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WHAT IS SCIFANTASY?

Sometimes known as Arcanapunk or Magitech,
SciFantasy is a genre that bridges all of the magic,
science, and the weird of our imaginations into a
single, fantastic fabric of potential realities that can
really only find a home in a unique place - the World
of Alessia.

Dreamed into being by Jere Manninen and devel-
oped by world builder and game designer Jaye
Sonia, the World of Alessia is an entirely new cam-
paign setting for both 5e and Starfinder gamers to
explore.

WHAT IS ALESSIA?

Alessia is a living, evolving world that connected

to its denizens long ago, reaching out to encourage
their natural evolution into the beings they are all
today - fantastic and wondrous creatures of every
species and kind. A non-human centric campaign
setting, The World of Alessia gives players a place to
play that doesn’t build upon the assumptions of ra-
cial oneness but instead focuses on a society of order
and law - in continuous service to The Light.

WHAT WILL YOU DISCOVER?

Alessia has developed around several strong themes
that have guided its development from the fore. GMs
and players exploring the World of Alessia who em-
brace this will find operating inside the game space
so much easier, especially as the fantastic becomes
more commonplace on a day to day basis in our own
modern world.

Throughout the developed parts of Alessia, society
has embraced specific values that have terraformed
the cultures there.

In Alessia, people focus on an individual’s acts - on
spirit, not species. And in a world where seers can
cast their gaze into the world beyond the mortal to
look upon those same spirits, that focus matters.

LEARN MORE AT WWW.STORMBUNNYSTUDIOS.COM/ALESSIN

IMPERIAL EMBLEM OF
THE EMPIRE OF XIAN

Alessia is a world that interacted with aliens early in
its culture, evolving around that knowledge in ways
other groups could not. On Alessia, just know that
life existed beyond their massive planet changed
their perspective, allowing more people to work
together to achieve the most possible good. Today, in
the wake of the War of Sovereigns - a celestial event
that forever changed the face of their world - the
people of Alessia prepare for a multiplicity of new
threats and challenges.
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EIGHT THINGS CITIZENS Path of Light. Established at the end of the War of

the Sovereigns, the Masters of Light aligned with
KNOWS ABOUT ALESSIA... the Empire of Xian, helping them established their
reign over their newer territories. With their slow
The Empire of Xian is Alessia’s largest, and most expansion, the Masters of Light moved in slowly,
powerful, empire. Spanning several continents, in- quietly investing in people and leading them, slowly,
cluding Elysia, Fyrea, and Shiran. Imperial Peace-  to the Path of Light.
keepers are a common sight in most allied (although

some would whisper, occupied) lands. Ruled by Technology and magic have merged into a singu-
Divine Emperor Chiwu Cha’a, the Empire of Xian lar science that most people simply call Magitech.
makes a point to match all of its strength with art, With the arrival of the Tru’atha a few decades ago,
patience, and ‘the good wisdom.” As the heart and the people of Alessia have rapidly advanced both
host of The Celestial Light, the Empire thrives their scientific and their magical understand-

like no other in all of Alessia’s long,
long past.

ing.

Alessia boasts an extensive
array of options that citi-
zens — both rich and poor
— can use to enrich their
lives. For many, this is
seen in the simple, but
practical application of
magic as part of civic
enrichment. Most cities
enjoy clean water, heat-
ing, lighting, and even
trash removal — all of it
automated, both by magic
and technology. Magic has
given Alessia the Houses of
Healing, drifters, dimensional
storage, and the ability to step
next to the stars ...and sometimes

Parallel Evolution is a
reality if Alessia. Sev-
eral races, including

the Elathi, Humans,
Terran, and most
Yokai, have evolved

at roughly the same
pace, each awaken-

ing within a decade

or two of one another.
As aresult, Alessia

is naturally a diverse
and cooperative society.
For most, discrimination
of any sort is rare. Although
strong racial bias does exist in
backward corners of the world and

among the ignorant, mil- beyond.

