, and 14th level.

Your ability to weave codes into potential physical energy
grants you access to a particular set of talents. See
chapter 10 for general rules on esper powers and chapter
11 for the cybermancer powers list.

You know two talents of your choice from the
cybermancer talents list. You learn additional talents of
your choice at higher levels, as shown in the Prime Talents
column of the Cybermancer table.

A cybermancer’s persona uses a certain amount of
memory to interface with the environment and create
slots used to output esper powers. The Cybermancer
table shows how many slots you have. The table also
shows the rank of those slots; all of your talent slots are
the same rank. To use a talent of rank 1 or higher, you
must expend a talent slot. You regain all expended talent
slots when you finish a short or long rest.

For example, when you are 5th level, you have two rank
3 talent slots. To use the rank 1 talent avatar’s armor, you
must spend one of those slots, and you activate it as a
rank 3 talent.

You know two rank 1 talents of your choice from the
cybermancer powers list.

The Talents Known column of the Cybermancer table
shows when you learn more talents of your choice of rank
1 or higher. A talent you choose must be no higher than
what’s shown in the Slot Rank column for your level.
When you reach 6th level, for example, you learn a new
cybermancer talent, which can be from any rank between
1 and 3.
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Additionally, when you gain a level in this class, you can
choose from one of the cybermancer talents you know
and replace it with another talent from the cybermancer
powers list, which must also be of a rank for which you
have talent slots.

Intelligence is your channeling ability for your esper
powers, so you use your Intelligence whenever a power
refers to your channeling ability. In addition, you use your
Intelligence modifier when setting the saving throw DC
for an adept power you use and when making an attack
roll with one.

Channeling save DC = 8 + your proficiency bonus +
your Intelligence modifier

Channeling attack modifier = your proficiency bonus
+ your Intelligence modifier

Your unique skills allow you to compile energy patterns
that imbue you with a particular esper ability or effect.
At 2nd level, you gain two complex patterns of
your choice. Your pattern options are detailed at the
end of the class description. When you gain certain
cybermancer levels, you gain additional patterns of your
choice as shown in the Complex Patterns column of the
Cybermancer table.
Additionally, when you gain a level in this class, you can
choose one of the patterns you know and replace it with
another pattern that you could learn at that level.

At 3rd level, your persona gains a specialty interface,
granting you one of the following features of your choice.

You learn the bonded companion power and can activate it
as a conventional talent. The talent doesn’t count against
your number of talents known.

When you activate the talent, you can choose one of
the normal forms for your ally or one of the following
special forms: bit drone, power sprite, or spyder.

Additionally, when you take the Attack action, you can
forgo one of your own attacks to allow your ally to make
one attack of its own with its reaction.

You can use your action to create a weapon bond, which
appears as a melee weapon in your empty hand. You can
choose the form that this melee weapon takes each time
you create it. You are proficient with it while you wield it.
This weapon counts as forge enhanced for the purpose of
overcoming resistance and immunity to mundane attacks
and damage.

Your weapon bond disappears if it is more than 5 feet
away from you for 1 minute or more. It also disappears if
you use this feature again, if you dismiss the weapon (no
action required), or if you die.

You can adapt one forge enhanced weapon to be your
weapon bond by performing a special technique while
you hold the weapon. You perform this technique over
the course of 1 hour, which can be done during a short
rest. You can then dismiss the weapon, shunting it into
an extradimensional space, and it appears whenever you
create your weapon bond thereafter. You can’t affect a
cypheos or core-bonded weapon in this way. The weapon
ceases being your weapon bond if you die, if you perform
the 1-hour technique on a different weapon, or if you use
a 1-hour technique to break your bond to it. The weapon
appears at your feet if it is in the extradimensional space
when the bond breaks.

You forge a small piece of sorium into a flat object
shaped like a datacard. It is specifically attuned to your
implant. When you gain this feature, choose three prime
talents from any class’s powers list (the three needn’t be
from the same list). While the card is on your person, you
can use those talents at will. They don’t count against
your number of prime talents known. If they don’t appear
on the cybermancer powers list, they are nonetheless
cybermancer talents for you.

If you lose your datacard, you can craft a new one
during a 1-hour process. This process can be performed
during a short or long rest, and it nullifies the previous
card.

When you reach 4th level, and again at 8th, 12th, 16th,
and 19th level, you can increase one ability score of your
choice by 2, or you can increase two ability scores of your
choice by 1. As normal, you can’t increase an ability score
above 20 using this feature.

At 11th level, your mastery of the code grants you the
ability to channel advanced esper talents. Choose a rank
6 talent from the cybermancer powers list.

You can activate this power once without expending a
talent slot. You must finish a long rest before you can do
so again.

At higher levels, you gain more cybermancer talents of
your choice that you can use in this way: One rank 7 at
13th level, one rank 8 at 15th level and one rank 9 at 17th
level. You regain all uses of your Esper Mastery when you
finish a long rest.

At 20th level, your persona can tap into the energies
around you to regain expended talent slots. You can
spend 1 minute focusing to regain all your expended
talent slots from your Code Channeling feature.

Once you regain talent slots with this feature, you must
finish a long rest before you can do so again.



CYBERMANCY AND EsPErR PowERs

Though cybermancers gain their abilities through their bi
understanding of the Silrayne Intergalactic Matrix (SIM),
their skills in the SIM and their powers in the physical
world have no relation to each other. The “code” they see
is of their own design and does not translate to any known
computer or programming language. The cybermancer’s
understanding of “hacking” the world is merely how they
see and control the energies around them, much like how
a melder uses their bodies as energy conduits, while an
adept uses the psychic links between themselves and
others around them.

Likewise, a cybermancer’s persona is a manifestation of
their powers as an esper, having no direct relation to their
persona in the SIM. See Chapter 12 for more information

(about the SIM.

A

Every persona has a specific pattern and primary
structure that make up its form. The persona a
cybermancer chooses is representative of the powers and
complex patterns they can access as an esper, as well as
the method in which they are utilized.

Some cybermancers may choose a humanoid persona
that defines what they feel is their true personality. Some
might choose a beast or figure of legend, while others
lean toward something less common such as a weapon
or a burst of elemental energy. Cybermancers who
communicate regularly in the SIM can often identify each
other by their personas in the physical realm.

Your persona is a manifestation of destruction and
conflict. You focus on defeating your foes through the use
of damaging and debilitating talents. Your persona might
manifest as an imposing brawler, a gleaming weapon, a
fiery beast, or an armored dreadnaught.

Your persona form also grants you an expanded list of
powers when you learn a cybermancer talent. The following
powers are added to the cybermancer powers list for you.
BREAKER EXPANDED TALENTS

Adept Level Talents

1st arctic lash, concussive force
3rd blindness/deafness, light beam
5th crippling sphere, singularity
7th burn zone, reactive field

9th contagion, warp helix

Starting at 1st level, when you reduce a hostile creature
to 0 hit points, you gain temporary hit points equal

to your Intelligence modifier + your cybermancer level
(minimum of 1).

Starting at 6th level, you can slow your perception of an
incoming attack, giving you time to react accordingly.
When a creature makes an attack roll against you, you
can use your reaction to impose disadvantage on that
roll. If the attack misses you, your next attack roll against
the creature has advantage if you make it before the end
of your next turn.

Once you use this feature, you can’t use it again until
you finish a short or long rest.

Starting at 10th level, you can choose one damage type
when you finish a short or long rest. You gain resistance
to that damage type until you choose a different one
with this feature. Damage from forge enhanced weapons
ignores this resistance.

At 14th level, you can cause a massive energy disruption
within a target of your choice. You can use the devastation
talent. After you activate the talent with this feature, you
can’t do so again until you complete a long rest.

Your persona is a master manipulator of energies, reading
into the code and shaping it to your own design. Your
persona might manifest itself as a small cybernetic beast,
a shadowy figure in techno-marked robes, or ball of
constantly shifting energy.

Your persona form also grants you an expanded list

of powers when you learn a cybermancer talent. The
following powers are added to the cybermancer powers
list for you.

CoNTROLLER ExPANDED TALENTS

Adept Level Talents

1st distortion, synaptic recoil

3rd blur, levitate

5th celerity, withering grip

7th haze of chaos, superior obfuscate
9th mass alteration, telekinesis

Starting at 1st level, you have the ability to tap into the
thought patterns of those around you. As an action,
you can cause each creature in a 10-foot cone to make
a Wisdom saving throw against your cybermancer
channeling save DC. Creatures failing their saving throw
are either charmed or frightened by you (your choice)
until the end of your next turn.

Once you use this feature, you can’t use it again until
you finish a short or long rest.



Starting at 6th level, you can use your skills to devise the
best possible outcome against a foe. When you miss with
an attack roll, you can choose to reroll the attack with
advantage. Once you use this feature, you can’t use it
again until you finish a short or long rest.

At 10th level, you are able to steel yourself from effects
that disrupt your body’s internal energies. You gain
advantage on death saving throws and resistance to
necrotic damage.

In addition, you can use a bonus action to remove your
choice of a charmed, frightened, or stunned condition
from yourself. Once you remove a condition in this way,
you must complete a short or long rest before you can do
it again.

At 14th level, you can trap the mind of a creature in a
spiral of swirling encrypted data streams. As an action,
choose a creature that you can see within 60 feet of you.
It must make an Intelligence saving throw against your
cybermancer save DC, taking 12d8 psychic damage on
a failed save, or half as much on a successful one. In
addition, if the target failed their save, they are stunned
for 1 minute. The stunned condition ends early if the
creature takes any damage.

Once you use this feature, you can’t use it again until
you finish a long rest.

Your persona is a combination of your mastery over

the physical world and your skills in the digital world.
Examples of your persona’s form could be a bio-cyborg,
a globe of swirling computer code, or a shimmering body
made of data streams.

Your persona form also grants you an expanded list

of powers when you learn a cybermancer talent. The
following powers are added to the cybermancer powers
list for you.

GHosT ExPANDED TALENTS
Adept Level Talents

1st remote connection, voltaic charge
3rd black hat, plasma blade

5th capacitor, forge vehicle

7th lightning ring, stealth sentry

9th incinerate, mechanical stasis

At Tst level, you learn the trigger device and virtual display
talents. These count as cybermancer talents for you but
they do not count toward your number of prime talents
known.

At st level, you can use an action to manipulate the
programming in basic constructs. Choose a constuct
within 30 feet of you that you can see. The target and any
other constructs within 5 feet of it must make a Wisdom
saving throw against your cybermancer channeling save
DC. Constructs failing their saving throw are charmed by
you until the end of your next turn.

Once you use this feature, you can’t use it again until
you finish a short or long rest.

Starting at 6th level, you can use the energy from nearby
electronic devices to react towards being harmed. Choose
an unoccupied space within 5 feet of any electronic
device or electrical wiring. When you take damage, you



can use your reaction to gain resistance to the incoming
damage and instantly teleport to your chosen position. If
no electronic devices or wiring are available within range,
you still gain resistance to the incoming damage, but you
can instead teleport up to 10 feet away from your original
location.

Once you use this feature, you can’t use it again until
you finish a short or long rest.

At 10th level, you can hide yourself from those anyone
attempting to find or gain knowledge from you. You
cannot be targeted by any mundane devices that can be
used to track you. You have advantage on saving throws
against any clairsentient powers used to observe you ,
read your thoughts, or learn your whereabouts.

At 14th level, you can attempt to hack into another
creature or machine and unleash a virus into its physical
form. As an action, choose a creature or automaton that
you can see within 60 feet of you. That target must make
a Constitution saving throw against your cybermancer
channeling save DC, taking 10d8 psychic damage on a
failed save, or half as much on a successful one.

In addition, if the target failed its save, you can issue
a suggestion to it as if it were under the effects of the
influence talent. The effect lasts for 8 hours or until you
lose your concentration (as if you were concentrating on
an esper power). The effect can also be removed with a
minor remedy talent.

Once you use this feature, you can’t use it again until
you finish a long rest.

If a complex pattern has prerequisites, you must meet
them to learn it. You can learn the pattern at the same
time that you meet its prerequisites. A level prerequisite
refers to your level in this class.

You can activate impedance once using a cybermancer
talent slot. You can’t do so again until you finish a long
rest.

Prerequisite: sprite beam talent

When you use the sprite beam talent, add your intelligence
modifier to the damage it deals on a hit.

You can read any writing on any surface that you can see.
The translated writing is only visible to you.

Prerequisite: 7th level

You can activate haze of chaos once using a cybermancer
talent slot. You can’t do so again until you finish a long
rest.

Prerequisite: 15th level, Extended Interface feature

You can activate mechanical stasis at will—targeting an
automaton or construct— without expending a talent
slot. You must finish a long rest before you can use this
pattern on the same target again.

Prerequisite: 5th level

When you are in an area of dim light or darkness, you
can use your action to become invisible until you move or
take an action or a reaction.

Prerequisite: 5th level, Combat Interface feature

You can attack with your weapon bond twice, instead of
once, whenever you take the Attack action on your turn.

Prerequisite: 9th level

You can activate the towering sentinel technique once using
a cybermancer talent slot. You can’t do so again until you
finish a long rest.

You can activate protection field on yourself at will and
without expending a talent slot.

You can activate illusory form at will and without
expending a talent slot.

You can activate alter appearance on yourself at will and
without expending a talent slot.

Prerequisite: sprite beam talent

Once on each of your turns, when you hit a creature with
sprite beam, you can push the creature up to 10 feet away
from you in a straight line.

Prerequisite: Extended Interface feature

You can communicate telepathically with your bonded
companion and perceive through your ally’s senses as
long as you are in the same star system.

Additionally, while perceiving through your ally’s senses,
you can also speak through your ally in your own voice,
even if your ally is normally incapable of speech.

Prerequisite: sprite beam talent

When you use the sprite beam talent, its range is 300 feet.

Prerequisite: 5th level

You can activate temporal fault once using a talent slot. You
can’t do so again until you finish a long rest.



Prerequisite: 9th level

You can activate jump on yourself at will and without
expending a talent slot.

Prerequisite: 9th level

You can activate levitate on yourself at will and without
expending a talent slot.

Prerequisite: 15th level

You can activate obfuscate at will and without expending a
talent slot.

You can activate innervate on yourself as a rank 1 talent,
without expending a talent slot.

You gain proficiency in the Deception and Persuasion
skills.

You can see normally in darkness, both mundane and
esper created, to a distance of 120 feet.

Prerequisite: 15th level

You can activate veiled observer at will, without expending
a talent slot.

You can activate esper sight at will and without expending
a talent slot.

Prerequisite: Combat Interface

You can create a ranged weapon as your weapon bond
and you can adapt a forge enhanced ranged weapon to
be your weapon bond.

Prerequisite: 5th level

While you are in Zero-G, you gain a fly speed equal to
your walking speed and can move normally.

You can also activate atmospheric adaptation once using a
cybermancer talent slot. You can’t do so again until you
finish a long rest.

Prerequisite: Memory Interface

You no longer have a need to sleep and are immune to
any effects which can force you to sleep. You can gain
the effects of a long rest by spending 8 hours performing
light activity, such as research or keeping watch.

Prerequisite: 7th level

You can activate conduit transfer once using a
cybermancer talent slot. You can’t do so again until you
finish a long rest.

Prerequisite: 10th level

You gain infravision with a range of 90 feet.

Prerequisite: 7th level

You can activate transmute form once using a
cybermancer talent slot. You can’t do so again until you
finish a long rest.

You can use your action to touch a willing humanoid and
perceive through its senses until the end of your next turn.
As long as the creature is in the same planetary system

as you, you can use your action on subsequent turns to
maintain this connection, extending the duration until
the end of your next turn. While perceiving through the
other creature’s senses, you benefit from any special
senses possessed by that creature, and you are blinded
and deafened to your own surroundings.

Prerequisite: 7th level

You can activate bishop’s deviation once using a
cybermancer talent slot. You can’t do so again until you
finish a long rest.

Prerequisite: 15th level

You can activate alter form on yourself at will and without
expending a talent slot.

You gain proficiency in the Astrophysics and Mechanics
skills.

Prerequisite: 12th level, Combat Interface feature

When you hit a creature with your weapon bond, the
creature takes extra necrotic damage equal to your
Intelligence modifier (minimum 1).

Prerequisite: sprite beam talent

Once on each of your turns, when you hit a creature with
sprite beam, you can pull the creature up to 10 feet toward
you in a straight line.

Prerequisite: 15th level

You can see the true form of any shapechanger or creature
concealed by illusion or alteration effects while the
creature is within 30 feet of you and within line of sight.
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ENGINEER

Brushing her fingers along the rig’s control

panel, a fervent rush of energy courses

through the human’s body, pulsing in

sync with the harmonious hum of her w
sorium implant.

With a weave of his fingers, a dendus
sends a small army of attack drones %‘;
to blanket the field with laser fire,
laying waste to the approaching
raiders.

A promethean soldier
transmits silent commands to
an army of nanomachines
designed to seal the
wounds of his fellow
officers.

Engineers are espers
who make use of modern
day inventions, robotics,
computers, and chemistry.
Combined with the use of
sorium, their technical skills
are open to an infinite realm of
possibilities. Their personalized rig
translates their thoughts into streams
of data that weave into system
commands. No matter their path,
they constantly improve by focusing
on their training, tools, and technical
know-how to defy the odds.



THE ENGINEER

Proficiency

Level Bonus Features

1st +2 Call Rig, Forging, Technical Specialty

2nd +2 Technician Specialty feature, Rig
Expansion (1/rest)

3rd +2 —

4th +2 Ability Score Improvement

5th +3 Mechanical Devastation (CR 1/2)

6th +3 Technician Specialty feature, Rig
Expansion (2/rest)

7th +3 =

8th +3 Ability Score Improvement, Mechanical
Devastation (CR 1), Technician
Specialty feature

9th +4 =

10th +4 The Jury Rig

11th +4 Mechanical Devastation (CR 2)

12th +4 Ability Score Improvement

13th +5 =

14th +5 Mechanical Devastation (CR 3)

15th +5 =

16th +5 Ability Score Improvement

17th +6 Mechanical Devastation (CR 4),
Technician Specialty feature

18th +6 Rig Expansion (3/rest)

19th +6 Ability Score Improvement

20th +6 Jury Rig improvement

Engineers devote themselves to a particular path of
study, often viewing the universe and the living creatures
within it in a very technical sense. Their awakened
intuition allows them to see the structural patterns and
connections between all things, almost as if the universe
were written in a code only they can read.

The rise of many cosmic threats, both organic and
inorganic, has led many an engineer down the path of
a defender of worlds. Viral plagues, rogue mechanical
beasts, and nefarious cybercriminals are just a few
examples of what they stand against.

