


SCIENCE FICTION ROLEPLAYING

by Bill Bridges & Andrew Greenberg




Credits

Game design by: Bill Bridges and Andrew Greenberg

Based on a concept by: Ed Pike

Additional design by: john Bridges, Ken Lightner

Developed and typeset by: Bill Bridges

Written by: Bill Bridges, Andrew Greenberg, Robert Hatch, Jennifer Hartshorn, Chris Howard, Samuel Inabinet,
[an Lemke, Jim Moore

Edited by: Jennifer Hartshorn

Art directed by: John Bridges

Art by: John Bridges, Tim Callender, Jason Felix, Sam Inabinet, Andrew Kudelka, Larry MacDougall, Ron Spencer,
Ken Spera, Joshua Gabriel Timbrook, Jasen Waltrip, John Walcrip

Cover design by: John Bridges

Fading Suns logo by: Chris McDonough

Jumpgate sculpture by: Jay Marsh

Jumpgate photography by: Karl Hawk

Playtested by: Emirey Barnies, Forrest Black, Bill Bridges, John Bridges, Gary Deariso, Rick Denning, Brad Freeman, Amelia
G, Stephen Gilliam, Andrew Greenberg, Garner Halloran, Jennifer Hartshorn, Chris Howard, Daniel Landers, lan
Lemke, Ken Lighter, Jarmes Moore, Bonnie Moore, Matt Moses, Bryce Nakagawa, Dave Parrish, Ed Pike, Tedd

Shaughnessy, Stephen E. Smith, Joshua Gabriel Timbrook, Chris Wiese

Thanks to Paul Mallas for the physics information.

o

Holistic Oesign Inc.
5002-H N. Royal Atlanta Dr.
Tucker, GA 30084

©1996 by Holistic Design Inc. All rights reserved. Reproduction without written permision of the publisher is ex-
pressly denied, except for the purpose of reviews, Fading Suns is a trademark and copyright of Holistic Design Inc.

The mention of or reference to any companies or products in these pages is not a challenge to rhe trademarks or
copyrights concerned.

Printed in the USof A

Fading Suas




Contents

Prologue

Introduction

Chapter One: The Universe
Chapter Two: Rules

Chapter Three: Characters

Chapter Four: Traits

Chapter Five: Occult

Chapter Six: Combat

Chapter Seven: Technology
Chapter Eight: Gamemastering
Chapter Nine: Planets

Appendix: Pandemonium

Glossary

Index

Character Creation Summary Sheet
Character Sheet

Charts

Jumproads Map of the Knowa Worlds

12
16
68
76
90
128
158
182
208
234
250
261
262
268
269
271
272

Contents






Prologue

Thriilday 3, Shenri moon, 4996 (Leminkainen calendar)
Tuesday, June 6th, 4996 {Holy Terra calendar)

Greetings Uncle Palamon,

Forgive the years of silence between this and my last
letter to you. It is only now that [ can again write you, for
the vears have opened my eves and greatly changed my
soul. T am not the youth you once knew, your dutiful
nephew, son to your dear sister, my beloved mother. [ real-
ize that you harshlv disapprove of the course my life has
taken, and your reaction to this letter mayv cause vou to
burn it before it is fully read. [ ask in my mothers name
that you read further. If not for me, then for her, to whom
you were indebted for tutelage and upbringing after the
tragic death of both your parents. If you still bear her any
love — and | know that you do — then read the words of
her only son, your nephew who once looked to you as a
dog does its master, with both love and fear in its eyes.

Two vears have passed since 1 left Midian to follow
Erian Li Halan, my liege, to the stars. Four years since [ left
thefold of the Orthodoxy to join the Eskatenic Crder. You
could not then understand my choice; vou took it as an
insult. But that was never intended. | hope this letter will
lead you now to better know the fire that burns in my soul
and demands the choices that 1 have made. Can an arch-
bishop not understand the yearning of the soul for the
Pancreator? The vearning for answers to the deepest ques-
tions of life, and the thread of meaning which is woven
between its inception and departure? | have so many ques-
tions, and [ have chosen the path which will allow me to
answer them, among the stars.

Can you not understand why my life could not be the
same as yours? The noble quietude of cathedral, although
nowurishing as a sanctuary from the world’s pain, is to me
only a retreat. The career you had outlined for me in the
Orthodoxy would have led to my slow pining and suffo-
cation.l mean no insult. You did as you thought best, with
the kindest intentions. 1t must chaff toread asurly vouth’s
attack on your beloved institutions. | know what the ca-
thedral, the Orb and the rites mean to you. They mean
much to me, too. | have grown, ves, but that boy to whom
vou taught the chants will always be a part of me.

I made vows to another order not because | was rebel-
lious or discontented, but because it promised escape. Un-
like the Orthodoxy, the Eskatonic Order requires that its
priests quest, and questing was the first virtue extolled by
the Prophet after his vision of the Holy Flame, Of course,
you know that. But why act otherwise? { have met priests
of the Orthodoxy who chaff under the strict rules laid
down by the archbishops. Do you not know their need?
Do vou deny it? Ltell you, it is not the illusions of demons
that cause them to rebel, but the call of creation. Call it
heresy if you will. This is a charge my order suffers under
all too often. The truth is that your fellow priests refuse to
see, to ask, to really discover the wisdom nurtured by the
Eskatonics.

But I spend toomuch timearguing theological knots.
Thisisnot what lintended when | picked up pen to write.
[ mean this as an explanation, not a reconciliation. If you
choose to forgive me after reading this, you must do so
without my repentance. 1 am what the Pancreator has
made me, and can be no more or less.

[ mean to tell you why I changed, what seed was
planted in my breast which sprouted roots and branches.
Do not feel guilty when I tell you it was vour fault. You
could not know how the Emperors coronation would
lightin meaflame which only grows hotter with each vear.
When you invited mother and [ to Byzantium Secundus
to witness the crowning of the new Emperor, | am sure
you only thought to introduce me to the grandeur of your
great cathedral. Grand it was, [ do not deny that. Indeed,
had it been but a trip to see the holy sight where Vladimir
was crowned, 1 might then and there have given up all
other ambitions but the Orthodoxv. But the cathedral was
nat the nexus of that visit. The new Emperor was.

You cannot imagine what it is like to know only war
in ones lifetime. You are old encugh to remember & time
before the Emnperor Wars, when the Houses were not con-
stantly at each others' throats. Of course, they always have
been,lsuppose. Butin the times of your vouth, they at least
were discreet and Kept their quarrels among themselves.
But once Darius Hawkwood made his bid for the throne,
the hatreds of the Houses, guildsand, ves, even the sects of
the Universal Church were naked before all. Since my birth
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and until Alexius was crowned, [ knew only war. A
war which killed my mother not long after the corona-
tion, as the last malcontents made their final, failed bid.

But you know this. My point isonly that,after Alexius
took the throne, peace was finally a possibility. It is now, as
I write this, a reality. How long will it Jast? 1 do not dare
guess. But | pray every morning and night that it does last,
that it is eternal.

The other factor in my current development was also
your doing. It was you who pulled the strings which placed
me in the service of House Li Halan. [ was still new to my
vows, and stumbled over the chants often, and was imper-
fect in the eyes of the traditional and stern Li Halan royals.
It was the mild ostracism | received there that drew Erian
Li Halan’s interest. She was coming of age and struggled
against the preconceptions her family held her to. We be-
came compatriots against the stodgy elders around us. She
chose me as her confessor, to the annoyance of her father,
who wished her to be kept under closer scrutiny by one
of his own choosing. The fact that 1 soon after forsook the
Orthodoxy to join the Eskatonics became a minor scan-
dal in the house, But Erian suppotted my choice, although
[ suppose it was merely a rebellion for her,a means tosnub
her father again.

She doubts too much. She has many questions of faih,
and 1 am hard put to give her sufficient answers. How can
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[, when | still have so many questions myself? But 1donot
doubt. My faith is strong. Regardless of the conundrums
and paradoxes of existence, [ see One hand behind all ac-
tions, that of the Pancreator. It is my duty to ensure that
Erian comes to see this also. I must endeavor at all times to
bolster her faith.

When her facher passed away and left her disenfran-
chised, having given all his lands to her brother, she had
little choice but to leave Midian. I had to follow, not just
because she asked it of me, but because I had yearned for
the stars for so long. [ had secretly contemplated leaving,
of begging Erian to let me go. But the time to cut the final
bonds which held me to the Orthodoxy and Midian had
finally come of its own.

The jumptoads became my new home. [ have always
been fascinated with the jumpgates and all the relics of the
Anunnaki, that race also called the Ur. Who were they?
Where are they now? Did they know the Pancreatoras we
do? What names did they use to address the Mystery? [ was
consumed with curiosity concerning the Great Ones and
their ways. Now, I could pursue this obsession freely.

[ presume you know more of them than even 1 have
discovered. You are, after all, Atchbishop of Byzantium
Secundus. One does not rise so high without learning some
sectets. | am certain the Church fathers know more than
they reveal, especially concerning history and the myste-
rious, inhuman race which left us our star-faring legacy.
Like most outside of the Parriarch’ favor, there are many
things [ will never know. All the more reason to seek an-
swers elsewhere,

1 have enclosed some sketches from my travels. T in-
clude for you the one 1 made of the Gargoyle of Nowhere,
the great monument of the wastes known to give omens
and visionstocertain pilgrims. I remember when [ was very
little that you talked about the Gargovyle. Is it surprising
that I remember this? How could [ forget it? As you spoke,
there was excitement in your eves and your gaze looked
off into spaces immaterial. You had been to the wastes on
a great pilgrimage with many nobles, sent to guide their
penance in return for Church forgiveness. But it affected
you more than it did them. You received no vision, but its
presence alone was encugh for you. It thrummed with
Mystery. Imagine now what vou felt then and you will
begin to understand my whole life. My quest.

In my travels, [ have discovered that the Known Worlds
ate not what we are told they are, You know this already. ]
suspect vour hand in much of the Churchs creed. Why?1
know the political reasons for cthe lies, but why do you
participate in this scheme of ignorance? lask knowing that
1 will never get an answer. You will say you are protecting
their souls, but 1 know you cannot believe that, Not really
believe it.

The places 1 haveseen! The peopleare sodifferent.. yet
somuch thesame. The Pancreators crearion isa wondrous
rapestry. 1 could not begin to detail for you the incredible
people of the worlds [ have walked upon. How the peas
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antsof Madoc, living on their great, sprawling boats, know
generosity wirthout measure, sharing all they have with
those in need — and they are canny distinguishers of want
and need. Their fishers, those most revered among them,
know where the largest herds of fish are without any out-
ward clue. They simply know, withan instinct of sorts, the
way the old men of Midian know when the weather i3
growing bad well before the Engineers terraforming tow-
ers tell them anything. How is this?

How is it that the downtrodden, brutally punished
rebels of Cadavus still dream and yearn for more when
everything the nobles tell them denies the value of hope?
1 have seen hope, Uncle. It is no fleeting thing, but g tena-
cious, living thing in the heart, in the eyes of those who
have it. Those who lack it are empty vessels waiting and
desperate to be filled, All too often, they drink first of hate
and violence.

The people of the Known Worlds group thermselves
together in cliguesand gangs, guilds and sects, houses and
wharever else they want to call themselves. For protection,
for companionship, for some sense that they are not alone
in the growing darkness. [ know from experience that you

cannet goalone, through life or the universe. That isdeath
for the asking. All too many prey upon the lone traveler,
he with no one to vouch for him or pay his ransom.

[ am no fool: 1 have many friends on the road. We are
brought up believing that we cannot trust those who ate
not sworn to the same allegiances as we, whether it bhean-
other House, guild or sect. Butitisa myth, a lie likke many
others made to serve the political needs of the war. Besides
my liege, | have friends among the Charioteers and the
Vorox. They are boon companions, and we have shared
wonders and dangers together. 1 would gladly give my life
for any of themn,and they would do the same for me. This
is ot what I was taught as a child. There were many liesin
my yvouth.

A friend of Erian’s, Sanjuk of Kaval, has a saying she
heard among the youth gangson her homeworld of Ukar:
“The older you get, the more lies you weatr on your skin.”
This, of course, refers to the Ukar custom of writing an
Ukaris deeds in scars on her skin, and the fact that adulrs
come toconclusions about how thingsreallyareand rarely
deviate from those convictions thereafter. But youth is
questioning. Why not maturity as well? It is clear that our
immediate predecessors did not have the answers to all



questions, and our distant ancestors, while mighty in
thought and deed, failed in humility. We pay the price for
their hubris.

Strange that many of the things our ancestors of the
Second Republic achieved and were proud of are now con-
sidered vain or evil. Their technology was remarkable, but
we spurn it asif it were the tools of demons. So we say, vet
without it we could not travel the stars or maintain life
on barren worlds such as Nowhere. Though we curse the
fruits of our ancestor’s [abor, it does not prevent us from
using that [abor and its yvield. All recognize the necessity
for tech, but the Church teaches thar tech taints those who
use it, that theiregos will grow too mighty, and self-impor-
tance will surpass their love for the Pancreator. This, it is
said, was the sin of the Second Republic citizens.

They are said to have been a godless people, spurning
belief inadeity and exalting themselvesin the Pancreator’s
place. But 1find this hard to believe. How can anyone not
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recognize the works of the Pancreator and his hand behind
them? [ find this to be the greatest lie we are told about
our sinful ancestors, that they knew not che Pancreator.
Was not the Church in existence then? Did not the
Prophet preach before the Second Republic was formed? ]
have seen ignorance and willful denial of the truth, but
rarely on such a scale as is claimed here. No, | refuse to be-
lieve thatr anvonc who could mold the very substance of a
planet to make it pleasing to the body, mind and spirit is
one who is without knowledge or love of the Pancreator.
The ego alone cannot work such feats, although some will
attempt to argue otherwise.

On blessed worlds such asHoly Terrg, the maintenance
of elder tech is unnecessary. The Pancreator molded that
world for humans, and little is needed to maintain it. But
onother planets, such as the tragic Pandemonium, upkeep
of tech is vital to life. T know that monks now build a ca-
thedral there in denial of the cataclysms caused by
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terraforming engine failure, expecting the Pancreator to
save them from any harm. We are gifted with intelligence
and insight; to so foolishly ignore these gifts in the face of
disaster is an insult to the Pancreator. [s not the wisdom of
science but the perception of the Pancreators laws? Cer-
tainly, we need to beware our own greed and pride when
utilizing tech, but this does not mean we must forsake it
entirely.

Qutside the cloister, people live life as they must; they
use what they can to survive, While the Church chants
about the sins of tech in its hallowed halls, those living
outside the walls scrape as they must. It was eye-opening, 1
tell you, when I first realized just how many people ignore
the laws of the Church. Not just mendicant monks, but
peasants, yeoman and nobles —even bishops! They say one
thing but mean another, especially when it concerns their
comfort and power.

Since the end of the war, the jumproads have opened
again. As people travel to neighboring planets long sun-
dered by their rulers rivalries, they meet strange people,
once so much like them but now changed through years
of isolation. Some greet old family or friends from othet
worlds. But others remember old hatreds and simmering
feuds. New coriflicts have broken out on these worlds, so
long united by their lords against rival Houses or guilds.
But with no direction, they fall back to their old conflicts
as if they were instinctual.

Such is the case with Malignatius. Long under the rule
of the Li Halan, the morally lax Decados now own the
world. People are returning to the ancient sects of their
ancestors, denying the Orthodoxy which was imposed on
them for so long. Wars have erupted over religious issues;
pain and misery is the result. How can those who claim to
worship one creator fight so much over the details of his
grace?

Yet still I think the best of the Pancreators creatures,
whether human or alien. For while | have seen viclence
and greed, lust and all the other sins paraded unashamedly,
I have also seen the virtues, [ have seen peasants suffer the
lash of their lords to tescue a fallen comrade. [ have seen
mercy and forgiveness from nobles when severity was
surely the wiser course. Tenderness froma mercenary who
had seen the darkest of shadows on Stigmara and survived.

1 have grown in ways the cloister would never have
allowed. [ am convinced that holiness resides not only in
the monastery, but among the people, the worlds and the
stars. ] am not naive, however. 1 know that evil abounds. |
have seen not only the good, but the foul. Traveling affords
a vision of an evil tapestry as wide and varried as that of
good. As the Prophet said, demons lurk in the dark be-
tween the stars, waiting for a fallen person whose flesh to
take.

I was witness to one such possessed soul, whose poor
family pleaded with me to exorcise him of the taint. Burl
had to refuse, for [ caninot perform such a feat. Only those
who have mastered the theurgic rites of the Orchodoxy

10 Fading Suns

“The BAZAAR. On
(RN L—

:




can dream of attempting it. The possessed one was finally
lynched by the townsfolk, who tired of his tricksand black
ways.

Have vou ever lost one of your flock? Of course you
must have, for you are far older than 1. This man was not
even one of mine, for [ am itinerant and have a flock of
one to preach to. But 1 knew then what it must be like to
feel responsible for a soul and then to lose it.

How much more such loss must pain you, for your
flock includes all the Known Worlds. Even were there no
individual sin and misery, there are the dyving suns todoom
usall. How do you cope? Penitents must flocd your cathe-
dral daily, begging for salvarion from the dimming light.
What comfort do you give them? Surely you do not tell
them the standard canon, that their sins are the cause of
the darkening skies? If that were so, then would not the
collective penance from all the years since the Fall of the
Second Republic have made up for all sins committed or
contemplated since the beginning of time?

What be the cause? It is truly the end of history, it
seems. Judgment is near. Yet, I cannot accept that we are to
be rewarded for sitting still and waiting for dearh. If that
were so, why did the Prophet say: ‘A sun must burn to birth
light. When your passion burns, you give off light.” Per-
haps the suns die because we lack passion. Passion for life,
for the struggle necessary to unlock the Mystery, We are
bored with everything, having accomplished all. History
has returned te the point at which it began.

Or perhaps the answer still waits for us. Perhaps the
dying suns are our Spur to greatness, a necessary quest on
which we will finally understand ourselvesand our place
in the universe,

This is a quest 1 gladly undertake. Eriarr Li Halan has
also taken it, although she knows it not. Indeed, anyone
who seeks outward for new horizons seeks to renew the
light, wittingly ot no.

Farewell, Uncle. My liege calls and 1 must go. To what
planet we next travel | do not know. Perhaps 1 will write
again once we'vearrived. This letter will probably not reach
you until [ have left for yet another world, s if you choose
toanswer this letter, you must send it care of Erians mother
on Midian. There is no guarantee I will receive it, but I will
look for it with hope nonetheless.

Your nephew,

Guissepe Alustro
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Introduction

Once the suns shone brightly, beacons in the vast
night of space, calling humanity onward. The stars sym-
bolized humanitys vast potential, a purpose and destiny
revealed in progress, inciting an exodus of unlirited
growth to the distant stars. Once people looked to the
heavens with hope and longing in their eyes.

Then the suns — and hope — began to fade.

It is the beginning of the sixth millennium after
Christ and history has come to an end. Humanitys great-
est civilization has fallen, leaving ignorance and fear scat-
tered among the ruins of many wortlds. A new Dark Age is
upon humanity and few believe in renewal and progress
anymore. Now there is only waiting. Waiting for a slow
death as the age-old stars fade to cinders and the souls of
the sinful are called to Final Judgment.

But not all believe in this destiny. A leader has arisen,
an emperor sworn to unite the worlds of Human Space
together again under one banner. Toignite hope once more
in their hearts.

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

There are enemies everywhere, those who seek to self-
ishly profit from humanity’s demise: vain nobles ruling far-
flung worlds, power-hungry priests who seek dominion
over the lives of ten, the greedy merchant guilds growing
rich from bartering humanitys needsand wants. They are
not alone, Others are out there among the darkening stars,
alien races angry with humankind for age-cld slavery,and
enigmatic alien empires with agendas toc paradoxical to
fathom.

It is in such a universe that individual men and
women must live.Only a few of them will question. Fewer
still will act on their questions and seek answers, ways to
break the grip of custom and law. To free themselves and
onge more seize the stars — and their destiny.

Roleplaying Explained

If you're new to thisartformand hobby, this book may
seemn strange to you. Don't worry; it will make more sense
the further you read. Fading Suns is a roleplaying game, a
highly imaginative activity which can provide hours of
fun and a means of creative expression.

The hobby of roleplaying began in the early 1970s,
growing out of miniature wargaming. People got a bit
bored with sending historical armies against each other’s
forces; they wanted to mix it up with elves, orcs and wiz-
ards. Fantasy gaming was born. Then, some people
strtetched the boundaries further, by playing individual
hetoes rather than whole armies, Wargaming turned into
roleplaying, where plavers not only fought enemies, bue
acted out the roles of their characters, creating dialogue
for them and histories detailing the characters birthplace,
upbringing and what her goals in life were.

The players of the games collaborated in creating
whole worlds, environments for their characters to adven-
ture in, usually inspired by the works of JR.R. Tolkein and
Robert E. Howard. Roleplaying game publishers provided
premade worlds for gamers to use, and new supplements
for the most popular of these worlds were eagerly awaited
by avid gamers. Eventually, gamers began experimenting
with new gentes, such as science fiction, post-apocalypse,
superheroes, hotror and even Westerns.

The hobby has grown over the years to encompass a
wide variety of gaming methods, from hack-and-slash
combat with detailed rules for combat resolution, to in-
tensive storytelling with broad rules designed to help
move a story forward rather than slow it down with dice
rolling. Different people prefer dif ferent methods.

Fading Suns is primarily a2 game about hetoes and the
dramatic conflicts they encounter, from palace intrigues
to cliff hanging combats. It provides a framework for play-
erstocreate games fromany perspective they desire. If chey
want to play soldiers who fight evil with guns and fists,
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the rules are here. If they want roplay merchants who pre-
fer diplomacy to violence, or priests wrestling with amefa-
physical crisis, rules and helpful dramatic hints are also
provided. Fading Suns is whatever the players want it
to be,

How To Roleplay

Just how doyou playa roleplaying game, anyway? First,
you get your friends together, because roleplaying games
are rarely played alone (it is possible, but requires special
rules for solo gaming). It takes at least two people, but is
usually best with three 1o six players, including one spe-
cial player: the gamemastet

One person takes on the task of the garnemastet, de-
vising dramas and challenges for the player characters to
overcome, The gamemaster plays all the people the char-
acters meet and introduces the plots that go on around
the charactets, drawing them into dramatic conflict. The
garpemaster is like a playwright, an author and a movie
director rolled into one. He is rhe “Greek chorus” when
necessary, telling the players whats going onasa narrator
reveals a story element. He is also an actor, playing the
wheedling informant the players’ characters hook up with
on the black market, the vain baron who seeks the chat-
acters aid in rescuing his daughter, or the jolly innkeepet
who is kind enough to extend the characters credit, be-
cause he likes their faces.

The gamemaster creates the plots that move the story
forward, but it is the players who decide how their charac-
ters will react to the people and machinations active
around them. Each player is like an actor taking onarole,
hut she is also a co-author of the drama, along with the
gamemaster and the other characters. She decides who her
character is and how that character reacts to the story.

Unlike a novel ot film, 2 roleplaying game is a truly
interactive experience, created froman interplay between
the gamermaster and the players. The gamemaster intro-
ducesaconflict, the players react toitas they see fit (within
the guidelines of their character concepts and characters’
knowledge), and the gamemaster, raking the players' reac-
tions into account, adjusts his plot as needed and intro-
duces the next conflict. Players speak theit characters dia-
logue, all spontaneously in reaction to the gamermasters
plot. Roleplaying is even more interactive than computer
games toured for their interactivity; no computer can yet
match the sheer variability introduced into roleplaying
games by clever players. Irs an adage that you can never
guess what a player will doin a roleplaying game, and itsa
true one.

One important rule to remnembet is that roleplaying
games are not won ot lost like traditional board or video
games. There are no scores to tally up. Regardless of
whether the characters win or lose their struggles, it is
the playing of the game itself — the flow of imagination
and inferaction — that determines whether ot not a game
succeeds.
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The first step in learning to play Fading Suns is read-
ing this book. Each chapter reveals more information about
the settingand the rules of the game. The Example of Play
provided at the end of Chapter Six shows how the rules
are used by gamemasters and players to run a Fading Suns
roleplaying drama.

Tools

All you need to play Fading Sunsis at least one 20-sided
die{although more are helpful), paper, pencils or pens,and
— most importantly — imagination. The 20-sided die can
be found in most hobby gaming stores that sell roleplaying
games.

A Futuristic Passion Play

Fading Suns is primarily ascience fiction garne, which
means that there are starships, blasters, powered armor,
alien races, and weird science. But there are also many ele-
mentsof traditional fantasy gaming: heroic charactersand
struggles, a feudal sociopolitical structure (noble lords, high
priests and headstrong merchants), powerful arcifacts and
great mysteries. And there is horror: monsters and mad-
dening discoveries revezaling terrifying metaphysical
truchs.

In short, Fading Suns is a game which has everything
a roleplaying universe needs in order tell stories of such
varied and exotic themes as can be found anvwhere — in
our very own world here and now. Why should our cre-
ated universes be more restrictive than the real world? By
making them so, we only rob ourselves of the enriching
heritage of stories left to us by previous generations from

all corners of the earth. We owe it to curselves to make our
worlds as rich, vivid and complex {even maddeningly so)
as that outside our doors.

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

Like medieval passion plays, Fading Suns deals with
grand themes universal to hurnan experience. Its main
theme is the Seeking. This is the mythological role all he-
roes play: the knight on quest, seeking power to vanquish
his enemies or the secrets of self-discovery. Success or fail-
ureon thisquest is not asimportant as the insights learned
while onit.

The atmosphere of the dramas played out in Fading
Suns is cne of tragic ignorance. Civilization is in decline,
and superstition and fear are everywhere. New ideas and
frontiers are spurned by a nervous populace, fearful of
change for the harm it brings. But it is just this sort of will-
ful ignorance that keeps civilization from rising again. It
is such fear that keeps hope buried and greac challenges
from being met, The player characters represent the heroes
who can break the bonds of this ignorance and bring
something new and great to their culture, to reawaken and
invigorate life.

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

now..
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Chapter One: The Universe

History

The chronicle of humanitys history among the stats
isalong one, stretching over two millennia. [t is notaquiet
story. From the greedy planet-grabbing of early colonists
to the bloody battles of the Emperor Wars, humans have
rarely slept peacefully in the void. They have prospered,
suffered defeat, and dared to hope again. And they have
not traveled down the paths of history alone; aliens walk
among them, with long histories and destinies of theirown
to complete. To understand where humanity now stands,
one must look to the beginning..

Prehistory

Humans know littie of intersteliar history befote they
reached spacc. What they do know comes from the histo-
ries of the Ur-Obun and Ur-Ukar alien races, along with
theories suggested by Second Republic archaeologists and
a smattering of phrases from the enigratic Vau, who may
know much they are not telling,

These tales and the evidence cobbled from
rerraforming digs shows that there were once at feast one,
although possible two, previously extant though now ex-
tinct alien races of incredibly high advancement. One of
these presumed races lett the jumpgates behind. Little is
known about them. Gargoylelike figures — both demoenic
and angelic in appearance —can be found in many ancient
ruins and on the jumpgates.

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

The idea of a mythical prehistorical war berween el-
der races has some physical evidence to support it. Differ-
ent digs have revealed ruins of extreme age with architec-
tural motifs resembling those found on certain jumpgares,
These ruins were not simply abandoned; they were de-
stroyed in a war. Planetary cataclysms and upheavals can-
not explain the devastarion clearly wrought by high-tech
weapornry, perhaps fusion gunsand bombs. This great war
was surely the cause for the disappearance of these two
races, who leave the stage of history, abandoning their care-
taking or harassment of the Children of the Ur some time
around 100 AD.

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

The Anunnakis only seeming legacy is their technol-
ogy. The jumpgates opened space for humans, the Children
of the Urand the Vau. But they also left a mystery behind,
People still gaze in wonder at the enigmatic Gargovies jut-
ting from ancient ruins or from the edge of jumpgates.

The First Republic
(Human Combine Age)

Humanitysdream of a united, one-world government
was finally realized by the beginning of the twenty-sec-
and century. Decades of strife and war by extremist but
minortity political factions left the mass of world citizenry
desperate for peace. The price of this peace was freedom,
and the people, exhausted after years of global violence,
gladly paid it.

The First Republic, also called the Human Combine
Apge by Second Republic historians, was ¢reated by a con-
glomeration of mercantile leaders,ardent capitalists made
rich from years of war who had come to realize that overt
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war (and increasing anarchy) was hurting profits and
growth. Banding together to back a world government
initiative begun by the United Nations, these “zaibatsu”
soon ruled the Republic. Representatives, originally elected
by UN member nations, were nothing more than shills for
the most powerful zaibatsu, international corporations
whose money kept these troubled naticns alive, Eventu-
ally, even the illusion of elected representation was dis-
solved, and the duly enfranchised leaders of the Republic
were overtly made of up of corporate heads. Corporate
policy became government policy. The hallmark of united
and stable government was built on a foundation of vast
police powers and conditional civil rights. Nonetheless, the
First Republic took humanity to the stars,

Certain visionaties within the government recognized
that a new frontier was required to channel the energies
and aggressions of the populace and to garner new re-
sources to make up for the dwindling resources of the over-
developed Earth. Corporations turned their eyes to space.
The first project was the moon, and a meonbase was
quickly established. Next carne Mars. After initial disasters,
humanity finally landed on the red planet and found it
relatively hospitable. Colonization followed, along with
massive resource extraction industries. The rest of the so-
lar system followed in the following centuries.

The lure of yet more distant stars initiated an ambi-
tious long-term program: the launching of “slow ships.”
These starships traveled below the speed of light and
would take generations to reach even the closest star sys-
ter, but people lined up anyway to volunteer for these
expeditions outward to new horizons. There were two
types of slow ships, the Generation Ships {where the crew
lives awake for their journey, sealed inside a Dyson sphere}
and Deep Sleep Ships (where the crew is frozen to be
rethawed on arrival). Relacives bid their loved ones
goodbye, knowing they would prebably never see them
again, but hopeful chat their descendants would one day
meet on distant worlds. The ships were sealed and
launched, and began their journey through the void to-
ward distant lights.

Then, soon after the turn of the twenty-fourcth cen-
tury, the jumpgate was discovered. Floating at the edge of
the solar system, past Pluto, was an amazing alien artifact
froma race long gone.

The Jumpgate

The jumpgate was a monumental curiosity. [t was the
first sign of alien life and technology vet encountered by
humanity {(excepting the controversial remains feft on
Mars, long covered up and unknown ro the public). And
it was baffling. Long “powered down,” the gate showed no
sign of activity. Its function was hotly debated, Finally, a
team of scientists working long shifts triggered the power
and activated the gate. The space inside the hoop of the
gate warped as light was bent in an inward spiral — and
then opened onto alien vistas, a view of a distant star
systern.
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This was the first sure sign humanity had of the
Anunnakiand their works. The realization that humans
were not the only race to reach the stars was a humbling
experience, but one which many frontier-minded humans
quickly got over. The zaibatsu saw opportunity where oth-
€15 5aw dwe.

Data was quickly retrieved from the powered-up gate
and translation began. Soon, enough theoretical knowl-
edge about the gates technology existed to allow manu-
facture of a proto-jump engine. 1t was bulky and huge,
Attached to an unmanned probe, the Republic prepared
to launch it into the new infinity. This was a major unify-
ing event, bringing people all over the world together in
rapt expectation as the probe’s retros fired and sent it hur-
tling into the gate. In a flash, it was gone. Now, the waiting
commengced.

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

Again, the world gathered to see it. The intrepid crew
took off, shooting through the fiery glow of the alien
jumpgate — and no one expected what came next. Each
astronaut experienced 4 sublime moment of ecstasy and
profound remembering of some deep truth once known
and since lost. When they arrived on the other side, the
memories again faded, but their afterglow remained. A re-
ligion was born, named after the word left on the lips of
all the astronauts: Sathra.

The new world had no sentient life, and was ripe for
colonization. [t was called Sathras Boon (since renamed
Sutek). Soon, the exedus — and the conflicts — began. In-
ternal, covert war ignited among the zaibatsu, as corpora-
tions fought for control of spaces new riches. Most citizens
were unaware of the conflicts exploding in the corridors
of power on Earth, Mars and on Sathras Boon.

The First Republic found the religion of Sathraism to
be an annoyance. Pilots who had “found God” were harder
to control. In addition, the pilots sought to undergo more
jumps than were necessary, risking cheir health (and thus
their ships). Sathraism was outlawed, but to little effect.
Only when the Republic managed to design a force field
buffer preventing rhe Sathra experience did the religion
suffer aserious setback. Ships were built with integral buff-
ers; any attempt to dismantle the buffer disabled the en-
gines. The mystical visions were over; without commun-
fon, many pilots could not maintain their zeal and lapsed
from their mystical convictions, so easily forgotten any-
way, like a dim dream. Many Sathraists tried to build their
own ships, and still received their visions for many years.
But the Republic was ruthless in hunting down rogue
ships and destroying them. Within 2 matter of vears,

Timeline

Date Event

BC 40,000 Date for oldest known Anunnaki ruin

ADI10O Anunnakidisappear from history asthey
abanden the Ur-Obun and Ur-Ukar

1800 Vau reach space

2100 First Republic, humans develop solat sys-
tem

2305 Humans discover the jumpgates

2500 First Republic collapses under Diaspora,
nobility rises up

2500-3500 Diaspora

2700 First Contact with the Shantor

2723 Prophet sees the Holy Flame

2730 Shantor Revolt leads to creation of reser-
vation systems on worlds throughout
Human Space

2945 First Contact with the Vau

2855 Ukar War. The Church unites humanity
against invading the Ur-Ukar and wins
control over Human Space

3500-4000 Merchant interests cormbine forcestocre-
ate Second Republic with capital at New
Istanbul, massive terraforming

4000 Mass unemployment, intensified by fad-
ing suns phenomenon and increased re-
ligious millenialism, leads to collapse of
Second Republic. Nobility leaps in, seizes
Byzantium Secundus, and ensures that
the Republic cannot be saved

4000- Dark Ages

4525 Barbarian Invasions. Human star-nations
unaligned to the houses, Church ot
League ally to plunder Known Worlds
and are beaten back after many casualties
on both sides

4540 Vladimir begins uniting stars through his
campaign against the barbatians

4550 Vladimir [ is crowned emperor and is as-
sassinated. A regent, elected every 10 years
by electors (composed of major houses,
the Church and the League), standsin the
emperors stead

4900 Symbiot War begins. Symbiots appear and
attack outlying worlds. Their parasitic
forces convert many planets, eventually
forcing the human populations toevacu-
ate. They are eventually halred at Stigmata

4956-4995 The Emperor Wars

4992 The Kurga Conflict on the Hazat border
begins

4993 Alexius Hawkwood is crowned Emperot
of the Known Worlds

4995 All five Roval Houses finally concede vic-
tory to Emperor Alexius, recognizing his
rule of the Known Worlds

4996 Game begins in the period of Consolida-

tion as Emperor Alexius attempts to ce-
ment his gains
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Sathraism was forgotten, an underground religion with
few converts (although it would briefly surface again in
the coming age of exodus).

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

Diaspora

The first colonists were mainly workers from the
many corporations involved in resource extraction, but
among them were those seeking escape from the corpo-
rate control and centralization which had so long
strangled Earth, The First Republic had become an oppres-
sive institution serving the best interestsof a tepelite, deaf
to the pleas of the common man. But once the jumpgate
allowed entry to other worlds, each with new jumproutes
leading to a staggering array of still other wotlds, the First
Republic could no longer control their citizenry. They
were free among the stars,

An age of Balkanization and independence began, as
tight-knit special interest communities took off on ships
of their own (the jumpgate engine technology was “leaked”
by a cabal of anarchists). Many of the worlds they landed
on saw new experiments in government; the early homo-
geneity of these colony worlds ensured that some of these
experiments worked, Where hostile conditions or hostile
colonists would not allow it, worlds fell into survivalist
batharism, as the First Republic refused their pleas for aid,
too busy itself fighting ro maintain control over Earth’s
solar system. On many of these worlds, governments grew
up around strong individualist leaders who left the reins
of power with their progeny, creating royal lineages. These
noble houses become the main means of the zaibatsu’s
downfall, as they began small wars, seizing First Republic
resources here and there, whittling down the dwindling
Republic.

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

The Prophet and His Church

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

The discovery of greatly advanced alien races (the Ur
jumpgate makers) changed everything humanity had ever
assumed about its own origins and spiritual destiny —
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The Virtuous Disciples

Eight disciples gathered about the Prophet one-
by-one during his early Questing; actions they dis-
played during this sojourn became the basis of their
saintly purviews in the post-Fall Church. Each saint
oversees and protects a particular virtue of the
Church; a pilgrim involved in one of these activities
usually asks the saint to look down upon him from
the Empyrean and aid him in his task. There are also
lesser saints, usually deceased Patriarchs of the
Church, each with a virtue oractivity tooversee. The
major vircues of the Church, as supremely displayed
by the Disciples, are:

Virtue Disciple

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

There are also certain sins which were abhorred
by the Prophet above all others. 5in darkens the light
of the Holy Flame and causes the suns to fade. The
major sins are Pride, Greed, Lust, Envy, Stoth, Wrath,
and Qathbreaking. There are other sins which have
since been proclaimed by the Church but were not
mentioned by the Prophet. These are Usury
{roneylending) and Invention (the Pancreator’s cre-
ation is fixed — who are we to add to it? That was the
sin of the Second Republic).

humans were no longer unique for their intelligence and
tool-using capability. In light of irrevocable proof of intel-
ligent life in outer space, the leaders of the major religions
of Earth were too backward looking to advance their
churches into the new era of space travel. As humans left
for the stars, they left their gods behind to search for new
Ones.

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

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




His name was Zebulon, a Catholic or Orthodox Chris-
tian priest (argument continues 4s to which) fascinated
with the new potential opened up by the jumpgates. He
went to the stars in search of more evidence of their mak-
ers. He found something greater by far, All laymembers
know the litany: “In 2723, the Prophet saw the Holy Flame.”
On a frontier world {lost now amid the fading stars),
Zebulon was gifted by God with a mystical vision of the
Holy Flame tesiding in the Empyrean. God gave the
Prophet new words for his children, totake theminto the
new age of space exploration. But he was also given a vi-
sion of hell, revealing that demons lurked in the “dark be-
tween the stars” seeking to snuff the Holy Flame. Church
heads say that the suns grow cold as the demons and the
sins theyawaken in humanity blocks the light of the Holy
Flame from the universe.

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

Zebulon searched holy textsand teachings from Earth
and elsewhere for wisdom, realizing that only by uniting
all of humankind’s wisdorn could humanitysfaith thrive

under the pressures of their star sojourn. As the Prophet
revised his teachings, he introduced ideas from a variety
of religions. He called God the Pancreator and revealed that
this was the same God spoken of in all tefigions, and that
only now, once humans had reached the stars, could the
creator of the universe — of all the worlds and creatures
therein —reveal him/ her/itself in full glory. The suns were
not only potent symbols of the Pancreator’ divine light,
they were material manifestations of divine spirit, of the
Holv Flame which guickens ali life,

The Prophet gathered many faithful under his ban-
ner, but there were seven special disciples honored by the
Prophet above others, These have become saintlike figures
by the time of Emperor Alexius, with manvy legendary
parables and powers attributed to them. There was actu-
ally an eighth disciple, an Ur-Obun, but she has been ig-
nored by the Church and is recognized only by a few, al-
though she created an Ur-Obun sect of the Church which
still chrives on Obun.

During the Prophet’s time, Sathraism experienced a
silent resurgence as engineersdismantied the field buffers
which prevented jump ecstasy. With no Republic to stop
them, pilots again began their communions. But the
Prophet stood against them, opposing the hallucinatory
ecstasy of unfertered jumps. As the Universal Church
gained powert, Sathraism again went into decline, Soon,
ship owners, oftent devout Church members, forbade any-
one toshut down the Sathra dampers on their ships. Even-
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tualiy, all ships were again ficted with dampers from their
factories, and Sathraism was dead.

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

After the Prophet’s death, his core teachings were col-
lected into one book titied the Omega Gospels. Church
theologians argue that there are two phases to his teach-
ings, the early Omega Gospels, teaching about warding evil
and cultivating the virtues, and the later Compassionate
Truths, mystical teachings about understanding and love.
Over the millennia since the Prophet walked the stars, the
Church hasgrown and developed ifs own answers to theo-
logical questions raised in the Prophet’s teachings. By the
time of Emperor Alexius, theology is a thorny and many-
sided issue argued over by many different sects and orders.

The Universal Church was formalized after the
Prophet’s death by one of the Prophet’s followers,
Palamedes, a son of House Alecto. Palamedes gathered the
disparate faithful together against the threat of the Vau
and the Ur-Ukar, cementing the burgeoning religion into
a political force. It was Palamedes’ placein Church history
that later helped Viadimir 1 gain the Churchs help in his
bid for empire. The creation of the Church was by no
means sudden and clear, Other followers of the Prophet
went off in their own directions with their own ideas for
a Chutch. But in the end, Palamedes’ religion won out, al-
though with certain exceptions {the sects and orders).

Palamedes declared himself patriarch, the spiritual
and temporal head of the Church,and set forth guidelines
on how future patriarchs were to he chosen (by 2 college
of archbishops). Since then, the Church has been led by a
long list of venerable men and women {(women can hold
the office of patriarch, and may elect to be called matri-
arch if they wish). The Church guided humanity through
the Fall (although they aided in engineering its start) and
now holds a steady front against evil from within and
without.

First Contact: The Shantor

Amid the territorial struggles of the Diaspora, human-
ity encountered its first sentient race. The Shantor of
Shaprut were an equinelike race who had achieved a de-
gree of civilization despite cheir limited tool-using capa-
bilities. Living on the vast grass plains of Shaprut, theycel-
ebrated a culture which valued strong family ties and ro-
manric relationships, aithough this also enforced a fierce
tribalistn which often led to conflicts with other tribes.
Indeed, clan warfare was common and good soldiers were
rhe most honored members of a tribe. However, no soldier
was long respected if he did not revere his family or play
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out the elaborate rites of courtship with his spouse. The
Shantor also practiced a religion akin tosun worship.

But their world was rich in minerals, and their indig-
enous cultures stood in the way of extraction. In the
Diaspora, interplanetary supremacy depended on re-
sources. The feeling of rhe Shaprut colonists was that if
they did not take the bounty, someone else would. [n ad-
dition, the Shantor found it hard to communicate with
humans, for human languages did not come easily to therm,
All too often. they were viewed gs little mote than smart
animals, For these reasons, most humans did not feel re-
sponsible for displacing the Shantor. Thev even saw them-
selves as a necessary civilizing influence on the horselike
Shantor, providing them with jobsin the mines, although
with often grueling, laborious tasks.

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

The great shame of humanity's first contact has
haunted many humans for centuries The Prophet was
only beginning his questing as the Shantors culture was
dismantled, but he spoke out against the tragedy. However,
he had too few followers then,and no powert to change the
course of history as yer, Restitution has yet to he made to
rhe surviving Shantor. Certain people believe that if the
Prophet had not died suchan untimelydeath in Vau Space,
the fate of the Shantor and other sentients to follow them
might have been different. But Palamedes, first Patriarch
of the formalized Universal Church of Celestial Sun. con-
cerned himself little with the injusticescommitted against
politically impotent alien races.

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

The Vau

A newly discovered jumpgate delivered humanity
ontoasmall but lush world they cailed New Monaco (now
called Apshai). 1t was the home of the G'nesh, a quiet,
insectoid alien race who spent most of their time making
elaborate and beautiful plant and tree sculptures tinked
by organic webbing. They ieniored rhe new colonistsat first,




but when the colonists forced sorne G'nesh from their
gardens and claimed the land for themselves, the G'nesh
became quite indignant. All chey would say was, “It is not
allowed. Please leave.” Of course, the colonists scoffed. These
weak gardeners offered no threat to them.

But their patrons did.

A massive starship appeared through the jumpgate, a
ship whose like had never heen seen before. Harnessing a
great ball of raging plasma energy, this dreadnought de-
stcroved the human fleet placed around New Monaco,
Small ships disengaged from its hull and went hurtling to
the planet below, there dropping off vicious cargo: Vau
soldiers.

These soldiers systematically began wiping out all the
human colonists encountered. The minor house officials
in charge of rhe planet desperately tried to surrender be-
fore the greater and technologically superior forces, but
their cries went unheeded. The Vau killed everyone.

Afterwards, they boarded their ships and left. The
G'nesh went back to gardening, The only thing the Vau
left behind was a message: "Leave this planet alone. It isthe
property of the Vau Hegemony. Do not follow the
jumproads from this gate further.”

Of course, humaniry did go further, seeking retribu-
tion for their loss. What they found were more Vau worlds,
worlds of vastly superior technology. Few returned to tell
the tale; those that did were "allowed” to return. Finally,
the Vau accepted a human diplomat, Benjamen Verden of
House Justinian. Benjamen returned from his first sojourn
overwhelmed by the superiority of the Vau. He wasthank-
ful for one thing he had become convinced of on his trip:
The Vau were non-expansionist. Their very political struc-
tute sought and upheld stability over all other virtues.
Their empire and way of life had changed little in the last
few centuries, following the dictates of their first space
EMPEror

Benjamen discovered that the G'nesh were a con-
guered race. The Vau dealt with their subjects in very dif-
ferent ways than humans. The G'nesh put up a valiant
fight against the invading Vau. Upon surrender, the gen-
eral of the G'nesh, having learned Vau culture well, de-
manded the Vau give him "face” before he could stop the
war. This is an important concept to the Vau: Honoer and
dignity come before life itself. For the general to willingly
suffer such a shame as defeat the Vau had to also sacrifice
something: They gave the G'nesh long life and peace in re-
turn for submission, In other words, the G'nesh live under
a socialized retirement granted by their conguerors, all
because their general had understood the Vau social sys-
tem.

This insight was to help humanity well in dealing
with the Vau in centuries to comne, but for now, the Vau
made it clear that they had no interest in the “pollutant”
that was humanity. Relations were distant and formal for
centuries, [t was clear that, while the Vau did not want for-
eign ideas to infect their society, they also did not want
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humanity to get too close a look at their technology.

The encounter with the Vau bolstered the power of
the Church, especially after the death of the Prophetina
jurnpgate accident in Vau Space. Humanity trembled be-
fore the threat of a technologically superior (though non-
expansionist) alien race. Palamedes’ Church drew them
together and bolstered their confidence. Humanity was,
after all, chosen for the stars. It wasits destiny. Toturn back
now would be to fail the Pancreator. The urgings of the
priests gave humanity a unifying creed, a universal doc-
trine of excellence with which to move forward in the face
of defeat. 1t is ironic that it was the Church which gave hu-
mans the prod to reach so high: the same Church which
centuries later would admonish ther for such asin.

The event which would finally cement the power of
the burgeoning Church arrived before word of the
Prophet’s death had spread to all the worlds.

The Ukar War

The Ur-Ukar had struggled through centuries of in-
ternal conflict on their hostile and subterranean world to
finally reach the stars. They colonized two planets near
their system, Okh’cha and Kradle (latet called Aylon and
Istakhr), and were ready to expand still further when they
encountered humans on Criticorum. It was hate at first
sight. The vain Ukar saw a world for conquering and a race
to enthrall. They attacked with little warning and took
the main capital on Criticorum. Human response was

swift. Noble families on Shaprut and New lstanbul formed
a fleet o retake the planet. A long and bitter war ensued,
taking place on almost every planet or moon in the sys-
tem.

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

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

Psychic powers had developed strongly in humanity
after the first sojourn through the jumpgate, and the prac-
tice slowly grew, with new powers being developed as the
years and generations passed. With the suppression of
Sathraism, the advent of new psychic powers slowed.

t
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Rarely during any of this time, however, were psychics
viewed as particularly dangerous. Rather, humanity was
fascinated with the new potentials revealed. All that
changed when the Ukar arrived.

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

Patriarch Palamedes used these assaults to preach
against alien dangers and the need for humans to unite,
The words of the Prophet seemed eerily designed for such
effect, with their talk of demons and evil among the stars,
The presence of an Ur-Obun among the disciples was con-
veniently overlooked. New converts to the Church grew
every day, especially after each Ukar terrorist maneuver.
Finally, Palamedes gathered together the leaders of those
worlds harmed by the Ukar and sent them to take retri-
bution from the Ukar first-hand.

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

On the planet below, panic broke out and old Ukar
clan rivalries ignited. Kept in check by the powerful Over-
lord and hisexpansionist campaign,enernies of the ruling
family rose up and sabotaged the planetary defense. Pilots
loyal to the minor clans heeded the calls and broke off
from the phalanx, leaving the planet defenseless against
the assault. The human fleet rushed in and began bomb-
ing the surface of the planet, unaware that most Ukar cit-
ies were deep underground.

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

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

Palamedes’ victory ensured the safety of Human Space,
orsothe Church preached. The bold event was trumpeted
to people on worlds far from Ukar who had suffered little
from the war, but it still had an effect. The fear of alien
invasion wasimminent evervywhere, and a Church which

had proven itself effective against such enemies wasa bea-
con shining in the night.

Order From Chaos

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

As some worlds prospered (most often those with
strong, hereditary leadership: the nobles), they subsumed
others under them, and soon many star-faring, interplan-
etary governments flourtished. The heart of all these op-
erations, however, was commerce. Some planets had cer-
tain resources in abundance while lacking others. Trade
was necessary for the betterment of life everywhere. The
greedy, overarching attitude of the zaibatsu and the new
rovalty could not long maintain a foothold in the new
sprawl of worlds, where another choice always existed.
Eventually, the worlds did come together again. A new
mercantile alliance was formed with great democratic ide-
als, temporarily silencing the resentful royalty by strengrh
of numbers. The Second Republic was born.

It is again ironic that it was the Churchs teachings of
a humane and ethical philosophy that gave rise to an in-
stitution which was to eclipse the Church’ role. Indeed,
under the Republic, humanity’s vearning for spiritual an-
swers was drowned by the array of material comfort and
sensual stimuli available to every citizen, The Church
would soon revise its previous philosophy and adapt one
much harsher to human luxury. '

Second Republic

Some thinkers at the close of the twentieth century
believed that liberal democracies were the ultimate pro-
gression of government, that, after such a form of govern-
ing becomes universal, no further progress is possible. Per-
fection of governance will have been achieved. Many citi-
zens of the Empire believe these thinkers were right. But
hindsight, as they say, is 20/ 20.

Humanity reached its pinnacle in the form of the Sec-
ond Republic, a time of quick progress and amazing
changes. The standard of living for the average citizen was
raised on all worlds. Technology knew no limits. With the
vast resources of other worlds and a unity of purpose,
nothing was impossible. All was to be achieved.

It wasa time of genetic engineering, curing many dis-
eases and deformities but often leading to the creation of
freakish, near-human races. A time when terraforming was
all the rage, when almost every world in humanspace was
“fixed” to be more Earthlike, to make better homes for
humanity{wiping out native ecosystems in the process,
along with the natural habitats of many alien races). A time
when the threat of physical danger was a myth, and acci-
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case against the godless Republican senators. Besides, the
Rogue World rebels had many sectarian leaders among
them; they could not be allowed to huild & new govern-
ment on Byzantium Secundus which might defuse the
new power of the Orthodoxy.

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

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

But this sharing of power between the two forces was
not complete. The guildsmen who possessed what tech-
nological knowledge remained made their bid for power.
They formed the Merchant League from the rernaining
Republic senators and corporate heads and refused tohand
down their knowiedge of technology. Without them,
starships could not long run; military bactle armor and
weapons could not long operate, And Church communi-
cations would be cut.

The houses began a reign of terror, huntingdownand
imprisoning anyone who claimed tcbea guildsman. The
Church began excommunicating the leaders of the
League, forcing the loyal to refuse them succor. To no avail.
The League had too many starships and worlds of its own.
And they had trade. Wirhout their jumpmaps and know-
how, the supply of many necessary materials to Church
and house worlds would be cut of f. Indeed, many worlds
had aiready purposefully sealed their jumpgates, and dis-
appeared into the long night of history. The priests and
nobility were forced togive the League a cut of the action.

And so formed the triune government of the Dark
Ages, an uneasy and fractured alliance which ofren broke
out into open conflict between the parties, causing much
suffering among the common human and alien. The Ten
clected one among them as council leader, but these lead-
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ers always had enemies, and rarely ruled for long. In addi-
tion, membership among the Ten was fluid; houses rose
and fell over the yeats, with only the strongest ot craftiest
maintaining their positions forlong. The Church patriarch
continually tried to cement political power in the hopes
of building a theocracy to replace the sorry government
that ruled in place of the Second Repubilic, but there were
always too many heresies and sectarian conflicts tosquash
instead. The guilds of the League sought to claim restless
worlds or recapture the Rogue Worlds, but they were of-
ten outmaneuvered by the nobles.
Into this Fractious universe came the barbarians.

Barbarian Invasions

After the Fall, the borders of the Known Worlds
shrank. Some worlds deliberately cut themselves of f from
jumptravel by blockading their gates and attacking any-
one whotried toenter their systems. Others lost their abil-
ity to reach space as civil wars destroved starships and the
factories to repair them, Most worlds were too busy toaid
the small backworlds and, after years of dealing with their
own struggles, they of ten forgot about these wotlds or had
lost the jump coordinates to reach them in the massive data
purges of the Church Inguisitors.

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

yet o reappear.

Untold numbers of planets were cut off from
humanitys central civilization, some to be rediscovered
later, othets to disappear from history forever. Who knows
how many lost planetsin the depths of space still support
human life? In addition to the worlds of the Second Re-
public — worlds reached only by jumpgate — there are
rhousands of star systems without jumpgates, with un-
known residents, Some of these stars — those nearest 1o
Earth in light years — were the targets of First Republic
slow ships. But these generation ships were forgotten after
the jumpgates were discovered, and none hasever reached
the Known Worlds. Indeed, few people in the Empire pay
artention to stellar distances such as light years; such de-
fails becarmne unnecessary after the jumpgates, as travel
across vast distances became possiblein theblink of aneve.

In this environment of fractured roadways, not all
worlds were claimed by the houses, Church or League.
Many forgotten planets began independent governments
of theirown. Most of these governments remained hostile
totheirneighbors, fighting cen turies-long feuds, and some



looked upon the riches of the Known Worlds and lusted
for them, Cut off from the center of the Republic, many
of these worlds slowly lost technology, devolving into
Digspora-level conditions or worse.

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

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

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

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

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

Vladimir Unites the Stars

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

Pledging to lead the Known Worlds to victory and te-
claim the embattled worlds, Vladimir began gathering al-
lies, A military genius, he had a strong following among
all the minor noble houses and five of the Ten. (The Ten at
that time were Alecto, Justinian, Gesar, Van Gelder,
Windsor, the Hazat, al-Malik, Li Halan, Hawk wood, and the
tenth, the Decados,) He also gained the support of the
Church and the League. He won these allies easily, for com-
merce was threatened by the barbarians, souls were indan-
ger, and he promised the owners of the worlds that he
would return the planets to their power racher than claim-
ing them for himself.

After years of battle, the barbarian invaders were bro-
ken and forced back to their own worlds. The jumproads
connecting entry into the Known Worlds were often

sealed or hidden to prevent future sorties. But Viadimir
did not keep his promises in full. For those major houses
who had not fully supported him, he claimed their worlds
for himself. Civil war erupted.

The Gesar, Windsors, Van Gelder, Decados and certain
minor houses were turned against him, along with many
sects and guilds. But the rest of the Known Worlds were
behind him. The war was bloody. Years after it had begun,
Vladimir accepted the surrender of the rebel houses and
declared himself Emperor. He introduced the Great Chat-
ter, instituting the office of the electors, those who could
vote on his successor. Each elector was given a scepter —a
vote rod — as proof of office, and Vladimir distributed
these scepters to all his allies in the houses, Church and
League,

A great coronation ceremony was held on Byzantium
Secundus when Vladimir arrived to take the throne. But
as he placed the crown upon his head, fire erupted from
his eyes and he fell dead to the floor. Years of hard-won
victory ended in seconds. The agsassin behind the deed has
never been revealed, and many whisper that demons were
at work.

Vladimir had no blood successor. A race was on to
claim the throne after hirn. House Alecto, weak from the
expenditure of its resources during Vladimirs campaigns,
fell to the status of a minor house, Unfortunate deathsand
assassinations soon destroyed the remainder of its roval
line, and the House becarne extinct ten years aftet
Vladimirs death.

The Gesar and Windsors also became extinct, too weak
from their recent surrender to carry on. They had all [ost
too many sons and daughters to Vladimirs war and soon
lost those few who remained. Van Gelder held onto their
power and became a minor house only by allying with the
Decados. With this extra power, the weak Decados, using
blackmail to influence other minor houses and even the
League, maintained its royal status and entered the race
for the Imperial Throne. The Ten now became the Five,
composed of Hawkwood, Decados, the Hazat, Li Halanand
al-Malik.

But the electors could come to no accord. Instead of
an Emperor, they elected a temporary regent to rule for 10
years until an Emperor was chosen. The office of regent
lasted longer than anybody had planned, for when the 10
vears had passed, a new regent was elected. And 10 years
later, vet another one. It would be centuries until a new
Emperor would again ascend the throne.

Symbiot War

The Second Republic had irs secrets and at least one
of these came back to haunt the Known Worlds. Not all
citizens of the Republic appreciated the massive
terraforming program whereby all worlds were slowly
transformed into human (Earthlike} environments, with
the subsequent upheaval of native alien races and the dis-
appearance of unigue fiora and fauna. The Republic suf-
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fered its share of ecoactivists and rerTorists.

One such cabal of ecoterrorists eked out a precarious
existence in the jungles of Chernobog, harassing the Sec-
ond Republic terraforming engineers. Aftera particularly
successful sabotage of machinety, they retreated into un-
explored jungle to avoid the authorities’ intensive search.
There, they disturbed a previously unknown alien race.
The Xolotl were awakened from hibernation and began
parasitically infesting the humans in an attempt to breed.
Two of the terrorists were psychics, and the result was ex-
plosive: A new race of beings, neither Xolotl or human but
something unique— a Symbiot.

Transformed in body and mind, infused with an ai-
most instinctual hate for humans, the two quickly bred,
creating Symbiot progeny from their non-psychic fellows,
and from the plant and animais native to Chernobog. Af-
tergatheringstrengeh and practicing their newfound pow-
ers, they assaulted the human capital with fury. Unable to
withstand — ot even comprehend — the weaponry of the
Symbiots, the Second Republic retreated from Chernobog
and sealed the jumpgate so that no one could get onto o1
off the contaminated world. The Republic then worked
to hide newsof the event from the citizenty; the last thing
they wanted wasan alien threat to cause motre chaos {those
who argued that such a threat was exactly what was
needed to unify the fractious Republic were laughed ar).
They managed to hide the secret so well that the planet of
Chernobog and its alien residents were entirely forgotten.
The Known Worlds entered the Dark Ages blissfully un-
aware of the terrible threat waiting bevond their borders.

Nearly a millennium atter the Fail. the Symbiots re-
turned. Sometime in the intervening years, they had at-
tained jurmnp capability in their organic ships, although
even now no human understands how this is possible.
Unable at first to break through the sealed jumpgate {0
Stigmata, the Symbiots had expanded out and away from
the Known Worlds. The Imperial Eve is still unsure how
many worlds they hold in the space past Chernobog.

1t was only a matter of time until they came back 10
their point of origin. A Symbiot ship passed through the
jumpgate at Absolution and landed in an outlying city. Its
crew began slaughtering the tesidenits without warning.
The Symbiots organic tech was astonishing — living ships,
battle armor and even guns. The very thought of these
things repulsed the human defenders even as they died
fighting against them. The Symbiots did not capture the
world — that was never their intent. But they left the rc-
source extraction industry in shambles and the human
population decimated. The attack was a warning. More
would soon follow.

Daishan and Stigmata, other worlds on the borders of
Human Space, became wary and ready for attack. But the
Symbiot forces did not arrive in fleets. They moved in
mysterious ways, attacking through the least expected av-
enue: the very flora and fauna of the planets turned on
the human “colonists” The Symbiots had planned theit

30 Fading Suns

assaults for years, having finally broken the jumpcodes to
rhese worlds earlier. They had secretly converted whole
ecosystems under the very noses of the ignorant colonists.
Humans found it hard to fight off whole forests or herds
of predatory beasts working in teams todevourscout units.

The humans, as ex pected, resorted to firehombing and
ecodesrruction to eliminate their opposition. Buteven this
did not destroy the Symbiots; their seeds lay deep in rhe
organic structure of theirchosen planets. The new growth
over the charred forests grew strangely more quickly than
it should have,and this timestronger, more resilient tofire
damage. The Symbiot planet forces learnied from their fail-
ures and grew defenses against them. Qver a number of
years, the colonists of Daishan were forced toevacuate the
planet, giving it over entirely to the Symbiots.

1t was clear that the Symbiots were masters of guer-
rilia warfare againsta technologically superior force. While
they could not immediately seize the worlds for them-
selves, they could ensute the humans a costly defense and
an eventual route.

The regent moved quickly to defend Stigmata, thesys-
tem the Symbiots would have to pass through to reach the
rest of the Known Worlds. The Imperial Fleet was dis-
patched and the battles began. Things did not go well for
the Imperial forces. While they had more advanced weap-
onry than the Symbiots, the parasites wete tenacious.
While the Symbiots made few advances, neither could
they be easily beaten back. Theregent formed a new office
to handle what was turning into 4 long-term situation,
that of the Stigmata Garrison Commander, in charge of a
vast amount of Imperial military resOurces.

Finally, in one area, su rprisingly and for no apparent
reason, the tide was turned and rhe Symbiot forces pushed
back. Upon investigation, it was discovered that two people
were largely responsibie: Friat Berthold of the then-
heretical Eskatonic Order and Damiana, a Charioteer
trader. These two were unususal in that they were both
practicing occultists: Berthold was a theurgist and
Damiana a powerful psychic. They were tesidents of the
planet before the Symbiots had arrived, joined together in
a secret coven. They had gathered other local residents to-
gether to mount a guerrilla defense against the Symbiot
invaders, a tebellion which went on unnoticed by the
Imperial fleet. The f riars litanies and Damianas psionics
succeeded where military might could not.

They had discovered the key to fighting the Symbiots
on something close (o even terms. However, psychic pow-
ers, once the high science of the Republic, were outlawed
by the Church. Covert deals had to be made before occult
powers would be accepred. The Church had to be brought
in and given credit for the affair. The Eskatonic Order had
to be accepted into the fold. It would later become one of
rhe major sects vying wirh the Orthodoxy for control of
Church resources,

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

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

Magic had gained a foothold on human consciousness
again, one which the houses, Church and League soon
found hard tocontrol. Covens, undetground organizations
of psychics, began to operate openly, with agendas in con-
flict with the powers that be. Individuals seeking power
turned to forbidden paths, asking aid of invisible entities
whose names were whispered in occult circles. These
antinomists risked their souls and those of their fellow
humans in their bids for power, and not the least of them
were members of the Five Houses who sought imperish-
able power against their enemies.

The Emperor Wars

The office of regent could not last forever without
some challenge. While individuals had tried short-lived
bids for the title of Emperor at various times during the
Dark Ages, none had come close to succeeding,

Fifty vears after the Symbiot Wars had calmed, leav-
ing a tense and fearful populace waiting for the next alien
expansion, House Hawkwood made its bid for power.
Darius Erik Hawkwood made overt offers to the Church
and League electors for increased power in return for their
votes, Thisset of f a flurry of counter-offers from the other
houses, each fighting to gain scepters. Decades of political,
military and social struggle began, a struggle which
oftentimes threatened the borders of the Empire.

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

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

A master diplomat and military tactician, Alexius of
House Hawkwood had taken up where Darius, his uncle,
had left off. He eventually claimed enough hold on ture
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Time

Time is a tricky issue in the Known Worlds. Each
world has its own method of measuring time; the
terraforming efforts of the Second Republic failed to
change the rotational inconsistencies of all the plan-
ets. Some worlds have longer days than others, while
somme have longer nights. Each world also has its own
native system of marking months, although such lo-
calchronological systems were spurned by the Second
Republic, whorelied instead on perfect nuclear clocks.
Most starships (and noble mansions and merchant
agoras) are equipped with nuclear clocks set at the
same second as the central clock on Holy Terra. Thus,
although time is relative, clocks are not,

The Empire uses a central calendar based on Holy
Terras solar and lunar cycles. Citizens of the Empire
keep two times: their local time and Empire time. But
most peasants live solely by the local seasonal cycles
on their homeworlds. Thev measure time in spans —
the time it takes for a celestial body (the sun or moon)
to traverse the sky by thelength of an adulc hand held
up to it. This might seem to make for 2 highly subjec-
tive judgment except that there is usuallya central sun
dial or water clock to declare the exact number of
spans in a day or night; the peasant matches his own
internal clock to the local, official clock.

ers tostay in their place; to question is to invite revolt. The
Church blames technology and science for humanitys
predicament, and thus represses the very basis of science:
guestioning. And the Merchant Leaguie wishes to keep
what secrets it has for itself, sharing only with those will-
ing togive their money or their service tothe guilds. These
forces together help to keep civilization from rising.

While the rebirth of civilization isscught by many in
Fading Suns, civilization in and of itself is not valuagble. It
iswhat peopie do with it that makes it worchwhile, A false
civilization’ "worth” can be seen in the weary eyes of the
enslaved and subjugated alien races, whose cultures have
been outlawed and dismantled by the empire of hu-
manity.

The Nobility

Erian Li Halan hit down on her tongue to keep the words of
anger from rushing out. She knew the old man didn't care for her
or her ideas, but to have been completely cur out of the legacy...
She glanced over her shoulder to see her older brother smiling
smugly, having just assumed control of the familys barony. Her
fatherhadn't even been bequeathed Eviana manor. Her hand kepe
inching toward the rapier at her hip, but she knew she didn't have
enough cause to warrant a duel — vet.

She stormed from the chapel and back to her room. Even this
wasne longer hers. Her brather couldnt kick her out, bur with his
new power he could make her existence here unbearable. Well, it

didn'thave to be thatway. She coudd change her waxvs to please her
family, or she could find a suitor in another House, or... she could
go live life on her own terms, and on her terms only,

She summoned her bodyguard Cardanzo, the one member
of the household staff loyal to her. She sent him our to gather what
fewallies she had on thisworld — her confessor, Brother Guisseppe
Alustroof the Order Eskaronic, and her old childhood friend, Julia
Abrams, now a pilot with the Charioteers. None of them would
be safe on Midian now that her father wasdead. Theywould have
to find sameplace different, someplace where the new Baron
couldn’t reach them. Somewhere in the darkening sky.

The Houses

‘Todays Royal Houses are the descendants of the nobles
who rose up to claim planets during the last vears of the
First Republic and who reigned supreme on these worlds
during rthe Diaspora. The Second Republic never suc-
ceeded in completely eliminating them, and when it col-
{apsed, the nobles seized control of their planets, ensuring
that the Republic would be unable te bring events back
under control, As the Republic spiraled out of control, the
nobles ¢laimed more and more authority, and the disen-
franchised masses fervently supported them in exchange
for food and work.

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

Five of these houses fell or became extinct during
V0adimirs rise to power. Now five remain in power as the
major houses, though many more remain as minor ones.
The big five — Hawkwood, Decados, the Hazat, Li Halan
and al-Malik — rule, in one way or another, almost all the
Known Worlds. The Emperor controlsa few other planets,
the Church and the League have theirs, and a few worlds
remain independent. Other than those, the Royal Houses
own the stars.

Hawkwood

During its history, House Hawkwood has seen mote
ups and downs than a prostitute in zero-g. In its earliest
days it was the leading house, and the one evervbody ex-
pected would declare itself emperor. Then a consortium
of other houses, led by the Decados, combined forces to
bring it crashing down. It collapsed almost to the point of
extinction, but one member managed to revive its fortunes
and rebuild it. Within generationsit had again become one
of the greatest houses.. before the first barbarian invasion
broke through at Delphi and devastated the House's hold-
ings. Other catastrophes have come and gone, but House
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Hawk wood has survived them all,

House Hawkwood is once again on an upswing, much
to the delight of both the family and its subjects. House
Hawkwood has long relied on the goodwill of its people,
rewarding thern well during the good times and protect-
ing them during the bad. However, family members have
had the House’s past drummed into their heads, and go to
extremes to live up to the standards they believe their an-
cestors set.

Right now the House is at a crossroads. 1ts leader has
just become emperor, but heisdistancing himsel{ from the
very force that brought him to power. The new head of
the House, Victoria Hawkwood, has made no comment on
this, but lower-levet leaders seem to find this detachment
galling. A number of landed Hawkwood barons have be-
come especially vocal in their complaints, noting that de-
spite their sacrifices during the Emperor Wars, the Emperor
has not split the rewards of empire with them. They have
not received additional lands or even a break in their taxes
since he became emperor.

On the othet hand, a number of landless Hawkwood
knights have found a place under the Emperor. They have
flocked to his banner and serve in a number of capacities,
not all of them mititaristic. They help administer the Em-
pire, explore irs darkest boundaries and bring back crucial
information.

Leading Hawkwoods: Emperor Alexius, Princess
Victoria Hawkwood (current house leader), Marquis
Cedrick Hawkwood {head of Emperor Alexius’ Imperial
Security Agency), Duke Alvarex Hawkwood {Alexius’
brother, of ten at odds).

Roleplaying Notes: Starting the moment a new
Hawkwood is born, the House surrounds her with evi-
dence of her inevitable destiny. By the time she turns five
she can rartle off the deeds of leading Hawkwoods from
centuries past. By the time shes 12, she realizes just how
critical House Hawk wood has been in humanity’s progress.
By the time she reaches 16 years old, she has no doubt but
that every action she rakes will have critical importance
to everyone in the Known Worlds.

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

Still, this background enforces a certain air of superi-
ority. Hawk wood nobles can be vain, headstrong and big-
oted, but they can be equally courageous, charitable and
progressive. Having a Hawkwood in charge means itis just
as likely that he will be extremely capable as rhere is that
he will be gblivious to his many faults.

This background aiso means that Hawkwood nobles



areextremely conscious of honor, and house leaders readily
voice their approval of dueling. Backing down from a chal-
lenge is not acceptable, but finding an equirable solution
to the dispute (other than fighting) is. Emperor Alexius
certainly became famous for his ability to compromise, but
not all Hawkwoods have developed this talent.

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

The Decados

House Decados was the last of the Royal Houses tojoin
the alliance against the Republic, known as the Ten {they
were the tenth). However, it claims to be one of the oldest
roval houses, long existing incognito. Its founders claimed
descent from the Russian czars through Princess Anastasia,
Such claims have often been denounced, in part because
the first members of the House came from the intelligence
services of a number of different planetsand initially had
no familial ties. Only after several generations of inter-
breeding cculd most of the Decados legitimately claim to
be related to one another.

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

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

It has also proven a barrier to other Houses, and is a
fierce and intractable foe. Its spies and assassins roam the
Known Worlds, and Decados leaders have an uncanny
knack for knowing everything about their foes — even
things the enemy is unaware of. Additionally, the Decados

Stereotypes

While most outsiders know that each house has
its own distinct character, they often fail to see the
diversity within each one. Not all Hawkwood are hon-
orable while some (few) Decados are. Some al-Malik are
very religious, while some Li Halan have become her-
etics. The roleplaying hints in each section provide a
brief guide for both players and gamemasters who
want to add these nobles to a game, but they should
not feel forced to follow these guidelines. Create char-
acters who do what you want them to do regardless
of anyorie else’s preconceived notions.

have mastered the arts of body manipulation and alter-
ation. Their spies are said to pass as anyone they desire, and
even change appearances numerous times while on asingle
assignment.

That they lost the Emperor Wars despite this advan-
tage surprised a number of obsetrvers. Indeed, the Decados
seemed to have the upper hand until a stunning series of
Hawkwood advances carried the day That the Decados
were unable to predict the Hawkwood maneuvers has
struck many people as odd. The additional fact that the
Decados have been, of all things, good losers has struck
them as even odder. Rummors abound as to what the Houses
motivation may be, but no one seems to know for sure,

Leading Decados: Prince Hyram Decados {(House head,
ill} Duchess Salandra Decados {second-in-command),
Baron Nicolai Decados{lost final baccle against Alexius, not
seen since).

Roleplaying Notes: Think of decadent Renaissance
Italian nobles, such as the Borgias, and add an element of
Oriental exoticism. Decados are classic two-faces, with an
act they put on for everybody else, but a secret, ttue face
they hide underneath. The real skill in dealing with
Decados machinations is discerning this hidden face (the
most dangerous Decados are those who can project many
layers of masks),

Decados, 1ike Hawkwoods, enjoy dueling, but they
tend to cheat. Of course, that goes for everything the
Decados do. All's fair in love, war and everything else. Poi-
soned stilettos, fencing foils that project false images of
where theyare, shield dampers, psychic attacks — anything
they can get into the dueling arena will do. Any advan-
tage they can get in any other arena will also be taken.

On top of all che stories about Decados decadence is
the rumor that the Decados are secretly Antinomists, mak-
ing pacts with demons to gain the emperors throne, But
then, every vile rumor that could be made about the
Decados has been made, much to the House’s enjoyment.

Character Stereotypes: Cruel overlord, oily spy, deter-
mined Machiavellian prince/ princess, decadent caliph,
disgraced son/daughter (disgraced for trying to reform the
house}), fallen noble, curious investigator, cruel duelist, vain
ambassador.

The Hazat

Once the advisors to the now-extinct Chauki Royal
House, the Hazat overthrew their masters, ejecting the last
Chauki from an airlock, and soon helped to engineer the
Fall. Since then the Hazat have tried to spread their influ-
ence, and have been repeatedly stymied.

The Hazat have always relied on force of arms, and de-
feated House Chauki by turning the army against it. In the
process the Hazat found themselves forced to promise the
army asignificant role in ruling their domain — a role that
hasonly grown over time.

This deal means that the Hazat couldn't curtail their
military buildupeven if they wanted te. It also means that
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almost all voung Hazar go through extensive military
training throughout their childhood, Of course, even
when rhe Hazar begin their military training at around
five, they are trained for a command position. During the
Emperor Wars, i€ was not uncommaon for 12-year-old Hazat
knights to lead forces of hardened vetrerans.

By the same token, the Hazat go o great extremes to
prove their courage and ability Just tella Hazat that noone
has ever successfully wrestled the great tusked otter of
Leminkainen, and the Hazat will beon the next space ship
out. The al-Malik used this fact to great effect during the
Emperor Wars when they spread a rumor that a newly
opened planet featured an unbearable type of wild bull
The house captured a dozen Hazat who rushed into space
to be the first to fight these animals.

W hile jokes about Hazat intelligence are therefore rela-
tively common, no one can deny their ability in the field
_ or the effect they have on their soldiers. While the Hazat
may be even morecondescending toserfs thananyone else,
they empathize with their soldiers and doeverything they
can for them. Retired soldiers in Hazat society occupy a
place of honor, and haveeven been known to veto actions
by the local Hazat ruler. Distinguished service by freemen
within the Hazat military is often rewarded with money.
Serfs may even become freemen, and freemen may get
grants of land.

Despite this, word has gotten out about at least one
insurrection within the Hazat army since the Emperor
Wars ended. Hazat nobles express both surprise and indig-
pation at the very idea that such a thing could have oc-
curred, but the rumors persist nonetheless. Seill, no one is
able to advance a good reason as to why the Hazat army of
all armies would mutiny.

Leading Hazat: Prince Juan Jacobi Nelson Eduardode
Aragon (head of the family), Duke Jose Alfonso Louis
Eduardo de Aragon (Hazat ambassador on Byzantium
Secundus, one of the most respected diplomats in the
Known Worlds), Baroness Lucinda Dulcinea {current Stig-
mata Garrison Commander).

Roleplaying Notes: Members of the Hazat pride chemn-
selves on Cheir honor and ability,and a slight toeither will
not be forgiven. By the same token, these are the traits they
most value in others, and anyone they see with these quali-
ties will quickly earn their respect. While sons and daugh-
ters of the Hazat all train in leadership and military skills,
they also admire people who have developed other skills,
like diplomacy, theology and such. Still, the surest way to
3 Hazat’ heart is through skill at combat.

Despite this, the Hazat do not go for the dueling fad as
much as the other houses, since too many nobles hide be-
hind their shields. A Hazat due! is fought shieldless and
with heavier weapons.

Character Stereotypes: Military officer, second {or latet)
son/ daughter, soldier of fortune, bodyguard {attendant to
the roval house, trained as a Hazat), commando, peace-
keeper, Sheriff of Nottingham.
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Li Halan

House Li Halan is an oid and distinguished one, but
its current prestige belics its sordid past. Once renowned
for its extreme debauchery and callous distegard for its
subjects, modern historians agree that its bacchanals put
those of House Decados to shame. Rumaors of traffic with
demons were among the milder accusations.

Then, during the Barbarian Invasions, House LiHalan
found the Pancreator. The entire family converted in a
single night, and several prominent members were imme-
diately sent of f to onasteries, never to be seen again. Since
then the family has been the height of orthodoxy, battling
heresies and even blocking attempts at change within the
Church itself.

While the Li Halan actively tried to make one of their
own, Flavius Li Halan, empetor, the House expressed no
regret at losing the Emperor Wars, Part of Emperor Alexius
concessions at the end of the Wars was toback an Qrtho-
dox Patriarch, thus at least temporarily blocking the aspi-
rations of the other sects. While the Patriarch has notac-
rively opposed the Emperor in any dealings, he is known
to take much of his advice from the Li Halan.

The fumily’s orthodoxy carries into all other arcas of
life us well, The Li Halan are the strictest adherents to the
nobles code of etiquette, and proselytize on these areas just
as much as they do on religion. The House itself is rigidly
structured, with each member of the family having no
question as to where her place is. Observers have a more
difficult time uncovering internal dissent within thisfam-
ily than in any other, rumorsof occasional internal purges
notwithstanding

The planetsof the Li Halan have alsobecome far more
structured. It is almost unheard of for aserf ona Li Halan
planet ro become a freeman, and freemen find it extremely
difficult to obtain land. On the other hand, serfsand free-
men rarely complain about their lot, for the House pro-
vides far more services to its people than does any other
{with the possibleexception of the Hawkwoods). Of course,
priests on Li Halan ptanetsstress the need for people tostay
in the niches which the Pancreator has ordained for them,
and tradition has caused Li Halan society to begin resem-
bling an extremely intricate caste system. Todoany work
other than what ones parents did, or to marry outside of
that cccupation, is becoming rarer and rarer.

Leading Li Halan: Flavius Li Halan {family head, resides
on Kish), Cardinal Fang Li Halan (main advisor to the Pa-
triarch), Duchess Fativa L1 Halan {(has land holdings sec-
ond only to the Emperor).

Roleplaying Notes: Li Halan nobles are usually strict
adherents to orthodoxy in all its forms. Royals have high
Eaith, and for this reason, few have good Tech. They, like
the Church, do nor approve of dueling, but this has not
stopped a Li Halan or two from becoming renowned du-
elists, much like Aramis of The Three Musketeers. House
leaders deny this, of course.




Of course, just because the Li Halan maintain firm
beliefs does not mean thev are dogmatic and scupid. They
have more in common with Joan of Arc, Thomas & Becket,
or any number of noble saints than televangeliscs. Addi-
tionally, nofew Li Halan have explored the mystical teach-
ings of the Prophet and delved into theurgy.