lennia of racial cooperation Dl-é?:ch‘r; AELECA |_L| UDHFCLHDE =

has given rise to what other LIGHT. Of all things, nothing dis-

societies consider utopian plays this mastery of per-

ideals. fect harmony than the Ring of Heaven — an orbital
ring built and powered by the departing sovereigns

In Alessia, people come into conflict over larger is- to protect their children; a lesson for only those the

sues; when the people of Alessia tend to engage in Sovereigns of Light touched.

passionate debates over things like religion, social
responsibilities, civic duties, and politics. But rarely = Galgarze, the Last Dragon When The Celestial

over matters of species or birth. The Masters of Emperor launched Fiische Guang (‘“Radiant Light”)
Light banished such ignorance with the darkness into Galgarae, killing it instantly and ending the
long ago. War of the Sovereigns in the blink of an eye, Ales-

sia changed forever.
Religion has evolved. While some still bicker
. over the names of gods and spirits, most of the 100 weak to save the people of Alessia, the failing
people of Alessia have but a single faith — the Sovereigns of Light watched in horror as the great
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beast crashed into a chain of islands in the southwest A DEATH DRAKE

and all but destroying the western coast of Velestra. PREPARES FOR BATTLE.
The impact did more than just irrevocable damage to
the people of Alessia - it also became a new touch of
darkness, spawning monsters and sentient races
alike. Today, Galgare spawns dozens of new
tribes of monsters each year, creating
everything from mutated Scale-Poi-

soned Kronos to Death Drakes.

A World of Air & Sky! Because of

its size, Alessia has developed numer-

ous, safe and affordable skyships (in

hundreds or variety) to connect it.

While these fleets are almost exclusive

to the Empire of Xian itself, several

newer nations have embraced them as well. Of
course, with an investment into this new technol-
ogy, it was only a matter of time before personal
air travel became the norm. In Alessia, larger
companies like Dao Dynamics and Ijakami En-
terprises produce dashers, drifters, dreadnaughts,
and even skyships for private purchase, as well.

Kaima walk the lands. Although nearly all religions
have evolved into the Path of Light, the spirits of
the land that the ancients once honored have not
departed. Instead, they have taken steps to combine
their efforts with that of the rest of the people seek-
ing health, happiness, and light. Working as allies

to the Light, many of these native spirits continue

to make requests of the living. When an individual
fulfills a Kaima’s requests, they empower them, giv-
ing them their vitality and extending their lives. It is
considered an honorable act. In the Empire of Xian,
this devotion is celebrated during the Festival of
Kaima’s Great Walk.

Houses of Healing have improved nearly everyone’s
quality of life. Where archaic and outdated philoso-
phies demand fealty in exchange for healing, the
people of Alessia know that, in most places, healing
is only a few doors down — at a cost that is marginal
at best. Continually maintained by agents of the Path
of Light, working in tandem with The Qi-Ji and

its Wonder Workers, the Houses of Healing that

TABLE I: REASONS TO SUPPOR ALEEIA! populate the land do so at more than just
the grace of the Empire; the Houses of

D12 REASONS D12 REASONS Healing are proof that the Path of Life is
1 Anewworldto 7 Voidships. the highest of ideals.
explore.
2 New speciess. 8 Drama Dice!l
3 New classes. 9 Because you got Moxy.
4 Dasher races. 10 D&D in space.
5 Magical Hacking 1 Because Spacejammer/Spell-

gamer was taken.
Psionics. 12 Polecats with lazer swords. i

LEARN MORE AT WWWV.STORMBUNNYSTUDIOS.COM/ALESSIN ‘
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On Alessia, the Ish’ra and the various native
species have evolved together, blending their
understanding of science with the natural
magic the peoples of Alessia so easily wield,
transforming their entire planet and saving it
from two different cataclysms.

Alessia is a massive world with a breathable
atmosphere that envelops its innermost moon,
allowing the two celestial bodies - aided by

a system of magical satellites - to trade more
freely.
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ALESSIA (BACKGROUND)

Alessia’s story is ongoing, one that has erred toward
unity, cooperation, law, and order for far longer than
any expected. More, because its “gods’ had its better
interests at heart, the majority of Alessia has weath-
ered their conflicts relatively unharmed. This sense
of service and sacrifice perpetuates itself through the
cultures of Alessia and have been, over the centuries,
codified as religious traditions by their own rights.