Engineers tend to keep in contact with others of their
field of study, forming scientific local or online groups.

Engineers have access to a vast array of materials, all
forged or powered by sorium, the mysterious energy
harvested from the Crucibles. An internal sorium
implant, most often placed near the brain, grants them
both a physical and neural link to their arsenal of tools.

Prime —Tech Slots per Technique Rank —
Talents 1st 2nd 3rd 4th 5th 6th 7th 8th 9th
3 2 = = = = = = = =
3 3 = = = - = - = =
3 4 2 = = = = = = =
4 4 3 = = = = = = =
4 4 3 2 = = = = = =
4 4 3 3 - - . S — -
4 4 3 3 1 = = = = =
4 4 3 3 2 - - - - -
4 4 3 3 3 1 = = = =
5 4 3 3 3 2 = = - -
5 4 3 3 3 2 1 = = =
5 4 3 3 3 2 1 = = =
5 4 3 3 3 2 1 1 = =
5 4 3 3 3 2 1 1 = =
5 4 3 3 3 2 1 1 1 =
5 4 3 3 3 2 1 1 1 =
5 4 3 3 3 2 1 1 1 1
5 4 3 3 3 3 il 1 1 1
5 3 3 3 3 2 1 1 1

Through the use of a form of esper power known as
Forging, an engineer is able to manipulate these resources,
instantly crafting nanobots, assault and medical drones,
and plasma weapons. These techniques can also
directly alter or deconstruct matter and provide bio-
enhancements to themselves or their allies.

When you create your Engineer, think about what sort of
scientific profession your character would follow. Would
they study biology or chemistry? Or perhaps their study
focuses more on physical mechanics. How or why did you
choose to delve into this field? Is it connected to your
character’s history or personality?

It is recommended you make Wisdom your highest ability
score, followed by Constitution. Intelligence is also useful
for many of your skills.



As an engineer, you gain the following class features.

Hit Dice: 1d8 per engineer level

Hit Points at 1st Level: 8 + your Constitution modifier

Hit Points at Higher Levels: 1d8 (or 5) + your
Constitution modifier per engineer level after 1st

Armor: Light armor, medium armor

Weapons: Simple weapons

Tools: One artisan tool or Vehicle Proficiency (you
choose)

Saving Throws: Constitution, Wisdom

Skills: Choose two from Astrophysics, Computers,
Insight, Lore, Mechanics, Medicine, Persuasion, and
Xenobiology

You start with the following equipment, in addition to the
equipment granted by your background:

* (a) a short blade or (b) wrist blades, or (c) an energy
staff

* (a) light trooper armor, (b) medium trooper armor, or
(c) heavy trooper armor (if proficient)

* (a) a light pistol and 15 shots of ammunition, or (b)
any simple weapon
* (a) a scientist’s pack or (b) an explorer’s pack

* (a) an engineer’s rig

Your tools and training allow you to perform various
techniques to produce astonishing effects.

At Tst level, you know three prime techniques of your
choice from the engineer’s techniques list. You learn
additional talents at higher levels as shown in the Prime
Techniques column of the Engineer table.

Each engineer has a set of tools and materials they use to
employ their special powers. Often referred to as a “rig”,
it comes in various forms but is almost always the size
of a small pack or box. Every engineer is fitted with an
implant that allows them to communicate directly with
their rig. Aside from tools, there are two features that are
universal amongst all rigs.

Raw Sorium: Each rig has a small supply of raw sorium,
which not only supplies power to several of the rig’s
operations, it also allows the engineer to craft alchemical
and mechanical materials on the fly to serve as the
components required for their more powerful techniques.
Itis in limited supply, but much like weapons powered by
sorium cores, the raw material regenerates after a period
of time.

Micro-Drones: Each rig has a set of coin-sized, spherical
drones that the engineer controls directly. Though not
always used, the drone is an invaluable tool that can
multitask with the engineer and produce effects at a
distance. Crafted from pure sorium, they can take on
whichever color or texture the engineer chooses. They are
hard to hit and destroy, but are easily replaceable if such
a situation arises.

The Engineer table shows how many tech slots you have
to use your techniques of Rank 1 and higher. To use
one of these techniques, you must expend a slot of the
technique’s level or higher. The tech slots represent the
supply of raw sorium and equipment available to power
your techniques. You regain all expended tech slots when
you finish a long rest.

You prepare a list of engineer techniques that are
available for you to use, choosing from the engineer
powers list. When you do so, choose a number of
engineer techniques equal to your Wisdom modifier +
your engineer level (minimum of one technique). The
techniques must be of a level for which you have tech
slots.

For example, if you are a 3rd-level engineer, you have
four Rank 1 and two Rank 2 tech slots. With a Wisdom
of 16, your list of prepared techniques can include six
techniques of Ranks 1 and 2, in any combination. If you
prepare the Rank 1 mend technique, you can use it by
expending a Rank 1 or Rank 2 slot. Using this technique
doesn’t remove it from your list of prepared techniques.

You can change your list of prepared techniques when
you finish a long rest. Preparing a new list of techniques
requires time spent in building and allocating resources.
This should take at least 1 minute per technique rank for
each technique on your list.

Wisdom is your forging ability for your engineer
techniques. A tool is useless without the proper judgment
on where to use it. An engineer’s forte is not just based
on knowledge, but on being able to use that knowledge
effectively, timely, and reserved manner.

You use your Wisdom whenever a technique refers to
your forging ability. In addition, you use you Wisdom
modifier when setting the saving throw DC for a
technique you use and when making an attack roll with
one.

Forging save DC = 8 + your proficiency bonus +
your Wisdom modifier

Forging attack modifier = your proficiency bonus +
your Wisdom modifier

You can use a technique conventionally if the technique
has the conventional tag and you have the technique
prepared.



Choose one specialty with which you focus your skills as
an engineer. Each specialty is detailed at the end of the
class description. Your choice grants you specific abilities
when you choose it at 1st level, as well as additional
abilities 2nd, 6th, and 8th, and 17th level.

Each specialty also comes with associated techniques
that you gain at the levels noted in the specialty
description. Once you gain a specialty technique, you
always have it prepared and it doesn’t count against the
number of techniques you can prepare each day.

At 1st level, you can use your implant to remain in contact
with your rig at all times. With your reaction, you can sense
the general location of your rig as long as it is within 500
miles of you. You can sense the direction and can confirm
the exact distance once you’re within 1000 feet.

Regardless of distance, you can use your bonus action
and expend a tech slot to call upon your rig to phase
shift instantly into your hand. Once you reach 5th level,
summoning your rig no longer requires you to expend a
tech slot.

If your rig is permanently lost or destroyed, you can
forge a new one by spending 8 hours of time and 500
cu in materials. This can be performed during a long
rest. Once a new rig is forged, your previous rig ceases to
function and becomes a set of mechanic’s tools.

At 2nd level, you gain the ability to use the raw energy
in your rig to fuel additional effects. You start with two
such effects: Electromagnetic Pulse and an effect that is
defined by your specialty. Depending on your specialty,
you may gain additional effects as you gain in level.

When you use your Rig Expansion, you choose which
effect to create. You must then finish a short or long rest
to use your Rig Expansion again.

Some Rig Expansion effects require saving throws.
When you use such an effect from this class, the DC
equals your technician Forging save DC.

Beginning at 6th level, you can use your Rig Expansion
twice between rests.

. 1 e

As an action, you use your rig to send an explosive wave
of electromagnetic energy that debilitates and disorients
robots, drones, and any creature with the automaton or
construct creature type. Each of these targets within 30
feet of you and with less than three-quarters cover must
make an Intelligence saving throw. If the target fails its
saving throw, it is impaired until the end of your next
turn or until it takes any damage. This ability also affects
mechanical creatures controlled by a live operator.
An impaired target cannot take any reactions and its
movement is reduced to 0. The only action available to
the target is the dodge action.

In addition, any unshielded computer panel or
electronic device not worn by another creature is
rendered inert until the start of your next turn.

When you reach 4th level, and again at 8th, 12th, 16th,
and 19th level, you can increase one ability score of
your choice by 2, or you can increase two ability scores
of your choice by 1. As normal, you can’t increase an
ability score above 20 using this feature.

At 5th level, when an automaton or construct fails its
saving throw against your Electromagnetic Pulse feature, it
is instantly destroyed if its challenge rating is at or below a
certain threshold, as shown in the following table.

Engineer Level Destroys targets of CR...

5th 1/2 or lower
8th 1 or lower
11th 2 or lower
14th 3 or lower
17th 4 or lower

Beginning at 10th level, you can instinctively commune
with your rig to devise some form of aid in a dire
situation when you’re in desperate need of one.

Describe the assistance you seek, and roll percentile dice.
If you roll a number equal to or lower than your engineer
level, you instinctively come up with an on the fly effect



to assist you. The GM chooses the nature of this benefit;
often in the form of an effect generated by an engineer
technique or specialty power.

If your roll is successful, you can’t use this feature again
for 7 days. Otherwise, you can use it again after you
finish a long rest.

At 20th level, your rig provides you with assistance
automatically, no roll required

Engineers come in all types, each devoted to a particular
field of study in which they specialize. These specialty
fields provide the engineer with additional abilities that
correspond with their chosen path. Where Engineer is a
broad term, your specialty is what defines how others
view your expertise as well as your title.

Your choice of specialty may also be considered your
career if you so choose. Engineers are considered a
necessity for many of the different societies scattered
throughout the galaxy. Some even establish trade centers
from which to offer goods and services.

An esper engineer is often no stranger to battle. Some are
forced into it while others rush fearlessly into its uncertain
dangers. Regardless of their path, those drawn into the
horrors of war discover another part of themselves. A
heavy arms excels in battle, using their technical skills to
construct devices of war, both for the destruction of their
foes and support of their fellow combatants.

Heavy ARMs SPECIALTY TECHNIQUES

Engineer Level Techniques

1st barrier, voltaic charge

3rd assault drone, enhance weapon
5th absorption, tactical support zone
7th superior aegis, unfetter

9th incinerate, steel barricade

When you choose this specialty at 1st level, you gain
proficiency with heavy armor and martial weapons.

At 1st level, when you make a weapon attack, you can make
one additional weapon attack using your bonus action.

You can use this feature a number of times equal to
your Wisdom modifier (a minimum of once). You regain
all expended uses when you finish a long rest.

Starting at 2nd level, you can use your Rig Expansion
feature to create an enhanced digital heads up display
with a targeting tracker. Whenever you miss on an attack
roll, you can use this feature to reroll the attack and add

a +10 bonus to the roll. You must accept the new result of
the attack even if it misses.

At 6th level, you wield larger weapons almost as if an

extention of yourself. You receive the following benefits.

* When determining attack roll penalties from weapons
with the recoil property, you can use your Wisdom
modifier instead of your Strength modifier.

* You receive a +1 bonus to your AC when wielding a
two-handed melee weapon.

At 8th level, you gain the ability to infuse your weapon
attacks with explosive energy. Once on each of your turns
when you hit a creature with a weapon attack, you can
cause the attack to deal an extra 1d8 fire damage to

the target. When you reach 14th level, the extra damage
increases to 2d8.

At 17th level, when you’re wearing medium or heavy
armor, you gain resistance to fire, bludegoning, piercing,
and slashing damage.

Machinists are engineers that pour their skills and
resources into forging enhancements, controlling
machines, and using drones to assist them in combat.

MACHINIST SPECIALTY TECHNIQUES

Engineer Level Techniques

1st laser blast, sensory boost

3rd assault drone, spoof command
Sth attack pattern, quick construct
7th plasma orb, stealth sentry

9th control matrix, towering guardian

At Tst level, you gain proficiency with martial weapons

and shields.

At Tst level, you can call upon a drone to assist you in
combat. Whenever you use the Attack action, you can
also attack the same target with your drone by spending
a bonus action. You add your Forging attack modifier to
your roll. On a hit, the target takes 1d6 radiant damage +
your Wisdom modifier.

You can use this feature once plus a number of times
equal to your Wisdom modifier. You regain all uses of this
feature when you complete a long rest.

Starting at 2nd level, you can use your Rig Expansion
feature to forge wrist controlled flame throwers. As an
action, you may target any number of creatures within 30
feet of you. Those targets must make a Dexterity saving
throw. A creature takes fire damage equal to 2d10 +
your engineer level on a failed saving throw, and half as



much on a successful save. A creature that has total cover
cannot be targeted with this feature.

At 6th level, when you use your Coordinated Attack
feature, the damage increases to 2d6 + your Wisdom
modifier. In addition, the target must make on a
Constitution save versus your forging save DC. On a
failed save, the target cannot take any reactions until the
end of their next turn.

At 8th level, you may expend a bonus action to release an
energy pulse from your off-hand. Make a ranged forging
attack at any target within 10 feet that you can see. On
a hit, the target takes 1d8 force damage. In addition, if
the target is a size category of large or smaller, they must
make a Constitution saving throw or be knocked prone.
When you reach 14th level, the damage increases to 2d8.
You must have at least one free hand to use this feature.

At 17th level, you can convert your rig into a modular
attachment, granting you a flying and swim speed equal
to your walking speed. You can’t gain flying speed with
this feature if you are inside of an area with a ceiling
height of less than 15 feet.

A medic focuses on preserving life, promoting good
health, and healing the sick and wounded. In addition,
they are also adept at crafting temporary medicines
that provide both physical and psychological benefits.
They are an invaluable ally both in and out of a
dangerous conflict.

Though primarily healers, medics are still a force to
be reckoned with. The ability to preserve life also comes
with the aptitude to perform the opposite when the
need arises.

MEepic SPECIALTY TECHNIQUES

Engineer Level Techniques

1st mend, trauma

3rd bolster minor remedy

Sth optimizer, resuscitate

7th energy susceptibility, micro stabilizer
9th mass mend, revive

When you choose this specialty at 1st level, you gain
proficiency in shields.

Also starting at 1st level, your healing techniques are
more effective. Whenever you use technique of Rank
1 or higher to restore hit points to a creature, the
creature regains additional hit points equal to 2 + the
technique’s rank.

Starting at 2nd level, you can use your Rig Expansion
feature to heal the badly injured.
As an action, you use your rig to forge a regenerative
poultice that can restore a number of hit points equal
to five times your engineer level. It can be divided and
delivered via micro-drone to targets of your choice.
Choose any creatures within 30 feet of you, and divide
those hit points among them. This feature can restore a
creature to no more than half of its hit point maximum.
You can’t use this feature on an automaton or construct.

Beginning at 6th level, the healing techniques you use
on others heal you as well. When you use a technique
of Rank 1 or higher that restores hit points to a creature
other than you, you regain hit points equal to 2 + the
technique’s level.

At 8th level, you gain the ability to infuse your weapon
strikes with a form of cellular degradation. Once on each
of your turns when you hit a creature with a weapon
attack, you can cause the attack to deal an extra 1d8
necrotic damage to the target. When you reach 14th
level, the extra damage increases to 2d8.

Starting at 17th level, when you would normally roll one
or more dice to restore hit points with an esper power,
you instead use the highest number possible for each
die. For example, instead of restoring 2d6 hit points to a
creature, you restore 12.

Often referred to as “gearheads”, a tinker specializes in
making quick modifications of gear, weapons, and armor.
Unlike the lengthy crafting process of mundane smiths,
tinkers use their intuition and materials to create minor
enhancements and upgrades to their squad’s equipment
or temporarily sabotage an enemy’s gear.

Though temporary, these enhancements or
impairments can mean the difference between survival
and death. To a tinker, every little bit counts.

TINKER SPECIALTY TECHNIQUES

Engineer Level Techniques

1st impedance, sensory jammer
3rd cortex link, paralyzer

5th forge vehicle, sensory extension
7th burn zone, power drain

9th major remedy, mechanical stasis

When you choose this specialty at 1st level, you gain
proficiency with heavy armor and Vehicles (Planetary).



GEAR ENHANCEMENT

At Tst level, you gain the ability to perform minor
upgrade modifications to a suit of armor or a simple

or martial weapon. The item must be unmodified and
cannot have any forged enhancements attached to them.

Once per long rest, you may modify a suit of armor to
receive a +1 armor class bonus, or modify a weapon to
receive a +1 bonus to attack rolls and damage. The bonus
from the modification lasts for 12 hours.

You may use this feature either at the end of your long
rest or if you receive one uninterrupted hour with the item
being modified. You may not benefit from a short rest
during this hour.

R1G EXPANSION: SABOTAGE EQUIPMENT
Starting at 2nd level, you can use your action to launch
micro-drones to sabotage an enemy’s weapon or armor.
Choose one target within 30 feet that you can see. The
target must make succeed on Intelligence saving throw or
suffer one of the following penalties of your choice.

* The target suffers a disadvantage to their next attack
roll. The target must be using a simple or martial
weapon for this feature to be effective.

* The next creature to attack the target gains advantage
to their attack roll. This feature has no effect on targets
wearing no armor or protective gear that provides an
AC bonus.

* The target loses any resistances to slashing, piercing,
or bludgeoning damage types provided by their armor

or equipment. This effect lasts until the target suffers
damage of one of those damage types. There is no
effect from this feature if the target does not have any
resistances to those damage types.

This effects of this feature last until the end of the target’s
next turn.

DEereNse UPGRADE

At 6th level, your rig generates an armor attachment
which provides you with additional defenses.

* You receive a +1 bonus to AC when you are wearing
medium or heavy armor.

* You receive resistance to one damage type of your
choice between the fire, cold, lightning, or force
damage types. You may change this damage type once
per long rest.

AMPLIFIED PULSE

At 8th level, whenever you use your Electromagnetic Pulse
feature, you also deal lightning damage equal to 2d10

+ your engineer level to all constructs and automatons
within the area of effect. This damage may not be reduced
by any resistances.

EXPERT SABOTEUR

At 17th level, you can target up to five creatures within
30 feet of you when you use your Sabotage Equipment
feature. The effect you choose applies to every creature
you target when you use this feature.




HUNTER

Moving swiftly through the shadows, a
promethean hunter stalks his bounty through
the city streets, patiently waiting for them to
reach his planned point of ambush.
Dropping down onto the narrow
platform, an ashenforged peers through
the steam-filled chamber for her mark.
Her senses kick in, rolling sideways to
avoid the mecharoid’s laser fire. She spins
about and pulls her rifle in a single motion, aiming for the
machine’s sensor eye.
A valna taps his visual display, receiving a location signal from
his hunter drone. Its target has been found. Steeling himself,
the hunter makes his way along the wasteland’s tainted earth,
signaling his drone to circle around for a pincer attack.
From crowded city streets to the harsh conditions
of a lifeless planet, hunters are masters of tracking
and confronting their targets anywhere, anytime.
When not pursuing a mark, they can be staunch
defenders of any territory.