Character Stereotypes: Crusader, pious knight or mus-
keteer, saint, martyr {give up all worldly goods and family
position), incognito friar {posing as common man), Fisher
King, sectarian rebel (non-orthodox), secret pagan priest or
demonist {Gile deRais}.

al-Malik

This House is easily the least accessible and most rarely
encountered. Its members live apart from the people they
rule, keeping an air of distance about them even on those
rare occasions when they tour their domains. It seems the
only time an al-Malik family member feels comfortable is
when she is meeting with the members of the Merchant
League, the houses historical allies.

Houseal-Malik has always been ried to the guilds, and
some historians have hypothesized that it bought its posi-
tion as a Royal House using moncy from banking and
trade, and mightstill be involved in theseendeavors. House
al-Malik actively discourages such speculation, however,
anditstrained enforcers are more than capable of squelch-
ing such rumors,

House al-Malik can almost always count on League
support, and al-Malik mansions are almost always filled
with technological wonders. An al-Maliksshield is sure to
be in working order, her rapier may well vibrate when it
hits an opponents flesh, and some even carry personal
think machines{which the al-Malik cryptically call *com-
puters”).

The al-Malik do not appear to have any special deals
with any individual guilds, and in fact the guilds lay less
exclusive claim to al-Malik planets than they do to those
of other houses. In fact, the bazaar on the al-Malik
homeworld is second only to the one on Leagueheim it-
self. Everything is for sule, and there is a buver for every-
thing. Of course, there are parts of the bazaar where pious
visitors do not go.

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

Leading al-Malik: Duke Hakim al-Malik {head of
house), Duchess Yusara al-Malik {(Duke Hakim’s wife, lead-
ing patroness of the arts), Baronet Salome ab-Rashman
ifamed explorer).

Roleplaying Notes: Many nobles consider the al-Malik
to be the most passionate of the houses. They throw vi-
brant parties, like good times and own the most interesc-
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ing devices. Members of this house have a good deal of sub-
stance to back up their flash and glitter, however. An al-
Malik is likely far better educated than other nobles even
if she has less combat training. The al-Malik have no com-
mon opinion on dueling; some like it, some don't.

Addicionally, despite their reputation, the al-Malik do
not dislike the common people. If anything, they like
rhem too much. They tend ro hearken to latter-day Sec-
ond Republic socialist philosophies, even though they are
ardent capitalists. Their wealth affords them the dilettante
pastimes of timagining a better world, a Utopian Third Re-
public — heresy, of course, so they deny such rumors. But
the house’s cnemies whisper that it has teamed up with
the League in building for such afuture. Othersargue that
the al-Malik love commoners because they rarely see them
up close.

Character Stereotypes: Patron to adventurers, adven-
turer, Third Republic architecr, historian, beloved (or
hated) dictator (Castro or Stalin}, political reformer,
webspinning spy (building network of loval non-royal
contacrs),

The Minor Houses

A number of other houses have risen and fallen
through the years, some never expanding beyond one
planet, while others almost named one of their own Em-
peror before fading away. Most of these still have descen-
dants in positions of powet, though some, such as the
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Alecto, Gesar and Windsors, are believed to be completely
extinct

In fact, almost all the Known Worlds had their own
unique ruling family at one point or another. Some of
these families managed to extend their reach, taking over
oneor two other planets, marrying into other familiesand
getting planets through dowries and inheritance, or ally-
ing with another family toshare a planet. Others never left
their homeworld and have slowly become less and less a
factor. Almost every planet has several minor houses with
interests and representatives on it

Some of the minor houses that still exist, like the
Sacrananka, have descended to the point of complete in-
significance, their last survivors living in squalor or revert-
ing to serfdom. Others, like the Keddah of Grail, remain
the primary power on their own planet, above and beyond
the Royal Houses or the Emperor.

Almost all of the remaining minor houses owe fealty
to one of the five Royal Houses, though these chains of
command are of ten intricare to the point of incomprehen-
sibility. For instance, long before the Emperor Wars, House
Torenson gave one of its planets to House Keddah in ex-
change for the Keddah pledging fealty in the event of war
wich the al-Malik. Before this pledge could be fulfiiled,
House Dextrite forced the Torenson’s to pledge fealty to
them. Then the Dextrite were in turn subsumed by the
Masseri. When the al-Malik declared war on the Masseri,
the Masseri had the power to force House Keddah {(by then




[nside the Noble Mind

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

Seeing everyone fall to their knees at hisapproach
does something to him. Having peasants wet them-
selves when headdresses them cannot help but affect
his mind. He becomes sure of his superiority, and ev-
ervthing around him reinforces this belief. The best
nobles use this to bolster their parental feelings to-
ward others and feel that they must act to help the
less fortunate. Baser nobles see rhese events us confirm-
ing their own unaccountability and their right to do
as they please.

a minor House) to abide by its centuries-old pledge to the
almost-extinct house Torenson. The war severely weak-
ened the Masseri, but before the war could be concluded,
the Decados conquered the Masseri and have never al-
lowed the Masseri/al-Malik war to end. In this way they
have kept the remnants of House Keddah bound to them
for almost & century.

still, not all of the minor houses are on the decline,
Several came into being in the last few centuries, and one,
House Shelit, made its appearance recently when the Hazat
discovered a jump route toits world (currently the source
of the Kurga Conflict). Since then House Shelit and the
Hazar have maintained close ties, but Shelit nobles have
spread their influence and wealth around the Known
Worlds. House Shelit also has access to some lost think
machine rechnology, and hasjealousty guarded its know!-
edge.

Despite their subservient role, the minor houses play
an important part in the Known Worlds. The Roval Houses
donot have enough members to oversee every part of their
domains, and the minor houses still appear to rule in a
number of places, On other planets they often own much
of the land and industry, and house membersare both the
cultural and civic leaders.

Indeed, wereall the minor houses to unite, they might
very well be able to overthrow the Roval Houses. The like-
lihcod of this is infinitesimally small, but it does provide
extra impetus for the Roval Houses to keep the minor ones
in their collective place. While members of some of the
minor houses have managed to make names for them-
selves, the Royal Houses have prevented the complete res-
urrection of any of the minor ones. As long as the minor
housesare busy carrying out the Roval Houses' wishes, thev
will never be free to plan their own rise. What follow are
some of the more prominent minor houses.

Minor Houses;

Juandaastas {long-standing ties to both the Vorox and
the Ulr-Obun}

Justinian {once major, lost badly when Viadimir died)

Keddah (bound to Decados by treaty, warring with
al-Malik)

Masseri (conquered by Decados and on decline)

Shelit (newly discovered house with odd technologi-
cal ties)

Thana (supported psychic research many vears ago)

Torenseon (strong proponents of rigid rules of eti-
quette}

Trusnikron {verv aggressive and strict adherents to
their own code of honor)

Van Gelder (once major, now allied to Decados for sur-
vival)

Xanthippes(anancient matriarchy with strict concrol
OVEr its OWn territory}

Extinct Houses:

Alecto (Viadimir 15 house, lost last sons in first Em-
percr War, a number died in odd accidents)

Chauki {overthrown by the Hazat}

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

Windsors {allied to Viadimir, lost last sons in first
Emperor War)

The Entourage

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

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

One of the odder situations is when two {or more)
nobles from different houses travel together. Either they
will each bring their full entourage in an effort to intimi-
date each other or ¢lse, for the sake of their mutual sanicy,
will pare it down tojust the essentials — asingle bodyguard,
trusted servant or valued confidant.

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

Noble Etiquette

[ntricate rules of conduct affect all aspects of noble
and royal society, governing everything from the clothes
they wear to what they say when they kill one another.
These rules have grown out of centuries of custom and
practice, and the nobles rigidly enforce their code. Those
who violate these policies do so at risk of condemnation,
ostracism and even death. Still, sorne cynics insist that the
only reason to have these laws is so the nobles will have
something to break.

Most non-nobles think of these rules mainly in regard
to hospitalityand courtly Jove. These are certainly the two
hest-known areas, for the bards sing of borh — courtly love
(for the great songs it inspiresjand hospitality {for the great
meals it gets them). These two areas are certainly impor-
tant aspects of noble etiquette, but they are by no means
the only ones, Dueling is illustrated as an example of an-
other area of etiquette.

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

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

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

Nobles who have violated social decorum may never
be fully accepted back into proper society. No matter what
they do, that element of suspicion can linger forever, col-
oring everything they accomplish. Only the greatest of
exploits, the strictest adherence to etiquette, or the most
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stunning social endeavors can wipe the slate clean again.

Courtly Love

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

The bards have noticed this and turned it into a cen-
tral facet of nioble life; probably the only facet of which all
nobles are proud. For a man or woman £o commit totaily
and completely to another person is an important mo-
ment, one which has inspired more songs than any other
subject.

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

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

As Tabitha taught, the wooing process begins slowly
and carefully, no matter how smitten rhe suitor might be.
Rushing this point of the relationship cannot help but
ruin the courtorschances. The process differs only slightly
if one {or both)of the participantsare martied to someone
else, Then the romarnce begins a little more quietly, but
then nobles generally try to begin these as subtly as pos-
sible, for fear that word of tejection might cause them to
be laughed at by their peers.

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

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

Once both parties are sure of the othersinterest, their
relarionship becomes a matter of public record. Their deal-
ings become more passionate, more chaotic and, for out-
siders, more interesting. Those lovers burdened by the
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unforcunate baggage of marriage try to act discretely in
public, but this requirement is of ten ignored — much to
the bards' delight. Of course, the bards delight even more
in the next step — the break up.

Hospitality

Some cynics say that the main reason for the laws of
hospitality is to give nobles protection when they kill their
guests, Since these laws detail not only a hosts obligation
to his guests but also the guests’ obligarion to their host, it
iseasy to find something that one or the other has violated.
This violation can then be punished as the injured party
sees fit and can get away with.

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

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

By the same token, guests may take no actions which
might bringscornupon their host. Should a host ask some-
thing of them, they must oblige, unless it would put them
at risk. For instance, should a host ask some traveling
niobles to escort his daughter to an Imperial ball, they
should feel ebliged to do so. Of course, if the host just hap-
pened to forget romention that hisdaughter had recently
offended the Ut-Ukar ambassador, then so be it. That
shouldn't necessarily lead to trouble,

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

Duels

The Church strongly opposes duels as well as the cer-
emonies and rituals that have grown uparound the prac-
tice, but this has done little tostermn their popularity. Nobles
who feel they have been grievously offended and don't
have access to an assassin can have their closest friends {(or
expendable underlings) approach the offender and de-
nounce the crime. The offending noble then draws his
sword with a great protestation of innocence and threat-
ens to run the accuser through. At this point the accuser
will quickly proclaim that there is someone who has been
mote severely wronged than he,and that this victim seeks
redress. Theaccused makesa big show of hisinnocenceand
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says that he will do anything to clear his name. The two
then come to agreement about a time and place to “resolve
this horrid situation.”

At the appointed time and place, both parties will ap-
pear with sword in scabbard and dueling shield turned on.
There are nosuch thingsas dueling pistols; nobles consider
it far mere hanorable to staban unarmed opponent in the
back with a poisoned dagger than to shoot her from 40
paces. The shield requires nobles to use all their skill todo
less damage than the shield blocks. After all, noblesdonot
necessarily feel the need to fight to the death. if an oppo-
nent surrenders, the victor will usually not kill him. In-
deed, etiquette requires that a duelist allow a disarmed
opponent to regain his blade {though most nobles will
expect an “accidental” follow up attack while disarmed),
let a fallen foe stand up (again, with the possibility of an
accidental hit), and hold off if an enemy3s shield fails {acci-
dental attacks in this instance are of ten fatal).

Any violation of the code will not go unnoticed. Du-
els draw large crowds and are often overseen by priests,
despite the Church’s opposition to the practice, Each
fighter will bring along as many friends and allies as pos-
sible, all to ensure that nothing goes awry. Other nobles
who have heard about the duel will come just for the fun
of it. Local authorities, however, will not acrend, finding
business as far away as possible. A nobles duel is not open
to any inferiors outside of the nobles own entourage.

Note that the duelist’s code does not require that the
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victor accept hisadversarys surrender. A noble who getsa
reputation for fighting to the death, however, will make
even more enemies and will find it hard to stopa duel he
is losing. Additionally, some nobles will make a point of
snubbing one of their own who is too violent — at least,
one who is too violent to other nobles.

The Emperor

The most pewerful individual in the Known Worlds
is Emperor Alexius, once the head of House Hawkwood.
While he still maintains strong ties with his house, he has
renounced its leadership in order to establish the role of
emperor free and clear of past entanglements. Alexiuss
critics say he is merely trying to establish two powerful
forces to ensure his rule — one being the armies of the
Emperor and the other being his loyal House legions.

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

Emperor Alexius officially controls the empire’ tax
collection network, its army of scholars and historians
busily trying to reconstruct old technologies, its many law
enforcement and espionage agencies, and the largest col-
lection of Philosophers Stones (powerful Ur artifacts) in
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the Known Worlds. All of the Royal Houses have pledged
their lovalty and are obligated to provide him assistance
whenever he requests it. What form rhis assistance may
take, however, has not been determined.

Alexius is still defining his role as Emperor. He has
announced plans to consolidate more power in his posi-
tion and has been laying the groundwork for war against
the barbarians — a war he would lead, and whose troops
would be beholden to him. The Royal Houses have noin-
tention of giving him permanent control of theit troops,
s0 no one knows exactly what will happen. The events of
the next few vears will have a powerful impact on the bal-
ance of power for years 1o come.

To aid him in this endeavor, the Emperor has put out
a call for landless nobles to join him, implying that they
may find new territory on uncxplored planets. So far his
call has mainly attracted his old allies in his family, but
some membets of other houses have come on board as well.
A few members of minor houses have also shown up, hop-
ing for the chance te rebuild their own dynasties under
his hanner.

There is an underground group of mystics, soldiers
andcitizens of all classes who see Emperor Alexiusas their
Ged-Emperar, their savior and the one who will reignite
the dying stats. The Emperor is silent on the martter, but
the Church has made it clear that such views are heresy;
Inguisitors are searching for the leaders of this cult.

The Imperial Eye

Before hisassassination, Ernperor Vladimir established
a fact-finding and intelligence-gathcring organization
called the Imperial Eye. He brought in noblesfrom anum-
ber of royal and minor houses, gave them extensive bud-
gets to establish rhe agency, and then died. The Eve lived
on, however, serving the stewards and regents who tock
over after Vladimirs death and before Alexius rise.

Officially this organization serves Alexius by gather-
ing and analyzing information, 1t maps out new
jumproutes, tracks economic development on the recov-
ering worlds and has one department dedicated to discov-
ering why the stars are fading During the chaos and con-
fusion of the Emperor Wars, however, the Eve found itself
accused of activiries outside the scope of its original char-
ter.

Accusations of activities like spying, smugeling and
even assassination rarely came to anvthing, and when an
agent was tried, the agency always managed to show that
he was acting outside the bounds of the Eye. No evidence
ever appeared that the Eve had actually tried to make one
of itsown patriarch. The leaders of the Eye hold themselves
up as selfless servers of humanity. [ts detractors (usually
the Emperors enemies) denounce them as self-serving
manipulators who plot and scheme against everybody.
Whatever the case, the Eye has a reputation among the
common folk as an organization to avoid second only to
the [nquisition,

The Universal Church
of the Celestial Sun

Adept Guisseppe Alustro wiped the sweat from his brow. He
drew his cow! closer over his face and clutched his charred book
sack tightly tohisside ashe shoved his way through the filthy, brute-
cart laden street. If he could reach the roxal berths of the starport
before he was sighted again, he might just make it off-planet alive.

Curse thuse meddling Avestites'he thought as his eyes darted
about warily, searching for signs of the heavy robes and smoking
guns. When would they accept that Eskatonic priests were God-
fearing members of the Church just as theywere? But no use grip-
ing — sectarian conflict is not what this witchhunt is all about.
Nao, Erian Li Helunsbrother hascalled them against me, attempt-
ing to discredit Evian since Iam her confessor. [f lam deemed her-
etic for my studies, then she will afso be tainted with the charge.
Erian’ call to leave this world has come none toa soon.

He turned the corner of the final lane and saw the entryway
a mere five strides ahead. He pushed forward, shoving artisan
hawkers aside — but then halted, staring at the back of the robed
woman riishing to reach the gates before him. Smoke vose up abonit
fer torso from the muzzle of the flamegun she stung low.

Alustro shut his eves for only a moment, sending a silent
prayer to the Pancreator,and then ran forward as fast ashe could,
knucking the Avestite to the manure-stained cobblestones. Then
he was past her and running. A vell behind and the sound of atr
igniting, and Alustro could smefl the hairs on the back of hishead
hurning. ..

Sects and Orders

No single institution has as much impact on day-to-
day life in the Known Worlds than does the Church. De-
spite the Churchs many factions and sects, the average
peasant sees it as a giant monolith, dedicated to saving
humanity from the evil inherent in the universe. As far as
commoners can tell, all priests, bishops, archbishops and
patriarchs work toward the same goal, hand-in-hand,
fighting evil together. Never mind the fact that they call
one another heretics; the Church itself is good. The peas-
ants' view only changes when someone tries toreplace the
sect of their ancestors with a new one.

The Universal Church is not so universal it is deeply
divided by sectarian conflicts. It would have fractured inte
multiple churches long ago were it not for a string of ex-
tremely strong Orthodox Patriarchs who held it together—
that and a need for unity against the nohility and the mer-
chants.

There are five major sects and dozens of minor ones.
Some ger along; most don't. A lot of the minor sects are
branches from the major ones, but orhers have alien, local
or even historical roots.
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Stereotypes

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

Despite the Churchs often iron-handed role in
politics, the priests who preach at the cathedrals
rhroughout the Known Worlds are, for the most part,
truly devout and unconcerried with worldly power.
1t is the state of the soul they concentrate upon, and
the fate of the soul as it lcaves its mortal coil. Without
the selfless acts and counsel of Church priests, the
populace of the Known Worlds would surely be worse
of f and deeper in despair.

Urth Orthodox

Orthodox priests represent the old, authoritarian
guard of the Church, maintaining stability while fighting
off heresies. They are also those most concerned with tem-
poral power, Traditionally {with few exceptions), the pa-
rriarch has been Orthodox.

They believe, following key bulls set out in the New
Dark Ages, that grace is achieved through working within
the structure set forth by the patriarchs, who follow in the
footsteps of the Prophet, The Pancreator works not
through inner visions but through real works, duties per-
formed in the material world. He shows his will through
sacramental forms: rituals, artifacts, stations of office, etc.
Wavering from time-tested doctrine in this time of dark-
ening light is dangerous and foolhardy. One fool can hurt
many good people: all must walk the proper path and fol-
low the correct guidelines. Those who don't may damn us
all.

Despite their political bent, they are nonetheless fer-
vent believers and moral guardians, They aim to give suc-
cor and comfort to all who need it, including serfs, The
Orthodoxy is the only large organization in the Known
Worlds that cares enough about the livelihood of the com-
maoners to aid them, live among them and even educate
them {(although they do not seek commoner emancipa-
tion). Through these good works, they have nearly eighty
percent of the Known Worlds populace behind them. The
fact that this populace has no legal power does little ta

44 Fading Suns

quell the nobles fear of riots and uprisings. and thus ev-
ervone heeds the Orthodoxys desires.

Membership in the Orthodox Church is open to all,
although applicants for priesthood must undergo vears of
training in ritual and doctrine.

Leading Orthodox priests: Parriarch Hezekiah the El-
der {current head of the Church on Holy Terra),
Hierophant Palamon (Archbishop of Byzantium
Secundus), Archbishop Lycrecia of Stigmata {leader in the
holy war against the Symbiots)

Roleplaying Notes: While the Orthodox stance may
seem suffocatingly authoritarian in theory, in practice it
allows its priests much leeway to choose their own means
and even to interpret doctrine in their own wav. The
Church is built upon the ongoing creation of the
Pancreator and humanity’s participation in rhat creation,
seen as a sort of passion play. The darkening light of the
suns is due to humanitys sins in overreaching rheir part
in the play. Through humility and good works, humanity
can part the curtains which block the light from the stars
and again take part in the revealed light of creation. But
until that time, humans are on probation and must tem-
per their actions.

Each person can experience his or her role in the
Pancreators creation. It is the duty of the Church toaid in
separating right experience from wrong perception. De-
monscan fool people.and only Church doctrine can guide
in seeing past false experience by providinga time-proven
guideline. Priests are needed to provide witness to the
Churchss truch for the Pancreators creations. However,
there are many worlds, each with their own particular
problems. Lack of rapid communication prevents direct
answers from Holy Terra. The training a priest receives is
designed to give him a broad framework with which to
interpret any of the myriad trials of life; it is a priests re-
sponsihility to have the courage to make his own inter-
pretations based on experience, with doctrine asguidance.
Those priest’s whose answers to religious problemsare most
in line with the current Patriarch’s beliefs (some say politi-
cal needs), are those who rise the highest in the Church
hierarchy.

Nonetheless, while a priest owes respect and obedience
to those above him, she has the duty to rely on her own
experiences and convictions {as long as she does not slip
too far into mysticism). Creation is ongoing, and the
Pancreator reveals himself to hischildren in different ways
at different times. Priests must be ever alert for these omens
and be ready to provide the correct interpretation of them
for the leity. Others look tothe Church for answers; a priest
must be prepared to give them boldly.

Character Stereotypes: Confessor (perhaps personal
confessor toa nobleor a rich merchant),community leader,
elder, wiseperson, healer, missionary, monk, pilgrimage
guide, penitent, diplomat



Brother Battle

Throughout history, monastic battle orders have ex-
isted within organized religion: the Knights Templar,
Hospitalers, Shaolin priests, Jannisaries, and others. In the
Known Worlds, there are the Brothers Battle, said to be the
most elite combat corps in history. Fanatically dedicated
to defending the Prophets faith with might and force of
arms, the Brothers of this exclusive order are respected —
and feared — by most Known Worlders,

The order began early in the New Dark Ages, when the
need for hard-line and able defenders of thefaith was great-
est. They personally defended the life of the patriarch from
ar assassination actempt on Hoty Terra. [n return for their
service, the patriarch ordained the order, giving it special
powers within and without the Church, conceded to by
the noble houses, who wete trying to cover up their role
in the assassination attempt. Since then, the order has
grown in skill and influence, building upon martial tech-
niques creared by previous Brothers. These techniques are
kept secret. Those who have been ousted from the order
are not allowed to teach them; if they are caught revealing
them to others, the penalty is death.

Brothers adhere to strict discipline and suffer harsh
penalties for breaking their vows. Oathbreakers must un-
dertake dangerous penance gquests which many do not
survive. There is a strong support network from Brother
to Brother, alchough monks are of ten sent on individual
missions across the Known Worlds, spreading their net-
work thin.

The order does not work well with other unitsin the
secular military chain of commmand. Brothers will not take
orders from any but their superiors within the order, so
they are rarely used as common soldiers, instead being
emploved as commandos and special tactics units,

Membershiprequirements are strict. Oniy youths un-
der ten vears old are accepted, although the order adopts
many orphans. There have been very few exceptions to this
rule throughout the order’s history, although the hand-
ful of older individuals who have been accepred provide
hope for many petitioners. New members are sent to the
monastery on PDe Moley, there to spend the next ten or
more years of theit livesin rigorous training and spiritual
contemplation. Local peasant mothers on De Moley often
leave their newborn children on the monasterys doorstep,
hopeful that their of fspring will be taken in and be given
a better life and opportunity than a peasant’ son or daugh-
rer would otherwise have. Howcever, the order does not ac-
cept every child left on its stoop. Many are left to survive
or die outside the zates. Those who live longer than ex-
pected are often accepted.

The Brother Battle order wields much power, and
many Orthodox patriarchs have felt threatened by their
strength. Their piety and military might are needed by the
Emperor on the Symbiot and Barbarian Marches, and
while they have rarely used the political power gained
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through this, the Orthodoxy anticipates the day they must
clash, fearing that Brother Battle will win out. Thus, the
order is under increased scrutiny for heresy and any other
slip-up that could lead to their dissolution.

Despite the name, women may join, although it is rare.

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

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

Young brothers, newly ordained, are urged to leave the
monastery for an extended piigrimage through the
Known Worlds. Since Brother Battle is in one sense the
worldliest of orders, Brothersshould know the wotlds they
may be called on to fight one day. They are also urged to
mix with other sects and orders to better understand them,
for the order is called to fight for them of ten. Likewise, per-
sonal understanding of nobles, merchants and other free-
men is deemed wise, It is common for these wandering
Brothers to attach themselves to certain groups as body-
guards ot even leaders before eventually returning to their
monastery for further duty.

Character Stereotypes: Holy warrior, elite commando,
smiter of heathens, kung-fu master, ex-gunfighter (trying
to hang up his guns)

Eskatonic Order

An extremely mystical and occult order, the
Eskatonics seek to guard the light of the Holy Flame from
the impending eschaton, or apocalypse. They are engaged
in a personal and individual pursuit of the holy. Unlike
the Orthodox Church, they believe there is a spark of the
Holy Flame in each person, and that it is the duty of the
enlightened (those fully conscious of the Holy Flame
within them, made aware through a personal vision) to
cultivate thisflameand fan it intoa fire. Their main means
to this end is theurgy.

Their exclusive entry requirements, however, ensure
that they have the smallest membership of any order, and
thus the smallest support network. But their occult prac-
tice rempers each member into a powerful and notewor-
thy priest. They emphasize inner mysteries and philoso-
phy, with perhaps too littieattention toouter reality. They
are doom-sayers, believing the worst about humankind’s

16 Fading Suns

-

N

S —
L]

Yl

Y




fate. In their view, only a few will recognize the light and
escape the Final Darkness. They claim to have petsonal
experience with certain vile demon sultans who they say
are to blame for the dimming stars, and believe that only
the orders wisdom and magic can avert the final doom
(they also claim detailed knowledge of the “bodiless pow-
ers of the Empyrean”, or angels).

Thev also claim direct lineage from certain of the
Prophet’s disciples, to whom the Prophert gave secret lore,
wisdom which the early Eskatonics were given the respon-
sibility of safeguarding. They were an underground, secret
society of Chuarch priests until the Symbiot War, where
they were allowed to operate openly only by grace of their
own theurgy. Eskatonic magi proved to be one of the few
effective weapons against the Symbiots when they at-
tempted to move past Stigmata. The patriarch had te ot-
dain them or risk losing more worlds to the parasiticinva-
sion. Since then, the Eskatonics have been very careful to
behave {or at least hide their excesses well) lest they suffer
official censure and be forced underground again. But the
common populace often fears them, and they are con-
stantly at risk for Inquisitorial searches and heresy decla-
rations.

Rank within the order is built around the slow dis-
semination of secrets and occult techniques. The order’s
fathers created a carefully wrought system of study,
whereby a student would only be exposed to [ore he was
capable of understanding. Rank is awarded only to those
who have proven themselves mentally and spiritually
worthy of it. Then, the secrets of that rank are taught
slowlyand, once mastered, the student is ready for the next
rank.

Humility is all-impertant during training and ordi-
nation. No priest is allowed to rise in rank without first
confessing, and those priests who do not undergo confes-
sion on a monthly basis are shamed until they learn to do
s0. The practice of flagellation, the wearing of hair-shirts
and other self-inflicted tortures are also encouraged. The
order believes that these extreme measures prevent hubris,
for the history of the order tells of priests whose pride grew,
and whose sins caused whole worlds to perish. While they
have managed to keep the truth behind these dead worlds
from the populace and the Church at large, there is good
reason these magi are feared.

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

Roleplaying Notes: Eskatonics are the most curious of
priests, Most are impatient to learn the secrets hidden in
the universe, and since their strict rutelage regimen pre-
vents them from learning wharever they desire, they of-
ren leave their cathedrals for pilgrimages across the stars
searching for secret lore. This is fully in line with the
Prophet’s exhortations for questing, Indeed, higher rank-

ing priests often become jealous and protective of their
hard-won lore and are loathe to hand it down to students,
all che more reason for the student to seek on his own.

But it is a dangerous universe out there, so few
Eskatonics go alone. Most attach themselves to a retinue,
either a noble entourage, 2 merchant caravan, or some
motley group of people powerful enough to help her
search for the lore she seeks.

While the Eskatonics are few in number and some-
timnes jealous of one another, when they meet among the
stars, they are of ten eager to exchange lore, for they inevi-
tably become lonely for others who can understand the
profound thoughts going on in their heads.

Character Stereotypes: Wizard, philosopher, doom-
sayer, occult investigator, demon-hunter, artifact hound

Temple Avesti {Avestites)

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

Temple Avesti began as a breakaway movement from
the Qrthodoxy, composed of puritans who felt that the
Church was not stern or strong enough in punishing the
excesses of its members{tothe Avestites, everyoneis a mem-
ber of the Church whether chey like it or not}. These ex-
tremists built cheir temple in the burning desert on the
planet Pyre. Pledged to punish sinners lest they corrupt
the faithful, the Avestites embarked from Pyre on expedi-
tions to cleanse other worlds. Their violent and unan-
nounced terrorist attacks on “sinners” angered the often-
powerful victims of these attacks: nobles and rich mer-
chants. After too many incidents with no response from
the Orthodox Church, royai fleets agrived off Pyre to de-
stroy these uncontrollable zealots, But the patriarch’ fleet
also arrived and ordered the nobles.to halt their assault.
The Archbishop of Urth went to Temple Avesti and ex-
plained to the sect leader the terms of the sects surrender
to Patriarchal authority. If they did notsubmit, the Church
would departand leave them to their fate before the royal
fleet. After shor¢consideration, the tempie master relented
and threw himself on the mercy of the Church.

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

Hopeful Avestites must petition for membership into
thesect, and only those who can prove that they are sinless
— or extremely repentant —are given entry. Only the igno-
rant or unlearned are allowed, for education is seen as a
burden on the soul which is hard toextinguish. Thus, their
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membership comes from the poorest peasants, the lowest
classes who of ten seek revenge for their lack of empower-
ment. Most members never again leave the temple on Pyre;
they spend their lives in prayer or hard labor for the temple.
Those who prove their prowess in sniffing out sinners are
promoted as pilgrims, those who will deliver punishment
tosinners across the Known Worlds. The best pilgrims are
granted Inquisitorial seals and eventually become or-
dained lnquisitors.

Avestitesare of ten bigoted and anti-alien, but can like-
wise be pillars of nobility and kindness — to those deserv-
ing of it. Aliens are allowed in the sect if they can prove
their faith like all other applicants. To the sinless, Avestites
are perfect gentlemen, having learned the lesson of tem-
perance from the sect’s humble downfall. To those they
deetn sinners, however, o amount of cruelty is enough.
They take the Prophet’s words about sinners and burning
quite literally, and their heavy flame-retardant robes and
cowls are instantly recognizable. Their high priests even
prefertocarry flameguns toenact a literal punishment on
sinners.

Their symbol, the flame, is borne on pendants which,
with the flick of a switch, become searing brands with
which they mark sinners’ foreheads. Those peasants who
bear this brand {(which takes months to heal for those who
cannot afford tissue regenerative serumsyare shunned by
their fellows, although the upperclasses unfortunate
encugh to suffer such humiliation often receive pity and
commiseration from their friends, though not publicly.

Leading Avestites: Archbishop Dolmen of Pyre (leader
of the sect), Bishop Gondo Ortiz de Aragon (head of the
Inquisitorial Synod), Canon “Loose” Buchanan of Shaprut
foverlord of local cathedral, theought responsible for mas-
sacre of refugees from Stigmata)

Roleplaying Notes: Avestitesare extremely concerned
about the level of sin going on arcund them and find it
hard not to interfere. They are nosy busybodies whao be-
lieve that everyone’s business is their business. To an
Avestite, individual values such as privacy are seen as ex-
cuses to hide sin. Avestitesare allowed little privacy among
their own kind, living in commaon bunkreoms, eating to-
gether, working together, praying together. Never {or rarely
at best) is there time for private contemplation. Perhaps this
iswhyv Avestites aresoeager toget off Pyreon lone pilgrim-
ages.

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

Character Stereotypes: Inquisitor, fanatic preacher,
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cult leader, arson, religious terrorist, political activist (ar-
guing for theocracy), missionary, far missionary {hringing
the word and the flame to heathens bevond the borders),
border guard (defending the border from aliens and bar-
harians}, renegade cultist {thinks Avestites go too far), spy
{disguised as member of other sect/ order), bounty hunter

Sanctuary Acon {Amaltheans)

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

The order was begun by Amalthea, a physician who
became one of the Prophets disciples. After the Prophets
death, she tried to forge his sayings into a Church differ-
ent from that which Palamedes Alecto was forming. Her
Temple of Eternal Sanctuary was almost as popular as
Palamedes new Universal Church. But in the end, the
Universal Church appealed more to peoples need for au-
thority, power, guilt and redemption. However, the Eter-
nal Sanctuary, ot Sanctuary Aeon as it eventually became,
still had a strong following, especially in the aftermath of
harsh wars, The Sanctuary was eventually incorporated
into the Church, and roday stands as a strong voice for
mercy and compassion before the Patriarch’s often stern
bulls. .

The orders head monastery is on Artemis, and all ini-
tiates must go there for their initial training in healing
bodies, minds and spirits. The planet is flooded with the
sick and injured who can afford the journey, but there are
never cnough Amaltheans to help them all. Once or-
dained, priests are expected to return to their homeworlds
and bring their skills to bear in relieving suffering there.
Otherwise, they can choose to stay on Arternis or travel as
mendicant healers. Some are sent by the order to aid on
the war fronts, never as soldiers, but as healers oreven dip-
lomats.

Because their numbers are small, they demand pen-
ance from those they aid, asking for them to perform tasks
to relieve other suffering souls, thus increasing compas-
stonate acts tenfold more than their order could perform
alone. While Amaltheans will aid others without a prom-
ise of a penance task, they are bid by the orders leaders to
endct this promise whenever possible. The nature of the
promise is up to the heater enacting it, and there is no set
guideline for the difficulty of the task compared ro the
healing. An Amalthean will generally ask for what she feels
is the promiser can achieve, but she is free tocenact & harsh
task if she feels the sufferer needs it.




The Amaltheansarearare voice in the Church, preach-
ing the rights of all living heings, sentient or not. They
admonish those who seek their aid to never harm an ani-
mal or sentient creature even if it threatens them in re-
turn; thev can defend themselves, but must avoid killing,

Leading Amaltheans; Archbishop Sakhya of Artemis
(head of the order), Bishop Deander of Stigmata {physician
in charge of war relief), Canon Teras Myrin of the Road
(wandering healer, beloved by many), Cardinal Oma of
Apshai (ambassador to the Vau)

Roleplaying Notes: Amaltheans fight against their
own negative thoughts. Like evervone else, they know
anger, hate and fear. Unlike everyone else, they are often
punished severely for such thoughts. Instead of giving vent
tothese emotions, they are taught to suppress them. At the
samg¢ time, they are compassionate and non-judgmental
of other peoples failings. This duality has created a lofty
martyr complex among many Amaltheans, whereby they
believe that their sinsare worse tenfold than those of other
people, and s¢ they must shut them out {or in) and even
hide them from themselves and others. This tends co make
hubris even worse for them, as thev have no healthy way
of confessing their guilt,

Nonetheless, those Amaltheans who have effectively
wrestled with their own imperfections have become pow-
erful forces for change in the Known Worlds. It was the

unvielding hunger strike of Sister Ananda that finally
convinced Patriarch Jacob to reword his bull concerning
the harsh punishment of certain sins against the nobility
{a bull believed to have been paid for by the nobility).

But their own sense of deep sin causes many to fear
being alone, believing that the presence of others will
somehow prevent their committing deeper sins, ot at least
distract them from themselves. Thus, wandering
Amaltheans seek out others travelers, and few people
refuse the chance to add a physician to their retinue,

Character Stereotypes: Doctor, counselor, shaman,
peace activist, war medic, diplomat, ambassador, iconoclast
{resisting militant society), apologist {defending milirant
society)

Mendicant Monks
(Hesychasts)

Some faithful do not involve themselves with the hi-
erarchical orders within the Church and instead become
monks, retreating as hermits to the wilderness, ascenobites
tothe monastery or as mendicant, wandering friars. While
these monks do not answer to any direct authority, nei-
ther do they partake of the full henefits of a sect or order.
They have exchanged the restrictions of ordained mem-
hership for freedom toseek the Pancreator in whatever way
they will — as long as it does not smack of heresy.

Distanced as they are from the center of the Church,
rhey rarely have any input or effect on theological or doc-
trintal issues, But the occasional mvstic has come from the
wilderness toimpress all with hisinsight, causinga stirand
a genuine revival within the Church, But this rarely lasts
more thun a generation or so, as the Church hierarchy
again takes precedence over subjective viewpoints. Some
mystics, if popular enough, are enshrined as a saints after
death, allowing the Church to claim thaticisa living tra-
dition open to new insights from the Pancreator or his
chosen prophets.

Hermits usually stake out a territory in the wilderness
of a distant planet, one far from empire and Church poli-
tics. They often become the protectors of these wilds, dis-
turbed only rarely by 4 [ocal peasant seeking a cure for
warts or a love philter. Monastery monks rarely leave their
chosen abode, instead spending their lives in contempla-
tion or performing scriptorial duties, copving Church
documents for posterity. The recent Emperor Wars took a
toll on certain monasteries, leaving some in ruins with
monks left to wander in search of a new retreat.

Mendicant friars are those who have taken the word
of the Prophet on the road, to deliver it to the places fur-
thest from Holy Terra and bring salvation to the ignorant
souls who dwell there. Being near penniless, as scripture
requires of most monks, they must rely on the kKindness
of others ro get where they arc going. This often involves
making deals wirth League merchants for passage in ex-
change for praver services, or wheedling into a noblesen
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tourage in exchange for confessional services (although
not all monks are necessarily ordained to give confession).
Friars tend to be resourceful types, and know that scrip-
ture must sometimes be placed aside toward the greater
good of getting the word out to the people.

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

Roleplaying Notes: Hesychasts want nothing of the
squabbling going on back on Holy Terra, with all the ab-
stract arguments over the inheritance of the Holy Flame
in rhe soul or the proper way to sit ar morning praver. To
them, it is direct experience of the Pancreators creation —
whether in raw nature or among the peasantry — which
reveals best the skopos, or purpose, of creation. Monaster-
ies can help weed out the useless chatter of the world and
reveal the true light,

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

Sectarian Conflicts

The Church was very involved in the Emperor Wars.
The Partiarch tried to institute a theocracy to replace the
erapire, but he received too little support. After long ne-
gotiations with the five Royal Houses, he eventually de-
clated the Church’s support for Alexius Hawkwood, giv-
ing him much needed popular approval in his bid for the
seat of the Empire.

However, the political struggles the bishops and priests
involved thernselves in caused a backlash of disillusion-
ment against the Church among the populace at large.
People lovked to new sects or ordersand turned away frorn
their traditional (sometimes many generations-long)alle-
giances to their previous sects. The Orthodoxy suffered a
decline in membership as other sects swelled, setting the
stage for a behind-the-scenes conflict throughout all lev-
els of the Church, from thegrand cathedrals to tiny shrines
in backworld hamlets — the struggle to save the souls of
Human Space has heated up.

But this cross-sectarian shift is caused not only by the
bishops' nasty political dealings: growing apocalyptic fear
has caused many to desert the past and throw their 1ot in
with any who can promise instant salvation before the
suns die out. Fear of final judgment is in the back of
everyone’s minds, and those who can most readily address
this fear — with more fear and guilt or by compassion and
understanding — benefit the most.

More information en Church theology and cosmol-
ogy can be found in Chapter Five: Occult.
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The Inquisition

The Inquisition is perhaps the most feared organiza-
tion in the Known Worlds. Even the Emperors mighty le-
gions. asdeadly astheyare, do not stir the fears of the popu-
lace as much as a single Inquisitor knocking at the door.

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

Yet despite what peasants and sinners believe, the [n-
quisition is not everywhere. It takes a special meeting of
the Inquisitorial Synod (council of priests) to award an
Inquisitorial Scal to a priest {or group of priests), and each
seal usually has a specific mission attached to it; the per-
formance of unassociated missions does not necessarily
have the backing of the Church. With Church backing,
Inquisitors are nigh-immune to punishment for any ac-
tion they undertake while inguisiting. Without such
backing, disgruntied or insulted nobles or merchants can
handle the transgressor however they see fit — within the
limits of the law, of course,

Aseal can bestripped from its bearer by the synod, the
patriarch or the council of archbishops. If a seal was
awarded by a lesser synod (a meeting of local svnod mem-
bers, not comprising the full council), it can be nullified
by the planets archbishop. Such lessor synods are often
convened to try local affairs not important enough to
summon the whole council. Calling the full synod to-
gether takes time, for the members must travel from their
varicus worlds to the synod chambers at Holy Terra, Only
grave and long-term threats suffer from full synod scru-
tiny

Inguisitorial seals can he awarded toanyone the synod
deems worthy, not only priests but noblesorany freeman.
However, such privilege and power is rarely handed to
those who have not proven themselves loval to whatever
political cause the synod pursues.

Then there are full-time Inquisitors, those who have
heen given broad seals with lifetime durations. These dan-
gerous enforcers have an extreme degree of power, able to
cruise the universe at will dispensing justice however they
see fit. While they gre officially immune from any buc
Church prosecution, some of the more overzealous or im-
politic Inquisitors have suffered tragic but unexplained
“accidents.”

The Merchant League

Julia Abvams huddled behind the crates in the musty old
warehouse. She risked a peak over the top of the bux but pulfed her
head back down as soom as she saw a shadow mowe past the frone
dour. She expected some dissatisfied customers, but not to thisex-
tent. You would think people had never paid too much for junk
jewelrybefore. Sowhat if they wevent authentic Vau crystals? Julia
had never said they were — just that they might be.

Well, it was a good thing Director Hendrix of the local Chari-
oteers had just asked her to flv a ship out to some frontier world,
Julia had been itching to get her hands around ¢ good ships con-
trols again, and while this wasn t exactly a good ship, it would do.
Maybe Erian Li Halan would be interested ina vacation on Pan-
demonium. Now if only she could just get our of this ware-
house. ..,

The Guilds

All that remains of the massive conglomerates that
once ruled the Second Republic are the merchant guilds,
grudgingly united in the Merchant League. Five guilds
have risen to prominernce, but none of rthem has enough
authority alene to control the entire League. In fact, de-
spite their prestige, even if they worked together {an un-
likely event) chey would have a hard time forcing the
League to doanything if alf the lesser guilds were united
against them.

The five leading guilds are the Charioteers, the Engi-
neers, the Scravers, the Muster and the Reeves. They have
each established their own speciaities and defend rhem
vigorously. However, none of them hold a complete mo-
noepolyinanyof their areas. All guild members understand
that their success lasts as long as they can make it last and
not a moment fonger. Guild members constantly seek out
ways to expand rheir reach, and if that means undermin-
ing their brothers and sisters, then so be it.

The main guilds have carved out their own hegemo-
nies, bethey in territory, product or service. On some plan-
ets a number of different guilds get along fine, each cater-
ing to their own customers and engaging in friendly ri-
valries. On other planets, the same guildsfight it out tooth
and nail, using every weapon in their arsenal ro destroy
the competition.

still, o matter how fiercely they compete with one
another, they all understand that they have common en-
emnics. Should nobles or Church leaders attempt to take
advantage of the League’s internal squabblings, the guilds
will do their best to put up a united fronc. By the same
token, if a League member is being unjustly threatened by
outsiders, other guild members mav act to protect her. Of
course, if they feel they have nothing to gain and every-
thing to lose, they will abandon her without a second
thought and only slight regret.

Guild leaders, called deans, try to maintain some sort
of order within the league, but trying to get this many
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Stereotypes

The guilds got where they are today by attracting
a certain rype of members, but that membership has
become more varied as time has passed. The
roleplaving hints in each section provide a brief guide
for both players and gamemasters who want 10 add
these guild members to a game, but they should not
teel forced to follow these guidelines. Create charac-
ters who do what you want them ro do regardless of
anyone elses preconceived notions.

strong-minded and competing individuals to agree on
anything is a task. Each Leaguemeister, the official head
of all the guilds, comes to power with a pledge to lead all
the guilds in harmony, but somehow this never seems to
work out.

Charioteers

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

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

The leadership of the guild is perhaps the most active
in the Known Worlds. Even its oldest deans continue to
cruise the trade routes, buying low and selling high. Most
people have seen at least one of its members, dressed in
clothes which could only have been designed toattract as
much attention as possible, standing in a town square,
making the guilds clarion cail, “You want it, 1 got it!’

People friendly with the Charioreers can buy almost
anyrhing from them, and its guild members have access
to one of the greatest information networks in existence,
allowing them tosell knowledge as well asgoods. However,
its members are renowned for giving lip service to what-
ever religion will get them the most sales that day, and of-
ten attract unwanted attention from the clergy.

Some nobles seem to believe that the Charioteerssup-
port the ¢reation of the Third Republic and are secretly
behind building it. While no evidence has yet becn un-
covered, merchants of the Charioteers are often watched
carefully. On the other hand, commerce berween the stars
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would stop completely if anything happened to thisguild.
They own far more ships than any other group,and while
they may not have as many warships as the Hawkwoods
or the Decados, their smail merchant vessels are sometimes
surprisingly well-armed.

Leading Charioteers: Dean Zale Gailbreath (head of
guild, rumored advocate of republican ideals), Consul Kris
Chartash (renowned trader, head of one of the largest ship-
ping organizations), Consul Lillian Staggs (well-known
explorer, now runs the extremely famous passenger service
called Stagg Lines — “We'll Take You Anywhere”).

Roleplaying Notes: Other guilds like to jokingly refer
to the Charloteers’ split personalities. On the one hand,
they are the most friendly,outgoing tradersin the universe.
They seem sure that everyone is their friend, that every-
thingis wonderful and that the only thing that can make
life better is for you to buy their merchandise. On the other
hand, don't even think ahout crossing them on their own
spaceships. These are the taciturn, no-nonsense pilots who
care much more for their machines than any human.

This perception is partly the result of a growing split
within the guild between its best traders and its best pi-
lots. While in the past the Charioteers’ leaders have been
ralented in both areas, its consuls have become more and
more specialized of late. The same is becoming true of the
rank and file. Dean Gailbreath has only recently begun
battling this trend, and has tried to promote more mem-
bers skilled in both areas.

Character Stereotypes: Pilots or vehicle operators of
any type, merchants,archacologists or artifact dealers wan-
dering teachers, carny attractions (traveling freak show
owners or participants).

The Supreme Order of Engineers

High technology is at a premium in the Known
Worlds, for those who understand it are few. Many of them
are members of thisguild. When a starship needs to be con-
structed or repaired, when a personal shield has burnt out
and needs fixing, when an arm has been blown off and
necds replacing, an Engineer is the only one to summon.

This is one of the least-known guilds, for it makes no
effort ro sell product to the peasantry. Instead it has con-
centrated its efforts on developing new technologies and
ensuring that 1o one else makes the same discoveries. Its
hidden labs and concealed factories have churned out ex-
traordinary innovations in cybernetics, genetic engineer-
ing, explosives, space flight, medicine and other areas. The
Engineers have in turn made the results of these break-
throughs available to the rich and powerful, for only the
wealthiest can afford them. Additionally, the Engineers
have gone to great lengths ro ensure that their customers
do not try to duplicate the technical innovations.

For thisreason, there are many who refuse rodeal with
the Engineers — or at lcast that’s what they say. Others note
that the Engineers appear to be their own best customers,
and that is extremely unnerving to many I is rare to meet
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an Engineer who has not used his own body altering tech-
nology on himself, giving himself cybernetic implants,
physical modifications or strange cosmetic additions. A
first meering with an Engineer is guaranteed to be at least
unnerving, if not downright petrifying.

An additionally upsetting aspect of the Supreme Or-
der of Engineers is its connection to the Church, No one,
eitherin the Church orin the order, will deny that almost
1000 years ago the Engineers were once either a holy order
ot part of 4 holy order. Whatever happened in those an-
cient times remains a mystery today, but Church leaders
have done little to either discipline this group or bring it
back into the flock. Some guild membets worry that the
Engineers have maintained their ties to the Church. Some
Church officlals worry abowut the same thing and whisper
that the holy order the Engineers broke away from still
exists in secret,

Their worries are heightened by the fact that the Su-
preme Order of Engineersis also one of the most secretive
guilds, Getting information from the Engineers is next to
impossible, and even other League members find it diffi-
cult to communicate with them. The Engincers have
structured theit guild in such a way thar new members
know almost nothing, and discretion is a key component
to advancement. The guild is the only one of the big five
with its own titles for advancement. The head of the or-
der is not called a dean but a2 master engineer. Associares
arc apprentices, chiefs are engineers, managers are entered
engineers, dirccrors are fellow engineers, consuls are crafter
engineers.Some ¢ven take on new names upoen joining the
guild.

Leading Engineers: Master Malifice Hereditus (head of
guild, never seent but rumored to be far more maechine than
human), Crafter Wavefinder Luceta (Expert with think-
ing machines, unnaturally beautiful}, Crafter Philius
Mordela (former priest, guild ambassador to Holy Terra).

Roleplaying Notes: W hile Engineers are renowned for
their standoffishngss, thisin no way diminishes their value
to others. Many nobiles consider it a point of prestige to
havean Engineer in their entourage, and even priests rec-
ognize their occasional usefulness. Still, many Engineers
areore than alittleinhuman and can disquiet even rheir
best friends.

Most Engineers seem driven to advance within the
guild. The two quickest routes are through service or in-
vention. Protecting guild secrets can be as valuable to pro-
motion ascreating new innovarions. Guild leaders do seem
to have their own criteria, however, and most low-level
members do not know exactly what will bring them fa-
vor, so they do their best at both.

Character Stereotypes: Starship engineers, inventors,
scientists of all types{including mad scientists), repairmen,
weaponsmiths, crafters, cyberfetishists
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Scravers

Scravers hide behind a veneer of “respectability”in the
form of a scavengers guild, They make their mark by re-
covering and refitting derelict spacecraft, patching to-
gether Second Republic artifacts everyone ¢lse deemed
bevond redemption, and by finding artifacts where noone
thought any could be. But this is only one part of their
interstellar enterprise.

Anything the Charioreers or Engineers can't sell legiri-
marely somehow ends up in the Scravers’ handsand passes
through their vast network with no questions asked.
W hen casinos appear on a planet, they are probably owned
by the Scravers’ If a brothel appears protected from both
the law and the Church, it probably belongs to the Scravers.
If peasants begin organizing and demanding better wages,
nobles blame the Scravers, The Scravers have mastered the
art of finding income everyone else has passed on.

They tend to hide behind the cover of various
sub-guilds and are master spies. They have dirt on just
about every major political figure imaginable,and are ready
to use it if the nobles, priest, etc. try to squash them, The
occasional crime ciean-up effort isallowed, but ne real at-
tempt to destroy this guild is tolerated. They operate an
underground networtk of spies and assassins for hire tothe
roval houses.

Most citizens really don't link the scavengers to the
mob, since high-profile crime trials have cleared the scav-
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engers guild of wrongdoing {sure, there are always stories
about rigged trials, but most peasants trust the law because
they're medieval innocents, not twentieth century
deconstructionists). The Scravers have their hands in most
of the usual guild businesses, but they continue to spe-
cialize in repairing and reselling old and {usually) aban-
doned equipment, Buying from a Scraver means paying a
cheap price but gerting what vou pay for.

Seravers also have strong investments in gambling fa-
cilities. and some of their largest rehabilitated ships have
becotne their interstellar casinos. In space they escape the
scrutiny of the antigambling sects, and this also allows
them to pick up high rollers from every planet. Of course,
their gambling ties also mean that they are constantly ac-
cused of having ties toevery organized crime figure in the
Known Worlds — a charge they only half-heartedly deny.

The Scravers are made up of many small local groups
paying fealty todeans, but each claiming a lot of autonomy.
They must pledge their [ovalry both to their local organi-
zation but also ro the umbrella group. Thisis a blood oath;
joining one branch is for life, and a hidden tattoo is re-
quired asa mark of lovalty, Thus Scravers can find welcome
everywhere, albeit a suspicious one.

Leading Scravers: Dean Benita “The Fox” lvankov
{head of guild, only dean of a major guild who does not
live on Leagueheim), Consul Carlos “Two-Time” Ong(head
of the Leagueheim Bazaar}, Consul Oliver Lords (uncov-
ered Second Republic military depor and sold it to




Hawkwoods; now League ambassador to Emperor).

Roleplaying Notes: 'Anything for a Bird” could be the
mottoof thisguild. While its members are fiercely protec-
tive of their own operations, they have no compunctions
about muscling in on other peoples projects. They can also
find innovative ways to make money from someone elses
job.1f an Engineer runs a spaceship repair station, he's prob-
ably paving a Scraver for parts. If a Charioteer needs a ware-
house, he's probably paying a Scraver to have his goods
loaded and unloaded.

By the same token, Scravers are famous for the risks
they take in search of profit. They are more than willing
to put their own lives (or anyoneelsesyon the line. Rumor
of a cache of Second Republic vases will send them scur-
rving into the heart of an unexplored jungle. Tell them
that the head-hunting Vorox guarding the vases like to
gamble will send them there twice as fast.

Character Stereotypes: Sinugglers, archeologists, gang-
sters, scavengers, assassins, information brokers, hit men,
gamblers, extorrionists {(Royal Houses are dangerous but
rewarding targets), pirates.

The Muster (Chainers)

While most guilds make their money of f of goods and
setvices, the Chainers make theirs off living beings. Their
ships ferry mercenaries, technicians, animals, foodstuffs
and, some say, slaves to their many customers, People who
buy from them find themselves constantly able to acquire
skilled help for almost any situation. They may also find
themselves shanghaied or facing the wrath of those who
miss the skilled help.

The Muster is the freeperson’ labor guild, providing
trained {(but union-regulated}labor for freepersons to vari-
ouscontractors. Since skilled and crained talent is not easy
tofind since the Fall, if you wanta job done right, vou must
go through the Muster. The guild was begun long agoasa
soldiers rights group for mercenaries; in the centuries since
the Fall, it has become the union for all laborers.

However, this does not mean they are liberal watch-
dogs looking out for human tights; the only rights sacred
to them are those of guild members {only freepersons can
apply). It is one of the hardest guilds in which to gain mem-
bership, because members (skilled labor) get good benefits
and security for the rest of their iives. The Muster drives
hard bargains for its skills.

For most Muster contracts, the wotk force is made up
of “temps” hired by the guild, with the sweet, managerial
positions going to Muster guildmembers. This is usually a
good place for characters to find a job when all else fails.
However, the Muster prefers not to pay its labor base at all,
and for that reason it acquires slaves. This has given it the
nickname “Chainers.” Slaves rarely provide more than
grunt fabor, but theres a lot of that needed in the wide
universe. Chainers are well-kniown among the peasantry
for kidnapping people on small worlds and shipping them
of f far away where they'll never be recognized. The Church

frowns on this and punishes it when discovered.

Chainers tend to wear armor and armorlike clothing,
and most carry weapons wherever they go (even today, the
high-ups in the guild are usually ex-mercenaries). They
often travel in packsand rarely pass upan opportunity to
raid for slaves. They are also thought to dabble in psycho-
logical conditioning, and to have modified their merchan-
dise accordingly.

Leading Chainers: Dean Kryanida Halostro Sekimen
{head of guild, master military strategist), Consul Erwin
Cerhardr (leader of the famous Desert Tigers armored le-
gion and teacher of tactics at the League Academy), Con-
sul Tereza Solace {rumored to be both psychic and head of
the guilds slave operations; sometime called the cruelest
person in the universe).

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

This has made the Muster extremely League conscious.
Muster leaders reinforce the guilds’ unity at every oppor-
tunity. No member of a guild is to be injured if it is at all
avoidable. Other guilds get huge discounts on Muster ser-
vices. Noguild member will be enslaved. Of course, if some-
one takes untoward advantage of the Musters good na-
ture...

Character Stereotypes: Professional mercenaries,
ex-soldiers looking for work, freelance jack-of-all-trades,
artifact hunters,adventurersfor hire, ex-slave given mem-
bership for saving owners life, slavers (human hunters,
"most dangerous game”), professional tradesman (yeomen
of all types), psvychologists,

The Reeves [Cray Faccs)

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

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

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

Of course, money is not the only thing Reeves demand
in exchange for their loans. They have been known to de-
jay or even cancel required payments, but then get the
debtor to do certain favors for them. These favors have
ranged from simple labor to obtaining party invitations
to attacking enemies to obtaining noble titles o, as the
story goes, infiuencing the vote that made Alexius em-
petor.

Pubticly the Reeve Jeaders appear to be the most con-
servative of the League leaders, but more than one has got-
ten into trouble with the various sects for acts considered
extremely unorthodox. Usually the Reeves manage to get
these incidents covered up, and do their best to maintain
a staid and discreet appearance. Never expect a Gray Face
to wear the gaudy cloaks of the Charioteers or the omi-
nous robes of the Engineers.

By the same token, the Reeves have gone to great

lengths to suppress stories that would cast doubt on their
legitimnacy. Theone which gains the greatest credence, and
which seems to drive Reeve leaders into fits of indigna-
tion, is that rhe earliest Reeves made their money as pirates
and their first loans were in fact ransoms. Noonecan prove
that this was the case, but neither can the Reeves disprove
that ships under their protection are the least likely to be
arracked by corsairs.
Leading Reeves: Leaguemeister Tyrus Spear (head of
the League, renowned jurist and advocate), Dean Melissa
Winters (leading banker, one of the richest people in the
Known Worlds), Consul Carmichael Yoster {recently ap-
pointed admiral of League Fleet though his military abil-
ity is in question).

Roleplaying Notes: There are many stories as to how
the Reeves acquired the nickname Gray Faces, hut the most
common one has to do with how fervently they strive to
avoid controversy. They have a reputation for composing
argumenrts and opinions with s0 many exceptions that
they can mean anything. Even when you hire one of the
famed Reeve advocates you have no way of knowing that
he will support you the next time this issue comes up.

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

Character Stereotypes; Wealthy advencurer, lawgiver
{sheriff, deputy for hire), philosopher, gentry wanna-be
{secks landed title, such as baronert, laird, etc), Third Re-
public architect, loan enforcer, statesman, roval chamber-
lain, seneschal, crusading advocate, ardent capitalist {hires
other characters to help out with get rich quick schemes)

The Lesser Guilds

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

some of the better known of these lesser guilds cater
to artists and entertainers. Musicians and troubadours
have an extremely influential alliance, altegations of psy-
chic training not withstanding, They, and several other
guilds, have forced the renowned League Academy to pro-
vide facilities for its members. Even the court jesters have g
small but venerable guild, and one of its finest members is
on the Academy faculcy.

Lesser guilds have made their mark on the Leagucina
number of ways. For instance, a printers guild has done
much to preserve non-religious books, though it has been
careful not todisseminare anything of which the Church
might disapprove (Church criricism, information on tech-
nological developments or accurate histories). Not all of
the printers’ work is in print, however. They have also be-
gun transcribing old documents kept in an electronic for-
mat,

Some of these guilds provide a wide variety of func-
tions but limit their activities toa smallarea. For instance,
the Morticus Guild of Tethys originally began as a family
bakery several hundred years ago. Its members became
wealthy enough (and their liege impoverished enough)
that they were able to buy their freedom. Now they con-
trol a number of different trades on Tethys, including la-
hor on new buildings, hauling goods between its two main
cities, providing workers for artifact recovery and oversee-
ing all rransactions between the planets human and na-
tive alien populations.

A few guilds limit their activities to Leagueheim it-
self. Since Leagueheim’s population is made up primarily
of freemen, most of its people have joined guilds. Thus the
Courtesan Guild, Mercurians, Ancient Society of Sacred
Alchemists and the Purloiners Guild may have branches
elsewhere, but they deny it. They can be found on
Leagueheim, however, displaying their goods and services
proudly.

Independents

Not all freemen belong to a guild. Some have either
lost their guild affiliation or never had one to begin with.
These independent agents often work for the guilds, but

sacrifice the protection and stability such an organization
offers for freedom and autonomy. They cannot call on
back up when they are in trouble, bur they also do not
have tosubmit tosomeone elses commands, Thisarrange-
ment is far from the norm in the Fading Suns, for almost
everyoneis beholden tosomeone else. Independent agents
are the only people without a liege of some kind {though
even they must profess allegiance to the Emperor),

While the guilds provide these independent agents
with most of their work, they are not the only customers
who take advantage of these unique arrangements. Nobles
will seek them out, especially when they do not want the
guilds to become aware of certain tasks or if they want to
be able to deny any involvermnent. The Church supports
thefeudal order even more fiercely than the nobles do, but
it uses free agents in its fight against heresy. After all, bet-
ter that someone living on the outskirts of sociery risk her
soul than someone at its heart,

A plaver interested in taking on the role of an inde-
pendent agent should determine not only what skills his
character has developed, but why he has become an in-
dependent agent. [f one of the guilds kicked him cut, then
doeshe maintain any tiesto the League? If a noble recently
made himafreeman, then why,and what obligations does
he still have to that noble? If the character ran away from
his previous obligations, be they to a noble or to the
Church, then does his previous master still pursue him?

An independent agent takes a great deal of risk in
making his way through the Known Worlds. These char-
acters are best suited for life on the outskirts of civiliza-
tion, perhaps near the barbarian worlds or on newly redis-
covered planets. The closer an independent gets to the
heart of civilization, the more pressures he will feel tocom-
mit to a master.

Guild Territoriality

W hile most people know better than to trust a trader,
few understand just how deep the Leagues involvement
throughout the Empire goes Most people only see guild
members visiting a planet, setting up asmall shop and sell-
ing their wares. The guilds actively try o maintain this
view of their operations, concealing their massive instal-
lations and armies of mercenaries. Those in the know be-
lieve the Merchant League has committed itself to bring-
ing about a new republic. Others point to guild involve-
ment insabetaging technical research and restricting plan-
etary production as signs of a more sinister goal.

Most of the guilds have a monopoly on at least one
resource or device. They guard these areas zealously, going
co extremes to ensure their contintued mastery. For in-
stance, the Engineers have long been the sole provider of
Lypee-55,a key ingredient in longevity serums. Rumor has
it thar at one point House Li Halan began synthesizing the
liquid in cheir labs on Manitou. The Engineers uncovered
what the House wasup toand offered the Li Halan a huge
sum of money for it to stop. When the Li Halan made it
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Guild Safe Houses

The Merchant League has no illusions about its
popularity in rhe Known Worlds. Nobles rax almost
everythingit does, peasants jook for every opportunity
to steal from its shops and the Chutch condemns its
very existence. So the League makes friends the only
way it knows how — it buys them.

Almost every planet has at least one non-League
person who, at guild expense, will take care of League
members or goods. Most planets have one in every
major city. This person usually keeps his ties to the
League secret, but provides essential services. He will
store guild merchandise, hide people on the ran, ar-
range clandestine meetings, and help guild members
in trouble,

Sometimes one guild pays his expenses and other
rimes a number contribute to the pot, but either way,
that person will usually do what the League needs
done. The trouble comes in finding this person. No
registry of these agents exists, If the Charioteers have
paid for someone on Cadavus to look after their
interests, then they are unlikely to tell other guilds
about it.

A problem the League often faces with these
agents is that they often believe that the League will
sanction their activities, no martter what they might
be. At least one of these safe houses turned out (o be
home toa coven of warlocks,and the League hassince
tried to be more careful about who it pays of £ Of
course, there is no way for the League to ever be corn-
pletely confident.

clear that they would do no such thing, the Engineers of-
fered them a Philosophers Stone. When that didn't work,
a number of Manitou'’s power plants malfunctioned and
exploded. Only one was nuclear, but it tock out the main
laboratory complex —and the neighboring city of 100,000
people. The Li Halan have made no furthet study of
Lypee-55.

Additionally, individual guilds of ten battle each other,
both militarily and financially. Alliances within the
]eague seem toshift wirh the solar winds, and roday5sally
hecomes tomorrow’s stepping stone. While most of the
guilds have staked out the area they claim as their own,
providing a variety of goods and services within that re-
gion, the boundaries are rarely fixed. 1t is not uncommon
for a Royal House to “request” that a guild set up shop in
territory previously controlled by another guild. This cre-
ates competition within that territory, driving down prices
and stimulating the local economy. It can also have the
unintended effect of creating violent competition, wreck-
ing the local economy and killing scores of innocent by-
standers.

The guilds usually hire outside agents to handle these
matters, preferring to keep their most loyal forces engaged
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against non-merchant opponents. Freelancers can earn &
great deal raiding enemy guild warehouses, stealing their
secretsand assassinating key people. These same freelancers
are often the first ones sacrificed when rhe guilds make
up ot need to cover their tracks.

Academy Interatta

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

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

Other people say that these reports grew out of the
constant politics that go on between and within the
Academy’s many departments. Professorsand department
heads have accused each other of everything from body
odor to plagiarisin to pederasty to murder to genocide,
Sometimes the accusations are true; usually they are just
additiona) weaponsin the battle for Academy fundingand
prestige.

While the politicking within the Academy is usually
related to the different departments and not the differ-
ent guilds, individual guilds certainly make their presence
felt. The Muster has ensured that the Academy fund amili-
tary affairs department with ties (0 the League Starfleet.
The Engineers influence much of the technical research
cartied out ar the Academy. Even the Courtesans Guild had
amazingly little difficulty in adding one of its members
to the faculty.

The Academy itself is a sprawling entity, with classes
and research raking place all over Leagueheim andevenat
a few locations of f planet. Studentsand guilds pay the pro-
fessors directly, and the professors pool much of their in-
come in order to maintain and upgrade thefacilities. Much
of the Academys’ best features have been donated directly
by one guild or another.

Indeed. the entire League backs the Academy Interatta
to an extreme degree. Many League leaders spent at least
some time as students at the Academy, and most of these
have fond memories of their time there. They also recog-
nize its need asa central storehouse for knowledge. One of
the Academys strongest departments. as well as the one
which appears most free of guild meddling, is the Recla-



mation Department. This agency is dedicated to finding
and recovering lost wisdom, and it receives incredible
amountsof funding for this purpose. While it usually pays
for lost dara, it has been known to send heavily armed
mercenary teams to recover ancient records and old space-
ship logs. Since these operations tend to upset priests and
nobles wherever the mercenaries go, the Reclamartion De-
partment only resorts tosuch efforts when it feels the need
is greatest — or when it can get away with it

Piracy

None of the powers in the Fading Suns officially con-
dones piracy, but it continues nonetheless. Nobles blame
the guilds, the guilds blame the nobles and everyone casts
a worried eye at some of the more fervenit sects. Noone can
deny that the problem grew during the Emperor Warsand
continuesat high fevels, The Emperor has said he will bring
it undcer control but has committed most of his resources
to his new wars against the barbarians. What little he has
sent against the pirates has not met with much success.

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

Of course, everybody tries to pass the blame off on

barbartans and aliens. In fact, both barbarians and aliens
have been captured raiding merchant vessels, Some of the
maost extreme alien-independence organizations have even
attempted to license privateers or raid shipping on their
own. These have raised an immediate hue and cry from
the noblesand guilds, who combined forces to drive these
pirates from the stars,

Contrary to popular belief, the pirates’ general strat-
egy is ot to attack a merchant ship with fusion cannons
blazing, This creates far too much risk of losing valuable
cargo. Pirates infinitely prefer fast ships to heavily armed
ones, and they close with their targets as quickly as pos-
sible, broadcasting threats of what they will do to anyone
who resists them.

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

There are exceptions to this rule. Mad Carnegie jones
gained a reputation for torturing and killing the crews of
the ships he captured, jettisoning their bodies off inte
space. His career ended shortly before the Emperor Wars
when a merchant ship resisted and ended up ramming his
craft. The attack destroyed both ships, and jones was left
todiein space.
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Searching outspace pirates isespecially difficult.Since
merchants tend to fly certain predetermined routes de-
signed to make space rravel as fast and inexpensive as pos-
sible, pirates have little problem ambushinga suitable tar-
get. Additionally, pirates who operate incerrain areasseem
ro have excellent contacts in the nearby space potts. These
can tell them about tempting targets as well as possible
threats. Pirate hunters rately have these luxuries. They have
to try to discover where pirates make their bases, disguise
themselves and sail the trade routes, ot capture space port
informants. Then they have to defeat the pirates in battle.

Aliens

Onganggorak crept on all sixes through the wind-shifting
reeds. The sharprats were unaware o f his presence. That would
soon chunge.

He stopped and stole a peek ahead. The royal and her entou-
rage where still gathered stupidly around their downed Lander,
loudlyarguing about whose fault it was that the ship was sinking
in a morass of dagmush. Ong shook his head in exasperation, the
way he had seen humans do when they disapprove of something,

He ducked down again and froze at the sound of the
sharprats. The pack was advancing on the haplessentourage from
too manydirections.Ong realized he couldnttake them all down
at once, but if he could scare them, it would give the humans a
chance to react before they were devoured. He hunched up and
quietly drew in a breath, drawing his Glankesh swords. He then
launched himself in a leap over the head of the closest sharprat,
letting loose a howl.

Erian Li Halan screamed and held her ears at the horrible
shriek which suddenly split the muggy air. She looked across the
tall grass and saw a Vorox leaping over the half-concealed, skull-
like head of a scavenger beast. Before it landed, its crescent swords
diced through the woplayer of grass, taking the beastshead off alsa.

Squeals rang out from across the grasslands and shapes re-
treated to the shadows of the swamps. The Vorox scanned the grass
warily, then straightened up and walked over to the startled hu-
mans.

“(ireetings, noble and entourage,” the furred, six-limbed gi-
ant said in eloquent Urthish, flourishing three of his four arms.
“What brings a fine lady like you to a swamp like this?”

Known Worlds Races

There are a number of senitient races living in the
Known Worlds. Almost all of them have suffered some
indignity at the hands of humans, For most, it was the
claiming of their homeworld by human colonists, and the
resulting terraforming which uttetly changed theirances-
tral home. Many of these races became homeless refugees,
herded ontoreservationsa mere fraction of the size of their
previouls homes — OF WOISE, ontodifferent worlds entirely.
For others, it was the wars which decimated their popuia-
tions, leaving the survivors to eke out a living from hu-
man charity, carefully watched for any sign of rebejlion.
Most of these poor souls yearn toescape human space, even
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if it means leaving their natural environments behind, and
aliens are in the forefront of new space exploration.

Not all are unhappy, however There are more than a
few cases in which aliens have benefited from human in-
cervention. The Etyri of Grail were in danger of dyingout
due to the predation of vicious beasts before they could
develop sufficient tech to save themselves from their
nunters. But humans arrived, recognized the Etyris sen-
tience, and built safe reservations for them, alsc providing
weapons which more than evened the odds against their
predators.

Three othet major racesclaimsome political, econormic
or military power, and are granted certain concessions
from the empire, giving them more rights and freedoms
on theit homeworlds than most aliens enjoy. While they
have all been under human rule since the Diaspora (Sec-
ond Republic at the latest), they accept this for the most
part, although thereare chose individuals who chaff un-
der such “bondage.” These three races are detailed below.

The Children of the Us

The Ur races (also known a8 the Anunnaki) are the
oldest known races. They disappeared before humans
reached the stars, leaving behind many powerful artifacts,
including the jumpgates which make star travel possible.
Their purpose isa mystery, as is the nature of their legacy:
What happened to them? Did they intentionally leavethe
jumpgates for the younger races to use? Too many ques-
tions remain unanswered.

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

While these Ur Children know very litele of the
Anunnaki, their mythsand legends tell of godiike beings
who shaped rheir cultures, weaving the fates of Obun and
Ukar alike for good ot iil in a sott of cosmic chess match.
One pantheon of gods is believed to have won out over
their rivals, with the result that the rivals pawns were re-
moved from their homeworld and placed in a vicious,
adversarial environment to rebuild their tattered and dis-
placed culture: the Ukar. The Obun, pawns of the victori-
ous gods,enjoyed a golden age of peace, learning and spiri-
tual study.

Then, the gods withdrew from the lives of mottals,
leaving the Obun and the Ukar to develop on their own.
That was many millenniaago, and the two races havetrav-
eled down radically different pathssince. During this time,
rhe Obun fell back into barbarist. pbut regained their civi-
lization through a renewal in spiritual doctrings and dis-
cipline. The Ukar have had a warlike and aggressive cul-



ture ever since the gods betrayed therm.

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

Ur-Obun

The Obun had not explored beyond
their solar system before the Second Re-
public arrived ro usher them inro the
commonwealth of Known Space. They
were treated better than most alien
races due ro their obvious link to the
Ur, but they were no longer the mas-
ters of their own destiny.

One of the first Obun to ex-
plore the stars became one of the
Propher’s eight disciples, and re-
turned to Obun after the
Prophet’s deach to preach her
message, creating what would
become the Obun sect of the
Universal Church. However, an
unfortunate incident during the
Dark Ages involving an Ur-Obun
priestand a Church bishop resulced
inareligious war which wiped out a
large part of the Ur-Obun population.
They live now exclusively on their
homeworld, governed by House Hawkwood.

Obun have no stricely defined family units. They
honor their mother and father, but the task of raising a
child is raken up by every Obun. An uncle or aunt will
often take charge of a childs schooling, but all Obun have
aresponsibility to the child, When an Obun goes bad (be-
comesacriminal or murderer), those Obun involved in his
upbringing blame rhemseives and usually retrcat from
their worldly duties for spiritual contemplation or pitgrim-
age, pondering what they did wrong.

The Obun have a government composed of an elected
Ruling Council. Candidates must volunteer for public
duty, and must pass the “Ordeal™ a rigorous test of the
applicant’s physical, mental and spiritual capabilities.Once
the candidate has passed this test (most do noty, his or her
scat on the council is rarely contested. Thev are one of cthe
very few races in the Known Worlds who do not have a
noble caste, although there are levels of rank in the Rul-
ing Council which are somewhat equivalent.

Appearance: Cbun are brown-skinned, as if deeply
tanned. Their hair is usually black and their EYES vary: ¢i-
ther green, blue, vellow or brown {rarely black). They tend
to bethinner than the average human, but thevaregenct-
ally more nimble,

Leading Ur-Obun: Soleel HanSeer (head of the Rul-
ing Council), Bishop Forsti HanKavak (head of the Obun
Church), Bran Botann voKarm (Emperor Alexius left-hand
counsel)

Roleplaying notes: The Ur-Obun are sought out as
third party diplomats and peacemakers, but they can be
viciousif they turn their minds teit. Their culture values
learning and philosophy over all ocher pursuits, and Obun
have a knack at answering questions which have
long plagued others, While their culture differs

from that of humans in the Known Worlds,
they have lived among humans long

enough to mix well (picking up as many
bad influences as good, some Obun say}.

An Obun can expecta respectful {if some-

what cold} reaction from most humans
he meets,

Most Ur-Obun are born with ad-
vanced occult abilities (either Psi or
Theurgy), and have a well-devel-

oped, moral belief structure to
support their powers. For this rea-
son, they are often more trusted
as psychics than are human
psychics,

Character Stereotypes: Diplo-
mat, mystic, priest, pilgrim, curi-
ous merchant, archaeologist, an-
gry iconoclast (looked upon as de-
ranged by Obun society)

Ur-Ukar

The Ur-Ukar obviously did not belong
on the planet from which they began their star-faring, The
surfacc of Ukar is hostile to life and the Ur-Ukar are forced
to live beneath the surface in a network of tunnels cir-
cling theglobe. Their legends speak of a great wrong done
by one of their kind in *heaven,” and they were ban-
ished by the gods to this hell in retribution.

The Ukar achieved space travel before their cousins,
the Obun, but were blocked by the Second Republicafter
colonizing only two other systems. A blockade war against
the Ukar homeworld lasted for decades, with the Ukar fi-
nally suing for peace and accepting reservations on their
claimed worlds while the Republic took over the gover-
nance of these planets,

Nativesof the U'kar homeworld live the first five years
of their lives in near or total darkness. At age six, they are
“brought te the light,” or slowly acclimated to light and
surface living, Due to their lightless beginnings, touch is
more important to them than sight, although their sight
has never become atrophied. They carve their bodies with
raised tattoos spelling out their names {on their faces)jand
their deeds {on their chests, arms and iegs). Ukarish as a
written language is a sort of short-form Braille, meant to
be “read” off someone’ skin {although the language has
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been adopted for books).

Ukar from reservations on other worlds have similar
traditions, but they often live in light since birch and usu-
ally do not read Ukar tattoos as easily. There is of ten a low-
level but murual disdain between homeworldersand “rez”
Ulkar,

They come from strong family clans and wage feuds
against rival clans. These feuds began when the early Ukar
fought over limited resources, bur resentment has been
handed down genecrationally even in times of abundant
resources. Certain clans hold leadership positions over
other clans because they were able to convince human
noble houses to recognize them over other Ukar clans, al-
though they do not seemn well-liked by the "lesser” clans.

Appearance: Ukar resemble the Obun in overall physi-
cal characteristics, except that they are extremely pale, usu-
ally with white or light blond hair. Their eyes are always
black or brown.

Leading Ur-Ukar: Torquil of Borduk {chief of ruling
clan, recognized by the empire as leader of the Ur-Ukar),
Baal oj Ak (infamous psychic terrorist), Domina “Many-
Scars” Corduvan (leader of FAR)

Roleplaying notes: The Ur-Ukar are a violent but
crafty race, more worldly than their spiritual cousins. They
are of ten secretly sought out by houses or guilds to pro-
vide certain “services” that rheir subterranean origins al-
low them to perform well: thievery and assassination.

Their sense of hearing and touch are better than a
humans, and they find it easy to move quickly and fight
in enclosed spaces. The harsh necessities their race faced
early on caused them to develop a better sense of technoi-
ogy than their cousins or even most humans.

Like the Obun, they are born with advanced occuit
abilities{always Psi), but have little morality guiding its use.
Lacking societal guidance, most suffer from an overactive
Urge.

Character Stereotypes: Thief, assassin, repair technician
(the grimiest work in the tightest spaces), terrorist, birter
diplomat, optimistic leader {fighting against ingrained re-
serniement and tribalism}

Vorox

Multi-limbed monstrosities. The ultimate predators
on their homeworld, the Yorox should never have
achieved sentience. All the known rules about natural se-
lection deny it. But they did, and with seemingly no coax-
ing from witheut. Cerrainly, it is a crude and unsophisti-
cated senitience, but this may simply be due to the limita-
rions of their crude culrure, Critics debate: Ate Vorox the
equal of human intelligenice? Evidence suggests not, but
those few who have escaped the bonds of their violent
culture have proven otherwise.

They have colored fur and are immune to many poi-
sons (a by-product of their very toxic, nasty evolutionary
environment)and they can eat vegetables. They can walk
on two legs (leaving four arms free), four legs (leaving two



free), or six legs for the best speed.