For the people of Alessia, these sacrifices were not
fables, myths, or stories - they remember watching
the Sovereigns depart in the wake of their battles,
leaving them only The Light in their place.

NEW MECHANICS YOU SAY?

The World of Alessia Campaign Primer offers GMs
and players a series of new and exciting rules aimed
at adding more cinematic elements to their games.
Although the standards for play in Alessia, creative

n
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GMs will discover plenty of options here that trans-
late well to their home games.

Drama Dice - Drama dice are a tool a GM can use
to heighten or de-escalate the tension of an encoun-
ter or scene. When a GM introduces a drama die into
a scene, she creates a “tension pool” the players can
later draw from to modify their rolls in play.

Resolve - Resolve is a natural resource every charac-
ter can access to save themselves, to perform stunts,

to activate unique class features, and to stave off en-

emy influences for longer periods of time. Starfinder
fans will be familiar with similar implementations of
the same mechanic in that game.

Stunts - As a character levels in the World of Ales-
sia, they acquire experiences that unlock tricks or
special abilities called stunts. Provided each player
character meets their prerequisites, they can use
these stunts as they like in play.

Tension Pool - The first time a player fumbles or
the GM introduces a drama die into play, a tension

haracter’s rolls Whenever a p ayer fu les, add a
smgle d6 to the pool. Whenever a enemy fumbles,
remove a d6 from the pool. Once‘ereated, a tension
pool lasts until all challenges (including combat)
have ceased. Only allies can use a tension pool. No
one can use a tension pool with no dice in it (a ten-
sion pool must have at least a single d6 for players
to use it). Some player characters will have abilities
that shape, modify, or nullify this tension pdbl as
well. .\!




Heroes of Xion baottle o wayword Koaimi who has turned ogaoinst Alessio...

TWO SYSTEMS, ONE WORLD

Will there be a little crossover between the two
systems?

Absolutely.

The idea of resolve as a pool mechanic isn’t new
and I think how we use it here in the primer (and the
larger world) gives GMs and players a new way to
look at it. While it has all of the usability

you’d expect from a universal mechanic, 5E

the interplay between resolve, tension, Fighter
and drama dice offers everyone a few Mystic
more rules to play with, especially for Mystic
those who want to fine-tune their games  Artificer

with an eye toward the cinematic.

Otherwise, the only significant points of system
intersection will occur when we convert the species,

abilities, and spells or powers.

Additionally, backers worried about class duplica-
tion can rest assured; the four new we designed for
Alessia were born in Se, but we will translate them
to Pathfinder as well. Although far from a perfect
analog, these classes already marry up nicely.

ALESSIA STAFINDER

Marauder Soldier

Psion Mystic

Seer Mystic-Solarian Hybrid

Tecker Mechanic-Technomancer hybrd

See Table 2 for more information.

Although these comparisons are far from exact,
these should give interested backers a closer look at
what we have planned.



TECH LEVELS

Alessia is a stellar civilization and a type II civiliza-
tion on the Kardashev scale. Unlike similar worlds,
Alessia’s science isn’t so advanced people confuse
it for magic; instead, the people of Alessia have
learned to merge the two together. Alessia is a land
where science and magic often achieve the same
ends, but usually on vastly different scales. On
Alessia, magic is incredibly personal, highly unique,
and operates inside of a few strict parameters most
scientists find frustrating.
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Science, on the other hand, is often transparent,
verifiable, and utilitarian - it benefits large groups of
citizens for much less than its arcane counterpart.

Likewise, the people of Alessia have strong tradi-
tions they can trace to before the Ish’ra joined them
on the planet, many of which have helped them
transform their cultures. The people of Alessia place
a lot of importance on discipline, honor, self-reli-
ance, dependability, perception, and wisdom; this
focus on these qualities informs every aspect of life
on Alessia for nearly all of its citizens.