—

Many hunters hold a reputation for taking on
the jobs that no one else wants. In addition to
being skilled combatants, they are expert trackers
and resourceful investigators. Each one has their
own method of operation, often centered on a bit of
craftiness, stealthy pursuits, and tactical surprises.
Regardless of the territory, enemies, or obstacles, the best
of hunters stop at nothing until they accomplish the task set
before them. This often earns them reputations garnering
both fear and a begrudging respect from allies
and enemies alike.




A hunter’s success is defined by skill in their trade,
though there are few similarities as to how they choose to
make their living. Some are protectorates of a particular
territory or populace, such as a police officer or sentry.
Others make their way as bounty hunters, working solo
or as a member of a guild. Some still join the military as
scouts and tacticians.

This level of self-reliance also means hunters choose
their allies and companions carefully, as sometimes the
survival of the squad may come down to the hunter as
the first—and possibly the last—line of defense.

As you create your hunter, consider how they use their
skills in their everyday life. Is it tied to a particular
profession? Are they a bounty hunter or perhaps just a
wandering survivalist? Then, choose where they learned
their skills and how they’ve come to apply them with
their abilities as an esper. Did they achieve esper genesis
at a young age and master their skills afterward, or did
it perhaps happen in reverse when they began as a scout
who suddenly became attuned?

You should also decide on your chosen type of enemy.
What is the connection between you and your specialized
choice of prey? Was your life or one of someone
important to you ruined by machines? Was your home
destroyed by beasts? Were you always exceptional at
tracking and confronting the criminal element?

Dexterity should be your highest ability score followed by
Wisdom. Strength is useful for some melee combatants
and to offset recoil for larger firearms.

As a hunter, you have the following class features.

Hit Dice: 1d10 per hunter level

Hit Points at 1st Level: 10 + your Constitution modifier

Hit Points at Higher Levels: 1d10 (or 6) + your
Constitution modifier per hunter level after 1st

Armor: Light armor, medium armor, shields

Weapons: Simple weapons, martial weapons

Tools: Disguise kit or Vehicle (Planetary)

Saving Throws: Strength, Dexterity

Skills: Choose three from Acrobatics, Athletics, Insight,
Investigation, Perception, Stealth, Survival, and
Xenobiology

You start with the following equipment, in addition to the
equipment granted by your background:

* (a) military jacket or (b) armor jacket

* (a) two simple melee weapons or (b) two shortblades
or (c) arm pistol with 12 shots of ammunition

* (a) a soldier’s pack or (b) an explorer’s pack
* (a) an autopistol or (b) an autorifle

* (a) a hunter’s rig

At 1st level, you are trained to always mind your
surroundings, and you react swiftly when faced with a
threat. This grants you the following benefits:

* You ignore difficult terrain.

* You have advantage on initiative rolls.

* On your first turn during combat, you have advantage
on attack rolls against creatures that have not yet acted.

In addition, you are skilled at navigating the wilderness.
You gain the following benefits when traveling in a
particular area for at least one hour:

* Difficult terrain doesn’t slow your group’s travel.

* Your group can’t become lost unless through non-
mundane means.

* Even when you are engaged in another activity while
traveling (such as navigating, searching, or tracking),
you remain alert to danger.

* If you are traveling alone, you can move stealthily at a
normal pace.

* Ifyou are in a location or structure with multiple floors
or levels, you can tell which level you are on.

* While tracking other creatures, you also learn their
exact number, their sizes, and how long ago they
passed through the area.

At Tst level, you study and plan ahead when pursuing
a certain type of foe chosen as your quarry. Choose

a type of quarry to pursue: aberrations, automatons,
beasts, bionatants, constructs, empyreans, goliaths,
monstrosities, netherants, plants, or primordials.
Alternatively you can choose two types of humanoid
(such as Aluphax, Lorendi, or Matokai). You gain the
following benefits.

* You have advantage to Wisdom (Perception) and

Wisdom (Survival) checks to track your chosen enemies.

* Whenever you make an Intelligence (Lore) check or
Intelligence (Xenobiology) check to recall information
about your chosen quarry, you are considered
proficient in both Lore and Xenobiology and add
double your proficiency bonus to the check, instead of
your normal proficiency bonus.

* You have advantage on Charisma (Deception) and
Charisma (Intimidation) rolls when dealing with your
quarry.

* You have advantage on Dexterity (Stealth) checks made
when hiding from your quarry.

@



THE HUNTER

Proficiency
Level Bonus Features
1st +2 Expert Wayfarer, Know Your Target
2nd +2 Fighting Style, Forging, Hunter's Mark
3rd +2 Hunter Archetype, Objective Scanner
4th +2 Ability Score Improvement
Sth +3 Extra Attack
6th +3 Favored Quarry
7th +3 Hunter Archetype feature
8th +3 Ability Score Improvement, Fast Movement
9th +4 =
10th +4 Hide in Plain Sight
11th +4 Hunter Archetype feature
12th +4 Ability Score Improvement
13th +5 =
14th +5 Vanish
15th +5 Hunter Archetype feature
16th +5 Ability Score Improvement
17th +6 =
18th +6 Blind Fighting
19th +6 Ability Score Improvement
20th +6 Slayer

You can choose a new type of quarry when you complete
a long rest, after which the benefits of the previous
quarry type are lost.

Techniques

At 2nd level, you adopt a particular style of fighting as
your specialty. Choose one of the following options. You
can’t take a Fighting Style option more than once, even if
you later get to choose again.

While you are wearing armor, you gain a +1 bonus to AC.

When you are wielding a melee weapon in one hand and
no other weapons, you gain a +2 bonus to damage rolls
with that weapon.

When you are wielding a firearm with the recoil property,
that firearm’s recoil value is reduced by 1 (to a minimum
of zero).

When making a ranged weapon attack while you are
within 5 feet of a hostile creature, you do not have
disadvantage on the attack roll.

—Tech Slots per Technique Rank —
Known 1st 2nd 3rd 4th 5th
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You gain a +2 bonus to attack rolls you make with ranged
weapons.

When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second attack.

When you reach 2nd level, you can attune yourself to
a hunter’s rig, which allows you to perform various
techniques to produce astonishing effects.

You have a personalized set of sorium materials and
micro-drones, often referred to as a rig, which is used to
activate and implement your techniques. You are fitted
with an implant that allows you to communicate directly
with your rig. A hunter’s rig usually takes the form of a
utility belt, a small carrying case, a pack expansion, or an
armor attachment.

With your reaction, you can sense the general location
of your rig as long as it is within 500 miles of you. You can
sense the direction and can confirm the exact distance
once you’re within 1000 feet.

Regardless of distance, you can use your bonus action
and expend a tech slot to call upon your rig to phase shift
instantly into your hand. At 5th level, summoning your rig
no longer requires you to expend a tech slot.



If your rig is permanently lost or destroyed, you can
forge a new one by spending 8 hours of time and 500
cu in materials. This can be performed during a long
rest. Once a new rig is forged, your previous rig ceases to
function and becomes a set of ordinary survival supplies.

The Hunter table shows how many tech slots you have

to use for techniques. To activate a technique, you must

expend a tech slot of the technique’s rank or higher. You

regain all expended tech slots when you finish a long rest.
For example, if you know the rank 1 technique sensory

Jjammer and have a rank 1 and a rank 2 tech slot available,

you can use sensory jammer using either slot.

You know two rank 1 techniques of your choice from the
hunter powers list.

The Techniques Known column of the Hunter table
shows when you learn more hunter techniques. Each of
these techniques must be of a rank for which you have
tech slots. For instance, when you reach 5th level in this
class, you can learn one new rank 1 or rank 2 technique.

Additionally, when you gain a level in this class, you can
choose one of the hunter techniques you know and replace
it with another technique from the hunter powers list,
which also must be of a level for which you have tech slots.

Wisdom is your forging ability for your hunter techniques,
calling upon your instincts and expertise to implement
your powers.

You use your Wisdom whenever a technique refers to
your forging ability. In addition, you use you Wisdom
modifier when setting the saving throw DC for a technique
you use and when making an attack roll with one.

Forging save DC = 8 + your proficiency bonus +
your Wisdom modifier

Forging attack modifier = your proficiency bonus +
your Wisdom modifier

Starting at 2nd level, you can use a bonus action to scan
a creature and mark it for pursuit and subdual. Choose a
creature within 90 feet that you can see. You deal an extra
1d6 damage to the target when you hit it with a weapon
attack. If the target is a favored quarry (see the Favored
Quarry feature) or one currently chosen from the Know
Your Target feature, the extra damage increases to 1d8.

In addition, you have advantage on any Wisdom
(Perception) or Wisdom (Survival) check you make to
find the target, regardless of their creature type.

This effect lasts for 1 hour or until your concentration
ends (as if concentrating on an esper power). If the target
drops to 0 hit points before the effects of this feature
ends, you can use a bonus action on a subsequent turn of
yours to mark a new creature.

You can use this feature a number of times equal to
your Wisdom modifier (minimum of once). You regain all
expended uses when you finish a long rest.



At 3rd level, you choose to adopt a particular set of
practices that define your trade as a hunter. Your choice
grants you features at 3rd level, and again at 7th, 11th,
and 15th level.

Beginning at 3rd level, you expand the use of your rig
to aid in tracking your quarry. To do so, you spend
a tech slot and spend one uninterrupted minute in
concentration (as if concentrating on an esper power).
Once you do so, you learn whether any creatures of your
chosen quarry type is present within 10 miles of your
location. This feature reveals the type of quarry present,
how many there are if in a group, and their general
direction and distance from you (in miles).

If you detect multiple groups of your quarry type within
range, you receive separate information for each group.

When you reach 4th level, and again at 8th, 12th, 16th,
and 19th level, you can increase one ability score of your
choice by 2, or you can increase two ability scores of your
choice by 1. As normal, you can’t increase an ability score
above 20 using this feature.

Beginning at 5th level, you can attack twice, instead of
once, whenever you take the Attack action on your turn.

At 6th level, you gain significant experience studying,
tracking, and hunting a certain type of quarry. ldeally,
your choice should reflect the types of threats you’ve
encountered throughout your career as a hunter.

Choose a creature type available from the Know Your
Target feature. You gain all the benefits for this chosen
quarry that you would normally gain against one from
the Know Your Target feature. The benefits gained against
this quarry type do not expire. You can also choose a new
type of quarry with the Know Your Target feature without
losing the benefits gained against your favored quarry.

In addition, when you gain this feature, you learn one
language of your choice. This can be any language you
wish, though typically it would be one spoken by your
favored quarry or other creatures associated with it.

Starting at 8th level, when you’re not wearing heavy
armor, you can use the dash action as a bonus action
during your turn.

Beginning at 10th level, you can camouflage yourself by
remaining still within your surroundings.

When you attempt to hide on your turn and do not
move on that turn, your proficiency bonus is doubled
when you make your Dexterity (Stealth) check to hide. If
you are not proficient in Stealth, you instead add your
proficiency bonus to your normal roll.

Until the start of your next turn, creatures that attempt
to detect you take a penalty to their Wisdom (Perception)
checks equal to half your hunter level rounded down.

You lose this benefit if you move, fall prone, take an
action or reaction, or some other effect causes you to no
longer be hidden.

If you are still hidden and do not move on your next turn,
you continue to gain this benefit until you are detected.

Starting at 14th level, you can use the Hide action as a
bonus action on your turn. Also, you can’t be tracked by
mundane means, neither physically nor digitally, unless
you choose to leave a trail.

At 18th level, you gain intuitive combat senses that help
you fight creatures you can’t see. When you attack a
creature you can’t see, your inability to see it doesn’t
impose disadvantage on your attack rolls against it.

You are also aware of the location of any invisible
creature within 30 feet of you, provided that the creature
isn’t hidden from you and you aren’t blinded or deafened.

At 20th level, you become an unparalleled hunter of your
enemies. Once on each of your turns, you can add your
Wisdom modifier to the attack roll or the damage roll of
an attack you make against one of your favored quarries
or one currently chosen by the Know Your Target feature.
You can choose to use this feature before or after the roll,
but before any effects of the roll are applied.

At 3rd level, a hunter gains the Hunter’s Archetype
feature. Your choice represents your tradecraft by which
you operate and utilize your abilities. Some hunters
specialize in subduing and killing an enemy, making them
effective at collecting bounties and contracts. Others
focus on their skills in shadowing and investigation,
making for a skilled tracker or guardian.

The mechinor shares a specific bond with a drone
implanted with a specialized artificial intelligence. These
drones work in unison with the hunter in pursuit of an
objective or in defense of their sector.



When you choose this archetype at 3rd level, you gain
proficiency in the Mechanics skill and with mechanic’s
tools.

At 3rd level you construct a drone companion fitted with
an Al linked directly to your sorium implant.

Construction of your companion takes 8 hours and
500 cu in materials. Choose your companion from an
armored drone, strike drone, supply drone, surveillance
drone, or tactical drone (see appendix D for stats on
these drones).

You communicate telepathically with your companion.
It obeys your commands to the best of its ability. In
combat, it acts on its own initiative but you determine its
actions and decisions. If you are incapacitated or absent,
your companion acts on its own.
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As with drones, a hunter’s companion can take on the form
of the hunter's choosing. As such a strong mental bond
requires familiarity, their companion’s form is typically
dependent on the hunter’s origin and background. A kesh
might choose the form of a small ship-like body or a
piece of tech they've seen as a child, while a valna is more
likely to choose the form of one of the many beasts which
they've grown accustomed to throughout their lives. While
these represent typical scenarios, a hunter can still choose ¢

(any companion form they wish. )

) A

Your companion’s statistics are directly affected by your
level. Its Al is limited, but it shares your alignment and
uses it as a basis for when it makes its own decisions.

Your companion has the following benefits.

* When using your Expert Wayfarer feature, you and your
companion can both move stealthily at a normal pace.

* Your companion uses your proficiency bonus rather than
its own for attacks and skills which it is proficient in.

* It also adds its own proficiency bonus to its AC and
saving throws.

* Your companion gains proficiency in two skills of your
choice

* For each level you gain after 3rd, your companion
gains an additional hit die and increases its hit points
accordingly.

* Whenever you gain the Ability Score Improvement class
feature, your companion’s abilities also improve. It can
increase one ability score of your choice by 2, or it can
increase two ability scores of your choice by 1. As with
any character, it can’t increase an ability score above
20 using this feature unless its description specifies
otherwise.

* Your companion gains the benefits of the Know Your
Target feature, and also your Favored Quarry feature
when you gain that at 6th level. The benefits it gains
are against the quarry types you choose when you use
the feature.

* When you use your Hunter’s Mark feature, your
companion gains the same benefits for the duration of
the feature’s effects.

If your companion is ever destroyed, you can rebuild

it using a backup of its Al. This requires 8 hours of
uninterrupted work and 250 cu in materials, regardless of
whether or not any part of its former body is salvageable.

o



If you recover a former companion while you have
a current one, your current companion’s Al is erased,
rendering it a useless pile of robotic parts.

At 7th level, while your companion can see you, it has
advantage on all saving throws.

At 11th level, your companion can use its action to make
a melee attack against each creature of its choice within
range, with a separate attack roll for each target.

At 15th level, when an attacker that your companion can
see hits it with an attack, it can use its reaction to halve
the attack’s damage against it.

5 = - S——
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Depending on the setting and nature of the campaign, the

GM might choose to expand companion options to include

living beasts. As a rule of thumb, a beast can serve as an

animal companion if it is Medium or smaller, has 15 or

fewer hit points, and cannot deal more than 8 damage with

a single attack. In general, that applies to creatures witha ¢

‘challenge rating of 1/4 or less, but there are exceptions. )
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Stalkers are experts at ambush tactics, waiting for the
right moment to strike when they can take full advantage
of their enemy’s weaknesses. Bounty hunters, security
forces, and soldiers alike make use of these tactics to
subdue their foes with both speed and efficiency.

At 3rd level, you learn an additional esper power when
you reach certain levels in this class, as shown in the
Stalker’s Techniques table. These powers count as hunter
techniques for you, but doesn’t count against the number
of hunter techniques you know.

STALKER TECHNIQUES

Hunter Level Esper Power

3rd alter appearance
Sth dimensional pocket
9th illusory design
13th superior obfuscate
17th mass alteration

At 3rd level, you gain the ability to scan a threat and
analyze it’s weaknesses. As an action, choose one
creature, construct, or automaton within 60 feet of you.
You immediately learn the nature of the target’s damage
immunites, resistances, and vulnerabilities. If the target is
immune to location by stealth tech, an innate ability, or
an esper power, your scan retrieves no information.

You can use this feature a number of times equal to
your Wisdom modifier (minimum of once). You regain all
expended uses when you finish a long rest.

At 3rd level, you excel in ambush and surprise tactics. On
your first turn during combat and until the end of that
turn, you gain a +10 bonus to your walking speed. If you
use the Attack action during that turn, you can make one
additional attack as part of that action. If the attack hits,
the target takes additional weapon damage equal to your
Wisdom modifier.

At 7th level, you learn to use alternate routes such as
rooftops or floor conduits to avoid obstacles and turns
while you navigate through an area. You can climb and
swim at the same speed as your walking speed. You can
also use your Dexterity modifier instead of your Strength
modifier when calculating your jumping distance.

Starting at 11th level, once on each of your turns when
you miss with a weapon attack, you can make another
weapon attack as part of the same action.

At 15th level, your quick, unexpected motions grant you
additional defenses. When an attacker that you can see
hits you with an attack, you can use your reaction to
halve the attack’s damage against you.

Avanguard’s duty is to be the first line of defense against
oncoming threat. They learn specialized techniques for
use against the most dire threats, from a station raid,

to an invasion of deadly automatons, to gigantic beasts
from the darkest reaches of the galaxy.

At 3rd level, you gain one of the following features of your
choice.

Breacher. Your powerful attacks wear down the defenses
of tough opponents. When you hit a creature with a
weapon attack, the creature takes an extra 1d8 damage if
it’s below its hit point maximum. You can deal this extra
damage only once per turn.

Counterreflex. Once during each combat round, when
a creature hits or misses you with an attack, you can use
your reaction to attack that creature immediately after
its attack, provided that you can see the creature and it is
within range.

Gang Buster. Once on each of your turns when you
make a weapon attack, you can make another attack
with the same weapon against a different creature that
is within 5 feet of the original target and within range of
your weapon.