There are two types of Vorox: feral and civilized. Feral
Vorox are not unintelligent: thev sitnply do not have the
benefits of a technological society. They are not allowed
off-planet, for they are considered brutal and dangerous.
Civilized Vorex are those who have had their claws cut,
and are thus “tamed.” This cutting usually takes place at
puberty and the Vorox is then educated in what culture
and learning exists in their crude society. Civilized Vorox
are allowed off-world and perform a variety of functions
for Known World governments. The de-clawing ceremony
began as a ritual imposed on Vorox culture by humans,
but eventually became a source of pride for the civilized
Vorox, a sign that they had evolved past their brutal cous-
ins of the jungle. They have an odd religion (although no
Theurgy) which guarantees asout only to those Vorox who
have accepted civilization — the rest are believed to be fe-
ral animals trapped in a cycle of meaningless eating and
being eaten.

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

Appearance: Large, fur-bearing mammals wich six
limbs, four of which can double for arms or legs (each hand
has opposable thumbs}. Their growl is loud and grating,
ending with a note not audible to humans but jarring
nonetheless,

Leading Vorox: Kummanga (king of ruling caste},
Urgumantangu (shaman of Vorox church), Arng-arng-
arng (warrioress famed for Symbiot kills)

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

They seem to have an instinctual respect for powerand
an urge for clannishness (feral Vorox hunt in packs, for
their planet’s other predator are more than a match for a
single Vorox}, which helps to uphold their ruling families
and leaves them somewhat in awe of upper-class Known
Worlders. They seem to crave respect and want desperately
to be considered members in good standing of whatever
group they join. Many a Church Patriarch has upheld
Vorox as pillars of loyalty, one of the Prophets primary vir-
rues. Indeed, Vorox are fiercely loyal to their friends, fam-
ily or group (guild, house, sect, etc.). But there are no set
guidelines for resolving conflicts between allegiances, and
many Vorox have gone mad trving to decide which takes
precedence when these groups are at odds. Passionate trag-
edies have been written about noble Vorox raised tocivili-
zation against harsh odds brought low when forced to
choose between roval family and chosen friends, or friends
and sect loyalties.

Vorox are highly sought by humans as shock troops
orguerriila warriors. They were gleefully dropped on Sym-

biot planets during the Symbiot War, but when converted
Vorox returned with Symbiot abilities, they wreaked more
havoc than could be imagined. They aren't allowed near
Symbiots anymore,

Character Stereotypes: Warriot, bodyguard, gladiator,
jungle guide, explorer, League stevedore, fanatic priest, in-
cognito feral, cultured orator {trying to break down anti-
Vorox stereotypes), famed athlete, traveling companion

Other Races

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

Gannok: These squat, monkeylike beings are from
Bannockburn, near the Symbiot frontier. Bannockburn
hosts some of the strangest Ur ruins known; the Gannok
lived among these ancient monoliths, building odd de-
vices from the leftover technology. Scholars believe rhe
Gannok are somewhat new to sentience, since little evi-
denceof previous cultures exist on their world. They have
little native tech of their own, but they are clever tooi-us-
ers, with an amazing inclination for invention. For this
reason, they are prized as starship engineers, as their phy-
siques {including short, prehensile tails) allow them to
crawl intocramped spaces. The outer layer of skin on their
arms, legs and back is made of a silicon-based shale, pro-
viding them with a flexible but sturdy layer of protection.
Their bodies also have remarkable immune systems and
healing faculties. However, they also have a pranksters way
about them, but little common sense.

Shantor: An equine race from Shaprut. The passion-
ate Shantor were victims of humanitys First Contact; they
now live on reservations scattered actoss the Known
Worlds and are few in number. They have a warrior cul-
ture that highly values family ties and worships a solar
deity, alchough they believe this deity resides in theit
homeworldssur. They have trouble speaking Urthish, but
can manage well enough for limited communication,
Their spokesmen wear specially made voiceboxes which
allow them to simmulate human vocal cords.

Ascorbites: Bloodsuckers from Severus, The carapaced
but humanoid Ascorbites had little time to developa civi-
lization of their own before humans arrived and relegated
them to the status of primitives and savages. They have
since lived up to these designations, refusing ro live in cit-
iesand running wild in the jungles of Severus. Some claim,
however, that they have villages deepin the wilderness, and
have developed strange psvchic powers, plotting te use
these against humans,
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Hironem: The reptilian Hironem are from Cadiz, al-
though a reservation isall they have left of the continent
they once ruled. Scholars believe that the Hironem were
within a century of space-travel when they were encoun-
tered by Diaspora colonists, as they had already sent
manned ships to investigate their moon. Little of their
native tech is left, however, as human tech quickly became
the norm on colonized Cadiz. Their reservation is built
around their former capital city, where sits the throne of
their God-king. Some believe that their culture was influ-
enced early on hy the Vau, as they have a similar caste-sys-
tem. Many study Hironem culture hoping to get some in-
sight into the Vau.

Etyri: An avian race from Grail. The flying Etyri sur-
vived fierce competition against their land-based preda-
tors only with the aid of human technology. One of the
least populoussentient races, the Etyriare highly religious,
deeply concerned about the afterlife and what form it
rakes. Few Etyri leave their homeworld, and those who do
are of ten considered insane by their brethren. But they are
sometimes deemed heroes, questing for the secrets wait-
ing beyond death to pave the way for Etyri to come.

Xenophobia

For most people living on the worlds of the Fading
Suns, anyone different is immediately suspect. This in-
cludes those who manifest psionics, cybernetics, magic,
genetic alterations, odd languages, odd knowledges,or isa
member of an alien race. People stare at them in thestreets,
avoid them, refuse to deal with them, report them to au-
thorities or even attack them.

Most people, be they peasants, artisans, serfs, nobility,
¢clergy or merchants, live in the same place their entire lives,
Traveling toanother city, much lessanother planet, isasig-
nificant event. Those who stand out, or who travel regu-
larly, tend to stand apart from the rest of the population
and, at the same time, gravitate to one another.

Alien races are treated with suspicion and even out-
right fear by the peasants of the Known Worlds. Aliens re-
ceive a more enlightened reception among freemen and
the educated class, but there issuspicion even there, for fear
or guilt over human treatment of aliens and the simmer-
ing hitterness displayed by these second-class citizens of-
ten leads to a separatist mentality.

Most aliens have suffered under humanicy’s rule Some
suffer in silence, but others take every opportunity they
can to reclaim their lost heritage or take some measure of
revenge against the race rthat sodominates their lives. There
are a number of aboveground alien rightsgroups,and even
morealien independence and supremacy organizations. By
the same token, there are a number of secretive human
groups which seem intent on suppressing or even destroy-
ing non-human races as well as those derived from hu-
mans.

The best-known alien organization is the Frontier for
Alien Rights {FAR}, which works with several guilds to
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make aliens the legal, political and economic equals of
humans. FARs opponents waver between calling it a pawn
of the League and an organization dedicated to destroy-
ing humanity, but most people see it asa well-meaning burt
impotent group. Those in the know point to its constant
success in rescuing and refocating refugees as proof that it
either has strong allics or more power than it admits.

The Sargonites used to be a powerful organization
dedicated to driving indigenous races off planets where
humans wanted to live, but was believed destroyed dur-
ing the Second Republic. Recent assassinations and harass-
ment of leading alien activists by people claiming to be
Sargonites has led to concerns that this cult might have
reappeared — or might never have been destroyed at all. It
has been most active in areas under Hazar control, but
word of its activities has begun to come from across the
Known Worlds.

Alliances

For aliens craveling of f their homeworlds, it is a prac-
tical necessity tojoin or ally with a powerful group.Inthe
fFractured world of the Fading Suns, the person who stands
alone often suffers for it, either from the machinations of
rivals and their allies or because he has no one to stand
beside him against the angry mob.

Members of noble houses often seek out aliens tojoin
theirentourage, either hoping to add some exotica to their
stable or out of a genuine desire for a new perspective. The
League needs aliens for much the same reasons, although
increased profit is also a motive: aliens have a higher suc-
cess rate selling goods to their own kind than do human
merchants. In addition, an alien bonded to the League
seemns safer to the yokels coming out for a Charioteer medi-
cine show, although most aliens have no desire to be pa-
raded around as freaks from foreign lands. Most Church
sects see the admirtance of aliens as a victory for the
Church, a proof of its universal nature, and are eager to
ordain them. However, most human peasants don't want
an alien preaching at them, which leaves alien priests to
eirher preach to their own, join a monastery or seek their
calling arnong the stars.

Even for those who are members of a power group, it
always helps to have friends toguard one’s back. Tight-knit
gangs or bands of chosen friends are common in the
Known Worlds and aliens far from home need them more
than most. Few do not benefit from an alien bandmate:
Vorox are renowned for their loyalty no matter how badly
they are treated (although trust isanother matter entirely);
Lr-Obun are well-respected for their wisdom and always
seem to have some insight unavailable from other sources;
and Ut-Ukar have bad temperaments and are hard to win
over, but once won, they value friendships highly, espe-
cially because they are so hard to achieve in this conflic-
tive world.

When traveling the worlds of the Fading Suns.only a
fool goes alone.




Aliens from Otherspace

There are two major alien races outside of Human
Space: the Vau and the Symbiots. The Vau are the oldest
and most advanced race vet encountered {the Ur are older,
but a living Ur has never been met, and nobody even
knows what they looked like). The Symbiots are the new-
est star-faring race, born from a melding of human and
Xolotl {a parasitic entity), although they have “converted”
other races since their genesis and seem intent on claim-
ing many worlds within humanspace.

The Vau

(prenounced Vow, heavily nasal at the end)

The Vau are an ancient race who first achieved star
travel in the I800s (human time). Very little is known about
their wavs,and they purposefully keep it that way. The Vau
actively guard their borders against human intrusion, but
they rarely enter Human Space themselves. They seem to
view Known Worlders as unwelcome children, although
they are rarely overtly hostile to them. The philosophy
seerns to be, "As long as they stay on their side of the fence,
we'll get along fine.”

Thev have 4 caste society, with a peasant class on the
bottom, asoldier class above, an artisan class above that,and
amandarin class (including priests)at the top. Little detail
of the intricacies of Vau culture is understood, for few

humans have been firsthand witness to it. The mandarins
are not the leaders, but they are the only diplomats hu-
mansare allowed to meet, They seem to be bureaucrats for
the most part, ferrying messages back and forth from the
truc Vau Jeaders, who have yet to be encountered.

There are three worlds along the borders of Known
Space where Vau maintain some form of presence, al-
though humans are rarely allowed to see too deeply into
their activities there. The fact that the Vau eventually al-
lowed humans to colonize these worlds caused many to
believe that the Vau were finally beginning to accept hu-
tnans, but more cynical people (the colonists among them)
claim that colonies were only allowed because the Vau
wdnt to scrutinize hurnans for weaknesses.

Appearance: The Vau are tall {averaging seven feet in
height) and thin. Their skin is somewhat wrinkled, and
they have nostrils in place of protruding noses. Their eyes
are pupilless, They dress in different fashions depending
on their caste status: Soldiers invariably wear segmented
and lacguered armor with an energy pike while manda-
rins wear longand ornate robes with elegant shoulder and
headpieces.

Tech: Vautech is elegant and aesthetic, with graceful
curving lines and seductive sigils. Most devices involve
energy of some sort, even simple tools. Their technology
was superior to humanitys during the Diaspora, but the
sSecond Republic exceeded it in some areas. However, since
rhefall of the Republic, the Vau are again in thelead. They
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do not have a progressive society, and their technology has
changed little since before the Second Republic. The basis
of their tech, like their religion, medicine and culture, is
energy. They are masters of forces. Energy shields were cre-
ated from stolen Vautech; if you want a first-clags shield.a
Vau engineer is where you go to get it. However, since the
Vau are forbidden to trade technology to humans, thisisa
secretive black market.

Symbiots

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

The Symbiots claim to perceive a “lifeweb” strexching
acrossspace, knitting and weaving deeply into planets and
across the stars. They are apparently out to claim supreme
hunting rights over their food chain, or are protecting it
from harm. Each Symbiot is a unique creature, and finds
it hard to confederate with fellow Symbiots. Nonetheless,
tribes or clans have developed among them, but nothing
is known by humans about these family groups. They
breed among rhemselves, creating bloodlines by selecting
strong genetic traits, but also by parasitically “converting”
other races (humarn, Ur-Obun or Ukar, Vorox}. They claim
the conversion is voluntary once the target has seen the
lifeweb, but Known Worlders don't believe this claim fora
moment — they've seen firsthand what happens when
friends and family have been converted: they turn into
bestial killing machines or seductive parasites,

Symbiots have a “motherform,” the base shape that
they are most in tune with, and this is usually tied to a
particular species of flora or fauna, such asan oak orabear.
They are moleculariy amorphous {shapeshifters)and claim
to have a special, mystical refationship with the universe.
Some claim that they have awakened their cellular con-
sciousness and exist in more than one dimension.

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

Appearance: A Syinbiots motherform is an organic
blend of human/animal or human/ plant, with adefinite
emphasis on the human side. A human Syrobiot can pass
among other humans as fong as no one gets a real good
look at him, but he will be revealed if seen naked in full
light. Some feature always betrays his true race, be it fur,
carapace, fangs, claws, cat-eyes, leavesand branches, horns,
tail, etc. But they are shapeshif ters,and can take on differ-
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ent shapes as needed. Alien Symbiots, such as Ur-Obun or
Vorox, look like representatives of their race with animal
ot plant feature exceptions.

Tech: Symbiot technology is organic and alive: living
gunsand bullets, swords and Krinth-flesharmor, acid-spit-
ting Shexeez snakes, etc. They grow this nonsentient
equipment from plants ot raise themas animals. Each tribe
has its own methods and special organic technology. Even
theit spaceships are organic {though few people have seen
trheir weird, insectlike hulks).

Myths and Legends

In an atmosphere of superstition, many myths and
legends have arisen. The interpretation of strange and alien
phenomena by authority figuresisoften considered mote
important than the phenomena itself. Fact is rarely sepa-
rated from opinion, for the perceptions of the qualified
observer (e, an Inquisitor) are considered part of the truth,
The question becomes not whose facts are right or wrong,
but whose are mote valuable, worthwhile ot “safe.” The
Church is the near-universally acknowledged leader in
this arena. Non-Church approved interpretation of phe-
nomena can be dangerous,and those spreading it may find
themselves sought by the Inquisition.

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

The Fading Suns

ltisa trueand universally acknowledged fact that the
suns are fading. Even the Vau recognize this. But why?
There are as many answers as there are opinions. The
Church is undecided, and many sects battle over interpre-
tation. In general, however, a CONsensus eMErges: The suns
are dying because history is over. The passion play is com-
ing to an end. Man’ time in the universe is nearly done,
and what he has done with it will be tallied at theend and
judged for good or ill. Many fear it will add up to more ill
than good. Thus, humanity must unite to save trself, to
show a united front of penance — hence, the importance
of the Universal Church.

But different voices whisper other meanings when the
Inquisitions collective back is turned. Some say the Vau
or Symbiots are causing the suns to fade, and that their se-
crets should be wrested from them. Others dare tosay it is
the jumpgates that are at fault, that with every jampastar
loses its vital energy and begins to die.

The Reborn Sun

A heresy is at work among the people, spread byamys-
terious and mystical sect. [t dares to bring hope to the
people — but a hope, says the Church, clothed in dreams
of Imperium and totalitarian rule. For this heresy says that,
upon the day of the Emperor coronation, a distant star
was reborn. A sign of renewal amid the dying of suns, this
star has become a symbol of rebellion for many disgruntled

people.



Fierce arguments can be heard across the Known
Worlds: Thissupposed star is stnall and insignificant. Some
say it did not exist before, and that its birth was only hap-
penstance. Others, using ancient lore ro back them up,
claim that the starsdistance beliesany direct involvement,
for its birth/ rebirth would have happened many vears ago,
its light only now reaching the Known Worlds. Others, also
claiming ancient lore, say thar all thingsare interconnected
in nonlinear time, and that events today could influence
events of yesterday. Star maps are consulted proving the
star did not exist hefore, while other maps clearly show it
did.Some maps show that the star hasalways been as bright
as it is now, while some records note its dimming.

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

Warlocks

Strangers are rarely welcome in most villages in the
Known Worlds. Peasants are often violently superstitious,
and all-too-ready to punish a stranger for some freak mis-
fortune or turn of luck, from earthquakes to a string of
gambling losses. Those strangers who betray psychic pow-
ers or even theurgy are especially feared. They are blamed
for nearly all the evil which occurs in the lives of the un-
fortunate. When a famine lasts too long or a child dies, a
warlock is surely at work. When a cow gives bad milk, itk a
sure sign that a warlock has been prowling around the
farm.

Those individuals who are blessed with occult pow-
ers — whether psvchic abilities or divine magic — bear a
sign which usually betrays their status as “different”. These
signs vary,and can be anything from an odd birthmark to
religious stipmata. How the local peasantry reacts to such
signs depends on how good or bad their fates have been of
late, but it usually ranges from cold to hateful.

Those occultists accused of bad deeds are called war-
locks, witches, sotcerers or black magicians. Even worse are
those accused of demon worship, dubbed Antinomists by
the Church. To be declared any of these terms is to be re-
viled and chased out of town — or worse. Most towns have
hanging trees or burning poles for the punishment of such
people.

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

Void Krakens

There are... things..in space. Things which are seemingly
alive in the void, where no life should exist. Never glimpsed
in full and never leaving direct proof, these things have
nonetheless left their mark on the hulls of battered
starships ot shown themselves in the sea of floating crew-
men floeding from ruptured hulls, forming a graveyard
of unburied dead preserved forever in the chill vacuum.

Perhaps as a result of humankind}s reacquaintance
with magic, or perhaps merely as a delayed reaction to the
Second Republics vast expansion, these creatures began to
appear between the stars in the very void of space soon af-
ter Alexius coronation. Monsters came from out of the
inkv blackness and devoured starships whole, or left little
behind to tell the tale. A new terror descended on humarn-
ity; space was no longer safe.

Once the matter had been researched, it was discov-
ered that these mysterious ship destroyers had been
around for a long time, Reports of disappearing ships were
common during the Diaspora, but the voices of the few
wirnesses claiming to have seen monsters were unheeded,
congsidered but the prattling of insane minds suffering
from oxygen deprivation. The reports soon died down, but
they reappeared during the Second Republic’s frontier
search and terraforming craze. Again, the crazed evewitness
accounts were unheeded. Instead, Vau were believed to be
the culprits, using ships of a new, unknown design. Before
the matter was ever resolved, the attacks ceased.

But now, in an age of extreme superstition, the new
reports traveled among the populace like wildfire, ignit-
ing fears and legends. Some are convinced that these as-
saults are the work of a mysterious new race from worlds
far from Human Space, Their cyclic activity implies that
they either leave for long periods or go into hibernation.
Whatever the reason, they have either returned or are again
awake.

Vau have been questioned {diplomatically, of course),
but they know no more than humans. It is clear, however,
that they have suffered similar assaults throughout history
and have many of the same questions as humanity.

The stars lanes are now deadly paths to tread,

The Final Act

Big changes are at hand for the Known Worlds. Em-
petor Alexius has declared a new exodus, a search for the
Lost Worlds of the Second Republic. A search for hope and
anew beginning He offers great rewards for those few who
are bold encugh to seize destiny. On the new frontier, hu-
mans and aliens face challenges never before seen. Noble
ot priest, guildsman or alien; all have an equal part to play
in the next great act of history. The lights dim, the dark-
ness deepens. The final passion play begins...
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Chapter Two: Rules

Fading Suns is a roleplaying game, and as such islargely
free from the restrictive rules inherent to games such as
chess and football. Literally the entire universe is opened
up before the players, and, within the limits of their char-
acters capabilities and the gamemasters fiat, anything is
possible. Many situations are resolved not by impersonal
rules, but by the players’ knowledge and cleverness. For
example, if the characters are being hotly pursued by the
diabholical subterranean Slug Men of Stigmata, and one
plaver has the foresight to realize that the right-hand tun-
nel immediately ahead leads to an old salt mine, the char-
acters will very likely escape to safety {salt being quite le-
thal to the slimy Slug Men).

Nevertheless, Fading Suns has some simple rulestore-
solve events whose outcome is uncertain. These rules, and
the extrapolations thereof, will enable players and
gamemasters to simulate and arbitrate any situation —
though the gamemasters decisions supersede any and all
rules in this book.

Interpreting the Rules

Always remember that the purpose of a roleplaying
game is to provide as rauch conflict, drama, passion and
sheer fun as possible, Unlike most board and card games,
roleplaying games are not about winning or losing, but
about playing and having a good time. The gamemaster
should always temper his interpretation of the rules with
an eye toward character, excitement and entertainment
— even at the expense of strict realism.

For example, a character is climbing a 10,000-meter
mountain. She reaches a creacherous escarpment, and the
gamemnaster asks the player to make a Dexterity + Vigor
roll to see if the character can navigate the cliff. The char-
acter fails the roll.

Theoretically, the gamemaster can tell the player,
“Okay, your character slips and falls. Shes dead.” Thisis not
unreasonable — mountain climbing is hazardous, people
dosuddenly slip and fall, and the character did fail her roll.
Such a result, however, is hardly in che spirit of hetoic ad-
venture. Its also liable to irritate the player, and while the
players should not dominate the game, their characters
shouldn't simply die like gnats.

A better gamemaster might say something like, "As you
grope your way up the cliff, the handhold supporting your
weight crumblesinto powder. You heara rasping noise,and
the entire cliff face disintegrates into a torrent of loose
shards. As vou begin to plummet to your doom, you flail
wildly at the remaining rock, and your left hand clutches
a protrusion, halting your fall. You are now suspended
above a 10,000-meter abyss, holding on by one hand..and
as you look up at your hand-hold, you see cracks starting
to appear in the protrusion as well. What do you do?”

Both the outcomes described above are valid results
of a failed roll. Both adhere to the letter of the rules. But
the second situation is much meore suspenseful and gives
the plaver more control over the ultimate outcome of the
charactets predicament.

Dice

Fading Suns uses dice to determine the autcome of
situations where luck plays a role. These dice ate not the
standard six-sided dice seen in many popular board games,
but are 20-sided. 20-sided dice can be found in most comic

and hobby stores — anywhere that roleplaving games are
sold.

Time

Time in Fading Suns is measuted in five units, rang-
ing from the smallest to the largest. These are: the turn,
the span, the act, the drama and the epic. Note that timein
Fading Suns is measured in cycles rather than exact, stan-
dard ameounts; plot advancement, rather than an exact
hour-minute-second count, determines the flow of time.

» Turn — The turn is the smallest unit of time in the
Fading Suns universe, and the most precise. Generally
speaking, a turn equals three seconds. [n one turn,a player
can attempt one action at ne penalty or can attempt mul-
tiple actions (up to three actions per turn), though mul-
tiple actions impose penalties to the success of those ac-
tions. Some actions (defusing a bomb, climbing a building)
take longer than one turn.

»Span — The next-greatest unit of time {s the span. A
spanisasequenceof events occurring at the same timeand
in the same place. Think of a span asasceneina movieor

Chapter Two: Rules 69




TV show — the events occurring between a fade-in and
fade-out. Generally speaking, a span comprises  fairly short
and enclosed sequence of events {interrogating a shady
merchant prince, actending a Hawkwood banquet, con-
ducting a chase through the slums, fighting a duel, etc).
This is, however, not always the case; events of a span can
take place over lengthy time periods or distances, so long
as the characters are engaged in a specific task.

For example, characters may spend a grueling week
traveling 100 kilometers across the frozen tundra of Boreas
X, surviving the vagaries of cold and privation. So long as
the charactersare primarily involved in journeying to their
destination and battling the terrain, this is considered a
span. Following their trek, the characters arrive at a hid-
den bunker where evil cultists are conducting diabolical
rites to the Void Krakens. The charactets enter the one-
toom bunkerand, in a pitched battle, defeat the foul coven.
This is also a span. Even though the journey took place
over a week’s time and 100 kilometers, while the barttle
lasted 10 minutes and took place inside a 20-meter-square
bunker, both advanced the plot by about the same
amount.

. Act — A series of spans that collectively resolve a ma-
jot plot point is referred toasan act. The closure of an act
often involves a major revelation, a drastic change in time
and/ or location, or a dramatic shift in character fortunes.
For example, the characters, after having learned the
whereabouts of their kidnapped comrade, infiltrate the

impregnablie Scraver battle station where their compan-
ion is being held. They spend the game session alternately
ducking and battling guards. infiltrating the craver com-
mand, and breaking into the maximum-security cell
block. Finally, before they can rescue their comrade, the
characters deception is uncovered and they are captured
and sentenced to slavery. This entire sequence of events
constitutes an act; the next act will hopefully involve the
various trials and tribulations of escaping their predica-
ment.

.Drama — A drama comprises an entire story. Gener-
ally speaking, a drama begins when characters involve
themselves (or are involuntarily involved) in a plot and
ends only when the characters resolve the plot one way or
another. Less happily, a drama can end in defeat, as charac-
rers fail to thwart the machinations of the villain, rescue
the nobie, save the planet, loot the palace or wharever. A
drama ends whenever the players and gamemaster can say,
for better or for worse, "THE END.”

- Epic — The largest unit of time in Fading Sumns, an
epic comprises a series of stoties, usually involving thesame
characters or the same overall plotline, such as the Race
for the Throne of the Empire or the Rise of House
Juandaastas. For example, JR.R. Tolkiens“The Hobbit"isa
drama — a complete story initself — but is part of theover-
all epic of Middle Earth, because the events initiared by
Pilbo Bagginsdiscovery of the ringare continued by Frodo
and the Feilowship in “The Lord of the Rings.” In Fading

When Not to Use the Rules

Character interaction and player cleverness are in-
trinsic to the play of Fading Suns — much more so than
strict adherence to nitpicky rules. In fact, there are sev-
eral situations in which it is better simply to throw out
the rules and let the game flow.

- If characters are doing something easy or routine.
If a character is walking along and comes to a six-foot-
wide chasm and decides to jump it, and there are no
stressful or ather extraneous circurnstances, let the char-
acter jump it. Sure, its possible that a character could
suddenly become incredibly kiutzy and twist hisankle
or otherwise plummet into the abyss, but the possibil-
ity is so minute that it can safely be ignored {and even if
such an event occurred, it'd be a stupid, anticlimactic
way for a hero to die}.

Now, if the jumping character is currently engaged
in a back-and-forth duel at the lip of the chasm, or has
been potsoned and can barely remain upright,a Dexter-
ity + Vigor roll might well be called for...

-If a player solves a story problem through ingenu-
ity — ie, if secret documents are hidden in a hollow
statue, and the player specifically states that his charac-
ter breaks open the statue during his search, theres no

need to make a Perception + Search roll to determine
whether the characrer finds the documents. {If the char-
acter merely examines the statue, a Perception + Search
roll might be called for. And if the character goes no-
where near the statue, the player may not even be al-
Jowed the opportunity to make a roll))

. If a character does something stupid or obnox-
iously provocative — ie, if acharacter slaps the face and
publicly questions the parentage of the eldest scion of
House Hawkwood, theres no need to make a Calm roll
to determine whether the Hawkwood challenges the
upstart toa duel

~*Deus ex Machina”; Certain events spell inevitable
doom even for heroes, and thisis doubly truein thegrim
and fatalistic Fading Suns milieu. The gamemaster
should use these “acts of God” sparingly — the plavers
are the nexus of the game, and most players dislike be-
ing deprived of control over their characters' destinies.
But, for exainple, if the charactersare onaplanet whose
sun goes nova, and they have no way of getting of f the
planet, there’s no need to roll massive numbers of dam-
age dice, etc. The characters die — no ifs, ands or buts.
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Suns, rhe chronicle of the player characters lives and ad-
ventures together, spanning many stories, is an epic.

Qther units of time may prove important dutring cet-
tain acts. For example, if the characters are imprisoned in
a noble citadel, and the puards declare that the characters
are to be executed in four hours' time, the actions taken
during those four hours prove critical.

Distance

Distance in Fading Suns is measured in metric units:
meters, kilometers, kilograms, etc.

Actions

Players interact with the Fading Suns world through
the medium of their characters, and these characters af-
fect their environment through actions. Actions in Fad-
ing Suns are just like actions in the real world. A player
describes what she wants her character to say or do, and
the gamemaster uses his judgment and these rules to ad-
judicate the outcome,

Many actions — conversation, routine movement, etc.
— ¢an be resolved automatically, without recourse to the
rules. Indeed, sometimes an entire act passes in this man-
ner, as characters investigate, bargain and converse with
allies and informants. Some actions, however, such ascom-
bat, athletic feats and occult invocations, require goal rolls
{sec betow) to determine the characters’ success or failure.

Trait Ratings

All Fading Suns characters are defined by trait ratings,
For human characters, trait ratings generally range from |
to10, though aliensand other nonhuman entities can have
higher or lower ratings. These  to 10 ratings measure char-
acters innate ability or prowess with their traits, and basi-
cally correspond to the classic, informal 1 to 10 scale used
to measure athletic performances, product quality, poten-
tial significant others’ {or innocent bystanders’) desitabil-
ity etc. Basically, havingalinatrait indicates that the char-
acter is either naturally inept or a rank beginner, while
having a 10 means that the character has achieved near-
petfection or total mastery of the trait. So,a character with
a1in Dexterity is a real klucz (virtually an invalid, in fact),
while a character with 4 10 is one of the universes finest
athletes. Likewise, a character withal in Xenobiology is a
beginning student, while 4 character with a Xenobiology
rating of 10 is a universally respected, Einstein-class savant
of alien lore.

Trait ratings are used to determine the outcome of
actions. Obviously, the highera character’s trait ratings, the
hetter that character will be at actions corresponding o
those traits. A weak character has a chance to budge a
heavy trapdoor, but a strong character will have a much
better chance and will probably perform the feat in far
less time.

Multiple Actions

A character may attempt up to three actions per turn,
but additional actions levy a penalty to goal numbers (-4
if attempting two actions, -6 if attempting three). Further-
more, the same action may not be performed multiple
times in a turn: a character cannot swing a sword three
times, but may swing a sword, dodge the return blow, and
kick at his foes kneecap (all at a -6 penalty).

Firearms ate the exception to this: A gun may be fired
anumber of times equal to the rate of fire, See Chapter Six:
Combat for more information on firearms.

Initiative

Sometimes its crucial to know which character acts
firstinagiven turn, such as when two characters simulta-
neously dive for a nearby weapon. [n such cases, the char-
acter withinitiative gets to act first. Initiative is determined
by comparing competing characters skill ratings; the char-
acter with the highest skill acts first. In cases of ties or in
situationsin which noskill applies,compare the characters
Wits rating; the character with the highest rating aces first.
If Wits also cie, the actions are completely simultaneous
{in the example above, both characters grab the item and
must now make Strength + Vigor actions to attempt to
wrest it from the others grasp).

Goal Roll

Whenever the outcome of an action is in doubt, the
gamemaster calls for a goal roll. This roll is made using one
20-sided die. The player {or gamemaster, in the case of
gamemaster characters and environmental phenomena)
must roll a score on thisdie that is equal to or less than the
assigned goal number.

A plaver’s base goal number is determined by adding
the characters relevant characteristic trait rating to hisskill
traic rating. Thus, if a character wanted to fire a pistol at a
foe, and the character had a Dexterity characteristic of 7
and a Shoot skill of 6, the player would need to roll “13" or
less on the 20-sided die.

Things aren’t always that simple, however. In many
cases, the goal roll is adjusted up or down by sicuational
modifiers. Consider the case of the aforementioned pistol
shot. All other things being equal, its easier to hit a dino-
saur-sized foe than a rabbit-sized one. Thus, the gamemaster
might assign a bonus to the players goal if his character
was trying toshoot a rampaging T Rex, and might assign a
penalty if the character was firing at a speeding jackrabbit.

With practice, gamemasters can easily assign an appro-
priate difficulty modifier to any action. These modifiers,
in conjunction with the characters’ traits, allow any situ-
ation in the universe to be simulated. Beginning
gamernasters should use the example bonuses and penal-
ties in the sidebar as models for assigning difficulties, but
should not be afraid to wing it.
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A noble enjoys hunting the wild
Kudelks of Leminkainen

Fading Suns

Multiple bonuses and penalties may be levied against
an action or actiong; simply add and subtract until a final
result is achieved. For exampie, a character attempts three
simultanecus actions {-6 to goal number), all of which are
easy {(+4 to goal number}. Each action takesa -2 penalty.

Any die roll equal to or less than the goal number in-
dicatesa success, but a plaver whose action succeeds should
remember the exact number rolled; this is important for
calculating the subsequent effect roll {see below).

Effects of Success

The goal roll, above, determines whether a characters
action succeeds ot fails. If rhe action fails, thats that: goon
to the next character. If an action succeeds, however, the
player must still determine how well the action succeeds.
Consider the pistol shot described above. There's a big dif-
ference between grazing a foe in the shoulder and blasting
fiery doom straight through his left eye to incinetate his
brain pan and send the shards of his charbroiled skull
spraving hither and yon — even though both results are,
technically, successful shots.

The number rolied on the goal roll is the number of
successes scored. These successes can be used directly to
gauge how poorly or how well a character succeeded in a
task: the more successes, the better the character did at the
task. However, the number of possible successes {from 1 to
18) leaves a lot of room for interprecation. For some situa-
rions, such as rolls to determine weapon damage or how
well a complimentary skill aided in another person’ rask,
asmaller scale is more useful. To make things a little easier,
Fading Suns successes translate directly into “victory
points,” which can be calculated by consulting the Victory
Chart, below. For most actions, the player tan simply con-
sult the Victory Chart to determine the level of success.
One victory point is minimal — the character squeaked
through by the skin of her teeth. Two victory points indi-
cate a decent job — onlookers will accept the feat as satis-
factory, though they certainly won't be awestruck. Five
or six victory points indicate a virtuoso performance, and
500N,

Victory pointsarealso used when calculating modifi-
ers to others goal rolls (for example, when using a comple-
mentary skill or inciting Passion}. Each victory point
gained adds a positive modifier of 1 to another’s goal roll.

Effect Rolls

Certain feats, such as combat, require a few more vari-
ables. The goal roll is made and the Victory Chart is con-
sulted as usual, but victory pointsare now converted into
“effect dice,” for use in an “effect roll.” In most cases, victory
points convert to effect dice on a 1-for-1 basis. (The
gamemaster decides which feats require the use of effect
dice.)

After calculating effect dice, the triumphant plaver
must make an effect roll to determine the magnitude of
her success. Effect rolls are usually made with more than
one die — sometimes several, depending on how well the



character’ goal roll succeeded. The number of dice used
in the effect roll is calculated by taking one die per three
successes {rounded down}scored in the goal roll. These dice
are then added 1o a fixed number of dice dependent on
thetask attempted or the object used in the action (see the
weapons charts in Chapter Six: Combat). The total is the
number of effect dice rolled.

A player does not have to use the entire number of
effect dice generated — she may choose to “pull her punch”
by using as few as one die. The task or weapon dice must
still be used in full, however — its impossible to “be gencle”
with a greatsword!

Once the number of dice has been calculated, the ef-
fect rollis made. It is similar toagoal roll, but the geal num-
ber isalwavs 13. Each success on the effect roll rranskates into
one “point.” The number of points indicates how well the
action was performed.

While the resulr of the effect roll can vary wildly, it is
still primarily determined by the goal roll. Thus, a charac-
ter with low trait scores who attempts a task will rarely
succeed, and will almost never succeed well.

An Example Action

Gorgool the bard is entertaining at a Hawkwood soi-
ree. He begins an improvised epic praising the virtues of
his host, and the crowd falls silent. The gamemaster asks
Gorgools player to make a goal roll using his Wits charac-
teristic and his Perform {lute) skill.

Gorgools Wits rating is 6, and his Perform (lute) rating
is 7 {hesatalented boy). Thus, the goal roll would normally
be 13. However, the gamemaster gleefully informs Gorgool’s
player that the task is a Demanding one (-4} Gorgools do-
ing this of f the cuff, he's a little drunk, and the host
doesn't have that many virtues to sing about. The goal roll
isthus9.

Gorgool's player grits his teeth and makes the roll.
Luckily, he scores an “8" — a success. Consulting the Vic-
tory Chart, the player sees that 8 transiates into two suc-
cesses — okay, but not wonderful. Gotgools performance
will definitely not livein the annals of bardic histery, but
thegamemaster tells the player that Gorgool entertains the
crowd, receives asmall bag of coin tossed at him by a senti-
mental old fart of a noble, and catches the eve of a mildly
appreciative, moderately attractive maiden.

Modifiers to Actions

The system described above, once learned, is fairly
simple. Following are rules that the gamemaster can em-
ploy to make actions more realistic and interesting, but a
little more complex. Beginning players and gamemasters
might want to wait a bit before tackling these extra rules.

Critical Success

Beginners luck. A perfect “10." A magnum opus. A leg-
endary performance. Sometimes everything just clicksinto
place, and a person performs a feat far beyorid what her
abilities should allow her to accomplish.

Bonuses
Modifier Task Example
+2 Natural Singing a well-known song
+4 Easy Seducing someone already
“in the mood”

+6 Piece of cake Recognizinga world famo

' celebrity - - o
+8 Childs play  Walking and chewing gum

at the sarne time, listing the
Churchs Virtues and Sins

+10 Effortless  Striking 2 bound and help-
less foe ' -

Penalties

Modifier Task Example

-2 Hard - Long range for firearm, see-

- -ing in moonlit darkness

-4 Demanding Maximum range for firearm,
performing two actions per
turn, seeing through fog or
smoke

6 - Tough Performing threeactions per
turn; hanging onto a speed-
ing, veering vehicle, seeing

: in near or total darkness’

-8 Severe Climbing a sheer rock face
with no equipment

-10 Herculean  Striking a butiseve at 100

' : yards while blindfolded
Victory Chart
Victory Points/

Successes Effect Dice Accomplishment

1-2 1/+0 Barely satisfactory

35 B TR © Mediocre

6-8 2/+2 Pretty good

911 343 Gaood job

12-14 4/ +4 Excellent

15-17 5/+5 Brilliant

18-20 6/ +6 Virruoso performance

Such a happy event in a Fading Suns game is referred
toasacritical success. When a character makes a goal roll,
and the number scored on the die exactly equals the goal
numbert, that chatracter scotes a critical success. A critical
success doubles the number of victory points or effect dice
applied toan effect roll. Thus, if a character had a goal num-
ber of 9, and rolled a “9” exactly, the critically successful
character would garner six victory points {or effect dice)
instead of the usual three.

Note that the chance of a critical success is always 5%,
no matter how good vou are. Scoring & critical success is
largely a matter of “being in the right place at the right
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Excessive Goal Numbers

When a characters natural goal number totals
over 20, the character may add the amount over
twenty to his effect dice. For example, Gotgo the
Vorox hasaStrength 11 and a Fight 10, fora total natu-
ral goal number when punching of 2L He may add
one to his damage dice.

Modified goal numbers over 20 have no special
effect.

Automatic Success and Failure

Anatural roll of *I” on a goal toll always succeeds,
no matter what the odds are against the character.
Conversely, a natural “19” rolled on the die is always a
failure, no matter how skilled the character isor how
easy the task is. Murphy’s Law happens to the best
of us. A natural “20” rolled is even worse (see Critical
Failure).

time,” and is thus beyond the players and characters con-
trol. However, characters who are already skilled at a given
task will have better critical successes — a rank beginner
who shoots a three-point free throw from half court will
receive disbelieving cheers from his friends, but an accom-
plished guitarist who performs the concert of a lifetime
will garner national acclaim.

If a roll is accented (see Optional Rule: Accents), the
accented number is used to determine critical success.
Thus, if Lars the axeman has a goal roll of 11, accents the
roll by +3,and rolls an 8 with an axe swing, the 8is treated
as 11, Lars scores a critical success,

Critical Failure

The downside of critical successes are critical failures:
those situations where a person not only fails, but does so
spectacularly (and of ten in ahumiliating, injurious oreven
lethal fashion). Critical failures far transcend normal fail-
ures: the gunslinger doesn’t just miss her foe, she shoots
herself in the foot; the would-be Casanova doesn't just get
a polite rejection, he gets a slap, a cry of loathing and an
antistalking injunction; the actor doesn't just make a bad
film, but an utter turkey, one that destroys his reputation
and career.

Much to the players chagrin (and amusement), criti-
cal failures can occur to their Fading Suns characters.
W henever a plaver rolls a natural 20" on a goal roll, a criti-
cal failure occurs. Not only does the atternpt fail, but the
gamemaster invents something else —somethingawful —
that happens along with the failure.

Contested Actions

When two people clash — in combat or ina verbal joust
at a royal soiree — usually only of them one will come out
the winner. This is simulated in Fading Suns with con-
rested actions: Both characters' rolls are compared against
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each other. The lowest successes subtract from the highest
successes, and the character left with the most successes
wins.

For example, Cardanzo is trying to convince a
blackmarket merchant to return his stolen money. His
chosen form of debate is his fists. But the sieazy merchant

Optional Rule: Accents

Heroic fiction is full of extreme feats: the fighter
pilot screaming down the turret-filled tunnel, con-
centrating all his skill and training on targeting the
photon torpedoes on that tiny chink in the battle
station’simpregnable armor; or, conversely, the desper-
ate, Hail Mary swing that is the last chance at taking
down the villain before he pushes the PLANETARY .
DESTRUCT button.

Fading Suns simulates these types of endeavors
with “accents.” Accents simulate extra control or ef-,
fort applied to an action, at the expense of power ot
finesse respectively.

A player must announce her intent to accent a
goal roll before the roll is made. When accentingaroll,
a player declares whether she Is adding to or subtract-
ing from the die roll, and announces what amount
she chooses to add or subtract. A character may only
add or subtract an amount equal €o or less than her
characters skill {not characteristic).

The amount accented adds to or subtracts from
theactual die roll, not the goal number. The goal num-
ber remains the same. Thus, a negatively accented goal
toll {representing a cautious, precise effort) has a bet-
ter chance to succeed, but will score fewer successes.
Conversely, a positively accented roll (representinga
do-or-die, give-it-all-ya-got effort) witl score more suc-
cesses if it succeeds, but has a greater chance to fail.

For example, Thrako punches a thief, He decides
to accent the roll by adding 5 (well within his Fight
skilt range). His Dexterity + Fight equals 12 — he needs
to roll 12 or less on the die. He rolls 3, a good roll, but
not great. However, he gets to add 5 to his roll (his ac-
cent), making the roll a 10 — a hit with 10 successes. If
he had rolled 8 or above, he would have missed — his
accent would have increased the roll past his goal.

Die rolisindicating automatic successes, automatic
faifures and critical failures are unaffected by accents.
Thus, an unadjusted roll of “1" “19” or "20” is treated
normally, as if the accent was never appilied. However,
rolls that become automatic successes, autormnatic fail-
ures or critical faifures by the application of an accent
{ie., a roll of “15", accented by +7 to 22, that effectively
becomes a critical failure) are treated as naturally rolled
automatic successes, automatic failures or critical fail-
ures. It is all too easy for even the best swordsman to
injure himself by overextending...




decides to meet Cardanzo’ fists with a knife slipped skill-
fully from his boot. Cardanzo tries to twist away from the
thrusting steel by dodging — a contested action. He rolls
his Dexterity (6) + Dodge (7) and gets 6 successes. The mer-
chant rolls his Dexterity {5} + Melee {4) and gets Bsuccesses,
Cardanzos 6 successes are subtracted from the merchant’s
8, leaving the merchant wich 2 successes — enough o hit
Cardanzo, but at least Cardanzo avoided the full force of
the blow.

Contested actions are often signified in the rules by
stating that one roll is "versus” another roll.

Complcmcntary ACtiODS

Somerimes a characters expertise in one field will help
his performance in a totally different field. For example, a
character may have spent his childhood on the
*dearhworld” of Stigmata, which is inhabited by highly
toxic flora and fauna. Later, his partner, a physician, at-
tempts to treat the bite of a deadly Stigmatan marsh eel.
The character’s knowledge of folk remedies against the
marsh eels bite {Regional Lore) may actually assist the
physician’ task {Physick).

A complementary action goal roll is resolved per the
standard rules, but the number of victory points garnered
on the complementary roll instead becomes an addicion
ro the goal nurmber of the primary roll.

Exarmple: In the above situation with the marsh eel,
the character rollsa die against a goal number of 8{his Per-
ception of 4 plus his Regional Lore of 4)and scoresa 6. This
rranslates into two victory points, so two successes are
added to the physicians Physick roll.

Sustained Actions

Certain actions cannot be simulared with one all-or-
nothing roll. For exampie, if two charactersareengaged in
adesperatestruggle, one attempting to push the Planetary
Destruct lever to the ACTIVATE position, the other fran-
tically trving to keep the lever from bheing deploved, this
action is rarely accomplished in one turn. Particularly if
the two characters are of roughly equal strength, the lever
will inch forward, then backward, then forward again, us
the two strive to attain their goals inch by precious inch.,

Such actions are called sustained actions. Sustained
actionssimulateany feat — a tug-of-war, an arm-wrestling
match, the building of a machine — in which success re-
quires a prolonged effort. Sustained actions require goal
rolls just like normal actions; however, instead of deter-
mining flat-out success or failure, the points of each goal
roll are totaled and tallied against a predetermined score
{thisscore is decided by the gamemaster, based on the dif-
ficulty of the feat — see the accompanying Sustained Ac-
tion Chart for guidelines). When the proper amount of
“victory points” have been garnered, the feat is accom-
plished. Failing a rolf means that no victory points are gar-
nered that turn. If the character suffers three failures, or
one critical failure, the task simply proves impossible.

Sustained Action Chart

Task Victory Pta  Condition

Simple 4] Climbing a tree

Complex 9 Researching the weak-
' nesses of a noble

Involved 12 Climbing a sheer cliff

Obscure I8 Deciphering Vautech

Arcane 23+ Repairing Vautech

For example, a priest’s land rover sputters to a halt in
the middle of the Algol Desert, and a sandstorm whips up
on the horizon. Muttering pravers to the enigmaric gods
of technology, the character hauls out histoolsand getsto
work. The gamernaster tells the player that the character
must roll his Tech (6} + Mech Redemption (6) to fix the
engine. The task is @ Hard one {-2 to rolls), and fixing the
engine is an Involved feat {theres a fot of funny parts in
there), 50 the priest must scorei2 or more victory pointsto
repairt the infernal contraption.

Sustained actions can be assisted or resisted. If others
areassisting{forexampie, tolifta heavy sarcophagus cover},
simply add all successes together until successis scored. If
someone resists the action {as with the Planetary Destruct
Lever example, above), determine the victory point total
as usual, but subtract the opponents victory points from
the characters Thiscan even cause acharacter toaccumu-
late “negative” victory points, which must be overcome
before positives can be garnered.

For example, take the aforementioned tug-of-war for
the Planetary Destruct lever. The gamemaster decrees that
whichever combatant first garners six sugcesses pulls the
lever to the desired position. On the first turn, Combatant
#] scores two successes, while Combatant #2 scores four.
Combatant #2 is now two successes toward invoking plan-
etary devastation, and Combatant #1is twosuccesses in the
hole — he must score two successes even to bring the lever
back to a neutral position.

Second Tries

A character who fails a task may trv again. However,
the second attempt suffersa -2 penalty in addition toany
other modifiers, and the third attempt {for really tenacious
or stupid characters) takes a -4 penalty. If, after three fail-
ures, the character still can’t accomplish a feat, that feat is
simply beyond his capabilities — for now. He may, however,
trv again next span at no penalty.

Fina]l Words

These rulesare designed for simplicity and toenhance
enjovment for ail participants. Gamemasters: if you find a
given rule overly complex, not complex enough or other-
wise unsuitable, feel free to replace it with one of your own
devising. These rules are yours, to shape, bend or break as
you choose.
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Chapter Three: Characters

The most important part of Fading Suns is che char-
acter, Just as characters are crucial to a novel, play or film,
so characters {the players’ and the gamemasters) are the
driving force behind a Fading Suns drama.

Because the characteris the nexusof thegame, the hub
around which everything else turns, a player must make
many choices when building her character. Though the
process of building a character may seem a bit invelved at
first, it is essential to provide plavers with the maximum
amount of cholce and character depth.

Character Points and Extras

Characters are built with a variable number of chatr-
acter points: points that can be spent tobuy ratings in vari-
ous traits. Three caregories of tratts — characteristics, skills
and Benefices — have a fixed number of character points
assigned to them; these points can be spent {usuallyonal-
for-1 basis) to purchase trait rating increases in the appro-
priate category.

Additionally, all characters receive 40 Extra points,
which can be spent to purchase further trait increases, to
buv new craits, or to purchase previously unartainable
rraits (blessings and occult powers). Unlike assigned points,
Extra points are not always spent on a l-for-1 basis; it costs
more Extra points to increase a characteristic than tobuy
a new skill, for example.

Character Concept

The mast important part of character creation, and the
maost fun, is determining a character concept. Who and
what do you want to he? A player inventing a character
concept bears many similarities to a novelist or playwright
creating a character for her literary endeavor, and the pro-
cess Is just as involved {and just as rewarding).

When determining a concept, envision all facets of
vour character. Is he human or alien? What does she look
like? Did he grow up amid the palatial estates of a noble
planet, or did he come of age on the savage streets of a
megaslum? Isthe character an outworld barbarian, utterly
unfamiliar with civilization and its trappings? Is the char-
gcter biunt or subtle? Brutal or sophisticated? Worldly or
superstitious? Honest or devious? Does he have any pecu-

liar mannerisms or speech patterns? A favorite object or
item of clothing? All these things and many more help to
focus your character and set him apart.

Here are some things to consider when formulating
your character concept. Ask these questions ro yourself,
and try toanswer as the character would (this can help vou
find your character’ voice).

+ Are you human or alien? This is, perhaps, the most
important decision 1o be made in terms of concept. Play-
ers contemplating running an alien character should be
advised that this s a dif ficult roleplaying challenge. Aliens
simply don't think like humans do,and of ten have trouble
interacting with the predominantly hurman Imperial so-
ciety. Aliensare afso often distrusted and ostracized.

» What was your childhood like? Your adolescence?
The diversity of the Fading Suns galaxy allows for a nearly
infinite variety of back stories. Were you aspoiled and pam-
pered noble or did you come of age on a backwater serf-
world? Were you raised by loving parents, or were they dis-
tant and cold? Were you, perhaps, an orphan, taken in bya
monastery — or sold to the Muster slavers at an early age?

» What is your social background? A character raised
as a noble will have a tremendously different outlook on
life chan will a character born into serfdom. De you ex-
pect instant obeisance from all or do you feel you have to
fight for every shred of property and dignity? Or were you
destined for the Church?

+ When did you discover your occult powers? Some
characters manifest powerful occult properties early in life,
much to their chagrin if they're stuck on supetstitious
backwater worlds, If your powers manifested early, were
vou ostracized? Hunted as a witch? Revered as a god? Did
vou keep your powers secret, use them to take advantage
of others, or try to better your society?

« What is your profession? Did you ever want to be
something else? How do you earn a living? Are you an il-
literate jack-of-all-trades, or have you mastered the secret
lore of the guilds? Did you choose your profession, or were
vou forced into it by circumstance?

- Are you a believer in superstition or reason? Do vou
strive torecover the lore of the Second Republic, ordoyou
feel that certain things are best left buried? Do yvou shud-
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der when imagining the dark between the stars, or do you
seek to discover the secrets spiraling in the galactic abyss?

+ Are you a follower of a religion, or do you have faith
only in yourself? The Church is an all-pervasive enticy in
the Fading Suns universe, and while it does great good, it
can also be stiflingly oppressive. Do you place your soul’s
trust in the Church, or do you scorn the beliefs others hold
dear? Perhaps you are a pagan, or even a demon-worship-
per {though the latter can be disruptive to the game).

- How do you feel about technology? Technology in
the Fading Suns world is not the user-friendly helpmate it
is in the present day. Fading Suns residents see technology
as mysterious, unreliable, magical and often inimical.
Those who work closely with technelogy are often dis-
trusted and are occasionally branded as magicians.

* Are you happy with the status quo,orare youa revo-
lutionary? A criminal? Long live Emperor Alexius — at
least that’s what everyone says to his face. Perhaps you feel
differently. Are you a loval Imperial citizen (perhaps truly
believing that the Empire is acting in humanity’s best in-
terests) or would you love to see the Empire fall? Perhaps
your family was impoverished or destroved in the Emperor
Wars, driving you to sedition. Or perhaps you have a loved
onein an opposite political camp — how does your patrio-
tism affect your relationship?

* What are your important likes, goals and dislikes?
Do you have a loved one? A lost love? A dire enemy? The
little — or not so little — things can be among the most
important facets of a character. Does vour character like a
certain colot ot type of food? Does he have a certain speech
pattern or mannerisms? Does he want to own a merchant
line of hisown —or dohisambitions run toward dethron-
ing the Emperor?

Therearean infinite number of questions to be asked
about each character, and the more detailed the concep-
tual process becomes, the richer and more real the charac-
ter will seem.

The Creation Process

Step One: Formulate Character
Concept

Character creation begins by coming up with a char-
acter concept, as described above. When selecting a con-
cept, try to come up with something chat is interesting,
fun, and different from the other players characters. At
the same time, however, choose a concept that can work
well with the other characters and within the framework
of the gamemasters setting. A scuzzy space pirate won't fic
in very well with a group whose members are all nobles,
politicians and courtiers.

Once acharacters concept ischosen, you can begin fill-
ing out the character sheet. Choose the characters name,
race, gender and age. Also, what planet {s she from? What
ishersocial class? All characters in Fading Suns are assumed
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to be freemen unless the plaver chooses otherwise: Ben-
efices allow the character to be serf {worth Extra points)
ora noble (thiscosts points). Finally — and vervimportant
— what is her chief alliance? [s she a member of House
Hazat, a Muster mercenary, or a priest of the Eskatonic Or-
det? Step Two will help determine a characters alliance.

Step Two: Select Character Role

Once a concept has been established, the plaver picks
oneof the 23 character roles most suitable to that concept,
Note that a character does not have to choose a compat-
ible character role; grear roleplaying opportunities can be
had by choosing a role whose stereotypical characteristics
are at odds with the character concept and persenality. A
humble Hawk wood noble or compassionate Muster slaver,
for example, can provide unigue roleplaying experiences.

Character roles are presented later in this chapter,

Step Three: Select Characteristics

Characteristics are the innate qualities of a character,
the hereditary or otherwisc deep-rooted aspects defining
the character. Like most traits, characteristics range from |
to 10, with 1 indicating an extreme deficiency and 10 indi-
cating human perfection.

There are three types of characteristics; Body (physi-
cal characteristics), Mind (mental characteristics) and Spirit
{psychological and emotional characteristics). Characters
may also have occult characteristics, traics relating to a
character’ interaction with extradimensional forces, but
these are bought later in the character creation process.
Player characters' Body and Mind characteristics start at a
base rating of 3 (invalids or morons are incapable of sur-
viving the travails of the Fading Suns universe).

Spirit characteristics are broken into four “trait pairs™
Extrovert vs. Introvert, Passion vs. Calm, Faith vs. Ego, and
Human vs. Alien. These traits quantify aspects of a
characters personality, and are also important when prac-
ticing magic and psionics. Each trait in a pair opposes its
counterpart. Within each pair, the player selects one rrait
of the pair to be primarv; this trait begins at 3. The opposed
trait begins at |, with the exception of the Alien trait if the
character is human. This trait begins at 0 {things alien are
virtually incomprehensible to the untrained human
mind}.

A beginning character may not raise a characteristic
above 8 (such perfection requires not only innate ability,
but also tempering in the fires of experience).

Plavers receive 20 points to divide amnong their char-
acteristics. Characteristics are fully described in Chapter
Four: Traits.

Step Four: Select Skills

Skills are instinctive and learned aptitudes that char-
acters possess. There are two kinds of skills: natural and
learned. Natural skills begin at a base rating of 3 (all char-
acters have some rudimentary ability to fight or sneak),
while learned skills must be bought to have any trait rat-



ingsin themat all (unlessa character istaught how to per-
form Volt Redemption, she will have absolutely no idea
how to fix a circuit board).

Skills are bought as characteristics are. Certain skills
are available only to certain character professions (one
must belong to a guild or have a guild contract to learn
guild skills, for instance).

Players receive 30 points todivide among desired skills.
Skills are fully described in Chapter Four: Traits.

Step Five: Select Benefices

Players may now purchase Benefices, those elements
defining their birthrights, monies or other societal advan-
rages. Benefices cost a variable amount depending on how
much of the benefice a plaver wants: A character who is
filthy rich must spend more Benefice points than some-
one who only has a small nestegg.

Benefices, more than any other traits, define the
characters relationship to the rest of Fading Suns society.
The plaver should thus carefully consider her character’s
concept when choosing benefices,

Characters may also choose Afflictions: negative Ben-
efices. Afflictions are social handicaps {enemies, ostracism,
etc) that actually provide additional Extra points during
Step Six of this process.

Plavers receive 10 points to divide among desired Ben-
efices, Benefices are fully described in Chapter Four: Traits.

Step Six: Spend Extra Points

Now the plavers receive 40 Extra points to spend as
they choose. Extra points are the only way to buy bless-
ings, occult characteristics or powers. The Extra Point Costs
chart delineates the cost to purchase new or additional lev-
els in the various trait ratings.

Extra Point Costs
Trait Cost (to raise by 1)
Characteristic 3
(Body, Mind, Spirit, Occult)
Wyrd 2
Skill 1
Benefice 1
Blessing 1
Occult Power 1 per level
Cursesand Afflictions provide additional Extra points.

Spirit Characteristics

Unlike other traits, Spirit characteristics represent
aspects of personality and are thus a little trickier to
rate than, say, Dexterity The traits are opposed traits,
representing polar aspects of a characters psyche, and
thuseach Spirit trait counterbalancesits opposed trait.
Most characters will have a higher rating in one char-
acteristic of a pair than in its opposite, The trait with
the highest rating is considered primary; the lesser trait
is secondary. {Primary characteristics begin with a rat-
ing of 3, while secondary characteristics begin at 1.
Underline the primary characteristic on the charac-
rer sheet)

On the one hand, it is entirely possible to have
characters with reasonably strong (or very weak) rat-
ings in both traits of an opposed Spirit pair. For ex-
ample, a character can be gregarious and friendly {a
high Extrovert score), vet still be self-aware (a moder-
ately high Introvert score). Less happily, acharacter can
be neuroticand rwitchy (low Calm rating), vet depres-
sive and weak-willed {low Passion score). An alien be-
ing (high Alien score)can still have a natural empathy
for humans {moderately high Human score}. It is thus
possible to raise the primary Spirit trait, the secondary
Spirit trait, or both. In fact, a player can raise a
characters secondary Spirit trait to a level equal to his
primary Spirit trait, representing a balanced character
whose “yin and yang are in harmony.”

However, the traits are still opposed, and thus one
cannot haveextremely high levelsin both Traits. Thus,
while Spirit characteristics are rated from 1to 10 just
like other traits, 4 rating in one lessens the maximum
rating of the opposed characteristic. So a character
with a Passion rating of 7 can have a Calm rating of nio
more than 3{such a zealous character finds it difficult
tocontrol her inner fervor no matter what). The same
is crue for Extrovert vs. Introvert, Faith vs Ego, and
Human vs. Alien.

Take note — even if both traits are equal, the ini-
tially chosen primary characteristic is still considered
primary and should remain underlined. This distinc-
rion becomes important in certain types of psychic
combat.

Character Roles

At the heart of Fading Suns are the distinctions of class.
Leaders arent made — they're born. One does not get pro-
moted to the nobility; one must be the scion of genera-
tions of nobles. The following social classes are those that
make up the Known Worlds. Theseinclude the nobles, the
priesthood, the merchants, the serfs and the outsiders, be
they alien or barbarian.

The class descriptions include traits that most merm-
bers of the same social strata share, Following these traits
are brief descriptions of some prominent groups within
that caste. Note that these descriptions are only recommen-
dations, Players and gamemasters should feel free todesign
their characters to best suit their own needs.
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Those Who Rule: Nobles

The role of the noble is to be the master of all things:
accomplished ruler, skilled warriot, able diplomat, gifted
artist, vigorous worker and so on. The reality is often far
different, but the goal is still worth striving for. All the
houses, whether royal or minor, share certain characteris-
tics, but all are very different.

Suggested Natural Skills: Charm, Impress

Suggested Learned Skills: Etiquette, Read Urthish,
Speak Urthish (usually learned equal to Wits)

Suggested Benefices: Nobility, Riches, energy shield
(6 pts)

Hawkwood

The Hawkwoods are proud that one of their own has
become emperor, but all believe they are destined for great-
ness, [t is both their privilege and their ducy, and theyact
accordingly.

Characteristics: Strength, Wits, Extrovert

Natural Skifls Melee, Vigor

Learned Skills: Fencing Actions, Lore (Fief, Heraldry),
Debate or Oratory, Ride, an Art {usually Rhetoric)

Blessings/ Curses: Unyielding (2 pts: +2 Endurance
when honor is at stake)f Prideful {+3 pts: -3 Calm when
insulted) _

Benefices: Chain mail (knight — baron: 2 pts) or plate
armor (ear! — duke: 3 pts), rapier or broadsword

Pecados

The family that many observers believed would win
the Emperor Wars, the Decados are praised for their sophis-
tication, wit and charm. They are feared for their malevo-
lence, fury and treacherv. To befriend a Decados is to ally
with a viper.

Characteristics: Dexterity, Perception, Ego

Natural Skills: Observe, Sneak

Learned Skills: Empathy, Fencing Actions, Lore {rival
house), Inquity, Knavery

Blessings/ Curses: Suspicious (2 pts: +2 to Perception
when rivals about)/ Vain {+1 pt: -1 Perception when being
flattered)

Benefices: Studded leather {knight — baron) or chain
mail {earl — duke: 2 pts), knife and/ or rapier

The Hazat

A Hazat’s pride in her soldiers is only surpassed by her
pride in herself. Trained since birth to lead soldiers, she is
asat home in an army sleeping bag as in a feather bed. Still,
the Hazat are extremely aware of their role in society, and
will never let their inferiors forget it.

Characteristics: Endurance, Petception, Passion

Natural Skills: Melee, Shoot, Vigor

Learned Skills: Fencing Actions, Leadership, Lore {fief
army), Remedy
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Blessings/ Curses; Disciplined (2 pts: +2 Calm in com-
bat situations)/ Vengeful (+3 pts: -3 Calm when honor im-
pinged, will never forget a slight)

Benefices: Chain mail {knight — baron: 2 pts} or plate
armor (earl — duke: 3 pts), med. pistol (2 pts)

Li Halan

Once renowned as the most decadent house, house Li
Halan is now the most tied to the Church. Li Halan elders
give readily to Church charities, and younger members of
the house are the first to join crusades and serve in the
Orders of Battle. While maost nobles owe their lovalty pri-
marily to their own house, the Li Halan owe it only to the
Pancreator.

Characteristics; Faith, Human, Theurgy

Natural Skills; Observe

Learned Skills: Arc {choose one, usually Rhetoric), Fo-
cus, Lore (Theology), Rernedy, Read Latin, Speak Latin

Blessings/ Curses: Pious (2 pts: +2 Extrovert among the
sinfullf Guilcy (+2 pts: -2 on all rolls when opposing
Church officials}

Benefices: Church Ally {1 -11 pts)

al-Malik

Some observers have suggested that the al-Malik grew
out of a Second Republic merchant family, but now the
house strives for nobility in all things. Of course, that
doesn't keep its members from accumulating some of the
best collections of Second Republic artifacts to be found
this side of Leagueheim.

Characteristics: Dexterity, Wits, Calm

Natural Skills: Melee, Observe

Learned Skills: Art {choose one, usually Music), Debate,
Inquiry, Lore (Trading), Speak Dialects (choose one or more)

Blessings/ Curses: Gracious (2 pts: + 2 Extrovert to
guests)f Impetuous (+2 pts: -2 Wits when trading)

Benefices: Passage Contract (8 pts), heavy clothing/
leather jerkin, lt. revolver {1 pt), scimitar

Minor House

In addition to the five Royal Houses, there are innu-
meriable minor ones. Some of these used to be big, some are
on their way up, and some have never gotten anywhere
and probably never will. Thus, minor houses range from
the most virtuous to the most vile, and gamemasters and
players should get together to design their own,

Benefices: Nobility {9 pts maximum)
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Those Who Pray: Priests

No single institution has as much impacr on day-to-
day life in the Known Worlds than does the Universal
Church of the Celestial Sun. Despite the Church’s many
factions and sects, the average peasant sees it as a giant
monolith, dedicated to saving humanity from the evilin-
herent in the universe, As faras they can tell, all the priests
work toward the same goal, hand-in-hand, fighting evil
together. Never mind the fact that they call one another
heretics; the Church itself is good. The peasants’ view only
changes when someone tries to replace the sect of their
ancestors with a new one.

Sugpested Natural Skills: Charm

Suggested Learned Skills: Focus, Read Urthish and
Latin, Speak Urthish and Latin

Suggested Benefices: Ordained (3-13 pts), Vestments (1
pt), Riches (6 pts maximumy}

Urth Orthodox

Orthodox priests spend their time tending to the spiri-
tual needs of their flock and defending the faith from
outer and inner evil — whether it be aliens, barbarians or
the heresies of other sects.

82 Fading Suns

Characteristics: Faith, Calm

Natural Skills: Charm, Impress

Learned Skills: Academia, Empathy, Lore (Flock, The-
ology), Oratory, Physick

Blessings/ Curses: Pious (2 pts: +2 Extrovert among the
sinful)f Austere{+2 pts: -2 Passion before nembers of flock)

Benefices: Noble Ally (1-11 pty)

Brother Battle

Brother Battle monks spend vears training to become
the most effective agents of the Pancreator’ justice in the
sinful universe. Their strict discipline and martial! train-
ing make them incredibly efficient soldiers, although they
rarely heed secular military commands. Despite the order’s
name, WoInen can become monks.

Characteristics: Faith, Body (Strength, Dexterity or
Endurance)}

Natural Skills: Fight, Impress, Melec, Shoot, Vigor

Learned Skills: Martial Arts, Remedy, Stoic Body

Blessings/ Curses: Disciplined (2 pts: +2 Calm in com-
bat situations)/ Clueless (+2 pts: -2 Perception to notice so-
cial cues)

Benefices: Half plate armor (3 pts), med. pistol (2 pts),
broadsword
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Eskatonic Order

Eskatonic priests scour the universe for mystical lore
to help defend the faithful from evil Their questing has
lead ro many new discoveries which may better life for ail
— oropen a Pandora’s Box of secrets best left hidden.

Characteristics: Faith, Introvert, Theurgy

Natural Skills; Observe

Learned Skills: Academia, Alchemy, Lore {Occult), Stoic
Mind

Blessings/ Curses: Curious (2 pts: +2 Extrovert when
seeing something new)/Subtle (42 pts: -2 Extrovert when
explaining something)

Benefices: Secrets (2 pts), Refuge (6 pts)

Temple Avesti (Avestites)

The heavy robes of these funatics are instantly recog-
nizable — as are the smoking flameguns they bear toenact
a literal punishment on the sinful. This scct long ago
gained most of the chairs on the Inquisitorial Synod. much
to the regret of its political enemies.

Characteristics: Faith, Perception, Endurance

Natural Skills: Impress, Melee, Observe, Shoot

Learned Skitls: Inquiry. Lore (Doctrine), Search, Torrure

Blessings/ Curses; Pious (2 pts: 42 Excrovert among the
sinful)f Righteous (+2 pts -2 Calm when judgment ques-
rioned} :

Benefices: Studded leather or scale armor (I pr}, shot-
gun (3 pts) or flamegun {10 pus})
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Sanctuary Acon {Amaltheans)

This healing order was founded by Saint Amalthea
after her travels with the Prophet and huas continued since
then to bring graceand mercy toall. Amalrheansare deeply
beloved by the peasants they selflessly aid.

Characteristics: Faith, Calm, Dexterity

Natural Skills: Charm

Learned Skills: Arts {usually Music), Empathy, Lore
(lives of the local people), Physick, Remedy, Stoic Mind

Blessings/ Curses: Compassionate (2 pts: +2 Passion
when helping othersy Gullible (+2 pts: -2 Wits against at-
termpts to fasc-ralk)

Benefices: Ally (1-11 pts)

Mendicant Monks (Hesychasts)

Some priests want nothing to do with Church poli-
tics and join monasteries far from the centers of Church
power — orlivein hutsin the wilderness seeking mystical
visions or quiet lives of contemplation. Some friars take
to the road ro spread rhe gospel among the common folk
whorm the Church hasignored or forsaken.

Characteristics: Fairh

Learned Skills: Remedy

Benefices: Cloistered (+1 pt), Ordained (9 pts maxi-
muin)
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Those Who Trade: Merchants

The guilds may be all that remain of the giant corpo-
rations of the Second Republic, hut they have carved out
an important place in the Empire. While nobles maysnub
them and priests may call them sinners, the merchants
know they provide a necessary service — one neither the
houses or the sects could get along without.

Suggested Natural Skills: Charm, Observe

Suggested Learned Skills: Etiquette, Read Urthish,
Speak Urthish

Suggested Benefices: Comrmission, Passage Contract

Charioteers

Some Charioteers claim that they own the space lanes,
and their claim is not far of £ Master pilots and master trad-
ers both, they fly from star to star with cargo, sometimes
illegal, but always highly prized.

Characteristics: Dexterity, Wits, Extrovert

Natural Skills: Impress

Learned Skitls: Drive, Empathy, Lore(people and places
often seen), Mech Redemption, Speak Dialect, Remedy,
Ride

Blessings/Curses: Curious (2 pts: +2 Extrovert when
seeing something new)/ Nosy {+ 2 pts:-2 Calm when seeing
something new)

Benefices: Riches, passage contract (6 pts), It pistol (L pt}

Engincers

More than just mechanics, the Engineers recreate old
tech, discover their own innovations, and merge them all
into cheir lives and (sometimes} bodics. The Engineers do
not offer their services to everyone, and even rthose they
do help often wonder if it was worth the cost.

Characteristics: Dexterity, Wits, Tech

Natural Skills: Shoot

Learned Skills:Inguiry, Read Urchiech, Tech Redemp-
tion (Mech, Volt, Comp or High Tech), Science (one, or more
rarely, two), Think Machine

Blessings/ Curses: Innovative (2 pts: +2 Tech when try-
ing toinvent something new)/ Unnerving (+2 pts: +2 Alien
when dealing with serfs; does not affect luck rolls)

Benefices: Riches, passage contract (4 pts), it. pistol (1 pt)

SCI&VCIS

This guild got its start recovering old technology, but
theusesit found for these artifacts gave it a whole new role.
Now it has casino space stations, slot machines, pharma-
ceutical labs and more, all protected by some of the best
enforcers in the business,

Characteristics: Strength, Perception, Ego

Natural Skills: Impress, Dodge, Fight or Melee or Shoot,
Sneak

Learned Skills: Gambling, Inguiry, Knavery, Speak
Scraver Cant, Streetwise
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Blessings/ Curses: Lucky at Cards (1 pt: +2 Gambling
with cards)/ Possessive (+2 pts: -2 Calm when cutout of the
action)

Benefices: Riches, passage contract (4 pts), It. pistol {1 pt)

The Muster (Chainers)

The Muster is the kind of bogeyman parents use to
scare children: a guild which specializes in the trade of
people. While their roain role is to act as agent for skilled
workers like mercenaries, technicians, engineers, and oc-
casional entertainers, they've also picked up a {well-de-
served} reputation as slavers.

Characteristics: Strength, Tech, Passion

Natural Skills: Fight, [mpress, Shoot

Learned Skills: Drive, Knavery, Lore{peopleand places
of tery seen), Remedy, Search, Streetwise, Tracking

Blessings/ Curses: Bold (2 pts: +2 Passion while acting
when others hesitate}/Callous (+2 pts: -2 Passion when
asked for aid}

Benefices: Riches, passage contract (2 pts}, chain mail
(2 pts), hvy. pistol (2 ptsh, shotgun (3 pts)

Reeves (Gray Faces)

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

Characteristics: Endurance, Wits, [ntrovert

Natural Skills: Impress, Observe

Learned Skills: Acadernia, Art (Rhetoric), Bureaucracy,
Debate, Eriquette, Inquiry, Lore (Finance, l.aw), Read Latin,
Speak Latin

Blessings/ Curses: Shrewd (2 prs: +2 Wits against at-
tempts to fast-talk)f Manon (+2 pts: -2 Faith when money
is involved}

Benefices: Riches (6 pts), Passage Contract {6 pts)

Yeoman (Freelancer)

Since the serfs seem to believe that almost anvone in-
volved in trade is a guild member, a number of freemen
have taken advantage of the fact. They may de any kind
of work, they may work with the guilds, they may pretend
to be full members, but really they are behelden to none.

Note: Freelancers do not need to hold a commission
to begin play with guild skills. They are assumed to have
picked them up while doing work for the League,

Suggested Learned Skills: Artisan
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Those Who Differ: Aliens

There are many sentient alien races in the Known
Worlds, but less than a handful have any political power.
Three races are sCrong of NUMerous enough to rule their
own homeworlds and dictate their own terms toe theem-
pire — within limit, of course, for each of thesc races’
homeworlds is owned by one of the royal houses. Enclaves
of their original cultures exist on their homeworlds, but
most of these aliens live in a human-run universe, Any of
them can hold a Commission in the League or Rank in
their own nobie caste.

Orheralien races will be dealt with in detail in furure
Fading Suns supplements. The gamemaster and players
should feel frec ro create their own alien races and charac-
ter roles.

Characteristics: All Aliens have a base Alien (3)f
Human (L). In addition, when a higher or lower than nor-
mal minimum trait rating is given in brackets, the charac-
ter begins with that rating but does not reccive or pay cx-
tra points for it.

Ur-Obun

The spiritual Ur-Obun are sought out as third party
diplomatsand peacemakers. Unlike theiraggressive broth-
ers, the Ukar, Obun culture values learning and philoso-
phy overall other pursuits, and Obun havea knack at an-
swering questions which have long plagued others. An

Obun may be Ordained in the Obun sect of the Church.

Characteristics: Dexterity (4), Strengthand Endurance
(maximum 9}, Psi (1) or Theurgy {1

Natural Skills: Charm

Learned Skills: Academia, Empathy, Etiquette, Focus,
Speak Urthish {2} and Obunish {3), Stoic Mind, Read
Obunish

Blessings/ Curses: Just (2 pts: +2 Passion when righting
a wrong)f Condescending {(+2 pts: -2 Extrovert among the
unenlightened)

Benefices: Refuge {4 pts, any Obun consulate),
Obuntech stunner (5 pts)

Ur-Ukar

The bitter Ur-Ukar fight in internecine clan wars on
their homeworld. Those who escape such blood conflicts
by going of f-world often hire themselves out as assassins
or mercenarics. Their subterranean origins give them an
edge in nocrurnal activities.

Characteristics: Dexterity (4),Strengthand Endurance
(maximum 9}, Tech (4}, Psi (1) and Urge (1)

Natural Skills: 1Jodge, Fight, Sneak

Learned Skills: K navery, Martial Arts Actions, Lore{poi-
sons), Speak Urthish (2)and Ukarish (3}, Survival

Blessings/ Curses: Sensitive Touch (I nts:+2 Perception
to discern touched objects) Bitter {2 prs: -2 Calm when
dealing with humans)

Benefices: Ukartech med. pistol (2 pts), energy shield
(5 pts)
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Yorox

These mulri-limbed monstrosities are highly valued
asshock troops or guerrilla warriors. Only “civilized” Vorox
are allowed to leave their homeworld, for the “feral” kind
are too unruly and dangerous. But most Known Worlders
are hard-pressed to tell the difference between the two.
Civilized Vorox have their poisonous claws removed to
prove their commirment to civilization. Noble Vorox are
allowed ro keep one claw as a sign of their rank.

Characteristics: Strength and Endurance (base 4, max
12), Wits (2), Tech (1), Passion (3, always primary)

Natural Skills: Fight, Impress, Vigor

Learned Skills: Speak Vorox {3} Speak Urthish {0}, Sur-
vival, Tracking

Blessings/ Curses: Every Vorox character must pur-
chuse these racial traits, although they do not countagainst
the rotal number of Blessings/ Cursesa character may have.
They are bought with Extras points: Predatory {0 pts: +2
Per, -2 Calm when hungry), Giant (5 pts: +2 Vitality, basc
run: 14 meters, requires Vorox tailored clothing), Natural
Weaponry: Bite (3 pts: Dx + Fight, Inic -L, DMG 3), Extra
Limbs (5 pts: total of six limbs usable asarms ot legs), Sensi-
tive Smell (1 pr), Uncouth {+2 pts). Members of the royal
caste may purchase: Poison Claw (6 pts: Dx + Fight, DMG 3.
Vorox poison is a slow-acting paralytic. Once hit, the tar-
get gets a cumulative -1 penalty per turn on all physical
actions; when a number of turns equal to the targets Vi-
rality rating is reached, the target is unable to take any

physical actions for the rest of the span)
Benefices: Voroxian swords (1 pt per sword, similar to
Chinese deerhook swords: 1Dx + Fight, DMG 6)

Barbarian Qutworlders

Manv harbarians from planets outside the Known
Worlds come to the empire seeking a new life, alliesagainst
rivals at home, secrets, or simply to assuage their wander-
lust. Some are escaped prisoners of war from one of the
border conflicts.

Kurgan

Barbarians from the Kurga Caliphate are actually quite
polite and mannered. Their ways may differ enough to
spook a peasant, but they are intelligent and learned, pre-
serving many things from Second Republic culture that
was lost to the Known Worlds after the Fall.

Characteristics: Extrovert, Calm

Narural Skills: Charrm, Melee, Shoot

Learned Skills: Fencing Actions, Speak and Read
Kurgan (3} and Urthish (2}

Blessings{ Curses: Gracious (2 pts: + 2 Extrovert to
guests)/ Haughty (+2 pts: -2 Extrovert around serfs)

Benefices: Barbarian {+2 pts), studded leather armor,
rapier or broadsword

Vuldrok

The Vuldrok Raiders actually live up to the stereotype
of the barbarian held by most peasants —theyare rude and
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brutal in their behavior. Used to taking what they want
by might, they rarely heed rules of social propriety and
tend to get very miffed when reminded of them.

Characteristics: Strength or Endurance, Tech (2),
Alien ()

Natural Skills: Melee, Shoot, Vigor

Learned Skills: Fencing Actions, Speak Vuldrok (3)and
Urthish (1)

Blessings/ Curses: Bold (2 pts: +2 Passion while acting
when others hesitate)/ Uncouth {2 pts: -2 Extrovert at so-
ciety functions)

Benefices: Barharian (+2 pts). scale armor (1 pt), assauit
rifle {3 pts), broadsword or axe

Example of Character Creation

Susan sits down with the Fading Suns rulebook in
preparation for makingacharacter for next eveningsgame,
Although she is intrigued by the thought of playing an
alien, Susan is a devotee of Japanese anime and decides she
wants to play someone similar to a gritty manga heroine.
Susan wants her character to be sleek, slick and deadly.

Her character, Susan decides, will be the youngest scion
of a neble house: trained in the nuances of war and court,
but footlaose and adventurous. She sees her character as
starting near the bortom rung of her noble house and
ruthlessly clawing her way up the power structure. At this
point, Susan decides the character will be femalc; most of
the other characters in her player group are male, and she
sees the potential for some amusing releplaying.

After skimming the character roles, Susan quickly
decides on the Decados noble role; the Decados’ ruthless,
Machiavellian ways complement her characters nature
perfectly. She pencils in “Decados” in the "Alliance” space
on the character sheet.