Of course, there are exceptions, but they
are precisely that.

On the streets of the mighty Empire of
Xian, for instance, a citizen is as likely to
pass a group of quiet monks while also
watching a skyship cast off its mooring
lines as it departs for a nearby moon. A
visitor might even notice other seeming
anachronisms, only to discover the Imperial
Peacekeeper carrying his family’s ancestral
blade is, in fact, making excellent use of
ancient technologies.




AN ELVEN SEER SPEAKS WITH A SPIRIT...

EMERA]

Born to support the The Last Leaf (a powerful
Kaima who was badly wounded during the War of
the Sovereigns), the Emerald Way sees to the day-
to-day care of their hidden goddess. In exchange, the

goddess redirects some of her divine essence into the

Great Trees of Velestra, protecting both them and
her followers

10




Powerful and proud, it was the Gnoles, and later the  build, disassembling their great Voidship and weav-
arrival of the Ish’ra, that brought most of the Yokai  ing that technology into their cities.

from the battlefields and to the Yerwin’s Council

Fires. With peace established, the Ish’ra started to

11




EORENIHE

The world of Alessia is divided between a series
of seven land masses, each spanning large portions
of the globe. These seven great lands are described
below:

ELYSIA
The Steppe Londs

Occupying the same temperate band of land that
dominates a good portion of Velestria and even
parts of northeastern Galgarae, Elysia is the green
heart at the center of the Empire of Xian. A lush,
humid continent covered in shadowy jungles, green
mountain ranges, and tiered cities, Elysia is a south-
ern paradise that has all but solidified the slow but
steady march of the empire.

12

FYREA
The Londs of Fire

While the western parts of Fyrea are controlled by
the Empire of Xian, that territory pales when held
against the glory that is the rest of the continent.
To many, the lands beyond the imperial borders
are nothing but wastes, but those same
sands hide forgotten kingdoms.
Desert elves travel under the sun

in large tribes, their druids estab-
lishing new oases when-
ever they stop in order to
slowly heal this devastated




land. Lands in the west are most safe when it comes
to the sandstorms that plague the entire Fyrea.

CALCARA
Londs of the Last Drgon

A broken, bitter land cloaked in soot and ash,
Galgare is a haphazard land of give and take, a
slowly expanding continent that still rolls under the
angry growl of two-dozen active volcanoes. Al-
though these volcanoes populate its eastern coast,
there are several inland volcanoes that have made
building inland cities all but impossible. The final
resting place of one of Alessia’s last, ancient drag-
ons, much of Galgara is a toxic wasteland, especial-
ly closest to the Grave of Galgarz. Here, the green
fires of dragon’s death spontaneously erupt as bits
of the great beast decompose, the last of its magic
staining the land and air.

SHIRAN
The New North

The grass plains of southern Shiran gently give way
to hilly, lush forests filled with pine trees for as far
as the eye can see. As one travels north, these pine
forests give way to steeper hills, eventually giving
way to snowy plains the mountains of the north. For
most, Shiran is little more than a collection of small
nations surviving between the ever-expanding em-
pire and the frozen tundra of the north.

VELESTRA
The Emerald Collective

Lush, wild, and deadly, the chain of islands
that makes up The Emerald Collective are
as dangerous as they are exotic. Populated
by industrious, but fiercely independent
fiefdoms, the people of Velestra are as
comfortable in the wilds they are lounging
leisurely on exotic couches. Covered in a
mantle of verdant green, Velestra is a land
of plenty — as evidenced by their plethora of
Shenns’cenn (elven for ‘Great Trees’).

YERWIN
Lond of Ten Thousoand Tents

Populated by massive, magical land trains that
crisscross the continent in search of ancient, magical
runes called Yarra’s Tears, the people of Yerwin are
as industrious as any other, although they are given
to a sort of flamboyant, casual extravagance that
enshrines personal richness over the collective good
of the many.