At 7th level, you gain one of the following features of your
choice.

Multiattack Defense. When a creature hits you with an
attack, you gain a +4 bonus to AC against all subsequent
attacks made by that creature for the rest of the turn.

Steel Will. You have advantage on saving throws against
being frightened.

Tumbling Motion. Opportunity attacks against you are
made with disadvantage.

At 11th level, you gain one of the following features of
your choice.

Rapid Fire. You can use your action to make a ranged
attack against any number of creatures within 10 feet of a
point you can see within your weapon’s range. You must
have ammunition for each target, as normal, and you
make a separate attack roll for each target.

Whirlwind Attack. You can use your action to make a
melee attack against any number of creatures within 5
feet of you, with a separate attack roll for each target.

At 15th level, you gain one of the following features of
your choice.

Evasion. When you are subjected to an effect, such as
a kotatu alpha’s fire breath or the singularity talent, that
allows you to make a Dexterity saving throw to take only
half damage, you instead take no damage if you succeed
on the saving throw, and only half damage if you fail.

Rushing Diversion. When a hostile creature misses you
with a melee attack, you can use your reaction to force
that creature to repeat the same attack against another
creature (other than itself) of your choice.

Uncanny Dodge. When an attacker that you can see hits
you with an attack, you can use your reaction to halve the
attack’s damage against you.
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MELDER

ﬂ His palm extended, a dendus
' calls of a shimmer of frost
to coalesce before him before
unleashing its deadly cold toward his
enemy.
An lunar eldori weaves a micro-
singularity—a black hole— which hovers over a
nearby platform lifting and twisting all within its
pull with a powerful crushing force.

A utopian human touches an electrical port, extending
her perceptions through the ship’s computer panels to
gain an overview of the bridge nearby.

Masters of matter and energy manipulation, melders
have attuned themselves to the incredible raw power
within the mysterious Crucibles. Using the energy
within themselves, they are able to alter reality itself by
combining, shaping and channeling the energies around
them. It is an ability even the most learned of races still
do not fully understand.

Some espers wield their powers through use of sorium
devices or implants. Melders know no such limitations.
Their entire essence is infused with the power generated
by the Crucibles, allowing them to draw matter and
energy from around them and shape it to their desired
form before releasing it.




THE MELDER

Level Proficiency Features Prime Talent Maximum
Bonus Talents Points Talent Rank
1st +2 Channeling, Esper Recovery 3 4 1
2nd +2 Esper Discipline 3 6 1
3rd +2 = 3 14 2
4th +2 Ability Score Improvement 4 17 2
Sth +3 - 4 27 3
6th +3 Esper Discipline Feature 4 32 3
7th +3 = 4 38 4
8th +3 Ability Score Improvement 4 44 4
9th +4 = 4 57 5
10th +4 Esper Discipline Feature 5 64 5
11th +4 Esper Mastery (Rank 6) 5 73 5
12th +4 Ability Score Improvement 5 78 5
13th +5 Esper Mastery (Rank 7) 5 83 5
14th +5 Esper Discipline Feature 5 88 5
15th +5 Esper Mastery (Rank 8) 5 94 5
16th +5 Ability Score Improvement 5 100 5
17th +6 Esper Mastery (Rank 9) 5 107 5
18th +6 Prime Channeling 5 114 5
19th +6 Ability Score Improvement 5 123 5
20th +6 Signature Talents 5 133 5
Melders commune directly with the Crucibles in a system When choosing Melder as your class, consider the event
of codes and formula translated into controlled forms that took place in which your character was awakened
of energy. It is almost a language on its own, requiring to his or her abilities. Did something provoke this
a strong psyche to focus upon and comprehend as they awakening? Perhaps they studied the practices of another
“speak” with the forces around them. Once such a code melder? Maybe they were capable of strange feats at a
is mastered it becomes part of the Melders repertoire of young age, or encountered a strange creature or location
Talents. The most powerful of Melders view the forces where their powers manifested.
of creation as one great cycle of energy, waiting to be
tapped into. : _ N
Channeling such massive surges of energy takes a toll Intelllgenge should be your [phillant g ability score.
on both the body and mind. Itis almost as if they have Constitution could. be c.on5|dered secondatfy to
two personas within them at the same time, each with supp!ement your hit points, followed by Wisdom and
a completely different train of thought. Once a Melder Charisma.

reaches their limit, they must recover their strength.
If pushed further, they run the risk of both physical

debilitation and possible descent into madness. .
As a melder, you have the following class features.

Due to their unique view of the connection between all Hit Di‘fﬁ 1d6 per melder level . N
things, a great many melders tend to try to look past the Hit Points at 1st Level: 6 + your Constitution modifier
veil, striving to learn more about the nature of both their Hit Points at Higher Levels: 1d6 (or 4) + your

universe and the multiverse that exists beyond. Some Constitution modifier per melder level after 1st

believe that the Crucibles are merely a manifestation of
realities and concepts that cannot yet be fathomed by
the mortal mind, and that espers may be the key to their
discovery.



Armor: None

Weapons: Combat knife, throwing blades, collapsible
staff, metal baton, light pistol

Tools: None

Saving Throws: Intelligence, Wisdom

Skills: Choose two skills from Astrophysics, Insight,
Investigation, Lore, Medicine, and Xenobiology

You start with the following equipment, in addition to the
equipment granted by your background:

* (a) a collapsible staff or (b) a combat knife

* (a) a metal baton or (b) 6 throwing blades

* (a) a scientist’s pack or (b) an explorer’s pack

* (a) a portable shield device (PSD)

As an expert in the art of melding, you have a collection
of innate abilities that make up your arsenal of talents.

At 1st level, you know three prime talents of your choice
from the melder talents list. You learn additional talents
at higher levels as shown in the Prime Talents column of
the Melder table.

At 1st level, you learn six talents of your choice which may
be selected from the melder talents list. These represent
the different methods you’ve learned in which you can
shape matter and energy.

The Melder table shows the number of talent points you
have to use on your esper talents. These points represent
the amount of personal energy that must be channeled
into the talent in order to produce the desired effect.
Once your pool of talent points is depleted, you are on
the brink of exhaustion. Your regain all of your points
once you finish a long rest.

Each talent has a rank and a point cost associated with
it. If you do not have enough points to cover the cost, you
can’t use the talent. You can only learn and use talents
up to a certain rank depending on your level. These
are shown in the Maximum Talent Rank column of the
Melder table.

Intelligence is your channeling ability for your melder
talents, since you learn your talents through study,
practice, and precise execution. You use your Intelligence
whenever a talent refers to your chanelling ability. In
addition, you use your Intelligence modifier when setting
the saving throw DC for a melder talent you use and
when making an attack roll with one.

Channeling save DC = 8 + your proficiency bonus +
your Intelligence modifier

Channeling attack modifier = your proficiency bonus
+ your Intelligence modifier

You gain additional talents and ranks as you gain levels.
Each time you gain a level as a melder, you learn two
additional talents of your choice. They can be of any rank
so long as they are not higher than the maximum talent
rank you can use.

You can use a talent conventionally if the talent has the
conventional tag and it is in your list of known talents.

At Tst level, you are able to regain some of your spent
energy through focus and meditative techniques. Once
per day when you finish a short rest, you can recover a
small number of talent points. The number of points you
can recover is equal to 2 plus half of your melder level
(rounded down).

When you reach 2nd level, you choose a discipline, refining
your powers into specialized abilities and practices.

Your choice grants you features at 2nd level and again
at 6th, 10th, and 14th level.

When you reach 4th level, and again at 8th, 12th, 16th,
and 19th level, you can increase one ability score of
your choice by 2, or you can increase two ability scores
of your choice by 1. As normal, you can’t increase an
ability score above 20 using this feature.

At 11th level, your attunement to the fundamental forces
around you grants you the ability to channel advanced
esper talents. Choose a rank 6 talent from the melder
powers list. You can activate this power once by spending
the required amount of talent points. You must finish a
long rest before you can do so again.

At higher levels, you gain more adept talents of your
choice that you can use in this way: One rank 7 at 13th
level, one rank 8 at 15th level and one rank 9 at 17th
level. You regain all uses of your Esper Mastery when you
finish a long rest.

Additionally, whenever you gain a new level in this class,
you can replace one of your mastery talents with another
talent fof the same rank from the melder powers list.



At 18th level, you have achieved such mastery over certain
talents that you can use them at will as prime talents.
Choose a rank 1 melder talent and a rank 2 melder talent
that are in your list of known talents. You can activate
those talents at their lowest rank without spending any
talent points. If you want to use either talent at a higher

rank, you must spend the required talent points as normal.

By spending 8 hours in meditation, you can exchange
one or both of the talents you chose for different talents
of the same ranks. This meditation can be performed
during a long rest.

When you reach 20th level, you gain mastery over two
powerful talents and can activate them with minimal
effort. Choose two rank 3 melder talents in your list of
known talents to become your signature talents. You can
activate each of them once at rank 3 without expending
any talent points. When you do so, you
can’t do so again until you finish a short
or long rest.

If you want to use either talent at a
higher rank, you must spend the required
talent points as normal.

Melders are classified into subgroups
known as disciplines. Whenever a
potential melder reaches Esper Genesis,
they are often directed to train under

a specialist to determine their chosen
discipline.

Your abilities come from your mastery
over space, the stars, and the celestial
bodies in between. You have a unique
understanding of space-time and its
relative cosmic forces. You can see the
positive energy that links all living things—
different yet the same pieces to a grand
cosmic machine.

Starting at 2nd level, your proficiency
bonus is doubled for any ability check
you make that uses the Astrophysics and
Xenobiology skill, if you are proficient in
that skill.

In addition, your alternate view on the
concept of time allows you to handle
immediate situations with speed of the
mind over the body. When you roll for
initiative, you can make an Intelligence
check instead of a Dexterity check.

At 2nd level, when you hit a creature with a channeling
attack, you can use your bonus action to imbue the
talent’s damaging effects with a space-time fluctuation.
The target must make a Wisdom saving throw versus
your Channeling save DC. If failed, the target takes an
additional 1d6 radiant damage and it has disadvantage
on its next attack roll or ability check. This effect lasts
until the end of its next turn.

Once you use this feature, you can’t use it again until
you finish a short or long rest.

Beginning at 6th level, you can fold the space between
you and an incoming attack from an enemy. When a
creature makes an attack roll against you, you can use
your reaction to instantly teleport up to an unoccupied
space up to 20 feet away that you can see. The attack
automatically misses you.

Once you use this feature, you can’t use it again until
you finish a short or long rest.
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Beginning at 10th level, when you are concentrating on a
metaphase talent, your concentration can’t be broken as
a result of taking damage.

At 14th level, you are resistant to fire and radiant
damage. In addition, when a creature hits you with an
attack that deals radiant damage, they take radiant
damage equal to half your melder level.

You focus your abilities toward facing off against foes in
battle and protecting your allies from dangerous threats.
You rely on your quick reflexes and your expertise with
hurling powerful, destructive energies.

When you choose this discipline at 2nd level, your
instinctive reflexes allow you to react quickly to incoming
threats. You gain a bonus to initiative rolls equal to your
Intelligence modifier.

At 2nd level, you can summon an energy shield to defend
against incoming attacks. When you are hit by an attack
or fail a saving throw, you can use your reaction to roll
1d6 and add the result as a bonus to your AC against
that attack or as a bonus to that saving throw.

You can use this feature a number of times equal to
your Intelligence modifier (minimum of 1). You regain all
uses after you finish a long rest.

At 6th level, you can focus the energies of your combat

talents. Whenever you use a talent that deals acid, cold,
fire, force, or lightning damage, you can spend 3 talent

points to gain one of the following benefits.

*  You gain advantage on your channeling attack roll for
that talent.

*  You can give one target of the power disadvantage
on its first saving throw made against the talent’s
effects.

Starting at 10th level, you can extend your defensive
capabilities to your allies. When a creature that you can
see within 60 feet of you is hit by an attack or fails a
saving throw, you can use your reaction to grant them
the benefit of your Force Shield. Each use of this feature
expends one of your uses of Force Shield.

At 14th level, your Force Shield leaves behind traces of
reactive energy. When you use your Force Shield feature
to protect a target, until the end of that your next turn,
anytime the target is hit with an attack, the attacker takes
force damage equal to half your melder level.

As a metakinetic, you specialize in shaping the natural
forces and elements that interact with each other to
create the fundamental makeup of the universe itself. You
possess the ability to see the pattern and flow of prime
energies such as fire, wind, light and gravity, and have
mastered merging and redirecting them to your will.

Beginning at 2nd level, you can create pockets of
relative safety within the effects of your kinesis and
elemental talents. When you use an elemental or
kinesis talent that affects other creatures you can

see, you can choose a number of them equal to 1 +
the talent’s rank. The chosen creatures automatically
succeed on their saving throws against the talent, and
they take no damage if they would normally take half
damage on a successful save.

Starting at 6th level, your damaging Prime talents still
affect creatures that avoid the brunt of the effect.

When a creature succeeds on a saving throw against your
Prime talent, the creature takes half the talent’s damage
(if any) but suffers no additional effect from the talent.

Beginning at 10th level, you can add your Intelligence
modifier to one damage roll of any melder elemental or
kinesis talent you use.

Starting at 14th level, you can increase the power of your
basic talents. When you use a talent of ranks 1 through 5
that deals damage, you can deal maximum damage with
that talent.

The first time you do so, you suffer no adverse effect.
If you use this feature again before you finish a long rest,
you take 2d12 necrotic damage for each talent rank,
immediately after you activate it. Each time you use this
feature again before finishing a long rest, the necrotic
damage per talent rank increases by 1d12. This damage
ignores resistance and immunity.

A melder who specializes in psychogenics strives to
master the powers that influence and interact with the
minds of others. Telepaths, Clairvoyants, and Enchanters
follow the path of the Psychogenic.

Starting at 2nd level, you can use your esper power to
charm, immobilize, and stupefy other beings. As an
action, you can use this power and select any target
within 5 feet of you that can also see and hear you. The
target must then succeed on a Wisdom saving throw
using your Channeling save DC as the difficulty. If failed,
the target cannot move and is considered both dazed and
incapacitated until the end of your next turn.






This power can be maintained by expending an action
each turn. If the target takes damage, moves out of visual
or auditory range, or is more than 10 feet away from you,
the mesmerize effect ends.

If the creature makes their save, or once the effect ends
on the creature, the power may not be used on the same
target again until you complete a long rest.

At 6th level, you may use this power as an action to
confuse and distract another creature. Choose a target
that you can see within 30 feet of you. The target must
make a Wisdom saving throw versus your Channeling
save DC. On a failed save, the target is completely
disoriented, no longer able to take reactions until the
end of your next turn. In addition, their next attack roll is
made at a disadvantage.

On a successful save, the target becomes immune to
this power until you’ve completed a long rest. Creatures
that are immune to mental and charm effects are also
immune to this power.

At 10th level, whenever you use a psychogenic power of
Rank 1 or higher that affects a single target, you may also
choose a secondary target for the same power.

At 14th level, you gain the ability to influence a creature’s
mind without them ever becoming aware of it. When you
use a psychogenic talent to charm one or more creatures,
you can alter one creature’s memories so that it never
remembers ever being charmed.

Additionally, once before the talent expires, you can use
your action to attempt to erase additional memories of
the time in which they were charmed by you. The creature
must succeed on an Intelligence saving throw against your
melder channeling save DC or lose a number of hours
of its memories equal to 1 + your Charisma modifier
(minimum of 1). You can opt to make the creature forget
less than the given time, and the amount of time gained
can’t exceed the duration of the psychogenic talent.

You specialize in the shaping the energies you harness
into your own design. Through study and training, you’ve
learned to visualize all forms of potential energy down to
a molecular level, allowing you to mold alterations into
existing energy patterns.

When you select this discipline at 2nd level, your training
makes you a learned expert on various scientific subjects.
Your proficiency bonus is doubled for any ability

check you make that uses the Astrophysics, Lore, or
Xenobiology skill, if you are proficient in that skill.

In addition, whenever you make an Intelligence
(Investigation) check to gain information from scientific
research records or files, you are considered proficient in
Investigation and add double your proficiency bonus to
the check, instead of your normal proficiency bonus.

At 2nd level, you can splice the energy generated by your
talents at a molecular level, altering its final form. When
you use talent points to activate a talent that deals acid,
cold, fire, lightning, or thunder damage, you can spend
an additional 2 talent points to change the damage type
of that talent to another damage type from that list. You
can change the damage type only once per activation of
a talent.

When you alter a damage type in this way, until the end
of your next turn, you gain a +2 bonus to saving throws
against talents and techniques that deal damage of the
new damage type.

You can use this feature a number of times equal to
your Intelligence modifier (minimum of 1). You regain all
uses after you finish a long rest.

Starting at 6th level, you can manipulate the base
formulae used to power your talents. When you activate
a talent, you can use a bonus action and spend an
additional 4 talent points to apply one of the following
effects.

* You can double the range of the talent to a maximum
of 1 mile.This has no effect on talents with a range of
Self or Touch.

* If the talent forces the target to make a saving throw
you can roll a d4 and add the result to the talent’s save
DC.

* You can increase the talent’s damage by an amount
equal to half your melder level. If the talent deals
damage on subsequent turns, the extra damage only
applies on the turn in which you activate the talent.

You can use this feature a number of times equal to your
Intelligence modifier (minimum of 1). You regain all uses
after you finish a long rest.

At 10th level, whenever you make a saving throw to
maintain concentration on a talent, you can use your
Intelligence instead of your Constitution to make the
save.

When you reach 14th level, you can ward away the
damaging effects of harmful powers. You have resistance
against the damage of talents and techniques.

In addition, you have advantage on saving throws
against talents and techniques.



SENTINEL

A stonefang
matokai writhes
through a hail
of enemy fire in
a shimmering
blur, cleaving into
her enemy with a
furious blow.
A heavily armored
kesh stands toe to
toe with a gigantic
mecharoid, blocking
enemy fire while his
companions attack from
afar.
Her body aglow with solar
energy, a scorched human unleashes
a searing beam from her blade into
kotatu stalker, sending the startled
beast to the ground.
Where many espers manipulate
energies or make use of tools and drones,
sentinels directly integrate themselves with
their sorium device, transforming themselves
into powerhouses of force, mighty defenders,
and unyielding avengers.