But Susan realizes her character is not content to play
the power games within the Decados structure. Her char-
acter is a traveler, one who will span the galaxy and make
all sorts of interesting allies {pawns?)in pursuit of her goals.
Perhaps, Susan muses, her character was on the losing side
of an internecine struggle and was forced into exile. Yes..
the more Susan thinks about it, the more she decides rhat
her character really doesn't like her family so much. Her
childhood was plagued by unloving parentsand cutthroat
competition among her siblings, cousins and other rela-
tives,

At this point Susan comes up with a name: Lucretia.
[t seems appropriate, since it apparently sprang from both
the historical Lucretia Borgia and an old Sisters of Mercy
song — hoth of which, Susan feels, are apt influences for
her character’s personality.

Looking at the map of the Known Worlds, Susan de-
cides that Lucretia is from Severus, the Decados
homeworld. Severus s a hotbed of political activity, as
nobles step over each other trying to curry favor frem the
most powerful families, Jn such a backstabbing environ-
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ment, it is no wonder the headstrong Lucretia finds it hard
to compete. Success on Severus depends not only on per-
sonal ability but on personal tiesand rank — an ambitious
Decados must lick the boots of her superior but be willing
to betray that superior should he fall from favor. Lucretia
can't wait to get away from Severus — bur dreams of the
day when she will return with more power than those who
kicked her around.

Concept thus roughly established, Susan turns to the
character sheet and begins fixing the numbers. First, Su-
san decides which of Lucretia’ Spirit characteristicsare pri-
mary. Faith vs. Ego is easy: Lucretias a proud and cynical
sort, relying on herself rather than on some disembodied
spirit. Egois declared as primary, so three points are assigned
to that characteristic, leaving Faith as the secondary char-
acteristic; one point is assighed to it. Likewise, because she
is human, Lucretia is automatically rated Human 3/
Alien 0.

The other four opposed characteristics, Susan realizes,
are a little tougher. She contemplates the Extrovert vs. In-
trovert pait. While Susan sees Lucretia as a smooth, guile-
ful sort, easily gliding through the social whirlpool, shealso
realizes that Lucretia is distrustful and rarely shows the
true feelings behind the facade. After careful consider-
ation, Susan chooses Introvert as primary (and notes that
Lucretia isextremely guarded about her true feelings), but
decides to raise Extrovert later in the character creation
process {Lucretia is perfectly capable of putting on a de-
mure, genteel, gracious or amorous mask).

Likewise with Passion vs. Calin: Lucretia is certainly
capable of feeling intense passion, but rarely lets it rule her
{she is vindictive, but can wait years to extract her ven-
geance). Susan decides on Calm as primary, but notes that
the Calm characteristic represents Lucretias icy self-con-
trol rather than any true feeling of inner peace, and de-
cides to raise the Passion characteristic with Extra points
later on.

With her base characteristics thus set, Susan spends her
20 characteristic points. The first thing she decides is that
Lucretia is fust, able to beat just about anyone or anything
to the draw. Five points go into Dexterity, raising it to the
beginning maximurm of 8 Lucretiaisalso mentally quick
and devious (though tempered by youth},so Susan spends
four points to raise Lucretias Wits rating to 7. Lucretia,
while tough and wiry, places more emphasis on finesse
than on brure force: Susan spends two points each on
Lucretias Strength and Endurance, raising them to 5. Asa
Decados, Lucretia learned very eatly on to beware the poi-
soned cup {or the poisoned word), so Susan spends three
points to raise Lucretias Perception to 6. Susan leaves
Lucretia’s Tech rating at 3: Lucretia relies on her own abili-
ties, not on arcane gadgets.

Susan still has four characteristic points to spend. She
spends two to raise Lucretias Passion characteristic to 3,
makingit the equal of Calm. An additional pointgoesinto
Extrovert, raising it to 2. Susan spends the last point on



Ego, raising it to 4.

Susan has 30 points to spend on Lucretias skills. Con-
sidering Lucretias concept asarenegade Decadosand look-
ing at the skills list, Susan notes several appropriate sKills;
Knavery, Etiguette, Fencing Actions, and Inguiry. She de-
cides to spend about half of her 30 points improving
Lucretias natural skills, saving the other half for learned
skills.

First of f, Susan spends three points on Charm (raising
the skill to 6) and two points on Impress {raising it to 5}
Lucretia, whilc not a conventional beauty, has a certain
dangerous, predatory sensuality. She is also askilled fencer,
having trained under Decados masters of the blade, soSu-
san places threc points each in Melee and Dodge (both are
now 6). Finally, Susan spends one point in Observe, Shoot,
Sneak and Fight {raising each of these skills to 4).

She has spent 16 of her 30 points on natural talents,
Now Susan takes a look at the learned skills list and be-
gins checking off appropriate skills. Inquiry and Knavery
are absolute musts; Susan spends cight points here, raising
Lucretias Inquiryand Knavery to 4 each. Because Lucretia
is equally comfortable in ballrooms and barrooms, Susan
spends four points to raise Streetwise and Etiquette to 2
each. One point is spent on Urthish literacy {because
Lucretia isa noble, she need buy nospecial Benefice to do
so). Finally, she spends her one remaining point to purchase
alevel in Torture (lifeamong the Decados is no bed of roses!,
Susan would like to purchase many more skills, buc real-
tzes that she'll have to wait for the Extra point stage.

Now comes the purchase of Benefices. Susan has 10
points to spend on Lucretias societal advantages. Because
Lucretia is a Decados, Lucretia spends five points on No-
bility, making Lucretia a Decados baronet (not a great deal
of clout in the house, but it gives her some leeway among
the scum she prefers to associate with anyway). Three
points go into Riches — the bare minimum for a noble.
Susan decides that Lucretia has a fair stipend, but spends
money recklessly and is always undertaking various dis-
reputable assignments for extra cash. She spends the last
two Benefice points to purchase a medium revolver.

Because of Lucretias checkered past, Susan also takes
three points of Afflictions: Black Sheepat 1 {she doesn't get
onsowell with the familv)and Vendetta at 2{in fact, some-
one in her family wants to duel her).

Now Susan spends her 43 Extra points (40 + 3 for the
afflictions). She may purchase traits not heretofore avail-
able to her, like Qccult traits and blessings. First of f, Susan
spends two points to take Lucretias “hereditary” Decados
Blessing of Suspicious, Thisgives her +2 to Perception when
rivals are in the area.. and Lucretia has many rivals,

Susan rurns to the occult characteristics. She doesn’t
see Lucretia as being particularly heavy in the magic de-
partment, but she undoubtedly has a few tricks up her
cloak (perhaps learned from a disreputable sorcerer con-
ract). She decides to concentrate on psi, since that power
cormes from Lucretias own will. Susan spends nine points

to buy Lucretia a Psi rating of 3. This also sets her Wyrd
rating: also 3, equal to her Introvert score. Now she buys a
few powers: one point buys Sensitivity {from the Sixth
Sense path), one point buys Intuition, two points buvs
Emote, and three points buys Mindsight {all from the
Psyche path, very useful for a manipulator like Lucretia).
She leaves her Wyrd rating atr 3 psi for Lucretia is a last-
dirch fallback, not a common tool.

For her occult Stigma, she declares that Lucretias eves
are nearly colorless — an eerie effect, Susan thinks this will
cause Lucretia to seem distant and cold to others. If the
eyes are the windows of the soul, then hers surely look
upon strange vistas. Susan decides that Lucretia will wear
dark glasses when in public.

Susan flips back to skills, since thats where Lucretia
could use a boost. First, she spends seven points to buy some
Fencing Actions: Parry, Thrust and Slash. She spends two
rmore points to raise Lucretias Melee score to its maximuim
of 8 {shes real good!). Two more points raise Charm and
Impress to7 and 6 respectively, and three points raise Sneak,
Fight and Shoot to 5 each.

With only 1l points left, Susan has to be careful. She
increases Lucretias Speak Urthish to 6 by spending three
points (Lucretias fairly glib), spends four more points to
increase Urthish Literacy to 5(she is somewhat educated),
spends another two points to raise Lucretias Extrovert
characteristic to 3, and spends her remaining two points
on raising Knavery to 6,

Thats that, Lucretias Wyrd rating remainsat 3, and her
Vitality rating is 10 (5 + 5 Endurance). Susan decides that
Lucretias vendetta is with one of her hrothers, whom she
humiliated politically. The brother now heads a major
Decados faction and has every intention of putting
Lucretia in her place. She is thus forced to avoid Decados
worlds and instead recruit allies among the wild frontier.

Asfarasequipment goes, Lucretia hasa relatively good
rapier, a knife, a studded leather jerkin {free to a noble), a
hooded cloak, a pistol {paid for with Benefice points), and
some coin.She is now ready to carve her legacy among the
stars of the Fading Suns universe,

Character Sheet

There is a character sheet provided at the end of
this book for use by gamemasters and plavers, It is
pretty self-explanatory {assuming that you've read this
chapter),but there are a few things worth pointing out:
+ Alliance refers to the character’s major associates. A
noble would list his House here, a member of the Mer-
chant League his guild, and a priest his Church sect.

+ When marking variable point traitssuch as Vitality
and Wyrd, fill in a number of dots equal to the level
of the trait (left to right); mark the highest level of the
trait with a slash mark after the last filled-in dot.

Remember to underline the characters primary
Spirit characteristics.
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Chapter Four: Traits

Traits are numbers playersand gamemasters use torate
a characters abilities. They come in a variety of categories
and levels, and the combination of them makes up achar-
acter. Chapter Two: Rules and Chapter Three: Characters
give details on how these traits are chosen and used; this
chapter expands the rules given there.

Characteristics

Onganggorak’s fur bristled, and the Vorox5nostrils flaved in
vesponse, sniffing for the scent behind his unease. He knew that
smell from somewhere in his past. But the overpowering scents of
oil, white-hot metal, and chemical flame in the starship repair
berth made it impossible to pinpoint it

“Sniffing for meatlike a beast, Ong?a voice nearbysaid. “You
think you 've come far, but you're still the beast [ caught inmytrep
in that hellish jungle you call home”

Onganggorak grumbled low, an uncontrollable rage build-
ing in him. He cast his head about, searching for the source of the
voice from the past. A man stepped from the shadows of the pal-
ettes, along, thin vapier gleaming in the light of the sparking weld-
ing torches across the room.

“Remember, me, beast?” The man said, slowlyraising hisblade
to the ready. “Yes, it is |, Baron Cornado. [ hear you have been
searching for me these many vears. Still bear a grudge? How bar-
haric. If you were of the roval caste, perhaps yvou would realize that
what [ did then —what I do to many otherseven now — isall part
of the sport owed my class. The beasts of the fields are there to
amusc us when the burden of leadership becomes too heavy. Your
capture and beating was but @ means to lighten my burden.”

A haze of red filled Onganggorak vision, He coudd nolonger
control the anger that erupted, anger waiting years to be freed and
quenched with the blood of this man. He roared and charged.

Characteristics represent a characters natural physi-
cal, mental and spiritual (also psychological) abilities. Ev-
eryone has at least some capability with Body and Mind
characteristics and a natural leaning toward certain Spirit
characteristics.

Characteristics are rated by levels, each normally rang-
ing from 1 to 10 {although some alien races can possess
higher levels, and cybernetic devices can raise certain char-
acteristics above 10). However, no character can begin the

game with more than eight levels in any one characteris-
tic {cybernetics are an exception), although characteristics
can be raised to their racial maximums during gameplay
with experience poirnts.

Each characteristic is detailed below, along with a [ist
of the most comnmon skills often paired with them.

Body

The physical side of a charactert, representing how
strong, nimble or healthy she is. Any physical task a char-
acter undertakes will involve a Body characreristic plusan
appropriate skill. For instance, when a character lifts a
fallen tree to free a comrade trapped beneath i, the roll is
Strength + Vigor.

Strength

Muscle power. Strength determines how much weight
a character can lift, and helps in athletic tasks like jump-
ingand climbing (see the Vigor skill). Generally, the higher
a characters Strength, the bulkier and more muscular she
is, but there are exceptions. In addition, stronger charac-
rers deliver more damage in melee combat: add one die for
every three levels of Strength above three, asshown in the
table below:

Strength  Damage Bonus
1-5 0

6-8 +1

g -1 +2

2 +3
Dexterity

Agility and motor control. Dexterity determines how
nimble a character is, and helps in combat actions or ath-
letic tasks like running (see the Vigor skill). Generally, the
higher acharacters Dexterity, the slimmmer she is, but there
are exceptions,

Endurance

Starnina and robust health. Endurance determines a
character’ staying power and ability to stave off disease.
Generally, the higher a characters Endurance, the larger
she is, although this is not always true. Besides physical

Chapter Four: Traits 9




health. Endurance also represents a strong will to live or
endure beyond the breaking point. Endurance helps de-
termine a characters hase Vitality {Endurance + 5).

Mind

The mental side of a character, representing intelli-
gence, awareness and technical {or scientific} capability in
the Dark Age of the Fading Suns. Any task involving
thought or reason that a character undertakes will involve
aMind characteristic plus an appropriateskill For instance,

when a character unjams an autofeed slug gun, the roll is
Tech + Mech Redemption.

Wits

Intelligence and quick-thinking. Wics determines
how well a character remembers and understands things,
and helps in any task involving learning. The higher a
characters Wits, the quicker she is at figuring things out
and reacting to events.

Pcrccption

Awareness and alertness. Perception determines how
aware a charactet is of the world around her and how well
she notices hidden things. The highera character’s Percep-
tion, the more observant she isof things other people only
notice unconsciousty.

Tech

On the Known Worlds of the Fading Suns, the scien-
tific method is by no means common, even among learned
people, Those who have the knack or training to compre-
hend and fully utilize — let alone invent — technology
are rare and often find their way into positions of power
in one of the guilds. The Tech characteristic represents a
characters knack at understanding technology, and its lev-
els match those given on the Tech Level Chart (see Chap-
ter Seven: Technology). Tech aids in repairing broken
equipment and in comprehending high-tech devicesand
sciences.

Sp1 rit

The psychological side of a character, representing so-
cial inclinations, personal emotions, and degree of indi-
viduation. Anv rask involving emotions or inner quan-
daries that a character undertakes or suffers will involvea
Spirit characteristic plus an appropriate skill {although
some characteristics can be rolled wirhout adding a skill}.
In addition, most occult powers use Spirit characteristics.
For instance, when a psychic character attempts to read
someones aura, the roll is Human + Observe.

The first two pairs, Extrovert vs. Introvertand Passion
vs. Calm, are psvchological traits, while the latter pairs, Ego
vs, Faith and Human vs. Alien are more spiritual or mysti-
cal traits,

Fach Spirit characteristic is “opposed” by another char-
acteristic, representing the psvchological duality of the
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human {or alien) condition {at least as it exists in Fading
Suns). These pairseach share the same scaleof levels ([ to 10
for most races), and a rating in one characteristic lessens
the maximum rating in its opposing characteristic. In most
cases, however, these characteristics will not compete; most
people have average scores in each (1 to 3).

Example: Julia Abrams has Passion 6, her Calm rating
can thus be no more than 4. If her Calm was 5 before her
Passion was raised to 6, then it drops to 4. {Characteristics
are raised only through an experience purchasc system, so
Julia’s plaver has the choice to add to her Passion and lose
some Calm, or to add to Calm and lose some Passion — or
she can spend her points elsewhere and niot worry about
it}

Whenever a situation calls for the temporary modifi-
cation of a Spirit characteristic —either to add or subtract
from it — the opposing characteristic is unaffected. Only
permanent changes in a characteristic willaffect its oppo-
site.

It is rumored that certain secret mystical sects teach
paths which lead beyond the conflicting duality of the
soul, allowing a character to raise her Spirit characteristics
without regard to their opposites.

Extrovert vs. Introvert

Extrovert and its opposing characteristic, Introvert,
represent two extremes of interpersonal relationships.
Each person tends towards one or the other, aithough it is
possible for these two characteristics to be in balance. Ex-
troverts reach out for others, preferring social situations to
sitting alone in a room. Introverts are more comfortable
by themselves than with others, and tend to avoid social
situations they cannot control. Neither characteristic im-
plies social ability: An Extrovert may be a nebbish nobody
likes but who keeps on butting into conversations, while
an Introvert may be the quier author everybody tries to
flock around but whoavoids parties. Interpersonal activi-
ties (partving, acting) are resolved using Extrovert; “inner”
activities (writing poetry, trying to remember a long-for-
gotten fact or repressed memory) are resolved using Intro-
vert.

Passion vs. Calm

Passion and its opposing characteristic, Calm, represent
twoemotional extremes. As with most emotions, they have
a tendency to govern a character as much as she governs
them. Some people are hotheads (Passion)and find it hard
to control their ourbursts. Others are laid back (Calm) and
may actually find it hard to get very excited about some-
thing.

Inciting Passion

Some peoples emotions run hot and they can explode
into angry rages or steamy luses. The energy of these un-
leashed emotions may be hard to control, but it can pro-
vide an unstoppable force: A knight wades undaunted
through impossible obstacles to reach his true love, or a




Inciting Passion Chart
Situation Passion
Insulted/humiliated before an

important audience +3
Suffering bigotry (class or race based) +2
Reputation threatened +l
Freedom threatened +2
Livelihood threatened +3
Life threatened +5
Favored by a lover +2
Spurned by a lover +3
Lover threatened +4
Friends threatened +1
House/ Church/League matter of importance +2
Rival/ foe within presence +2
Object of vendetta within presence +3
Crisis of faith +3
Money involved +l
Lots of money involved +2
In combat +1
Encountering scary place/ people +l
Encountering terrifying place/ people {Symbiots} +2

vengeful girls hatred of the man who killed her family
drives her for years against all opposition until she can fi-
nally drive her blade into his guts,

Sometimes, a character may want toincire his passions
to gain some of this indomitable energy. Passion can aid a
character in certain rasks or help him to continue when
fatigue would otherwisc have felled him. But unleashed
passions can be hard ro control, and they can take over a
character, transforming a soldier into a berserk warrior or
a priest into a suicidal mattyr.

A character must have a focus for his passion before
inciting it. This can be a true love, a deeply despised en-
emy, a ilege or religious tenet worth dving for, a personal
invention that will change the world, etc. It should be a
worthy passion, one fit to stand in great epics, not a mea-
slv hatred of a noble who snubbed vou at the ball. The
gamemaster must decide whether a passion is worthy
enough to incite for gain.

Toincite the emotional fires, the character spends one
Wyrd point and rolls his Passion as the goal number {with-
ouc pairing toaskill). Add or subtract any applicable modi-
fiers from the Inciting Passion Chart. Each victory point
adds one to the goal number for any rolls related to the
focus of the characters passion, whether it be climbing a
rower (o rescue a true love or swinging a sword at a long-
hated foe. Or, at the players choice, each victory point will
instead add one die of damage. The player must choose
which option to use before making the roll.

This effect generally lasts for one span, but if it isa
deep-enough emotion, the gamemaster may allow the ben-
efits to last for hours or days, but no longer than the focus
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calls for. If the emotional issue is resolved, the effect ends.
After the effect wears off, the character will be exhausted,
drained of any immediate zeal, All tasks, for an amount of
time equal to the rime the passion was incited, are treated
as if they were Demanding (-4).

If the roll is a critical success, the character is trapped
in the throws of his passion, unable to let go of his task or
the object of focus until his emotions are resolved: She res-
cues her prince from the ransoming barbarians; his woo-
ing is successful and she says yes to marriage; the murder-
ing fiend chokes out a death rattle at the end of your pike:
the cathedral has finally been completed even though the
bandits tried to stop its construction, etc.

Until this resolution, the character is not in full con-
trol of his desires — all else is put aside for the passionate
task at hand. Even necessary considerations like eating or
healing may be forgotten if they stand in the way of an
opportunity for resolution. The character may even give
up his life for the cause if its the quickest or only means to
resolution: He takesa bullet for his lover; she ejects her com-
rades in the escape pod while staying behind to manually
set the self-destruct sequence on the Imperial cruiser; he
willingly walksinto the knives of hisenemies, knowing it
is the only way to convince the townsfolk of the
Pancreator’s mercy.

Remaining Calm

There are times when a charactet cannot control his
emorions and must try to check them: A noble who is
gravely insulted, an Inquisitor trapped in a den of sinners,
a merchant who is cheated out of his lifes savings, etc.
When the slight is grievous eniough, a roll should be made
to determine how well a character succeeds in governing
his reaction. The gamemaster decides whether or notasitu-
ation requires a roll

Rol! Calm plus an appropriate skill. If the character is
at a society ball and must maintain his composure, roll
Calm + Etiquette. If the character is in a terrif ying situa-
rion and trying to stay calm against fear, roll Calm + Im-
press (or Stoic Mind). If a sereet gang leader threatens the
character but he wants to stay cool, roll Calm + Streetwise.
1n addition, there may be modifiers to the roll depending
on the situation; use the standard bonus and penalty chart.

If successful, the character is in control of her actions.
If the roll fails, the character succumbs 1o whatever un-
desired ernotion plagues her: anger, fear, sorrow, Lust, etc.
This is usually a momentary lapse of reason, lasting for a
turn or so, but the results of that lapse may affect the char-
acter for a long time afterwards: That Scraver chief did not
appreciate you throwing your drink in her face. Your apolo-
gies immediately afterwards fell on deaf earsand you can
look forward to a small feud for months or even years to
come.

A character’s passionate reaction should remain in
character: A serf insulted by a noble may be humiliated
and angry, but she will probably not leap up and knock
him from his mount, although a Muster guildmember
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might, especially if her comrades are there to back her up.

In general. a characters behavior is decided solely by
the player. But when a player refuses to play within the
boundaries of his or her own character concept, the
gamemaster may require the plaver to make a roll te gov-
ern the character’s urges. For instance, Jill is playing a hot-
headed Hawkwood named Eleanor. Eleanor is insulted
terribly at a party by an upstart Hazat boy, who implies that
she hands out sexual favors like candy. Jill knows that this
character is connected to her rivals and is trying to goad
her, but Eleanor does not know this. There is a disparity
between player and character knowledge. Nonetheless, Jill
says that Eleanor will ignore the Hazat’s insults.

The gamemaster thinks this is drastically out of char-
acter for Eleanot, so he requires that Jill make a Calmm + Eti-
quette roil for Eleanor not to fly off the handle at the
snotry Hazat. Since Eleanor is a Hawkwood, she suffers
from the family pride {the Prideful Curse: -3 Calm), and
may fail the roll. This should not be viewed as a penalty,
however, but 2 wonderful opportunity for roleplaying The
gamemaster should never use forced rolls to punish play-
ers, only to lead them into intense roleplaying situations
they might otherwise miss due to their lack of roleplaying
chutzpah.

Steady Hand

Calm can be used to overcome nervousstressand help
improve a characters performance in certain situations.
The character must declare a focus of his actions, a single
purpose towards which he is directing his intent. He then
centers himself and goes to it, ignoting stressful distrac-
tions. Only relatively immediate tasks can be declared; leng
term tasks may require a calm attitude, but they gain ne
bonus from this short-term burst of concentration {use
Focus skill for long-term tasks).

For instance, a guild Engineer must defuse a planet
homb in less than 10 minutes. He telis everybody to shut
up, wipes the sweat from his brow, and bendsdown tocon-
centrate, repeating to himself over and over, “It5s just like
back at Master Bocor’s foundry. Snip the green wire, not
the red. The green one, not the red..” Or a Brother Battle
priest kneels to pray before charging a line of foes, calming
himself with inspirational mantras from masters of the
order.

To gain a steady hand for a task, the character spends
one Wyrd point and rolls Calm as the goal numbert {with-
out pairing toaskill). Add or subtract any applicable modi-
fiers from the Passion/ Calm Chart. Each victory point adds
one to the goal number for any tolls related to the
character’s focus, whether it be fighting off an angry mob
or getting the jumpdrive engine on line before the pirates
guns tear the ship apart.

It rakes three turns to center and concentrate before
the roll can be made; any less time means the character sim-
ply has not reached a steady centeredness. The effect lasts
for a short time, only until the task is completed at the
longest. During this time, the character must perform ac-




rions related only to his focus. If he undertakes any other
actions, his concentration is broken and he loses any
steadying effects.

If the roll is a critical success, he becomes fully absorbed
in his task to the exclusion of all else. He does not notice
what’s going on around him unless it is directly related to
the task. This fugue state ends only when the task is re-
solved. The resolution does not have to besuccessful; when
it becores obvious that the task cannot be completed. the
character will lose his obsessional state.

Faith vs. Ego

Faith and its opposing characteristic, Ego, reptesent
two extremes of the soul determining identity, Faith is
collective, centered outside the self, looking out or up-
wards to a spiritual deity for inspiration and meaning. Ego
is individualistic, centered in the characters own sense of
self (the core of the personal pronoun I}, galning inspira~
tion and meaning mainly from icself (altheugh this does
not prevent the character from believing in a deity). Both
faithful and egotistic characters can be stubborn and di-
visive but strong and enduring at the same time.

Faith and Egoarcrarely rolled. They are mainly applied
when using occult powers or weird Ur artifacts. Most
people go through life without ever having their Faith or
Egotested, but entry into the occuir dimension of ten puts
ones identity to task.

Human vs. Alien

Human and its opposing characteristic, Alien, repre-
sent not physical races, but spiritual categories. They are
certainty the oddest traits in the game. They are meant to
both emphasize the isolation of humans in the wide uni-
verseand the scrangeness of alien racesand set some bench-
marks for transcending chese differences. Further steps in
cvolution for either humans or aliens, whether cybernetic
or genetic, of ten require some levels in the opposing chat-
acteristic,

These two traits represent races living within the
Known Worlds, where the dichotorny between human
and alien is a fact of life. Different traits may better repre-
senit aliens from outside this society.

These characteristics are somewhat relative. A human
with a high Alien dees not turn into an alien being; he is
simply farther from his racial or cultural norm. He may be
a cybernetically enhanced guildmember, more machine
than human, or a degenerate Decados lord whose tastes
have become so foreign that she no longer comprehends
human decency or morality. Likewise, the measure of an
alien’s strangeness or deviation from his own cultural
norm is his Human trait, while his Alien represents how
well he cpitomizes his own culture. A Vorox with a high
Human may understand human culture and emotions
hettet than his fellow Vorox, who think he acts scrangely.

Neither of these characteristics is rolled often. How-
ever, Human is sometimes required toactivate certain psy-
chic Second Republic weaponry or defense devices (de-

Racism

Fading Suns does not condone racism. The appear-
ance of racist or bigoted characters or policies by hu-
mar ot alien governments is meant to reflect and ad-
dress issues of bigotry which take place in the real
world. 1t is a method of introducing dramatic issues
into the passion play of the game universe, to be used
or discarded in stories as the gamemaster and players
see fir.

signed toactivate only for human mental matrices). [n the
same way, Alien may be required toactivate certain Urtech
or Vautech devices. A character must also havea high Alien
to bear cybernetic implants or genetic manipulations.

Recognition

A characters reputation often precedes him. He may
be recognized on the street by fellow freemen or — if he’
popular or infamous encugh — by adoring or hateful peas-
ants.

To determine recognition, roll the characters Human
or Alien characteristic {whichever trait is primary)and add
an appropriate modifier based on the situation or people
invoived. Use the standard modifier scale: If the character
is in his home town, the task may be Easy (+4). If the char-
acter is Emperor Alexius I, the task is Effortless (+10) — ev-
eryone has seen his face on a firebird coin.

If the character is well-known for a particular skill and
is displaying his prowess, his skill may be added to the roll
at the gamemaster’s discretion. For instance, Gregor the
Weaponsmith of House Hawkwood can add his Black-
smith skill te the roll when displaying his works, for his
artisanship is rtencwned across the Known Worlds.

In addition, characters may begin the game with a
boost ot stain to their reputation; see Blessings and Curses.

The Destiny Effect

The higher a character gets in her racial characteristic,
the more pivotal she may become in respect to the destiny
of her race. She may find herself in epic situations with
great decisions affecting history being required of her, al-
though these situations may not be apparent as such: A
small melee on a backworld could wind up having epic
repercussions for the character and the Known Worlds.
This destiny effect is by no means apparent to the charac-
ter or others, and does not necessarily lead a character to
positions of power and influence.Indeed, she has no con-
trol over it for it guides her to momentous turning points
without her will or even cognizance.

How this affects the game is up to the gamemaster. 1t
isa wild card thrown in toadd that element of importance
found in most science fiction stories, that bit of authot
intentionally. It provides an excuse for the strange luck
plaver characters always seem to experience and their pro-
pensity for showing up in important places at the right
time — or the wrong places at the wrong time. However,

Chapter Four: Traits 95




/-
Q

e
e)-1r )
r1#] ¢ ]
r
T

Fading Suns

free will is in the characters’ hands — what they make of
history when given center stage isup to them. And remem-
ber, gamemaster characters can be bearers of destiny also;
if the plaver charactersaren't careful, their rivals may sweep
them aside to take their place in the history books. Des-
tiny is not necessarily moral; tyrants can hold as great a
place in history as prophets.

Destiny does protect its own — to a degree. The
gamernaster may allow a character’s primary racial charac-
teristic (Human for humans, Alien for aliens) to be used as
a luck roll. When caught in a no-win situation, the char-
acter can choose to spend one Wyrd point and roll Hu-
man or Alien as the goal number (without pairing to a
skill). Each success on the roll adds one to the goal num-
ber for any rolls needed to get the character out of thedire
situation. This is different from most dice rolls in Fading
Suns — the luck roll is not compared to the Victory Chart;
the successes rolled on the dieare treated directly asmodi-
fiers. A critical success may deliver the character from harm
only to place him deeper into a pivotal position affecting
others — destiny has chosen him.

This destiny roll may only be attempted by each char-
acter once pet act:if the roll fails, there is no second chance
until another act has begun, although the Wyrd point is
lost regardless of success or failure.

Xenophobia

The higher a character gets in hisopposing racial char-
acteristic, the stranger he will seem to members of his own
race, even when there may be no outward physical signs
of his difference. People will begin to feel uneasy around
him although they may not know why. Certain Known
Worlders in the apocalyptic age of the Fading Suns seem
to be able to smell this strangeness, and will gather lynch
mobs together to chase out the evil one who has entered
their town.

This effect is not as pronounced among the Known
Worlds alien races as it is among humans. These races are
used to being the underdogs and a human-seeming mem-
berof their kind is not unusual, An alien-seeming human,
however, will seem unsettling or even scary to the average
superstitious human Kniown Worlder.

Natural Skills

Cardanzo leapt from the roof of the church to the inn next
door and dove behind a low brick wall. Bullets spraved around
him. He had just barely scen the Ur-Ukar sneaking up on him
in time. Now under cover, he unholstered his blaster and looked
for his opponent. Unable to see the alien, he took careful aim at
a distant metal weather vane. He fired and the weather vane
vaporized. “Throw doun your gun or I'll do the same to you,”
Cardanze yelled,

Narural skills are the basic talents inherent to almost
everyonc. The holiest Ur-Obun has some idea of how to
whack somebody, while the lowliest serf knows the basics
of trving to impress those around her. Every character



starts with three levels in each of these and can buy them
up to eight at rhe beginning of play. Only experience, ex-
ceptional training or lost technology can raise them to 10,

Thissection describes each of theskillsas well asa few
examples of how to use them in plav. Gamemasters should
feel free to use or ignore these examples as they so desire.
They should also expect players tocomeup with theirown
variations on these, and accept or reject them based on how
fun they make the game.

Charm

This is the ability to get people to like vou. It can he
used to inpratiate yourself to someone, reduce their hos-
tility to vou, enable vou to con them or even make them
fallin [ove with you.Characters should use this skill when-
cver they hope to leave someocne else with a better view of
them than chey started with, This skill usually only works
on individuals and small groups; swaving larger groups
requires Oratory or Leadership.

Dupe: While conning, swindling or lying generally
requires a Knavery roll (see Learned Skills), Charm can be
used rocomplement the roll. After all, someone who likes
you is far mote willing to overlocok inconsistencies in your
story. This Extrovert + Charm roll wotks as any other
complementary roll,

Haggling: If a character wants to negotiate a lower price
on an object or mote pay for 4 service, garnemasters have
the option to either roleplay the bargaining out or save
time with a roll. Roll Wits + Charm. The level of successes
will generally represent a percentage change in the price
{from 3 to 10 percent per level). Thus if Julia Abrams was
trying to reduce the cost for renting a starship from 1000
Firebirds to 500, she would have to get 15 successes — as-
suming the gamemaster allowed each success toequalalQ
percent price cut.

Seduction: One of the more popular uses of Charm,
theseduction rules can come into play whether the char-
acter is sincere or not. This is almost always a series of Pas-
sion+Charm rolls carried out whenever the characterand
his target are together. Gamemasters might want to set a
number of victory points the character must achieve be-
fore his feelings are reciprocated. This number is often
based on the targets Introvert score or some multiplier
thereof.

Dodge

Thisencompasses all kinds of different ways of avoid-
ing an attack — bobbing and weaving, ducking, leaping
over a kick or diving for cover. A successful dodge usually
leaves a character about where he was when he made the
roll, but players can also specify that their characters end
upas far from the attack as possible,

Close Combat: Dodging in hand-to-hand or melee
combat is primarily a matter of seeing an attack and get-
ting out of its way. This is almost always a Dexterity +
Dodge roll contested against an attacker’ roll {the num-
ber of successes reduces the number the attacker rolls),

Gamemasters may require Perception + Dodge rolls to
avoid sneak attacks or Endurance + Dodge during a long
fight.

Ranged Combat: Dodging in ranged combat is prima-
rily a matter of seeing an attacker and getting to cover be-
fore the buller, laser or whatever can strike. Throwing one-
self flac on the ground can help, but gamemasters should
penalize those trying to dodge missile attacksif there is no
cover around. This is almost always a Dexterity + Dodge
roll contested against an arrackers roll.

Fight

Fight represents a charactersability in unarmed hand-
to-hand combat. Low levels generally mean a character
rarely getsintofightsand, when he does, is little more than
a brawler. Higher levels imply that a character has foughca
lot, had advanced training in the subject, or both. Exten-
sive training in hand-to-hand combat can also mean hav-
ing the character learn some martial arts {see Combat Ac-
tions, under Learned Skills). More detailed rules on Fight
are in Chapter Six: Combat.

Impress

While Charm helpsacharacter make other people like
her, Impress can have anv number of effects on its target.
A character might want toscare someone, gain her respect,
browbeat her into submission or just make sure she re-
mernbers something. This can be a useful skill for getting
information out of people, though that sometimes requires
torture.

Dominate: If you want someocne to respect you, or just
want them to feel inferior to you, roll Extrovert + limpress.
These successes generally compare to the targets Ego tosee
how inferior he feels. Of course, if you are trying to domi-
nate someone in 4 more romantic mannet, roll Passion +
Impress and compare the successes to the target’s Calm.

Intimidate: This is generally a physical action as the
character puffsout her chest, flexes her musclesand glares
at heradversary.She rolls Strength + lmpress and hopes that
the target doesn't have a lot of Ego. This is a good way to
get sormeone she has been beating on to surrender.

Show-0Off: Characters will often want to let everyone
know how great they are in certain areas. The best way to
do this is with the relevant characteristic + Impress. This
demonstrates not only the characters talent but also the
fact that he can carry it out in an awe-inspiring way. For
instance, if Julia Abrams wanted toshow an Engineer that
she wasan authority on cybernetics, she would roll Tech +
Impress to dazzle him with her brilliance. If Brother
Alustro needs to convince an Inquisitor of his dedication
tothe Church, he should roll Faith + Impress — orelse run
really fast {see Vigor, below),

Melee

While Fight deals with unarmed combat, Melee takes
intoaccountall the hand-to-hand weapons, be they clubs,
energy swords, rapiers or poisoned daggers. The most tal-
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ented characters generally also learn various fencing ac-
tions (see Combat Actions, under Learned Skillsk. The uses
of Melee are mare fully explored in Chaprer Six: Combat.

Observe

Some people stay constantly aware of the world
around them, and others have to work at it — and still re-
main oblivious to everything else. The Observe skill gen-
erally reflects a person’s innate sensitivity to the world
around him. When she actually tries to see whats going
on she should use Inguiry or Search. Thus a sentry would
generally need Observe while someone frisking an infil-
trator would need Search.

Detection: This is a catch-all category for noticing
things that aren't as they should be. For instance, if
Cardanzo needs to notice that a cane actually doublesas a
laser, he would need to roll Tech + Observe, If Erian Li
Halan is around a strange-acting Vorox, she would need
to roil Alien + Observe to notice that his low rumblings
and stillness mean that something is wrong.

Notice: Things are constantly happening, but that
doesn't mean the character is necessarily aware of them.
To hear that assassin sneaking up or to see the scorpion in
the weapons locker requires a Perception + Observe roll.
The observer needs to roll more successes than the sneaker
made on her Dexterity + Sneak roll.

Shoot

Shoot covers any portable missile weapon that doesn’t
rely on muscle power. This means muskets, lasers, blasters,
assault tifles, flamners, stunners and all sorts of weird alien
guns. It does not cover such areasas artillery and most ship
or vehicle-mounted guns. For more information on using
Shoot, see Chaprer Six: Combat.

Sneak

Characters do a lot of things that they don't want
other people tonotice. Sneak takes thatinto account, and
applies to actions like moving quietly, hiding, using cam-
ouflage or slipping past sentries. It almost always applies
to physical actions, and attempts tosneak intoacomputer
database require science skills, not Sneak.

Camouflage: Concealing oneself is mostly a matter of
using the right concealment. Thus characters need to roll
Wits + Sneak in order use the materials at hand to best ef-
fect.

Hide: Staying still and not being seen isacombination
of a number of factors. First it requires that a character fit
his body into a suitable hiding place. After that he must
stay as still as possible to keep from attracting attention.
The first roll is a Dexterity + Sneak roli, but latter rolls re-
guire Calm + Sneak.

Move Quietly: Many characters like to skulk around
without being noticed. This is an actempt to move with-
out making noise, and generally requires a Dexterity +
Sneak roll. The sneaker needs to roll more successes than g
listener makes on a Perception + Observe roll.
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Vigor

This skill takes into account many of the physical ac-
tivitiesin which people engage. Running, jumping, swim-
ming, climbing, and more all fall intothis category, Almost
everyone hasat least some familiarity with these activities,
but most people have not had any real training in them.
Characters with more extensive training, and who want
to make neat rolls and flips, should buy an Acrobatics
learned skill.

Some of the rolls listed here give specific details on how
far a character can run, jump or swim, but gamemasters
should not feel tied to these. For the most part, Vigor rolls
are all or nothing affairs. Either the character leapt from
the grav car to thegalloping horse or else he fell on his face.
The distance guidelines are only there for special circum-
stances.

Climbing: For slow, determined climbing, plavers
should roll Dexterity + Vigor to determine how guickly
their characters do it. Getting no successes does not neces-
sarily mean the character falls. Instead she moves neither
up nior down, and needs to succeed on a second roll. Char-
acters who are climbing as fast as they can, however, should
make a Strength + Vigor roll, illustraring the fact that they
are sacrificing safety for speed. Failing this roll could very
well cause them to lose their grip. Gamemasters should also
feel free to penalize mountain climbers whodon't have the
appropriate equipment, Gamemasters might alse want to
penalize characters climbing especially tough mountains
but ignore rolls for going up trees.

Holding Your Breath: Endurance + Vigor —and a lictle
luck — determines how long a character can hold his
breath before suffocating, or more likely, giving up and
gulping for air even when underwater. A character can
hold his breath for a number of turns equal to 10 plus his
Endurance without having to make a roll. Each turn
thereafter, roll Endurance + Vigor. Only one successis nec-
essary, but it gets harder and harder as time passes: the char-
acter suffersa -1 penalty each turn after the first in which
a roll was made {a character with Endurance 5 does not
have to roll until the seventeenth turn; on the eighteenth
turn, he suffers -1 to his roll, -2 on the nineteenth, etc) A
critical success will allow the character an exfra turn in
which he does not have toroll, and Steady Hand (see Calm,
below) can be used to offset these penalties. If he rolls a
critical failure, he falls unconscious. When a character fails
his roll, he can no longer hold his breath.

Jumping: Jumping horizontally or vertically requires
a Strength + Vigor roll. A character goes up two feet + one
per victory point. With a running start he can leap forward
8 feet + one for every success. From a standing start he can
jump forward 4 feet + one for every victory point.

Running: Racing on foot requires a number of differ-
ent rolls depending on far the character wants to go. Get-
ting a good jump and running fastest over short distances
requtires a Dexterity + Vigor roll. Longer distances require



Endurance + Vigor rolls — often more than one. For
gamemasters who need to figure out just how much dis-
tance a character has covered in one turn, the average per-
sonsprints 10 meters+ number of successes on a Dexterity
+ Vigor roll.

During combat, if a character wants to use one of his
multiple actions to run, he may move one meter per point
of Vigor. Otherwise, he may move only one meter any di-
rection per action.

Swimming: Swimming is much like running in thar
short distances require a Dexterity + Vigor roll while
longer distances use one or more Endurance + Vigor rolls.
Each turn characters can swim one meter per victory
point. A character must have at least five levels of Vigor in
order to even know how to swim. Four leveis is enough to
tread water, however.

Learned Skills

Brother Guissepe Alustro sighed and rubbed his eves. Damn
these think machines!he thought. Give me good old Dromli-skin
parchmentanyday. Soothing to the eve and long-lasting. Not like
these infernal, glowing glasses precaviously preserving words and
pictures. Words and images so easilylost with but a misplaced key-
stroke. Enough complaining! Back to work!

Alustro clicked the button to scroll the words forward 1o the
next paragraph, There was a sharp beep and the screen froze up.
A sentence appeared: “System shut-down. File lost.”

Alustros fist hit the table, shaking the think machine screen.
The priesesitting nearbylooked upand stared at Alustro as if he'd
justadmitted to the Forlustrian Heresy. Alusero stid his chair back
and stood up. He coflected his book bag and marched from the
cathedrallibrary. He had wasted his time heve too long. He would
go back to the Engineer and pay his damn fee. At least their think
machines worked!

Learned skills may be picked up from books {as is the
case with some Lores and Sciences), or learned from oth-
ers. In fact, most learned skills are difficult to pick up on
onesown and require a teacher.

Tothat end, many people join or ally themselves with
guilds {or even certain sects within the Church) for rhe
purpose of learning a particular skill. Of course, many
guilds are choosy about whom they will instruct, and a
prospective student who does not seem likely to remain
with theguild for long will have a hard time finding a guild
teacher. [t is even rumored that some guilds, such as the
Engineers, have becnt known to resort to extortion, kid-
napping and worse to keep their secrels from getting out.

Certain skills are only taughc by the guilds. A Profes-
sional Contract {see Benefices) must be purchased before
the guild will teach the skill. (The cost of the contract
equals the levels learned in the skill) Other skills arc only
taught by the Church; while the training is free, the ap-
prentice must be a member of the sect teaching the skill,
Scill other skills require membership in a noble house:
without such membership, a character cannot learn the
skill, These restricted skills are labeled us such.
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Using Complementary Skills

The gamemaster is the final arbiter of which skills
may be used as complementary skills to a given toll,
and as such should be aware that excessive use of
compliementary skills can get out of hand if not
monitored, Using anv complementary skill requires
time, usually a turn or more depending on the skill
being used. Characters may attempt to use both the
primary and complementary skills the same turn, but
with the penalties incurred from doing so {-4 to each
roll}, it is usually more worthwhile to just take the
extra time.

The rules for complementary skills can be found
in Chapter Two: Rules.

It is not impossible to learn most skills withour guild
sponsership, though it is often more difficult. Certain
skills, such asSocial skills, may be learned with a minimum
of formal instruction. Others, such as Arts, Sciences and
languages require long periods of intense study in order
to reach a high level of competency. Teachers whe do not
helong to a particular guild, noble house or sect are less
likely to have access to the larest methods and materials,
whereas the student doing an internship with a guild will
probably have access to the best training and materials
availuble in the area. Of course, there are exceptions. The
independent freelancers have to be among the best in or-
der tosurvive and there is muchastudent can learn from
someone outside the system,

If a character wishes to learn a skill, but does not be-
long to the group listed, the gamemaster should take this
into consideration. Will the character be able to learn the
latest techniques, or simply the basics? Will she be famil-
iar with only what is useful in her fief, or will her training
cover more general theories?

Academia

Church skill

Roll: Wits + Academia

This skill allows rthe character to locate information
on a particular topic. This includes knowledge of church
libraries, guild records and Second Republic lost libraries
falthough it is harder to use these). Academia is especially
useful for those locking for information on lost tech. Aca-
demic research of this sort can often take a great deal of
time — there is no Dewey decimal system to make all this
casv. This skill is much easier for those who can read Latin
{especially when using a Church library), Urthish or even
Urthtech. To obtain information from people, Inquiry —
not Research— is the relevant skill.

General Research: The first step to locating any infor-
mation is knowing where to find it. 1s the information
vou're looking for more likely to be found in the Chari-
oteer guildhalls records, or ina Church library? Rell Wits
+ Academia. Once the best location is determined the char-
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acter must then sift through the available tomes or records
to locate exactly what he is looking for.

Tech Research: Tofind the needed references, roll Tech
+ Academia. However, in order to locate technical infor-
mation the character must have the skill Read Urthtech.
Once she has found the manuals or references she needs,
she may have te roll Wits + Read Urthtech tocomprehend
them.

Complementary Skills

- Lore: A Lore appropriate to what the character is re-
searching may be used as a Complementary skill. A char-
acter researching the mating habits of the Ur-Ukar would
use the Xeno Lore {specifically Ur-Ukar).

«Read: When researching information on a particular
race or culture the character may need to have the ability
to read the appropriate language. Once the document is
located the character may have to roll Wits + Read {appro-
priate language) o understand it.

+ Sclences: A Science relating to what the character is
researching mayv be used as a Complementary skill. If the
character is seeking information on starship drives, the
Engineering Sclence would be useful.

Alchemy

Church skill

Roll: Faith + Alchemy

The study of alchemy integrates aspects of chemistry,
philosophy and physics into the art and science of matter
— its different states, and how one type of matter may be
changed intoanother type. Variouselixirs and potions may
be concocted, and it is said that the most talented among
the Eskatonic Order are able to transform water into wine,
ameng other things.

But beware — the Inquisition keepsan eye on known
alchemists, They claim that alchemy rreads too close tothe
high science of the Second Republic, and that the hubris
of asingle alchemist can be dangerous to everyone.

Alchemy invelves knowledge and understanding of
asubstancesspiritual purity and the sympathyir has wich
orher substances — in other words, the spiritual reactions
two (or more) substances will have when combined. Al-
chemists collect caralogs of the correspondences imystical
connections) between substances. They know, for instance,
that a toad is impure, and that, when placed near a pure
substance, such as 4 gem, will corrupt that substance, per-
haps causing the gem to crack. Why this doesn't happen
all the time is a atter of great debate among alchemists.

Identify Substance: Given time, a character can iden-
tify a substance, determine how pure a substance is, and
learn what other substances are present. Are the “jewels”
in the box real, or merely cut glass? Is the wine polsoned,
or merely lousy wine? Roll Wits + Alchemy.

Complementary Skills

+Focus: The ability to concentrate ones energy and at-
tention on the interactions between two substances can
aid an Alchemist in understanding their relationship. The
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Alchemist must focus forat least one turn prior to attempt-
ing to learn anvthing.

«Science: Although the Church would be horrified to
see base sciences being applied to anything sacred, charac-
ters may find that using sciences such as Chemistry to
double check their work may be useful.

Archery

Roll: Dexterity + Archery

Archervy is the study of marksmanship using a bow.
While bows are primarily still used for hunting, they are
the ranged weapon of choice on sorne back water worlds.
Characters skilled at Archery may refer to Chapter Seven:
Technology for descriptions of different tvpes of bows
which they may specialize in (although use of crossbows
falls under the skill of the same name).

Target Shooting: Target shooting is very different from
shooting at a moving target. While combat shooting relies
mostly on raw Dexterity, target shooting relies more on
yvour ability to weigh a number of factors, including the
windspeedand distance from your target, in order to make
a perfect shot. Roll Perception + Archery.

Complementary Skills

-Focus: A character using Focus as a Complementary
skill must spend at feast one full turn taking aim at his
target; no other action may be taken during this turn,

*Ride: Ride may be used as a Complementary skill to
lower the penalty a character would receive when firinga

bow while riding a beast. The penalty is reduced based on
the number of victory modifiers gained on the Ride roll.
See the Ride skill for more details on using weapons from
beastback.

Artisan

Rell: Wits + {relevant Artisan skill)

The character is skilled in g particular craft. This skill
allowsacharacter to determine the quality of items related
to his area of expertise as well as create items, A character
must choose a particular specialty, which is his craft of
choice, though maore than one specialty can be chosen if
the skill is purchased separatcly. The playver may invent a
craft of his own or choose from the following list: Black-
siith, Carpenter, Cartographer, Cook, Jeweler,
Leatherworker, Locksmith, Mason, Potter, Tailor, Weaver.

Evaluate Work: The character may evaluate the work
of another craftsman to determine the quality of the work.
Roll Perception + {relevant Artisan skill) With a success-
ful rell, the character may determine the approximate
value in firebirds as well as any significant flaws.

Arts

Roll: Introvert + {relevant Arts skill)

The character is skilled in one of the arts, Thisskill is
not the actual performance of art, but rather the creation
of art — Performance is described under its own skill. There
are many arts that the character may be skilled in and, as
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with Artisan, the character must choose one, though ad-
dirional arts may be bought as separate skitls. The follow-
ing list details many arts common to humans, though
some alien cultures may have arts not defined here, and
plaversshould feel free to create their own. The most com-
mon arts available to characters are: Calligraphy, Drawing,
Embroidery, Hlumination, Music Composition, Painting,
Poetry, Rhetoric (writing), Sculpting, Stained Glass.

Players must choose onc or more Argsasspecializations.
Skill at various arrs can be used for pleasure, as a vocation,
or in a variety of other, more “useful” ways.

Evaluate Art: The character can determine the qual-
ity and approximate value of an artwork by careful exami-
nation, Roll Perception +irelevant Arts skill). More than a
cursory glance is required, ang the object in question must
be carefully examincd before the character can attempt to
learn anything about it. The character may also be able to
identify forgeries.

Determine Artist: [n the processof learning a given art,
a character learns about other artists in the field, as well
the wavs people express things through chat artform, By
carefully examining a work of art the character can at-
tempt to derermine who its creator was, though in some
cases this may prove impossible. In most cases the charac-
ter may be reasonably sure as to a pieces creator. Roll Hu-
man + (relevant Arts skill). If theartist was an alien, substi-

tute Alien in the skill test.

Complementary Skills

+ Focus: Focus may be used as a Complementary skill
for some arts, particularly Illumination and Calligraphy,
though depending upon the nature of the artist it may
prove applicable to all arts,

Lore: Certain Lores may be useful as Complementary
skills when attempting to identify an artist or recognize
an art forgery. Knowing the mythology referenced in atap-
estry may help immeasurably in determining who may
have produced it.

Beast Lore

Roll: Wits + Beast Lore

Beast Lore allows training of animals and an under-
stunding of how they will react in the wild. Characters
skilled at Beast Lore know the ways of animals as well or
better than the ways of their own people. Often charac-
ters with high scores in Beast Lore are more at home with
animals than they are with members of theirown race,and
are considered uncouth by their peers.

Beast Lore also grants the character skill with train-
inganimals. While training domesticated animals (such as
ferrets, cats and the gentle shazzles of Vera Cruz) is easier,
characters may also work with wild animals. Their un-
dersranding of the animals habits and instincts make it
much easier for them to anticipate what the animal is go-
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ingtodo.

Identify Animal: The character can identify an
animals species and may even have particular knowledge
of its habits, such as whether or not they consider humans
to be a tasty snack. If a character has worked a great deal
with a particular animal in the past, she may also be able
to tell that animal apart from other seemingly identical
animals of the same species by observing its movements
and mannerisms. Roll Wits + Beast Lore.

Burcaucracy

Noble, Church or guild skill

Roll: Wits + Bureaucracy

Although it is usually possessed by those who work
within “the system”, whether the setting is the Church, the
merchant guilds or the nobility, knowledge of how to
manipulate the network of forms and records can be use-
ful to any character. The ability to cut through red tape —
or, conversely, to cover your tracks through an endless
maze of paperwork — can be invaluable toanyoneseeking
to circumvent the establishment.

Document Forgery: Characters with this skill are fa-
miliar with the language and layout of typical formsand
documents. Roll Wits + Bureaucracy. While forging a tax
waiver on Shaprut from the Senior Collector may require
additional Regional Lore {and considerably chutzpah), fak-
ing a receipt, a will or other common document will be
relatively straightforward.

Complementary Skills

- Lore: The appropriate area Lore can aid in under-
standing local customsand rules, especially when it comes
ro legal documents.

+ Art: Any character attempting to forge a particular
persons signarure on a document will alsoneed a relevant
Art skill. The result can be well worth it, however.

Combat Actions

Roll: Dexterity + {relevant skill)

Some people spend more rime than others training for
action., whether it be with foil or fist. Combat Actions are
rated by the level of the relevant skill required to tearn
thern. The more complicated the maneuver, the higher the
level. For instance, 2 sword Parry is only fevel 1 —a student
can petform this feat. But using a dagger in the off-hand
without suffering a penalty is level 5 — this requires some
practice,

For more information, see Chapter Six; Combat.

Fencing

Roll Dexterity + Melee. Fencing in Fading Suns is con-
sidered to be any melee combat with a lightweight sword,
including traditional foils and rapiersas well as extremely
rare energy blades. It can also include more obscure fight-
ing methods, such as the knife dancing practiced by some
Ur-Ukar.

Martial Arts

Roll Dextericy + Fight. Martial Arts may include any
formalized school of unarmed combat, such as the noble
Shaidan, the crafty Koto, the pious Mantok practiced by
Brother Battle, or even the brutal Graa of the Vorox.

Crossbow

Roll: Dexterity + Shoot

Charactersskilled with a crossbow are formidable foes,
combining the power and range of firearms with a lower,
more accessible level of technelogy. The Crosshow skill is
a qualifier on the Shoot skill that allows a character to use
a crosshow withour a penalty. Without this qualifier, a
character subtracts fout from his goal roll (in addition to
any range penaities) for using a crosshow at long or extreme
range. Note; This skill has no levels and costs 2 points.

Complementary Skill

- Focus: As is the case with Archery, a character may
take a turn to focus before shooting,

Disguise

Roll: Perception + Disguise

A useful skill for anvone who wishes to change his
identity, Disguise can effectively alter the appearance of a
character. This skill is casier against serfs and others out-
side the group you're trying to impersonate, as many
people recognize uniforms moreso than the people behind
them.

When making a Disguise roll, keep track of the nur-
ber of successes, When someone tries (o see past a disguise,
roll Perception + Observe and compare the successestothe
Disguise rolls successes. If the suspicious observer wins he
sees through the disguise; otherwise, he'll probably take the
disguised person on his word. '

Alien Disguise: While even the best disguise master
will usually not fool someone of an alien tace he imper-
sonates, it may be possible to convince humans {or aliens,
if the character is an alien impersonating a human) of the
veracity of the disguise. Roll Alien + Disguise when im-
personating aliens, but aliens receive a +6 honus on their
Perception + Observe rolls to see through the disguise.
Truly clever makeup can help offset this bonus.

Complementary Skills

» Physick: Cosmetic surgery can be heipful or in some
cases, necessary to achieve the proper body shape and fea-
tures, especially when attempting to imperscnate some-
one of a different race.

-Social {Acting): The correct body language, accentand
mannerisis may all aid a character in her disguise. While
people who have never met the person may be taken in
with a simple disguise, more involved deceptions tequire
knowledge and execution of personal quirks, dialect and
other more personal details.
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Drive

Roll: Dexterity + (relevant Drive skill)

Characters who possess the Drive skill areable todrive
a given type of vehicle. In addition, this skill includes
knowledge of common traffic rules, and the most basic
knowledge of how to temporarily repait common prob-
ferns (such as flat tires on ground vehicles). Anything more
complicated will require the Tech Redemption skill. When
taking Drive skill, players must choose a particular category
of vehicle that the character is farniliar with. Furthermore,
players may choose, at the gamemaster’s option, to specify
a particular type of vehicle (i.e:skimmer) within a category
{Landcraft).

Complementary Skill

- Tech Redemption: Any character attempting to fix
or “soup up” 4 vehicle will need to know in great detail how
it works. Choose an approptiate Tech Redemption skill for
the type of vehicle.

Aircraft

Roll Tech + Aircraft. Elitters, suborbitals, jets, helicop-
ters and other air vehicles that remain within the atmo-
sphere. Barring the occasional hot air balloon or flying
beasteraft, some form of advanced aircraft is usually found
among the upper classes on most worlds, regardless of their
Tech Level.

Beastcraft

Roli Extrovert + Beastcraft. Vehicles powered by ani-
mals, including horses, giant cockroaches or dolphins. In
many outlying areas, Beastcraft is still the dominant form
of transportation.

Complementary Skill

. Beast Lore: Knowledge of the ways animals will re-
act in a given situation can aid a character using Beastcraft.

Landcraft

Roll Dexterity + Landcraft, Land-based vehicles of all
types. including skimmers, bikes, trains and cars.
Landcrafts are found in increasing numbers refative tothe
amount of tech remaining on the planct.

Spacecraft

(Guild skill)

Roli Tech + Spacecraft. All extra-planetary vehicles,
from space transport freighters to star fighters. Rare and
valuable as one of the most useful types of technology re-
maining from the Second Republic, obtaining aspacecraft
as a non-guild member is nigh-impossible on some worlds.

Complementary Skill

- Science (Astronomy) Any space pilot attempting to
explore uncharted territory will, quite literally, be lost
without knowledge of Astronomy to navigate from.

Watercraft

Roll Dexrerity + Watercraft. Boats, subs and other
vehicles for travel on or under water. In more primitive
areas, this may be a canoe or even a simple raft, while
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more tech-oriented worlds may have speedboats and
submarines.

Empathy

Roll: Perception + Empathy

Empathy is the ability to sense what another person is
feeling by “reading” him for non-verbal cues. A person’s
stance, mannerisms and other body language can indicate
hisemotional state, and may helpa character to determine
if a subject is lying.

This skill may not be used to read the attitudes of
aliens; that requires the Xeno-Empathy skill (see below).

Detect Lie: Although it is not foolproof, characters may
attempt to determine if a subject is teiling the truth by
observing her body language. Like ancient “lie detector”
machines, the empath looks for changes in breathing pat-
terns, nervousness and other physical cues. But be warned
— the subject may only be uncomfortable about the sub-
ject and not actually lying. Roll Perception + Empathyv.

Complementary Skills

« Inquiry: Knowing the right questions to ask com-
bined with knowledge of how to interpret changesin body
language can greatly aid a character attempting to find out
informarion. Does the subject become nervous whenever
the Duke is mentioned? Is he trying to appear confident
— perhaps trying a lictle too hard?

« Lore {Folk): Familiarity with a particular culrure can
be useful in judging emotional and physical reactions.

Etiquette (High Society)

Noble skill

Roll: Wits + Eriquette

Every social group has unwritten rules of behavior,
and outsiders unfamiliar with this code are likely to have
a cortespondingly more difficult time doing anything
from getring directions to performing delicate negotia-
tions. Lack of this skill may cause a character to unknow-
ingly commit a dreadful faux pas, causing her ejection
from the castle or any number of worse fates.

Presentation: When a character is admitted to noble
chambers for an audience, first impressionsare everything.
If the duke thinks you ate a peet {in culture if not rank),
then he may be more open and generous with boons. If
vou come on likea bumpkin, you may wind up being sold
to the Chainers simple to prevent you from ever staining
the chambers again with your uncouth tengue. Roll Ex-
trovert + Etiquette. If a character is trying to present him-
self as haughty or above-it-all, he may substitute Introvert
for the skill test, But beware — this could wind up insult-
ing the lord if you can’t back your attitude up with some
roval blood.

Complementary Skills

- Anthropology or Lore: Knowledge of a particular
culrure can help a character to understand the reasons
behind social rituals. In addition, different alien races of-
ten have customs that are vastly different from those of




human society,and thus anyone wishing tofitin needs to
learn a very different way of behaving

-Charm: Naturally charismatic individuals will more
easily fit in to any given group, including high society,

- Knavery: The abiliry to quickly and skillfully cover
up for any faux pas can he invaluable when one is trying
to make a good impression.

Focus

Church skill

Roll: [ntrovert + Focus

Theability toattain a deep concentration or focuscan
aid nearly anv character, though it is most of ten possessed
by those who are also skilled at prayer or occult powers.
Focus is required for meditation, butit may also be used to
aid in long or deliberate tasks, such asstudying foratest or
aiming a sniper rifle. In order to focus for such a task, the
character must spend five minutes or more meditating; if
less rime is taken, use the guidelines under Steady Hand
(see the description for the Calm characteristic, eatlier in
this chaptet).

When using Focus as a Complementary skill, the
amount of modifiers it adds tothe primary skill is also the
amount subtracted from any Perception rolls that char-
acter makes while focused (except for the primary skill).

Complementary Skills

- Arts or Performance: Some characters may find thac
singing, playing an instrument, dancing or sketching may
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help to focus their minds before beginning a task.
 Stoic Mind: Characters who possess the skill Stoic
Mind are already adept at a specific type of focus, and thus
may apply what they have learned in that respect to other
tasks that require similar focus, ‘

Gambling

Roll: Wits + Gambling

Knowledge of the Gambling skill includes rules of
play for the most popular games of chance, and usually
includes the most common means of cheating at said
games. Though charactets from nearly any walk of life may
understand the basics of gambling, the Scraversare known
far and wide for their expertise.

Cheat: The character can cheat at games which involve
acertain degree of skill. This includes card and dice games,
though not games which are won complerely through ran-
dom chance, such as roulette. Roll Wits + Gambling.

Detect Cheating: Even if a character does not person-
ally cheat, every good gambler learns to recognize when
their opponent is tryving to pull afast one. Those whodon't
learn are usually not very successful gamblers. Roil Percep-
tion + Gambiing,

Complementary Skills

Observe: Characters artempting to tell if an opponent
is cheating will more easily notice thingsif they are natu-
rally good at observation.

- Sleight of Hand: Some games of “chance” may be ma-
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nipulated by introducing (or removing) certain cards, tiles
or garne pieces from play. Any character whocan dososub-
tly will subsequently have much better "Tuck”,

Inquiry

Roll: Wits + Inquiry

Inquiry covers the footwork side of investigation, un-
like Academia (the paper pusher’s version of thisskill). The
essence of [nquiry is the ability to obtain and correctly in-
terpret information. Any character who engages in any sort
of detective work, searching for the tell-tale clues that will
indicate what happened at a scene, will find this skill in-
valuable, Inquiry also includes knowing what questions
toask a suspect, as well as how to interpret what he does —
and doesn't — tell you, Inquisitors of Temple Avesti some-
times possess Inquiry, though they often tend to bully
their way through the interrogation process rather than
using subtlety.

Complementary Skills

-Observe: Knowing how to interpret the information
isn't much use unless you can get the information first,and
this of ten depends on keen observation skills.

‘Lore {any) Characters knowledgeable about a particu-
lar topic or region will find that their background comes
in handy when investigating related subjects (Ah, this to-
bacco is the finest quality platinum grade, grown only on
the moon of Aragon. Whoever our suspect is, he has con-
siderable resources and contacts within the aristocracy to
be spending such an amount on tobaccol’).

- Science {any): Knowledge of certain sciences may
come in handy for more advanced detective work. With
the proper tools and knowledge, an entire subject profile
may be derived by unraveling the DNA found in a single
hair. )

Knavery

Roll: Extrovert + Knavery

The art of fast-talking ones way into (or out of }asitu-
ation, or simply flat-out lying in a convincing manner. By
using 2 combination of natural charm, verbal misdirection
and all-out chutzpah, a character can attempt to bam-
boozle a target into believing almost anything from "You
don't need tosee his identification” to “Yes, I really will look
younger and sexier if | wear one of these fine hats”.

Complementary Skills

« Charm: Obviocusly, a charismatic character will have
an advantage when using the Knavery skill

-Empathy: Characters skilled at reading the emotions
of others will have much better luck when attempting to
tailor their arguments to an individual.

Lockpicking

Roll: Dexterity + Lockpicking

Locks come in a variety of different styles in the
Known Worlds, and only acharacter skilled at manipulat-

ing them will have much luck in opening them. While
many locks can be circumvented by simply shooting them
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off, this attracts undue attention and simply is not stylish
atall. To pull off a heist quickly and quietly requiresthata
character be able to utilize more subtle means to achieve
her goals. Note that without the proper tools, Lock picking
isfar more difficult. Characters who find themsel ves faced
with locks on aregular basis would be well advised to keep
their tools on them at all times. Characters whoare skitled
at manipulating tech locks will find that the necessary
tools are of ten expensive. See Chapter Seven: Technology
for more details on locks.

Tech Locks: Occasionally characters will encounter
magnetic locks, keypads or even disused Second Republic
retinal or palm scanners. In these cases, the characrer must
aiso be knowledgeable about the technology being used
in order to attempt to open the lock. Roll Tech +
Lockpicking.

Complementary Skills

- Artisan {Locksmith) Characters who understand the
construction of a wide variety of locks will have an im-
mediate advantage when trying to figure out how to
spring them.

* Tech Redemption (Mech Redemption} Knowledge
of the way mechanical things work, as well as what can
cause them to break, can helpa character todetermine how
a locking mechanism works.

Lore

Loreisageneral category,and requiresa specialization.
Characters skilled at a particular Lore are familiar with the
facts, theories and stories associated with it, as well as the
particular sub-culture interested in similar things.

Complementary Skill

+ Academics: Knowledge of where to find information
can hefp any character who needs toresearch a particular
Lore further.

Folk

Roll Wits + Folk Lore. Folk Lore includes the legends
and culture of the serfs and commoners in a given area,
Although the nobility are not usually as aware of folk be-
liefs, the legends of an area play an important part in the
entire culture,

Jumproads

Roll Tech + Jumproad Lore. The Charioteers and
Scravers guild comprise the largest groups skilied at
Jumproad Lore, but independents abound. Knowledge of
jumproads is essential for anyone who wishes to travel be-
{ween star systems,

Obyect

Roll Wits +(Object) Lore. Players may choose more spe-
cific Lores, such as Rapier Lore (which would grant che
character knowledge of the best and worst manufactur-
ers, various styles, etc).

Regional

Roll Wits + Regional Lore. Characters who have lived
in one place for a long time usually possess some amount

of Regional Lore. Thiscan include anything from the story
of how the city was founded to which ale house serves the
best brew.

Xeno

Roll Alien + Xeno Lore. Any character with knowl-
edge of alien races must have Xeno Lore. While informa-
tion on races such as the Ur-Ukar, Ur-Obun, and Vorox is
uncommon, Lore on the Ur and Vau is virtually impos-
sible o obtain.

Performance

Roll: Extrovert + (relevant Performance skill)

Characters with the Performance skill are able to
dance, perform music or otherwise use Artsskillsina pub-
lic setting. There’s always call for a bard at the local lords
mansion or the tavern. But the bard better be good, or he
may wind up contemplating his poor wit in the dungeon
or while washing the splattered fruit stains of f his tunic.
Alliances have begun (and ended} as a resuit of many such
performances. The great Ur-Obun poet Shanor vo Kirn is
said to have caused an Ur-Ukar arbassador to weep — no
mean feat —after hearing his moving tribute to those who
fell in defense of the HanKavak citadel.

A character can perform many types of arts, such as
Lute, Dance, Sing, Storytelling, etc, but each she must buy
each one as a separate skill.

The Universal Performance Society (UPS) is active in
bringing greater understanding between the disparate
groups in the Known Worlds through the arts. This move-
ment was begun by Alicia Decados, who, much to her
familysdismay, spent several years training with the farned
Vorox danicer Shali-brandor, The reinterpretation of dance
that followed was the first of many cultural explosions,
bringing a greater understanding between all peoples.

Compiementary Skills

+ Arts: Even if a character has tremendous stage pres-
ence and confidence, his performance will be better re-
ceived if he actually has talent to back up his showman-
ship.

+Focus: Performance is a delicate balance between en-
ergy and control, and characters skilled at Focus will be
mote able to maintain this balance.

Physick

Church or guild skill

Roll: Wits + Physick

Physick covers anatomy, surgery, diseases and preven-
tative medicine. This may also include the implantation
of cybernctic devices, if the character also has that knowt-
edge. Sanctuary Aeon and the Engineers guild are well
known for particular specialties,

Characters wishing to use Physick on members of a
race other than their own must first make a successful Wits
+ Xenobiology roll, or they will not be sufficiently famil-
iar with how that particular race’s physiology works, Any
character likely to encounter aliens in her medical prac-
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tice would be well advised to bone up on the similarities
and differences in biological systems. After all, certain as-
sumptions may lead to the death of the patient.

Surgery: Surgery is a very delicate procedure which
involves attempting repair to organs. Only a rare few phy-
sicians are skilled surgeons. Roll Dexterity + Physick,

Characters who wish to focus on cosmetic or recon-
structive surgery will find that their skills are as much in
demand from the Scravers, Chainers and fugitives from
justice as they are from the nobility, and that commoners
can of ten come up with asmuch money as the noblescan
when their identity is at stake.

Technical Medicine: The use of certain high-tech tools
toald a physician in her work requires a knowledge of how
such things work; while a barbarian may know how to
dress a wound to prevent infection, it is unlikely that he
will know how to use a laser scalpel. While anyone with
Remedy may follow the basic directions for the items com-
monly found in a MedPak (such as tissue regenerative
salves, stimulants and the like), anything more complex
requiresa Physick roll. Charactersattempting to use medi-
cal technology in their work should roll Tech + Physick
rather than Wits + Physick, due to the complex nature of
the tools being used.

Complementary Skills

- Remedy: The ability to quickly and efficientiy per-
form basic first aid without an assistant can greatly speed
up and improve the quality of treatment.

108 Fading Suns

- Sclence: A deeper understanding of Biology, Chem-
istry or even Physics or Cybernetics may be useful for any-
onc using Physick, depending on the circumstances.

Read

Roll; Wits + Read

Unlessa character possesses the skill Read, it isassumed
that she is functionally illiterate. On many worlds this is
not uncommon, and may not carry a social stigma in small
outlving communities. Even among the nobility literacy
is ot always a given. Languages players may choose from
are listed below.

Complementary Skill

-Lore:Characters who know a little about the history
and culture that produced a document will more readily
understand its subtleties.

Barbarian

Contrary to what many believe, many barbarian tribes,
such as the Kurga, do have a written language, often
srretching back into the mists of time. The player should
specify which particular barbarian tribes language she is
fluent in.

Latin

Church Skill

A nearly forgotten tongue from Holy Terra, Latin is
used for all Church rituals, documentation and official
communicarion. Characters who do not have Read Latin
will find research in Church libraries all but impossible.



Urthish

The language of Holy Terra and the dominant lan-
guage in the Known Worlds. It is usually the first language
of most humans, and is commonly learned by many alien
races as well.

Urthtech

Urthtech s not so much a language as a dialect of
Urthish. During the Second Republic, the jargon used by
rechnicians became outrageousiy specific and self-referen-
tial Since the Fall, understanding of technical terminol-
ogy lespecially odd words coined from forgotten tech) has
become increasingly rare. Tech-speak, or Urthtech as it is
called, is now practically a separate language, one nearly
incomprehensible to people who speak Urthish. Knowl-
edee of Urthtech is necessary for anyone researching lost
technology. (Read Urthtech automatically allows someonc
to speak it at his reading evel. In other words, he can pep-
per his conversation with “Tweak the frangewirc on the
carbcase by three dreks to kick it into chug-chug.”)

Complementary Skill

- Science: Any character researching in Urthtech will
be at an advantage if she is familiar with the technology
or science being described.

Xeno

(Ur-Oburn, Ur-Ukar, Vorox, etc)

Each alien race has one (or more) language(s), each of
which must be taken as a separate skill.

Remedy

Roll: Wits + Remedy

Although not as all-encompassing as Physick, Rem-
edy provides the all-important first aid that is usually nec-
essary tosustain a character until helparrives. Remedy also
includes an understanding of how toadminister aid from
a MedPak, including the popular tissue regenerative drug,
Elixir. Sanctuary Aeon requites thar all initiates learn
something of Remedy, but many other groups and indi-
viduals possess some knowledge to greater or lesser degrees.

Within 10 minutes after a wound has been inflicted, a
character can attempt or receive first aid to prevent the
wound from worsening. This requires a Wits + Remcedy
roll; if successful, the injured character heals one Vitality
level immediately. If the paramedic rolled a critical success,
two levels are healed. (See Vitality, later in this chapter.)

Complementary Skill

+ Physick: Any character with advanced training in
Physick will sometimes be able to apply that knowledge
to the more basic skill of Remedy as well.

Redemption (Tech)

Guild skill

Roll: Tech + {relevant Tech Redemption skill)

Any character who possesses the Tech Redemption
skill should choose a specialty, as there are considerable
differences between repairing thesole of ashoeand a think
machine. In some cases, more than one Tech Redemption

skill may be needed to fix a particularly complicated de-
vice. While it is most common among the Engineers guild,
thereare many among the Charioteersand Scravers guilds,
as well assome independants, who possess an understand-
ing of Tech Redemption.

Jury-Rig: Roll Wits + (relevant Tech Redemprion). This
allows the character to effect quick repairs without the
proper tools and materials. Such quick-fixesare only tem-
porary and real repairs should be made as soon as possible.

Imptove: Roll Tech +{relevant Tech Redemption). The
character can attempt to make improvements on existing
devices. Proper tools and materials are always required to
make an improvement.

Complementary Skills

« Artisan: If a character is attemprting to fix a crafted
object {aleaking roof, a torn cloak), experience at construct-
ing that type of object from scratch can help the character
to produce more finished, long-lasting work.

Science: An understanding of the science behind the
construction of an object (particularly Physics} can aid a
character to understand the best way £o repair an object.

Comp Redemption

Roll Tech + Comp Redemption. Only characters with
thisskill can attempt torepair think machines. Even with
this skill, many think machines require tools and compo-
nents that are no longer readily available.

Craft Redemption

Roll Tech + Craft Redemption. Thisskill can cover the
repair of any crafted, non-mechanical/ tech item, from a
worn scabbard to a cracked plate. Characters may chose to
specialize, but anyone skilled at Craft Redemption is con-
sidered to be "handy”, and able to fix crafted iterms with a
minimum of tools. ‘

High Tech Redemption

Roll Tech + High Tech Redemption, With this skill, &
character may actempt to fix complex or high-tcchnology
devices. Without the proper parts at hand, thiscan be dif-
ficult; however, characters may atternpt to jury rig impro-
vised solutions that will work at least temporarily.

Mech Redemption

Roll Tech + Mech Redemption. This skill covers all
mechanical devices, from 1o gas-fueled generators (o scis-
S0rs.

Volt Redemption

Roll Tech + Volt Redemprion. This skill aliows the
character to repairelectrical devices, including flashlights,
radios, tasers and electronically powered vehicles.

Ride

Roll: Dexteritv + Ride

The Ride skill allows characters to effectively control
riding beasts, such as horses, llamas and other genetically
similar creatures. To control beasts of burden the Drive skill

is normally used.
Jumping: Characters may attempt to get their mount
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to jump over obstacles such as fences and small streams.
This requires precise timing for both mountand rider. Roll
Perception + Ride.

Mounted Combat: Not all animals are used to being
in combat situations, and to control a mount during a
combat can be a challenge even to veterans. A characters
combat skill cannot exceed her Ride skill. For example,
Erian LiHalan isfiring het gun from horseback. Her Shoot
skill is 6and her Ride is 5.5ince her Ride is lower, her Shoot
skill is only 5.

Complementary Skills

- Beast Lore; Understanding the ways of animals and
how they will react in different situations can be invalu-
able in knowing how best to guide them. Wili wild horses
frorn Nowhere react differently than their rore civilized
cousins on Byzantium Seccundus, or is the response the
same for both?

Science

Guild skill

Roll: Tech + Science

The study of science can be invaluable to characters
in a vatiety of different situations. Because each type of
science is a fairly broad category in and of itself, players
should choose one or two types of science ro specialize in.

Complementary Skills

- Lores: Lores may be useful in understanding data
obtained from the study of different sciences. How does
the information obtained apply to the local culture? What
impact would new technology have on thearea? What are
the local beliefs, and how could new information effect
those beliefs?

+ Think Machine: Characters able to use a think ma-
chine to aid them may be able to decrease the amount of
time needed to analyze data. Only the most sophisticated
machines will be able to draw conclusions from data, but
most functional think machines can at least determine
trends and anomalies in the data.

Asthropology

Anthropology is used to study and understand other
cultures, including atien culeures.

Archaeology

The study of lost civilizations through their artifacts.
Characters skilled at archeology might be able to detet-
mine what culture or time period a given artifact is from.

Astronomy

The study of the heavens, including stars, planets and
other heavenly bodies. Characters proficient at Astronomy
will also have some familiarity with the legends and su-
perstitions of their cultureregarding the heavens. Thiscan
also be used for navigation.

Biology

The study of organic life, encompassing botany, zool-
ogy, anatomy, and a host of other sub sciences. Characters
who understand Biology will find that it can beapplied ina



variety of different situations from Physick to Beast Lore.

Chemistry

The science of matter— its composition and proper-
ties, especially on an atomic or molecular scale. The secu-
farcousin of Alchemy, Chemistry differs in that it is based
solely upon demonstrable phenomena instead of the spiri-
tual qualities of substances.

Cybernetics

The study of communication and control processes
in biclogical, mechanical and electronic systems. This can
include anything from security systems to robotics and
biotech.

Engincering

The design and construction of buildings, vehicles, etc.

Genetics

Thestudy of genes, the blueprints for organic life. This
science is of ten coupled with Biology for a more complete
understanding of both.

Geology

The study of rocksand planetary bodies. This may also
include diverse fields such as metaliurgy and plate tecton-
ics, and can be invaluable when constructing under-
ground ot stone structures,

Meteorology

The study of the atmaesphere, especially weather and
weather patterns. Many pilots learn basic Meteorology to
aid them in determining routes, and even farmers learn
the basics of determining what the weather will be like.

Physics

Thestudy of motion and the transfer of energy. While
abstract in theory, the practical applications can be used
in a variety of different tasks, from Tech Redemption to
Physick and even Artisan skills,

Terraforming

The premier science of the Second Republic, this
highly technical craft involves knowledge of many other
sciences. A character’s Terraforming skill cannot be higher
than his Geology, Meteorology and Biology (it cannot be
higher than the lowest of these skills). Thus, to learn
Terraforming 8, the character must already know Geology
8, Meteorology 8 and Biclogy 8. Too few folks know this
science these days, with bad results for certain planets that
are reverting in the absence of technicians to their pre-
terraformed (of ten hostile) states. Legendary are the hand-
ful of Terraforming architects who made Byzantium
Secundus, Severus and Istakhr. Even more legendary is the
architect of Pentateuch, who is said to have raised the sci-
ence to an art form (and an alchemy, say the Eskatonic
priests of the planet).