YRINM
The icy North

The icy home to the Cloud Giants, Yrim is the
birthplace of the Jotunfolk and the Noble Gnomes,
both of whom serve the Great Chieftains of Ymir
on their great floating cities. A place of ancient
wonders and hallowed traditions, not all of the Great
Chieftains have since embraced the Light as the only
path forward. In secret, some of these great chief-
tains honor the old ways and keep the fires of their
traditions warm in the face of the great dark.



The World of Alessia is intelligent and evolv-
ing, and as a result, many of the species who call
it home display that intelligence in a variety of
meaningful ways. The rapid disbursement of this
intelligence has manifested uniquely in the cul-
tures of Alessia, giving rise to many diverse but
inaccurate religious traditions - stories and fables
disproved by the Sovereigns when the Ish’ra ar-
rived.

Storm Bunny Studios always creates quality
products and as a result, routinely operates with
higher production budgets, especially when it
comes to art and layout. This isn’t easy to do as a
small publisher, but we’ve committed ourselves
to making the best content we can, so we’re go-
ing to.

Kickstarter lets us build better products, period.
It also allows us to expand our budget for prod-
ucts, which means we can pay our writers a liv-
ing wage, attend more conventions, share more
free content, and reacher a broader community

of gamers.

If you’ve joined Storm Bunny Studios on one of
its previous projects, you already know how we
do business; we’re happy to have you back on
the team with us.

If this is your first Kickstarter with Storm Bunny
Studios, welcome to the SBS Family! We’re glad

‘ . you’re here.
. Cheers,

Jaye

THE WORLD OF ALESSIA
IS A WORLD WHERE THE
ALIENE HAVE BECOME
NATIVES...

@ / 14
LEARN MORE AT WWW.STORMBUNNYSTUDIOS.COM/NLESSIN



http://www.stormbunnystudios.com/alessia

WANT TO KNOW MORE?

G
Writer Jaye Sonia

Editing Aric Wieder If you're interested in learning more
CovinAl tethiedMars. laverin BN about the World of Alessia, consider
g KICKS TARTER following us on the social media

Interior Artist Angel Huerta, Cami- R NeYW
; 3 3 channels above! And of course, look
kua, Daniel Wearing , Zhu Jian Zhong for our Kickstarior Shineveti

Graphic Design Jere Manninen, Kaeti now!
McNeil, and Jaye Sonia

CREDITS

Lead Developer Jaye Sonia
Additional Development Jere Manninen

Layout Jaye Sonia
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https://www.facebook.com/WorldOfAlessia/
https://twitter.com/haloovfire
https://www.instagram.com/worldofalessiajm/
https://fi.pinterest.com/worldofalessia/
https://www.kickstarter.com/projects/stormbunny/world-of-alessia-campaign-primer-for-5e-dandd-and

OPEN GAME LICENSE Version 1.0a

The following text is the property of Wizards of the
Coast, Inc. and is Copyright 2000 Wizards of the
Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a)”Contributors” means the copy-
right and/or trademark owners who have contributed
Open Game Content; (b)”Derivative Material” means
copyrighted material including derivative works and
translations (including into other computer languages),
potation, modification, correction, addition, exten-
sion, upgrade, improvement, compilation, abridg-
ment or other form in which an existing work may

be recast, transformed or adapted; (c) “Distribute”
means to reproduce, license, rent, lease, sell, broad-
cast, publicly display, transmit or otherwise distribute;

(d)”Open Game Content” means the game mechanic
and includes the methods, procedures, processes and
routines to the extent such content does not embody
the Product Identity and is an enhancement over the
prior art and any additional content clearly identi-

fied as Open Game Content by the Contributor, and
means any work covered by this License, including
translations and derivative works under copyright law,
but specifically excludes Product Identity. (e) “Product
Identity” means product and product line names, logos
and identifying marks including trade dress; artifacts;
creatures characters; stories, storylines, plots, the-
matic elements, dialogue, incidents, language, artwork,
symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic
and other visual or audio representations; names