The calling of an esper is seen differently through

the eyes of a sentinel. Their complete integration
with sorium-based tech has not only changed their
perspective of the world around them, but gifted
them with a realization of who they truly are. Each
sentinel has a personalized harness that fuses matter
with their physical form. This biomolecular bond with
the cosmic material is a jolt to a sentinel’s senses,
channeling power directly from the sun

and stars above. Some believe such an

alien bond would take away a piece of

one’s soul. Whether this is true or not, a

sentinel wouldn’t have it any other way.

e
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THE SENTINEL

Proficiency

Level Bonus Features

1st +2 Sentinel's Rig, Regenerative Force, Weapon Link
2nd +2 Fighting Style, Forging, Infused Strike
3rd +2 Cellular Resistance, Sentinel's Path
4th +2 Ability Score Improvement

Sth +3 Extra Attack

6th +3 Multi-User Tactical Display

7th +3 Sentinel's Path feature

8th +3 Ability Score Improvement

9th +4 =

10th +4 Expanded Tactical Display

11th +4 Amplified Strike

12th +4 Ability Score Improvement

13th +5 —

14th +5 Pattern Absorption

15th +5 Sentinel's Path feature

16th +5 Ability Score Improvement

17th +6 -

18th +6 Tactical Display improvements
19th +6 Ability Score Improvement

20th +6 Sentinel's Path feature

On the surface, many sentinels can be mistaken as brutes
who exchanged a bit of their humanity to become war
machines. This is the far from true for any sentinel. No
sentinel sees themselves as just any merc or tech-slinging
goon. Whenever a sentinel attunes with their harness,
they gain a greater sense of purpose— almost as if they
are a part of a secret order, hidden within their universe.
Whether it is for the benefit of others or their own
is different for each sentinel, but all are connected
somehow by this silent contract to which they are bound.
Those who understand the nature of sentinels know full
well that it is this code that makes them something more
than just common brutes.

Upon choosing to create a sentinel, decide what level of
integration your character has with their sorium harness,
as well as how it affects your appearance and lifestyle.
Some sentinels keep their harness concealed or cover them
up, while others display their augmentations proudly, even
decorating them with matching trinkets or attachments.

Strength should be your highest ability score, followed by
Charisma. Dexterity and Constitution are both useful as a
tertiary option.

—Tech Slots per Technique Rank —
1st 2nd 3rd 4th 5th
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As a sentinel, you have the following class features.

Hit Dice: 1d10 per sentinel level

Hit Points at 1st Level: 10 + your Constitution modifier

Hit Points at Higher Levels: 1d10 (or 6) + your
Constitution modifier per sentinel level after 1st

Armor: All armor, shields

Weapons: Simple weapons, martial weapons

Tools: Mechanic’s Tools

Saving Throws: Charisma, Constitution

Skills: Choose two from Athletics, Insight, Intimidation,
Mechanics, Medicine, Perception and Persuasion

You start with the following equipment, in addition to the
equipment granted by your background:

* (a) a martial weapon and a shield or (b) two martial
weapons

* (a) 10 throwing knives or (b) any simple weapon

* (a) heavy trooper armor or (b) medium trooper armor

* (a) a soldier’s pack or (b) an explorer’s pack

* a sentinel’s rig



At 1st level, You have a personalized rig, which is fitted
with a set of sorium materials, tools, and attachments
used to activate and implement your techniques. Your rig
is integrated into your body, most often taking the form
of a metallic harness bound to your torso. It is considered
to be a part of your body and cannot be removed.

You can use your bonus action and expend a tech slot
to make your rig invisible to mundane senses, but it is still
detectable by special senses such as truesight and talents
such as esper sense. Your rig remains hidden for a number
of hours equal to your sentinel level or until you lose your
concentration (as if you were concentrating on an esper
power). Once you reach 5th level, concealing your rig no
longer requires you to expend a tech slot. When your rig
is hidden in this way, you cannot use any techniques or
your weapon link feature (see the Weapon Link feature

described later).
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(BETWEEN Boby AND HARNESS

There have been many theories on what truly happens
when a sentinel integrates with their harness, which draws
its power from the stars and celestial bodies between
them. It is a far more extensive bond then those who are
fitted with sorium implants. Scientists who study the
effects of the Crucibles have always believed they are
imbued with a programming code which even the most
brilliant of scientists have only scratched the surface
toward fully understanding.

However, going upon their basic theory, the integration
of the sorium harness and its connection to the Crucibles
may be the source of this inner voice that guides each
sentinel toward their path. Whether this is just some base

kcode within the Crucibles themselves, or perhaps even a )

form of Al, no one can truly say for certain.
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Starting at 1st level, you can use the energy stored in your
rig to regenerate living tissue. You have a regenerative
pool that replenishes when you take a long rest. With
that pool, you can restore a total number of hit points
equal to your sentinel level x 5.

As an action, you can touch a creature and draw
power from the pool to restore a number of hit points
to that creature, up to the maximum amount remaining
in your pool.

Alternatively, you can expend 5 hit points from your
regenerative pool to cure the target of one disease or
neutralize one poison affecting it. You can cure multiple
diseases and neutralize multiple poisons with a single use
of Regenerative Force, expending hit points separately for
each one.

This feature has no effect on automatons or constructs.

Your rig’s attachments enable you to create a weapon
link—a bio-molecular link between your rig and a melee
weapon of your choice. Forging a weapon link takes 1
hour, which can be completed during a short rest. You
can instantly dismiss your weapon link, the weapon
dismantling itself and becoming a part of your harness.
You can spend a bonus action to recall the weapon or
summon it from any location to appear directly into
your hand.

Once the weapon has been forged into a weapon link,
you cannot be disarmed of that weapon unless you are
incapacitated. Your weapon link is instantly dismissed
into your rig if it is more than 10 feet away from you.

You can have up to two weapon links, but can draw
only one at a time with your bonus action. If you attempt
to create a weapon link with a third weapon, you must
break the link with one of the other two.

At 2nd level, you adopt a style of fighting as your
specialty. Choose one of the following options. You can’t
take a Fighting Style option more than once, even if you
later get to choose again.

While you are wearing armor, you gain a +1 bonus to AC.

When you are wielding a melee weapon in one hand and
no other weapons, you gain a +2 bonus to damage rolls
with that weapon.

When you roll a 1 or 2 on a damage die for an attack you
make with a melee weapon that you are wielding with
two hands, you can reroll the die and must use the new
roll. The weapon must have the two-handed or versatile
property for you to gain this benefit.

When a creature you can see attacks a target other than
you that is within 5 feet of you, you can use your reaction
to impose disadvantage on the attack roll. You must be
wielding a shield.

If a creature within 5 feet of you makes a ranged weapon
attack, you can use your reaction to make an opportunity
attack against that creature.

As a bonus action, you can enter a defensive stance
that lasts until the start of your next turn. While in your
defensive stance, you can make opportunity attacks
without using your reaction, and you can use your
reaction to make a melee attack against a creature that
moves more than 5 feet while within your reach.
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By 2nd level, you have learned to use the energy stored in
your rig to power techniques, much like an engineer.

The Sentinel table shows how many tech slots you have
to use for techniques. To activate a technique, you must
expend a tech slot of the technique’s rank or higher. You

regain all expended tech slots when you finish a long rest.

You prepare the list of techniques that are available for
you to use, choosing from the sentinel powers list. When
you do so, choose a number of techniques equal to your
Charisma modifier + half your sentinel level, rounded
down (minimum of one technique). The techniques must
be of a rank for which you have tech slots.

e
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For example, if you are a 5th-level sentinel, you have
four rank 1 and two rank 2 tech slots. With a Charisma
of 14, your list of prepared techniques can include four
rank 1 and rank 2 techniques, in any combination. Ifyou
prepare the rank 1 technique mend, you can activate it
using a rank 1 or a rank 2 tech slot. Using the technique
doesn’t remove it from your list of prepared techniques.

You can change your list of prepared techniques
when you finish a long rest. Preparing a new list of
sentinel techniques for use requires at least 1 minute per
technique level for each technique on your list.

Charisma is your forging ability for your sentinel
techniques, communing with your rig harness to
implement your powers.

You use your Charisma whenever a
technique refers to your forging ability. In
addition, you use you Charisma modifier
when setting the saving throw DC for a
technique you use and when making an
attack roll with one.

Forging save DC = 8 + your proficiency
bonus + your Charisma modifier

Forging attack modifier = your
proficiency bonus + your Charisma modifier

Also beginning at 2nd level, you can cause
your weapon link to erupt with cosmic
energy upon striking a target. Choose one
of the following uses for this feature.

When you hit a creature with a melee
weapon attack using your weapon link,
you can expend one tech slot to deal
radiant damage to the target, in addition
to the weapon’s damage. The extra
damage is 2d8 for a rank 1 technique

slot, plus 1d8 for each slot rank higher
than 1, to a maximum of 5d8. The
damage increases by 1d8 if the target is an
automaton or a construct.

You can use your action to fire a radiant
beam from your weapon link at a target
within 60 feet of you that you can see.
Make a ranged forging attack. On a hit,
the target takes 1d8 radiant damage.
You can also expend a tech slot to deal
additional radiant damage as if you had
hit the target with a melee strike.

You can perform a ranged strike a
number of times equal to your Charisma
modifier. You regain all uses after you
complete a short or long rest.



By 3rd level, the cosmic energy flowing through you
makes you immune to disease.

At 3rd level, you fully integrate with your harness,
adopting a path and code of ethics that defines you as
a sentinel. Up to this time you had been slowly adopting
your true purpose but not yet fully committed to it.
Your path not only defines you as an esper, but as the
enlightened individual with a true objective in the galaxy.
Your choice grants you features at 3rd level and again
at 7th, 15th, and 20th level. Those features include
expanded techniques and the Rig Expansion feature.

Each code has a list of associated techniques. You gain
access to these techniques at the levels specified in the
code description. Once you gain access to one of these
techniques, you always have it prepared. They don’t count
against the number of techniques you can prepare each day.
If your code grants you an esper power that doesn’t
appear on the sentinel powers list, the power is
nonetheless a sentinel technique for you.

Your rig integration allows you to channel its energy
to fuel additional effects. Each Rig Expansion option
provided by your code explains how to use it.

When you use your Rig Expansion, you choose which
option to use. You must then finish a short or long rest to
use your Rig Expansion again.

Some Rig Expansion effects require saving throws.
When you use such an effect from this class, the DC
equals your sentinel forging save DC.

When you reach 4th level, and again at 8th, 12th, 16th,
and 19th level, you can increase one ability score of your
choice by 2, or you can increase two ability scores of your
choice by 1. As normal, you can’t increase an ability score
above 20 using this feature.

Beginning at 5th level, you can attack twice, instead of
once, whenever you take the Attack action on your turn.

Starting at 6th level, you can sync with nearby allies,
providing them with an augmented reality display of
incoming threats. Whenever you or a friendly creature
within 10 feet of you must make a saving throw, the
creature gains a bonus to the saving throw equal to your
Charisma modifier (with a minimum bonus of +1). You
must be conscious to grant this bonus.

At 18th level, the range of this feature increases to 30 feet.

Starting at 10th level, you and friendly creatures within 10
feet of you can’t be surprised while you are conscious.
At 18th level, the range of this feature increases to 30 feet.

By 11th level, you master your attunement with your
weapon link, and your weapon strikes carry residual
cosmic energy. Whenever you hit a creature with a
weapon attack using your weapon link, the creature takes
an extra 1d8 radiant damage. If you also use your Infused
Strike with your weapon link, you add this damage to the
extra damage of your Infused Strike.

Beginning at 14th level, you can use your action to end
the effects of one esper power on yourself or on one
willing creature that you touch.

You can use this feature a number of times equal to
your Charisma modifier (a minimum of once). You regain
expended uses when you finish a long rest.

The calling of a sentinel is gained upon their first
integration with their sorium rig. The cosmic energies
within fuse with the sentinel’s inner persona, culminating
into a full-fledged evolution when they reach 3rd

level. When a sentinel chooses their path, they gain

an expanded sense of connection with the very stars
spiraling throughout the galaxy, something only that

can only be described by other sentinels. Upon this
awakening, each sentinel gains their sense of purpose.

Your path leads you toward becoming a cosmic defender
of a cause. Many sentinels who follow this path consider
themselves the guardians of a particular region, a
defender of the people, or a pursuer of justice for those
who have been wronged.

You gain the following powers at the sentinel level listed.

CHAMPION TECHNIQUES

Sentinel Level Esper Power

3rd impedance, sensory jammer
5th detoxify, minor remedy

9th optimizer, unravel effect
13th superior aegis, unfetter
17th incinerate, major remedy



When you choose this path at 3rd level, you gain the
following two Rig Expansion options.

Stellar Armament. As an action, you can imbue one
weapon that you are holding with positive energy,
using your Rig Expansion. For 1 minute, you add your
Charisma modifier to attack rolls made with that weapon
(with a minimum bonus of +1). The weapon also emits
bright light in a 20-foot radius and dim light 20 feet
beyond that. If the weapon is not already forge enhanced,
it becomes so for the duration.

Electromagnetic Pulse. As an action, you unleash a
pulse of energy from your harness, directly affecting all
automatons and constructs within range. Each of these
targets within 30 feet of you and with less than three-
quarters cover must make an Intelligence saving throw.
If the target fails its saving throw, it is impaired until the
end of your next turn or until it takes any damage. This
ability also affects mechanical creatures controlled by a
live operator.

An impaired target cannot take any reactions and its
movement is reduced to 0. The only action available to
the target is the dodge action.

In addition, any unshielded computer panel or
electronic device not worn by another creature is
rendered inert until the start of your next turn.

Beginning at 7th level, your tactical display can
detect strong shifts in the brainwave patterns of your
teammates. You and friendly creatures within 10 feet of
you can’t be charmed while you are conscious.

At 18th level, the range of this feature increases to 30 feet.

At 15th level, when you are reduced to 0 hit points and
are not killed outright, you can choose to drop to 1 hit
point instead. Once you use this ability, you can’t use it
again until you finish a long rest.

At 20th level, as an action, you can emanate a brilliant
aura of solar energy. For 1 minute, bright light shines
from you in a 30-foot radius, and dim light shines 30 feet
beyond that.

Whenever an enemy creature starts its turn in the bright
light, the creature takes 10 radiant damage.

In addition, for the duration, you have advantage on
saving throws against powers used by proteans and
netherants.

Once you use this feature, you can’t use it again until
you finish a long rest.

Followers of this path focus on pursuing and delivering
righteous justice or merciless vengeance upon their foes.
Your cause toward hunting those who would receive your
just wrath can sometimes conflict with some of your

more merciful allies depending on your severity. There
may even be times where pursuit of your cause may
require temperament from your own conscience.

You gain the following powers at the sentinel level listed.

SLAYER TECHNIQUES

Sentinel Level Esper Power

3rd graviton strike, laser blast

5th enhance weapon, stasis field

9th absorption, celerity

13th energy susceptibility, portal

17th reactive field, superior stasis field

When you choose this path at 3rd level, you gain the
following two Rig Expansion options.

Graviton Hold. You can use your Rig Expansion to stop
your enemy’s movements and hold them in place. As an
action, you can target a creature for this effect within 10
feet of you that you can see. That creature must succeed
on a Strength saving throw or be restrained. While the
creature is restrained, it repeats the saving throw at the
end of each of'its turns. On a success, it frees itself and
can move normally.

Slayer’s Mark. As a bonus action, you can place a
personalized target marker on an enemy to track its
movements in combat. Choose one creature within 30
feet of you that you can see. You gain advantage on
attack rolls against the creature for 1 minute or until it
drops to 0 hit points or falls unconscious.

Beginning at 7th level, you generate a dampening field
that wards against the effects of unfriendly powers.
You and friendly creatures within 10 feet of you have
resistance to damage from all esper powers.

At 18th level, the range of this feature increases to 30 feet.

At 15th level, you can swiftly answer any move made by
the target of your Slayer’s Mark feature. When a creature
under the effect of your Slayer’s Mark makes an attack,
you can use your reaction to make a weapon attack
against that creature if it is within range.

At 20th level, as an action you channel solar energy into
your body, granting you increased strength, speed, and
prowess. You gain the following benefits for T minute.

* You have resistance to all damage types.

* Your speed increases by an amount in feet equal to five
times your Charisma modifier.

* When you take the Attack action on your turn, you can
make one additional attack as part of that action.
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SPECIALIST

A dendus hurls a stream of sharp blades into his enemies
before disappearing in the shifting light, only

to emerge again in from the shadows in g
the distance. . . i

Alunar eldori rewires the security .
panel, deactivating the laser sensor grid il
before signaling to her companions to
move into the hallway.

The holographic disguise fades away from the crescent promethean,
revealing his true identity to the stunned agents who so freely revealed all
their secrets.

Even in the shining jewel of the Sorium Accord, or the peaceful
worlds of the Core, shadows exist. If left unchecked, they
spread like an invisible web of darkness, vying for power
while the rest of society remains unaware. Specialists
work their craft between the judicial societies of the
Core, and the shadows of the galactic underworld.

A specialist relies on their adept skill and instincts to
overcome obstacles. They have a wealth of expertise,
from figuring out the weak points of any adversary to
being able to find their way through the trickiest of tight
spots. They can be found working their craft anywhere from
running goods between seedy smuggling dens to being a secret agent in
defense of their government.

Rather than focusing on brawn, specialists fight using speed, skill, and
precision to dispatch their foes. They often use small, easily concealed
weapons and implant-controlled gadgets that allow them to take advantage
of their enemy’s weaknesses.
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THE SPECIALIST

Proficiency Deft
Level Bonus Strike Features

Natural Aptitude,

Lst 2 1d6 Deft Strike, Shadownet ID
2nd +2 1d6  Cunning Action

3rd +2 2d6  Specialist Archetype

4th +2 2d6  Ability Score Improvement
Sth +3 3d6  Uncanny Dodge

6th +3 3d6  Natural Aptitude

7th +3 4d6  Evasion

8th +3 4d6  Ability Score Improvement
9th +4 5d6  Specialist Archetype feature
10th +4 5d6  Ability Score Improvement
11th +4 6d6  Reliable Talent

12th +4 6d6  Ability Score Improvement
13th +5 7d6  Specialist Archetype feature
14th +5 7d6  Blindsense

15th +5 8d6  Slippery Mind

16th +5 8d6  Ability Score Improvement
17th +6 9d6  Specialist Archetype feature
18th +6 9d6  Elusive

19th +6 10d6  Ability Score Improvement
20th +6 10d6  Stroke of Luck

Their style of practice, however, varies greatly. Each
specialist has a chosen range of expertise within which
they hone their skills. Some rely on subterfuge and stealth
to infiltrate secure or hidden places. Some rely on their
quick-wit, hacking, and tools of distraction to catch their
targets off guard.