Xeno-Biology

Biology of non-Urthish races and creatures. A must for
anyone engaging in Physick upon alien races, inventive
characters may apply knowledge of Xeno-Biology tomore

diverse skills such as Martial Arts — after all, knowing the
best place to hit an opponent can be a distinct advantage.

Search

Roll: Perception + Search

This skill allows a character to conduct a methodicat
search of an area for hidden or concealed objects, doors or
compartments. Search can also include frisking someone
for concealed weapons or other objects, Characters skilled
at Search have a sharp evye for the best hiding places, either
from experience at hiding or at finding things. Members
of Temple Avesti are known for their unwavering atten-
tion to detail when it comes to searching.

Complementary Skills

+Observe: Characters whoare naturally observant have
a much better chance of locating things that are hidden.

- Sneak: Characters skilled at not being seen have a
naturaladvantage when searching for hidden things; they
simply look in the places they would hide something.

Sleight of Hand

Roll: Dexterity + Sleight of Hand

A skill normally associated with charlatans and street
entertainers, Sleight of Hand isalso useful for anyone wish-
ing to hide small objects, including small weapons. Skeight
of Hand does not usually involve actually concealing an
object s¢ much as misdirecting the attention of any ob-
servers. This skill can also be used to remove small objects
from another individuals person.

Conceal: Small objects up to the size of a knife may be
concealed from observers. Roll Dexterity + Sleight of Hand.
This skill can be invalugble to anyone attempting to
smuggle weapons, documents or tools into a secure area.

Pick Pockets: The character can remaove objects that
are in another person’s possession without their knowl-
edge. Thisincludes wallets, rings, small holstered weapons
andeven necklaces for the trulv daring. Objectsin pouches
simply tied onto beltsare much easier to pilfer than things
in deep or zippered pockets. Roll Dexterity + Sleight of
Hand.

Complementary Skills

+Knavery: By supplying a constant patter the charac-
ter can more easily distract those who are observing her.
Knavery can also prove to be invaluable in getting out of
the situation should the character get caught.

Social

Each of the following skills are actually separate skills
(and must be bought individually) that fall under the So-
cial heading, Though all of these skills are scmewhat re-
lated in that they deal with social interactions, they are
each unique in their approach. For example: a church
leader could use Oratory to sway a crowd but could not
keepgood control over them if she did not have good Lead-
ership skill, once the initial effects of her speech wore off,

All the noble houses have tutots to instruct young-
sters on social graces, but the Reeves guild also contains
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many people who put the average noble toshame.

Each of these sub-skills has its own Roll and Comple-
mentary skills associated with it.

Acting

Roll Extrovert + Acting. Acting may also be used as a
Performance skill, but it most often comes into play when
a character is attempting to act in a way that is unnatural
to him, such as when impersonating a member of the
House Guard.

Complementary Skills

+Disguise: A character in a disguise is more likely to be
perceived as the individual he is trving to impersonate.

Debate

Noble and Church skill

Roll Wits + Debate, Characters skilled at Debate have
learned over time how To present condise, persuasive ar-
guments and to likewise find the flaws in the arguments
of others.

Complementary Skills

-Impress: Characters whoare easily able toimpress ot h-
ers will be more likely to sway others to their point of view.

. Charm: A character may attempt to use his natural
charm when attempting to sway others in a debate.
Though use of Charm in a debate can often backfire if
those involved in the debate catch on to the fact that they
are being bamboozled. In such cases a characters Charm
can act as a penalty rather than a bonus. This is always at
the Game Masters discretion, of course.

Leadership

Roll Extrovert + Leadership. Few leaders are born that
way; most learn through trial and error, as well as observa-
tion of those who do it well. Characters skilled at Leader-
ship will have an advantage when trying to organize
groups of people. A good leader is skifled at both identify-
ing theskills of others and determining how they can best
be put to use.

Complementary Skills

. Impress: The ability to impress others can be very
important for good leadership. Followers are more likely
to listen to someone with a commanding presence and a
great deal of self-confidence.

Oratory

Noble and Church skill

Roil Passion + Oratory. Thisskill iscommonly used by
politicians and generals alike when attempting to inveke
certain emotionsin a crowd. Budding revolutionaries will
also find this skill useful, as will anyone attempting to
plead a case in a court of law. This skill is also common
among professional storytellers and bards. Unlike Leader-
ship, Oratory does ot have a lasting effect. Also, Oratory
differs from Knavery in that it is generally used to incite
emotion and passion rather than to cut-and-out deceive.

Complementary Skills

-Empathy: Understanding the current emotional state
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of your audience can be an important factor when orat-
ing.

-Lote: Knowing the familiar stories and parables com-
mon to a culture, and using them to illustrare points can
involve an audience on a more personal level.

Spacesuit

Guild skill

Roll: Dexterity + Spacesuit

The ability to function normally while inside a
spacesuit is not common, and members of the Charioteers
guild often ger more practice at it than others outside the
guild, This skill isalmost always used asa Complementary
skill to reduce penalties incurred by wearing a spacesuit.
Many skills which seem straightforward when performed
under normal conditions become much more complicated
when the character is using 4 spacesuit or other type of
large, bulky armor. When used as a Complementary skill,
victory modifiers gained can be used to offset penalties
applied for wearing armor or a spacesuit. [t is also possibie
that the Gamemaster may require the character toachieve
a certain number of successes when attempting to quickly
don a spacesuit.

When Spacesuit equals or exceeds the skill being used,
no extra roll is required and chere are nospecial penalties
(unless deemed by the gamemaster, for such things as es-
pecially heavy atmosphere or gravity). [f Spacesuit is less
than the skill being used, the character is not proficientin
doing things in his spacesuit, and his skill rolls are consid-
cred to be Demanding tasks (-4). However, he can make a
Complementary Dex + Spacesuit roll to try to offset this
penalty.

Speak

Roll: Wits + Speak {language}

For each language chosen, Speak allows the character
a reasonable level of fluency. Each player should choose
how and where the language was learned — was it taught
to him by a tutor, or did he pick it up from listening to
recordings of music? Did she learn the language on the
streets, or from aguild trader? While anyone who possesses
the Speak skill can communicate in her chosen language,
particular dialectsand slang can vary greatly,and may add
a lot to roleplaying.

Assume that each character has a rating of 3 in her
native language.

Barbarian

There are two main barbarian tongues: Kurgan {from
the Kurga Caliphate outside the Hazat border} or Vuldrok
{fromthe Vuldrok Raiders outside the Hawk wood border).
W hen choosing Speak Barbarian the player should choose
a specific dialect.

Dialects

Players may choose different cultural or area dialects
to reflect character backgrounds.



Latin

Church Skill

Anancient Holy Terra tongue lost for centuries to the
rest of the universe, Latin survives as the ritual language
of the Church.

Scraver Cant

Scraver guild skill

Based on Urthish but incorporating both alien and
invented words, Scravers Cant. relies heavily on non-ver-
bal cues and emphasis to give words entirely different
meanings.

Urthish

This is the most common language in the Known
Worlds, and is possessed at level 3 by all human characters.

Xeno

(Ur-Obun, Ur-Ukar, Vorox, Gannok, Vau, Simbiots)

As with Barbarian, when choosing Xeno the player
must choose a specific language as well.

Complementary Skills

+Empathy or Xeno-empathy: Often understanding
the body language of a culture is just as important as
understanding the words of the language. Characters
able to “get the basic idea” from non-verbal cues will
pick up far more nuances of the language than those
trying to understand solely by what they hear.

Stoic Body

Chutch skill

Roll: Calm + Stoic Body

The study of Stoic Bedy is long and arduous, and not
for the faint of heart. Still, many believe that the results
are well worth the years of training required. Characters
skilled at Stoic Body may ignore pain, hunger, sieep depri-
vation and torture. They can sometimes govern their nor-
mally involuntary activities, such as breathing and blink-
ing.

Ignore Wounds: The character can try to ignore the
pain of his wounds and continue on while suffering no
wound penalcies, Roll Calm + Stoic Body, each Victory
modifier offsets one wound penalty.

Complementary Skills

-Focus: Characters possessing Focus have a greater deal
of control over their bodics, especially when dealing with
pain. In order to use Focus as a Complementary skill the
character must have time to clear his mind and meditate,
though this can be done before entering a situation in
which the character feels he may need it, such as before a
battle or before beginning an all-night journey through
the desert wastes.

Stoic Mind

Church skill

Roll: Calm + Stoic Mind

Like Stoic Body, the study of Stoic Mind requires in-
tense training that often takes vears of a character’ life. It
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includes the ability to resist occult powers, especially tele-
pathic or empathic intrusion ot perusal. It also allows a
character to mask her aura, and at higher levels to project
an illusory aura. More details can be found under Occult
Powers, in Chapter Four.

Complementary Skills

-Focus: A character possessing Focus has more control
over his mind and is better able to defend against psychic
assaults of any sort. As with Stoic Body the character must
have time to prepare herself for Focus to be used as a
Complementary skill.

Strectwise

Roll: Wits + Streetwise

The character is familiar with underworld and crimi-
nal activities. Characters with Streetwise often have lived
in the *wrong” section of town, and have picked upanum-
ber of related skills and knowledges just toget by. This skill
may be used tocontact the criminal underworld or acquire
illegal goods or services, including blackmarket items.
While any character familiar with life on the streets may
have Streetwise, it is nearly always found in members of
the Scravers and Chainers guilds.

Fencing Goods: The character can attempt to sellgoods
which have been stolen or are otherwise illegal. Roll Wits
+ Street wise. Once a buyer has been located the character
will probably be required to negotiate to get the price he
desires.

Word on the Street: Characters who know how toget
the word on the street know whoto talk to —and how to
act when talking to them — to get the most valuable in-
formation and gossip. Roll Wits + Streetwise. Without skill
at Streetwise, characters will have a hard time fitting in or
getting the right people to talk to them.

Value Estimation: The character can estimate the
value of blackmarket goods, This varies greatly from place
to place and even from day to day, but characters skilled at
this are able to second guess the market based on informa-
tion picked up on the street. Roll Perception + Streetwise.

Complementary Skills

- Regional Lore: Characters who are familiar with a
particular area are more likely to be able to make contact
with members of its underworld,and willoften knowthe
best person to contact to get the highest possible price for
goods,

- Speak (Language): Knowing the language in a place
you are seeking illegal goods can be very important. Not
only can knowing the native language act as a Comple-
mentary skill, but Gamemasters may decide to give the
character significant penalties if she does not.

Survival

Roll: Wits + Survival

The character is skilled at surviving in adverse condi-
tions — generally wild places far from civilization. This
includes knowledge of how to improvise roakeshift shel-
ters, identify edible plants, trap and fish.
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Fire Making Roll Wits+Survival. Without the proper
tools, building a fire in the wild can bea challenge. Know-
ing where tofind dry wood, how togenerateenough sparks
and how to build a fire for maximum heat {not to men-
tion how to do so without burning doewn the forest
around you) are all essentials for anyone trying tosurvive
in adverse conditions.

Hunting: Roll Perception + Survival, Skilled hunters
incorporate knowledge of their prey, their weapon,and the
region with patience to producean effective combination.
This may also include the ability to set snares, make de-
coys or imitate mating calls. Beware, though — if used at
the wrong time, this can put the hunter on the business
end of a charging blue-striped mountain tiger!

Complementary Skills

- Beast Lore: Knowing the habits of local beasts givesa
character a distinct advantage when hunting {or being
hunted!).

-Lore(terrain)k The more acharacter knowsaboutapar-
ticular type of terrain, the better chance he has for survival

.Shoot ot Archery: Skill with a ranged weapen makes
bringing down game considerably easier for the would-be
survivalist.

. Tracking: Characters who know how to find their
prey in the wild will have far better luck than those who
simply wait for the prey to come to them

Think Machine

Noble, Guild skill

Roil: Tech + Think Machine

One of the great achievements of the Second Repub-
lic was the invention of vastly powerf ul computers and
artificial intelligence devices. After the Fall, many of these
miraculous fonts of information were destroyed, either by
Church inquisitors or peasanis fearful and misunder-
standing of a machine which thinks. Eventually, guilds-
men and wealthy nobles began to build computers again,
now called “think machines” In addition, those ancient
computers which survived were brought back into use.
However, current operating systems (and there are many)
differ from Second Republic ones, making it much harder
to retrieve ancient data.

The think machineisa contraption largely incompre-
hensible to the average layman. Some have unlocked the
mysteries of these ancient computers, and anyone skilled
at using them will certainly be locked upon with awe —
and more than a little distrust — by those whoaren.

Think Machine skill isa rare ability found most often
in membets of guilds such as the Engineers and Chari-
oteers, and it allows a character to access and use comput-
ers. Accessing information and simple programming are
possible. Some members of house Al-Malik are alsosaid to
know some of the mysteries of think machines, though
they keep whatever knowledge they have secret.

The Yau have their own computers, vastly different
from Known World machines. A special skill is required



to use thern, but it is nigh impossible to find a teacher for
this skill.

Complementary Skills

- Read Urthtech: Understanding the Urthtech lan-
guage is often useful for understanding the workings of
Think Machines.

' Sclences (Think Machine} Knowing the science be-
hind Think Machines can make operating them much
easier.

Throwing

Roll: Dexterity + Throwing

Knives, throwing stars, darts and even rocks fall into
the category of thrown weapons, and only characters ex-
perienced with them will have much luck in hitting their
rargets. Most folks can fling a rock at someone (roll Dex-
terity + Vigor), but to throw an object with an edge requires
Throwing skill. Otherwise, the target may get hit with the
butt of the handle or the flat of the blade, delivering neg-
ligible damage.

Some throwing weaponsare small enough thatachar-
acter can fit more than one in his throwing hand (throw-
ing stars, darts, etc.). A character will suffer a -1 penalty to
his goal roll for each extra weapon in his hand. See the
Weapons Chart in Chapter Six: Combat for further details.

Torture

Roll: Wits + Torture

Considered distasteful by some, a normal husiness
practice by others and an art form by still others, Torture is
a means of extracting information from an individual by
causing physical or mental pain and discomfiture. Torture
isstill a commonly used method of obtaining information,
particularly by Inquisitors. This means of information ex-
traction is most commonly used on serfs and freemen
without alliances to protect them. Temple Avesti, the Mus-
ter and the Reeves are among some of the groups most
skilled at Torture.

Complementary Skills

-Empathy: Using Empathy as a Complementary Skill
allows the torturer to determine what forms of torture
would work best on an individual.

+ Physick: Knowledge of how the body works and of
the location of nerve centers isextremely useful when tor-
turing a subject.

Tracking

Roll: Perception + Tracking

The Tracking skill is often possessed by hunters and
rangers, but some bounty hunters and Inquisitors have it
as well. Characters skilled at Tracking are able totrack their
prey through the wilderness by following tell-tale signs of
their passing.
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Complementary Skills
Lote (terrain) Knowing about the terrain can be use-
ful when attempring to track.

Warfare

Noble or guild skill

Roll: Varies

Thisskill is a general category which covers several as-
pects of warfare, from knowledge of ractics to the actual
use of engines of war.

Artillery

Roll Perception + Artillery. This skill allows the charac-
ter tooperate and fire ballistae, mortars, cannons rockets, etc.

Demolitions

Roll Tech + Demolitions. This skill allows the charac-
ter to plant explosives to achieve a desired effect, such as
to blow open a door or collapse a bridge.

Gunncry

Roll Dexterity + Gunnery. This skill allows the char-
acter to operate and fire starship weaponry as well as large
mounted weapons such as machine gunsand laser turrets.

Military Tactics

Roll Wits + Warfare, Thisskill gives the character gen-
eral knowledge of military strategy and tactics. Military
Tactics is used to know the best method of attack as well
as knowledge of how troops will react in cornbat situations.

Complementary Skills

:Lore{Allen) Know thine enemy Knowing the habits
of analien culture can often reveal a weaknessthat can be
exploited.

+Lore (Terrain): Knowing the terrain vou are fighting
in can be the first step towards victory, Different types of
terrain can have drastic effects on what type of assault or
defense should be used.

' Lote {Regional) Knowing rhe layout of a particular
region can give a significant advantage in warfare.

Xeno-Empathy

Roll: Alien + Xeno-Empathy

Characters with this skill are able ro determine an
aliens emotional status by interpreting non-verbal cues.
The player must choosc to have Empathy with one of the
following races, though this skill may be bought multiple
times in order to have Empathy with multiple races. Some
of the possible races are; Ur-Obun, Ur-Ukar, Vorox, etc.

Complementary Skills

+Lore (Alien): Having a good background in the his-
tory of a race can ald in interpreting their emotions.
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Blessings and Curses

Julia Abrams smiled, but then quickly regretted it. Damn it
she thought. When awill Hearn that droxi is played stonefaced? The
Scraver acvoss from her, not betraying a hint of emotion, placed
his xvloprene cardson the table. A chon, shek and floon. Julia sank
into her chair, knowing that he wouldn't have surrendered his
cards if she hadn't shown her own hand. Another round or two
and she could have firmed up her chons enough o blow away all
his sheksand floons, But she couldnt beat hishand. She didn't have
the kind of money she'd just wagered and lost. Her eves wandered
to the door and she wondered how in the world she was going to
make ir there before they started fiving.

Blessings and Curses represent a character’s psychologi-
cal quirks or physical endowments and/or handicaps.
Blessings add positive modifiers to a characteristic or skill
in a specific situation while Curses subtract from a char-
acteristic or skilt Blessings rnay raise a characteristic ot skill
above 10 in certain situations, and Curses can cause a char-
acteristic or skill to have a negative level.

Characters begin with no free Blessings; they must
purchase thern with Extras. Curses give the character more
Extras to spend.

Blessings and Curses have restrictions, or situations
which activate their modifiers. If the situation does not
come into play, then the churacter does not receive that
modifier. Thesc situations are declared when the Blessing
or Curse is bought, and they can be interpreted rather
broadly. Situations which occur only rarely or are narrowly
interpreted are usually worth more points. Examples are
given below. They are meant as guidelines; players can
choose to purchase any of them with mare or less modifi-
ers than those given below.

Nocharacter may purchase more than seven Blessings
modifiers or choose maore than seven points of Curses.
These traits are meant to emphasize a few seiect character
quirks, not to detail every neuroses possessed by the char-
acter. Cyberneticsis an exception to thisrule; theonly limit
to how far a character can modifier herself cybernetically
is her Alien characteristic (see Chapter Seven: Technology).

Appearance

These modifiers always apply in situations involving
social interaction and are interracial: the beauty or ugli-
ness of the Children of the Ur or the Vorox is generally
recognized by humans and vice versa. However, the
character’s looks may not aid him among those who know
him well {gamemaster’s discretion).

Blessings

Handsome {1 pt: +1 Charm)

Beautiful (2 pts:+2 Charm)

Angelic (3 pts: +3 Charm}

Curses

Homely (+1 pt: -1 Charm})

Ugly {+2 pts:-2 Charm)

Monstrous {(+3 pts: -3 Charm unless seeking pity)
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Behavior

Personality quirks can be simmulated with Blessings or
Curses. For instance, most Hawkwoods are excessively
Prideful, and find it hard to turn the other cheek when
insulted. Thus, a Hawkwood may have a -3 modifier to her
Calrm, in case she ever had to roll to maintain her compo-
sure — its important not to lose ones temper at che gala
ball.

Blessings

Bold {2 pts: +2 Passion while acting when others hesi-
rate)

Compassicnate (2 pts: +2 Passion when helping oth-
ers)

Curious (2 pts: +2 Extrovert when seeing something
new}

Disciplined (2 pts: +2 Calm {n combat situations)

Gracious (2 pts. + 2 Extrovert to guests)

Innovative {2 pts: +2 Tech when trying to invent some-
thing new)

just {2 pts: +2 Passion when righting a wrong}

Pious (2 pts: +2 Extrovert among the sinful)

Shrewd {2 pts: +2 Wits against attempts to fast-tatk)

Suspicious (2 prs: +2 to Perception when rivals about)

Unyielding (2 pts: +2 Endurance when honor is at
stake}

Curses

Bluster (+2 pts: -2 Extrovert when recounting deeds)

Callous {+2 pts: -2 Passion when asked for aid)
Clueless (+2 pts: -2 Perception to notice social cues)

Condescending (+2 pts: -2 Extrovert among the un-
enlightened)

Greedy (+2 pts: -2 Calm when money involved)

Guilty (+2 pts:-2 on all rolls when opposing Church
officials)

Gullible (+2 pis: -2 Wits against attempts to fast-talk)

Haughty {+2 pts: -2 Extrovert around serfs)

Impetuous (42 pts: -2 Wits when trading)

Righteous (+2 pts: -2 Calm when judgment ques-
tioned)

Manon (+2 pts: -2 Faith when money is involved)

Nosy (+ 2 pts: -2 Calm when seeing something new)

Possessive (42 pts:-2 Calm when cut out of the action}

Prideful (+3 pts: -3 Calm when insulted)

Subtle (+2 pts: -2 Extrovert when explaining some-
thing)

Uncouth (+2 pts: -2 Extrovert at society functions)

Unnerving (+2 pts: +2 Alien when dealing with serfs;
does not affect luck rolls, Even though this adds
a positive modifier, it isacurse duetoitsill effects)

Vain {+I pt: -1 Perception when being flattered)

Vengeful (+3 pts: -3 Calm when honor impinged, will
never forget aslight)

Knacks

Knacksare those odd abilities which some people seem

better at than others. Some are lucky in cards and love,
while others seem cursed with bad karma.

Blessings

Ambidextrous {4 pts: +4 to offset the -4 penalty for
using an off-hand weapon)

Beastmaster (2 pts: +2 for non-combat interaction
wich animals)

Casanova (2 pts: 42 Passion when seducing others)

Compass {2 pts: +2 Wits when figuring out direction
or locarion)

Crack Driver/ Pilot {4 pts: +2 to all Drive skills)

Fast Draw (2 pts: +2 Initiative drawing and firing a gun
in same action)

Grease Monkey (4 pts: 42 with all Tech Redemption
skills)

Keen Ears {2 pts: +2 Perception with hearing only}

Keen Eves (2 pts: +2 Perception with sight only)

Lucky ar Cards {1 pt: +2 Gambling with cards)

Sensitive Smell (I pt: +2 Perception with smell only)

Sensitive Touch (I pt: +2 Perception to discern touched
objects)

Curses

Bad Hearing {+2 pts: -2 Perception with hearing only)

Bad Vision (+2 pts: -2 Perception with sight only)

Beast Foe (+2 pts: -2 for non-combat interaction with
animals)

Clumsy {+2 pts: -2 Dexterity with athletic tasks)

Mechanically Disinclined {(+2 pts: -2 with all Tech Re-
demption skills}

Quasimodo (+2 pts: -2 Passion when seducing others)
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Reputation

Most characters, being freemen and adventurers, even-
tually build a reputation (usually as heroes or thugs). A
characters reputation becomes more important the farther
up thesocial ladder she climbs. It isof extreme importance
to nobles and is highly valued by priests, and the League
often bases promotions on reputation. However, a
characters renown can be subjective. While most of the
Known Worlders may recognize acharacter asa hero, there
are surely those who see otherwise and may hate the char-
acter for whatever deeds caused her to gain such accolades.

Some characrers can begin the game with a pre-exist-
ing reputation. In addition, it is possible to have more than
one reputation, one for the public and another for those
who know vou best. A Decados may be seen asa cad by the
populace, but those in the House may see a cunning moti-
vator. This second, private reputation is worth only half
the points as the public reputation.

A character only gains a reputation modifier once he
has been recognized (see Recognition, in the description
of the Human/ Alien characteristics}, and the modifier
only works among those who recognize the character or
believe she is who she says she is.

Blessings

Well-liked (1 pt: +1 Charm)

Charitable (2 pts: +2 Charm)

Honest (2 pts: +2 Extrovert)

Hero {2 pts:+2 lmpress)

Local herof villain {1 pt: +1 Human/ Alien for recogni-
tion rolls)

Famous (2 pts: +2 Human/ Alien for recognition rolls)

Legendary (4 pts: +4 Human/ Alien for recognition
rolls)

Curses

Cad (+2 pts: -2 Charm)

Scary (+2 pts:+2 Impress. Even though thisaddsa posi-
tive modifier, it is a curse because it adversely af-
fects the way potential allies may react. Explain
just what it is that makes the character scary)

Liar or known criminal {+2 pts: -2 Knavery)

Tyrant (+2 pts: -2 Charm among peasants)

Size

The following Blessings/ Curses apply at all times (un-
less specificd otherwise):

Dwarf (+5 pts: -2 Vitality, base run: 6 meters, requires
tailored clothing. Humans suffer +1 Alien among
strangers)

Short (+3 pts: -1 Vitality, base run: 8 meters)

Tall {3 pts: +] Vitality, base run: 12 meters)

Giant {5 pts: +2 Vitality, base run: 14 meters, requires
tailored clothing, Humans suffer +f Alien among
strangers)
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Benefices and Afflictions

Cardanzo waited in the dark corner in the red booth by the
back door of the Drunken Amenta. A real dive, but the only place
on Rampart he trusted. The whole city was full of scum who
couldn’t make it on richer worlds like Malignatius. But only on
Rampart could he find someone who would knowanything about
the mysterious Scraver shipments to Pandemonium, the ship-
mentswhich came through Rampart first. And only in thisbooth,
in this bar, in this miserable part of town would Louis the Teeth
agree to meet him. Cardanzo wondered if engaging in such gossip
would get him killed one day. That’ when the Scraver bully boys
walked in with the bats, looking straight at him...

While many people in the Known Worlds prefer to
have as lictle contact with other people as possible, others
embrace the worlds around them. They join the clergy, run
the guilds, maintain ties with aliens, seek out lost technol-
ogy, and learn secrets others don't want them to discover.
By the same token, mixing with others can cause a person
to gain enemies, lose money, acquire obligations or worse.
Benefices and Afflictions represent the most important of
these, While Blessings and Curses represent features inher-
ent toan individual (directly modifying characteristics ot
skills), Benefices and Afflictions are based on the
individuals place in society. Blessings and Curses will al-
most never go away, but characters can lose their Benefices

A young Ur-Ukar receives his birth carvings



and Afflictions, though this should only happen after
epic-level adventures,

Characters begin with 10 points of Benefices. They can
use Extra points to ger more points of Benefices or they
can gain Afflictions. Afflictions are negative Benefices; the
character has some social problem which gives him addi-
tional Extras tospend on more Benefices orany other trait.

Playersshould think of these traitsas something more
than just a way to get more points or powers. The primary
reason we include them in the game is as an aid to
roleplaying. Choose those that most fit the personality you
want your charactet to have. Really, it doesn't make much
sense for a meditative priest to spend the points to get a
blaster. [t does make sense for him to take the Clositered
Affliction to represent all those vears spent in the monas-
tery — and the way he blushes whenever he talks to a
womarn.

What follows is only a sample of some of the Benefices
and Afflictions a character can have. Players and
gamemasters should feel free to come up with their own.
They should take care to focus on those that most fit the
drama. For instance, we dont't provide & way for players to
begin the game with spaceships of their own, but
gamemasters might want the plavers to have one. She al-
lows them to get an unarmed cargoship by having four of
them spend seven points apiece.

Also remember that characters will get some of the
effects of Benefices through the game. Just because &
Scraver doesn't spend the points to buy an energy shield
doesn't mean he can't take one from a dead Decados, Of
course, that is theft,and if other Decados find cut about it
(or see the Scraver wearing a shield with the house’s crest
on it)..

Background

These traits represent events or circumstances of a
character’ past which affect him to the current day. They
include things he knows, things other people know, his
history and events from his past.

Benefices

Alien Upbtinging (2 pts} Due to some odd series of
events, the character was raised by members of another
race. Its almost unheard of for humans to care for a Ur-
Obun child or Vorox to take care of a human infant, but
it has happened. A character with this Benefice begins with
either an extra level of Human or Alien (depending on
who raised him) and two levels of that species’ l[anguage.
His ability to speak his own language is reduced by one,
and anvene with a prejudice against non-human races
(which includes almost every person in the Known Worlds)
will tend to have a special distrust for the character,

Heir {3 pts) The character is next in line for some posi-
tion of importance. When her parents die, she might be-
come duchess of the al-Malik, inherit a Charioteer space-
ship or lead the Vorox, but she has no idea when this will
happen. It may never occut or it may be next week — itsall

up to the gamemaster. Note that characters who want to
be heirs to a noble still need to have rhe Title Benefice {be-
low).

Secrets {1-5 pts): This Benefice is one of the most wide-
ranging in the games. The secret the character Knows can
range from blackmail on a minor noble to the location of
aforgotten planet. Gamemasters should work closely with
plavers to ensure their secrets fit into the game he wants
to run. What follows are guidelines on how to handle this
since only the garmemaster knows what secrets most in-
fluence her campaign.

1=Blackmail on a minor noble {A Hazat chickened out
of a duel)

2 = Discovered a secret coven of psychics

3 = Know the members of the kmperial Eve on your
homeworld

4 = Found a cache of Second Republic goods

5 = Location of a forgotten planet (Gamemasters
should onlyallow this kind of secret if they want the char-
acters to go there)

Well-Traveled {3 or 5 pts): The character has been
around a bit, and has heard a bit more. The character has
the equivalent of Folk Lore | for every major planet in his
travel radius.

3 = A Royal Houses fiefs

5=The Known Worlds

Afflictions

Cloistered (1 pt): The character grew up separately from
other people, and has never gotten over the fact. Since she
has had so few dealings with others, she may well misun-
derstand them, be nervous around them and have a hard
time relating to them. Others are likely to find her odd,
especially when she starts using the unique language she
developed as a child.

Dark Secret (1-3 pts). Something about the character is
30 horrible that he will do almost anvything to cover it up.
Almost no one should know about it at the beginning of
the game, but if it does come out, then the player should
have a chance to either cover it back up or make up for it.

|=Embarrassing (So why did you skip out on your wife
and kids?)

2 = Dangerous (So, vou help run a coven, do you?)

3 = Life-threatening (Don't let anyone find out how
you tried to assassinate Emperor Alexius)

Infamous Family (I pt): The characters family has
gained notoriety, and this affects the way people view her.
She mav come from a family of thieves, heretics or mur-
derers. Note that a character can buy both the Benefice
Title and this Affliction to represent how certain branches
of even the noblest families have their problems.

Oath of Fealty (1-3 pts): The character owes an oath of
fealty above and beyond his normal obligations. All nobles
owe an oath totheir prince, all priests to their archbishop,
all League members to their dean. This is something in
addition to that cath. The object of the oath may call on
the characters aid when he/she desires, although there is
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usually something the character receivesin return for this
oath (such as & pledge to send soldiersin case the character§
fief is under assault).

1 =Serious oath {(will aid in major dealings in exchange
for same)

2 = Martial oath {(will risk life in exchange for a great
boon, like land or protection)

3= Extreme oath (will perform suicide mission in re-
turn for something great in case of success, or upkeep of
family should task fail)

Obligation (1-3 ptsk The character has a duty he can-
not avoid. This could be a sacred site he has to keep holy,a
Vorox child he must raise, or a payment he must make on
a regular basis. This differs frorn the Oath of Fealty in that
the character will not get anything in return for his obli-
pation.

1 = Hindrance (requires the character be on a certain
planet for holy days)

2 = Hazardous (puts the character’ life at risk)

3 = Extreme (the character has sworn to uncover the
heresies of a Brother Battle leader)

Orphan (1 pt}: Family tiesare the most important ones
to the majority of people in Fading Suns, but the chatac-
ter doesn't even have these. He lost his family at a very
young age and nothing ever replaced it. For him, the
Chainers are a very real danger unless he finds some alli-
ance. Notc that a character cannot take Title or Alien Up-
bringing with this Affliction, as both of those require a
family of some kind.

Stigma (1-4 ptsk The character has a stigma of some sort.
This is something which, if noticed by the common popu-
lace, would cause revulsion, suspicion or fear. When com-
ing up with these, think of what would unnervea super-
stitious medieval peasant. (All occultists and cybernetics-
beaters have a mild Stigma, although theurgy Stigmas are
often seen as holy rather than damning. They do not re-
ceive points for this Stigmal)

1 = Mild {wandering ¢ye, hair on palms)

2 = Severe (dwarf, hunchback)

3 = Fearsome (pointed fangs}

4 = Unholy (red eyes, forked tongue)

Lost Worlder (1 pt): The character is from one of the
newly rediscovered Lost Worlds. In the millennia between
the Fall of the Republic and the rediscovery of the planet,
culture has changed greatly. It is a struggle to fit in, and
most. people are wary of you.

Community

Finding someone to trust has its risks in Fading Suns,
but success has no end of rewards. These Benefices and Af-
flictions represent how the character relates tospecific mem-
bers of her community. Plavers do need to be careful how
their characters treat these people, however. Todays commit-
red allies may well become tOMOTIOWS sworh enermnies.

Benefices

Ally {i-11 ptsy The character has a close relationship
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with someone in a position of power, and that person will
o out of his way to help her. The cost of this Benefice is
two points less than it would cost the player to buy that
same level of status for her character. Thusif the character
wants a Duke of House Hawkwood to be his ally, it will
cost 11 points, compared to the 13 it would cost the player
to have that title, Note that many allies may not have a
title, but this should give the gamemaster an idea of how
to rank them.

Contact (I pt): The character hasan acquaintance who
helps him out in little ways. The contact might provide
information, sell good weapons or just be willing to give
him a place to stay when he needs it. Players should come
up with basic information about the contact, and the
gamemaster can flesh her out as he desires.

Family Ties (3 pts): Blood can be thicker than wine, and
acharacter with this Benefice can draw on some exception-
ally Ioval allies of similar status to himseif. Of course, this
cuts both ways — if someone kills your father, you will have
to hunt him down to the farchest planet.

Gosslp Network {I-4 pts) The character has a series of
informants who keep her up to date on certain areas of
information. These maybe cackling old nobles who let her
know which lords have committed breaches of etiquette,
metchants who will let her know who is buying what, or
farmers who will be more than glad to tell her who has
gone through their area recently. Their information may
not be as good as a contact’s, but they are everywhere. Still,
the bigger it is, the less reliable the information. The cost
varies by size of the network.

i = City or community

2 = Planetwide ‘

3 = An entire Royal House’ holdings

4 = The Known Worlds

Protection {3 pts): Someone{or group of people) is look-
ing out for the character. The character may well owe his
protector something in return, but it is always helpful to
be a Charioteer with the backing of the local Hawkwoods,
even if he does have to fly them wherever they want Lo go.

Retinue (1-4 pts): If good helpis hard to find, then good,
loyal help is really going to cost you. You may have any
number of servants your wealth can afford, but the really
devoted ones cost points.

1 = Unskilled labort (butler, handmaiden}

2 = Noncombuat specialist (cook, chauffeur)

3 = Combat able or multitalented (bodyguard, sen-
eschal)

+1 = Fanatically loyal

Afflictions

Dependent {1 pt): Somebody relies a great deal on the
character. This may be an elderly family member, a child
oran often-in-trouble friend. Whatever the case, the char-
acter is likely to have some difficuity ensuring that this
person is taken care of.

Vendetta (1-4 pts): Something you, your family or your
friends has done have earned you an unyielding enemy.



This person (or people) will do everything in his power to
make vour life difficulc.

1 = Satisfied with making character’s life miserable.

2 = Wants to kill character

+1=Group

+2 = Mulrtiple groups

Possessions

Priests mav frv and get people to ook beyond their
material condition, but many characters want little more
than lots of stuff. While characters may feel that they can
buy anvthing if they have enough money, many items of
interest are exceptionally hard to find. Even if the charac-
ter can find one, the owner might not want to sell it — at
least not to someone who's not in his guild or a fellow
noble. Characters can begin the game with these objects if
they buy them at the start of play as Benefices. Of course,
any possession can some day be lost.

[tems

The character can begin the game with many differ-
ent kinds of rare and valuable items. These include Sec-
ond Republic weapons, energy shields, medical equipment,
occult artifacts and anything else the player can think of,
Most of these are detailed in Chaprer Seven: Technology,
but some are covered here,

Armot{l-10 pts): Common, lightweight armors cost
nothing, but heavy or high tech armor cost points. See
Armor, in Chapter Seven, for details.

Energy Shield (5-25 pts)k These are the most sophisti-
cated personal defense devices found in the Known Worlds.
Usually restricted to nobles and their servants, more than
afew have fallen into the hands of the “lessdesirable.” Many
nobles have standard shields, and more than a few have
paid the extra money for a small dueling shield. Assault
and battle shields also exist, but are extremely rare, and
royal houses save these for their most elite troops. For more
information on shields, see Energy Shields, in Chapter
Seven, for details.

To determine how many pointsashield costs, subtract
the minimum damage it can gbhsorb from its maximum. it
can take 10 hits for free, but the ability to absorb more at-
tacks costs+1 for five extra attacks. Concealable shields cost
an additional +1. Being able to wear three-point armor
under it costs +3, and being able to wear four or five-point
Armor costs +6.

5 = Standard Shield

7 = Dueling Shield

15 = Assault Shield

25 = Battle Shield

Firearms {1-18 pts) This category includes any missile
weapon not powered by someone’s muscles. Details can be
found in the Firearms section of Chapter Seven.

Relics (varies): The character owns a powerful artifact
of faith. See Theurgy, in Chapter Five: Occult, for details.

Special Equipment (vaties): Guns and armor aren't
everything in Fading Suns. Characters would be well-ad-
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He bears his father’s sword

Fading Suns

vised toequip thernselves with less-combat oriented goods
as well. Medical supplies, vehicles, listening devices, extra
batteries, space suits, Tadios and more can be had for the
price of a few points. For a more complete list, see Chapter
Seven: Technology.

Unique Item (1-? pts): This category covers all the neat
little items players want but no gamemaster would ever
have thought of. Cybernetic playing cards, ensorcelled dag-
gers, alien spores, chin-mounted lasers and more all fall
here, There can be no set rules for how much these cost.
Gamemasters can use the weapon and equipment lists to
get some idea of what to charge a player but, when in
doubt, just up the price. And never allow a character to
have any item you don't want in the game.

Vestments (I pth: The character has some propetly
blessed Church equipment — robes, rosaries, miters or oth-
ers. For more information on vestments, see the Theurgy.
in Chapter Five: Occult.

Benefices

Passage contracts (2-10 pts): Thanks to some preexist-
ingarrangement with one of the guilds, the character does
not have to worry about booking passage or starships. Of
course, the accommodations may not always be the best,
and the ship may make a number of stops along the way,
but it is a (mostly) sure thing.

2 = Tramp freighter {You ride with the cargo)

4 = Transport {Share a room with nine other pas-
SENEETS)

6 = Statercom (Made for two, has been known to hold
eight or more)

8 = Luxury liner {The best)

10 = Ship is at your command (Whatever you want)

Refuge {2-10 pts): The character has some place he can
go where he feels safe. 1t might be a noble’ castle, a hidden
monastery, a guild safe house or just a cave he outfitted
himself, Whatever the case, it isalmost always open to him
— unless someone destroys it first. The following costs are
only guidelines. Gamemasters should make the player pay
for extra protection, comfort or whatever

2 =Small farm

4 = Guild safe house

6 = Monastery

8 = Castle

10 = Military base

Riches (3-11 pts}: The character has some wealth, either
inherited or gained on her own. This is usually in the form
of land or businesses owned. The character should havea
steady stream of income from tenant farms and the like,
but he can liquidate his holdings if he needsa lot of money
at once. How much she has depends on the points spent.

3 = Good (Owns a few tenant farms)

5=Well-off {Farnily controls a number of silver mines}

7 = Wealthy (Receive the income from a farming
province)

9 = Rich (Head of a major guild)

11 = Filchy Rich (Head of a major house)



Afflictions

Indebted (2-6 pts): The character is in debt, He cannot
buy mote than 3 points of Riches (enough to live on)and
must work to assuage this debt, lest his creditor take his
land and possessions or sell him to the Chainers.

2 = Minor debt (can eventually work it of f}

4 = Major debt {must work very hard to pay off}

6 = Catastrophic debt (risks losing fief and thus rank)

+1 = life at risk (the Scravers are sending over boys
with bats)

Status

Status is one of the most important thingsa character
in Fading Suns can have. In the eyes of most people, a per-
son is valued by her rank, not her individual accomptlish-
ments. A duchess can get away with almost any vile act,
while a commoner had better not even steal a loaf of bread
tolive,

Benefices

Commission (3-13 pts): The character isa member of a
guild within the Merchant League and can learn guild
skillsat the base cost. The higher his degree, the more power
{and responsibilities) he has. The degrees are almost always
the same for men and wornen, The following list of degrees
isonly a guideline; most guilds have their own namesand
positions, As an example of this, the name in parentheses
following the degree is the one The Supreme Order of En-
gineers uses.

3 = Associate (Apprentice)

5= Chief {Entered}

7 = Manager (Fellow)

9 = Director (Crafter)

11 = Consul (Engineer)

13 = Dean (Master)

Householder (1 pt): The character is employed or in
some way closely associared with a noble house, merchant
guild or Church sect. He might be a minor guardsman, a
groundskeeper, cook or masseuse. However, he holds no
rank in the organization he works for, but he does gain
occasional benefits (the local bartender is careful not to
cheat the Decados gate guards).

Nobility (3-13 ptsk The characterisa member of anoble
house. While both royal and minor houses use most of the
same titles, a baronet for a minor house generally has less
responsibilities and less power than one in & royal house,
Note that not only does a character have to buy at least
seven points of this Benefice to be considered landed, but
he must also buy the Riches Benefice in order to get any
money from it. If a character wantsto be in line tolead a
royal house, he must buy both the Duke level of Nobility
and the Heir Benefice. The landed titles are the often the
same for both men and women (Knight Hillary al-Malik),
but the higher ranks often use a gender distinction,

3 =Knight

5=Baronet

7 = Baron

9 = Earl/ Marqguis

11=Count

13 =Duke

Qrdained (3-13 pts): The character is an ordained min-
ister of the Universal Church, protector of souls and
bringer of light. Most sects have the same ranks fer their
members, because all the sects consider themselves the tru-
est part of the Church. Brother Bactle isthe exception; they
held different titles for their ranks, except at the highest
level {(given in parentheses below). Men and women have
the same titles for the same duties.

3= Novitiate {(Apprentice)

5 =Canon (Oblate)

7 = Deacoen (Acolyte)

G = Priest {Adept)

11 = Bishop (Master)

13 = Archbishop

In addition, there are different duties within the
Church each with their own titles, Priests who act as am-
bassadors to a planet, house or guild are called “legates.”
Those renowned for theology {and who have been ap-
proved by the Patriarch as official theologians) are called
“hierophants.” A keeper of Church records holds the post
of “chartophvlax.” A deputy to the patriarch is called
“syneculla”. These duty titles are in addition to the
rank titles,

Professional Contract (I-10 pts): This Benefice repre-
sents a contract or agreement a character has with a guild
in order to learn guild-specific skills. Each point of this
Benefice represents how many levels of a guild skill he may
buy. One contract might only teach the basics (1-3), while
another may be an invite to learn all the secrets (up to 101,
Thisis usually the only way someone will learn guild skills
without joining the League.

Afflictions

Barbarian (2 pts): The character comes from an uncivi-
lized upbringing and must struggle to fit into spacefaring
society, Additionally, people from all classes tend to look
at her askance and will rarely trust her. She may begin the
game with no more than three points in Etiquette.

Bastard (1 pt): The character isa bastard child of anoble.
He can still buy a title, but he will receive no inheritance.

Black Sheep (1-3 pts) The character is the black sheep
of his family and is currently being ostracized by it. The
character must have a title to take this Affliction.

1= Ostracized (Do not step foot in court, or anywhere
the family frequents)

2 = Disinherited (You are cut of f from the family for-
tune, loss of estate)

3 = Disenfranchised (Loss of rank, loss of family name}

Branded {1 ptx Many cultures brand criminals and evil-
doers,and the character sports one of these brands. It might
be for theft, prosticution, or just speaking bad abour the
duke, but it is an unerasable feature.

Escaped Serf (2 pts): The character isactually a serf, not
a freeman. He must hide this fact or risk being seized by
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officials for sale to the Chainers — or, worse, be sent back
to his original master for punishment.

Escaped Slave {3 pts) The character has escaped from
slavery, but now is on the run from everyone. Finding any
place of refuge should be nextto impossible. This charac-
ter should have almost no ties to anyone except the other
player characrers.

Fallen from Grace (1-3 pts): This Affliction s sitnilar to
the Black Sheep Affliction, but is applied toa sectforder
or guild. The character has lost face before his peers and
superiors, and will only make up for it after years of pen-
ance — if ever. Characters must be Comnissioned or Or-
dained to rake this Affliction.

1 = Ostracized (Do not conduct guild business or enter
the sect’s churches)

2 = Expelled (You have no mote guild or church ben-
efits)

+1 = Hunted (You know too much or took something
of value with vou)

Outlaw {1-4 ptskYou broke the law in a big way. Some-
one, somewhere has put a price on yout head, and anyone
can collect it. A long jail term is the best you can hope for
if you are caught. Guard your back at all times.

] = Hunted worldwide

2 = Hunted within the domain of one royal house

3 - Hunted throughout the Empire

+1= Wanted dead or alive

Vitality

Claudivs walked across the smoking battlefield, ignoring the
moans of the wounded Iying all around him. He stumbled as his
foot caughrona discarded ceramsteel helmet, and the pain laced
through hisgutsagain. Hegritted his teeth and waited for the wave
to pass. Aftera minute, he walked onagain, hisright hand clutched
tight about his abdomen, the only thing holding his guts in. If he
could reach the Brother Battle unit over the next hill, he'd be okay.
But that was a long way to walk with intestines falling out...

Vitality is the measure of 2 character’ lifeline. 1t rep-

resents how much damage he can take before he isuncon-
scious ot dead. The healthier acharacter is, the more Vital-
ity he has. However, physical size also hasa lot to do with
it. Vitality is determined by addinga characters Endurance
(healthiness) to five (his “vital” levels, generally represent-
ing size). Larger ot smaller people will have more o1 less
Vitality (see Blessing and Curses).
Vitality is never rolied. instead, one level is checked
off on the character sheet for each point of damage the
character suffers. When a character loses all his Endurance
levels and only has vital levels left, he beginsto suffer pen-
alties to all his activities. When he has lost all but one of
his Vitality levels, he must struggle to remain conscious.
When he has lost all his Vitality levels, he is dead.

Vital wounds: Fach character receives five free Vital-
ity levels; these are considered his vital levels, sinceimpairt-
ing them impairs any actions the character undertakes.
Once a character has lost his non-vital levels (those pro-
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vided by Endurance}, he suffers a penalty to all tasks he
undertakes. This penalty increases with each vital level
lost, and matches the standard Penalty Chart given in
Chapter Two: Rules. In other words, losing the first vital
level means that all tasks become Hard. Losing a second
makes all tasks are Demanding, and so on down o
Herculean.

Once acharacter hasonly one vital level left, he must
roll Endurance + Stoic Mind to remain conscious. If he fails,
he collapses into UNCoONSCioUsness and remains so for at
least one hout. Once each hour thereafter. the player may
roll the characrers Endurance + Vigor. If successful, the
character awakens, However, unless he has received heal-
ing in the interim, he is weak. If he attemnpts any stressful
rasks {any physical task requiring a roll}, he must once
again struggle to remain conscious.

Healing

Different degrees of wounds heal at different rates. A
character heals one vital level per month. After that, fur-
ther Vitality levels (the non-vital levels gained through
Endurance) heal at a rate of one level per weelk. ltthustakes
the average Joe, with Vitality 8, about four months and
rhree weeks to heal up from near death. Assuming he lost
seven levels {eight would mean death). it takes four months
for his four vital levels, and three weeks for his three non-
vital levels. If hesonly lost three levels {since he has Vital-
ity 8 these are non-vital levels), it would take only three
weeks to heal completely.

Loss of a viral level is generally considered major tis-
sue loss(a puncture wound froma sword, a gouge of flesh,
etc) since the vital levelsare provided by sizeand thus take
longer ro heal.

In Fading Suns, there are various methods of acceler-
ating tissue regeneration:

First Aid: Within 10 minutes aftera wound has been
inflicted, 2 character canatternpt or receive first aid to pre-
vent the wound from worsening, This requires a Wits +
Remedy roll; if successful, the injured character healsone
Vitality level immediately. If the paramedic rolled a criri-
cal success, twa levels are healed.

Elixir: Current Known Wotlds medical technology is
not very good. The rich and powerful can afford the best,
which approaches Diaspora Ot Second Republic level, but
the average peasant must rely on medieval — or at best —
Victorian style medical help. However, the Second Repub-
lic left behind many easy-to-use technologies originally
designed for lazy consumers who usually had no techni-
cal training of their own. These include MedPacs, personal,
hand portable first-aid Kits. They still require Remedy skill
to use, but they are full of all sorts of goodies, including
the popular tissue regenerative drug, Elixir.

This drug requiresa Wits + Remedy roll to administer
properly. If this rollis successful, roll the drugs potency dice
(usually 2 + 2d);each hit heals one wound point. There are
more and less powerful batches on the market {and the
buyer may not always know which one he’s getting).



Wyrd

Wyrd represents a character’s spiritual energy, her chi,
psychic will, vital force or will to power. Wyrd points are
spent for a variety of activities, from activating occult pow-
ers{see Chapter Five: Occult), inciting passion or steadying
one’s hand {see the Passion/Calm characteristics), and in-
voking destiny {see the Hurnan/ Alien characteristic).

A character’s beginning Wyrd depends on whether or
not she has occult powers, and if so, what kind:

Non-occultists: Beginning Wyrd isequal to Passion or
Calm, whichever is primary.

Psi: Beginning Wyrd isequal to Extrovert or Introvert,
whichever is primary.

Theurgy: Beginning Wyrd is equal to Faith.

More Wyrd points may be bought with Extras.

Like Vitalicy, Wyrd is not rolled. Levelsare checked of f
on the character sheet as they are used. Wyrd is regained
during game play through meditation, sleep or during cer-
rain astrological or religious events.

Meditation: Roll Calm + Focus, One Wyrd point is re-
gained per victory point. One hour must be spent medi-
tating before this roll can be attempted. Once successful,
another Wyrd meditation may not be attempted for eight
hours.

If the roll fails, a second or third roll may be attempted
after one more hour of meditation for each roll. If a third
attempt fails, the character is simply unable to reach a
meditative state and another roll may not be attemnpted
for twenty four hours.

Sleeping: The character regains one Wyrd point per
full hour spent sleeping,

Astrological Events; Stellar happenings have astrange
connection to psychic characrers. For a psychic, one Wyrd
peint is regained each night when the moon tises on what-
ever planet he is on, and he gains an additional point on
the first night of a planetary conjunction.

Religious Events: Moments of ceremonial or sacra-
mental importance to a theurge will replenish some lost
Wyrd. One Wyrd point is regained ar matins (the time of
morning prayer}and on religious holidays.

Further details on using Wyrd for occult characters
can be found in the Chapter Five: Occult.

Experience

“Ah, Erian Li Halan! A pleasure to have you at mylitdle soi-
ree,” the greasy, disgusting al-Malik said, offering Evian a tray of
titele plasses filled with green wine.

Erian took a glass and nodded. She figuved that no response
was better than the insults she would surelyspit at him if she opened
her mouth to speak. She tasted the wine, a wonderful vintage from
the counts own vineyards un Istakhr. It veally made the head swim.
She looked arcund at the reeling walls, and felt herself slowly fall-
ing. The ground slowly rose to meet her.

As she lay on the floor, the glass spilling the remaining pof-
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son onto the gleaming tiles, the count bent down to smile in her
face. “Don’t worry, Evian. You shall not be harmed.  only wish to
speak with you at length — on my terms. When you awaken at
my villa, we shall have a very long talk.”

As she faded into unconsciousness, Erian swore to remem-
ber: Never accept a drink from a noble peer unless you see him
drink first...

During a Fading Suns drama, the characters suffer
through many trialsand tribulations. It isonly fitting that
they garner rewards accordingly. Rewards can take many
forms: wondrous technological marvels, increased wealth
or simple renown.

The truest form of reward, however, is the knowledge,
skill and maturity that enable a character to learn from
past trials and weather future ones. This increase in learn-
ing is reflected in Fading Suns by the awarding of experi-
Endce.

Experience in Fading Suns is quantified by points,
which the gamemaster awards to the players whose char-
acters participared in an act. Experience points are gener-
ally awarded at the end of each act. Players may then spend
these points to purchase increases in various craits, as
shown by the Experience Increase Chart.

Soif a character hasan Extrovert rating of 4and wants
to increase it to 5 (and if the gamemaster agreed that the
character had indeed been acting moere sociable and
friend!y), the player would have to spend 12 experience
points to increase the trait.
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The gameraster may award experience however she
wishes, but the following are some reasonable guidelines:

Basic Expcricncc

Basic experience is awarded to all characters who par-
ticipate in a drama. It is based on the overall success of the
characters’ endeavors.

- Failure or marginally successful game session i

- Average game session 2
- Particularly successful, “over-and-above-goal”
session 3

Extra Experience

Individual characters can also earn extra expetience
over and above the group rate. The following examples
provide guidelines for individual experience awards,
though the gamemaster is free to invent her own catego-
ries.

-Character performed a great deed: +1

Fading Suns, despite its grim background, is ultimarely
a game about heroes, Characters who contribute to the
games drama by performing legendary feats or facing over-
whelming odds should be rewarded for their valor and
prowess. To qualify for this bonus, however, the deed must
not only be impressive in and of itself, but must alsc be
something above and beyond the characters (or any
mortal’s) capabilities.

For example, a character isa champion swordswoman,
and she defeats an opposing houses champion in a thrill-



Experience Increase Chart

Trait Cost
Characteristics

{Body, Mind, Spirit, Occult)
Skills, combat actions
QOccult powers
Wyrd

3 x current rating
2 x current rating
2 X current rating
2 X current rating

ingduel Such a victory mayv be impressive, and the specta-
tors may laud both combatants’ fencing prowess for years
to come, but this probably doesn't qualify as a great deed.
After all, the character was a champion too, and had an
even chance of winning the duel. Now if the character was
an unknown, or had lost an arm just before the battle, or
had to face four of the rival house’s champions, the deed
might qualify for extra experience. It’s all up to the
gamemaster,

* Player roleplayed very well: +1

Players who plumb their characters' personalities and
thereby add humor, pathos or poignancy to the game ses-
sion should be rewarded with extra experience, Afterall, a
character who imrmersed herself in the game’ events had
a more memorable drama than a character who merely
"went along for the ride”

Do not confuse “roleplaying well” with “obnoxiously
dominating the game.” [tsall too easy to design a charactet
with a couple of psychotic quirks and proceed to run
roughshod over everyone elses character, performing tu-
dicrous actions and not allowing anyone else to speak or
act. A player who designs a character with Tourettes syn-
drome and uncontrollable pyromaniz — and then pro-
ceedstointerrupt the game every five seconds with strange
noises and ignite every flammable object or person — isn't
roleplaying well. He' being a disruptive jerk.

Character learned something new: +1 - +3

This is the hallmark of experience: has the character
actually changed, grown, gotten wiser or simply wised up?
Experience is ultimately about learning, after all, and a
character who discovers a heretofore-unrealized truth
about his environment and changes his behavior as a re-
sult deserves a corresponding increase in his capabilicies,

Note that “learning something new” is not necessarily
synonymous with “becoming a jaded, tough-as-nails, hard-
bitten cynic.” A ruthless, worldly Decados assassin whofalls
in love and learns to trust again is as qualified to receive
the bonus as is an outworld ingenue who learns not to
believe everything the Scravers tel! her.

Spending Experience

Experienceis one of the most tangible rewards of Fad-
ing Suns. However, experience should not be randomly
spent in any fashion the plaver desires. The gamemaster
should oversee expenditure, to make sure that characters
grow in logical ways based on the events of the drama.

For example, Lucretia (see Chapter Three: Characters)
silver-tongues her way through a tension-filled noble sum-
mit. Not only does she deftly avoid rhe attempts of her
Decados rivals to incriminate her in the theft of Imperial
documents, but she also gains the trust of the Li Halan
arnbassador, who informs her of a rendezvous between her
enemies and the Hawkwood envov. A successful session all
around, and Susan gains three experience points for her
pains. Spending the experience on characteristics such as
Witsor Perception; skills such as Charm, impress, Etiquette,
Inquiry or Knavery; or even blessings such as Lucretiasin-
nate Suspicicus Blessing, is an appropriate means of expe-
rience point expenditure. Using the experience to increase
Lucretia’s Shoot or Dodge ratings, or to buy Occult pow-
ers, is inappropriate — Lucretia didn't learn anything new
about firing a pistol, ducking a blow, or reading minds.
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will reveal the use of occult powers,

Against mental occult powers/rituals (Psyche and
Sixth Sense paths, Censure of Guilt rituals, etc.), a target
may use his Stoic Mind skill to contest the power (see Con-
tested Actions, in Chapter Two: Rules). Non-occultists de-
fend with Ego or Faith {(whichever is higher) + Stoic Mind,
while occultists can cheose to defend with their Psi ot
Theurgy characteristic + Stoic Mind. If the target does not
have Stoic Mind, he uses only his characteristic for the roll,

If a target realizes he is being psychically manipulated,
he can interrupt the power to contest it. Make sure the
psychic keeps track of hisgoal rollsuccesses;compare them
against the target’s roll. Only if the target beats the psychics
successes is the power canceled; otherwise, it continues for
its durarion.

A character may ready himself to defend against oc-
cultassault wich asuccessful Wits+ Focus compliementary
roll; the victory points are added to the Stoic Mind roll. In
this way, someone without the Stoic Mind skill can still
defend against occuit powers well. “Readying” takes five
rminutes of meditation and lasts for one span only.

Against physical powers {such as FarHand powers like
Crush or Voltage), the target must use Dodge or try to break
the grapple normally (using Strength + Vigor).

Gamemasters should be wary of paranoid player char-
acters whoare always trying to defend against psychic pow-
ers— whether they are being used or not. With experience,
certain people can come to suspect when they are being
psychically manipulated, but most people have no clue
when it comes to occult activity.

Stigma

Each occultist bears an occult stigma, a sign of his or
her supernatural differences from common humanity.
This stigma does not necessarily have to be connected to
the use of her powers, although it is often a metaphor for
those powers. For instance, a psychic trained in Sixth Sense
may have an odd and uncontrollable tick which makes
him blink in one eye when using his powers, or a psychic
trained in Psyche powers mav unconcrollably whisper
when giving psychic commands to his targets, possibly re-
vealing him as the cause of the townsfolk’s woes.

Psychic stigmas are somewhat like medieval folk su-
perstitions: A man wich hair between his cyebrows or an
odd birthmark that happens to resemble a pentagram
when looked at from the right angle is surely a werewolf,
while a man with hair on his palms and a pale complex-
ion is a vampire (and, of course, the most famous vampire
was a noble lord— a revealing clue about peasant supersti-
tions and their intended targets).

Theurgic stigmas, however, tend to be more religious
in nature. Those bearing a theurgic stigma are often held
in awe by peasants, although fear isalsoacommon response
{the thieurge may be holy, but trouble tends to follow such
chosen ones). Some examples are:

- Lash marks on the arms and back (sympathy with
the Prophet’s own beating by Diasporan nobles)
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- All clothing worn eventually stains red (sympathy
with the blood-stained Mantius, the Fourth Disciple, aiso
kniown as the Soldier)

- Unnaturally long beard which, when cut, grows back
roitsfull length the next day (sympathy with Horace, the
Sixth Disciple, alse known as the Learned Man) — rarely
found among women

- Occasionally speaking in nonsense tongues (sympa-
thy with Hombor, the Seventh Disciple,also known as the
Beggar)

- Tears run down the cheeks at inappropriate times
{svmpathy with Amalthea, the Third Disciple, also known
as the Healer)

- Sleepwalking (sympathy with Paulus, the First Dis-
ciple, also knownr as the Traveler).

Players should be allowed to choose their characters’
stigmas, but ajthough the gamemaster has to right to veto
those he feels are not severe enough, neither should he
force crippling stigmas on player characters.

Psi

The existence of psychic powers wasan mysteryin the
twentieth century. During the Second Republic, the mys-
tery was explained: humanity’s potential to awaken phe-
nomenal powers with the mind were well-known and
documented. Psychic powers became the premier science
of the Second Republic, the prestigious profession to
which all geniuses turned their faculties. The central fo-
rum for this profession was the Phavian Institute, where
the “mental sciences” of telepathy, psychokinesis, ESP and
other phenomena were widely studied by many experts.

But the Fall changed all that.

Psychic powers, as with technology, were considered
by the Church to be one of the causes of humanitys
troubles. Unlike theurgy, psychic powersare intensely per-
sonal and internal; one can develop one’s own powers
without the aid of a teacher or — more dangerous —adoc-
trine. In addition, the common folk who did not possess
psychic powers resented those who did. A psychic “next
step in evolution” movement made this worse, painting
non-psychics as evolutionary footdraggers. Hence, the
Phavian [nstitute was disbanded and psvchics became the
rargets of Inquisitorial witchhunts. These hunts did not
stop psychic powers from developing, but it drove some
psychics underground. Others, those who were faithful,
bought the Church line that their powers were sinful.
Many anguished people, in the grip of their Urges, com-
mitted suicide rather than face sin. Others fell on the
Church’s mercy, begging aid and forgiveness. The Church
accepted many of these repentant psychics and indoctri-
nated them with a code of behavior when using their pow-
ers, These became the Penitents.

QOther psychics ran to the League for protection, hop-
ing the republican sentiment would get them some mile-
age. It did. The League began a psychic guild and for years
resisted the Churchs protests. But the Church won outand



Psychic Powers

Psj powerts are listed by the Psi level required to learn the power, the roll required to activate the power (usually
a Spirit characteristic + skill), the unmodified range and duration once activated, and the Wyrd point cost to acti-
vate the power (the point is spent regardless of success or failure on the roll). Psychics can modify these powers
somewhat by increasing the range or duration of the power or adding additional targets.

Multiple Targets

Unless otherwise specified, powers may be used on only one target at a time. There is one way to adjust this:
spending Wyrd points. A character may affect one extra target for each Wyrd point she spends. However, she suffers
a-1to her goal roll for each Wyrd point spent beyond that required to activate the power. The Wyrd points are spent
when the power is rolled, not when it is already active, although the extra cost does not need to be spent if the roll
fails {the power cost itself does). Some powers cannot affect more than one target; see the power descriptions.

Range

The base ranges are; touch, sight, sensory {anywhere within a character’s direct senses, including hearing; not
through live radio or television speakers), and distance. Each power has s range listed. To extend the range, a charac-
ter must spend Wyrd points. [t costs one Wyrd point to extend to the next level {from touch to sight or from sight to
sensory, etc.). Once distance is determined, use the chart below:

Distance Cost

1 kilometer 1 (base for distance ranged powers)

5 kilometers

10 kilometers

25 kilometers

50 kilometers

130 kilometers

1,000 kilometers

planetwide

solar system

interstellar® 10

¥ psychics have been known to go mad trying this

The character will suffer a -1 penalty to his goal roll for each Wyrd point spent to extend his range.

Some powers cannot extend their ranges or have an upper limit to how far they may be extended; see power
descriptions. Powers with no range listed have no range and cannot be extended.

The Wyrd points are spent when the power is rolled, not when it is already active, although the extra cost does
not need to be spent if the roll fails (the power cost itself does).

NOTE: A character watching a distant foe with Farsight must still spend the above distance costs to use Crush-
ing Hand against him; Farsight simply allows him to target the foe.

Time

The duration for many psychic powers is instant, although some last for a span or longer; see the power descrip-
tion. Durations are designated as:

Instant: The power lasts for one turn.

Temporary: The power lasts for 10 curns.

Prolonged: The power lasts for one span.

Perpetual: The power is effectively permanent, although its ef fects will fade with time and distance from the
target and must be reinforced with use. If a year passes without any contact between the psychic and the target, the
powers effect ceases.

Each power has its duration listed with it. To extend the duration, a character must spend Wyrd points. It costs
one Wyrd point to extend to the next level {from instant to temporary or from temporary to prolonged). Most
powers cannot be extended to perpetual; it must be stated in the power description that the power can be perpetual
or else noamount of Wyrd will make it so. [nstead, toextend a prolonged power, spend | Wyrd per additional span.
The psychic suffers a -1 to her goal roll for each Wyrd point spent to extend duration.

Wyrd Cost

The symbol W in the power descriptions symbolizes Wyrd. Hence, IW means 1 Wyrd point.

Relie s e RN I L
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A Penitent psychic seeks salvation for his sins.
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Penitents

Itisan understatement tosay that psychicsare not
well-liked by the Church fathers; loathed and feared
are perhaps more accurate. But there are exceptions,
such as the Penitents — psychics who have thrown
therselves on the mercy of the Church. They are of-
ren carted off to distant monasteries far from social
centers and trained in moral doctrines and behavioral
adjustment. If they respond well to these treatments,
they are allowed their freedom — with a proviso. They
must weat a symbol of their order so that all the faich-
ful realize thar they ate reformed psychics and they
must always obey the dictates of Orthodox priests of
higher rank than they {they are under no particular
compulsion to cbey other sects or orders). Nonethe-
less, they will be under the occasional watch of In-
quisitots,

Recognized Penitents can use their powers freely
without fear of Church retribution (although they
may suffer politically-trumped up charges and trials
if their powers were not used for the good of the
Church). The penalty for impersonating a Penitent is
ritualized torture before a crowd under the close
watch of theurges ready to prevent the psychic from
using his powers to escape. From there, the imperson-
ator is offered lifetime imprisoniment, slavery at the
hands of psychically-shielded Chainers,orachanceat
reform — a trip toa Penitent monastery for treatment.
Despite the rumors of cruelty among the Penitent
confessors, most psychics choose reform,

Friends of reformed psychics claim that they re-
turn from their sabbaticals changed and scarred. They
no longer laugh they way they used to and see sin
waiting around every cornet. The Church counters
this by claiming that the psychic is no longer in the
thrail of his own Dark Twin and is less dangerous to
others, besides now being a Pancreator-fearing soul. It
is true that the Pentitent reform process usually purges
the Urge, but it is also known to purge levels of Psi.

the guild was dishanded, leaving psychics with no formal
protection. While the Church can hassle League or House
psychics, they cannot formally reprimand them. But
psychics without the protection of guild membership or
royal title must hide from the Inquisition. Thus the cov-
ens (see below).

Paths: Psychic powers come in “paths”, which means
that a character chooses a path and must buy each level
consecutively. A psychic with Sixth Sense cannot buy
Darksense {level 2} unless she has first bought Sensitivity
{level 1). Each path has a range of levels, generally from 110,
although some do not have lowers levels {see Omen, be-
low).

Most paths have more than one power per level. Only
one representative power is given per level in the examples



below. Also, the tenth levels are not revealed here, as they
are far beyond the ken of beginning characters.

Bonding

(Level 3, Extrovert + Empathy, touch, perpetual, vari-
able W)

This power belongs to a path of its own. A character
does not have to buy a level 1 or 2 Bonding power to learn
it.

A character can psychically bond with another
person(s). This makes it easier to use psychic powers on that
person later. The target of the bond must be willing, al-
though he may be scared into accepting the bond (Impress)
or fooled into it {Charm or Knavery). He may also be psy-
chically forced to do so. It costs the psychic a number of
Wyrd points equal to the targets Ego or Faith (whichever
is higher) to bond him, and a full span must be spent in
meditation {the target does not have to meditate, but he
must be present during the meditation).

When using powers against Bonded targecs, the Wyrd
cost for extending range or choosing multiple targetsisone
less, making it easier for the psychic toaffect those Bonded
to him at range or more than one of thern at once. In addi-
tion, the psychic suffers no goal roll penalties for extend-
ing his range or number of targets.

A psychic bond can last for vears, but it will slowly
wear away if not reinforced through use.

FarHand

The path of FarHand, or Psychokinesis, wasone of the
most intensively studied at the Phavian Institute, for many
considered it the most “practical” category of psychic pow-
ers. FarHand deals with the manipulation of physical ob-
jectsand energy fields through the application of pure will.
The range for nearly all FarHand powers is sight, which
cannot be extended without one of the Sixth Senses {like
Farsight or Shared Sense). When a “physical” Strength or
Dexterity rating is needed for a FarHand powet, use Pas-
sion.

Unless otherwise noted in the power description, the
duration on FarHand powers may not be extended; the
psvchic must make another activation roll to maintain the
effect.

FarHand is a psvchic power which quickly becomes
obvious to even those ignorant of psychic powers, How-
ever, they will not necessarily he able to trace the phenom-
ena back to the psychic. Most peasants will turn their ire
against strangers first.

Lifting Hand

{Level 1, Extrovert + Focus, sight, temporary, 1W)

The first level of FarHand enables the psychic to gen-
erate a simple field of directional force which can either
stowly lift a single object up (1 meter per turn) OR move it
to one side {but not both — that requires another separate
field). A maximum weight equal to 25 kg per level of the
psychic’s Wits may be lifted. (Additional mass can be

bought at 10 kg per Wyrd point) The only limit t¢ how
high an object can be lifted is the range of the power when
activated. Once the duration is exceeded, the object will
drop from whatever height it was raised to.

Throwing Hand

{Level 2, Passion + Focus, sight, temporary, IW)

The psychic can petform simple manipulations of two
such directional fields, enabling her to both lift AND pro-
pel an object with appreciable velocity and force. A maxi-
mum weight equal to 10 kg per level of the psychics Wits
may be thrown. {Additional mass can be bought at 5 kg
per Wyrd point) When aimingat a moving target {another
person), the psychic must roll Passion + Throwing. Dam-
age {s determined by the object thrown (the gamemaster
should declare a base damage for the object, using the
weapon damages given in Chapter Six: Combat as a guide-
line) plus the victory dice gained on the throwing roll.
Obijects within sight can be thrown, but the range of the
thrown object is usually only 10 meters.

Crushing Hand

{Level 3, Extrovert + Fight, sight, temporary, 1W)

This slightly more complex manipulation involves
turning two or more directional forces against themselves,
enabling the psychic to hold an object steady (when it is
being pushed by normal physical forces from varying di-
rections}, or crush it altogether. To hold an object, use the
grappling rules (Chapter Six: Combat), substituting the
above roll. To punch a target with Crushing Hand, the
above roll is used as 2 goal roll. The damage is 3 plus any
victory dice gained from the activation roll. Wyrd points
only have to be spent when the power is activated, not for
every punch or grapple. .

Duceling Hand

(Level 4, Extrovert + Melee or Shoot, sight, temporary,
1W)

Complex and precise manipulations of single objects
are now possible, enabling the psychic tooperate a machine
or fight with melee weapons or firearms using only the
mind. A successful activation rell must be made to lift a
weapon into theair, after which the weapon remainsaloft
under the mental control of the psychic for the durarion
of the power. However, she must make a successful Extcro-
vert + Melee or Shoot rofl to swing or fire the weapon at a
target (although she does not have to spend more Wyrd),

FarArms

(Level 5, Extrovert + Focus, sight, temporary, W)

The psychic can useall the previous powers in combi-
nation to lift, throw, hold or manipulate a number of ob-
jects equal to his Wits rating.

FarWall

{Level 6, Extrovert + Stoic Mind, sight, temporary, LW)
The simple directional force field can now be ex-
panded and broadened into a force barrier, similar to that
generated by energy shield technology. The intensity of
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the barrier, as well as its shape and position, can be modu-
lated by the psychic to allow for air flow, letting friends in
while keeping foes our, and directing attacks to the cut-
side of the barrier.

The maximum armor rating for a FarWall is 10 + vic-
tory points; the minimum amount of damage which will
activate the FarWall is equal to the psychics Urge. {If she
has no Urge, then 1 point is the minimum.) The
gamemaster may requirean additional Wyrd expenditure
if the barrier is subjected ro a prolonged barrage.

AirStride

{(Level 7, Introvert 4+ Focus, temporary, LW)

The psvchic focuses directional forces upon herseif
sufficient to lift her body of f the ground and even cruise
at 2 maximum velocity of 10 meters per turn + 5 meters
for each victory point. The duration may be extended by
10 turns for each additional Wyrd point spent. Unlike
other powers, the character can elect to spend this point
anytime afrer the activation roll.

HandShock

(Level 8, Passion + Focus, touch, instant, 1W)

The psychics body becomes a kind of natural super-
conductor, capable of transforming her own natural bio-
electrical field into a high volrage discharge which can do
an amount of damage equal to her Endurance + victory
dice. Since this shock is transferred by touch, it is unaf-
fected by shields and is conducted by metallic types of ar-
mor (which will cause the underlying clothes and padding
to ignite on a critical success).

AirDance

(Level 9, Extrovert + Focus, sight, temporary, IW)

The psychic can focus the forces of AirStride upon oth-
ers, levitating a number of people equal to his Wits rating,
and, with an additional Wyrd expenditure, send them in
as many separate directions as his victory points{otherwise
they will all move in a single direction as a fixed group}.
Unwilling targets may resist this power with a Dexterity +
Dodge roll. The duration may be extended as with
AirStride.

Omen

The Omen path seeks to ex pand normal time-bound
human awareness to include perceptions of the past and
possible futures, known in the Phavian Institute as
Postcognition and Precognition, respectively, Knowledge
of past events is a fairly straightforward matter — what-
ever happened, happened. Visions of the future are trickier,
however, since they can only represent the possible results
of actions in the present. Knowledge of future events can
be used either to prevent them from occurring or to en-
sure that they will occur. In any case, the gamemaster is
advised to keep careful notes and o be ready to impro-
vise..a lot.

This path begins at level 6. There are no known pow-
ers below this level,
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Shadows Gone By

{Level 6, Calm + Observe, sight, temporary, 1W)

Past Resonance allows the psychic tosee, hear and feel
what has happened in the past around a particular object.
For instance, a knife used in a killing can be “read” toget a
vision of the murderet, as well as the room where it took
place, etc. Multiple items may not be selected. The psychic
chooses the time period, but it can be accompanied with a
request for a particular event (“Who used this knife to kill
the marquis?”). How far she can see into the past depends
on her successes: ONe year per success or centuries with a
critical success. The psychic can see a past period of about
10 turns (30 seconds), but she can see more if she extends
the duration of this power to prolonged (a “scene” will play
itself out for her; cost: 1 extra Wyrd}

Shadows to Come

(Level 7, Calm + Observe, sight, temporary, LW)

Future Resonance allows the psychic to see, hear and
feel what will happen in the future around a particular
object, place or person (the room a person will be in, who
will be with them, etc.). These are shadows of the future,
not what WILL happen. Multiple items may not be se-
lected. The psychic chooses the time period, but it can be
accompanied with a request fora particular event {"Where
will the duke hold his birchday ball?”). How far she can see
into the future depends on her successes; one month per
success Or years with a critical success. The psychic can see
a furure period of about 10 turns (30 seconds), but she can
see more if she extends the duration of this power to pro-
longed (a “scene” will play itself out for her; cost: 1 extra
Wyrd).

Voice from the Past

(Level 8, Human or Alien + Focus, prolonged, IW)

The psychic can channel the personality of someone
who is dead. As in the film Rashomon, these ghosts of the
past can be accepted as witnesses in certain murder trials.
Ancient oralien personages may require ascholar on hand
to overcome barriers posed by dead or unfamiliar lan-
guages. The ghost will speak through the psychic long
enough to give her tale (gamemasters discretion}

The Church claims that these are not departed people
bur figments of the psychic’s twisted mind or demons pa-
rading as dead loved ones, but most people in the Known
Worlds believe in ghosts anyway.

Oracle

(Level 9, Calm + Focus, 1W)

The psychic can foretell the future wirh accuracy —
but cryptically. The psychic goes into a trance and says
things which must then be interpreted (e, he speaks of
events to come in metaphors, abstractions, or inconclusive
sentence fragments). The gamemaster is the “voice” for
these omens, and he should use this power to reveal the
possible future for the charactersin hisdrama. Forexample,
a psychic player character uses Oracle to try to ascertain
whether one of the other player characters will be heir to



a Hawkwood barony on Leminkainen. The gamemaster
knows that there is a rival who has not yet revealed him-
self, and thisis a perfect moment to introduce him. So, the
tremuclous voice from the future declares: “Two will climb
the mountain... but only will reach the peak.”

Psyche

The path of Psvche refers to the old Phavian designa-
tion of Telepathy, the direct transference of thought and
feeling from one mind toanother. Originally the Inscitute
focused its studies on the more passive and receptive side
of telepathy, like Intuit and MindSight, but since the fall
of the Second Republic, the aggressive potential of telepa-
thy,illustrated by powers like HeadShackle and BrainBlast,
has come to predominate,

Players should be reminded that their characters may
try to block mental intrusions with an Ego or Faith +Stoic
Mind roll {or Psi or Theurgy + Stoic Mind}, whichever is
higher.

Unless a bond is created, the range of these Psyche pow-
ers cannot be extended without Sixth Sense.

Intuit

{Level 1, Extrovert + Empathy, sight, temporary, 1W)

The psychic can read anothers surface emotional state,
whether she is angry or sad, happy or confused. Emotions
are read directly from the targets mind, as opposed toaura
reading, which can be subject to misinterpretation.

Emote

(Level 2, Passion + Charm or Impress, sight, instant, 1W)

The psychic can project emotions to another, to let
them know how he feels (although he can fake emotions
by rolling Passion + Knavery instead). The target simply
senses the emotion but does not have to react in any par-
ticular way toit. The target of this power will know whose
emotions he is sensing, although he may not know that
hisintuition is caused by a psvchic power.

MindSight

{Level 3, Extrovert + Observe, sight, temporary, IW)

MindSight allows the psychic to read anotherssurface
thoughts. Note that surface thoughts are only what is oc-
cupving the target’s attention at that moment, and rarely
involve long-range plans, habitual behavior or detailed rec-
ollections. Language barriers can get in the way as can dif-
ferencesin the psychology of alien races from beyond the
Known Worlds.

MindSpeech

(Level 4, Extrovert + Charm, sight, temporary, 1W)

The psvchic is able to project her thoughts into the
mind of another. The psychic can choose to hide the source
of these thoughts, bur the target may become aware that
something is happening if a thought scems too strange or
unfamiliar to him. As with MindSight, language can be a
barrier.
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Heart's Command

(Level 5, Extrovert + Impress, sight, temporary, 1W)

The psvchic can actually telepathically control
anothers emotions. Language is not a factor here, but dif-
ferences in alien psychology can pose a problem, asis illus-
trated by the story of the psychic who, in atternpting to
ingratiate himself to a feral Vorox, accidentally triggered
the predator’s violent mating behavior.

HeadShackle

(Level 6, Extrovert + Charm or Impress, sight, tempo-
rary, 1W)

The psychic gains the ability to telepathically domi-
nate the minds of others. Detailed commands may be pro-
jected, which the target will carry out to the best of her
ability, but only as long as this power isactively used upon
her (this requites one action per turn). Once again, lan-
guage can be an obstacle.

BrainBlast

(Level 7, Passion + Impress, sight, prolonged, IW)

BrainBlast instantly overloads all pain receptor sites
in the target’s brain, effectively “wounding” him without
inflicting any physical injury. For each victory point on
the psychics roll, the target suffersa -1 wound penalty as if
actually wounded {the Vitality rating itself is not affected);
note that the penalty affects ALL rollsthe target may make,
and this lasts for the rest of the span.