LEARN MORE AT WWW.STORMBUNNYSTUDIOS.COM/NALESSIN

Pathex, Ish’ra Blade Master
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and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special
abilities; places, locations, environments, creatures,
equipment, magical or supernatural abilities or effects,
logos, symbols, or graphic designs; and any other
trademark or registered trademark clearly identified
as Product identity by the owner of the Product Iden-
tity, and which specifically excludes the Open Game
Content; (f) “Trademark” means the logos, names,
mark, sign, motto, designs that are used by a Contribu-
tor to identify itself or its products or the associated
products contributed to the Open Game License by
the Contributor (g) “Use”, “Used” or “Using” means

to use, Distribute, copy, edit, format, modify, translate
and otherwise create Derivative Material of Open
Game Content. (h) “You” or “Your” means the licensee
in terms of this agreement.

2. The License: This License applies to any Open Game
Content that contains a notice indicating that the
Open Game Content may only be Used under and in
terms of this License. You must affix such a notice to
any Open Game Content that you Use. No terms may
be added to or subtracted from this License except

as described by the License itself. No other terms or
conditions may be applied to any Open Game Content
distributed using this License.

3. Offer and Acceptance: By Using the Open Game
Content You indicate Your acceptance of the terms of
this License.

4. Grant and Consideration: In consideration for
agreeing to use this License, the Contributors grant
You a perpetual, worldwide, royalty-free, nonexclusive
license with the exact terms of this License to Use, the
Open Game Content.

5. Representation of Authority to Contribute: If You are
contributing original material as Open Game Content,
You represent that Your Contributions are Your origi-
nal creation and/or You have sufficient rights to grant
the rights conveyed by this License.

6. Notice of License Copyright: You must update

the COPYRIGHT NOTICE portion of this License to
include the exact text of the COPYRIGHT NOTICE

of any Open Game Content You are copying, modi-
fying or distributing, and You must add the title, the
copyright date, and the copyright holder’s name to
the COPYRIGHT NOTICE of any original Open Game
Content you Distribute.

7. Use of Product Identity: You agree not to Use any
Product Identity, including as an indication as to com-
patibility, except as expressly licensed in another, inde-
pendent Agreement with the owner of each element
of that Product Identity. You agree not to indicate
compatibility or co-adaptability with any Trademark
or Registered Trademark in conjunction with a work
containing Open Game Content except as expressly
licensed in another, independent Agreement with the
owner of such Trademark or Registered Trademark.
The use of any Product Identity in Open Game Con-

7

tent does not constitute a challenge to the ownership
of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all
rights, title and interest in and to that Product Identity.

8. Identification: If you distribute Open Game Content
You must clearly indicate which portions of the work
that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated
Agents may publish updated versions of this License.
You may use any authorized version of this License to
copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

10. Copy of this License: You MUST include a copy of
this License with every copy of the Open Game Con-
tent You Distribute.

11. Use of Contributor Credits: You may not market
or advertise the Open Game Content using the name
of any Contributor unless You have written permission
from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to
comply with any of the terms of this License with
respect to some or all of the Open Game Content
due to statute, judicial order, or governmental regula-
tion then You may not Use any Open Game Material
so affected.

13. Termination: This License will terminate automati-
cally if You fail to comply with all terms herein and
fail to cure such breach within 30 days of becoming
aware of the breach. All sublicenses shall survive the
termination of this License.

14. Reformation: If any provision of this License is held
to be unenforceable, such provision shall be reformed
only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a
Copyright 2000, Wizards of the Coast, Inc. System
Reference Document 5.0 Copyright 2016, Wizards of
the Coast, Inc.; Authors Mike Mearls, Jeremy Craw-
ford, Chris Perkins, Rodney Thompson, Peter Lee,
James Wyatt, Robert J. Schwalb, Bruce R. Cordell,
Chris Sims, and Steve Townshend, based on original
material by E. Gary Gygax and Dave Arneson.

The Kickstarter FAQ Copyright 2018, Storm Bunny
Studios & Jere Manninen; based on the World of Ales-
sia, Copyright 2018, Copyright 2018 Jere Manninen.