Often finding themselves in dangerous situations, an
experienced specialist knows survival sometimes hinges
on the right information and a reliable ally. Whether they
are smugglers, investigators, space jockeys, or assassins,
specialists often keep a small network of contacts and
allies who they can trust even in the worst of situations.
As espers, specialists are aware that sometimes the
best information can come from other specialists, even
if their profession would be considered unsavory toward
their own. With this in mind, many of them communicate
secretly over the Silrayne Intergalactic Matrix, using coded
language only they can decipher. This often comes with a
simple, yet courteous, “don’t ask, don’t tell” agreement
when it comes to identity and sharing of information.

Specialists have a very broad range of available skills
or techniques. When you are creating your character,
consider your desired profession as well as on which side

of the law your character stands. How did your character
fall into their practice? Are you part of an organization?
When did your innate skills manifest? (see the “Natural
Aptitude” class feature below) Do you use your powers
for money or do you fight for an ideal or cause?

Dexterity should be your primary ability score. Depending
on the type of specialist you wish to create, you should
choose either Intelligence or Charisma as your second
highest ability score, followed by Wisdom.

As a specialist, you have the following class features.

Hit Dice: 1d8 per specialist level

Hit Points at 1st Level: 8 + your Constitution modifier

Hit Points at Higher Levels: 1d8 (or 5) + your
Constitution modifier per specialist level after 1st

Armor: Light armor

Weapons: Simple weapons, autopistol, longblade,
shortblade, sabre

Tools: Infiltration Tools

Saving Throws: Dexterity, Intelligence

Skills: Choose four from Acrobatics, Athletics,
Computers, Deception, Insight, Intimidation,
Investigation, Perception, Persuasion, Sleight of Hand,
and Stealth

You start with the following equipment, in addition to the
equipment granted by your background:

* (a) a sabre or (b) a light pistol with 15 rounds of
ammunition

* (a) a light pistol with 15 rounds of ammunition or (b)
a shortblade

* (a) an agent’s pack or (b) an explorer’s pack
* (a) Armor Jacket, two combat knives, and infiltration
tools

As an esper, you have a natural affinity for particular
skills. These innate skill competences come instinctively to
you. They could have manifested at anytime during your
lifetime, often marked with a specific visual effect.

At 1st level, choose two skills in which you are proficient,
or one of those skills and one tool proficiency in which you
are proficient (including vehicles). Your proficiency bonus
is doubled for any ability check you make that uses either
of those skills.

At 6th level, you can choose two more of your
proficiencies (in skills or with tools or vehicles) to gain this
benefit.
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(OPTIONAL RuLE: EsPeErR EFFECT )

You may choose a particular effect that manifests
whenever you use a skill in which you have a natural
aptitude. The effect reflects your esper link with the
Crucibles and may be visual or more intrinsic. Examples
could be small trails of wind behind you when using

the Acrobatics skill, data trails in your eyes when using
Computers, a slight darkening of light around you for
Stealth, or an aire of sheer confidence when using
Persuasion. Whatever effect you choose must be limited
to your character’s space and must also be approved by

Kyour GM.

-

Beginning at 1st level, you know how to exploit a foe’s
weakness to make a quick, powerful strike. Once per
turn, you can deal an extra 1d6 damage to one creature
you hit with an attack if you have advantage on the attack
roll. The attack must use a finesse or a ranged weapon.

You don’t need advantage on the attack roll if another
enemy of the target is within 5 feet of it, that enemy isn’t
incapacitated, and you don’t have disadvantage on the
attack roll.

Your training and expertise have earned you an online
avatar on the Shadownet - a secret underworld of
locations and networks within the Silrayne Intergalactic
Matrix (SIM). These secret messages and locations can
only be accessed or decoded with a personal set of codes
and your Shadownet ID (which may also require a partial
genetic ID as well).

Members of the Shadownet can converse in private,
trade or share secrets, acquire locations for black market
goods and resources, and look up information about
different territories and the secret societies that may
operate in those areas.

Starting at 2nd level, your superior reaction and agility
allow you to move and act quickly. You can take a bonus
action on each of your turns in combat. This action can
be used only to take the Dash, Disengage, or Hide action.

At 3rd level, you may choose an archetype that represents
your chosen form of expertise and your path toward
improvement. Your archetype choice grants you features
at 3rd level and then again at 9th, 13th, and 17th level.

When you reach 4th level, and again at 8th, 10th, 12th,
16th, and 19th level, you can increase one ability score of
your choice by 2, or you can increase two ability scores of

your choice by 1. As normal, you can’t increase an ability
score above 20 using this feature

Starting at 5th level, when an attacker that you can see
hits you with an attack, you can use your reaction to
halve the attack’s damage against you.

Beginning at 7th level, you can nimbly dodge out of the
way of certain area effects, such as the gravity well talent
or a drone’s blast pattern ability. When you are subjected
to an effect that allows you to make a Dexterity saving
throw to take only half damage, you instead take no
damage if you succeed on the saving throw, and only half
damage if you fail.

By 11th level, you have refined your chosen skills until
they approach perfection. Whenever you make an ability
check that lets you add your proficiency bonus, you can
treat a d20 roll of 9 or lower as a 10.

Starting at 14th level, if you are able to hear, you are
aware of the location of any hidden or invisible creature
within 10 feet of you.

By 15th level, you have acquired greater mental strength.
You gain proficiency in Wisdom saving throws.

Beginning at 18th level, you are so evasive that attackers
rarely gain the upper hand against you. No attack roll has
advantage against you while you aren’t incapacitated.

At 20th level, you have an uncanny knack for succeeding
when you need to. If your attack misses a target within
range, you can turn the miss into a hit. Alternatively, if
you fail an ability check, you can treat the d20 roll as a
20.

Once you use this feature, you can’t use it again until
you finish a short or long rest.

Though specialists are trained with many similar basic
traits, very rarely are any of them cut from the same
cloth. Your archetype represents the path upon which
you’ve chosen to focus your training as a specialist, as
well as the style in which you operate.



You focus your skills in the art of infiltration,
investigation, and subtle acquisition. Infiltrators are
often found in the deepest depths of abandoned ruins
or secret bunkers searching for clues, treasure, or secrets

long buried.

Starting at 3rd level, you can use the bonus action
granted by your Cunning Action to make a Dexterity
(Sleight of Hand) check, use your infiltration tools to
disarm a device or open a lock, or take the Use an Object
action.

When you choose this archetype at 3rd level, you gain
additional control over your movements. You may opt to
roll Dexterity (Acrobatics) for any climbing skill check.
You may scale any solid surface and climbing no longer
costs you extra movement.

In addition, you may substitute your Dexterity modifier
for determining jumping heights and distances.

Starting at 9th level, you have advantage on a Dexterity
(Stealth) check if you move no more than half your speed
on the same turn.

By 13th level, you’re an expert at the inner workings of
different electronic and tech driven devices. You gain
advantage on any Intelligence (Computers) check made
to identify and operate any computer console or data
device. You also ignore any language restrictions toward
activating and operating these devices.

When you reach 17th level, you have become adept at
laying ambushes and quickly escaping danger. You can
take two turns during the first round of any combat. You
take your first turn at your normal initiative and your
second turn at your initiative minus 10. You can’t use this
feature when you are surprised.

You’re an expert at drawing out the truth, whether it

be from a complex crime scene, a shady contraband
deal, or a tricky system of hidden codes and puzzles.
Your profession can take many forms. Detectives,
analysts, reporters, and law enforcement all benefit from
specializing in this archetype.

When you choose this archetype at 3rd level, you become
adept at discerning between facts and fabrications. You
gain a bonus equal to half your specialist level on any
Wisdom (Insight) check to determine whether a creature
is lying. If you succeed on one of these checks, you



gain the same bonus on any Charisma (Persuasion) or
Charisma (Intimidation) checks made to persuade the
truth out of the same target.

Beginning at 3rd level, if you roll a 1 on any Wisdom
(Perception) check or Intelligence (Investigation) check to
spot or reveal a hidden creature or object, you can reroll
the die and must use the new roll.

At 3rd level, you can use your Cunning Action feature
to analyze the movements of a foe and take advantage
of their weak point. Whenever a creature makes a melee
weapon attack against you, you can spend the bonus
action provided by your Cunning Action feature to give
disadvantage to that attack roll. If the attack misses,
your next attack roll made against that creature has
advantage.

You can use this feature a number of times equal to
your Intelligence modifier (minimum of 1). You regain all
uses when you complete a short or long rest.

At 9th level, if you are not engaged in any strenuous
activity (such as running, climbing, fighting, or
concentrating on a power), you have advantage on any
Intelligence (Investigation) or Wisdom (Perception)

check.

Starting at 13th level, you can pick out small
inconsistencies that can easily be overlooked by an
untrained eye. You are immune to being charmed. In
addition, you have advantage on all Wisdom saving
throws made versus any illusion, regardless if created
through mundane means, an innate ability, or an esper
power.

At 17th level, you can fully take advantage of an enemy’s
weak points. When you use your Intuitive Action feature
against a target you gain advantage to attack rolls against
that creature for 1 minute, regardless of whether or not
their attack missed you.

You are trained in the art of surprise, getting close to
your target for information, manipulation, or to strike
when they least expect it. Many operatives carry the title
of agent, assassin, spy, or more colloquial terms such as
spook or ghost. Your style is deceptive, yet direct, taking
no chances unless it’s for maximum effect.

At 3rd level, choose one prime talent between analyze
device, mental missive, proton blade, and trigger device. You may
use this talent as a melder of the same level.

In addition, you also gain proficiency with the disguise
kit and one tool of your choice between a forgery kit,
hacker’s kit, or one type of gaming set.

At 3rd level, you are trained to strike quickly and
effectively before your enemy makes the first move. You
have advantage on attack rolls against any creature
that has not yet taken a turn in combat. In addition,
any hit you score against a creature that is surprised is
a critical hit.

Starting at 9th level, you can easily create false identities
for yourself. You must spend five days and 50 credits in
resources to establish the records, historical data, and
associations for your chosen identity. You can’t establish
an identity that belongs to someone else. A general search
of your new identity in the SIM will reveal a satisfactory
amount of information.

If you later choose to adopt the new identity as a
disguise, others automatically believe you to be that
person until substantial evidence reveals otherwise.

At 13th level, you become a master of disguise, able

to impersonate the speech patterns, movements, and
mannerisms of another individual. You must spend at
least three hours studying various prerequisites such as
personal data, recordings, and physical observations.

You gain advantage on any ability check made with
your disguise kit toward creating a replica of any special
markings, trinkets, or unique features for the person
you’re impersonating.

To the passive eye, you’re indistinguishible from the
real thing. If your identity is suspected or tested, you
gain advantage on any Charisma (Deception) checks you
make to avoid being discovered.

Starting at 17th level, you become adept at dealing swift
death blows. When you attack and hit a creature that is
surprised, it must make a Constitution saving throw (DC
8 + your proficiency score + your Dexterity modifier). On
a failed save, the target takes double the damage from
your attack.

You specialize in the use of a sorium powered implant
and devices to generate the effects of various esper
powers. You hide your abilities in plain sight, your tools
and devices taking the form of trinkets, clothing, or
other mundane objects linked to your internal system.
Combining quick thinking with fluid motion, you adapt
to any situation by outmaneuvering your foe.

Starting at 3rd level, if you make a successful melee attack
against a creature, that creature can’t make opportunity
attacks against you for the rest of your turn.



Beginning at 3rd level when you choose this archetype,
you gain the ability to use talents from the melder powers
list. See chapter 11 for rules on esper powers and the
melder powers list.

Prime Talents. You learn three prime talents of your
choice from the melder powers list. You learn an
additional prime talent at 10th level.

Talent Points. The Artifice Talents table shows shows the
number of talent points you have to use on your esper
talents. These points represent the amount of personal
energy that must be channeled into the talent in order
to produce the desired effect. Once your pool of talent
points is depleted, you are on the brink of exhaustion.
Your regain all of your points once you finish a long rest.

Each talent has a rank and a point cost associated with
it. If you do not have enough points to cover the cost, you
can’t use the talent. You can only learn and use talents
up to a certain rank depending on your level. These are
shown in the Maximum Talent Rank column.

Talents Known of Rank 1 and Higher. You know three rank
1 melder talents of your choice. They must be from the
clairsentient, metaphase, or psychogenic domains.

The Talents Known column of the Artifice Talents
table shows when you learn more melder talents of
rank 1 or higher. Each of these talents must be from the
clairsentient, metaphase, or psychogenic domains, and
must be of a rank equal to or less than your maximum
talent rank. For instance, when you reach 7th level in this
class, you can learn one new rank 1 or rank 2 talent.

When you learn a new talent at 4th, 8th, 14th, and
20th level, those talents can be from any domain.

Whenever you gain a level in this class, you can replace
one of the melder talents you know with another talent of
your choice from the melder powers list. The new talent
must be of a rank equal to or less than your maximum
talent rank, and it must be a clairsentient, metaphase, or
psychogenic talent, unless you’re replacing the talent you
gained at 4th, 8th, 14th, or 20th level.

Channeling Ability. Intelligence is your channeling
ability for your melder talents. You use your Intelligence
whenever a talent refers to your channeling ability. In
addition, you use your Intelligence modifier when setting
the saving throw DC for a melder talent you use and
when making an attack roll with one.

Channeling save DC = 8 + your proficiency bonus +
your Intelligence modifier

Channeling attack modifier = your proficiency bonus
+ your Intelligence modifier

ARTIFICE TALENTS

Prime Talents Talent Maximum

Level Talents Known Points Talent Rank
3rd 3 3 4 1

4th 3 4 6 1

5th 3 4 6 1

6th 3 4 6 1

7th 3 5 14 2

8th 3 6 14 2

9th 3 6 14 2
10th 4 7 17 2
11th 4 8 17 2
12th 4 8 17 2
13th 4 9 27 3
14th 4 10 27 3
15th 4 10 27 3
16th 4 11 32 3
17th 4 11 32 3
18th 4 11 32 3
19th 4 12 38 4
20th 4 13 38 4

At 9th level, you are able to use your sorium implant
to alter gravity’s effects on you in minor ways. You may
move through an additional 5 feet of difficult terrain
without penalty. You also gain advantage on saving
throws against being knocked prone and triggering
pressure sensitive traps.

At 13th level, you can instinctively refract light and

sound around your form. When you take the Hide

action using your Cunning Action feature, you instead
become invisible as if under the effects of the obfuscate
talent. This effect lasts for 1T minute or until you lose your
concentration (as if you were concentrating on an esper
power). The effect also ends if you make an attack or use
an esper power.

When you reach 17th level, you can modify and increase
the versatility of your device effects. You learn the unravel
effect talent. This talent counts as an artifice talent for
you and does not count toward your number of known
talents.

In addition, you can choose two of your known talents
and replace them with any other talent or technique from
the powers list of any other class. These talents count
as artifice talents for you. The power must be of a rank
equal to or less than your maximum talent rank.
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WARRIOR

Maintaining her focus, the ashenforged sees the
impending ambush from the two gangers closing
in on her. In a single fluid motion, she draws her
blades and spins gracefully, cutting the two punks
down before they could draw their next breath.

A human mercenary readies his rifle as a hail of
gunfire pelts into the conduit he’s leaned against.
He points out the enemy’s location to his
companions. Nodding in a silent countdown,
his digital scope marks the target, signaling
his squad to execute a coordinated attack.

Blocking a laser barrage with her
energy shield, the valna guard focuses /
energy into her pistol before firing
a stream of electricity into a
mecharoid. The huge machine
stumbles from the electrical
jolt. Seizing on the opportunity,
the valna’s matokai companion
charges forward, burying his axe
deep into the robot’s steel frame.

Durability and mastery of arms
are the highlights of the warrior’s
abilities. While anyone can shoot a gun
or swing a blade, only warriors can
effectively practice the basics of all
forms of combat. Their versarility

and extensive training make them a

force to be reckoned with in any

confontation.
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THE WARRIOR

Proficiency

Level Bonus Features
1st +2 Combat Style, Second Wind
2nd +2 Action Surge (one use)
3rd +2 Martial Archetype
4th +2 Ability Score Improvement
5th +3 Extra Attack
6th +3 Ability Score Improvement
7th +3 Martial Archetype Feature
8th +3 Ability Score Improvement
9th +4 Indomitable (one use)
10th +4 Martial Archetype Feature
11th +4 Extra Attack (2)
12th +4 Ability Score Improvement
13th +5 Indomitable (two uses)
14th +5 Ability Score Improvement
15th +5 Martial Archetype Feature
16th +5 Ability Score Improvement
17th +6 Action Surge (two uses), Indomitable
(three uses)
18th +6 Martial Archetype Feature
19th +6 Ability Score Improvement
20th +6 Extra Attack (3)

Strength or Dexterity should be your primary ability score
depending on your fighting style. In addition to these
two, Constitution should also be your second or third
highest ability score.

As a warrior, you have the following class features.

Hit Dice: 1d10 per warrior level

Hit Points at 1st Level: 10 + your Constitution modifier

Hit Points at Higher Levels: 1d10 (or 6) + your
Constitution modifier per warrior level after 1st

Armor: All armor, shields

Weapons: Simple weapons, martial weapons

Tools: None

Saving Throws: Strength, Constitution

Skills: Choose two skills from Acrobatics, Athletics,
Insight, Intimidation, Lore, Perception, Persuasion, and
Survival

You start with the following equipment, in addition to the
equipment granted by your background:

(a) heavy trooper armor or (b) armor jacket and an
autopistol

(a) a martial weapon and shield or (b) two martial
weapons

(a) a simple ranged weapon or (b) a simple melee
weapon

(a) an explorer’s pack

You adopt a particular style of fighting as your specialty.
Choose one of the following options. You can’t take a
Fighting Style option more than once, even if you later get
to choose again.

While you are wearing armor, you gain a +1 bonus to AC.

When you are wielding a melee weapon in one hand and
no other weapons, you gain a +2 bonus to damage rolls
with that weapon.

When you roll a 1 or 2 on a damage die for an attack you
make with a melee weapon that you are wielding with two
hands, you can reroll the die and must use the new roll,
even if the new roll is a 1 or a 2. The weapon must have the
two-handed or versatile property to gain this benefit.

When you are wielding a firearm with the recoil property,
that firearm’s recoil value is reduced by 1 (to a minimum
of zero).

When a creature you can see attacks a target other than
you that is within 5 feet of you, you can use your reaction
to impose disadvantage on the attack roll. You must be
wielding a shield or a reach weapon.

If a creature within 5 feet of you makes a ranged weapon
attack, you can use your reaction to make an opportunity
attack against that creature.