Sympaticus

(Level 8, Extrovert + Empathy, sensory, prolonged, IW)

The psychic can easily communicate with, or feel the
emotions of, bonded targets, allowing the formation of a
telepathic network among non-psychic characters {all in-
formation must flow through the psychic using this
power, i.e, non-psychic targets may not communicate di-
rectly, except through normal channels). However, use of
Sympaticus actually makes it harder to manipulate or con-
trol these targets {-4 on all rolls to do so).

Puppetry

(Level 9, Ego + Focus, touch, prolonged, 1W)

The psychic can telepathically project her will upon a
target, dominating them completely and possessing them
body and soul. The psychics own hody must remain inac-
tive during the possession, but the gamemaster may allow
actions to be taken with an additional expenditure of
Wyrd points (one per action).

Sixth Sense

Known in the old Phavian Institute as Extra-Sensory
Perception. this path seeks to cultivate modes of percep-
tion which are considered to be inherent in all sentient
beings, but which are seldom or never consciously accessed.

Sensitivity

(Level 1, Perception + Observe, sensory, prolonged, 1W)

This powet improves the physical senses, allowing the
character tosee in darker situations {but it does not confer
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IR or UV vision — hestill cannot see in total darkness}, hear
better, and even smell or taste drugs or poisons in food and
drink {ar the gamemaster’s discretion). If successful, the
character gains +3 to his Perception. This bonus can help
offset any negative Perceprion modifiers due to adverse
conditions or darkness (see the Perception Modifier Chart
in Chapter Six: Combar).

Darksense

(Level 2, Extrovert + Observe, sensory, prolonged, TW)

Darksense allows the character to perceive when there
is no light or when she is somehow blinded. She suffers
none of the usual negative Perception modifiers for dark-
ness and can use her Sixth Sense powers in the dark.
Darksense manifests in a variety of ways, including sonar-
like acuity of hearing, tactile hypersensitivity to ground
vibrations or minute air currents, and using the characters
own biomagnetic field as a kind of radar. Printed words or
pictures may not be seen with Darksense.

Subtle Sight

{Level 3, Human + Observe, sight, temporary, 1W)

The character can petceive the psychic auras of oth-
ers. Auras can reveal general emotions and states of mind,
whether someone is human or alien, and if he/she has psy-
chic powers. Auras cannot reveal specific thoughts, al-
though a very successful roll can supply quite alot of use-
ful information about the target; colors correspond to
emotions, movement of the aura indicatesgencral state of
mind, and shapes within the aura can show what types of
thoughts the target is thinking. See the Auras Chart. If
reading the aura of an alien, roll Alien + Observe.

Premonition

{(Level 4, Extrovert + Observe, sensory, temporary, LW)

The psychic can sense danger before it harms her. She
must deliberately sense for this; it does not work automati-
cally. Premonition will only warn the psychic that danger
exists, not tell her exactly what is about to happen; the
gamemaster may, however, allow her to sense what direc-
tion it will come from {when applicable} when four or
more victory points have been rolled. Note that this power
will only indicate immediate peril, such asa weapon aimed
at the psychic, a critically overheated stardrive core, or a
land mine the character is about to step on. Premonition
does not reveal the existence of traitotrs, conspirators, ot
assassins who are merely stalking the character but who
are not vet poised to strike.

When this power is active, the psychic adds +2 to her
initiative rating.

FarSight

(Level 5, Extrovert + Observe, distance, prolonged, W)

Qccasionally known by the old Phavian designation,
“clairvovance,” Farsight allows the psychic to see a distant
place. The goal roll toactivate FarSight is modified accord-
ing to the familiarity of the target location:

Easy (+4) — The psychics own home.

Natural (+2) — The psychics home town or neighbor-



Auras Chart

General Types of Auras
Race/Condition Aura Type

Human Simple elongated ovals

Ur-Obun Exaggerated egg-shapes, with the big
endatthetop

Ur-Ukar Exaggerated egg-shapes, with the big
end at the bottom

Vorox Torn, raggedy edges

Vau Sleek wedges, pointed at the head

Symbiot Tiny filament-threads stretching
out to infinity {(which cannot be
detected without a critical success)

The Changed Folded or crimnped around the al-
tered body part

Unconscious Pale, empty aura

Asleep Pale, empty aura, with all color and

activity concentrated in the center
Psychic/ Theurge Deeper, more three-dimensional

Colors

{seen with all successful rolls)

Color Emotion

Red Angry

Orange Repelled, disgusted

Yellow Happy

Green Desirous

Blue Sad

Violet Satisfied

White Loving, caring

Black Afraid .

Gray Indicative of purely ahstract thought
Motion

{seen only with three or more victory points)
Mation State of Mind

Upward Elated

Downward Depressed

Inward Introverted (directed roward self)

Qutward Extroverted {directed toward others)
Vertical spiral  Determined
Horizontal spirat Confused

Quivering Excited

Sloshing Indifferent

Melting Fatigued, tired

Shapes

{seen only with five or more victory points)
Shape Thought

Spike Hatred

Cloud Doubt

Column Certaincy

Swirls Whirmnsy

Veins Nagging insistent thoughts
Rays Strongly directed emotion

Hard outer edge Suspicion, distrust

hood, her regular haunts, etc.

Standard — A place with which the psychic is person-
ally familiar, i.e, anywhere he has been to and can con-
sciously remember.

Hard (-2) — An unfamiliar place which the psychic
knows about, eg., famous public places on Byzantium
Secundus or Holy Terra, or somewhere the psychic has
studied through maps or derailed records.

Demanding{-4) — An unknown place with which the
psychic hasa personal link, eg, where a friend is being held
captive.

Tough (-6)— A completely unknown place,e.g, where
the kidnapper has taken the child, or where the aliens have
hidden the Philosopher’s Stone.

FarSound

{Level 6, Extrovert + Observe, distance, prolonged, 1W)

Occasionally known by the old Phavian designation,
“clairaudience,” FarSound allows the psychic to heara dis-
tant place, The same modifiers for FarSight apply. (The Ur-
Ukar supposedly have an additional power at this level:
FarTouch.}

Shared Sense

{Level 7, Extrovert + Empathy, distance, prolonged, 1W)

This power opens a direct sensory conduit from a
bended target to the psychic, who can then see what the
target sees, hear what he hears, and so on. Shared Sense al-
lows the psvchic to use her powers from a bonded target’s
perspective, treating the targets touch, sight and sensory
ranges as her own. In other words, she can sense danger to
the target with Premonitions, see from the target’s eves
with Subtle Sight, etc..

Wyrd Sight ‘

{Level 8, Introvert + Observe, sight, temporary, 1W)

The psychic can perceive normally invisible occult
activity, such as theurgy rites, psychic powers, occult arti-
facts, etc.. This can be considered an extremely refined form
of Subtle Sight, revealing things which do not register at
the lower level. For instance, the aura of & psychic showsa
brilliant scintiflating white light in the forehead; a beam
extending from this light to another person can indicate
a telepathic connection or Shared Sense. Most theurgic
activity appears to be enveloped in a large unflickering
candle-flame, the top point of which stretches up to in-
finity.

Wyrd Sight does not automatically confer the aura-
reading ability of Subtle Sight; each power operates within
a different range of the astral spectrum. The gamermaster
is urged to be creative when describing what a psychic sees
with Wyrd Sight; keep in mind that individual auras are
not being read, but rather all the broad occult forces at
work in a given scene.

Senses Shock

(Level 9, Extrovert + Impress, touch, instant, 1W)
With Senses Shock the psychic can break down his
target’s natural adjustment of the intensity of sensory in-
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A psychic prepares to change his physical
features with a few somatic exercises
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put, overloading the targets senses: mild light becomes
blinding, whispers are screams, a massage becomes a pum-
meling, and so on. If activation is successful, the target is
stunned and incapacitated for one turn per victory point
on the activation roll (perhaps more if she is subjected to
bright lights, loud sounds, a pummeling, etc.). if the target
was a psychic using a Sixth Sense power, she may roll In-
trovert + Stoic Mind to resist being stunned.

Soma

The parh of Soma (also called Prana Binduy)is the cul-
mination of many ancient Urthish techniques of body
control, and was one of the earliest established depart-
ments in the Phavian Institute. Since the Fall, the major-
ity of this path’s practitioners have found emplovment
only as traveling medicine show freaks,

No ranges ate listed for these powers, since they affect
only the psychic herself. The maximum amount to which
any trait may be raised is twice its natural rating,

Toughening

(Level 1, Introvert + Vigor, prolonged, 1W)

W hile this power is activated, the psychic may add 2
to his Endurance rating, plus another 1 per victory point.
This does not add to Vitality, only Endurance.

Strengthening

(Level 2, Passion + Vigor, prolonged, 1W)}

While this power is activated, the psychic may add 2
to her Strength rating, plus another 1 per victory point.

Quickening

{(Level 3, Calm + Vigor, prolonged, 1W)

While this power is activated, the psychic may add 2
to his Dexterity rating, plus another 1 per victory point.

Hardening

(Level 4, Introvert + Stoic Body, prolonged, IW)

This power actually hardens the skin to a steely con-
sistency, providing an armor rating of 3 + 1dper victory
point against hand-to-hand, melee and conventional fire-
arm attacks, and | +1d per victory point against energy
weapons. There is no Dexterity or Vigor penalty.

Sizing

(Level 5, Extrovert + Vigor, prolonged, iW)

With Sizing, the psychic may physically become
shorter or taller, broader or thinner, This does not affect
physical characteristic ratings. The amount by which size
may be changed is based on the psychics victory points for
the activation roll:

Victory Helght  Height Weight  Weight
Points Increase Decrease Increase Decrease

1 +10% -10% +20% -10%
2 +20% -20% +40% -20%
3 +30% -30% +60% -30%
4 +40% -40% +75% -40%
5 +45% -45% +90% -45%
6 +50% -50% +H00% -50%



Masking

(Level 6, Extrovert + Charm, prolonged, 1W)

At this level, the psychic may physically change her
facial features (bone structure, eve color,skin colorand tex-
rure, hair length and color). One feature may be changed
with each victory point. With complementary rollsin Dis-
guise and Acting, rthe psychic can mimic others.

Recovering

{Level 7, Introvert + Remedy, instant, 1W)

With this power, the psychic can regenerate one Vi-
tality level per victory point.

Slowing

(Level 8, Calm + Focus, prolonged, IW)

At this level, the psychic can slow down his bodily
operations to an almost undetectable rate, feigning death
and reducing his need for oxygen. The duration of this
power can be increased at a cost of 1 Wyrd point per addi-
tional span.

Closing

{Level 9, Introvert + Vigor, prolonged, 1W)

Closing renders the psychic immune to adverse envi-
ronmental effects, such as airborne drugs and toxins, con-
ventional diseases, extreme weather, etc.. Closing does not
render one immune to heat or cold in excess of freezingor
hoiling temperatures, Corrosive atmospheres, explosive
decompression or Symbiot invasion.

Other Paths

Qther paths are rumored toexist, though theyareeven
more rare than those above: Visioning, which allows the
psychic to project illusions of progressively greater believ-
ability; Cloaking, in which the psychic learns to conceal
not only his physical presence, but his aura and thoughts
as well; Turning, which enables the psychic to defend her-
self against psionic attacks and theurgic rites, often by re-
flecting the assault back upon the attacker. Trainingin the
path of Turning and the higher levels of Cloaking is only
available through organized covens like the Favyanaor the
Invisible Path.

Urge

This is the dark side of psionics. Urge has one main
path, that of the Decppelganger, or Dark Twin. There are
other paths, but they are rare and conditional.

Whenever a psychic fumbles a psychic power roll {or
a Psi roll), her Urge stirs. For the next span, this dark twin
may (or may not, gamemasters discretion)actively take part
in the psychics life, in a manner dependent on the Urge
level {see the list below). [t may act in any way its level al-
lows {using all lower level powers ajso) as many timesas it
wishes throughout the span.

We say “it” here, but it is really the character herself who
isacting Once she gains one or more Urge levels, the stress
of her psychic powers has split her ego into two distinct
personalities, one of which remains hidden in her uncon-

Resolving Urge/Hubris Conflicts

Psi/ Urge and Theurgy/ Hubris are unique resisted
traits. Psiand Theurgy will come intoconflict whena
character tries to raise one trait past the level of his
Urge or Hubris. Forexample, Eusebius has Psi 5andan
Utge 5and wants to raise his Psi to 6; he must first jose
a level of Urge.

Because the two traits have come into direct con-
flict. the character can choose to enter a combat of
wills {for Psi) or attempt extreme humility {for
Theurgy). A roleplaying event occurs: For psychics,
they confront their Urge (the gamemastet plays the
Urge) and must force, cajole or charm it into retreat-
ing; theurgists must gain recognition or pity from a
stranget (not a fellow player characrer) by performing
good works, selfless duty, etc. Only after the outside
recognition of such sacrifice from another, will Hu-
bris be put at bay.

These events need to be roleplaved, and their reso-
lution is largely up to the gamemaster. However, a
player can demand a roll if he feels a climax has been
achieved without gamemaster recognition. Psychics:
Wits + Stoic Mind, Charm, Impress or Knavery {(which-
ever task is undertaken). Theurgists: Faith + Empathy,
Vigor, Charm {whichever the gamemaster feelsis most
appropriate).

Success does not cause a reduction in Urge or Hu-
bris levels, but does allow the character to raise his Psi
or Theurgy by one level (if he pays the properamount
of experience points). This may mean that the traits
are no longer symmetrically resisted {Eusebius will
have Psi 6 and Urge 5 — totalling 11). Every time the
character wishes to raise his Psi or Theurgy past the
level of its opposite, this contest of wiils must take
place (even if he has already succeeded in a previous
contest of wills).

However, neither Urge or Hubris takes regard of
their resisted traits when they are raised — they sim-
ply rise to whatever level is called for (see the Gaining
Urge chart). Raising Urgeand Hubris does not require
4 contest of wills. Thus, it may be the case that
Eusebiug Utge was raised 10 6 before he even tries 1o
raise his Psi.

Making a Deal With the Devil

A character may choose to use his Urge or Hubris
levels instead of his Psi or Theurgy for any roll requir-
ing Psi or Theurgy (such as when defending against
occult powers). However, if the roll is successful, this
deal with the devil will have consequences. In the case
of Urge, the Dark Twin will awaken for the rest of the
turn. [n the case of Hubris, the ill effects spread or get
worse, affecting a broader area {gamemaster’s discre-
tion). If the roll failed, there is no dire effect.
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Gaining Urge

Utge is gained through roleplaying. Certain acts or deeds undertaken by a character may cause her Urge toawaken,
and from there to slowly grow if she keeps performing similar deeds. What determines if a deed is heinous enough
tocause such a divide in the psyche? Breaking societal taboos can be an element, but personal codes and ethics also
play a part, Even if the character is an outsider to society, the societal mores she grew up in and unconsciously ab-
sorbed still affect her innermoest being, regardless of how she tries to deny this. Like it or not, we are social beings.

In the case of barbarians or characters raised by wolves and thus never exposed to anvy form of human society,
the gamemaster should figure out his own criteria for awakening Uree.

Below is a general guideline for humans born and raised in the Known Worlds of the Fading Suns. [t includes
the taboo, the roll required to gain Urge from it {the character must fail this roll or else gain Urge) and the level(s)

gained (gamemaster discretion),

Losing Urge

Taboo Roll Levels
Refusing sacrament Ego + Stoic Mind 1
Missing confession for more than one year Ego + Focus 1
Suffering Inquisitorial torture Calm + Stoic Mind 1-2
Sufferlng excommunication Faith + Stoic Mind 2-3
Exposure to another psychics Urge Psi + Stoic Mind 1
Fumbling a psychic power roll Psi +Stoic Mind or Focus 1
Exposure to alien occult powers Human or Alien + Stoic Mind |
Exposure toevil artifact Human or Alien + Stoic Mind 1-3
Declaring a vendetta Passion + Focus |
Murder Passion + Focus 1-2
Rape Passion + Focus 1-2
Stealing Wits + Focus 1
Rebellion against {house, Church, Emperor) Wits + Focus 1

Characters can learn to control themselves and dissolve their Dark Twin (or other Urges). But it is harder to close
Pandoras Box than it is to open it; losing Urge levels requires a quest or great deed of some sort:

Deed Roll Levels
Pilgrimage Faith + Vigor 1
Church mercy (becoming Penitent) . Faith + Focus 1-2
Performing Church mission Faith + Focus |
Exposure to Soul Shard Psi + Stoic Mind or Focus 2-3
Exposure to Philosophers Stone Psi + Stoic Mind or Focus |
Selfless sacrifice Passion + Empathy 1-2
Exposure to Second Republic Psi Clinic Introvert + Stoic Mind or Focus 1-2

The gamemaster should feel free to create his own taboos or deeds.

scious. But with more power (Lrge levels), this dark per-
sonality begins to grow, eventually becoming an entirely
separate person.

Urge Powers

The Urge is awakened when a psychic fumbies a Psi
rolloraroll toactivate a psychic power. The Urge mav then
use any of the following powers up toits level at any time
during that span. Asthe charactersJungian Shadow (or evil
twin, if you will), the Urge seeks to break down the good
and moral parts of the psychics mind, often forcing her
into situations where she must either act on her more
negative impulses or break her own personal code of mo-
rality in order to succeed or even survive. Generally, an
Urge will take whatever action it can to foul up the
psychics life, usually employing the psychics mosc closely

140 Fading Suns

guarded secrets, repressed desires and rivalry among peers.

The awakened Urge is plaved by the gamemaster, who
should remember that, while it may be fun to curn a
character’s dark side against him, everything the Urge does
should be in the interest of the overall drama. Don't let
cruel fun with the Urge get in the wav of the main plot.

Note: [f 4 character does not want to perform the ac-
tion1 the Urge demands, he can resist by spending a Wyrd
point. This Wyrd point goes into the Doppelganger’s pool
{see Wyrd Drain) and no action is performed that turn. If
this keeps up, the garmemaster may require a battle of wills
between the psychic and his twin: the psychic rolls Calm
+ Stoic Mind or Focus, while the twin (using the psychics
rraits) rolls Passion + Impress. If the psychic wins, the Urge
is put back to sleep; if the Urge wins, the psvchic may not
resist its actions for the rest of thespan.




Speak in Tongues

(Level 1, Extrovert + Knavery)

Asthe Dark Twin awakens, it gains the ability tospeak.
The psychic becomes prone to Freudian slips, especially
dangerous ones which mayv reveal her powers. (e.g, “Wecan-
notstand against them, my lord, due to your marital short-
comings — er, 1 mean, MARTIAL shortcomings!’} For each
victory point rolled, the Urge may change one word the
psychic says; with a critical success, the Urge may reword
an entire sentence uttered by the psychic.

Misdirection

(Level 2, Wits + Focus)

The Dark Twin begins toflex its psychic muscles, caus-
ing the character to accidentally use his powersonan un-
intended target. If the Urge rolled one to three victory
points, the psychics action is redirected toward a neutral
target like an innocent bystander; for four to six victory
points, the action is redirected toward a friendly target
such as another plaver character. In the event of a critical
success, the character must perform an action other than
that selected, one that benefits the growing Doppelganger.

Voices

(Level 3, Perception + Knavery)

The psychic begins to hear voices, sometime those of
friends or nearby people, and may think thev've actually
said something te her — or what they said sounds differ-
ent to her. (e.g., The noble lord says “kneel” and vou think
he said “steal.”}

For each victory point, the Urge may change one word
rhe psvchic hears; with a critical success, the Urge may re-
word an entire sentence heard by the psychic. The
gamemaster should feel free to get creative.

Wyrd Drain

(Level 4, Introvert + Vigor)

The Doppelganger now begins to collect the energy
needed to build its psychic hody. The victory pointson the
Wyrd Drain roll represent the amount of Wyrd peints in-
stantly drained from the psychic. Keep a tally here — ev-
ery point drained by Wyrd Drain builds into a peol which
1s later used against the psvchic if his Dark Twin ever sepa-
rates (write the Wyrd Drain pool on the back of the char-
acter sheet). The Doppelganger may only attempt one
Wyrd Drain per span it is awake.

Visions

{Level 5, Perception + Knavety)

The psychic begins to see things that are not really
there, but which are quite convincingat the moment they
occur. Visions cannot harm the character or anyone else,
but can convince the character that he has been injured,
or trick him into harming himself or someone else.

With one or two victory points, the Urge can induce
hallucinations involving simple objects (e.g., making the
psychic think her gun is not in her holster when it really
is, or that it is when it really isn't, or making her think it is

a banana instead); with three or four victory points, the
Urge can do the same with multiple objects or a single per-
son, With a five or six'victory points, multiple people can
be targeted in this way (eg, the psychic sees a pursuing
horde of snarling hungry feral Vorox behind the prince
instead of hisretinue). With a critical success, the Urge can
conjure up an entire illusory environment in which the
psychic will appear to find herself.

Urges

(Level 6, Passion + Empathy or Torture}

The Dark Twin takes a more active role in the psychics
internal life, causing her to feef emotionsshe does not nec-
essarily want, like anger, hate, fear, etc. Note that thisis NOT
permanent, lasting only for the span in which the
Doppelganger isactive. Each victory point becomesa nega-
tive penalty applied to any Spirit characteristic roll that
the psychic may make either to hide these unwanted emo-
tions or to resist acting upon them.

Dementia

(Level 7, Ego + Knavery)

As the Dark Twin’s influence increases, the psychic
develops a permanent rieurosis or psyvchosis, such as in-
tense paranoia, schizophrenie, the need to kill people in a
serial fashion, etc. Each victory point represents the degree
to which this mental illness is affecting the psychic at the
moment: from one to two, the psychic may be annoying
or disruptive, from three to four, the psychic is actually
counterpreductive to the task at hand; from five to six,
the psychicis driven todestructive acts which canendan-
ger friends and allies. With a critical success, the psychic
may be driven to self-destructive acts,

Note that this IS permanent, and can only be gotten
over therapeutically [F the psychick Urge rating is reduced
to lower than 7. .

Quter Child

(Level 8, Extrovert + Focus)

The Doppelganger has grown strong enough to project
its psychic body outside of the character, and goes out for
occasional jaunts, This is only an illusory projection, and
the Dark Twin isincapable of taking direct actions against
other characters, other than simply appearing and speak-
ing. With regard to the psychic character, however, this
projection is as real and solid as anything else. Each vic-
tory point on this roll equals one level on the distance
chart (see Range, above}; this is how far away from the psy-
chic herself that the OQuter Child may actually project it-
self. When appearing in the psychics presence, the victory
points are used as a negative penalty against any other
character’s recognition roll to tell the difference between
the real psvchic and the Dark Twin.

Doppelganger

(Level 9, Extrovert + Vigor)

This is the true birth of the Doppelganger; the Dark
Twin is finally realized and becomes a separate, physical
being, able to run around the universe all it desires. 1t has
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exacrly the same traits as the psychic (although the
psychics Urge 9 becomes Psi 9 for the Doppelganger), but
its Wyrd rating is equal to the pool it has been developing
out of the psychics own mistakes {(see Wyrd Drain, above).
The victory points from this roll are used as a negative pen-
alty against any other character’s recognition roll to tell
the difference between the real psychic and the Dark Twin.

The Doppelganger is permanent — losing Urge will not
make it go away {although regaining Urge afterwards will
build ver another Doppelganger). The Doppelganger is real
and subject to all the things which will kill a living per-

mThcurgy

Unlike psychic powers, theurgy rituals do not have
paths;characters simply learn the individual ritualsat their
required levels and do not need to buy a lower level first.

Since theurgy is more restrictive in its use {requiring
liturgy, gestures, prayer, erc.) and less flexible, it tends to
have a bit more bang for its buck per level than psychic
powers. It lasts longer also (average one span, but some are
instant); see the power description for each ritual. Unlike
psychics, theurgists may not extend the range and dura-
tion, or add more targets, by spending Wyrd points.

Components

Theurgy rituals have one or more of the following
three components used during the casting (not duration}
of the rite:

-Liturgy (L} Words must be spoken. Somne rites call for
long orations, others for a simple prayer.

- Gestures (G} Symbols and signs must be fraced in the
air or on the object of the ritual. This could be a simple
cross or a complex rune,

« Prayer (P% The priest must meditate for the rite. This
can be ashort moment of concentration or an hours-long
trance.

A ritual can be performed without its components,
but the theurgist suffers a -3 penalty to hisgoal roll. (Thus,
an Eskatonic priest can still use liturgical or gestural
theurgy when bound and gagged )

Vestments

Vestments can add to the geal roll of certain theurgy
rites. Below are some vestments and the types of theurgy
rites in which they are effective. When used in a rite in
which it is effective, a vestment will add +1 to the goal rotl.
Extra vestments can be used for more bonuses; add +1 for
every two additional vestments.

QOfficial Church vestments, blessed and properly pre-
pared, cost 1 Benefice point.

Vestment Type of Rite
Miter (Rank 4+)  Wisdom (Divine Revelation, Tongues
of Babel)

Crosier (Rank 3+) Command, leadership(Devotional Lit-
urgy, Exorcism)
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Robes
Censor
Jumpgate cross

Protection (Armor of the Pancreator)
Cleansing (Cleansing, Consecration)
Morale, avert (Dispersing the Darkness,
Fearsome Majesty)

Water Healing {(Laying on of Hands, Healing
Hand of Saint Amalthea)
Rosary bead Concentration, meditation {Rightecus

Assignation of Penance, Righteous
Fervor)

Relics

Some holy relics or vestments can hold Wyrd orallow
the wielder to perform  rite she has not learned. Anything
can be a relic, as long as it was involved in some faithful
task in the past (consecrating it for its theurgic task}). Some
effects are:

- Wyrd Tabernacle: The relic may act as a Wyrd pool,
storing Wyrd points. These points may be extracted and
used each roll by the wielder with a Faith + Focus roll; the
maximum which may be used is equal to the victory
points. Once these points have been used, the Tabernacle
must be recharged with Wyrd from a willing sacrificer (one
point per point expended). This requires a ceremony and
a Theurgy + Focus roll; the maximum that may be stored
during that ceremony is equal to the victory points.

It costs 2 Benefice points per Wyrd point bound
within a relic.

- Saint’s Lore: The relic is invested with one or more
theurgy rituals, usable by anyone wielding the relic. These
relics are very rare, for the only known method of invest-
ing objects with ritual lore is by miracle; the object was in-
variably the former possession of a saint, whose deeds were
so faithful and memorable that the object still remembers
rhem and can repeat them. A Saint’s Lore relic can be com-
bined with a2 Wyrd Tabernacle. The required amount of
Wyrd points for the rite must still be spent by the wielder.

It costs 1 Benefice point per ritual invested, and two
points per level of the ritual. For example, a finger bone of
Saint Rasmussen might have Avert Evil (Level Threejand
Devotion (Level One}. The cost would be 10.

- Article of Faith: This type of relic can aid the faithful
in their ritual tasks. Like a vestment, this relic adds to a
character’s goal toll when performing a ritual. It is specific
to a certain ritual (such as rosary beads which aid Second
Sight). To gain the bonus, the character must hold the ar-
ticle during performance of the rite.

The Benefice cost is 1 point per +i.

Church Rituals

Every sect/order teaches these.

The Prophet's Holy Blessing

(Level 1, Faith + Focus, G, touch, I'W)

By tracing the Church’s symbol on acompanions fore-
head or in her general direction, a theurge may aid the tar-
get in a particular task, adding the victory points to the
target’s goal roll. The effect lasts until the target has made



the roll for the particular task blessed. (If the rite is suc-
cessful, the character will receive a minimum of at least
one victory die, regardless of the number of successes
rolled.}

The Devotional Liturgy

(Level 2, Extrovert + Oratory, L, sensory, prolonged, IW)

Recitation of this passage from the Omega Gospels is
the traditional way of boosting morale, usually before
battle. The liturgy takes about fifteen minutes toread,and
all rrue believers within earshot add the theurge’s victory
points toall rollsinvolving Faith or Calm for the nextspan.
{The range of this effect is not extended by PA systems or
long-distance communicarions) Characters under the ef-
fect of the Liturgy may not Incite Passion or employ Steady
Hand.

The Laying On of Hands

{Level 3, Calm + Remedy, P, touch, instant, I'W)

By calling upon Amalthea, Patron Saint of healingand
compassion, disciple of the Prophet, the theurge may bring
comfort to hisinjured comrades by touching their wounds.
Each victory point heals one wound level.

The Prophet’s Censure

(Level 4, Passion + Focus, LG, sight, 1IW)

The theurge may give an enemy of the faith a small
raste of divine displeasure by repeating the first two lines
of the Prophets Admonishment of the Unbelievers and
making the sign of the barred jumpgate in the targets di-
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rection. The reverse of the Holy Blessing, Censure penal-
izes the target in a particular task, subtracting the theurges
victory points from the target’s goal roll. The effect lasts
until the target has made the roll for the particular task
censured.

The Pulpit’s Gift

(Level 5, Passion + Oratory, LG, sensory, one act, IW)

Developed mainly for use by missionaries on new
worlds, this rite increases the social influence of a theurge
upon the people to whom she preaches. For the rest of the
act, the theurge may add her victory points from this rite
to any Charm or Impress rolls directed at a member of her
new “flock’”

The Tongues of Babel

(Level 6, Wits + Empathy, GP, prolonged, 1W)

Also common among missionaries, the Tongues of
Babel enables a theurge to understand and speak almost
any language he does not already understand. For some
time before the rite, he must hear the language spoken fre-
quently by natives or other fluent speakers. The victory
points for this roll represent the effective rating that the
theurge has ro speak that language during that span.

This rite does not confer the ability to read the lan-
guage, unless it is normally written (or happens to be
spelled out phonetically) in the Urthish alphabet; alien,
Kurgan and most other barbarian or Lost World tongues
do not use the Urthish alphabet.
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The Righteous Assignation of Penance

(Level 7, Faith + Empathy, LE 1W)

This rite is central ro the Churchs function in the
Known Worlds, since thisis how humanity learns, through
confession, to make good its sins. [n most cases, of course,
the rite is no more than a ceremonial formality, but when
thesins in gquestion are of overwhelming enormity,or have
occult implications beyond simple personal salvation,
theurgic Assignation can prove tobe the only way of navi-
gating these dark mysteries.

The effect of the Righteous Assignation is primarily
concerned with roleplaying rather than rules; most pen-
ances tend to be charitable donations, community ot per-
sonal service, pilgrimages and quests. However, a penance
which is successfully completed could result in a player
character gaining a Blessing or removing a Curse, or the
reduction of Urge or Hubris ratings for psychics and
theurges. Note that, unless the gamemastet rules otherwise,
this does not affect the regular expenditure of experience
points, it merely incorporatesitintotheon goingstoryline.
(ie., Experience must still be spent for a Blessing gained
through penance, and losing a Curse does not take points
away from any other character rating,)

The subject of this rite must perform the penace as-
signed him by the ritecaster, or else suffer nightmares and
bad luck — or worse {gain Hubris or lose Faith).
Gamemasters discretion.
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Shield of Faith

(Level 8, Extrovert + Focus, GF,1W)

Similar to the technological energy shield, this rite cre-
atesa hemispherical field with a three meter radiusaround
the theurge, and moves as she moves. The Shield lasts for
the rest of the span, and the radius can be extended with
additional Wyrd points at a rate of One meter per point
spent, The maximum armor rating for the Shield of Faith
is 15 plus the theurges victory peints; the minimum
amount of damage which will activate the Shield is the
theutge’s Hubris rating. {If she hasno Hubris, then 1 point
is the minimum.} The Shield can takea number of hits{see
Energy Shields in Chapter Seven: Tech nology)equal to her
Theurgy rating plus the victory pointson the casting roll;
an extra number of hits equal to her Theurgy rating may
be gained with each additional Wyrd point spent.

Providential Deliverance

(Level 9, Faith + Focus, LGE, 1W}

This rite enables a theurge in an extremely dangerous
situation toescapein some unlikely manner that may even
border on the miraculous. A successful casting of Deliver-
ance means that the gamemaster must orchestrate events
in such a wav as to allow the caster to make a clean get-
away from the peril in which he finds himself. This does
ot mean that the impossible can happen, only the highly
improbable; Deliverance can rake such forms as a un-
known assailant attacking someone who is about to kill
the theurge, or a captor accidentally dropping his keys
while visiting the theurge’s dungeon cell. A famous €X-
ample is the Hazat chaplain Father Consrantius, who was
on the verge of being dismembered by a horde of enraged
Kurgan loyalists when a freak earrhguake opened up the
ground beneath him. The good father was dropped {with
minimal injury) into 2 network of subterranean caverns,
through which he was able to make his way back tolmpe-
rial territory.

Orthodox Rituals

Consecration

{Level 1, Faith + Focus, GP, touch, one act, 1'w)

Consecration putifies an item from evil taint, effec-
tively making a vestiment out of it for the duration of one
act. (After that act, the itemn returns £o normal, unless a
critical success was rolled, in which case the Consecration
is permanent,) The Consecrated item resists being affected
by psychic powers, Antinomy, Lrge or Hubris; half of the
casting victory points {rounded up) become a negative
penalty for any of these powers attempting to target the
item. ltems of Tech Level 5+ are hard to consecrate; sub-
tract one from the casting roll.

Light

(Level 2, Passion + Focus, G, prolonged, 1TW)

This rite creates a glowing insubstantial sphere in the
theurges palm capable of casting enough light to read by
in a three-meter radius. This radius is extended by one



meter per victory point {at casters choice).

An alternate version of this rite creares a tight search-
light-type beam which extends from the theurges patm,
which can be used to search darkened rooms or blind en-
emies of the Faith, The range for this beam is 10 meters plus
tWO meters per victory point,

Armor of the Pancreator

(Level 3, Faith + Dodge, LG, prolonged, IW)

A more exact equivalent of the energy shield, this
theurgic force field protects the target by conforming ir-
sclf to the targer’s body. Unlike Shield of Faith, the Armor
of the Pancreator does not need to be centered on the
theurge herself, but can be projected around another per-
son. (The target must be declared when thisrite is cast, and
cannot be transferced to anyone else) The Armor lasts for
one span.

The maximum armor rating for the Armor of the
Pancreator is 10 plus the theurges victory points; the mini-
mum damage which will activate the Armor is the
theurge’s Hubris rating {If she has no Hubrls, then | point
is the minimum.) The Armor can take 2 number of hits
{sec Energy Shields in Chapter Seven: Technology) equal
to the caster’s Theurgy rating pius the victory points on
the casting roll; an extra number of hits cqual to her
Theurgy rating may be gained with each additional Wyrd
point spent. This rite cannot be used upon a target weat-
ingarmor thicker than leather {unless the target s uncon-
scious or incapacitated), and does not activate if attempted.

Faithful Heart

{Level 4, Introvert + Stoic Mind, LF, prolonged, IW)

This rite shields the soul and mind of a true believer
against mental invasion or domination by psychics and
their Urges, theurgists, alien telepaths or Antinomists. it
can be cast by the theurge upon himself or another. The
victory points for casting become a negative penalry on
all mental attacks directed at the target.

Dispersal of Darkness

{Level 5, Passion + Impress, LG, temporary, W)

The cheurge may act as a kind of physical repulsion
field against certain servitors of evil, such as the husks of
the dead {see Chapter Eight: Gamemastering), the
Doppelgangers of psychics, those under malicious influ-
ence from a negative Ur-artifact, etc. The number of suc-
cesses represents the closest distance in meters to which
an evil minion can approach the theurge. The duration
may be extended by 10 turns for each extra Wyrd point
spent (these pointscan bespentany time after activation).

Consecration of Land

(Level 6, Faith + Focus, GP, one act, 1W)

Usually a prerequisite when building a temple, this rite
acts as the single-item Consecration above, but is applied
to an area equal to the theurges Extrovert rating x10 in
square meters, Consecrated ground is impassable to the
walking dead, and occult powers originating from
unpenitent psychics, Antinomistsor negarive Ur-artifacts

Casting Multiple Rituals

A person can potentially be under the spell of
multiple rites per turn. In other words, a Brother
Rattle could cast upon himself Souls Vessel, Armor
of the Pancreator, Liturgy of the Wrathfu! Host and
Smiting Hand. However, each rite after the first costs
one extra Wyrd point to cast. In addition, casting so
many powers upon oneself is vain act; each extrarite
increases the chance of gaining Hubris should a cast-
ing fail miserably.

Every time a theurgist fumbles a theurgy rite
casting roll, he must roll Theurgy + Focus or else gain
a level of Hubris. Casting multiple rites enacts penal-
ties on this roll:

Rite Penalty
First rite None
Second rite -2
Third rite -4
Fourth rite -6
Fifthrite -8
Sixthrite -10

Each rite thercafter adds an addirional -2 penalty.

A theurgist may cancelany of hisactiveritesany-
time he chooses with but a gesture.

Rites targeted against a person’s will provide an
exception to this rule, such as the Avestite Sting of
Conscience. If these rites are not successfully con-
tested, they affect the target regardless of the num-
ber of rituals active upon him. They are not counted
against a person’ active rites and do not necessarily
cost extra Wyrd points or add to the chance of gain-
ing Hubris. If their effects contradict active rituals,
they are deemed to take precedence and dampen the
first rite (which still lasts for its duration, but may not
take effect until the invasive rire’s duration is over).

Some rites will compete and of fset each other. For
instance, a Brothet Battle under the spell of Souls
Vessel adds three to any rolls involving athletic feats,
If an Avestite casts Tortures of the Damned upon him,
the Brother would still gain his+3bonus, butit would
be offset by the painful wound penalties enacted by
rhe Avestite rite.

receive a penalty equal to the victory points from casting
the Consecration. Note that this does not only apply to
powers being used from within the Consecrated area, but
also when the area is targeted from without. For example,
an unpentitent psychic on the other side of town trying
tosearch the inner temple with FarSight receives thesame
penalty.

After the act is over, the area returns tonormal, uniess
4 critical success was rolled, in which case the Consecra-
tion is permanent.
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Blessing the Crops

{(Level 7, Extrovert + Survival, LGF, 1W)

Growing from the traditional tole of the priesthood
in agrarian cultures, this rite enables a theurge to purify
ot enrich an amount of food equal to his Theurgy rating
in kilograms. Crop Blessing will neutralize impurities and
organic poisons, restore perishable foods within two days
of their having spoiled, and, in the case of untainted food-
stuffs, make them more nutritious and fulfilling by 50%
(eg: a ten day supply of rations can be stretched out to
fifteen days). This rite is very valuable on many worlds,
where the fading suns fail to nourish crops.

Exorcism

{(Level &, Faith + Impress, LGP, sensory, IW)

With this rite a rheurge can drive out any dark power
which is influencing or possessing the target (usually psy-
chic or antimonic domination and demenic possession,
although the influence of Ur-artifacts and certain aliens
can also be dispelled in this way}. Exorcism can be a long
and arduous process. It is a sustained action, and the exor-
cist needs to accurnulate 25 victory points in order to rid
the target of wharever is possessing or infiuencing him. He
must spend the Wyrd point cost with every roll. If he runs
out of Wyrd before accumulating 25 successes, the exor-
cism fails, and the theurge must start all over, losing all his
accurnulated successes,

To make things mere difficult, the demon can con-
test the theurges rolls with its vessels Ego + Charm, tm-
press or Knavery (depending on the demons personality
and preference). Demons usually supernaturally enhance
their vessel’s characteristics and skills, thus making the task
even harder for the exorcist.

In the case of psychic influence, the exorcist must ac-
cumulate victory points equal to the psychics Psi rating.
If the psychic is aware of the exorcism and the exorcist is
in range, he can contest the rolls with whatever character-
istic and skill is required for the power he is using on the
target.

In the case of alien effects, the gamemaster should set
a number which reflects the strength of the spiritual in-
vasion (use the guidelines given for sustained actions in
Chapter Two: Rules).

Scaling the Temple

{Level 9, Calm + Impress, LGP, prolonged, 1W)

In times of great trouble, Orthodox priests used this
rite to protect their flock (and, in some unfortunate cases,
protect themselves from their flock) by turning theit
temple into a temporary fortress. When ritually sealed in
this way,a temple is considered to havea large energy shield
surrounding it; the maximumarmor rating is 20, the mini-
mum damage which will activate the seal is the casters
Hubris rating (if he has no Hubris, then 1 point is the mini-
mum), and it can take a number of hits equal to double
the caster’s Theurgy rating, {Additional hits can be pur-
chased at a rate of one Wyrd point for a number of hits

equal to the Theurgy rating.)
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Brother Battle Rituals
Soul’s Vessel

{Level 1, Extrovert + Stoic Body, P, prolonged, iW)

One of the core teachings of Brother Battle is the per-
fection of the physical body as the instrument of action
in the service of the Panctreator. This rite aids the theurge
by adding three to the goal number of all noni-combat rolls
involving physical traits (running, jumping, lifting, etc.).

Rightfully Guided Hand

(Level 2, Faith + Fight, Shoot or Melee, LG, tempo-
rary, 1W}

By calling on the Pancreator to steady her hand when
under fire, a theurge may add the victory points from cast-
ing this rite to the goal number of her combat skill rolls.
Note that this may only be applied to the combat skill used
ro cast this rite (Le. Fight, Shoot or Melee), usually the
Brothers favored weapon. (If the rite is successful, the char-
acter will receive a minimum of at least one victory die,
regardless of the number of successes rolled.)

Armor of the Pancreator

{Level 3, Faith + Dodge, LG, prolenged, IW)

This rite is identical to the level 3 Orthodoxy rite,
above, except that the Brother Battle version can be ex-
panded to include bulkier armor which has been Conse-
crated.

Righteous Fervor

(Level 4, Passion + Vigor, L, one act, 1IW})

Brothers Battle monks are renowned for their disci-
pline and loyalty. The Rite of Righteous Fervor intensifies
their already legendary stoicism, allowing a Brother to re-
sist all temptations, persuasions, fast talks, etc, that would
sway him from his duty. During casting, the Brother de-
clares his duty (“No harm shall come to the bishop under
my watch,” or “I shall safely deliver the writ to the
Heirophant on Byzantium Secundus.”). If the casting is
successful, the Brother is immune to any mental or social
obstacles which would hinder his duty (such as the orders
of the bishop to step down from duty, the knavery of the
Decados marquis, the lamentation of a peasant to get her
trapped brother from under the fallen ox-cart, etc). In ad-
dition, he receives +3 to his Perception to notice possible
physical obstacles (cutpurses, Decados assassins sneaking
through the crowd, etc),

While the Brother Battle dedication is to be admired,
it should be noted that fervored Brothers can become guite
callous to pleas for help if they seem to hinder their duty.
If they do refuse such pleas while fervored, they must con-
fess their guilt within a week after the rites effect has
ended. Otherwise, they risk gaining Hubris.

Liturgy of the Wrathful Host

(Level 5, Passion + Charm, LP, sensory, prolonged, 1W)
This passage from the Omega Gospelsis read to Broth-
ersabout togo intocombat so that their hearts may befilled



Church Cosmology

Humanity will be judged by the fate of the stars. A sun
mast burn to birth Light. When your passion burns, you give off
light. You are born in light but travel in darkness. Beware the
dark between the stars. Bring a lantern to it.

—The Prophet's words, from the Omega Gospels

The Prophet preached about a Holy Flame, a Celes-
tial Sun which mystically burns at the center of the
universe, providing light and life for all souls, Since this
isholy light, it cannot be perceived with gross (material)
senscs. The light of this ever-burning sun flows cutward
and touches everything — except the darkness emanat-
ing from the demons, whose shadows blot the lght.
Since this fire is mainly spirit, actions of the spirit nowur-
ish or damage it.

The Avestites take thisfiame very literally, especially
the Prophet’s words about burning out sin, which they
attemnpt to do with flameguns. Less zealous priests claim
that the Prophet was speaking metaphorically, that sin
would be burnt out as darkness before a revealed light.

The material world is the reflection of the Holy
Light. Evil stands between the Light and the material
world, blocking the light which reaches mortal beings.
This is why other points of light and reflections within
the material world are so important, since they reflect
the Light from other directions, not just directly from
hefore. The virtues polish the soul to reflect the light,
making the soul a beacon or lantern in the night of
shadows, This holographic web of lights can thus be
stronger in the material world than the direct ray of light
itself, which is too often blocked by evil.

The Pancreator resides in the Empyrean, the seat of
the Holy Flame. It isa place of purespirit and light, nigh
unimaginable to our sin and shadow-stained minds. It
isfrom here that the light of the Holy Flame shines into
all dimensions of existence. Some say that it is not above
the world, but central to all worlds {although the idea
of many worlds is still an argued tenet). Others say it is
above all, that it’s light is sent by the Pancreator down-
wardsinto the world of matter. Thisiscalled the Descent
of Grace. When grace is accepted, the soul becomes a
rairror, reflecting back the light of the Holy Flame. This
iscalled the Luminous Return {the souls of the faithful
return to the Empyrean with the light after death, and
thus a bright soul is all-important to cast a powerful
enough light back to heaven; if not, the soul may not
reach all the way, falling of f like weak light, getting lost
in the darkness).

Each soulis meant to bea mirror for the light so that
it can be reflected in all directions throughout the
wotld(s). But sin blackens the soul. Enough sin will even-
tually shut out the holy light, leaving the sinful ones
soul a black blotch of shadow — pure evil, the stuff of
demons, who cloak themselves in fogs of shadow. Sin is

like verdigris on the mirror of the soul. To remove the
sin, the soul must be polished, and there are many meth-
ods for this, differing with each sect. In general, however,
the eight major virtues represent the necessary steps to
polishing the soul.

Certain sects (Eskatonics among them) believe that
everyone is born with aspark of the Holy Flame, The pur-
pose of the Church is tofan this flame into a fire. This is
best done through exposure to the supreme Holy Flame
through mystical illumination or meditation. Thus, cer-
tain faithful are not merely mirrors but beacons them-
selves. The Orthodox Church believes this idea mav be
heretical, that the best humans can hope for is to be re-
flectors, not generators, of divine light. The former rend
to seek inward for grace, while the latter look to exter-
nal actions for grace, although both honor meditation,
for it is known that in contemplation, the Holy Flame
can be glimpsed.

Astrology: In the Diasporg, the Church taught that
thestars were material manifestations of the Holy Flame.
1t was natural for people to vearn for distant stars; the
Diaspora was an extension of humanityssearch for the
Pancreator. A whole new field of astrology became popu-
lar in occulr circles, categorizing stars by the quality of
their energy. People born under certain constellations
would thus behave in certain ways, as ordained by the
gualities of the Holy Flame being projected from these
starson the night of a person’ birth. Pilgrimages became
populiar to certain systems known for a particular en-
ergy quality, such as healing or insight.

Moons had particular qualities of their own, being
reflectors of the Holy Flare. The light they gave off was
an alchemical result of the sun’ light and the moonk
own energy. Occult powers could be gained from cer-
tain moonlight.

After the Fall, the Church ignored the “star as Holy
Flame” doctrine {the Doctrine of the Embodied Flame}
and spurned Church astrology. It taught instead that
each person must be content with the sun he was born
under. Emperor Alexius is attempting to revive the
Embodied Flame doctrine to spur new discovery.

Geomancy: This obscure philosophy is still studied
by the Eskatonic Order. Each planet’s molten core is be-
lieved to be, like a star, a piece of the Holy Flame, The
cnergy of this fire escapes to the surface in certain ways,
creating magical sites and ley lines. It is believed that the
terraforming architects of certain planets knew this
geomantic science and built the worlds to take maxi-
mum advantage of it. The Eskartonics believe that
Pentateuch is onesuch place, as is Byzantium Secundus.
Holy Terra is special, for it is the cradle of humanity and
isthusrich with natural ley line energy. Geomancers are
desperate to find untouched, unterraformed worlds to
investigate, hoping to prove their theories.
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with the fire of their holy cause, whatever it may happen
to be. For the niext span, the victory points from the read-
ing may bhe added to the goal number of ali listeners rolls
invol{ving Faith or Passion. The Liturgy takesabout 10 min-
utes to read, and the range of thiseffect is not extended by
PA systerns or long-distance communications. Characters
under the effect of the Liturgy may not Incite Passion or
employ Steady Hand.

Smiting Hand

(Level 6, Faith + Vigor, LG, instant, 1W)

Using this rite to channel the force of the Holy Fiame
rhrough his limbs.a Brother may strike down his foes with
righteous power. The victory dice from casting this ritc may
be added to the Brothers fist, kick or melee weapon dam-
age — in addition to normal damage from the weapon and
the goal rolls vicrory dice. (If the rite s successful, thechar-
acter will receive a minimum of at least one victory die,
regardless of the number of successes rolled.)

Fearsome Majesty

(Level 7, Passion + Impress, LG, sight, prolonged, 1W)

This rite causes fear of the Pancreator to clutch the
heart of the target. The target may take noaction for chat
turn, and for the rest of the span suffers a penalty to all
initiative and goal rolls equal to the victory points of the
rite. The iumber of targers may be doubled with each ad-
ditional Wyrd point spent. This rite cannot be cast upon
someone under the influence of the Prophets Censure or
Tortures of the Damned.

Qath of the Shicldmates

(Level 8, Extrovert + Empathy, LGP, sensory, prolonged,
1W)

Similar to the psychic power Sympaticus (see the
Psvche path, above), this rite allows a Brother te band his
comrades into an elite fighting unit. He can easily com-
municate with, or feel the emotions of, chosen targets, al-
lowing the formation of atetepathic network among non-
theurgic characters (all informarion must flow through
the Brother who cast the rite, e, non-theurgic targets may
not communicate directly, except through normal chan-
nels). However, use of this rite actually makes it harder to
manipulate or control these targets (-4 on all rolls to do
sol. Not just any target can be chosen, however. 1t rmust be
ashieldmate — someone who has pledged loyalty with the
Brothet to a common cause and has been subject to the
Prophets Holy Blessing ritual with him. This most often
includes other Brothers, but boon traveling companions
can be included as can those to whom the Brother owes
duty or loyalty.

Salutation to Zakhayelos, Lord of Hosts

(Level 9, Passion + Impress, LGF, IW)

This exceptionally rare and powerful rite, a closely
guarded secret of the order, enables a theurge to contact
and summon to the physical world one of the "bodiless
powers of the Empyrean,” the strong and warlike intelli-
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gence known as Zakhayelos. According to Eskatonic doc-
trine, Zak hayetos rules in the Fifth Emanation from the
Celestial Sun, among the ranks of the imperitories.

Zakhayelos is the pure embodiment of all the military
virtues to which the order aspires: strength, courage, disci-
pline, a perfect understanding of strategy and logistics. As
with all of the Empyrean powers, Zakhayclos will almost
never rake direct physical actions, such as fighting along-
side the troops, but, as a being of nearly limitless capabili-
ties, can act in ways both grand and subtle to tip the scales
of victory in the Brothers' favor. Zakhayelos has been
known to aid the order with sighs and omens that reveal
enemy positions and tactics, or to bolster rroops withsub-
stantial {but temporary} increases in characteristics, or to
appear in rhe sky above Brother Battle armies, displaving
its most fearsome form to the cnemy When taking a vis-
ible form, Zak hayelos will most of ten appeat asa tall noble
knight clad in shining, elaborately decorated armor, wield-
ing a flaming sword and a mirrored shield emblazoned
with the Church symbol.

Many outside the Church claim that such “angelic
beings” are merely mass hallucinations called up fromthe
minds of believers by the theurge, and that they do not
really exist. But they rarely make such claims in public.

Eskatonic Order Rituals

Celestial Alignment

{(Level 1, Perception + Observe, P, perpetual, W}

One of the carliest rites developed by Eskuatonic
theurges was that of Celestial Alignment, which proved
useful to explorers on new planets seeking Ur-artifacts or
forgotten wisdom. This rite enables a theurge to keep per-
fect mental notation of ail the movements of the sur-
rounding solar systern, as weil as the constellations {as they
appear to an observer on planetside). Thus the theurge,
with but a glance at the sky, can reckon sidereal titme and
track his position, direction and motion as he travels across
the planet.

The effect of this rite is permanent, but applies only
to the planet upon which it was cast, and does not need to
be recast if the theurge returns to that planct. Celestial
Alignment has some application to interplanetary navi-
gation (Le. travel withina solar system), but not to inter-
steljar rravel or complex maneuvers like combat, docking
or landing on a planet. The accuracy with whichatheurge
can figure his relative position in time and space is based
on the victory points from casting the rite:

Yictory Pts Time Position

1 +f- 10 minutes  +f-10 kilometers
2 +/-9minutes  +/- 8 kilometers
3 +f-7 minutes +f - 6 kilometers
4 +/-5minutes  +/-4 kilometers
5 +/- 3 minutes +/ - 2 kilometers
6 +/ -1 minute +f - 1 kilometer
Critical exact second exact centimeter



Divine Revelation

{Level 2, Wits + Focus, P, 1W}

Developed from the common prayer for guidance, this
rite guarantees the theurge some kind of significant in-
sight into whatever problem is vexing her. The gamemaster
should adjust the degree of insight according to the vic-
tory points: one would furnish only the slightest of clues,
somerhing which might not even seem important to the
player; three provides a more substantial answer that will
lead most characters toasolution; five or six will grant the
theurge a clear indication to the exact nature of her di-
Iemma and what needs to be done to alleviate it. With a
critical success, profound leaps of logic are possible, where
the gamemaster may opt to give the player information to
which her character would not normally have access.

Rending the Veil of Unreason

(Level 3, Perception + Focus, B, sight, prolonged, 1W)

Thisrite grants the theurge the equivalent of the psy-
chic power Subtle Sight, except that the auric image that
the theurge actually perceives is based on the Eskatonic
conception of the soul. Rending the Veil shows the actual
“mirror” reflecting the light of the Celestial Sun, the Holy
Flame of the spirit, centered on the heart region within
the conventional aura. The size of the reflecred Flame in-
dicates the target’s Faith rating; with a Faith of 10, the Flame
is large and bright, filling the surface of the "“mirror,” while
a Faith of 1 shows up asa candle flame seen at the end of a
dark cerridor. Because this "mirror” can be “tarnished” by
sinfulactionsand intentions, the theurge may guess at the
type and extent of the target’s sinful ways by examining

the condition of the target’s "mirror”
Sin “Tarnish”

Pride Narrow vertical streaks

Greed Broad horizontal streaks

Lust Violet bubbles rising from bottom

Envy Greenish streaks pointing inward
from outer edges .

Sloth Thick bluish bubbiles rolling down
from the top

Wrath Reddish streaks radiating from the
cenfer

Qathbreaking Cracks; one for each oath broken,

with size of ¢crack equaling impor-
tance of cath
Besides this moral insight, the theurge may also read
theauraas if using Subtle Sight, but the theurge needs vic-
tory points one greater than required for each level. Gen-
eral types may still be discerned with one victory peint,
but two is necessary to see colors, four to see motion and
six to see shapes.

Second Sight

{Level 4, Perception + Focus, P, sight, prolonged, W)

This rite {s the theurgic equivalent of the psychic
power Wyrd Sight, but with more of an emphasis on the
moral forces at work in the targeted viewing area. A theurge
casting Second Sight may see a psychics Urge, for example,
as a dark fetal form in the psychics brain (at lower levels)
or as a fully formed shadow which moves independently
of the psychic casting it. Second Sight reveals the presence
of demonic influence, with their dark forms hovering in
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the air around 2 Antinomist, ot coiled up in the body of
someone who is possessed. Second Sight also shows the
theurge details of any theurgic rite in effect, its type, tar-
get and caster.

Second Sight does not automatically confer the aura-
reading ability of Rending the Veil of Unreason; each
power operates within a different range of the astral spec-
trum. The gamemaster is urged to be creative when describ-
ing what a theurge sees with Second Sight; keep in mind
that individual auras are not being read, but rather all the
broad occult forces at wotk in a given span.

Qsseous Transmutation

{Level 5, Extrovert + Alchemy, LG, touch, perpetual, 1'W)
By callinguponthe transformative powers of hisown
indwelling portion of the Holy Flame, an Eskatonic priest
can fossilize any object or body of substance less than or
equal to his Theurgy rating times 20 in kilograms. (Addi-
tional masscan be boughtat 10 kilograms per Wyrd point}
The transmuted obiject iscomposed of agray chalky sand-
stone-like stuff, which is just strrong encugh to support a
human’s weight but brittle enough to crack or crumble
with sharpimpact. The effect is permanent. Ur-artifactsare
not affected by rhis rite.

Living organic tissue cannot be affected with this rite.

Even if it could, it would be considered an especially grave
crime by the Order, since it would freeze the target’ soul
in the statue-like body and prevent the targets Luminous
Return to the Empyrean. There are, of course, rumors of
renegade priests who have somehow attained such ability.
All-Seeing Eye
(Level 6, Extrovert + Observe, LB, prolonged, 1W)
The equivalent of the psychic power FarSight, the Rite
of the All-Seeing Eve allows the theurge to observea place
in which she is not actually present. Consult the descrip-
tion of FarSight tosee how thecastingroll should be modi-
fied according to the familiarity of the targeted place.

Refinement of Essence

(Level 7, Extrovert + Alchemy, LG, touch, perpetual, 1W}

A mote specialized form of the Rite of Osseous Trans-

muration, the Rite of Refinement enables the theurge to
cast out impurities or non-essential elernents froman ob-
ject or body of substance less than or equal to his Theurgy
rating times 20 in kilograms. (Additional mass can be
bought at 10 kilograms pet Wyrd point.) Refinement may
be used ro purify fuel, strengthen building materials and
detoxify food, water or the atrosphere of anenclosedand
sealed space.
Unlike Transmutation, Refinement may be used on
living beings for beneficial effects, but the same penaities
apply and considerable discrimination and forethought are
required; benign drugs and medicines, surgical implants,
transplants or tissue grafts, and even undigested food wil
be forcibly expelled from the targets body. Cybernetic en-
hancements may break down or cause damage to their
bearer.
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Investiture

(Level 8, Calm + Focus, LGP, touch, perpetual, 1'W)

The Rite of Investiture is used to create a Wyrd Taber-
nacle (see Relics, above) out of a targeted object. The maxi-
mum number of Wyrd points which the Invested Taber-
nacle may store is equal to the number of successes on the
casting rolf, and may be increased up to a maximum of 20
through repetition of the rite. Note that the Rire of Inves-
riture does not actually bind any Wyrd points into the
Tabernacle; thisis a separate process involving a Theurgy +
Focus roll, as described above under Wyrd Tabernacle.

Kaowledge and Conversation of

Tholumiyelos, Lord of Wisdom

{Level 9, Passion + Impress, LGP, 1W)

This exceptionally rare and powerful rite, a closely
guarded secret of the order, enables a theurge to contact
and summon to the physical world one of the “bodiless
powers of the Empyrean,” the clever and insightful intel-
ligence known as Tholumiyelos. According to Eskatonic
doctrine, which describes the Empyrean as being presided
over by “luminous sentiences” occupying a hierarchy of
concentric Emanations from the Celestial Sun,
Tholumiyelos rules in the Eighth Emanation, among the
ranks of the Archons.

Embodying the Eskatonic vircues of questing for se-
cret lore and the cultivation of metaphysical understand-
ing, Tholumiyelos rarely manifests in physical form, and
prefers instead to converse with the theurge who sum-
moned it. These conversations would be virtually impos-
siblefor outsiders to understand since they are highly ritu-
alized and formulaic, being a kind of catechism or ques-
tion-and-answer session with Tholumiyelos taking the
part of the teacher and the theurge being the student.
Tholumiyelos seldom answersadirect question (e.g, “1sthe
duchess poisoning my meals?"}, but is more likely to ask
rhe theurge questions which will lead him to his own an-
swer (e.g., "How do vou think the duchess feels about you,
and what political necessities might impinge on your re-
lationship?’). When taking a visual form, Tholumiyelos
will appear asa elderly hermaphrodite with clear sparkling
eves, holding an ancient book in the right, or male, hand
and a bubbling crucible in the left, or fernale, hand.

Temple Avesti Rituals

Knowing the False Heart

{Levell, Perception + Empathy, G, sight, prolonged, TW)

Essential to the Avestite pursuit of justice, this rite al-
lows the theurge to act as a human lie detector. Since this
rite focuses only on intentional dishonesty and deliberate
untruthfulness, it is sometimes possible for the ratrget to
dissemble, hiding or twisting the rruth with a contested
roll of Wits or Calm + Charm. This roll can receive a nega-
rive modifier if the target is trying to hide a sin of hisown,
and a positive one if the target is protecting an innocent
under suspicion. The Avestite may still derect half-truths

with four or more victory points, and may guess theit ex-
act nature with a critical success, This rite affects only a
single target.

Scent of Evil

{Level 2, Perception + Empathy, GP, sensory, pro-
longed, 1W)

Casting Scent of Evil enables a theurge to “sniff out”
acts of Antinomy, the actions of a psychics Urge and the
presence of demons or alien artifacts with a negative in-
fluence, This rite only indicates the presence of such evil,
but does not show the theurge exactly what is going on;
some degree of precision is possible, however, with a more
successful roll. One victory point, for example, merely sig-
nals evil’s presence in a general area ("There is evil in this
housel”); with three, a more specific area can be sensed
{"Somebody in this room..”}; five or six gives the theurge a
sense of the type of evil present (Le, Antimonic, Urge, alien,
etc.). With a critical success, the evils source can be pin-
pointed (*T Accuse! Antinomy most foull”).

Sting of Conscience

(Level 3, Extrovert + Impress, LG, sight, prolonged, 1W)

This rite is usually accompanied by a verbal harangue
from the theurge or another Avestite, the two combining
to make the target feel incredibly guilty about sorme past
sin or misdeed. If uncontested, the target will feel com-
pelled to confess and make up for the transgression, The
target may choose to contest with a roll of Calm + Stoic
Mind.

When this rite is cast without the verbal accusations
to guide it, there is no telling exactly what its effect may
be. A relatively guiltless person may begin toobsessonsome
minor bit of mischief from childhood, while a truly sin-
ful person may be driven to wildly self-destructiveacts that
could endanger everyone around him.

Torchbearing

(Level 4, Passion + Focus, G, touch, temporary, 1W)

With this rite the theurge can create a flame without
using lighters, matches or flint and steel. After the first [O
rurns, the fire will need fuel to burn like anv other, but it
can be kept burning without fuel by spending one Wyrd
point for each extra five turns. Normally the flame can
only be ignited at touch, but a Sixth Level version of this
rite exists in which the flame can be created anvwhete in
sight.

Fault of the Soulless

{Level 5, Passion + relevant Tech Redemption, LG,
sight, 1W}

Developed soon after the Fall, this rite targets a piece
of high-tech and causes it to malfunction. Normally used
against personal technology (blasters, comlinks, a single
computer terminal, a robot of human size ot smaller}, this
rite can be used to target larger machines with an addi-
tional Wyrdexpenditure based onsize and complexity (eg,
2 points 1o disable a personal land vehicle, 5 points for a
building’s security system, and 50 points to take out a
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starship. At the gamemasters discretion, this can be ad-
justed by circumstances: for example, a theurge with suf-
ficient tech know!edge may try to target only the starships
control svstems for 7 points.)

The severity of the malfunction is based on the vic-
tory points: One would be simple mishaps taking only &
few turns to correct, such as misfires, jams, et¢; threeis more
serious but repairable damage which cannot be corrected
until the next span, like dead bacceries, overheating mo-
tors, system crash, etc; five or six means the rachine is per-
manently ruined and unfixable, with broken chassis,
cracked casings orwiped memorties. With a critical success,
spectacularly destructive effects may occur: fuel leakages,
core melrdowns, smoke and sparks pouring out of the con-
trol panel while gears and springs drop out of the bottom
of the console.

Fearsome Majesty

(Level 6, Passion + Impress, LG, sight, prolonged, 1IW)

This rite is identical to the Level 6 Brother Battle rite
of the same name.

Ioquisitory Commandment

(Level 7, Passion + Inquiry, L, sight, temporary, IW}

Use of thisrite is the theurgic version of ashot of truth
serutn; the target is compelled to answer all questions ad-
dressed to her. Questions must be answered fully, com-
pletely and honestly, without evasion or trickery. If the
target chooses to contest the rite, the theurges Faith rat-
ing is subtracted from the contesting roll (see Defending
Against Occult Powers, above).

Tortures of the Damaed

(Level 8, Passion + Impress, LG, sight, prolonged, 1W)}

This tite has basically the same effect as the psychic
power BrainBlast, incapacitating the target with unirnag-
inable pain, except that this theurgic version floods the
target’s mind with images of hell. These visions may take
the form of Orthodox and Avestite description, burning
hellfire lasting (or at least seeming to last) for eternity, or
may take a more personal form, the reliving of a traumatic
event or seeing ones greatest fears come to pass, or some
amalgamation of both. In either case, the target will be a
pathetic, sobbing wreck for at least seven turns after the
rite is discontinued. Due to the deep psvchological nature
of this experience, however, residual cffects (such as de-
mentia) may last for long afrerward.

This rite may not be cast on a rarger suffering the ef-
fects of the psychic power BrainBlast.

Petition to Jachemuyelos, Lord of Judgment

{Level 9, Passion + Impress, LGP, 1W)

This exceptionally rare and powerful rite, a closely
guarded secret of the sect, enables a theurge tocontactand
summon to the physical world one of the "bodiless pow-
ers of the Empyrean,” the stern but fair arbiter of disputes
¥xnown as Jachemuyelos. According to Eskatonic doctrine,
Jachemuyelos rules in the Fourth Emanation from the
Celestial Sun, among the ranks of the Dominions.
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Qdd as it may seem to outsiders, the guidance of
Jachemuvyelos is what keeps the more fervent and overzeal-
ous inquisitorsin check; this is not an entity of blind wrath
and damnation, but a truly objective intelligence with a
perfect comprehension of the balance between retriburion
and repentance. Only the most malevolent enemy of life
and faith will ever see the harsh and vengeful aspect of
Jachemuyelos, which is only spoken of in euphermistic
whispers. All interactions with Jachemuyelos must be
worded in rigid and precise legalese, as a counselor ap-
proaches a judge. The visible aspect of Jachemuyelos is that
of an older man with a long beard and stately judicial robes,
holding the scales of Justice in one hand and the gavel of
Order in the other.

Sanctuary Aecon Rituvals

Cleansing

(Level 1, Faith + Focus, LGP, touch, prolonged, IW)

Simnilar to the Orthodox Rite of Consecration, Cleans-
ing may be used to target people as well as objects, purify-
ing them from evil taint or influence. The Cleansed per-
son resists being affected by psychic powers, Antinotny,
Urge or Hubris; half of the casting victory points (rounded
up) become a negarive penalty for any of these powers at-
tempting to affect the target. This rite has also proven ef-
fective in treating wounds when no antiseptic isavailable.
Some Amaltheans perform this rite daily as part of their
regular devotional ceremonies. A Cleansed person partici-
pating in a rite acts as a vestment (+1 fo the rite roll), but
the target must have some knowledge of theurgy, if not
actual ability, in order to really participate.{("Hand me that
crosiet,” does not count.)

Hearth

{Level 2, Passion + Focus, LG, touch, prolonged, 1W)

Favored by missionarics on uncivilized worlds, this rite
creates what appears to be a campfire, generating enough
light to see in a 10 meter radius, and enough heat to boil
water or cook food. Unlike the Avesti rite Torchbearing,
howevert, the flame created is niot 2 natural fire; it is not
hot enough tofire pottery orsmelt ore, and cannot be used
tostart other fires ot ignite flammable materials. Nofuel is
needed, but a cleared space must be prepared for the rite.
Hearth lasts for one span per Wyrd point.

Calming

{Level 3, Calm + Charm, G, sight, prolonged, 1W)

Considered someching of a joke by outsiders. the
Calming rite disperses the negative energies of rage, hate,
fear and even less negative (but sometimesequally destruc-
rive}sitnple exciternent. This rite has prevented many con-
frontarions from escalating to violence, which accounts
for the Amaltheans reputation as diplomats. [n addition,
Calming may be effective for targets who are psychically
manipulated or possessed by demons; while it does not
actually cure or prevent these conditions, it may aid the
target by, for instance, silencing the possessed so that the



Exorcism may continue undisrupted. Add the victory
points toany Calm rolls the rarget needs to make,

Knowing Heart

(Level 4, Perception + Empathy, B sight, temporary, 1W)

This rite combines the effects of the psychic abilities
Intuit and MindSight, in that it allows the theurge to ob-
serve the internal workings of the target’s psyche, both
emotional and intellectual. The same restrictions for
MindSight apply here, in that only the current state of
mind may be read {or felt); subconscious or deeply buried
feelings, thoughts or intentions are not disclosed by the
Knowing Heart, but may, if the gamemaster allows, be
probed for with a critical success.

Fruitful Multiplication

(Level 5, Faith + Sleight of- Hand, LF, touch, per-
petual, 1'W)

Most often used to help feed famine areas, this rite in-
creases the mass of asingle targeted substance (such as food,
water, cloth, building materials, breathable air, etc.) by a fac-
tor equal to the victory points. This rite will not replicate
manufactured items, only basic materials. Attempting to
use this rite on money or precious metals is grounds for
excommunication.

Manna from Heaven

{Level 6, Faith + Focus, LP, 1W)

Casting this rire creates a sufficient amount of food to
feed 10 adults for one day per point of Wyrd spent. The
quality and variety of food created is dependent on the
victory points: 5 or 6 yields fuily prepared meals, 3 or4 a
simple but hearty assortment of meats, vegetables,etc,and
1 yielding a chewy dense substance somewhere between
jerky and old bread.

Healing Hand of Saint Amalihea

{Level 7, Calm + Physick, LGP, touch, instant, 1W)

By meditating upon Saint Amalthea and reciting all
the names of the Pancreator from the Compassionate
Truths, the theurge may not only heal back one Vitality
point per victory point {as in the Church level 3 Rite Lay-
ing On of Hands, above), but may also reattach severed
limbs and remove deeply embedded shrapnel, diseased ot-
gansor insidious parasites, At the gamemasters discretion,
the newly dead may be revived with a critical success.

Sanctuary

(Level 8, Faith + Charm, LGF, prolonged, I'W)

Perhaps the foundation of Sanctuary Aeons political
survival through the ages, this rite acts as a powerful
“damper field” preventing any violent or harmful actions.
Affecting either a large room or a 10 meter radius around
the theurge, any roll made within the Sanctuary using
Fight, Melee or Shoot only succeeds on a1, and any other
malevolent or overly aggressive action, such as psychic at-
tack, will be contested by the rites roll.

Invitation to Hamomeyelos, Lord of Mercy

{Level 9, Passion + Impress, LGE, 1W)
This exceptionally rare and powerful rite, a closely
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guarded secret of the order, enables a theurge to contact
and summon to the physical world one of the "bodiless
powers of the Empyrean,” the compassionate and benefi-
cent intelligence known as Hamomeyelos. According to
Eskatonic doctrine, Hamomeyelos rules in the Sixth Ema-
nation from the Celestial Sun, among the ranksof the Vir-
fues.

Hamomeyelos has never revealed itself directly toany-
one, but always manifests in a tangible physical form un-
der the guise of a good Samaritan, a kindly stranger, a
timely messenger, ot any mannet of helpful or generous
locals, passersby, wandering mendicants or even forgotten
acquaintances. Regardless of the type of manifestation,
Hamomeyelos will always be in a position to make avail-
able to the theurge and her party whatever safety, suste-
nance or support is necessary {not necessarily what is re-
quested, but what is truly required.)

Hubris

The dark side of theurgy. Hubris has many levels of
sin; those given below are the most common.

Whenever a theurge fumbles a theurgy rite roll (or a
Theurgy roll), her Hubris — overweening pride before the
Pancreator — grows. Unlike Urge, Hubris is with a charac-
ter aiways — the effects lasts until the character has lost
the level of Hubris which empowers them (unless stated
otherwise in the description). Hubris cornes in many forms,
but the levels listed below are the most common.

Hubris is not a split personality or a dark entity grow-
ing in the character; it is the characters own human falli-
bility before the divine. Lack of humility leads to over-
weening pride at ones ability to call forth miraculous pow-
ers, powers which are supposed to be the Pancreator’s gift,
not the characters own will exerting itself. Extreme Hu-
bris can lead to a loss of faith.

Hubris Powers

Unlike Urge powers, which represent specific actions
taken by the Dark Twin, the powers of Hubris represent
the changing relationship between the theurge and the
Pancreator — which is to say, between the theurge and the
universe at large. Most are permanent, or always in effect,
once that level has been reached, while others {like levels 2
and 4) require specific circumstances to become active. No
rolls need be made, since the exact manifestation of each
power is largely left to the imagination of the gamemaster.

Avert Beast

(Level 1)

Animals fear the theurge: dogs bark at his passing, birds
rake flight, cats hiss and spit, horses rear and throw their
riders, oxen bolt from their harnesses, etc. “Skittish as a
Terran cart-mule,” is a private joke among rural priests,
whose Hubris seems to be kept in check by this“early warn-
ing” effect: among the urban Church fathers, Hubris is less
likely to be noticed, since they have less direct contact with
the natural world.
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Guilty Soul

(Level 2)

The theurge becomes prone to Freudian slips which
reveal her sin — her soul wishes to speak out so that she
may recognize her sin and gain humility and thus forgive-
ness for it. Normally, public knowledge of this sin can en-
danger her career, so she keeps it hidden from others, but
her Guilty Soul will speak out at the most inappropriate
times and say embarrassing things. Like Urge effects, the
power only lasts for a span when the character fumblesa
theurgy rite, a Theurgy characteristic roll or a Faith roll
{ot rolls a critical success on an Ego rol).

Blemishes

{Level 3)

The theurge’s pride before the Pancreator soon grows
until it cannot cure itself through speaking, so it shows
itself physically. Blemishes (warts, splotches, marks, etc.}
appear on the theurge’s face {or hands), signs that he has
stepped over the boundaries of the Church. Unlike
theurgic stigmas, Blemishes are recognized by the faithful
as ominous raints. Some observers of fashion note that the
Avestite preference for fong robes with concealing hoods
and veils dates back to an unusually corrupt period in their
history.

Flagellation

{Level 4)

If the Guilty Soul {ahove)is left unchecked, it can grow
too large for the dark recesses of the theurge’s heart, build-
ing pressures which could cause it to burst from mere
words into actual deeds. The cheurge’ guilt eats away at
her and she begins to perform unintended actions — some-
times dangerous — designed to reveal her guilt. Like Urge
effects, the power only lasts for a span when the character
fumbles a theurgy rite, a Theurgy characteristic roll or a
Faith roll (or rolls a critical success on an Ego rotl).

Dolorous Stroke

{Level 5)

As the sin of spiritual pride increases, it is accompa-
nied by disdain for the real, the mundane and the physi-
cal; the soul is twisted between these extremes, and it twists
the body along with it. A process begun with Biemishes
(above) is completed as the theurge suffers some crippling
affliction, such as painful arthritis {sometimes bending a
hand into a claw), a bent back, lame leg, erc. This effect is
permanent (unless the Hubris level is decreased}), and may
often involve the loss of one or more points from Body
characteristics.

Faithless

(Level 6)

[nflated seif-impoertance eclipses the place of the
Pancreator in the theurges heart, and guilt and sin spill
out of his own form into the world around him. The
theurges Hubris is too great for him to bear alone, and it
begins to taint others. His sermons, no matter how well or
passionately delivered, cause others to feel a deep unease



Gaining Hubris

Hubris is gained through roleplaying. Certain acts or deeds undertaken by a character may cause her Hubris to
grow, and from there to slowly build if she keeps performing similar deeds. What are such prideful acts? Breaking
Church taboos, As a practitioner of theurgy, the character has agreed to certain precepts of her religion, and believes
heartily in these precepts. If it was ever revealed that shedid not believe, she would lose Faith and perhaps her theurgic
powers. Breaking the rules of the religion have consequences.

Below is a general guideline for members of the Universal Church of the Known Worlds of the Fading Suns.
Certain barbarians and aliens have different religions, and thus different precepts. The chart includes the taboo and

or great deed of some sort:

the roll required to gain Hubris from it (the character must fail this roll or else gain Hubris).

Taboo Roll Levels
Refusing sacrament Ego + Stoic Mind 1
Missing confession for more than onemonth  Ego + Focus 1
Suffering [nguisitorial torture Calm + Stoic Mind 1-2
Suffering excommunication Faith + Stoic Mind 2-3
Fumbling a theurgy rite Theurgy + Focus |
Exposure to alien occult powers Faith + Stoic Mind I
Exposure to evil artifact Faith + Stoic Mind -3
Declaring a vendetta Passion + Focus 1
Murder Passion + Focus 1-2
Rape Passion + Focus 1-2
Stealing Wits + Focus L
Inventing proscribed tech Ego + Focus 1
Rebellion against sect Faith + Focus 1
Starting your own sect Faith 4+ Focus 1-3
Losing Hubris

Characters can learn humility. But it is tough to regain squandered Grace; losing Hubris levels requires a guest

Deed Roll Levels
Pilgrimage Faith + Vigor 1
Church mercy {absolution for sins} Faith + Focus 1-2
Forsaking Theurgy* Faith + Focus 3
Performing a Church mission Faith + Focus 1

Ex posure to a Sou! Shard Human or Alien + Stoic Mind or Focus 1-2
Exposure to a Philosophers Stone Human or Alien + Stoic Mind or Focus 1
Selfless sacrifice Passion + Emmpathy 1-2
Exposure to relic (once per telic} Faith + Focus 1
Converting new faithful (heathens, heretics)  Faith + Empathy 1-2
Converting other sects ot orders Faith + Charm or Impress 1
Renewing the faith of one who had lost it Faith + Empathy 1-3

* [ose one Theurgy level and character must not practice for at least a vear, or lost Hubris will be regained {bur not lost Theurgy level).

and a resultant loss of faith. They may desert his sect or
even the Church itself, and in extreme cases {those who
were already depressed), may commit suicide,

Waste Land

{(Level 7)

As the secret sin grows, spreading from person to per-
son, it begins to settle in the inanimate world as well. The
theurge’s overweening Hubris begins to taint the earth it-
self, The local land becomes barren: Crops will not grow,
animals will not birth and their milk and meat go bad on
the hoof. If the theurge leaves and never returns, the land
may begin torecover, but it isalong and slow process which
can only be accelerated with cleansing rites and blessings.

Plague

{Level 8)

As the faith of the people falters and the land is
drained of its vitality, the theurgessin is manifested in the
bodies of those around her. A plague is delivered onto the
local populace and she is its source. She does not suffer
from the disease herself, but others around may catch it
from her.

Dead World

{Level 9)

Standing at the brink of damnation, the theurgesin-
sufferable pride is swollen to encompass his entire planet.
The Pancreator has cursed the world on which he preaches.
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The planet he is on when he gains this level of Hubris be-
comes a wasteland — the entire planet dies.Only when he
is healed of his Hubtis (all of it} or is dead, will the planet
live again. Priests whisper that this was the fate long ago of
the planet Nowhere, the reason whyso much of the planet
— said in Second Republic texts ro be lush — is now desert
and windblown wastes,

Miracles

Random acts of grace can occur and do, according to
many evewitnesses of miracles, The Chu tch, however, does
not always agree with common accounts, and appears to
have much narrower criteria for identifying miracles than
the average peasant. This has Jead many secular scholars
to wonder just how often the Pancreator takesa personal
hand in the lives of humanity, and how many miraculous
occurrences are lost to history, because it was politically
inexpedient for the Church to recognize them as such,

In play, any character may pray for a miracle. The
gamemaster should putas much emphasis on roleplaying
the prayer as possible. Have the praying characters player
recite her prayer aloud for the group. Note exactly what is
being asked for, and why. If the piayer is only seeking to
further her or her groups interests, without regard for the
greater good they might do with divine aid, a miracle is
not called for, This isa wild card that characterscancallon
at times, alchough it may very well not work — few get a
personal answer from the Pancreator. The roll is Faith; no
skill is added ands no theurgic training is needed as one
cannot conduct a miracle into existence the way one casts
arite.One Wyrd pointisspent. If thecharacter hasno Wyrd
points, he can still pray for a miracle, butif itis granted, he
cannot naturally regain Wyrd for one week.