When making a ranged weapon attack while you are
within 5 feet of a hostile creature, you do not have
disadvantage on the attack roll.

You gain a +2 bonus to attack rolls you make with ranged
weapons.

When you engage in two-weapon fighting, you can add
your ability modifier to the damage of the second attack.

As a bonus action, you can enter a defensive stance
that lasts until the start of your next turn. While in your
defensive stance, you can make opportunity attacks



without using your reaction, and you can use your
reaction to make a melee attack against a creature that
moves more than 5 feet while within your reach.

SECOND WIND

You have the ability to draw energy into yourself to regain
stamina and recover from minor wounds. On your turn,
you can use a bonus action to either regain hit points equal
to 1d10 + your warrior level, or you may instead remove
one point of exhaustion. Once you use this feature, you
must finish a short or long rest before you can use it again.

ACTION SURGE

Starting at 2nd level, you can push yourself beyond your
normal limits for a moment. On your turn, you can take
one additional action on top of your regular action and a
possible bonus action.

Once you use this feature, you must finish a short or
long rest before you can use it again. Starting at 17th
level, you can use it twice before a rest, but only once on
the same turn.

MARTIAL ARCHETYPE

At 3rd level, you choose an archetype that you strive to
emulate in your combat styles and techniques.

Choose Paragon, Commando, or Storm Guard, all
detailed at the end of the class description. The archetype
you choose grants you features at 3rd level and again at
7th, 10th, 15th, and 18th level.

ABILITY SCORE IMPROVEMENT

When you reach 4th level, and again at 6th, 8th, 12th,
14th, 16th, and 19th level, you can increase one ability
score of your choice by 2, or you can increase two ability
scores of your choice by 1. As normal, you can’t increase
an ability score above 20 using this feature.

EXTRA ATTACK

Beginning at 5Sth level, you can attack twice, instead of
once, whenever you take the Attack action on your turn.

The number of attacks increases to three when you
reach 11th level in this class and to four when you reach
20th level in this class.

INDOMITABLE

Beginning at 9th level, you can reroll a saving throw that
you fail. If you do so, you must use the new roll, and you
can’t use this feature again until you finish a long rest.

You can use this feature twice between long rests
starting at 13th level and three times between long rests
starting at 17th level.

MARTIAL ARCHETYPES

Warriors are well-rounded, but each one specializes in
a different form of combat. The archetype you choose
reflects the kind of warrior you are and how you view
your art.
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The paragon is a master-of-arms who specializes on
delivering deadly force with swift accuracy. Those who
follow this path combine their abilities with rigorous
training to deliver decisive blows to any adversary.

At 3rd level, you can channel esper energy into your
attacks. As a bonus action on your turn, you may activate
this feature to gain advantage on your attack rolls Until
the end of your current turn, when you hit with your
weapon attacks, you deal additional weapon damage
equal to your Constitution modifier (minimum of 1). This
feature has no effect on burst fire damage from ranged
weapons.

You can use this feature three times, after which you
can regain all of your uses when you complete a short
or long rest. You gain an additional use of this feature at
10th level, and again at 18th level.

At 7th level, you receive a boost to your physical prowess.
You can add half your proficiency bonus (round up) to
any Strength, Dexterity, or Constitution check you make
that doesn’t already use your proficiency bonus.

In addition, when you make a running long jump, the
distance you can cover increases by a number of feet
equal to your Strength modifier.

At 10th level, you can choose a second option from the
Fighting Style class feature.

Starting at 15th level, you learn to trade accuracy for
swift strikes. When you take the Attack action on your
turn, if you have advantage on a weapon attack against
a target, you can forgo that advantage for that roll to
instead make an additional weapon attack against the
same target as part of the same action. You can use this
feature only once per turn.

At 18th level, you attain the pinnacle of resilience in
battle. At the start of each of your turns, you regain hit
points equal to 5 + your Constitution modifier if you have
no more than half of your hit points left.

You don’t gain this benefit if you have 0 hit points.

Experts in the field, commandos receive specialty
training in both tactics and equipment and use them
in combination to take down their opponents. Their
versatility and know-how make them indispensible
squadmates when the bullets start flying.

At 3rd level, you receive additional training to

compliment your abilities. Gain proficiency in one tool
or vehicle, or in one of the following skills: Computers,
Insight, Perception, Stealth, Survival, and Xenobiology.

Beginning at 3rd level when you choose this archetype,
you learn tactical maneuvers known as stunts. These
stunts come with an effect powered by a special die called
a stunt die.

Stunt Dice. You have three stunt dice which are d8s.
These dice may be assigned to your Combat Stunts (listed
below). The dice must be assigned to your chosen stunt
before use. You may assign more than one die to any
stunt. Stunt dice may be reassigned at the end of a short
or long rest.

A stunt die is expended as soon as the stuntit’s
assigned to is activated. You can only expend only one
stunt die per activated stunt. Some stunts may require
you to spend your reaction or bonus action to activate.
You recover all of your stunt dice whenever you finish a
short or long rest.

You gain another stunt die at 7th level, and again at
10th and 15th level.

Saving Throws. Some stunts may require a saving throw
from the chosen target. The saving throw is calculated as
follows.

Stunt save DC = 8 + your proficiency bonus + your
Constitution modifier

At 7th level, you become proficient in use of grenades
and demolition tools.

Beginning at 10th level, your stunt dice turn into d10s At
18th level, they turn into d12s. You also gain the following
expanded stunts.

Commanding Surge. You are able to call out tactics
to your allies, allowing them to fight harder and faster
When you use your Action Surge, instead of taking the
additional action, you instead allow two of your allies to
use their bonus action to make an additional attack.

Courageous Wind. When you use your Second Wind
feature, you may activate this technique within the same
bonus action. Choose three companions within 30 feet of
you that can see or hear you. Those allies gain hit points
equal to the number rolled on the stunt die.

Explosive Charge. You attach an explosive device to your
target. At the start of its next turn, it takes fire damage
equal to the stunt die and must make a Constitution
saving throw or become stunned until the end of your
next turn.



Starting at 15th level, when you roll initiative and have no
stunt dice remaining, you regain the use of one of your
assigned stunt dice.

The following stunts are available to the Commando.

Counterstrike. When a creature misses you with a melee
attack, you can use your reaction and make a melee
attack against the target. On a hit, add the stunt die to
the damage roll.

Double Shot. When you hit a creature with a weapon
attack, you can attempt to damage another nearby
target. Choose another creature within 5 feet of the
original target and within your
weapon’s range. If the original attack
roll would hit the second creature, it
takes damage equal to the number
you roll on your stunt die. The
damage is of the same type dealt by
the original attack.

Extra Drive. You give yourself a
boost to your physical prowess. Add
the stunt die to a single Strength or
Dexterity based skill check.

Flash Burst. Upon a successful hit
from a melee or ranged attack, you
can unleash a burst of energy upon
the target. You add the stunt die to
the attack’s damage roll and the
target must make a Dexterity saving
throw or become blinded until the
end of its next turn.

Guardian’s Mark. You mark one
creature within 5 feet of you that
you can see. Until the end of your
next turn, if the marked target makes
a weapon attack against any other
target except you, you can use your
reaction to make a single melee
weapon attack against the target,
adding the stunt die to the attack roll.

Parry. When you are hit with a
weapon attack, you can use your
reaction to add the number rolled
on the stunt die to your AC for the
incoming attack. If the attack still
hits, you take half damage from it.

Precision Strike. When you make a
weapon attack roll against a creature,
add the stunt die to the roll. You can
use this stunt before or after making
the attack roll, but before any effects
of the attack are applied.

Quick Jab. You can spend a bonus
action to strike an enemy with an
elbow, knee, or a gun or weapon
handle. Make a melee attack roll
with a melee weapon or improvised

weapon against a creature within 5 feet of you that you
can see. On a hit, the target takes the number rolled on
the stunt die as bludgeoning damage and it can’t make
opportunity attacks until the end of its next turn.

Return Fire. When a creature misses you with a ranged
attack, you can use your reaction and make a single
ranged weapon attack against the target, adding the
stunt die to the attack roll.

Shoving Attack. When you hit a creature with a melee
weapon attack, add the stunt die to the damage roll. If
the creature is Large size or smaller, they must make a
Strength saving throw or be pushed up to 10 feet away
from you and knocked prone.




Sure Footed. You can spend a bonus action to exert
control over your own center of gravity. When you do
so, add the stunt die to any Strength or Dexterity saving
throw made against being forcibly pushed, pulled,
knocked back or knocked down. This effect lasts until the
end of your next turn.

Targeted Drop. When you use a grenade or other
demolitions device, you can add the stunt die to either
your Strength (Athletics) check used to throw the grenade
or your attack roll with a launcher.

Team Strike. On a successful hit from one of your
attacks, you can forgo dealing damage to set up an
attack for a companion. Choose a friendly creature who
can see and hear you. The creature can use its reaction
to make one weapon attack, adding the stunt die to their
attack roll.

Tumbling Maneuver. When you move, you can roll the
stunt die and add the number rolled to your AC until you
stop moving.

You are trained in the use of weapon attacks powered
by a sorium implant. Storm Guards are often elite
protectorates within the regional armies of the Silrayne
Arc, such as the Order of Infinity. There are many,
however, who choose to carve their own path.

When you choose this archetype at 3rd level, you

gain proficiency in one skill of your choice between
Astrophysics, Lore, Mechanics, and Xenobiology. You also
gain proficiency in a tool of your choice.

Beginning at 3rd level, you gain the ability to channel
the esper power generated from your implant directly
into a chosen weapon. It takes one hour to forge a bond
between your sorium implant and your weapon link
which can be completed within a short rest. The weapon
must be in your possession during the link.

Once you have formed the link, you can spend a bonus
action to call the weapon from any location to appear
directly into your hand.

You may have up to two weapon links, however only
one can be summoned at a time. In order to link with a
third weapon, you must first terminate the link with one
of the other two weapons.

At 3rd level, you can channel cosmic energies through
your weapon link. When you use this feature, you learn
two Weapon Surge options of your choice (see “Weapon
Surge Effects” listed below).

Once per turn, when you hit with your weapon link
using the Attack action, you can apply a Weapon Surge
to that attack in addition to your normal damage. You
can use this feature twice and you regain all uses when
you complete a short or long rest.

You gain additional Weapon Surge options at 7th, 10th,
and 15th level.

The effect lasts until the end of your next turn.

Saving Throws. Some surge effects may require a saving
throw from the chosen target. The saving throw is
calculated as follows.

Surge save DC = 8 + your proficiency bonus + your
Constitution modifier

At 7th level, whenever you use your Surge Effect feature,
until the end of your next turn, you can change the
damage type of your weapon link to match the damage
type of the Surge Effect. For example, if you use the Fire
Burst effect as your Surge Effect option, your weapon link
deals fire damage instead of its normal damage type until
the end of your next turn.

The effect is reflected in the appearance of a melee
weapon while altering the appearance of ammunition in
a ranged weapon.

In addition, when you use this feature, your weapon
link is considered to be forge-enhanced for the purposes
of overcoming resistances and immunity to mundane
damage until the effect ends.

At 10th level, when you miss with a weapon attack made
with your weapon link, you can use your Surge Effect
feature to reroll the attack roll. If the attack hits, resolve
the Surge Effect normally. If the attack misses, you still
lose one of the uses of your Weapon Surge.

Starting at 15th level, when you roll initiative and have
no Weapon Surges remaining, you regain one use of your
Weapon Surge.

Starting at 18th level, whenever you use your Residual
Surge feature, you also gain resistance to damage type
associated with your weapon link.

Different effects are produced when the Energy Surge
power is used varying by damage type. The effects are
listed below in alphabetical order.

Acid Ring. The target and three creatures of your choice
within 10 feet of the target must succeed on a Dexterity
saving throw, taking 2d6 acid damage on a failed save
and half'as much on a successful one. In addition, on
a failed save, the next attack on the target is made with
advantage to the roll.

The acid damage increases to 4d6 at 18th level.
Disruption Strike: The target takes an additional 1d6
necrotic damage and must make a Constitution saving

throw. On a failed save, the target takes another 1d6
necrotic damage and cannot regain any hit points until
the end of its next turn.



At 18th level, the necrotic damage and the necrotic
damage on a failed save both increase to 2d6.

Flame Burst. The target takes an additional 2d6 fire
damage and three creatures of your choice within 10 feet
of the target must succeed on a Dexterity saving throw or
take 2d6 fire damage.

At 18th level, the fire damage increases to 4d6.

Force Drive: The target takes an additional 2d6 force
damage. and must make a Constitution saving throw or
be pushed up to 15 feet and knocked prone.

At 18th level, the force damage increases to 4d6.

Frost Strike. The target takes an additional 2d6
cold damage and its speed is reduced by 10 feet. At
the beginning of each of its turns, it must make a
Constitution saving throw or suffer an additional 1d6
cold damage. The effect ends on a successful save.

At 18th level, the cold damage increases to 4d6 and the
cold damage on the following turns increases to 2d6.

Lightning Shock: The target takes an additional 1d6
lightning damage and cannot take any reactions until the
end of its next turn.

At 18th level, the lightning damage increases to 2d6.

Radiant Flare: The target takes an additional 2d6
radiant damage and must make a Wisdom saving throw
or become blinded until the end of its next turn.

At 18th level, the radiant damage increases to 4d6.

A perfect fusion of power and focus, justicars blend the
use of esper talents into their arsenal of battle tactics.
Their talents are concentrated toward control over force
of motion and mastery of the elements. This focused
assortment of talents, grants them mastery over the field
while having the ability to unleash devastating energies
against multiple foes. The few who aim to become
justicars do so with rigid training and mastery of self,
which often carries with it a sense of honor and virtue.

Beginning at 3rd level when you choose this archetype,
you gain the ability to use talents from the melder powers
list. See chapter 11 for rules on esper powers and the
melder powers list.

Prime Talents. You learn three prime talents of your
choice from the melder powers list. You learn an
additional prime talent at 10th level.

Talent Points. The Justicar Talents table shows shows the
number of talent points you have to use on your esper
talents. These points represent the amount of personal
energy that must be channeled into the talent in order
to produce the desired effect. Once your pool of talent
points is depleted, all of your energy is spent. Your regain
all of your points once you finish a long rest.

Each talent has a rank and a point cost associated with
it. If you do not have enough points to cover the cost, you
can’t use the talent. You can only learn and use talents
up to a certain rank depending on your level. These are
shown in the Maximum Talent Rank column.

JusTicAR TALENTS

Prime Talents Talent Maximum

Level Talents Known Points  Talent Rank
3rd 3 3 4 1

4th 3 4 6 1

5th 3 4 6 1

6th 3 4 6 1

7th 3 5 14 2

8th 3 6 14 2

9th 3 6 14 2
10th 4 7 17 2
11th 4 8 17 2
12th 4 8 17 2
13th 4 9 27 3
14th 4 10 27 3
15th 4 10 27 3
16th 4 11 32 3
17th 4 11 32 3
18th 4 11 32 3
19th 4 12 38 4
20th 4 13 38 4

Talents Known of Rank 1 and Higher. You know three rank
1 melder talents of your choice. Two of them must be
from the elemental and kinesis domains.

The Talents Known column of the Justicar Talents table
shows when you learn more melder talents of rank 1 or
higher. Each of these talents must be from the elemental
and kinesis domains, and must be of a rank equal to or
less than your maximum talent rank. For instance, when
you reach 7th level in this class, you can learn one new
rank 1 or rank 2 talent.

When you learn a new talent at 8th, 14th, and 20th
level, those talents can be from any domain.

Whenever you gain a level in this class, you can replace
one of the melder talents you know with another talent of
your choice from the melder powers list. The new talent
must be of a rank equal to or less than your maximum
talent rank, and it must be an elemental or kinesis talent,
unless you’re replacing the talent you gained at 8th, 14th,
or 20th level.

Channeling Ability. Intelligence is your channeling
ability for your melder talents. You use your Intelligence
whenever a talent refers to your channeling ability. In
addition, you use your Intelligence modifier when setting
the saving throw DC for a melder talent you use and
when making an attack roll with one.

Channeling save DC = 8 + your proficiency bonus +
your Intelligence modifier

Channeling attack modifier = your proficiency bonus
+ your Intelligence modifier



At 3rd level, you learn a rare practice that allows you to
form a bond between yourself and your armor. The armor
must be within your reach throughout the procedure, at
the conclusion of which the bond is completed and the
armor is stored in an extradimensional space.

Once you have formed the link, you can spend a bonus
action to call your bonded armor to appear directly onto
your body. If the armor has a Strength requirement for
heavy armor, your speed is not reduced. Your bonded
armor is considered to be forge enhanced for the
purposes of resisting effects from esper powers.

You can adapt one forge enhanced armor to be your
bonded armor by performing the same procedure unless
it’s core-bonded. The armor ceases being your bonded
armor if you die, if you perform the 1-hour procedure
on a different armor, or if you use the same 1-hour
procedure to break your bond to it. The armor appears
at your feet if it is in the extradimensional space when the
bond breaks.

You may have only one bonded armor at a time. In
order to link with another suit of armor, you must first
terminate the link with your current one.

Beginning at 7th level, you can use your powers to defend
yourself or nearby allies from incoming attacks. If you

or a creature you can see within 10 feet of you is hit by

an attack, you can use your reaction to roll 1d8, adding

the number rolled to the target’s AC against that attack.
If the attack still hits, the target has resistance to the
damage from that attack.

You can use this feature a number of times equal to
your Intelligence modifier (minimum of 1). You regain all
uses after you finish a long rest.

Starting at 10th level, when you hit a creature with a
weapon attack, that creature has disadvantage on the
next saving throw it makes against a talent you use before
the end of your next turn.

At 15th level, when you use your Action Surge, you also
recover a number of talent points equal to twice your
Intelligence modifier.

At 18th level, you can imbue your kinetic guard with
reactive energy. When you use your Kinetic Guard feature,
choose up to three creatures within 30 feet of the target.
Those creatures must make a Dexterity saving throw
versus your channeling save DC, taking 4d8 force damage
on a failed save, or half'as much on a successful one.



THE X-MARK LeEGACY by Rich Lescouflair

You know, this all happened so fast, most of us can’t even keep up anymore. About 150
years ago, some eggheads at the academy discovered an energy emission that even they
couldn’t make heads or tails of. So, some of our taxpayers’ money went into floating a
probe out to the source... somewhere in deep space.