Below are some general guidelines for miracles based
on the successes:

Successes Miracle

1-3 Simple fortuitous events which could just as
easily happen withoutdivine intervention, but
are especially beneficial for the characters: find-
ing a needed item or bit of information; bump-
ing into the very person who can help out the
party; timely intercession by parents, mentors,
lieges, etc.

4-5 Less likely events: a runaway vehicle collides
with an assassin;an attacking beast is calmed or
frightened away by a certain color worn by a
character; an Amalthean punches out an evil-
doer; the check clears the bureaucratic red tape
in time to save the orphanage, etc.

6-7 Extreme longshots which are not impossible
but highly improbable; lightning strikes an at-
tacker: all shotsin aclose firefight miss the char-
acters, etc.

8 Minor impossibilities: a broken machine tuns
one last time; a Reeve gives away his riches to
charity,a disinterested passerby decides totrust




the characters without being fast-talked or
duped, etc.

9 Strange unexplainable events: omens, visions
. and revelations; voices from the sky; a mysteri-

ous stranger who saves the dav then vanishes,
ete.

10 Deeply profound, soul-stirring events: mass vi-
sions; parting seas; new constellations in the
heavens: an Avestite judge shows clemency, etc.
Totally undeniable impossibilities: raising the
dead; halting the sun; surviving the vacuum of
space, efc..

Antinomy

Lurking in the shadows cast by dying stars across a
crumbling empire, awaiting the return of a hollow dark-
ened universe, poisoning the ears of high and low with
greed, rage and fear, the dark lords of pain engineer the
collapse of civilization. Antinomy and trafficking with
malefic spirits can be traced back to the prehistory of An-
cient Urth and other racial homeworlds, but appeared to
have undergone a renaissance with the extinction of
Sathraism. Much early Orthodox history contains detailed
accounts of the practices and behavior of captured
antironists, but little has been gleaned of their beliefs or
occult technigues.

One document intercepted by Avesti Inguisitors and
translated by Eskaronic monks appearstobea round chant
purporting to describe the hierarchy of all creation. Tt is
written in an ancient dialect of Kurgan, a fact of which
the Hazat never fail to remind Brother Battle troopsin their
border wars. Beginning with a brief recapitulation of
Eskatonic cosmogony, the chant describes the Celestial
Sun with Its layered Emanations, called Sefiros or “spheres”
by the order; each Emanation, through the action of its
residing intelligences or “Empyrean angels,” reflects the

Critical

Holy Flame outward until it is buried deep in the Tenth
Emanation, or matetial world. From there the chant pro-
ceeds into a heresy long since purged from the Eskatonic
Order; beyond the Tenth Sefiros lie ten more planes of ex-
istence cut off from the Holy Flame, dark empty shells of
the Sefiros catled Qlippoth in the chant,

The progression of Qlippoth twists through nonspace
so that the outermost Emanation converges upon a cen-
tral point, named by old heretics the [nfernos Prime, an
inconcetvably dense orb of black devouring fire, the op-
posite of the Celestial Sun. Inhabiting the Qlippoth are the
hollowed vessels of consciousness known as demons, who
yearn to break through ancient barriers confining them
to the Qlippoth and consume the never-ending bounty
and grace of the Celestial Sun. Since their natural portals
ro the Sefiros were closed off by a great race in some pri-
mordial con, they must enter the material plane through
the heart of a human or other sentient, which can cpen
its own doorways to heaven or hell,

Antimonists work in secret to opern the way for the
demons, using powers granted to them by their
attunerment to the Qlippoth, by spreading anger, hatred,
mistrust and any manner of corruption which can drive
the Holy Flame from within and cat away enough of the
soul to recetve demonic possession. A gamemaster wish-
ing to use a Antinomist as an antagonist may create
Qlippothic equivalents of most of the above occult pow-
ers, nore intrusive, soul-rending and painful versions,
with each level corresponding inversely to the Qlippoth
through which the power of the Infernos Prime is accessed.
{i.e, afirst level power derives from the Ninth Qlippoth, a
second from the Eighth, etc.) Practitioners of Antinomy
are often plagued by Urge and Hubris effects-as well. Be
sure that the antimonist never takes center stage for too
long, however, as they prefer to watch from the wings as
mastermind manipulators,
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Chapter Six: Combat

Combat isan intensive activitv. Lives hang in the bal-
ance. Emotions run high, and argumentsensue — not only
among the combatants but the players playing them. For
this reason, gamemasters and players in roleplaying games
often want detailed rules for fighting Such rules provide
an objective judgment on the results, helping to prevent
arguments.

[n addition, getting down and dirty into the small —
of ten excruciating — details of fighting can be fun. For this
reason, Fading Suns provides a simple, fair system for re-
solving combats between characters and includes some
optional rules for those who wish to get into even more
detail (and complication).

Gamemasters should be familiar wich the rules de-
scribed in Chapter Two: Rules, and it helps if players also
know these rules. New rules useful for resolving fights are
introduced below. These rules add extra complications to
the game for the purpose of simulating fighting. They
should be considered optional. The gamemaster is free to
ignore whatever complications he feels slow down the
drama.

Initiative

When more than one character acts in the same turn,
an Initiative rating isused todetermine whoacts first, Each
character’s rating is equal to the skill he is using, and che
character with the highest rating acts first. For multiple
actions, whichever skill is used first determines that
characters initiative. For example, Tobo is swinging an ax;
his Melee skill is 6, so his initiative is also 6.

In the case of ties, characters compare their Wits char-
acteristics. If Wits scores tie, the actions are considered to
be simultaneous.

In addition, certain actions can add or subtract from
a characters initiative rating. For example, Tobo performs
a Martial Hold, which subtracts ong from his initiative. His
Fight skill is 5, so his initiative is 4 for that turn.

Note also that multiple action penalties and wound
penaltiesare applied to initiative ratings in addition to goal
rolls.

Actions

[n Fading Suns, a character’s activity in combat is di-
vided intoactions: punching, kicking, grappling or shoot-
ingagun, Actions may or may not have a positive or nega-
tive modifier to initiative, goal number, damage dice and
a special effect (such as target knockdown). The character
sheet lists four basic of fensive actions that anyone can per-
form regardless of training: Fist, Kick, Grappleand Charge.
Any character can also perform a Dodge.

Specialized actions may require a special skill before
they can be performed, such as Martial Arts or Fencing.
Players should determine which actions they plan to per-
form frequently in combat and write them down on the
character sheet. This includes the traits for che particular
weapons their characters carry and any Martial Arts or
Fencing actions they may have learned.

Refer to the Basic Actions Chart (Chapter Two: Rules)
for specific rules ef fects.

Fist: A punch, slap or strike with the hand orarm.

Kick: A strike or sweep with the leg or foot.

Grapple: Wrestling. This can be a hand, arm or head
lock, or a full body grapple. The intent cant be to hold an
opponent down, to disable him or to injure him. If the at-
tacker succeeds in a goal roll against his target, he has
grabbed him {this roll can be resisted with adodge). He then
rolls Strength + Vigor versus the target’s Strength + Vigor.
If successful, the target is grappled and cannot move or
dodge. Theattacker can choose to deliver his grapple dam-
age once per turn (he cannot also perform multiple ac-
tions).

Each turn after the first, the target can try to break
the hold with another Strength + Vigor contest. Thisis the
onlycombat action a grappled character can takein aturn.
However, the attacker gains a bonus to his roli each turn
after the first that he holds his opponent:

Tum Attacker Bonus
Second 42

Third +4

Fourth +6

Fifth +8

Sixth+ +10
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Multiple Actions

A character may perform up to three differentac-
tions in a single turn. However, if more than one ac-
tion is taken, all actions will suffer a penalty:

Two actions: Both actions ate considered De-
manding (-4}

Three actions: All three actions are considered
Tough (-6).

1n addition, no character can perform more than
one of the same action per turn {except for firing or
throwing ranged weapons, such asgurns, bows ot darts).
A character can fire a ranged weapon up to three times
in a turn, as long as the weapons rate of fire allows it.
A character cannot swing his sword twice atafoeina
single rurn, although he may swing his sword and
dodge his foes riposte.

Strength Bonus

Don't forget that characters with high Strengths
will receive a bonus to their hand-to-hand or melee
damage. See Strength in Chapter Four: Traits.

General Modifiers

Combat is not always simple. It seems theres aiways
something getting in the way, whether itisa foggy al-
ley or a freshly waxed floor toslipa fencer up. Below
are some modifiers to use in addition to the more gen-
eral bonusesand penaltiesgiven in Chapter Two: Rules.

Perception Modifiers

Perception

modifier Condition

-2 Moonlit darkness

-4 Fog or smoke

-6 Near or total darkness

+2 Well-lit

-2 Extremely bright light

4 Blindingly bright light

+2 Utterly silent

2 Loud noise

-4 Extremely loud noise

Physical Obstacles

Dexterity

modifier  Obstacle/Condition

-2 Slippery floor

-2 Performing a Fight or Melee attack from
the ground o

+2 Performing a Fight ot Melee attack against
a target on the ground

-2 Attacking from partial cover (behind a
crate) '

-4 Attacking from full cover (behinda wall)

-4 Performing an action while running -
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Charge: Ramming into an opponent with the intent
to knock him down and injure him. If successful, both at-
racker and target go down. Add one die of momentum
darnage per three meters run, The next turn, the attacker
may attempt to grapple the opponent he gains a +2 bonus
to his initiative and goal roll as long as he can act before
his opponent stands up again. Buta Charge attack is not
for wimps: The attacker also suffers any momentum dam-
age rolled against his target.

It takes two actions to stand up. Thus, someone could
conceivably be knocked down and stand up again bv the
end of the turn, although only if he had planned on tak-
ing three actions (and thus applying the penalty toall his
rolls that turnd. No roil is required to stand up.

If the character petforms no other action than a
Charge that turn, he may move up to his full running dis-
tance (see Vigor, in Chapter Four).

Dodge: The character leaps our of the way of an on-
coming attack, deftly sidesteps a sword, or leaps to the
pround to avoid a hail of bullets. This action can also in-
clude blocking an opponents fist or Kick by deftly redi-
recting its force with a slight tap. Trained fighters will want
to complement their attacks with a good defense — thus
they should learn both Fight and Dodge skills.

When dodgingan attack, roll Dexterity + Dodge.If the
dodger has more successes than his attacker, he has com-
pletely avoided the attack. Otherwise the number of suc-
cesses is subtracted from the opponents successes before
figuring out victory points. For example, Cardanzoisfight-
ing a Chainer mercenary. The Chainer kicks Cardanzo,
who dodges the blow. Cardanzo rolls his Dexterity + Dodge
and gets 10 successes. But the Chainer got 12 successes on
his roll. The Chainer hits with two successes totaj (i2 - 10
dodge successes). That means the Chainer gersnoextra vic-
tory dice to add to his kick damage.

A character can choose to dodge at any time during
the turn. However, it requites one action and should be
declared at the start of the turn with any other actions,
and it will suffer the multiple action penalty. If a charac-
ter chooses to dodge after he has performed an action with-
out raking the multiple action penalty, he can still do so
_ but he loses all further actions that turn, and his dodge
will suffer the multiple action penalty. Thisis called “abort
to a dodge” or simply, “aborting.” In addition, he can only
perform one action the next turnata -4 penalty {(as if he
were performing two actions). A character cannot abort to
a dodge if he has already performed three actions.

For example, Cardanzo is surprised in an alley by his
Chainer foes comrades, He punches one of them, hoping
it will convince the others to halt their actack. It doesn',
and one of them swings a fiail at him. Cardanzo decides to
abort to a dodge. However, this is his second action in the
same turn, and he did not take a penalty on his previous
action (he originally didn't intend to perform another ac-
tion). He can still dodge this turn, but his dodge suffersthe
penalty for performing two actions (-4), and he can only



take one action during his next turn (instead of three),
which will suffer a -4 penalty.

Iniriarive does not matter when dodging — the char-
acter simply responds to what comes at him, In addicion,
the dodge applies to all attacks made against the character
that turn, unless he has aborted, in which case those at-
tacks that occurred before he aborted are not affected.

A character gains some advantage versus ranged at-
tacks when hiding behind cover:

Cover Dodge bonus

Lying down +l

Behind partial cover (a crate) +2

Behind full cover (a wall) +4

Martial Arts

It is one thing to throw a punch at someone, but an-
other thing entirely to throw a punch afrer spending
weeks — or vears — training for it. By applying thought to
body mechanics in a systematic way, the martial artist gains
a significant edge in combat over his opponents. Martial
Artsactionsare mostly variations on Fist, Kick, Grappleand
Dodge, but with more finesse and power. They are rated
by the Fight skill level required to learn them. Forexample:
Martial Hold is 4, meaning that a character must know
Fight 4 to learn it. Each action must be bought seperately
(buving the fevel 5 Claw Fist does not give the character
the level 5 Tornado Kick or any other actions of lower lev-
els). However, martial actions do not have to be learned in
order {a character can buy Martial Hold without having
to buy Martial Kick).

Martial Arcsactions cost 1 point per level during char-
acter creation, or 2 per level with experience points.

Stylcs

Martial Arts actions vary greatly depending on the
styvle they come from, although in strict rules terms, a
throw is a throw, regardless of whether it is performed by
an aikidoka or judoist. In Fading Suns, style is mainly a
matter of atmosphere. While styles do flavor and modify
certain actions, they are mainly used to enhance
roleplaying — characters don't just pull their Martial Arts
actions out of nowhere; someone had to teach them. In
the Known Worlds, martial stylists proudly advertise their
affiliations and engage in fierce rivalries with other stvl-
ists.Grand tournaments are held to determine whose style
isbest. But, in the end, it is usually not the style that deter-
mines the outcome of a fight, but the fighter herself.

Below is a list of the more famous martial styles. Oth-
ers exist, but teachers are rarer.

Shaidan: A no-nonsense power form similar toancient
Urth karate. The Grand Master of thisstyleis Duke Enrico
de Aragon, a Hazatr noble. He has spread the popularity of
this art far and wide, and it is now considered the art of
choice for people of class and distinction. Honot is highly
valued and underhanded fighting tactics are frowned

N iR
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Combat Summary

Step One: Initiative
A charactersinitiative rating is equal to the skill used
that action, plus or minus any initiative modifiers.

Step Two: Goal Roll

L. Add characteristic + skill = natural goal number

2. Add or subtract medifiers = modified goal number

3, Roll modified goal number or less.

Option: “Accent” the roll (see Chapter Two: Rules). Ac-

centing must be declared before the die is rolled.

4. Compare results to:

«  l=automatic success{no matter how low the goal
number is, a character always succeeds ona "1 If
his goal was 1, he succeeds but does not critical)
Less than modified goal number = success (num-
ber of successes equals the amount rolled on the
d20.1f the roll was 8, then the character has Ssuc-
cesses)

Maedified goal number = critical success (double
victory points)

19 = automatic failure {no matter how high the
goal number is, a character always fails ona "197)

20 =critical faiture or fumble: something very bad
happens, determined by the gamemaster {no mat-
ter how high the target number is, a character al-
ways fails on a 20"

Step Three: Damage Roll

1. Determine damage dice:
+  Compare the number of goal successes to the Vic-
tory Chart: each victory point equals one extra

damage die.
Successes Dice
1-2 0
35 +1
6-8 +2
9-11 +3
12-14 +4
15-17 +5
18 +6

Critical success = Dice x2

Add the weapon’s damage dice to the victory dice
2. Roll damage dice. The goal number is 13,
3. Each die that rolls less than or equal to goal num-
ber = one point of damage
4, The rotal amount of damage points are applied to
the target’s armor (if any). Each point of armor sub-
tracts one from the total number of damage points.
Any remaining pointsare subtracted from the targets
Vitalicy. When a target has no Vitality, he is dead.
Multiple Actions
Repeat steps one through three for second and third
actions. Once all actions have been complered, begin
anew turn.
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upon — such maneuvers are for peasants, not noble lords.

Shaidan stylists may fearn Fist actions at one level
lower than the action’ required level. However, kicks and
grapples are considered somewhat uncouth and are not as
widely practiced. Kicks and grapples cost one extraexperi-
ence point to learn.

Koto: A tricky art using misdirection to deliver unex-
pected blows onto an opponent. Named after amythologi-
cal trickscer bird from the folklore of the planet Aylon, the
current Grand Master of chisstyle is Count Rumi al-Malik.
The art is steeped in weird mystical philosophies involv-
ing riddles and deconstructive ontology. Count Rumi’s
students teach the art to anyone who proves worthy, and
are said to teach even serfs (a crime on some worlds).

Mantok: Named for Mantius, the Propherts disciple
{also known as the Soldier) whose purview is Protection.
Thisis the Brother Battle martial fighting style, taught only
to members of that order. There are harsh penalties for
teaching its secrets to outsiders. Atlow levels, it is a power-
ful style utilizing strength and body mechanics prowess,
At the higher levels, internal, or Wyrd, power is utilized to
perform amazing feats with little effort.

Brothert Battle monks who practice Mantok can buy
any martial action for one less experience point than the
usual cost.

Iron Heel: An art practiced by the Muster. It isa down-
and-dirty commando art which recognizes the necessity
of incapacitating an opponent over the need for honor.
Kicks and holds are specialized in, the former for their
reach, the latter for their ability to hold an opponent long
enough to cuff him,

Muster stylists may learn Kick and Grapple {Hold) ac-
rions at one level lower than the action’s required level.
However, internal mastery actionsare rarely practiced; add
two to the experience point cost of any action of Level 7
or above.

Jox Kai Von (Jox Boxing) A nasty and dirty Ur-Ukar
art with no-holds barred — eye gouges, groin punches, ear
pulls, etc. It is a close-in fighting style, and chus relies on
few kicks Although the Grand Master is an Ur-Ukar, this
art is poputar among the Decados as a sport against free-
men and serfs (they rarely use it against fellow nobles).

Jox scylists may learn Grapple (Hold) actions at one
level lower than the action’s required level. However, kicks
COst two extra experience points to master.

Graa: Because this style relies on a Voroxs six limbs,
non-Yorox mayv not learn Graa. Vorox physiques allow for
special techniques, and a few Vorox have taken advantage
of thisand raised their techniques to a martial form. This
art is rare among the Vorox, as it is practiced by onlyasmall
percentage of civilized Vorox.

Martial Arts Actions

Refer to the Martial Arts Actions Chart for specific
rules effects.

Martial Fist {Level Iz A punch, slap or strike with the
hand or arm usingadvanced techniques. Throwinga mar-



tial punch is not just @ matter of thrusting the arm out-
ward; it also involves foot stance and torso movement. [n
rmany styles, power is generated in the torso rather than
with the arm. There are many types of martial punches
with many names, from Shaidan’s Rovyal Palm, Kotos Jagor
Strikes the Amenta {named after alien beasts) to Mantok’s
Step Forward, Deliver the Sermon.

Martlal Kick (Level 2} A strike or sweep with the leg
ot foot using advanced techniques. Training in Martial
Kick alsoimpliesa certain amount of limberness and flex-
ibility in the legs. Different styles have different kicks, from
high kicks tothe head to low kicks to theshin. Styles vary
from Shaidans Peasant Heel, Kotos Step to Sky, to Mantoks
Bend Knee, Turn the Page.

Martial Hold (Level 3% A Grapple is brutestrength ver-
sus brute strength, but a Martial Hold uses body mechan-
ics to more easily fell an opponent. This can either be a
wrestling maneuver or a simple wrist grab and lock, de-
pending on the style. 1t relies on leverage and effective
holds rather than raw strength to immobilize opponencs.

The stylist rolls Dexterity + Fight to first grasp his tar-
get {this can be resisted with a dodge}, If successful, he rolls
Dexterity + Fight again, but he can add the victory points
from his previous roll to this roll. This roll is contested by
the targets Strength + Vigor roll. If the stylist is successful,
the target is grappled. The attacker can then choose to de-
liver the grapple damage (3d) per turn. The normal attacker
bonusforsuccessive turns of grappling applies (see Grapple,

abaove).

In addition, characters who learn chis action can re-
sist Grapples or Martial Holds with their Dexterity + Dodge
rather than Strength + Vigor.

Some names for different hold maneuvers are
Shaidans Bid Thee Kneel, Kotos Throw the Net to Catch
the Fish, or Mantok’s Grasp Hand, Bow to Pray.

Block (Level 4): An advanced dodge, the stylist can
twist to avoid blows or redirect the force of the blow with
his limbs. Resolve a Block just like a Dodge, but if the
stylist’s roll is successful, add three successes for resisting
attacks. Thus, this action does not improve a character
chances of meeting an attack, but if he does, he is berter at
deflecting it.

Martial Throw (Level 4} The stylist grabs his opponent
and throws him. Not all styles utilize throws; those that
do usually rely on leverage rather than strength,

Thisisresolved like a Martial Hold {above), but instead
of grappling a target, the stylist throws him one meter per
success, up to a maximum distance equal to his Strength.
The damage is 3d plus [d per three meters thrown. If the
target was Charging the stylist, the stylist gains a+1 bonus
to his second roll per meter the target has run.

This could be Kotos Fling rthe Monkey or Mantok’s
Grasp Hand, Send Gift to Heaven.

Claw Fist {Level 5; A more lethal punch than Marcial
Fist, its name comes from the most cornmon variant of this
action, which involvesarakingor piercing strike toa vital
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area. This could be Shaidan’s Sword Fist, Kotos Royal Vorox
Decrees, or Mantok’s Close Palm, Reach the Heart.

TornadoKick (Level 5k A spinning back kick. The styl-
ists spins in a circle, striking his opponent with his
outthrust leg, which has gained immense momentum
from the spinning. Thiscould be Kotos Weathervane Pre-
dicts the Storm or Mantok’s Raise Foot, Spin the Prayer
Wheel.

Sure Fist (Level 6): A punch that trades speed for in-
creased accuracy. This could be Shaidan’s Noble Decree,
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Koto's Tortoise Wins the Race, or Mantok’s Spread Palm,
Speak the Truth.

Leaping Kick {Level 6} The stylist leaps through the
air to connect with his opponent while airborne. lron
Hand stylists have been known to knock interfering
nobles from their mounts with rheir leaping kicks. This
could be Kotos Prophet Walks on Clouds or Mantok'’s Leap
Forward, Embrace the Sun.

Choke Hold (Level 6): A grappling action designed to
render an opponent unconscious either by cutting off his
air {choking) or through systemn shock.

After three turns of successful grappling (or if the tar-
get becomes stunned by grappling damage), the attacker
rolls Scrength + Vigor versus histarget’s Endurance + Vigor,
If successful, the target falls unconscious for a number of
turns equal to the attacker’s Strength.

Various different Choke Hold maneuvers include
Koto's Singing the Lullaby or Mantok’s Clasp Neck, Wring
Qut the Robes.

Speed Fist (Level 7): A quick punch designed toland a
blow before an opponent can defend against it. Add three
to the successes to resist an opponents dodge (these suc-
cesses do not affect damage). This could be Shaidan’s Can-
non Fist, Koto’s Snake Surprises the Sleeper, or Mantoks
Thrust Hand, Pluck the Coal.

Trip Kick (Level 7 A low kick designed to knock an
opponent off his feet, usually by hooking the ankle
around the opponentsankle or by throwing the opponent
off balance through misdirection and toppling him with
a kick.

Cornpare the zoal roll to the target’s Dexrterity + Vigor
roll. If the attacker is successful, the targer is knocked
down. {It takes two actions to stand up again.}

This could be Kotos Monkey Tail Plays While Hands
Surrender or Mantok’s Step Forward, Sweep the Floot.

Throw Group (Level 7% The character must first learn
Martial Throw (see above). The stylist defends against mul-
tiple artackers by throwing them, using theirown momen-
rums against them. This is a defensive action, and only
opponents attempting to engage the stylist in a hand-to-
hand attack may be thrown,

The stylists Dexterity + Fight roll is contested against
each artackers goal roll {attackers cannot dodge this roll
since they have committed themselves to an of fensive ac-
tion). The stylist can throw each opponent against whom
he has the most successes. {One meter per success uproa
maximum of the stylist’s Strength; Id damage per three
meters thrown))

Each turn he performs this action, he can throw a
maximum number of people equal to his Fight rating. A
Throw Groupaction is the only action a character can per-
form in the turn, since he is in effect performing many
multipie actions.

This has various names, from Kotos Fools Follow Fools,
ALl Will Follow to Manroks Lower Arms, Call the Faithful
to Praver.



Basic Actions Chart

Action
Fist
Kick
Grapple

Charge

Dodge

Martial Arts Actions Chart

Martial Action
Martial Fist
Martial Kick
Martial Hold

Block

Martial Throw

Claw Fist
Tornado Kick
Sure Fist
Leaping Kick
Choke Hold

Speed Fist

Trip Kick

Throw Group

Block & Strike

Power Fist
Vital Strike

LVL

et b

N OO unn

9
10

Roll

Dx+Fight
Dx+Fight
Dx+Fight

Dix+Fight

Dx+Dodge

Roll

Dx+Fight
Dx+Fight
Dx+Fight

Dx+Dodge

Dx+Fight

Dx+Fight
Dx+Fight
Dx+Fight
Dx+Fight
Dx+Fight

Dx+Fight

Dx+Fight

Dx+Fight

Dix+Fight

Dx+Fight
Dx+Fight

Graa (Vorox Martial Art)

Martial Action
Banga (Charge)

LVL
3

Drox {Second Hand) 5

Throx (Third Hand) ¢

Roll
Dx+Fight

Px+Fight

Dx+Fight

Init

-1
-1

-2

Goal

+2
-1

+2/0

2

Goal

DMG

b A b

DMG

(WS

e PR e

DMG
3+

Effect

If successful, roll Str+Vigor vs, targecs
Ste+Vigor. If successful, target is grappled; at-
tacker can choose to deliver grapple DMG per
turn

If successful, attacker and target knocked
down. Add Id DMG/ 3 metersrun

Subtract successes from opponents successes

Effect

If successtul, roll Dx+Fight {+ victory points)
vs. target’s Str+Vigor. If successful, rarget is
grappled; attacker can choose to deliver
grapple DMG per turn

As Dodge. If successful, add three successes to
resist attacks

If successful, roll Dx+Fight (+ victory points)
vs. target’s Str+Vigor. If successful, throw tar-
get Im/success up to Str. Add 1d DMG/3 m
thrown

After three turns of grappling, roll Str+Vigor
vs. target’s End+Vigor If successful, target falls
unconscious

+3 successes against dodges and blocks

Roll vs. target’s Dx+Vigor. If successful, target
is knocked down '

Roll vs. target’s attack roll. If successful, throw
target Im{ success up to Str. Add 1d DMG/ 3 m
chrown.Can throw oneattacker per Fight rat-
ing

Block opponents attack. If successful, roll
Martial Fist or Kick attack with no multiple
action penalty

Option: Spend | Wyrd toadd 1d DMG

Rolt complementary Per+Physick:add victory
dice to DMG

Effect

If successful, attacker and target knocked
down. Add 2 DMG/ 3 m run

Allows a second action with no multiple ac-
tion penalty

Allowsa third action with no multiple action
penalry
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Biock and Strike (Level 8k At this level the stylist has
mastered two separate maneuvers so well that he can per-
form them as one. The stylist first performs a Block against
an opponents attack, If she is successful, she then rolls a
Martial Fist or Martial Kick attack — and she suffers no
multiple action penalty. The combination of Block and
Strike is considered to be one action.

Power Fist (Level 9): An extremely powerful punch
utilizing internal power — subtle body mechanics com-
bined with breathing The stylist can choose to spend a
point of Wyrd immediately before rolling and gain a extra
die of damage (if the roll succeeds). This is of ten accompa-
nied by a shout.

This esoteric action is known by various names, ftom
Shaidan’ Imperial Decree, Kotos Comet Strikes the World,
to Mantok’s Stretch Spine, Speak the Word.

Shaidan stylists do not get their Fist bonus with this
action; they must purchase it as a Level 9 action.

Vital Strike (Level 10} A strike to a vital point on the
opponents body, Knowledge of this action implies some
knowledge of anatomy. The stylist can make a comple-
mentary Perception + Physick roll {this does not require a
separare action), but the victory points add to the Vital
Strike damage dice instead of the goal roll. This,combined
with the Vital Serike rolls own victory dice and 3d of dam-
age, can producea truly lethal blow.

Some of thisdeadly blows names are ShaidansShadow
Strike, Kotos Mantis Injects the Poison, or Mantok’s Wave
Hand, Put Qut the Light.
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Graa (Vorox Martial Art) Actions

Banga ("Charge”, Level 3} Do not stand in the way of a
charging Vorox. This action allows the Graa stylist to take
full advantage of his superior bulk and six limbs to be-
come a veritable speeding train.

Drox {“Second Hand", Level 5): The Vorox has trained
himself to use one of his extra limbs to perform one extra
action per turn without suffering the multipleaction pen-
alty. This extra action must involve use of one of the
Voroxsother limbs — afist to punch, a foot to kick,a hand
to grasp the bucking carriage, etc. The character can also
use this marrial ability with melee weapons or ranged
weapens. The prospective second-hand fencer or gun-
slinger must have Melee or Shoot skill at [evel 5.

Throx {“Third Hand", Level 9): The character must firsc
learn Drox before he can learn Throx. The Vorox has
trained himself to use another of his extra limbs 1o per-
form a rotal of two extra actions per turn without suffer-
ing the multiple action penalty. Each of these extraactions
must involve use of one of the Voroxs other limbs — a fist
to punch, two arms to grasp the rope while the other fires
a gun, et¢. The character can also use this martial ability
with melee weapons or ranged weapons. The prospective
second- and third- hand fencer or gunslinger must have
Melee or Shoot skill at level 9.

Fencing

Fencing is the art of the blade, Fencing duels are the
preferred methed of resolving disputes of honor among
the nobles of the Known Worlds. A noble who doesn’
know how to handle a sword may find himself dishon-
ored or dead.

Fencing actions are trained tricks of the trade. Any-
onecan thrust wicth a blade, but only those who have care-
fully practiced will gain special benefit from it. Fencing
actions ate rated by the Melee skill level required to learn
them. For example: Disarm is 5, meaning that a character
must know Melee 5tolearn it. Each action must be bought
seperately {buying the level 5 Feint does not give the char-
acter the fevel 5 Disarm ot any other actions of lower tev-
els) However, fencing actions do not have to be learned in
order (a character can buy Disarm without having to buy
Slash).

Fencingactions cost 1 point per level during character
creation, or 2 per level with experience points.

Fencing Actions

Refer to the Fencing Actions Chart for specific rules
effects.

Parry (Level 1} Perhaps the most basic and important
action in fencing — the ability to deflect an opponent’s
blade with ones own.

Thrust (Level 2k A forward thrust with the point of
the blade. Although best performed witha thin blade, such
as a rapier, a broadsword thrust can still be devastating.
Thrusting allows the fencer extra reach.



Fencing Actions Chart

Action LVL Roll Init Goal DMG Effect

Parry I Dx+Melee +2 - Roll victory dice + weapon DMG as armor
Thrust 2 Dx+Melee +2

Slash 3 Dx+Melee -2 +1

Flat of blade 4 Dx-+Melee -3d No victory dice are added

Draw & Strike 4 Dx+Melee -2 Draw sword and strike in same action
Disarm 5 Dx+Melee -2 -1 {f successful, Toll Dx+Melee (+ victory points)

vs.target’s Str+Melee. If successful, tarpet drops
blade, which can be thrown lm/ victoty point

Feint 5 Dx+Mclee -2 -1 Add 3 successes against dodges only

Off-hand 6 Dx+Melee Suffer no penalties for off-hand weapons

Parry/Riposte 6 Dx+Melee +2/-1 Parry opponents attack. If successful, roll at-
tack with no multiple action penalty

Cloak 7 Dx+Melee 0/-1 Parry opponentsattack with acloak in the of f-
hand {armor = victory points +3). If successful,
attacker can attempt to Disarm opponent
with no multiple action penalty

Athletic Strike 8 Dx+Melee -3 -2 Perform athletic feat (swing from chandelier}
in sume action with no multiple action pen-
alty

Pierce 9 Dx+Melee -2 -3 Ignore targets physical armor (not energy
shields)

Double Strike 10 Dx+Melee -1 -1 Artack with primary and off-hand weapon in

same action {roll both attacks separately}
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Slash (Level 3} A sideways, downward or upward swing
of the blade. Unlike thrusting, slashing has a larger con-
tact area {the edge of the blade rather than the point), but
not as much reach. In addition, it is hard not to telegraph
{reveal) a slash before it hits, perhaps giving an opponent
time to react.

Flat of Blade (Level 4): A slap with the flar of the blade
rather than the edge, meant to hutt an opponent rather
than Kkill him. However, this can be an insulting gesture
and many nobles may become enraged if repeatedly
slapped this way, causing them to lose their composure and
poise, pethaps even driving them to reckless and poorly
defended actions — “Exactly the point,” say the dastards
who employ this maneuver.

Draw and Strike {Level 4} Normally, drawing a sword
from itssheath or picking it upfrom the ground takes one
action, But a fencer with this training can whip out his
sword or kick it upfrom the ground, catch it and strike in
a single motion—handy if one is being hunted by assas-
sins.

Disarm (Level 5% The fencet can use his blade to knock
an opponent’s blade from his hand and send it flying
rhrough the air or skittering across the floor a distance of
one meter per victory point.

The fencer rolls Dexterity + Melee {the target can
dodge this toll). If successful, he rolls Dexterity + Melee
again but adds the victory points from his previous roll.
These successes are Then contested by the attacker’s
Strength + Melee roll. Optionally, the fencer can choose to
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substitute Strength (rather than Dexterity) for thissecond
roll.

Gracious fencers will allow their opponent to then
fetch their blade before continuing the duel, a lesson in
humility. Cads will take full advantage of a weaponless foe.

Feint (Level 5 The fencer fakesa move (such asa thrust
to the heart) but then swiftly changes it (a thrust to the
leg), throwing of f an opponents defense. This action adds
three successes to contest dodges only. A Feint will only
work twice against a single opponent per engagement.

Off-hand (Level 6} The fencer has trained to fight
with a weapon in both hands. He suffers no penalties for
using a weapen in his off-hand. He can thus switch hands
if one arm tires or he wishes to throw off an opponent —
“But 1 thought you were right-handed!” “Ho, sir! 1 fight
equally well with either hand.” Or he can use an off-hand
defensive weapon to parry with, such as a main-gauche or
dagger.

Parry/ Riposte (Level 6): The fencer’s reactions are good
enough to parry and then swiftly return a strike. This is
treated as one action. The fencer must allow his opponent
the first attack, which he parries and then returns. {f his
opponent elects not to attack or misses, the fencer may
strike at theend of the action.

Cloak (Level 7 The fencer can use a cloak in her off-
hand with which to parry ot disarm her opponent. In ad-
dition, on a successful parry,she may try to Disarm her op-
ponient without taking an extra action — the effort is so
swift it takes place as the opponent tries to withdraw his




Firearms Actions Chart

Action LVL Roll Init
Aim Dx+5heot -3
3round burst Dx+Shoot -
6-round burst Dx+5hoot -2
Empty clip Dx+Shoot -2
Spread Dx+Shoot. -2
Snapshot 3 Dx+Shoot  +l
Quick draw 3 Dx+5Shoot -2
Recock 7 Dx+Shoot -2

Goal DMG  Effect

+i/turn Maximum bonus is 3 (more if a sight is
used)

-1 +1

-2 +3

-4 +5 +3 successes against dodges only

-I/m +1 Spread up to 5m,anvone in targeted area
must dodge or get hit

-2 Can be performed with a dodge for no
penalty (no other actions may be taken
in same turn) ' -

-1 Draw gun and fire in same action

-1 Recock tifle or shotgun and fire in same
action :

blade (the character must first learn Disarm, level 8}, This
action is popular among nobles who are subject to ruffian
assault while traveling incognito. The fencer must firse
learn Off-hand {Level 6}.

Athletic Strike (Level 8): The fencer — in the swash-
buckling rradition — can swing from a chandelier, slide
down a banister, leap from a window, etc. — and still strike
his opponent in the same action! He suffers no multiple
action penalties for doing so. However, this feat plus the
strike must be the only actions performed in the turn.
Gamemaster discretion.

Pierce (Level 9% The fencer’s precision is amazing — she
can slip her blade between the joints of an opponents at-
mor. Her attacksignorearmor (exceptenergy shields). If the
opponent is wearing armor with no joints or openings of
anvy kind which would allow the pointof a blade through,
then this maneuver must contend with that armor. How-
ever, such a situation is very rare and is usually encoun-
tered only with ceramsteel batrle suits, designed to be en-
virenmentally sealed.

Double Strike (Level 10} The fencer canistrike with his
blade and quickly follow it up with a strike from his of -
hand (a dagger, sword, punich, etc.). This is considered ro be
asingle action. Both atracks are rolled separately. The fencer
must first learn Off-hand (Level 6).

Guns

The gun is the grear equalizer. Unlike martial arts or
fencing, anybody can pick up a gun and deliver a killing
blow. It is perhaps lucky for most that, in the Known
Worlds, guns are not easily available to everybody. Gun-
smiths charge exorbitant prices for their goods and their
steady customers — rich noblesand weelthy guildmembers
—support this practice, preferring to keep such toolsin the
hands of the upper classes. The cutrageous cost for ammu-
nition can also be blamed on this class bias. Much like me-
dieval Japanese peasants who were not aliowed to carry
swords — such an honor being reserved for samurai — the
average Fading Suns peasant is not permitted to carry fire-

Range Penalties

Range Penalty (goal roll}
Short Range none

Long Range -2

Extreme Range -4

arms, and most simply cannot afford one. While thereisa
steady blackmarket need for cheap, readily available guns,
people get what they pay for. The lack of technical know-
how ensures that these cheap knockoffs often fall to pieces
after firing a few shots.

Gun actionsare rared by the Shoot skill level required
to learn them. Forexample: Quick Draw is 5, meaning that
a character must know Shoot 5 to learn it. Most gun ac-
tions, however, can be performed by all but the most in-
ept. If no level is listed for the action, it can be performed
by anyone — it does not have to be bought as a learned
action. However, all actions assurme a minimum Shoot rat-
ing of at least 3. If, for some reason, a character has less Shoot
skill than that, he cannot perform the action for the ben-
efits listed.

Refer to the Gun Actions Chart for specific rules ef-
fects. See Chapter Seven: Tech for further details on guns.

Reload: A character can teload a clip or a revolver
speedloader in one action. If she is using a revolver and
doesn't have a speedloader, she can load three bullets per
action. If she is using a bolt-action or a lever-action rifle,
she can reload one bullet per action. A lever-action rifle
can be recocked and fired in the same turn if the charac-
ter learns the Rifleman action (below).

Aim: A character can take time todraw a bead ona
target before he fires. For each rurn he spends, he can add
+1 to his goal roll. The maximum he can add this way is 3.
However, if he has a sight, he can employ that also. Sights
add up to 3 {depending on the quality of the sight), but
one turn must be spent per +1 added. For example, the fa-
mous sniper known as the Black Mantis sits on a roof top,
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Weapons Charts

Key: STR = Strength required to wield the weapon (otherwise -2 goal roll ), RNG = Range in meters (Short Range/
Long Range; any distance past long is Extreme), Rate = the maximum number of actions allowed with this weapon
per turn, S17 = X5 (extra small), 5 (small), M (medium), L (large), XL {extra large), Cost = Benefice cost

Melee Weapons

Weapon Roll Goal DMG STR  SIZ Cost
Knife Dx+Melee 3 1 S 0
Ditk Dx+Melee 4 2 M 0
Main gauche® Dx+Melee 3 2 M 0
Rapier Dx+Melee 5 3 L 0
Broadsword Dx+Melee 3] 4 L O
Scimitar Px+Melee 6 3 L 0
Two-handed sword*¥*¥  Dx+Melee 8 6 XL 0
Axe Dx+Melee 7 5 L 0
Club Dx+Melee 4 2 L 0
Mace Dx+Melee 5 3 L 0
Flail Dx+Melee 4 4 L 0

* W hen parrying armor value is 5 + victory points

] iniciative

Artifact Melee Weapons

Weapon Roll Goal DMG STR SIZ Cost
Wireblade® Dx+Melee 7 2 L. 12
Flux Sword** Dx+Melee +1 6 3 L 11
Mist Sword** Dx+Melee +i 6 3 L 13

* lgnotes physical armor (not enetgy shields)
#% Flux and Mist Swords can leak through encray shields. Roll damage normally, but those dice which roll 1.2, 3.4 ot 3ignore shicids.

Thrown Weapons

Weapon Roll Goal DMG* STR RNG Rate SIZ Cost
Knife Dx+Throwing 3 3 5/10 2¥%¥ S 0
Star Dx+Throwing 2 2 5/10  2**% XS 0
Dart Dx+Throwing 2 2 510 2%¥ XS 0
Rock Dx+Vigor*¥** 1-2 1-3 510 2** XSL O

* A character tnay add his Steength damage botus,

#% The rate assumes that the character is holding exfra weapons in his off-hand and is quickly drawing from this stack with his throwing hand
{loading does not requirc an exrra action). A charactes can hold in his hand and throw more than one star or dart in the same action: maximurm of
three stars each, For each extra star/dart thrown in the same action. subtraces one from the goal roll. It takes an entire action to "load” multipie stats
or datts into one hand.

##% |f Throwing skill is used instead of Viger, add encto the goal rofl.

Bows and Crossbows

Weapon Roll Goal STR DMG RNG Rate SIZ Cost
Hunting Bow Dx+Archery 4% 4 20030 3 M 0
Long Bow Dx+Archery 6* 6 40/60 2 L 0
Target Bow Dx+Archery 3% 3 30/40 2 M 0
Hand Crossbow¥*¥ Dx+Shoot 2(3) 3 10/20 1 S 0
Med Crosshow*¥% Dx+Shoot Xe) 6 20/30 M 0
Hvy Crossbow*¥ Dx+Shoot AU8) 8 20030 1 L 0

* -1 goal for every level of Strength required above the charactets own
*% Number in parentheses is the Strength required to recock the bow. 1t takes two actions ro reload a crossbow: If the characeer does not have the

required Strength to draw the bow, it takes an entire rurn to reioad the bow — unless the bow has a crank or tool 1o aid him.
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Slug Guns

Gun Roll Goal DMG RNG Shots Rate SIZ Cost*
Derringer Dx+Shoot -1 3 510 4 2 XS 1/1per 3clips
Lt Revolver {.32) Dx+Shoot 4 10/20 6 3 S 1/1 per 3 clips
Lt Autofeed (.32) Dx+Shoot 4 10/20 13 3 S 1/1 per 3clips
Med Revolver {40) Dx+Shoot 5 20/30 6 3 S 2/1

Med Autofeed (40) Dx+5hoot 5 20/30 10 3 5 2f1

Hvy Revolver (47) Dx+Shoot 6 30/40 6 3 M 31

Hvy Autofeed {47) Dx+5Shoot 6 30/40 8 3 M 311

Assault Rifle (40) Dx+Shoot 7 40/60 30 3(A) XL LT

Sniper Rifle (10mm) Dx+Shoot 7 30170 5 2 XL 3/1
SMG(40) Dx+5Shoot 5 30140 20 3HA) L 3/t

Shotgun Dx+Shoot 8 2030 7 2 L 3/1

* T he first cost is for the gun. the second is per two clips/ loads of bullets

{A}=Gun is capable of aucofire

Energy Guns

Gun Roll Goal DMG RNG Shots Rate SIZ Cost

Palm Laser Dx+Shoot 3 510 7 2 X8 3

Laser Pistol Dx+Shoot +1 5 I0/20 15 2 5 5

Laser Rifle Dx4Shoot +l 7 30/40 23 2 XL 7

Assault Laser Dx+Shoot +l 8 20/30 20 2 XL 8

Blaster Pistol* Dx+Shoot 7 10/20 10 1 8 7

Blaster Rifle® Dx+Shoot 9 20/30 15 1 XL 9

Blaster Shotgun® Dx+Shoot +2 9 10/20 8 | L 10

Screecher (Sonicy** Dx+Shoot + 5 10/20 15 1 S 5
Flamegun*¥*#¥ Dx+Shoot +2 53 10/20 10 1 L 7

Stunnert Dx+Shoot +1 4S) 10/20 15 2 S 4

Rocketeer Dx+Shoot -2 9 20/30 5 1 XL 9

* Blasters can leak through encrgy shields. Roll damage normally, but those dice which roll L2, 3 4 ot 5ignore shields.

#% Halve damage for targets with hearing prorection (characters with their hands over their ears get rhis benefit).

*%% Flameguns can deliver heat damage which ignores all armor. Roll damage normally, but those dice which roll 1, 2 or 3 ignere armor {including
shields). The second amounr listed is the conrinuous damage due to the burning Ka plant oil spraved over the target. Roll rhis damage {do not add
victory dicel cach turn afrer the fiest. If no damage is rolled inany turn, the flames go out.,

+1f a target takes ANY damage from a Stunnet, roll Endurance + Vigor IF the roll fails, rarget is stunned for that turn (losing any actions not taken)
and the next. If the roll is 2 critical failure, rarget falls unconscious. If damage taken is greater than rhe target’s Endurance, rolf as above, but failure

means target is knocked unconscious. Slunner damage heals completely after one span; mark it with an “5" on the character sheet.,
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Armor Chart

Armor Defense Dex  Vigor Cost
Padded clothingie) 1
Heavy clothingle} 2

Leather jerkin 2+2d

Studded leather 2+3d

Scale mail 3+ 3d -1 -1 1
Half plate 343 -1 2
Chainmail 4+4d -1 -2 2
Plate armor 5+5d -2 -3 3
Synthsilkie} 2+2d 7
Stiffsynth 4+4d -1 7
Ceramsteel 7+7d -5t -5t 12
Polymer Knit{e)*  3+3d{2) 6
Fiame retardant*¥* +3d vs. fire

Psi Cloak¥*%* 10d I5

te}- Thisarmor can be worn with an encrgy shietd.

#* The armor value is against slug guns only; use the number in pa-
rentheses against all other damage.

#% Various alien plant and synrhetic oils retard flame and can be
coated on atmot

#%% Only defends against psychic attacks (ie, BrainBlast) or neural
disrupters

+ Penalties do not apply if the suit is powered

Shields

Shield Roll*
Cost

Buckler Dx+Melee 3+ 3d 3 M
Large Shield Dx+Melee 5+3d 5 XL
Bullet-proofing +3d vs. bullets

* Roll to contest opponents attacks and apply defense dice against

Defense STR SIZ

opponent’s damage before applying against other armor

Energy Shiclds

Shield Protection Hits Cost
Standard 5/10 10 5
Dueling* 5/10 15 7
Assault** 5113 20 15
Bartle¥*** 520 30 25

* Concealable

## Very rare. Can be worn with leather, plastic or most metal stmors
{except plate) since its field has a wider radius.

*## Exrremely rare. Can be worn with metal plate or ceramsteel ar-

mor since its field has a wider radius,

172 Fading Suns

aiming his rifle at the Hawkwood baron. He hasa +3qual-
ity sight, and takes the full time to aim: it takes him six
turns before he gets his full +6 bonus {+3 for his natural
ability, +3 for the sight).

Three-round burst: [f a character is using a weapon
capable of automatic fire, he can try a three-round burst.
This has a bit more control than otherautofire optionsand
helps preserve bullets.

Six-round burst: If a character is using a weapon ca-
pable of automatic fire, he can try a six-round burst. This
has a less control than a three-round burst, but its more
exact than emptving the encire clip. The hail of bullets is
more damaging also.

Empty clip: Sometimes, you just want it to rain bul-
lets. If a character is using a weapon capable of automatic
fire, he can empty his entire clip of ammo by aiming his
gun in adirection and holding down the trigger untilitis
empty. The gun bucks like a beast in heat and it hard to
aim at a particular target, but its also hard to dodge so many
bullets.

Spread: If a character is using a weapon capable of au-
tomatic fire, she can spread the arc of her fire over an area
to hit more than one target. She can spread her fire up to
five meters in a circle around her {she must spin in place
for anvthing more than 3 meters). For each meter spread,
she suffers a -1 penalty to her goal roll {up to a maximum
of 10). She makes one roll with the total penaities applied;
the successes on this roll are contested against anyone in
rhe targeted area who is dodging. Anyone whoisin or en-
ters the arca must dodee or get hit. Spreading fire etnpties
the clip.

Snapshot {Level 3} A character can get of f aswiftshot
at the same time he leaps to the ground, of he can jump
frombehind the corner, shoot, and leap back behind cover
before the guards’ bullets turn him into swiss cheese. In
other words, a snapshot can be performed with a dodgein
the same action for no penalty. However, no other actions
may be taken in same turn.

Quick Draw (Level 5k The character has practiced pull-
ing his gun out of his holster and firing often enough thar
he can do it in one swift motion. This is considered te be
one action, and no multiple action penalties are levied.

Recock (Level 7}: The character is so smooth with cer-
tain rifles, carbines or shorguns that she can recock and
fire it in the same action. If the gun isa lever-action rifle or
carbine, she can recock the gun by twirling it in one hand
to engage the lever. If she has a pump-action shotgun, she
snaps it forward and back in one hand quickly enough to
engage the pump. All are handy skills for lawmen fand
outlaws) on the frontier worlds.

Movement

Characters don’t usually stay still during combat —
they move around, resting new footing, trying to get an
advantage on their opponent. Once a character has en-
gaged another, movement tends to be in a small area



around the place of engagement, until the engagement is
over. A combat may be made up of two characters moving
in close, crading blows, and then breaking of f tocircle from
a distance before moving in to strike again (see the excel-
lent duel at the end of Rob Rox}

During an action, a character may move one meter in
anydirection without penalty. He may also choose to take
an entire turn to move, in which case he may move up to
his full running speed (see Vigor, in Chapter Four: Traits}.
[f he chooses to run as one of his multiple actions, he may
move one meter per level of Vigor, buthe will incura pen-
alty of -4 toall his actions that turn which are performed
during or after running (in addition to the multiple ac-
tion penalty).

For example, Alustro wants to dodge a sword thrust,
run to the bar, and pick up the shotgun there —allin the
same turn. First off, all hisactions will suffera -6 multiple
action penalty {three actions). For examples sake, et just
say he dodged well enough to avoid damage. He now runs
to the bar {four meters away, well within his Vigor rating
of 3). He must now pick up the shotgun. The gamemaster
decides that — since Alustro is really pushing it, and since
the shotgun is under the counter out of easy reach —
Aluscro will have to make a Dexterity + Vigor roll toget it
this turn. This roll suffers the usual -6 penalty, but also
the-4 post-running penalty. Sadly, Alustro failsthe roll and
ends the turn groping over the counter for the shotgun as
his enemies close in.

Alustro would suffer the same penalty if he wanted
ro dodge, move three meters, pick up the shotgun, and
then move two more meters (5 meters maximum for his
Vigor rating).

Knocked Down

It takes two actions to stanid up. Thus, someone could
conceivably be knocked down and stand up again by the
end of the turn, although only if he had planned on tak-
ing three actions (and thus applying the penalty toall his
rolls that turn). Otherwise, he'll have to wait until the next
rurn to get to his feet. No roll is required to stand up.

Damage

With the exception of stunners, there is no differen-
tiation between quality of damage in Fading Suns — no
“stun” damage as opposed to “lechal” damage, The
character’s own Vitality levels are the measure of mild or
lethal wounds, Some people can take a blow to the head
and shrug it off, while others may be laid up in bed for
months afterwards. it all depends on how much Vitality
they have. When tryving to knock someone out, it is best
to use weapons which do enough damage to exceed the
target’s Endurance without killing him.

Anvtime acharacter takes more damage from asingle
blow than his Endurance, he is stunned and will lose all
further actions for that turn. If he already acted, he loses
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his next turn’s actions, For example, Priam gets shotinthe
arm, taking five points of damage. His Endurance is 4,
which is less than the damage. Priam is stunned and can-
not retaliate this turn.

Knocked Unconscious

An assailant may wish to render her target uncon-
scious rather than kill him outright. The attacker must
declare that this is her aim, and her roll is a Demanding
rask {-4), because it calls for aiming a blow at the head or
shoulders. The damage done (after subtracting the targets
armor) must exceed the targets Endurance levels. If so, the
target must make an Endurance + Vigor roll or else fall
unconscious, Even if he succeeds, he may be stunned (sce
above).

After a number of turnsegual totheamount of dam-
age taken have passed, the unconscious character can make
an Endurance + Vigor roll each turn until he awakens,
unless he rolied a critical failure to resist unconsciousness,
in which case, he may not awaken for at feast one hour.

Fire

If you stick your hand in a fire, you're going to get
burned. The heat and size of the flame determines the
damageacharacter takes —a person holding his hand over

a candle may get burned, but it’s nothing compared to
someone thrown intoa bonfire{thefate of many so-called
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“witches” in the Known Worlds). Fire damage is not rolled
_ wounds (damage points) are applied directly against a
characters armor. A character who is exposed to a flame
without any protection {bare skin) suffers the full wound
effects. Burns are extremely painful; even if a characters
vital levelsare not affected, he will be in pain unless treated
with anti-burn herbs or ointment.

Flame Damage Points
Candle 1

Torch 3

Bonfire 4-6

Chemical fire 5

Falling

If a character leaps from enough buildings, horses, or
banisters, he’s going to get hurt. Gravity teaches harsh les-
sons to those who test it. The distance a character falis de-
termines how hurt she may get, although the surface she
hits may affect this damage. Falling damage is not rolied —
wounds (damage points) are applied dircctly against a
characters armot. A character who hits ground without
any protection suffers the full wound effects. Only pad-
ded armor will fully protect against falling damage — cloth,
leathers, synthsilk, etc. Metal or hard plastic armor will
only provide half their normal protection rating (round
up}. For example, plate armor will provide 3+ 3d.



Distance (in meters) Damage Points
2 1

4 2

8 3

10 4

12 5

16 6

20 7

24 8

every +4 meters +1
Surface Damage

Sharp rocks, spikes +2d
Soft {mattress) -3 damage points
Water -4 damage points

Disease

Plaguesare ot unknown on many worlds, especially
with the reappearance of many viruses long-thought de-
stroyed. Alien microorganisms wiped cut by human
terraforming are back. A recent plague on lcon is said 1o

have been caused by such alien viruses, although it is whis-
pered that secret chemical weapons experiments were ac-
tually at fault. Medical science is not what it was during
the Second Republic; disease identification and curing is
now largely in the handsof Sanctuary Aeon,although they
possess few advanced resources.

Diseases cotme in an enormous variety — too great to
list here. If the gamemaster wants to introduce them inte
the game, she must create her own traits for the illness, It
can add a degree of realism tothe game to have player char-
actersdeal with non-combat illness, but it can also robthe
game of grandeur if it goes too far. Player characters should
not be especially immune to disease — if they insistonin-
vestigating a plague quarantined area for Ur-artifacts, chey
may bring back more than artifacts. But disease is rarely
healed in one night — or even one month — so
gamemasters should avoid slowing the pace of the game
by inflicting debilitating diseases on plaver characters. On
the other hand, a quest to find a cure for a weird alien dis-
ease could add some excitement and drarnatic tension to
a game that may otherwise be slowing down.

Lxample of Play

Drama

The Bazaar was hot and muggy, with the smells of
humans and animals mingling intoa spicy and somewhat
nauseating scent. Erian Li Halan wrinkled her nose and
wished yet again that she was home on Midian, racher than
standing amid the filthy and ragged immigrants of Pan-
demonium.

Cardanzo looked at his liege and felt pity for her. He
had been trained by his father to guard the Li Halan fam-
ily, sworn to protect Erian above all others. He felc her tra-
vails deeply, as if they were his own. He had committed
himself to doing all he could to help her regain her status
and fathers lands.

Julia Abrams nudged Cardanzo in the side and
poinred over toa large stall filled with carts, skimmersand
powerbikes. “That's it,” she said. “Faso Bagettis stall. Hes sup-
posed to be the cheapest in the Bazaar”

“From the looks of his vehicles,” said Brother Alustro
stepping past Julia to gaze ar the array of landcraft, "we'll
get exactly what we pay for. | hope you can repair what-
ever we choose to purchase.”

‘1 can fix anything that moves,” Julia said.

Erian headed rowards the stall. "Come on, Julia, you
dorthe talking.”

The merchant, Faso Bagetti, smiled as they came to-
ward him. He opened his arms wide, and exclaimed, “Wel-

Rules

Danny gathers his friends together for a session of Fad-
ing Suns roleplaying. He is the gamemaster, and has set his
game on the planet of Pandemonium, fat from the center
of the Empire but a hot spot for intrigue and action. The
characters in the drama are Erian Li Halan, a disenfran-
chised noble played by Andrew; Cardanzo, Eriansableand
cautious bodyguard played by John; Julia Abrams, an ar-
rogant and impetuous pilot played by jane; and Brother
Alustro, an Eskatonic priest played by Bill.

Danny has already run twosessions, wherein the char-
actersgathered together rofollow Erians quest togain the
lands and title that are rightfully hers but were wrong-
fullv taken by her vile brother. They found clues to the
discovery of a Second Republic spaceship that may still
be in working order. The problem is thart it lies somewhere
in the Badlands of Pandemonium, a dangerous place of
violent storms and sudden earthquakes. The beginning
of the drama finds the characters in the marketplace of
Pandemoniumsonly city, trying torent askimmer totake
them to the Badlands.

Danny describes the Bazaar to the characters, ending
with a description of a vehicle merchant who stands in
his stall nearby. The players engage in roleplaying cheir
characters, speaking their dialogue as if they were those
characters. There is no need vet for dice rolls.
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come! | can tell that you wish to travel in style. You have
come to the cortect stall. No other on Pandemonium can
guarantee the same quality as a Faso Bagetti craft.

“Cut the spiel,” Julia barked, steppingup toa four-per-
son skimmer. “This one. How much is it?”

“Ah, the Juandaastas Slider. A fine model. Somewhat
old, yes. But they built them to last back then. It runs as
well today as when it was built. Certainly better than most
current models.”

“\/hat’s that stain?” Julia said, bending down to look
under the grav engines. "Looks like lubricant. It theres a
leak in the tumbler shaft, the floaters’l] scrape against the
casing. The resultant temperature gain will overload the
coolant, and the engines will shut down, What kind of
¢rap are you trying to push on us?”

Faso turned red with anger and bit his lip, but then
smiled. “That skimmer has just undergone a lengthy re-
pair session. That stain is surely from the previous vehicle
which occupied that spot, a Sheridan Sleekear which was
just sold yesterday. Toa Decados, § might add. If my carsare
good encugh for the nobility, they will surely suit your
needs.”

Julia stood up from her examination and stared Faso
in the eves. “Do you see that lady over there? That is Erian
Li Halan, heir to vast lands on Midian. This car isforher. A
car good enough for the Decados is not good enough for
the Li Halan, who hold to stricter standards of perfor-
mance. Do you understand?”
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As Julia begins haggling with the merchant, Faso
Bagetti, her player, Jane, asks for a roll to see how well her
character is at bullying Faso intocoming down on his price.
Because of her belligerent mannert, the gamemaster deems
that Jane must roll Julias Wits + Impress. That’s fine with
Jane, because Julia has a higher lmpress than Charm the
usual skill for @ hageling roll). Her Wits is 6 and her [m-
press is 6 also, for a total of 12. She rolls a 20-sided die and
gets @ 2 — that means (WO SUCCEsSEs, which is barely ad-
equate. Danny decides that Faso is more anneyed by her
haggling style than impressed, but will continue to NEgo-
riate anyway.

Jane wants to try again, and rhis time says she is bring-
ing her connection to Erian, a noble, into the affair. After
roleplaying some more exchanges berween Julia and Faso,
Danny lets her try again. This time she rolls a 4, good but
not great. Faso wants to sell the skimmer, bur knows its a
lemon: he may come down in price if pressed further.

All this while, Danny has been making secret rollsfor
a street urchin pickpocket. This little fella cuts Erians
money purse off her belt. Danny rolls his Dexterity +
Sieight of Hand for the cutpursing, and his Dexterity +
Stealth to keep him from being noticed by the characters.
The fitst roll gets 10 — a critical success for the urchin. He
cuts the money smoothly without being noticed. Thesec-




Faso looked over at Erian, who impassively eyed the
skimmer in question with a slight look of disgust on her
face, He turned back to Julia. “Yes, ves, [ understand. I as-
sure you, Faso Bagetti has no desire tosellunwanted goods
ro such a noble. [ swear to vou that the skimmer is in per-
fect working order”

“Thief!” Erian velled.

Faso hunched down and cried, “I'm sorry! I will have
the leak repaired!”

Erian ran down the street, chasing after a boy dressed
in rags. "He’s got my money!”

Cardanzo took off after her, and Alustro, startled, be-
gan to follow. Julia stared gaped jawed at her fleeing com-
panions, and looked back at Faso. “Get it fixed! We'll be
back,” she cried, and then ran after her comrades.

Faso wiped the sweat from his brow and leaned weakly
against the Skimmer, thankful for the timely distraction.

Erian saw the urchin turn into an alley ahead. She
rushed forward, knocking aside a portly yeoman who
stood between her and the alley. Cardanzo, quick behind
her, ran past the fallen man, who looked more surprised
than hurt. Alustro stopped beside him and asked: "Are you
alright?”

The man looked up at the priest, smiled, and nodded
his head.

“Good,” Alustro said as he took off into the alley after
his liege. Julia was only a few meters behind him.

Erian turned another corner in the alley and stopped
short. Cardanzo almost ran into her but halted in time.
They both stared in surprise at the man standing before
them in the dead-end alley. Alustro and Julia came up be-
hind them, looks of confusion on their faces.

“It rakes @ thief to catch a thief, Erian,” the man said,
drawing an ornate rapier. “You stole my honer from me.
Today, 1 take back what is rightfully mine.”

“Baron Lucian Cavat al-Malik,” Erian said, spitting out
the words with disgust. “You're honor was gone long be-
fore our duel on Kish. Your inept cheating failed, as will
your foolish attempt to revenge yourself now.” She drew
her rapier.

“Have at!” Baron Cavat cried as he leapt forward, his ra-
piet twisting toward Erian’ heart. She sidestepped and
parried the blade. The loud clang of clashing metal ech-
oed through the alley.

Cardanzo saw motion on the ledge above, and looked
up to see three thugs leveling guns at the group. ‘Abovel’
he cried, as he drew his blast pistol. Alustro and Julia ran
back behind the corner, our of the line of fire.

ond roll gets 9 successes, so Erian does not notice the kid
and what hes done. However, the urchin was told to at-
rract her attention (by a villain revealed larer), so he inten-
tionally bumps heras he leaves. The kid starts running,and
Andrew, playing in character, yells our.

Danny decides to use this dialogue to enhance Julias
haggling, thinking that Faso, who knows he is lying to his
customers, isafraid of being caught in a lie. He thinks he is
being accused, and so blurts out the truth in the hopes that
the noble will not punish him.

But Andrew declares that Erian is giving chase to the
thief: John and Bill chime in and say they'll do the same
with their characters. Jane isn't about to lose the haggling
victory, so she warns Faso against further cheating and
then follows the other characters.

The urchin runs down an alley and Danny tells An-
drew that there is a man walking down the street, block-
ing her entry to the alley. Andrew responds that Erian
shoves the guy aside. Danny, knowing a combat is waiting
around thealley, doesn’t want to bog the drama down with
more rolling yet, so he declares that the man falls over and
Erian runs past. Bill, plaving a priest, stops toseeif the man
isall right —areaction perfectly in character with his priest
concept.

As Erian and Cardanzo turn the corner, Danny intro-
duces them to the villain of tonights drama: Baron Lucius
Cadiz al-Malik. During the character creation process, An-
drew boughtan Affliction for Julia called Vendetta, which
means someone is out to get revenge for some,slight she
caused in the past, whether just or not. Danny decides that
she made Baron Cavat look like a fool before his peers, al-
though Cavat was trying 1o cheat at the time. Cavat has
ever since blamed Erian for his problemns, unable tofessup
to his own responsibility in the matter.

Cavat hired the urchin to steal Erian’s money, but
made sure the boy realized he was to lead her here, to this
alley, where Cavat can finish his old duel with her. He has
also hired some henchmen with submachine guns to sit
on a ledge and mow down Erfan’s comrades,

Cavat trades a few quips with Erian and then leaps for-
ward with his biade. Combat has begun.

First turn: Danny asks everyone to tell them what they
will doduring the turn. Andrew says that Erian will parry
Cavats strike: John, Bill and Jane say that their characters
are surveying the alley for Cavat’s possible entourage and
will reserve an extra action each toact upon any informa-
tion they gain {they each will take two actions this turn,
the first to observe, the second to be declared later).

Danny then determines everyones initiative. Erian’
Melee skill is 8. However, while Baron Cavat’s Melee skill is
7, less than Erians, he is performing a Thrust (a level two
fencing action), which adds two to hisinitiative rating {to-
tal 9} he acts before anyone else. The other characters are
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Cavat wheeled and slashed the air with all hisstrength.
Erian could not avoid the massive blow. Her energy shield
sparked as it absorbed the impact, but the tip of the blade
broke through and sliced open het sword-arm sleeve, draw-
ing a thin layer of blood.

Cardanzo fired his bulky pistol. The molten energy
exploded into one of the thugs, whofell off the ledge into
the alley, dead. The other thugs scowled and fired, spray-
ing bullets in a downward arc. Cardanzo leaped to the
ground to aveid the hail, and the bullets skipped across
Erian’senergy shield, activating but not penetrating it. She
seerned not to notice the slugs, so intent was she in her
duel.

Behind the corner, Julia drew her gun, preparing to
leap from cover and fire ar the ledge. Alustro muttered a
prayer.
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all observing: Cardanzos observe skill is 5, Julias is ©6 and
Alustro’s is 7. Danny decides that the thugs will not fire
this turn — they are at first afraid to hit their boss (by next
turn they'll realize hes got an energy shield).

Cavat rolls his Dexterity {5) plus Melee (¥} and gets §
successes — a hit. Comparing the successes to the Victory
Chart, Danny finds that Cavat has two victory dice. Herolls
his sword damage (5) plus his victory dice (2):1, 5,14.18,6,
13,17 = 4 points of damage (only those dice which roll [3or
less are counted). This is not enough damage to activate
an energy shield, so Erian might actually suffer from it.

Erian is Parrying (a level one fencing action}and rolls
her Dexterity (5) plus Melee (8) plus her Parry bonus (+2),
for a total goal number of 15. She gets 12 successes — four
victory points. This is added to five (her rapier damage), to
get a total of 9 poinrts of armor. This blocks all of Cavats
damage.

The other characters each roll Perception + Chserve.
However, since they are each performing two actions this
turn, their rolls will suffer a -4 penalty. Danny figures that
at least one success will reveal the ledge-sitting thugs, while
six or mote will reveal the urchin hiding at the end of the
alley.

Alustro{Perception 7 + Observe 7 -4 =10) rolls 13 —no
successes. Julia (Perception 5+ Observe 6-4 =7) 1olls 8 —
nosuccesses. Neither have noticed anything but the cbvi-
ous. Cardanzo, however, (Perception 5 + QObserve 5- 4 = 6)
rolls 5 successes, 0 he notices the thugs (but not the ur-
chin}.

AsCavat lunges at Ertan, John says that Cardanzo will
warn the others with a yell and draw his blast pistol (his
second action}, Julia and Alustro run for cover with their
second actions.

And that’s the end of the first combat turn.

Second Turn: Again, Danny asks for the players'inten-
tions. He knows that Cavat will siash ar Erian. Andrew de-
cides that Erian will dodge this turn. John declares that
Cardanzo will fire his gun, and Jane says that Julia will draw
her gun, still hiding behind cover. Alustro, a poor combat-
ant, willstay where he is behind cover and dodge anything
that cornes at him. The thugs will fire this turn; their Shoot
skills are all 4 {they act last in the turn).

Cavat performs a Slash (leve] three fencing action}.
Even though this action brings his initiative lower, since
Erian is dodging, Danny decides to resolve Cavat’s attack
before taking care of Cardanzo{even though Cardanzo has
a higher initiative}. He rolls a 12 — a critical success. He can
double his victory dice. His damage is already lethal with a
Slash: 5 for the rapier, +1 Slash, and +8 victory dice for a to-
tal of 14 dice of damage. Herolls: 2,6,13,12,19,1, 3,1, 17,1310,
2, 4,11 — 11 points of damage.

That will activate Erian’s shield and actually manages
to exceed its maximum impact threshold by one point.
Erian rolls her dodge and gets no successes — she fails to
avert the blow. Erian, who has no armor undetrneath her
shield, loses one Vitality level.



" Next, Cardanzo fires his blaster. He rolls Dexterity (7) +
Shoot (8) and gets 9 successes — a hit with three victory
- dice. He tolls the blast pistol’s damage (7) plus victory dice
-{(3:10,9, 3,7.12,17, 11,14, [3, 4 — an exceptional roll, with 8
damage points. The thug has no armor, and thus takes all
8 points. This kills him instantly. Danny declares that the
thug falls from the ledge.
\ The chugs fire their submachine guns, spreading their
b\ fire two meters each into the alley below, The first thug is
' firing into the meters occupied by Cardanzo and Erian.
\ John decides that Cardanzo willabort toadodge. The thug
rolls his Dexterity (4) + Shoot {4), but suffers a penalty due
' to his autofire spray (-2 for two meters); this leaves him with
\ a goal number of 6. He rolls and gets 4 successes.
1 Cardanzo must dodge these 4 successes. He rolls Dex-
1% \ terity (7) plus Dodge (5), but subtracts four for the multiple
\J: action penalty {this is his second action in the same turn).
\ He rolls 6 successes, beating the thugs bullets.
, Since an autofire spread affects anyone in the metets
. sprayed, Erian isaffected. She is not dodging, so Danny rolls
the gun’s damage (5} plus victory point {1} plus autofire
bonus (+1k 2, 13,16, 5, 6, 9, 4 — 6 points, which activates
Erian%sshield but does not overcome it. However, since this
isautofire, there is a danger of Eriansshield shutting down
as it tries to compensate for all the impact peints. Etian
must toll 13 or less on one die (her maximum shield rat-
ing): She rollsa 5 — hershield holdsup to the punishment.
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Erian thrust forward with her blade, slowing herarm
just before the sword tip impacted Cavats energy shield.It
slid into Cavat’s belly before he could dodge it. He let out a
choking sound and stepped back. Blood welled up from
the wound: he seemed hurt, but raised his sword to con-
tinue fighting.

julia wheeled around the corner, fired and jumped
back behind the wall. Her heavy autofeed slug hit one of
the thugs in the gun arm. He cried in pain as the slug
pierced an artery. He dropped his weapon to clutch the
wound, sliding to the floor of the ledge, agony apparent
on his face.

Cardanzo took another shot as he stood upagain. The
plasma bolt missed its mark, exploding on the wall next
to its intended target, who continued to spray the alley
with lead. Two bullets hit Cardanzo, one in the arm, the
other in the leg.

T

Cavat thrust his blade at Erian, but his timing was of f
and he missed. He was moving slower since Erian had
pierced his gut. If she could land another similar blow, he
might be done for. She paced around him and slashed
quickly at his right arm. Cavat desperately moved to avoid
the blow, and Erian swiftly thrust the blade at his leg in-
stead. Her feint succeeded, and Cavat could not meet the
hlade with his own. The tip pierced his thigh and went
deep. He groaned and fell to the ground, dropping his
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julia and Alustro occupy the meters the other thug is
spraying his fire into. However, they are behind a wall, so
Danny deems that they cannot be hit.

Third Turm; Erian thrustsar Cavat this turn,and Cavat
choosesto dodge. Cardanzo fires atanother thug,and Julia
tries a snapshot at the other thug.

Erian moves one meter {to get out of the thugs’
autofire range) and rolls her attack against Cavat. Andrew
declares that Erian will “accent” the roll: She will subtract
three from the die tell. This will leave her with less suc-
cesses (and thus less damage dice) and make it easier for her
opponent to dodge, but it will berter ensure that her at-
tack hits.

She rolls a 14 — a miss. However, since she is accenting
the roll by subtracting three, that leaves her with a roll of
il — a hit with 11 successes, Cavat gets 5 successes on his
dodge, leaving Erian with 6 successes. She intended to
withhold her victory dice anyway, to try and slip past
Cavats energy shield. She rolls the sword damage {5) 1, 3, 4,
16,9 — 4 successes. This does not activate Cavats shield, and
he wears no armor beneath the shield, so he takes all four
points of damage. He now has only 5 Vitality {originally
9), which means all his actions will suffer a-2 penalty.

Julia acts before Cardanzo this turn {Cardanzos dodge
abort penalty also affects his initiative). She fires a Snap-
shot {level three firearms action) at one of the thugs. Julia
{Dexterity 6+ Shoot 7 - 2 Snapshot penalty =11) rolls 9 suc-
cesses. She rolls her heavy autofeed slug gun damage (6)
plus victory dice (3): 2, 4,10, 13,15,1,14,19,7 — 6 points of
damage. The thug takes all of it, knocking him down to2
Vitality levels. Danny deems that the shock is enough to
make him drop his gun (hes getting tired of rolling autofire
attacks anyway). This was the thug shooting into Julias
space; since he is not firing, she does not heed to use her
free dodge action (which she gets for performing a Snap-
shot).

Cardanzo rolls his attack {-4 multiple action penalty
for aborting to a dodge the previous turn}and misses.

His thug sprays the alley again. This time, Cardanzo
cannot dodge, since he has used his only allowed action
this turn (only one action after aborting to a dodge is al-
lowed). The thug rolls and gets 5 successes. He rolls dam-
age: 5 points, very good considering he only hassix dice to
roll. Erian has moved out of range, so Cardanzois the only
one hit. He is wearing leather {2 + 2d), so he rolls his armor
dice: 14, 16 — no successes. He stops only 2 points of dam-
age, and suffers the rest {2 points).

Fourth Turn: Cavat thrusts ag Erian {his initiative bo-
nus is canceled by his wound penalty), while Erian triesa
feint {which subtracts two from her initiative, allowing
Cavat to artack first), Cardanzo dodges and retreats, and
Julia fires at the remaining armed thug.

Cavat misses his thrust, but aborts to a dodge to avoid
Erian’sattack. Erian roils 3 successes. Cavar {Dexterity 5 plus
Dodge 7 - 4 abort penalty - 2 wound penalty = 6) rolls 5
successes for his dodge. However, Erian$ Feint (level five



sword to clutch his bleeding leg.

Julia fired again, this time at the unwounded rthug. Her
bullet hit him in the chest and he fell off the ledge, almost
landing on top of Cavat.

The remaining thug, weaponless, put up his hands in
surrender. Julia aimed again, but Alustro put his hand over
hers.

“He is surrendering, fulia,” Alustro said. “It is timne for
mercy.”

Julia rolled her eves but holstered her gun. "If he tries
anything..”

Cardanzo limped over to Erian, who now stood over
Cavat, her sword pointed at his heart.

"My money, Baron?” she said.

Cavat stared coldly at her, obviously in pain. “Tam no
thief. It was but a ruse. Boy!”

The urchin who had stolen the purse slowly stood up
from behind a crate at end of the alley, shivering in feat
and clutching the purse tightly. Cardanzo walked over to
him and held his hand out. The boy looked at Cavat, who
nodded to him, and then handed over the purse.

“Bow much did you offer him?" Erian said.

“Five firebirds. A fortune to him,” Cavat replied.

“Give him ten, Cardanzo, and then lets go,” Erian said,
sheathing her sword.

“We're just going to leave him here?” Julia cried. “He’s
going to come back for you again.”

“lam no stranger to vendettas, Julia. It shall only give
me more to brag about among the peerage.” Erian walked
back the way she had come. Cardanzo followed. Julia raised
her hands in disgust and marched off after thermn,

Alustro locked at Cavat, groaning on the ground,
blood running into the alley, and at the wounded hench-
men. The urchin ran past him and disappeared around the

wounded, but then turned and walked away tgfre ferh
his liege.

fencing action)gives her a+3success bonus to resist dodges
{but not to her damage). Thus, Erian is left with one suc-
cess. This is OK by Andrew, since heagain intended to with-
hold his victory peint damage. He rolls the sword damage
{5%18,12, 5,17, 3— 3 successes. Cavat, with no armor and no
activated shield (the damage was too low), takes ali of it.
He now has only 2 Vitality left.

fulia fires at the armed thug. She hits withan 1l —a
critical success. This gives her six victory dice {double nor-
mal),and thus 12 total dice of damage. She rolls 9 peints of
damage, killing the thug instantly. He falls to the ground,
almost falling on top of the downed Cavat.

Fifth turn: Cavat surrenders by dropping hisbladeand
clutching his wound. Julia is about to fire at the unarmed
thug when Alustrostops her, pleading mercy. Sincenoone
is attacking, Danny declares the combat is over. There is
no need tocount time in turnsany longer. The characters
now roleplay unfettered by turn considerations.

Danny, playing Cavat, reveals how he hired the urchin
to lead them into the alley, promising the boy only a pal-
try sum for risking his life in such a manner. Andrew de-
cides to prove Erian’s magnanimity by giving the urchin
twice what he was promised, even though he was involved
ina plot to harm her.

With that resolved, she leads the characrers away from
the pitiful baron. Even Alustro follows, although Bill
throws inaquick moment of indecision for his moral char-
acter. The characters return to Faso’s for their skimmer, but

that’s a story for another time,
i i1
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Chapter Seven: Technology

“Will vou shut up?!” Julia screamed. “I'm working here!” She
squinted again and bent forward to solder the two dangling wives.

“I'm just saying that if ity a fuse, connecting wires isn't going
to solve anything,” Cardanzo coolly replied, leaning through the
cockpit hatch,

Julia turned around and gave him an evil stare. "Don’t you
think I would have checked the fuses? This is my ship, damn ie!
Nobody talks to me that way!”

“Calm down, both of you,” Erian Li Halan said, looking into
the tight room from over Cardanzo’s shoulder. “How long is it
going to be, Julia?”

Julia’s eyes rolled. “Twould have had it done five minutes ago
if it wasn't for this hull rat and his suggestions.”

“One of which prevented you from igniting the fusion re-
serves, thank you,” Cardanzo said.

“Enough!” Evian yelled. “Just ger us going again! Mybrother’s
fleet will be here any minute. If the ship is still dead in space, we
will be too.”

“Fine!” Julie said, touching the two wires together. A spark
exploded and the ship turched forward, spinning wildly out of con-
trol Julia slid across the floor and her head stuck an overhanging
console. Theworld went dark and she slumped into unconscious-
LSS,

“Great!” Evian cried. “The engines are online again!”

“Uh..." Cardanzo said, looking at the prostrate Julia, “Who’
going to flv this thing?”