A few months later, they found it. It was some kind of structure, about the size of an
asteroid, with tons of parts that moved on their own all made of some sort of metallic
substance that blew everything we knew out of the water. One thing we did know — it
generated power. Even when we don't understand something, it's in our nature to give it
a name. The scientists called it XM-856 C based on some kind of technical whatever. We
nicknamed it the X-Mark, cuz, well... that's in our nature too.

For 10 years, our governments studied the X-Mark, trying to desperately find a way to
harness this energy and figure out what makes it tick. You see, our own advancements
began to outlive our resources. Since the one thing that never evolved were our petty
differences, we were unable to find any common ground on how to fix it. With our world
slowly dying out, this was the first time our people discovered something that was bigger
than all of our little BS issues combined. Little did we know, things were about to start
moving much... much faster.

When the first belare cruiser arrived, we did exactly what you'd expect. We panicked
and “retaliated” against an invasion, even though there wasn't one. Even if the belare
were hostile, we would have had no chance. After the initial shock of it all, and learning
to communicate with them, that's when they told us that they came here using the energy
from the X-Mark. They didn't call it that, though, or even use some scientific jargon. They
just called it a Crucible. Apparently there's more than just one. We kept our nickname
though. Hey, that's just us.

They did find some value in us, though. The belare were scholars and scientists too — go
figure. And apparently, we had advancements they didn’t. Personally, intergalactic travel
trumped whatever the hell we had, but I'm not gonna argue. They took a few of us to their

piece of the universe, and that’s how it all got started. We met the Magnate, and even some

of the lords and nobles or whatever you guys call them from their planet. Worlds away
from home and the first alien culture we meet follows a standard we left behind centuries
ago. Typical.

Anyway, we joined the Sorium Accord, exchanging our knowledge for renewed resources
and energy; all harnessed out of these X-Marks... Crucibles... whatever. It's been a few
decades, but now, here we are. And here | am, second generation of these Infinity Knights.
The name is corny, but man, this tech is so sweet... ah yeah, | forgot. To you guys, it's
supernatural stuff. Do you really believe in all that spirit jargon the dendus keep spouting?
Hey, buddy... um.. you don’t even understand what I'm saying, do you?

—Daago Garvey, Human warrior on his first flight mission—1254 AB.
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4. PERSONALITY AND BACKGROUND

BEYOND A DEFINED RACE AND CLASS, A CHARACTER IS ALSO
a unique individual with thoughts, beliefs, interests,
and goals. Each one has an origin that shaped who they
are and where they came from. In this chapter, you will
choose what type of person your character is, as well as
their physical description and personal details.

You may wish to flesh out your name and physical
description. These basic things allow you to give other
players an idea of what your character looks like and
make for smoother interactions in play.

With such a vast universe of cultures and societies, you
can easily choose any name without coming into conflict
with your origin.

You may choose any gender for your character without
gaining any special benefits or hindrances. Keep your
character’s race in mind when considering how the
different genders interact with one another while noting
that there are differences in each species’ cultures and
subcultures.

Regardless of your race or origin, you should never feel
bound by any particular concept or definition of gender
or sexual orientation. Some eldori can view their given
characteristics as balanced parts of a greater whole, while
an ashenforged may not even make note of any such
variance other than appearance. In the vastness of the
galaxy, these viewpoints could be easily switched or taken
as something completely different. The choice is always
up to you.

You may choose your character’s height and weight using
the guidelines provided in the table below. Consider each
of your ability scores when determining this. A character
with a higher Strength score may be taller or stockier,
while a weaker character may be thinner.

You may also use the table to determine your height
and weight randomly. Start with the base height. Roll the
dice in the Height Modifier column and add the total to
the base height as represented in inches. Take that same
total from the dice roll and multiply it by the total rolled
from the dice in the Weight Modifier column. This total
should be added to the base weight to determine the
character’s total weight in pounds.

RANDOM HEIGHT AND WEIGHT

Race Base Height Base Weight

Height Modifier Weight Modifier
Ashenforged 58" +2d6 1501b.  x(2d6) Ib.
Belare 6'10" +2d10 2201b.  x(2d6) b
Dendus 4'5" +2d6 80 Ib. x (1d6) Ib
Eldori 4'8" +2d10 90 Ib. x (1d4) Ib
Human 4'8" +2d10 1101lb.  x(2d4) Ib.
Kesh 4'4" +2d10 1001lb.  x(1d6)Ib
Matokai 4'8" +3d10 1301b.  x(2d6) Ib
Promethean 52" +2d6 90 Ib. x (2d6) Ib
Valna 4'10" +2d10 1101b.  x(2d6) Ib

You may choose your character’s hair, eye color, and

age while considering the guidelines detailed in your
character’s race. In addition, consider giving your
character a unique detail or characteristic that sets them
apart from others from the same race or culture.

A typical creature in the game world has an alignment,
which broadly describes its moral and personal attitudes.
Alignment is a combination of two factors: one identifies
morality (good, evil, or neutral), and the other describes
attitudes toward society and order (lawful, chaotic,

or neutral). Thus, nine distinct alignments define the
possible combinations.

These brief summaries of the nine alignments describe
the typical behavior of a creature with that alignment.
Individuals might vary significantly from that typical
behavior, and few people are perfectly and consistently
faithful to the precepts of their alignment.

Lawful good (LG) creatures can be counted on to do
the right thing as expected by society.

Neutral good (NG) folk do the best they can to help
others according to their needs.

Chaotic good (CG) creatures act as their conscience
directs, with little regard for what others expect.

Lawful neutral (LN) individuals act in accordance with
law, tradition, or personal codes.

Neutral (N) is the alignment of those who prefer to
steer clear of moral questions and don’t take sides, doing
what seems best at the time.

Chaotic neutral (CN) creatures follow their whims,
holding their personal freedom above all else.

Lawful evil (LE) creatures methodically take what they
want, within the limits of a code of tradition, loyalty, or
order.



Neutral evil (NE) is the alignment of those who do
whatever they can get away with, without compassion or
qualms.

Chaotic evil (CE) creatures act with arbitrary violence,
spurred by their greed, hatred, or bloodlust.

For many intelligent creatures, alignment is a moral
choice. The civilized peoples of the Silrayne Arc can
choose whether to follow the paths of good or evil, law
or chaos. These choices are more often than not rooted
in the culture, practices and beliefs of their society. Those
aspects, however, are directly affected by an individual’s
life choices and experiences.

Some creatures are inherently good or evil as an
essential part of their nature or origin. The alignment
of these creatures may be an integral part of their very
existence. Others might have their alignment chosen for
them, such as a programmed intelligence or those linked
to a hive mind.

Most creatures that lack the capacity for rational
thought do not have alignments—they are unaligned.
Such a creature is incapable of making a moral or ethical
choice and acts according to its bestial nature. Sharks are
savage predators, for example, but they are not evil; they
have no alignment.

Your race indicates the languages your character can
speak by default, and your background might give you
access to one or more additional languages of your
choice. Note these languages on your character sheet.

Choose your languages from the Standard Languages
table, or choose one that is common in your campaign.
With your GM’s permission, you can instead choose a
language from the Exotic Languages table or a secret
language, such as Shadownet Encryption or the Crucible
code of the dendus technicians.

Some of these languages are actually families of
languages with many dialects. Creatures that speak
different dialects of the same language can communicate
with one another.

STANDARD LANGUAGES

Language Typical Speakers
Common All Sorium Accord races
Dendusi Dendus and Ashenforged
Keshian Kesh

Matokai Matokai

Nesieve Eldori and Lorendi

Terran Humans and Prometheans
Valna Valna

Xylek Sirallian

ExoTic LANGUAGES

Language Typical Speakers

ALOMU Computers and Automatons
Alphaline Machina

Bahtera Bahtera and Matokai

Drake Drakes

Lingo Outer Zone inhabitants and traders
Protean Belare and Velbast

Skrolath Underworld/Shadow Technocracy
Umbriss Netherants

Every character has their mannerisms, likes and dislikes,
beliefs, and motivations that give them a unique and

well structured personality. There are four characteristics
provided in the backgrounds section of this chapter:
personality traits, ideals, bonds, and flaws. In addition to
these, think about other aspects of your character such
as the way they speak or what their favorite things are
compared to their biggest vices.

The suggested characteristics provided in the upcoming
backgrounds are merely guidelines which you may make
use of however you see fit to define your character’s
identity.

Choose one or two personality traits for your character.
These are useful in setting your character apart from
everyone else and allows them to stand out in certain
situations. If you decide not to use the suggestions
provided in the backgrounds, choose aspects for your
character that are interesting and fun, allowing your
uniqueness to shine through.

Keep important things in mind like your place of
origin, your race, and your ability scores when choosing
personality traits.

An ideal is a concept that drives your character in purpose
and focus. They are the things that you believe in most
strongly and sets the foundation for your moral values and
ethical boundaries. An ideal can easily define your core
system of beliefs, as well as the goals you set for yourself.
Since many ideals point to a moral concept, keep your
character’s alignment in mind when selecting one. Each
ideal has a suggested corresponding alignment listed.

Create or choose a bond for your character. A bond
defines your direct connection to the universe and the
setting. They are people, places, or events that have
greatly influenced your life, possibly defining many of
your future goals and motivations.

You bond might be tied to your class, race, or any aspect
of your personality. It could define the thing in which you



care about most in the universe, issues you may need to
resolve, or past events which may affect your future.

Choose a flaw for your character. A flaw represents a
weakness, personal vice, or compulsion that could cause
trouble for you if exploited or may lead you to act against
your own best interests. An interesting, well-defined

flaw can also force you into bringing out the best in your
character’s personality.

Inspiration is a rule the game master can use to reward
you for playing your character in a way that’s true to his
or her personality traits, ideal, bond, and flaw. By using
inspiration, you can draw on your personality trait of
compassion for the downtrodden to give you an edge in
negotiating with the homeless people residing in the city’s
underbelly. Or inspiration can let you call on your bond
to the defense of your homeworld to push past the effect
of a grievous injury.

Your GM can choose to give you inspiration for a variety
of reasons. Typically, GMs award it when you play out
your personality traits, give in to the drawbacks presented
by a flaw or bond, and otherwise portray your character
in a compelling way. Your GM will tell you how you can
earn inspiration in the game.

You either have inspiration or you don’t—you can’t
stockpile multiple “inspirations” for later use.

If you have inspiration, you can expend it when you make

an attack roll, saving throw, or ability check. Spending

your inspiration gives you advantage on that roll.
Additionally, if you have inspiration, you can reward

another player for good roleplaying, clever thinking,

or simply doing something exciting in the game. When

another player character does something that really

contributes to the story in a fun and interesting way,

you can give up your inspiration to give that character

inspiration.

Every story has a beginning. Every person comes from
somewhere and has things in their past that either come
directly into light or demand constant effort to keep in
the shadows. Your character’s background reveals where
you came from, how you became who you are today, and
how you see your place in the world. Your warrior might
have been a courageous pilot or a grizzled soldier. Your
melder could have been a scholar or an investigator. Your
specialist might have gotten by as a drifter or gained fame
as a celebrity.

Choosing a background provides you with important
story cues about your character’s identity. The most
important question to ask about your background is
what changed? What happened in your background
when you became an esper? Where did you get the money
to purchase your starting gear, or, if you come from a
wealthy background, why don’t you have more money?
How did you learn the skills of your class? What sets you
apart from ordinary people who share your background?

The sample backgrounds presented here provide both
concrete benefits (features, proficiencies, and languages)
and roleplaying suggestions.

Each background gives a character proficiency in two
skills (described in chapter 7, “Using Ability Scores”).

In addition, most backgrounds give a character
proficiency with one or more tools (detailed in chapter 5,
“Equipment”).

If a character would gain the same proficiency from
two different sources, he or she can choose a different
proficiency of the same kind (skill or tool) instead.

Some backgrounds also allow characters to learn
additional languages beyond those given by race. See the
Languages section earlier in this chapter.

Each background provides a package of starting
equipment. If you use the optional rule to spend coin on
gear, you do not receive the starting equipment from your
background (the optional rule can be found in chapter 5,
“Equipment”).

A background contains suggested personal
characteristics based on your background. You can pick
characteristics, roll dice to determine them randomly, or
use the suggestions as inspiration for characteristics of
your own creation.

You might want to tweak some of the features of a
background so it better fits your character or the
campaign setting. To customize a background, you

can replace one feature with any other one, choose any
two skills, and choose a total of two tool proficiencies
or languages from the sample backgrounds. You can
either use the equipment package from your background
or spend coin on gear as described in the equipment
section. (If you spend coin, you can’t also take the
equipment package suggested for your class.) Finally,
choose two personality traits, one ideal, one bond, and
one flaw. If you can’t find a feature that matches your
desired background, work with your GM to create one.



You are famous. Everyone on the SIM knows your name
and what you do. You have a knack for attracting public
attention and know how to work a crowd. Most of your life
has been spent in the limelight, whether you liked it or not.

Skill Proficiencies: Insight, Performance

Tool Proficiencies: Disguise kit, one type of musical
instrument or gaming set

Languages: One of your choice.

Equipment: Fancy outfit, recording unit, SIM Unit, 200
cubil

You are often recognized by the public no matter where
you are in the galaxy. Where it can sometimes be a chore,
it also has its perks. So long as you stick to your skit,

you gain favor quickly in a crowd, often gaining you
advantage on Charisma checks with the locals, up to the
GM’s discretion. You can also use your clout sometimes
to get discounts on goods and services, so long as it’s not
in excess. Fans are fickle, you know.

Celebrities are often able to captivate an audience, so
they tend to have flamboyant or forceful personalities.
They tend to have high-minded ideals toward the
practice of art and the appreciation of beauty. They are
often skilled at masking their emotions whenever they
are in the spotlight.
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Personality Trait

I have a list of one-liners ready anytime I'm in the
spotlight or on camera.

Whenever | get to a new place, | collect local rumors
and spread gossip.

I’'m a hopeless romantic, always searching for that
“special someone”.

Nobody stays angry at me or around me for long, since
| can defuse any amount of tension.

I love a good insult, even one directed at me.
| get bitter if I'm not the center of attention.
I'll settle for nothing less than perfection.

| change my mood or my mind as quickly as | change
key in a song.

Ideal

Beauty. When | perform my art, | make the universe a
little brighter. (Good)

Tradition. The stories, legends, and songs of the past
must never be forgotten, for they teach us who we are.
(Lawful)

Creativity. The world is in need of new ideas and bold
action. (Chaotic)

Greed. I'm only in it for the money and fame. (Evil)

People. | like seeing the smiles on people’s faces
when | perform. That's all that matters. (Neutral)

Honesty. Art should reflect the soul; it should come
from within and reveal who we really are. (Any)

Bond

My instrument is my most treasured possession, and it
reminds me of someone | love.

| want to regain all the fame | used to have.
| want to be famous. | will keep striving until | get there.

| have a celebrity idol that I'm always measuring
myself against.

| will do anything to prove myself superior to my
hated rival.

I would do anything for the other members of my
group/band.

Flaw
I'll do anything to win fame and renown.
I'm a sucker for a pretty face or a cute smile.

A scandal prevents me from ever going home again.
That kind of trouble seems to follow me around.

| always assume people are nice to me simply because
of my fame and status.

| have trouble keeping my true feelings hidden. My
sharp tongue lands me in trouble.

Despite my best efforts, | am unreliable to my friends.



You are an artisan and excel at both practicing and selling
your craft. You are part of some inner circles depending
on your profession. Gunsmiths, tailors, chefs, and
mechanics all fall under your list of contacts in a major or
minor way, as trade across the galaxy requires both know-
how and know-who’s.

Skill Proficiencies: Insight, Persuasion

Tool Proficiencies: An artisan tool of your choice,
Vehicles (Planetary)

Languages: One of your choice.

Equipment: Your choice of one set of artisan’s tools,
basic clothes, PSD, 180 cubil.

As a member of the trading community, your goods

and craft are registered on the SIM and local planetary
networks. In many locations across the galaxy, you know
what costs what and are good at not getting stiffed on
goods, food, or lodgings. You can sometimes trade your
own craft in exchange for others, as well as find people
willing to work for you in exchange for trade or training.

Crafters seem just as down to earth and ordinary as any
other working person in the entire galaxy, though very few
share the same habits and hobbies in their off-time. They
often take pride in their work and know the value of good
business and community. They are, however susceptible
to greed and the alluring promises of unscrupulous
megacorporations.

d8 Personality Trait

1 |am aperfectionist, believing that anything worth
doing should be done the right way.

2 | canbe fairly critical of someone who can't appreciate
fine craftsmanship.

3 lalways want to know how things work and what
makes people tick.

I like to talk at length about my profession.
I love a good insult, even one directed at me.

| get bitter if I'm not the center of attention.

N o b

I don’t part with my money easily and will haggle
tirelessly to get the best deal possible.

8 My moodis unpredictable, changing quickly and
often..
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Ideal

Generosity. My skills are best used to make the
world a better place. (Good)

Teamwork. Itis important that people bring their
talents together for the benefit and advancement of
their community. (Lawful)

Freedom. Everyone should be free to use their
talents however they choose. (Chaotic)

Greed. I'm only in it for the money. (Evil)

People. My life and those closest to me are all that
truly matter. Everything else is optional. (Neutral)

Pride. You should always strive to be the very best at
what you do. (Any)

Bond

My job/profession is the most important thing in my
life.

My greatest creation was wasted on the undeserving. |
will not stop until | create something even greater.

| lost my mentor to tragedy and wish to honor them by
taking on their mantle.

| was tricked into creating something that fell into
malicious hands. | wish to atone for my foolishness.

| was socially cast out by others in my profession, but
one day | will be back and clear my name.

Everything | create is in the name of someone that |
love.

Flaw

I'll do anything to get my hands on rare or priceless
material.

| often think someone is trying to cheat or deceive me.

| must never let anyone know the truth behind the
biggest mistake of my career.

| never have enough. | always need more.

| would do anything to be the head of a powerful
corporation.

| never give credit to those whose skills rival my own. |
must always prove myself to be the best.
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You are used to hearing the phrase, “You’re not from
around here, are you?” The truth is, you aren’t. You’re
from nowhere. You’ve spent most of your life wandering
from planet to planet, earning your keep when need be
and moving on when it’s time. You have your reasons.
Maybe you were forced to leave. Maybe you just wanted
to go. You keep moving, but always plan to stop
someday... maybe...

Skill Proficiencies: Perception, Survival

Tool Proficiencies: One instrument or gaming set of your
choice. One vehicle proficiency of your choice.

Languages: One of your choice.

Equipment: Traveler’s outfit, musical instrument or
gaming set of your choice, electronic journal, trinket
from a backwater planet, SIM Unit, 150 cubil.

Though you’ve been to a lot o