There are a number of reasons why technology is rare
in the Known Worlds. Perhaps the greatest cause is the
Church. After the misery of the Fall, the Church zealously
readopted their old, Diaspora-era doctrine of antitechnol-
ogv.Church inquisitors are always on the look out for what
they deem to be dangerous innovations, and they rou-
tinely proscribe certain “forbidden” tech, policing this with
martial search-and-destroy missions.

Woe be it tothose wily Engineers whoare vain enough
to believe that their secret labs are safe from the law of the
Pancreator’s army. W hen Inquisitors find a secret lab or re-
segrch outfit, they send cheir troopsinand blow che place
tosmithereens. Usually, the culprits behind the forbidden
techarefirst given the chance tosurrender and recant, bug
since this usually involves a “cleansing” session {torture),
most renegade scientists attempt to flee the scene of the

crime. Some even escape — but theyv spend the rest of their
lives looking over their shoulders, waiting for the tread of
the Inquisitors’ boots,

In addition, many groups {especially the guilds, but the
houses as well) jealously guard their own tech advances,
going so far as to assassinate anyone else who discovers
them. Technology is powet, and he who has the edge wins.
At least, this was the case during the Emperor Wars. Now
that Alexius is in charge, he is attempting to consolidate
technology under the office of the Emperor. Most houses
have agreed — in principle, at least. But everyone knows
each groupstill hasits own secret labs, developing new and
old tech for the next bid at the Emperors throne.

Another stumbling blocks on the way to high-tech-
nology is data. Most hi-tech information was lost after the
Fall. Some of it was intentionally destroyed while other
data was simply buried and has vet to be rediscovered. As
the Known Worlds culture was rebuile, it rebuilt around
new computer l[anguages, and the old knowledge stored
on old operating systems was lost or is now irretrievable.
In additions, computers were often the first targetsin any
war.

In the martial atmosphere of the empire, so soon after
the Emperor Wars, current tech research concentrates on
war-time advances and limits the study of non-war appli-
cations. War tech is usually more advanced than the com-
mon everyday tools of life, While a militia man on a
bhackworld may have a laser, his wife still cleans the shirts
on the rocks by the stream, hanging them out to dry and
dreaming of the luxurious washing machines of the rich
merchant familics.

Finally, the difficulty of interstellar communication
slows the spread of new tech (and thus progress). All these
factors {and more} make innovation and new research a
challenge.

Interface/Coding

Most people in Fading Suns can interface with tech
but not code it. In other words, they are users, not prograrm-
mers. The higher the tech, the more coding is required to
make or repair it. From Tech Level 4 and up, coding be-
comes more and more prevalent, which means one per-
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Tech Level Chart

Tech

Level Era Item

0 Stone age Flint dagger

1 Medieval Swords, wagons

2 Renaissance Gunpowdet

3 Victorian Electricity

4 Mid-20th century/ Aircraft,early computers
Fading Suns

5 Diaspora Spacectaft, ceramsteel

6 Early 2nd Republic Advanced starships,
advanced computers

7 Second Republic  Shields, robots {eatly Al)

8 vautech/ Terraforming, adv. Al
Late 2nd Republic

9 Lesser Urtech Soul Shard

10 Urtech Jumpgate

Quality Chart

Each itern is rated for quality (+3 to -3 with Oas
the base). This is a bonus or penalty the gamemastet
can use in any way he or she sees fit. While it should
ot be used to add or subtract to combat goal rolls or
damage, it can modify Tech Redemption rolls when
trving to repair the item, o7 Lore rolls when trying to
figure out something about the item’s history or place
in culture {a cheap gun can be placed as a street cul-
ture artifact, while an elegant gun can be considered
upper class). The modifier can also be applied to effect
rolls or victory points collected in sustained rolls {fot
instance, a premium Secend Republic jumpdrive moay
only require 6 victory pointstoget back online, rather
tharn the usual 9).

Quality Manufacture

+3 Premium (Second Republic)

+2 Master guildwork

+l Superior artisanship

0 Standard

-1 Poor workmanship

-2 Saturday Night Special/ firstgeneration tech
(just invented, still has bugs)

-3 Primitive, disrepair (fumble will break it)

son cannot necessatily make or even operate the item by
himself.

A character’s personai Tech characteristic as a User
matches the levels given in the Tech Level Chart. In other
words, most freemen (with a base Tech 3)intetface tech in
the Victorian ers; they expect {depending on how smart
orexperienced they are) common tech toact like eatly In-
dustrial Revolurion devices. Serfs,on the other hand, have
abase 2. and expect carts and dirty forges, Artisansare usu-
ally a little better, trained up to at least 4.

Asageneral guideline, it requiresa Tech characteristic
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two levels higher than the Erato code (not just interface}
tech of that era In othet words, while Tech 8is terraforming
level, it requires Tech 10 to actually code (invent, repro-
gram) terraforming technology. In other werds, only the
best of the best can dosc. By thisscale,noone inthe Known
Worlds can code Urtech (the technology jeft behind by the
jumpgate makers}.

Code here is defined as an ability to understand the
technology thoroughly:its theory, practice and all that goes
into its making Of course, a serf with a Tech 2 and a
Blacksmithing skill can still make a sword (even though
his coding is stone age), but he cannot invent damascing
or the elaborate process that goes into making a Japanese
samnurai sword. Hecan only make it the way he was raught.

When a character uses unfamiliar tech, compare the
character's Tech against the item’ Tech Level; if the itemns
level is higher, then character will suffer a negative modi-
fier to hisgoal roll equal to the difference between hischar-
acteristic and the item’s level. For example: Janus is trying
to figure out a strange Second Repubiic artifact of Tech
Level 8; his Tech characteristic is 5. His roll suffersa -3 pen-
alty (8- 5).

The converse of thisis not true: A character with Tech
8 using a Tech 1sword does not gain +7 bonus.

Money

The basic unit of commerce since Alexius took the
throne is the “firebird” (so called because it bears his phoe-
nix crest on one side and his portrait on the other). This
unit is broken into quarters {*wings’) and halves (“crests™).
Firebirds are minted only on Byzantium Secundus using
a unique metal requiring Second Republic tech to forge
(this tech is heavily protected by the [mperial Eye, making
it extremely hard to counterfeit}. ‘

Before Alexius took the throne, the regents minted
their own firebirds and each house minted its own coin.
The minor house coins were always practically worthless
except in theit own fiefs, but the major house coins and
regency firebirds had value almost everywhere, although
their values were always in flux (if a Decados count
welched on one of his debts, all of Decados coinage would
rumble in value, while the faithful Li Halan were often
able to keep their rate steady even if it rarely climbed).

The farther one gets from Byzantium Secundus, the
more vatied the coinage one enceunters. While, strictly
speaking, alternate coinageto the firebird isillegal (Alexius
has declared his firebirds to be the only legal tender
throughout the empire), they are often accepted anyway.
However, the value varies radically. While the guilds are
under strict watch on valuation of the firebird, few can
keep track of black markets.

Among the varied coinages are "mantises” (House
Decados coins, with its crest stamped upon them), “claws’
(the Hazat}, “crosses” (Li Halan) and “sparklers” (al-Malik}.
“Black lions” were once minted by House Hawkwood, but
they now support Alexius demand for one firebird.



There was a timme when the guilds tried to mint their
own currency, but the houses put a quick stop to this.
Nonetheless, guilds will sometimes accept their own coin
(called “guilders”).

Throughout the book, costs for items are given in
firebirds {1/ 4, 1/2 or whole), There is no across the board
conversion rate between firebirds and the other coins; val-
ues vary with surplus {how many coins are still left in cir-
culation — gencrally more on each houses worlds}), loca-
tion (how close to Byzantium Secundus) and need.

When converting from modern, twentieth century
LS currency, figure that one firebird is worth roughlv ten
dollars. A crest is worth about five dollars, and a wing is
worth about one dollar.

Use the following guidelines (assume value = [ firebird):

House/
Planet regencycoin  Guilder
2 jumps from Byzantium Il no value no value
3 - 4 jumps away 1/2 value 1/ 4 value
5+ jumps away full value 1/2 value
Planet ruled by coin’s minter full value full value
Ruled by rival of minter nonetolf4  nonetolf8

Equipment

Life in the Fading Suns universe is diversified. From
one dwelling to the next, family lifestvles can differ greacly.
While there is little to separate a serf's existence from that
of a pauper in the Middle Ages, for those with a little
money, the entire world can change. In Fading Suns, the
differcnce between living in g hovel with a hay stack for
vour bedding and living in an air-conditioned apartment
with a waterbed is the amount of money you can spend.

Sadly, this discrepancy goes far beyond mere dwellings.
For most serfs, anything even close to advanced medical
care is legendary, the stuff of kings. Poultices and home
remediesarethe rule, surgery and antiseptic are the excep-
rion.

Below are a few examples of what Fading Suns char-
acters might be able to afford to add to their accouter-
ments, depending on how successful they are. The costs
listed are averages on the open market; better designed or
manufactured versions will be more expensive. These are
only mere samplings of the vast armount of gear available
in the Known Worlds. If a piece of equipment is not listed
here, the gamemaster should feet free to come up with it
on her own,

Weaponry

Refer to the weapon charts in Chapter Six: Combat for
detailed traits for the weapons listed below.

Melee Weapons

Melee weapons saw a resurgence after the Fall, since
energy shields are common among the nobility and those
who can afford them. However, the needs of internal




starship combat also helped promote their return, The
ranged weapons necessary to penetrate space marine armor
risk blowing up an entire ship if they hit a key compo-
nent. Thus marinesand pirates have turned to melee weap-
ons when onboard ships. The nobility's adoption of a du-
eling culture onlyadds toexcuses for carrying melee weap-
ons.

Knife: The only thing most peasants are allowed by
law to carry is a knife, but this can be anything from 2 tur-
key carver to 2 mammoth survival knife. Smaller knives
may deliver less damage; larger Knives are considered to be
dirks. Cost: 2 firebirds.

Dirk: A large knife or shore sword, depending on the
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manufacture, Similar to the Scottish knife from which it
gets its name, this could also be a Gurka kukri or Roman
gladius. Cost: 4 firebirds.

Rapier: The most popular melee weapon in the Known
Worlds. It iselegant and light, perfect for fencing. The com-
mon rapier resembies a renaissance blade with a cup or
swept hilt guard. Noble rapiers are usually engraved with
fine decorations, and often have precious germs set into the
pommels. Rapiers are popular among those who have the
finesse to slide the blade under an energy shields impact
threshold {purposefully doing less damage by withhold-
ing victory dice). Cost: 1O firebirds.

Broadsword: A heavy sword favored by certain soldiers.
Thiscould bea Viking broadsword, a Norman conqueror’s
sword or just about any broad straight sword from history.
Cost: 15 firebirds.

Scimitar: A curved sword with either twoedges orone.
This could be an Arabian sword, & pirate cutlass or even a
samurai katana. Scimitars are popular among the Kurgan
barbarians. Cost: 20 firebirds.

Two-handed Sword: The biggest, baddest sword
around. This mammoth sword could be any huge blade,
but is mainly modeled after the Scottish claymore. Two-
handed swords are popular among those who do not have
the finesse toslide a blade under an energy shieldsimpact
threshold but who might deliver enough damage 1o ex-
ceeds its protection threshold. Cost: 30 firebirds.

Axe: This could be a battle axe or a simple woodcutters
tool. This is the kind of heavy weapon often snatched up
by peasants trying to defend their farms from strangers.
Cost: 5 firebirds.

Club: Used by peasantsand Zen mastersalike,aclubis
an equal-opportunity weapon, because anyone can pick
up a stick and beat someone with it. This could be a short
tree branch found in the woods or a polished hate stick.
Cost: Negligible.

Mace: A metal ball or long-handled hammer. Basically,
a very mean club, meant for hurting. This could bean or-
nate Inquisitors “prod” or a blacksmith’s hammer. Cost: 10
firebirds.

Flail: Two long sticks connected by achain. This could
be the standard medieval weapon or the more modern
nunchaku. A flail wielder with five or more levels in Me-
lee skill can purchase a special combat action called Flail
Parry/Disarm. This acts just like the fencing action Cloak
(level 7). Cost: 4 firebirds.

Staff: The ol standby for merry men everywhere, this
could be Little John's quarterstaff, a Japanese monk5s bo
staff, or just about any long stick {a short stick is consid-
ered o be a club). Cost: Negligible.

Artifact Melee Weapons

Vibrating Blade: A sword or dagger is modified with
an electrical apparatus sothat, when aswitch isflicked, the
blade vibrates minutely but very guickly A vibrating blade
does ne extra damage but it will cut through energy



shields easier: add one to the minimum damage required
to activate the shield and subtract one from the shield’s
maximum armor rating. For example, a standard shield
would be 6/9 against a vibrating blade.

When the vibration is inactive, the sword is not as firm
(it jiggles a little in its mounting), delivering one less die of
damage. A humming sound alwaysaccompaniesanactive
vibrating blade. Activation requires a fusion cell, which
can last for 25 turns. Switching the blade on and off does
not reguire an action. Cost: +100 to normal weapon cost
(Benefice cost; +3).

Wireblade: A monomolecular blade, the height of Sec-
ond Republic weapon technology. A wireblade can slice
through even ceramsteel, and is popular among the very
few space marine boarding parties who can afford to have
one. When activated, the monofilament blade slides out
of the handle and is surrounded by a corona of faint light
{the only way to see the blade with the naked eye).
Wireblades can be deadly to their usersif they get careless,
for the blades will cut through flesh with no hindrance,
as if slicing through air. A fusion cell powers the light and
lasts for 30 turns. If the cell runs dry with the blade ex-
tended, things could get tricky — there i3 no easy way to
see the blade, and people may walk into it accidentally.
Cost: [0,000+ firebirds.

Flux Sword: An energy sword. Flux swords —like most
Second Republic energy tech — were developed from sto-
len Vautech. At the flick of aswitch, a sword-shaped force
field is created which instantly fills with plasma. Anything
which comes into contact with this blade-shaped field can
get severely damaged, similar to being hit by a blaster. Like
blasters, Flux Swords can leak through energy shields. Rell
damage normally, but those dice which roll 1,2, 3,4 0or 5
ignore shields, These swords are powered by a fusion cell,
which lasts for 30 turns. Flux Swords are rarely made te-
day; the tech knowhow is arcane. Cost: 15,000+ firebirds.

Mist Sword: A Flux Sword which is psychically at-
tuned to the wielder. The wielder must have some Psi {at
least one level). This attunement process is a sustained ac-
tion whereby 20 victory points on successive Psi + Focus
rolls must be collected. Once these points have been
achieved, the Mist Sword is considered “bonded” to the
character —she can use psychic powerson it easier. 1t isnot
alive and has no mind to be read, but FarHand powers costs
one less Wyrd to use at range with the sword, and dura-
tion extension costs one less.

Bonded Mist Swords can become channels for psychic
energy: The attuned wielder can spend Wyrd points to
increase his goal rolls or his damage dice (cne Wyrd point
per +1 goal or +1 damage dice). The maximum amount of
Wyrd which may be spent to channel energy is equal to
the character’s Psi rating.

These are among the rarest of Second Republic arti-
facts. Only a few were developed by a coven of psychics
before the Fall, and none are known to have been made
since then. Cost: 30,000+ firebirds.

Thrown Weapons

Knife: Throwing knives are not like normal kitchen
implements; they are usually specially balanced to fly
through the air and to hit a target with the btade rather
than the pommel, They can also act as small knives if a
melee is required. Cost: 2 firebirds.

Star: A small disk with serrated edges designed to be
thrown quickly at targets. This can include any variety of
shuriken {"throwing stars”). Cost: 2 firebirds each.

Dart: A pointed needle with small feathers or wings
(like an arrow) designed for accuracy in throwing These
are not the common variety darts found in bars, but are
larger and more deadly versions of the same. A favorite of
assassins when the point is dipped in poison. Cost: 2
firebirds each.

Bows

Bows area standard weapon among the poor and low-
tech denizens of the Known Worlds, used for hunting or
target practice at local carnivals and tourneys.

Bow damage is 1d for every 15 1bs. of pull. Forexample,
a 60 1b. pull bow will deliver four dice of damage. Addi-
tionally,certain types of arrowheads may modify thedam-
age or goal roll.

Hunting Bow: A 60 Lb. pull bow designed to be drawn
and fired quickly (as the deer bolts from the woods or the
bird takes flight). Itis smaller than other bowssince it must
be carried through sometimes thick underbrush. The rarer
recurve bows have the same traits as a hunting bow; they
atre designed to be fired from horseback. Cost: 5 firebirds.

Long Bow {Military Bow}: A 90 |b. pull bow designed
for warfare, to fling arrows over long distances — usually
over battlements or onto armies across the field. Itisas tall
ot taller than most people. This is based off the English
longbow but could just as easily be a Japanese bow. Cost: 10
firebirds.

Target Bow: A 451b. pull bow designed for target shoot-
ing at tourneys or carnivals rather than for killing. [t is
larger than a hunting bow but not as large as a long bow.
Cost: 7 firebirds.

Arrows: Arrowheads come in many different variet-
ies (see below), but the shafts are usually pretty sirnilar for
most bows, although some are longer and shorter and some
have real feathers while others have plastic feathers. Cost:
1/ 4 bird {1 wing)each.

Crossbows

Crossbows are less cormmon among the peasantry than
traditional bows, but they are found among low-tech mi-
litia and noble guards.

Assuming the character has enough Strength to
handle the pull of the crossbow, it takes two actions to
recock and load the bow. He does not have to roll to recock
a how; he simply needs to spend time doing it. If he wants
to fire and reload in the same turn, he must petform his
full three actions doing so, and his shot will suffer from
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Drawing a Bow

The required Strength to draw a bow (or recock a
crossbow) is 1 Strength level per 15 bs. of pull.
Strength  Pull
15
30
45
60
75
90
105
120
135
150
If a character does not have the required Strength
to fire a particular bow {crossbows excluded), he will
suffer a penalty to his goal roll: Subtract one for every
level of Strength required above the character’s own.
For instance, someone with Strength 3 could draw a
bow of 451b.pull or less with no penalty. But that same
person trying to draw a 90 1b. bow would suffera -3
penalty.
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the multiple action penalty (-6). If the character does not
have the required Strength to draw the bow, it takes an
entire turn to reload the bow — unless the bow hasacrank
or he has a tool to aid him.

Hand Crossbow: A small, hand-held 45 1b. pull bow.
Some models may be strapped to the wrist and fired with
a flick of the wrist (just don't scratch your nose the wrong
way). The belts are smaller than usual and so must be spe-
cially manufactured. Cost: 7 firebirds for the bow, three 1f
4 birds (3 wings) per bolt.

Medium Crossbow: A 90 b, pull bow which isthe stan-
dard for most low-tech but important guardsmen. Cost:
10 firebirds.

Heavy Crossbow: A 120 1b. pull used for warfare. This
monster can pound through shields, but usually takes
longer to reload than lighter bows. Cost: 15 firebirds,

Bolts: Standard size for most crossbows. Cost: 1/ 2 bird
{1 crest) per bolt.

Arrowheads

There are a variety of special arrowheads designed for
special jobs. Here is a sampling:

« Jags: Sharp heads with jagged edges. They deliver no
extra damage when entering a target, but will deliver one
die of damage (ignore armor) when removed from the
wound, as its jagged hooks catch in the flesh. Minor sur-
gery is required to remove the head without causing dam-
age (roll Dexterity + Physick). Cost: +1 firebird.

-Streamers: Arrowheads strearnlined to fly faster and
more accurately. Add one to the goal roll, but subtract one
die from the damage. Cost: +1 firebird.

 Boomers: Truly nasty arrowheads that explode upon
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entering the target. They are “smart,” designed to explode
only after the head has pierced armor (or energy shields)
and entered flesh. In other words, if the arrow inflicted as
least one wound point on the target, roll an extra three
dice of damage and ignore armoz (includingshields). How-
ever, subtract two from the goal roll due to the bulkiness
of this arrowhead. Tech Level 5. Cost: +5 firebirds.

Slug Guns

Bullet-firing guns are not exactly rare in the Known
Worlds, but they are cutlawed among the peasantry Thus,
the majority of the Known Worlds population is forbid-
den to handle a gun, leaving the sport up to freemen and
nichles. And a sport it is, for the nobles dernand that their
guns be elegant and a nice accessory to their outfits. The
slug guns of the Empire are designed for looks and func-
tionality. Noble slug guns tend to resermnble Renaissance
dueling pistols but act like advanced twentieth century
firearms, While many gunsare still factory manufactured,
noblesinsist that theirs be handmade by master craftsmen.
This takes longer, of course, but usually creates a superior
gun. The professiont of weaponsmith to royalty is an im-
portant and lucrative one.

There ate two different types of pistols listed below:
revolvers and autofeed guns. A revolver holds its ammu-
nition in a rotating cylinder; each pull of the trigger cocks
the hammer and fites a bullet. Another pull fires again by
recocking and rotating the cylinder where the next bul-
let isin line with the hammer; the gun can also be manu-
ally recocked by pulling down the hammer with the
thumb. Buliets are loaded into the cylinder one by one or
withaspeedloader (acylinderlike device which itself must
be loaded cne by one but which can be carried preloaded).
Autofeed guns carry ammunition in spring-loaded clips
or magazines. When the gun fires, another bullet is auto-
matically fed into the chamber for the next shot {manu-
ally engaging theslide will also load a bullet intothe cham-
ber}. Autofeed guns can jam — a bullet can get caught be-
gween the clip and the chamber. Until the jam is cleared,
the gun will not fire (clearing a jam takes one action). Re-
volvers do not jam.

High-tech plastic models are available for most guns
which can evade low-tech detection devices (TL 4 devices
and below only detect for metal), but add 25 firebirds to
the cost.

Derringer: A palm-sized gun designed to be hidden in
a boot ot other concealed but easy to reach spot. This gun
can be either a revolver (2 shots) or autofeed (5shots). Cost:
50 firebirds.

Light Revolver: These small pistols are popular as ci-
vilian sidearms. One popular modelis the Mitchau .32 Pro-
tector, manufactured by the Mitchau family under the
patrenage of House Hazat. Cost: 100 firebirds.

Light Autofeed: Equivalentof a twentieth century 32
automatic or a Walther PPK. The most well-known in the
Empire is the Mitchau .32 Rumbler. Cost: 150 firebirds.

Medium Revolver: Much like a twentieth century .38



special. The Mitchau .40 Thunderer is popular. Cost: 200
firebirds.

Medium Autofeed: Think of a9mm Browning or simi-
lar twentieth century pistol. The Known Worlds equiva-
lenit is the Mitchau .40 Ripper. Cost: 250 firebirds.

Heavy Revolver: Like the twentieth century .44 mag-
nurm, these heavy gunscan bring down large animals. The
most popular Known Worlds models is the Sumpter 47
Ulik (named after a vicious Malignatian mammal), manu-
factured by the Sumpter family under the patronage of
House al-Malik. Cost: 250 firebirds.

Heavy Autofeed: Similar toa 455 Desert Eagle or other
heavv twentieth century pistol, the Knnown Worlds
equivalent is the Sumpter .47 Urthguake. Cost: 300
firebirds.

Assault Rifle: Think of any number of twentieth cen-
tury assault rifles, from an M-16 to an AK-47. There are
many Known Worlds models, such as the Maseri 10mm
Stomper or the Van Gelder Thracker (named after an as-
tonishingly quick reptile from Vorox). All assault rifles are
autofeed guns, and most of them are capable of autofire.
Cost: 500 firebirds.

Sniper Rifie: These sleek and accurate rifles come in
many varieties with many add-ons (sights, silencers) and
some can break down to be carried in a suitcase for assem-
bly at the sight of the intended kill. Most sniper rifles use
bolt action {each shot must be chambered manually). The
Radir family handcrafts the most sought after sniper rifles,

under the patronage of House Decados. Cost: 700 firebirds,

Submachine Gun: A fully-automatic gun similar to
twentieth century Uzis or Macs. The Jahnisak Muffler Gun
is perhaps the most widely-used in the Known Worlds, al-
though the Lank Stinger is better manufactured but more
expensive. Cost: 350 firebirds.

Shotgun: Like twentieth century models, shotguns
throw an ar¢ of pellets rather than a single slug. Most
Known Worlds models are pump loaded, but there are au-
tomatics and two-shot double barrels. Best known is the
Dreskel Boornet, manufactuted by Ariman Dreskel under
exclusive contract to the Scravers. Cost: 300 firebirds.

Ammun;tion

There are a variety of slug calibers and types of slugs,
from slappers {riot ammo) to needlers (armor-piercing).

Slappers: Meant for use against rioting crowds, slappers
knock people down but don't damage them as much as
most slugs. The slug is made of a viscous plastic which bal-
loons out as it flies through the air, impacting the target
ona wider area but with little penietration. The target feels
like hes just been walloped by a good Vorox left-hook.

Do not add victery dice to slapper slugs. A person hit
with a slapper rolls his armor against a 7 goal number
(rather than the usual 13). Tech Level 6. Cost: +3 firebirds
each.

Needler: An armor-piercing bullet. When rolling dam-
age, those dice which roll 1, 2, or 3 ignore armor (except
energy shields). Tech Level 5. Cost: +3 firebirds each.
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Costs: Standard ammunition costs depend upon the
availability of thearnmoand caliber (size). The cost of clips
or magazines to hold the ammo is usually 1/10th the cost

of the gun.

Caliber Cost

Light {32 caliber) 1 wing/slug (5 per firebird)
Medium (40 caliber} 1 crest/siug (3 per firebird)
Heavy (47 caliber} 1 firebird/slug

Assault Rifle (10mm)} 2 firebirds/slug

Rifle (L3mm) 3firebirds/slug
Submachinegun (40} 1crest/slug (3 per firebird}
Shotgun {10 gage} 1 crest/slug (2 per firebird)

Energy Guns

Most energy guns came from Vautech filtered through
Second Republic manufacturers. At the height of the Sec-
ond Republic, some of these weapons were even improved
beyond the Vau’s own level of design, but that was a long
time ago. Most of these are still manufactured, but they
are very expensive, well our of the range of most buyers.

Fusion cells are required for most of these guns (ex-
cept for Flameguns and Rocketeers),

Palm Laser: A derringer-sized laser, used for self-defense
when it is not possible to carry a larger gun. The Martech
Midget is the most popular model, manufactured by
Martech, a sub-guild of the Engineers. Like all lasers, this
gun suffers a -2 penalty to its damage dice when shooting
through thick fog or smoke, or anything which could scat-
rer or defuse the coherent beam. Tech Level: 6. Cost: 200
firebirds.

Laser Pistol: About the size of a medium autofeed slug
gun, the Martech Gold (so called because it emitsa yellow
beam) is the standard laser handgun of the Known Worlds.
Lasers suffera-2 penalty totheir damage dice when shoot-
ing through thick fog or smoke, or anything which could
scatter or defuse the coherent beam, Tech Level: 6. Cost: 300
firebirds.

Laser Rifle; The Martech Indigo is the most popular
laser rifte model, about the size of a sniper rifle. Lasers suf-
fer a -2 penalty to their damage dice when shooting
through thick fog or smoke, or anything which could scat-
ter or defuse the coherent beam. Tech Level: 6. Cost: 500
firebirds.

Assault Laser: The Varsten Blacklight carbine com-
petes with the Martech Red for popularity. The Varsten
rifles are being manufactured by House Decados, and the
Martech guild is not happy about this, especially since cer-
tain royal troops seem to prefer Varsten lasers. Lasers suf-
fer a -2 penalty to their damage dice when shooting
through thick fog or smoke, or anything which could scat-
ter or defuse the coherent beam. Tech Level: 6. Cost: 700
firebirds.

Blaster Pistol: These marvels of technology generate
plasma from fusion cells using a mysterious transference
chamber stolen from Vau weaponry. Only a few people in
the Known Worlds understand these things, and they are
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Leaking Through Energy Shields

Sorne weapons are more effective against energy
shields than orhers. Flux swords, blasters and
flameguns can deliver damage which will “Jeak”
through an activated energy shield. Each of these
weapons has a leak goal number (5 for blasters or flux
swords, 3 for flameguns). When rolling damage dice,
each die that rolls this goal number or less ignores en-
ergy shields — the damage “leaks” through the shield.
Dice which toll above the number, but are stili 13 or
under, deliver normal damage.

For example, Cardanzo fires his blaster pistol at a
foe with a standard energy shield. Assuming he barely
hitsand gets no victory dice, he hasseven darmage dice
{the base blaster pistol damage). He rolls: 7,2,15,4.9.10,
5. Thisis a total of 6 points of damage. However, before
this is applied against his foe, Cardanzo’s player makes
a niote that three of those dice rolled 5 ot below — 3
points which ignore energy shields. Now, he applies his
total 6 points of damage, but this activates his foes
shield. Normally, the foe would take no damage at all,
but in this case he takes the 3 points which leak
through.

Cardanzo fires again and gets five victory dice. He
rolls his 12 dice of damage:11,2,4,9,5,17,10,3,13,7,5,12
— 11 points of damage, five of which “leak” through
shields. This damage is enough toactivate and exceed
his foes shield by 1 point. Normally, the foe would take
just this 1 point of damage, However, 5 points alsoleak
through, and so the thug takes 6 points of damage.

usually master weaponsmiths for the guilds, revealing their
secrets only to loyal apprentices after years of study.

When the trigger is engaged, a force field forms about
the plasma and is violently ejected down the barrel. [t be-
ginsexploding once it exits the barrel, leaking through the
field. Once it hits a physical object (the target, hopefully),
the field disintegrates, loosing the full force of the plasma.

Blasters can leak through energy shields. Roil damage
normally, but those dice which roll 1,2, 3, 4 or 5 ignore
shields. However, these guns are dangerous; they have been
known to blow up when treated badly.

The only reliable blaster pistol that nobles trust isthe
Alembic, manufactured by the Supreme Order of Engi-
neers under various contracts. Tech Level 7. Cost: 700
firebirds.

Blaster Rifie: A more dangerous version of the above,
but the best-known maodel is the Crucible. Blasters can leak
through energy shields. Roll damage normally, but those
dice which roll 1, 2, 3, 4 or 5 ignore shields. Tech Level 7.
Cost: 1000 firebirds.

Blaster Shotgun: An awesomely deadly weapon, firing
a scattering discharge of plasma balls with one pull of the
trigger. The Volcano is the model feared by anyone with
an ounce of sense. Blasters can leak through energy shields,



Roll damage normaliy, but those dice which roll 1,2, 3,4 or
5ignore shields. Tech Level 7. Cost: 1200 firebirds.

Screecher: A sonic gun, emitting a concussive forceand
a high-pitched squeal which damages hearing. Halve the
damage for targets with hearing protection (characters
with their hands over their ears get this benefit). Various
models are known. Tech Level 6, Cost: 300 firebirds.

Stunner: Stunnersemit aconcussive force field which
causes nervous system shock, effectively stunning a target
or knocking her unconscious. If a targeg takes ANY dam-
age from a Stunner, she must roll Endurance + Vigor. If
successful, there is no further effect, but if the roll fails,
she is stunned for that turn (losing any actions not taken)
and the next.lf she fumbiles the roll, she falls unconscious,
If the damage taken is greater than the characters Endur-
ance, she rolls as above, but failure means she is knocked
unconscious.

Stunner damage is healed differently than other dam-
age; after one span, stunner damage is healed entirely (mark
stunner damage with an "5 rather an a checkmark on the
Vitality levels). However, it is system shock damage, and is
cumulative with other damage taken: If a character who
has suffered stunner damage takes other damage which
takes her below zero Vitality, she dies.

These were Second Repubilic riot police weapons, Due
to the constant lawsuits brought against police by stun-
ner victims, it became illegal to manufacture stunners
with too much power It is rumored that the Engineers
have developed a more powerful version which can easily
render a target unconscious, The most popular regular
stunner is the Arbogast Sleeper. Tech Level 6. Cost: 300
firebirds.

Flamegun: A popular weapon among Avestites,
flameguns hold canisters of Ka-plant oil (an alien plant
native to Pyre). With the pull of a trigger, this highly com-
bustible oil is sprayed past a spark at the tip of the barrel,
igniting into a flume of burning and smoking oil. The Ka
oil is kept cool by refrigerants in the canisters powered by
fusion cells (considered to last for 10 shots, until the canis-
ter is empty), but after even two firings, the ol heats up
enough tosend billows of black and awful smelling smoke
pluming out of the barrel. 1t is this smell which of ten re-
veals the impending presence of the Inquisition.

Flameguns can deliver heat damage which ignores all
armot. Roll damage normally, but those dice which roll 1,
2 or 3 ignore armor. The second amount listed on the
weapon chart in Chapter Six is the continuous damage due
to the burning Ka plant oil sprayed over the target. Roll
this damage (do not add victory dice) each turn after the
first. If no damage is rolled in any turn, the flames go out.

Tech Level 5. Cost: 150 firebirds for the gun, Sfirebirds
per canister (which is refillable and rechargeable for 2
firebirds).

Rocketeer: A hand-held rocket launcher a little bit
larger than a shotgun. The most famous model, the
Nightstorm, is well-loved by the Muster, for it helped them

Energy

The Second Republic standardized its powert
needs for most consumer devices into the fusion cell.
These rechargeable batteries come in various sizes, de-
pending on their intended use, but they can all be re-
charged at a standard fusion power station. The Mer-
chant League has kept some of the old fusion staticns
running, and there is one to be found on every agora
on every planet in the Known Worlds. However, prices
for its use vary, depending largely on the demand and
how well-maintained the station is. Some stations are
gleaming, spotless paeans to Second Republic durabil-
ity, while othersare still running only on spit and gum,
and occasional explosions are not unknown.

Fusion Cell: This was the standard battery used by
most Second Republic tech, and isstill used in Alexius’
time. They come in all shapes and sizes, from canisters
for blaster pistols to tiny discs for video watchbands.
They can be recharged at any fusion charging station,
which usually have adapters for any size cell. Tech
Level 6. Cost: 10 firebirds each {average 3 firebirds to
recharge a cell).

win the Battle of Barga Gully on Sutek during the Em-
peror Wars, a decisive conflict. The standard load is a min-
tature but powerful grenade {radius of 3 meters) in a clip
of five. Tech Level 5. Cost: 400 fitebirds for the launcher, 10
per grenade,

Explosives

The wide variety of explosives is countless, from
kitchen-made pipe bombs to devastating planet bormbs,
Below isa favorite of player characters whotolike to throw
things at enemies.

Grenades: These come in ali sizes and shapes, but theit
common feature is that they darnage people and things in
a widearea from where they explode. Each grenade is rated
for the number of meters its radius encompasses and the
darmage it delivers as ground zero. The standard radius for
a hand grenade is five meters, but this can increase with
tech levelsabove 4.Standard damage is 12 dice (thiscan also
increase at higher tech levels). A character tossing a grenade
does not get to add his victory points to the damage — the
grenade does all the work; all the character hastodoisget
it to its destination. However, anyone standing in the ra-
dius will suffer the damage rolled (after subtracting armor).
One die is subtracted from the grenade’s damage for each
meter away from its point of explosion.

For example, Cardanzo is standing in a rcom when
someone tosses a grenade in and shuts the door. The gre-
nade lands two meters from Cardanzo and explodes. The
grenade damage is rolled: seven damage peints. Two points
are subtracted for distance {two meters from the grenade},
so Cardanzo takes five points of damage.
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Grenades usually have timers set tocount once the pin
has been pulled or the button activated. The standard time
is a little less than three seconds; a grenade thrown at the
start of a turn will go off at the end of that turn. If the
grenade was thrown at theend of aturn, it might gooff in
the middle of the next rurn

Cost: 50 firebirds each.

Armor

Everyone needs a little protection from time to time,
especially when rraveling of f-world. Naturally, most of the
protective gear available comesinthe form of heavily pad-
ded clothing or leathers enhanced with metals and plas-
tics.

See the Armor Chart in Chapter Six: Combat for the
traits of the armors listed below. The Tech Level is the low-
est at which the armor is manufactured: higher tech level
versions may be made of lighter materials.

An armor’s protection value is rated as a constant
number plus a number of dice {goal number = 13). Metal
armors subtract one from their constant protection
against energy weapons.

Characters can sometimes wear two types of armor.
Padded clothing, heavy clothing, leather, synthsilk and
polymer knits can be combined. Add their protection rat-
ings togetherand subtract -2 from Dexterityand Vigor{in
addition to existing penalrics). For example, Cardanzo is
wearing asynthsitk jumpsuit underasuit of stolen leather
Decados guard armor. The total protection is 4 + 4d (the
synthsilk’s 2 + 2d plus the leathers 2 + 2d). but he suffersa
-2 penalty to both his Dexterity and Vigor.

Such a combination of clothing is not very comfort-
able, as it is usually tight and hot. Gamemasters may want
tolevy additional Vigor penaltiesif acharacter spends too
much rime under two outfits ro reflect heat fatigue or
rashes,

Metal armors assume an underlayer of leather orcloth,
and thuscannot be worn over or under an additional layer
of armor, Stiffsynth is generally too tight to be worn over
anorher layer, and it expands too much to be worn under
another layer.

Padded Clothing: Clothing two layers thick —a jacket
or thick sweatshirt. Not usually intended to be used as at-
mot, it will nonetheless prevent some damage. This is the
most protection a serf can be expected to wear. Padded
clothing can be worn with an energy shield. Cost: Negli-
gible.

Heavy Clothing: A heavier and stiffer fabric than pad-
ded clothing, sometimes designed as fashionable armor
where thick leathers or metals would be too “barbaric.” This
can include light leather, but not heavy or thick leather.
High-fashion designs can cost much more than a few
wings, depending on who is tailoring the outfit. Heavy
clothing can be worn with an energy shield. Cost: Negli-
gible to quite 1 few firebirds for fashionable clothing.

Leather Jerkin: Popular among many as an elegant ar-




mor, leather is of ten worn when heavier armors would be
too "brutish.” In fact, Brute-hide leather is a fine, supple
raterial that is heavy enough to work well as armor. Most
guards wear leather in addition to whatever other armor
they might have. Cost: 5 firebirds.

Studded Leather: Studded leather isa simple, inexpen-
sivealternative to heavier metal armors. [t addsa degree of
ex(ra protection to a leather jerkin without too much
added discomfort. However, as with most metal armors, the
constant protection is one less against energy weapons.
Some of the more expensive forms of studded leather use
hard plasticinstead of metal. W here plastics are used, there
are no penalties against energy weapons. Manvy factions of
the Church use studded leather jerkins as the armor of
choice for their journeymen. Cost: § firebirds.

Scale Mail: Overlapping metal scales in a variety of
shapes and sizes bolted toa leather jerkin. Cornmon among
low-tech militias but disfavored by those who can afford
better. Cost: 10 firebirds.

Chain Mail: Woven layers of meral links. Higher tech
versions are known using lightweight but strong plastics
{no Vigor penalty). Common among low-tech but well-
equipped militias. Cost: 20 firebirds.

Half Plate {metal) Conquistador-style chest plate with
light vambraces and greaves. Usually worn only by com-
manding officers, but also the armor of choice for Brother
Battle pricsts. Often decorated or enameled with fanciful
designs or depictions of animals. Plastic versions are avail-
able at Tech Level 5 and above (no Vigor penalties, add +2
Benefice cost, +30 firebirds). Cost: 3Q firebirds.

Plate (metal} Medieval style, bulky metal armor. Used
by well-equipped troops on many worlds when energy
shields are unaffordable or unavailable. Cost: 40 firebirds.

Plate {plastic): Plate composed of moderately flexible
lightweight plastics. Rarer than metal plate, and thus used
mainly by commanding officers. TL 5and above {no Vigor
penalties, add +2 Benefice cost). Cost: 60 firebirds.

Synthsilk: One of the finest inconspicuous armors,
synthsilk is comfortable and lightweight, Used for con-
struction and utility worker uniforms during the Second
Republic, it comes in a variety of colors, but is quite ex-
pensive. Most of the synthsilk made today is menufactured
using precariously maintained Second Republic textile
mills. Synthsilk was first designed and used in the Diaspora
erd. Later improvements allowed for thinner, lighter ma-
terials until, by the time of the Second Republic, the fab-
ric was as light as cotton and just as comfortable to wear.
Synthsilk can be worn with an energy shield. Cost; 300
firebirds.

Stiffsynth: Heavy, leatherlike material, stiffsyntheven
lockslike leather until it isstruck. Upon iropact, stiftfsynth
hardens temporarily intoan inflexible shell, and then soft-
ens a second later.

Stiffsyrith was originally used as protective gear by
Second Republic athletes during vigorous sporting events.
Stiffsynth suits are passed down from generation to gen-

eration. The secret of their manufacture has been tost {ex-
cept perhaps among a few secret guilds). Most existing suits
still bear the insignias of various sporting teams. It is
stretchable and can fit just about anyone of the same rela-
tive height it was originally manufactured for. Cost: 500
firebirds.

Polymer Knit: A plastic and cloth weave highly resis-
tant to bullets. Very rare — the tech knowhow to make
polymer knit (such as Kevlar} was lost after the Fall, since
it was rarely made during the later Second Republic time
of energy shields and guns. Polymer Knit can be worn with
an energy shield. Cost: 200 firebirds.

Ceramsteel: This heavy duty, thick-formed armor is
designed to withstand amazing impacts. [t is composed of
the high-tech ceramics and metal combination used to
make starship hulls. Most suits are lacquered or painted
by the owner to represent their house, sect orguild affilia-
tion.

Unless powered by a cell pack, thisarmor is simply too
heavy to lift without a substantial penalty to mobility.
Once powered, however, the armor seems remarkably light
Cost: 700+ firebirds.

Shields

Buckler: Bucklers are small shields, held in the off-
hand and used to parry or block hand to hand or melee
blows. The Tech Level of the buckler determines what
materials it can be manufactured from: TL 1 {(wood and
leather), TL 2 {metal}, TL 4 (plastic), TL 3+{lightweight plas-
ticsy Cost: 7 firebirds.

Large Shield: A larger and usually heavier version of a
buckler. They come in many shapes: round, Kite, square,
etc. The Tech Level determines the manufacture (see Buck-
ler). Cost: 15 firebirds.

Energy Shields

Energy shields are not uncommon in the Known
Worlds. Anyone involved in dangerous work hasone. Dan-
gerous work can be anything from adventuring into Un-
known Space, spying on enemy instaliations, or even be-
ing a diplomat to a rival house or sect.

Although churned out by the millions during the
Second Republic, the theories used to develop energy
shields are now lost, but the maintenance of the technol-
ogy is fairly common, since they are found all around
among nobles, Church priests, guildsmembers and mili-
tary forces. Peasants and yeoman would love to have them,
but they're not thatcommeon.

Shields are impact and energy activated, meaning that
they automatically turn on when their field (usually an
inch around the body) is compromised by a kinetic or en-
ergetic force of a certain magnitude. The magnitude
threshold is determined by the shield.

A shield is rated by the minimum amount of damage
it takes to activate it and the maximum amount it will
block. In other words, attacks with damage below the mini-
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mum amount of damage rating {the impact threshold} will
not activate the shield, but any attack with damage over
the minimum will activate the shield. Attacks with dam-
age over the maximum rating will inflict however much
damage exceeds that rating.

Example; Erian Li Halan has a 5/10shield. Anvattacks
doing 5 or more points of damage will activate the shield,
which will block damage from 5 points up to 10; damage
over 10 will be inflicted on Erian. So, Erian will take dam-
age from attacks deing 1, 2, 3, 4 ot 11, 12+ points of damage.

Because of the preponderance of shields (designed to
defend apainst firearms and energy weapons), a dueling
culture has arisen, where swords are the main method of
attack. The skill in fighting then is to nick an opponent
light enough not to activate his shield, but streng enough
and often enough to harm or Kill him.

Shield cores are small devices which can be placed in
many different recepracles (which must be designed for
this purpose). Nobles prefer gilded brooches or amulets,
while scldiers prefer belt buckles. Cores are bulky and ob-
vious to all who know what to look fort, although some
models{dueling shields)are concealable in a small piece of
jewelry or wrist watch,

Shields have fusion cells which require occasional re-
charging. Since they are only activated when field integ-
rity is breached, they are rated by number of hits they can
take. Each time a shield blocks damage, martk itf; when it
takes more hits than it has, its battery is dead and the field
is shut down.
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The drawback to a shieid is that the field oenly main-
tains integrity within an inch or so of the body. Thick
clothing or armor may destroy that integrity, causing the
field to shut down. These things were designed by Second
Republicans for sport and play, to accompany fashionable
clothing; the knowhow ro adjust the field range has been
lost. Assault and battle shields are exceptions.

Shields are designed 1o activate for direct impactsina
small area — a bullet, sword point or even an axe blade, for
instance, The force field only hardens at the point(s)of im-
pact. When confronted with a broad-area impact (or en-
ergy dispersal), the shield may burn out. The player should
roll 13 or less on one die. If the roll succeeds, the shield
works (and will continue to work) as norrnal. [f it fails, the
shield will work for this impact only and then burn out
for one turn per point blocked. If the roll is a critical fail-
ure, the shield burns out immediately (battery dead) and
will not even block this impact.

For example, Erian, pursued by thugs, jumps off a tall
building, confident that her shield will protect her {(such
leaps were a common sport during the Second Repubilic,
when medical tech was superb}. When she hits theground,
she takes 8 points of damage. The shield perceivesa broad
area impact, one which it was not designed to function
against. It marshals all its resources into a broad-area force
field. Erian’ player rolls a 14 (she needed i3 or less). The
shield works, blocking the damage, but burns out for 8
turns (one for each point of damage absorbed).

Also, when confronted with multiple small impacts




from many directions (“et tu, Brute?”}, the shield may fail.
In this case, it is not the impact but the number of impact
points {attacks) which matter: If the number of attacks
from different directions exceeds the minimum rating, roll
for shield failure as above. This applies to autofire bursts of
six rounds or more, which sorely test a shield’s ability to
compensate.

Energy shields are very expensive. A standard shield
costs 500 firebirds, while a dueling shield costs anywhere
from 700 to 1000, Assault shields are minimum 3000
firebirds and battle shields are almost never found below
5000 firebirds.

Shield Damper: [t makes sense that someone would
eventually figure out the best way to disable an energy
shield. The most common method is a shield damper, a
device which sets up a field disturbance on the same vi-
brational frequency as most energy shields. Sirice shields
were developed from stolen Vautech, few people really
understand why and how they work. The frequency is
normally invisible to most current tech devices designed
to measure energy fietds.

When activated, the damper will shut down atl en-
ergy shields in its area of affect. Different models have dif-
ferent areas {minimum 10 meters, maximurm 50 meters).
However, the larger the area, the more energy used. Gener-
ally, a damper will work for one span, but less if it coversa
larger area. After the time is up, it burnsout,and exchang-
ing batteries will not make it work again; only a repair ses-
sion with high-tech tools will do so.

Shield dampess are extremely rare and guite illegal -
no noble likes to think they can be assassinated by any
commen thug with ashield damper. Nonetheless, they are
sought out by nobles to use against their rivals. Using a
damper on a starship can cause damage to the stardrives
oreven jumpdrives — penalties for doing so usually involve
being tossed from an airlock.

Costs vary, but the average is noless than 1000 firebirds.

Medical Gear

Medical supplies are a necessity for most adventurers.
The availabilicy of quality medicine is good for these with
money, as there are apothecaries on all of the Known
Worlds. But the better the medical care, the rarer and more
expensive it is.

Physick’s Kit: This is a collection of standard low-tech
first aid supplies: bandages, alcohol, herb poultices to
staunich bleeding, cintrment to relieve pain, animal gut or
cloth thread for stitching wounds. it allows for minimal
first aid and some minor surgery and is found among heal-
ers to the poor on most of the Known Worlds. Sometimes,
such bags can be complemented with higher tech equip-
ment, if the bearer is lucky enough to afford, barter or steal
it. Tech Level 2. Cost: 10.

MedPac: A standardized first aid MedicalPackage,
found among military troops, in starship lockers, and car-
ried by most medics. The white plastic box contains steril-

ized gauze, alcohol, medical tape and a burn ointment de-
signed to numb pain rather than toactually heal the dam-
age caused by a burn. Generally, this is a better quality and
more compact version of a Physick’s Kit. Add 25 firebirds
tothe cost and this kit will include an Elixir injector with
five doses (see below). MedPacs are locally manufactured
on most of the Known Worlds. Tech Level 3 Cost: 25.

Expedition MedPac: These stainless steel, airtight can-
isters contain encugh cotton gauze and tape to keepasmall
army well bandaged. They also contain antiseptics, burn
ointments and real medicines. Among the special equip-
ment isacollection of anti-venoms for virtually every form
of poisonousanimal venom found on the planet of manu-
facture (the kits can be purchased for particular worlds)
and five water purification tablets. The tablets are designed
to treat as much as 50 gallons of water each, and are essen-
tial for of f-world travelers. Also included in the kit is a 100-
count supply of antihistamine tablets, more than enough
toallow most people time to adjust to new environments,

At one time, the Expedition MedPac was considered
essential for space travel, In addition to what is carried
within the pack today, there were also immunization in-
jections for virtually every planet. These days, the immmu-
nizations are far too expensive and far too unstable to add
into the standard packages. Tech Level 5, Cost: 100.

Surgery Kit: This collection of surgery supplies in-
cludes pain killersin both pill and injection form (10 doses
each), stainless steel surgical tools, a cauterizer laser (in-
stantly staunches bleeding, 10 charges), a stitcher {automati-
cally sews wounds, with eight pre-threaded needles for
sutures), and three inflatable bone splints {(small, medium,
large). This collection also includes everything found in
the MedPac. '

These kits were once the standard for high-risk plan-
etary exploration. But it is too high-tech to be common
anymore. Tech Level 5. Cost: 200.

NanoTech MedPac: These high-tech MedPacsare arar-
ity and are normally only available to the highly influen-
tial. Some of the finest nano (miniaturized) robot technol-
ogy available is used in the production of these medical
miracle kits. If there is a medical crisis, this kit has the
nanite for the job. From major burns to blood infusions,
from shattered bones to nerve-cell reparation, this is the
finest medical assistance that money can buy. Even opti-
cal nerves can be rebuilt with a NanoTech MedPac. For in-
stance, nanite Bone Weavers (miniature robots pro-
grammed to re-set fractured or broken bones by attach-
ing themselves to the bones and aiding the body to regu-
late healing) are extremely delicate and complex tomanu-
facture, but when used properly can reknit a breken bone
in a matter of hours.

However, it does not come with an instruction bock
and can only safely be administered by a qualified surgeon
(roll Tech + Physick). The label on the airtight briefcase
clearly explains that NanoTech {rhe original Second Re-
public manufacturer) will not accept responsibility for
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deformity or injury caused by the improper use of the
MedPac.

The healing time for wounds treated with a NanoTech
MedPak is reduced to one quarter of the normal time, Once
the wounds are healed, the nanites will eventually exit the
body through the patient’s waste. Surgeons often keep
nanite patients under watch until ail the nanites have
been recovered, although reclaiming the robots in work-
ing condition once they've made their journey is rare.

NanoTech Corporation was once the very pinnacle of
medical emergency technology manufacturers. The com-
pany is long gone now, as is the easy availability of their
equipment. The al-Malik have continued to fund the
manufacture of these kits today, but very few outside of a
noble house can afford one. Many of the finest and most
expensive surgeons have access to these kits, but the cost
to their patients is exorbitant. Replacements for the items
in the kit are expensive. Tech Level 7. Cost: 1000 firebirds.

Elixir: Tissue regenerative serurn. One standard dose
{administered through an Elixirinjector)isencugh to heal
2 +2d of Vitality points lost to wounds, Some barches are
more potent than others, delivering more dice of healing,
while other batches are worse, delivering only the two con-
stant points without the extra dice.

Elixir was the original Second Republic name for this
popular tissue regenerative serum. No one is really sure
how it works anymore, and those who do know keep the
secret to themselves, making big money off its manufac-
ture. Immensely popular among the elite, factories on
many worlds churn gallons of Elixir out — some batches
not as good as others. The desperate need of Elixir on the
Kurgan and Symbiot fronts have bumped prices up re-
cently. Tech Level 7. Cost: 25 for the injector, 5 per dose.

Drugs and Poison

The Known Worlds are full of assassins with poison-
dripping knives, alien beasts with venomous fangs, soldiers
with chemical bombs, or merchants dealing in illicit sub-
stances. Drugs and poisons come in too many varieties to
be listed here.

As a general rule, poisons are contested with Endur-
ance + Vigor rolls. Complementary Physick rolls may be
helpful if the right materials (antitoxins, hetbs, etc) are
available. Most poisons cause direct damage to the victims
Vitality. Some, however, affect motor skills (Dexterity or
any skill paired to Dexterity, such as Fight) or muscle
strength. Specially engineered poisons or some plants may
affect Wits or Perception, while others may cause victirms
to enter rages (Inciting Passion} or to become listless and
disinterested in activity (enhancing Calm and Introvert).
The latter kind are often taken willingly as popular relax-
ation drugs.

The gamemaster should feel free to get creative with
drugsand poisons.
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Communications

Muster Voice Box (Squawker): This radio, or
“Squawker”as it is soretimes called, is the finest long-range
radio currently manufactured. It is used by Muster
guildmembers to coordinate their mercenary and slaver
activities, soitsgot to be reliable. Lightweight and durable,
the Squawker is capabie of receiving and transmitting on
over 200 channels (although, in Alcxiuss time, theres not
anawful lot of chatter on most of these bands), and hasan
effective range of 25 kilometers. The two most common
models either strap onto a belt or fix fo a heimet. A more
expensive model {Tech Level 5), costing 30 additional
firebirds, can be worn around the wrist.

The Squawker is powered by a fusion cell which must
be recharged after 24 hours of continuous use. Tech Level
4. Cost: 50 firebirds.

Whisper Pin: This miniature radio can be hidden in
just about any inconspicuous object, from a lapel button
to an earring. It usually comes in two pieces: a transmitter
worn somewhere near the owners throat {lapel or ear) and
areceiver hidden in the ownersear. The transmitter is pto-
grammed to hear only the owner’s voice and can pick up
and transmit even a slight whisper from him, and sends a
signal on a special tight band with a range of 10 kilome-
ters. The receiver must be worn in the ear since it only re-
leases faint vibrations, which the owner must be trained
to interpret. House Decados controls the technology on
rhese useful spy radios and is very picky about who they
sell them to, but each house, sect or guild which uses them
has its own vibration code by which they send messages
to their spies. '

The Whisper Pin is powered by a tiny fusion cell which
must be recharged after 5 hours of continuous use, Tech
Level 5. Cost: 100 firebirds.

Starlight LRCD: The Starlight Long Range Commu-
nication Device is a heavy but portable military field ra-
dio designed for protected planet-to-starship communi-
cation in adverse conditions, The briefcase sized radicisen-
cased in a ceramsteel carrying unit and is powered by a
standard, rechargeable fusion cell. Starlight LRCD's are ex-
pensive to manufacture, and are licensed exclusively by
the Imperial Navy to various houses. The high cost of the
LRCDreflects the fact that the technology isnotonly rare
but amazingly useful. LRCD?% send messages in a series of
rachvon pulses, allowing for extremely short response
times. Tech Level 5. Cost: 300 firebirds,

Light

Lanterns and Candles: The only reliable light sources
available to most serfs are the medieval standbys of lan-
terns, candles and torches. Some worlds have advanced fos-
sil fuel mining, allowing for necworks of gas lamps on
streetsand in homes, but most folks must be content with

wax or animal fat candles {which stink horribly} Torches
provide a lot of light but tend to burn out too guickly to




be useful for anvything bur short-term work. Lantern
craftsmen are somewhat in vogue, called upon by the rich
to design beautiful glasses and lenses for a wide variety of
handheld or mounted lanterns. The costs are anywhere
from a wing to a few firebirds.

Fusion Torch: The standard light source for Second
Republic citizens,a fusion torch isavailable in all sizes, from
a pen-light to a hand-held searchlight. It is powered by a
standardized fusion cell which will last for 10 hours of con-
tinuous use. Generally, the size determines how far onecan
cast light, but high-tech models with advanced lensesand
bulbsare known in all sizes. Tech Level 5. Cost: 5 firebirds.

Tools

Mech Tools: A standard kit of wrenches, screwdrivers,
hammer, and other tools necessary for handling most mi-
nor mechanical tasks. Without these tools, some jobs may
be impassible {you cannot turna Phillips-head screw with
your fingers). Cost: 5 firebirds.

Volt Tools: A standard kit with a soldering iron and
solder, volt meter, wire cutters, wire, tape and other tools
toaid in electrical repair work. Without these tools, fixing
faulcy wiring may be impossible (although a little spit and
gum may hold those wires together long enough to make
it through the jumpgate). Cost: 7 firebirds.

Hi-Tech Tools: There is no standard kit for working
with high-tech devices; each device hasits own arcane re-
quirements. Characters who want to repair tech will want
to collect tools as they find them. Such tools include a fu-
ston siphon for preventing explosions when working with
fusion cells or blasters, a field emitrer and meter for cali-
brating energy weapons, spectrum goggles for seeing en-
ergy leaks, or just about any other tool imaginable. These
things arespecialty items and usually cost anywhere from
5to 10 firebirds apiece.

Security Systems

Wellesley Lock: A bulky, metal lock with protection
against prving. Small spring-loaded steel plates make it dif-
ficult for a thief to break into these locks with his picks (-
2 Lockpicking). The Wellesley steel used in manufactur-
ing these locks makes thern tough enough to discourage
most efforts with anything short of a welding torch.
Wellesley Forges is best known these days for the metalsits
smiths forge and sell, from weapons manufacture to
starship repairs, but they got their start making fine locks
for valuables. Most locks encountered in the Known
Worlds are of this make. What most people don't know is
that the Scravers secretly design these locks and know all
the tricks to disable them. Tech Level 4. Costs vaty.

Magna-Lock: Magna-Locks are heavy, durable locks
that, when activated, are capable of resisting almost any
force. These ceramsteel devices come in a variety of shapes
and sizes, and all require a power source. Magna-Locks were
first used during the Diaspora Era. These locks are strong
enough toresist 2,000 pounds of pressure, and are still used
on most spacecrafts. They cannot be picked with physical
picks, but require a Scrambler Pad or similar device. Tech
Level 5. Cost: 50+ firebirds.

Gen-Lock: Gen-Locks are the very finest security locks
available. Created during the Second Republic, the locks
are specifically designed to scan the genetic code of any-
one requesting entry into a building. The entire person is
examined on a molecular level by a scanning laser. If one
of its preprogrammed genetic code files is not met, theen-
trance remains barred. If anyone attempts forced entry, the
Gen-Lock immediately sends out a piercing alarm.

Gen-Locks have been around since the height of the
Second Republic. Very few people can afford to have these
extremely expensive locks throughout an entire house-
hold. Most are simply placed in certain key locations and
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are used to guard valuables. Tech Level 6. Cost: 1000+
firebirds.

Thieves' Keys: For as long as locksmiths have been
making locks, thieves have been doing their best to open
them. This series of carefully crafted picks and prods is es-
sential for most thieves. A proper set of Thieves' Keys can
allow a skilled lock pick access into virtually any home
that does not rely on powered locks. Tech Level 3. Cost: 5
firebirds (more at higher tech levels).

Scrambler Pad: Scrambler pads are small boxes with a
number of attachments for fitting into powered locks.
These devices are designed specifically for forcing entry
into high-security buildings. The Scravers are responsibie
for the first Scrambler Pads, but their popularity hasled to
several models being designied and sold by various manu-
facturers. Tech Level 6. Cost: 100 firebirds.

V38 Perimeter Guards: Visual Security Manufacturing
{(VSMy}islongsince gone but its legacy lives on. Technically,
VS Perimeter Guards are used as early warning systems. The
four small floating orbs are supposed to be set in a perim-
eter around a camp and programmed to monitor the area.
In reality, the dull spheres are often used for industrial spy-
ing. Each orbis only a few inches in diameter, and a skilled
technician can use them toscoutout entire buildings with
little fear of being spotted. Tech Level 6. Costs vary.

Restraints

Muster Chains: These handcuffs are the finest per-
sonal restraints in the Known World. They are lightweight,

remarkably durable, and come complete with a pain-in-
ducing shocker. The shocker is activated with a remote
control device (which also controls the locks) and causes
no real damage, but will drop almost anyone unfortunate
enough to be wearing the chains to the ground, writhing
in pain. Since the cuffs are made of a ceramsteel alloy, noth-
ing found to date can break Muster Chains without also
damaging the wearer. The locks are incredibly sophisti-
cated and can only be opened with the proper code sent
by a companion rermote control unit (only acuff’s particu-
lar unit can open the cuffs). Any non-Muster
guildmember caught possessing these chains is likely to
end up on the suction block, Muster Chains are usually
not sold, but a few have found their way to the black mar-
ket. Tech Leve] 6. Cost: 300 firebirds.

Wet Jackets: These silvery sheets of hard metal expand
when activated to cover an opponent and then contract
to bind him. These nanotech devices are no longer manu-
factured, but are still fairly common (many were made
during the Second Republic and they are almost inde-
structible). Each jacket is attuned to a specific control de-
vice, which is small enough to fit into a pocket. Wet Jack-
ets were originally designed to peacefully restrain aliens
resisting removal to reservations. Tech Level 7. Cost: 600
firebirds.

Think Machines

Computers were once so commonplace even a child
could use one. This is no longer the case. These high-tech-




nology machines are largely proscribed by the Church, al-
though they arealiowed in approved libraries and for nec-
essary uses, such as plotting jump coordinates. Nowadays,
those who use computers — called think machines by most
people — must be ever-watchful for roving Inquisitors.

The Supreme Order of Engineers has standardized
data codes for League usage, and this has become the
defactostandard for everyone. There are some unique pro-
gramming languages still used, especially for those who
want to encrypt their data — breaking the code requires
understanding the language. The skill Think Machine is
used tointerface with computets, while the Science(Think
Machines) is used to program them.

In general, the higher the Tech Level of the computer,
the more memory and speed it has. Additionally,from Tech
Level 6 and above, computers can be miniaturized into
wrist-watches and other sraall items. From Tech Level 7and
above, artificial intelligence is possible.

Computers are extremely expensive, beginning at 500
firebirds for the clunkiest models, All starships have think
machines as a necessity, and Drive Starship skill allows a
pilot minimal use of the computer, but only for piloting
rasks. All other tasks are resclved with @ Wits {or Tech) +
Think Machine roll.

Planetary Transportation

Wagon: The common form of transportation for most
serfs is the wagon or cart — a four-wheeled wooden box
drawn by an animal (usually a Brute, but horses and oxen
are also common). Most wagons are actually very well
manufactured, but they are hardly works of art. On many
planets, wagons function as roving homes. More durable
models are known, as are those with collapsible roofs,
which allow the wagoneer to travel in the roughest ter-
rains ot through truly nasty weather with [ittle or no fear.
Most are designed such that only a severe catascrophe will
capsize the wagon and its passengers. They are usually built
from local resources, primarily wood with some metal for
reinforcement. An average wagon can carry six comfort-
ably, along with their possessions and ample food supplies.
Brutes for pulling the wagons are sold separately, some as-
sernbly required.

Wagons have been a staple on many of the more re-
mote worlds for a long time. Having learned from their
ancestors hubris, many cathedrals created local laws mini-
mizing the use of mechanized flight and ground transpor-
tation — for serfs at least; most freeman suffer under no
such law. Tech Levels 1-4. Cost vary.

Skimmer: An antigravity car or bike. Skimmers are
usually Jongand elegant, designed with both visual appeal
and practicality in mind. Skimmers actually lift from the
ground using anywhere between four and twenty hover
engines. They range in size from seven to fifty feet in
length. The largest can carry fifteen tons of additional
weight with no risk of engine collapse. Skimmersrideona
constant magnetic field, directed by delicate field emitters

built into the sides of the craft. Most Skimmers are capable
of moving at speeds in excess of 100 kilometers per hour,
over any terrain, Naturally, a sudden change in the terrain
is automatically compensated for, but every machine has
its limits. Most skimmers cannot take a sudden drop of
more than fifteen feet without risking a failure of the field
generator, which requires feedback from a surface. Most
are also useless when attempting to climb over a particu-
larly steep incline.

Skirmmers run on fusion power, and they can usually
travel 500 kilometers before recharging. Vehicles running
on fossil fuels are rare, since the industry required for fuel
extraction isscarce or minimal on most worlds. Hover tech-
nology is still in use on several planets, but the noble
houses have the monopoly when it comes to the manu-
facture of new Skimnmers. Many Skimrners are antiques, if
not actual artifacts, Tech Level 5 Costs vary.

Flitter: Flitters are airships, frorm sleek jets designed to
fly royals about to one-man attack craft. Most Flitters run
on fusion power but some rely on fossil fuels. They come
in many varieties, from fast and small to farge and slow.
Antigrav Flitters begin at Tech Level 6, and can enter the
upper atmosphere for transferring cargo toan atmosphere
skimming starship. Level 3, Costs vary.

Hopper: Cargo-carrier aircraft. These craftare designed
to move as many as twenty people at a time, and carry
enough fuel to cover roughly a thousand miles between
refuelings. Many smaller models exist, buile specifically for
noncommercial use. In some areas, armored plating and
even assault weapons can be custornized into the vehicles.
Level 5. Costs vary.

Starships

Starships are built to last, and many of the ships ply-
ing the jumpgates in Alexiuss time were actually built
during the Second Republic —oreven during the Diaspota
in some cases. [t takes a core of dedicated technicians to
keep them running, but since League trade, noble power
and Church influence all rely on space travel, these techies
are well-paid and well-treated. If they were to slack off on
their jobs, vital information may not make it to its desti-
nation in time or important shipments may arrive too late
to be of use.

The rechnical details of most statships are unneces-
sary for most roleplaying encounters; all Known Worlders
usually know about ships is that they go up and out
through ajumpgate and sometirnes come back again. More
advanced knowledge is usually confined to specialties: a
ship pilot may know little about the engine or its needs,
and a captain may not know how to fly the thing if the
pilot has a seizure.

What is known by all is that these things can be bro-
ken fairly easily — a stray shot from a slug gun or blaster
could foul up the life support systermn or blow a wholeina
bulkhead. Now matter how good the technician, it may
take days to fix such problems, by which timeall on board
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could be dead. Everyone is expected to be on their best
behavior on a starship. Of course, this rule is rarely heeded
by villains and player characters. Gamemasters must
handle these situations as best they see fit.

Lander: A starship which can land on a planet with-
out requiring a spaceport. Nonlanders require the special
docking pylons of a spaceport (or more rarely, a starbase}.
Landers are rarely large vessels, since they are mainly in-
tended for exploration. They must be specially fitted toalso
operate underwater — while they won't spring a leak, the
engines aren't designed to deal with the requirements of
underwater propulsion. Such aquafitting used to be comn-
mon, but tech is scarce these days.

Galleor: A League-designed Lander meant tonot only
haul goods, but people too. While not luxurious, cabins
have varying degrees of comfort.

Liner: A luxury liner. Both noble houses and the
League operate liners, charging patrons high fees for pam-
pered travel. Many liners offer entertainments normally
illegal on many planetary systems, although they are care-
ful not to offer these to Church patrons.

Freighter: A cargo ship. Cargo is handled in huge,
preloaded spacecrates which are attached to the freighter
skeleton. Gangways link all crates, and each can be entered
through a hatch. Some crates are designed to haul human
or animal cargo; these are usually found in well-guarded
Muster fleets. These ships sometimes will take on passen-
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gers if they have extra space, but the ride is tarely comfort-
able for these travelers.

Bulk Hauler: A really big freighter. Bulk Haulers hold
many spacecrates, so there is usually a lot of room for stow-
aways and hull rats.

Frigate: A military escort ship, usually guarding a mer-
chantshipor military fleet. A frigate is small (compared to
a cruiser) but armed encugh to keep a pirate ship at bay.

Destroyer: A military escort ship, usually guarding a
military fleet or installation. Some of them have a spinal
mount meson cannon or gatling meson cannon.

Cruiser: A battleship, usually with a spinal mount
meson cannon.

Carrier; A fleet flapship carrying fighters and torpedo
bombers.

Fighter: A single-pilot ship designed for maneuverabil-
ity and speed. Their main task in a space battle is to take
on torpedo bombers and other fighters. Fighters de not
have jumpdrives.

Torpedo Bomber: A single-pilot ship with guided tor-
pedoes. Their mission is to get close enough to a frigate,
destroyer or cruiser so that their targets cannot evade their
torpedo fire, but the bormnber must evade fighters to do so.
Torpedo Bombets do not have jumpdrives.

Starbase: A starbase is usually positioned near asystem’s
main planet, but its orbit is synchronized with the system$
sun. Starbases are expensive to maintain. Only the richest




worlds have them, although the Scravers are known to
maintain a few floating casinos designed to evade local
planetary laws. The most advanced starbases have facili-
ties for docking ships directly to the base; those that don't
must be boarded from a pinnace or yacht.

Space Travel

Jumpgates ate giant, hoop-shaped artifacts in space,
most of them as large or larger than a moon. They are the
devices which allow travel between the stars, A starship
must have a jumpdrive to use them, and the workings of
these complex engines is a closely guarded secret by the
guilds.

A ship preparing to jump sends systemn coordinates to
the gate, which opens a passage in space to that system, The
ship then enters the hoop and exits from another
jumpgate in the desired system. Making a jump requires a
jumpkey, a smail metal cylinder invented during the Sec-
ond Republic which holds complex, pre-programmed co-
otdinates which send light beams and tachyon pulses to
the jumpgate. Each key holds coordinates for one destina-
tion. Without the proper coordinates,a jumpgate will not
open; anyone passing through its hoop will not leave the
system.

Wichout a jumpkey, it may take hours or days to pto-
gram the proper jump coordinates into the ships Think
Machine {a task requiring 18 victory points on a sustained
Tech + Think Machine roll, with the Jumproads Lore be-
ing complementary). This assumes the rough coordinates
are known; most ships do not keep libraries of this data as
the Charioteers are highly protective of it, since such lore
is their bread and butter. They are the exclusive manufac-
turers of new jurnpkeys, and do not appreciate illegal keys
or data files.

Speed and Maneuverability

Through the many thousands of years humans have
fiown through space, they have tried innumerable tech-
niques for traveling at or faster than the speed of light. They
have had no successes. In fact, the accounts which still ex-
ist record no ship traveling faster than 20 to 25% of light
speed. Ships of the Known Worlds now rarely exceed 15%
of light speed.

Since most jumpgates are between 5 billion to 15 bil-
lion miles away from a system’s inhabited planet(s), ships
accelerate away from the planet and toward the gate at a
constant speed {generally berween six or seven G — this is
all most gravity compensators can handle) for an entire
week. This usually takes them to 12 to 15% of light speed.

Most ships have to maintain the same speed and tra-
jectory coming out of a jumpas they dogoingin; the larger
the ship, the less maneuverable it is. As soon as they come
out the other side, they begin decelerating immediately.
Most jumproads get enough travel that all captains know
what angle of entry will put them onaline with the plan-
etary orbit. Most of the maneuvering which follows is

aimed at getting on an intercept course with the target
planet.

Rare Second Republic ships exist which are capable of
extreme maneuverability, using little understood thrust
engines which somehow take advantage of invisible stel-
lar fields. Certain Vau ships have also exhibited similar ca-
pabilities. Ships without these engines must rely on thrust-
ers placed at different angles along the hulls of their ships.
Small ships like fighters or torpedo bombers have superb
mobility but little range; a pilots true skill is in control-
ling the many thrusters.

Fuel remains one of the biggest problems with space
travel. The actual jump requires no fuel and takes mere
seconds of time. Scientists have not figured out a way to
measure the distance-to-time ratio in a jump. Still, the ac-
celeration toand from the jump takesan extrerme arnount
of fuel, even using Second Republic fusion engines. Most
small ships only have enough for one or two jumps. Larger
ships, generally the pride of their fleet, can make a num-
ber of jumps before reguiring new fuel. Of course, these
same big ships rarely land on planets since escaping a
worlds atmosphere requires far too much fuel for them
and far less for small craft. All spaceports and statbases have
refueling facilities.

Jumpgate Reset

Using a jumpgate to leave a system is considered an
active jump; arriving in another system is considered a
passive jump. It takes a jumpgate a varying time to reset
itself after an active jump. No active jumps can be made
while the gate resets itself, although ships can exit from
the jumpgate at anytime (passive jumps). For this reason,
fieets tend to jump together, synchronized to go through
the gate at once, rather than spread out in a long line. The
Second Republic engineers solved the problem of gate re-
setting, but it requires a special key in addition to the des-
tination jumpkey. These keys are especially rare and held
only by a few. Certain Charioteers or Engineers travel from
system to system selling the use of their reset keys, and
most ships of the Imperial Fleet have them. Some Inquisi-
tors also have them, tothe dismay of those trying to escape
their fury.

To figure out how long it will take for a gate to reset
for another active jump, roll Id and compare the results to
the chart below:

Roll Jumpgate Reset Time
1-5 Il minute

6-10 10 minutes

11-14 30 minutes

1517 1 hour

18-19 1day

20 1 week

Pursuit

It is not easy todetermine the location to whichapre-
viousship may have jumped. This requires experience with
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jumpgates and their routes (a successful Tech + Jumproads
Lore roll). Obviously, if a jumpgate only provides one road
out {as is the case with Nowhere, which teads only to Stig-
mata), it is easy to figure where a previous ship went.

Cybernetics

Cybernetic devices are often surgically attached to a
character and do not usualiv come off without further
surgery. They can include a whole gamut of technological
sophistication, from a clunky and obvicus vision enhance-
ment lens attached to a characters eye socket tosleek syn-
thetic eyes which can pass for organic ones, or from noisy
and bulky mechanical limbs to cyberlimbs sheathed in
synthflesh or actual flesh and blood. Second Republic-era
cybernetics can still be found, and are by far the most ad-
vanced and expensive. Later cybertech is somewhat clunky
but usually reliable.

A cybernetic implant can be considered a Blessing or
a Curse, depending on who you talk to, and are purchased
during character creation like Blessings and Curses {see
Chapter Four: Traits), A character who possesses one of the
following cybernetic implants has a stigma attached to
him, and may even be killed on sight in some places. It is
perhaps best to hide these devices from othets.

For every point spent on cybernetics, the character
gains two Extras to spend on anything he wants {round
down for fractions). These expenditures are considered
part of the cybernetic apparatus. However, acharacter can-
not possess more modifiers than twice his Alien rating
(even for characters from an alien race); his mind and body
are simply unable to integrate the excess foreign elements
and will physically and psychologically reject them. Some
people, even when their cybernetics modifiers are well-
under twice their Alien ratings, still cannot handle the
stress, and go psycho {see CyberNut, below).

Modifiers are defined here as final additions to a
character’ traits (regardless of how many Extras they cost).
+1 Strength is one modifier, while +2 Perception is two
modifiers, ete, or a single cybertrait.

Cybernetic devices allow acharacter to begin the game
with Traits over 8, and he may even exceed the human
maximum. of 10

A list of cybernetic devices is given below, along with
a list of cybertraits which modify them. Some of these
cybertraits are considered Curses, and give the character
Extras.

Cybertraits

Unless otherwise specified, cybernetics are not remov-
able without surgery and must be maintained {cleaned)
on a regular basis {at least once per week). When cybernet-
ics break down, a technician must tepair them {(using Tech
+ relevant Tech Redemption skill). They are also obvious
to anyone who sees them: A prosthetic limb is noticeable
to all, although the character may try to hide it under
clothing.
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Armor {I pt/die or 2 pts/constant point): A character
can use his cybernetic Extras to purchase armor. The de-
vice must cover at least half the body {although its distri-
bution is up to the player}. The cost is one point per die of
armor, or 2 points per point of constant armor (does not
have to be rolled).

Automaintenance (3 pts): The device is capable of self-
repair and maintenance, routinely lubricating itself or
sending little nanotechnicians out to repair breakages. A
device cannot have both the Delicate and
Automaintenance traits.

Automatic (2 ptsk The device pretty much runson its
own and requires little supervision by the character. Com-
plex devices, such as cameras and think machines, require
this trait to be self-operating. Otherwise, the player must
state that his cammera is taking pictures or his think ma-
chine is computing a problem. With the Automatic trait,
a carnera will always be shooting video footage or a think
machine is always online, unless a character consciously
switches it off.

Battery-powered (+1 — 3 pts) The device requires fu-
sion juice to operate. For +3 points, it can be used 10 times
before requiring a recharge (at any fusion charging station}.
+2 points allows 15 uses, while +1 allows 20 uses. Devices
with Battery-powered and Automatic use up power once
per turn, so a 10-use device will run out of power 10 turns
later.

Burns Flesh (+5 pts): The characterscybernetics “burn”
organic tissue, costing him one Vitality point each turn it
is used. This is not necessarily a literal burning; it can bea
loss of vital body fluids or tissue through bleeding or
grinding by the device’ gears, etc.

Concealed (4 pts): The cybernetic device is not obvi-
ous to onlookers, and is either hidden in a covered cavity
or underneath a sheath of flesh.

Cybersenses (varies): The device allows the character
to either perceive in a visual spectrum normatly invisible
to the organic eve, hear in a range normally inaudible,
rouch with increased sensitivity or taste normally unde-
tected chemicals in foods.

Cost  Effect

1 Magnifier/ Telescope: Character can perceive ob-
jects as if through a telescope (or binoculars), see-
ing faraway objects as if they were near, ot picking
out small details of close objects. When combined
with a think machine, the exact range of objects
can be determined. The base cost is for a 10x tele-
scope. It costs one extra point per extra 10x mag-
nification.

2 Ultraviolet: Character can see into the ultraviolet
spectrum, seeing as well at night as he can during
the day.

3 Infrared: Character can see intothe infrared spec-
trurn, seeing the heat signatures of people or
things even in the dark.

3 Camera: Character can take photographs from



whatever perspective the device sees {eyes, a fin-
ger camera, etc.).

Video: Character can record video footage from
whatever perspective the device sees {eyes, a fin-
ger camera, etc.).

Higher pitch: Character can heat sounds in a
higher pitch than normal, pickingupdog whistles
or the eerie whine of approaching gravcraft or
Landers (atmosphere capable starships).

Lower pitch:Character can hear sounds in alower
pitch than normal, picking up deep rumblings
which may signify appreaching land vehicles or
imminent earthguakes.

Radio: Character can hear radio transmissions on
most bands or frequencies.

Spy radio: Character can hear radio transmissions
on protected or prohibited bands, such as those
used by noble houses, League merchants or even
pirates. However, most of these transmissions are
encoded, so the character must know how tode-
codie them.

Tape recorder: Character can record sounds heard
(including radio receptions received).
Hypertouch: The character can determine what a
touched objects surface is made out of through
touch alone; roll Perception + Observe, with cer-
tain Lores being complementary. He may even be
able todetect involuntary emotional responses in
people when touching them {increased pulse rate,
flushed skin, etc); toll Perception + Empathy.
Hypertaste: Character can determine the chemi-
cal content of objects when tasting them, perhaps
even identifying poisons. Roll Perception +appro-
priate Lore {cuisine or poison).

CyberNut (+4 pts): The character is unprepared toin-
tegrate his cybernetics into his self. In time of great stress
to the character, the Gamemaster may require a Tech +
Focus roil to prevent the character from “freaking out.” A
failure on the roll means that the character loses his iron
grip over the wayward elements composing his self. Roll
1d to determine which of the following options occurs:

Roll
1-13

14-16

1719

Result

Character developsa temporary neurosis based on
the situation ot the cybernetics. This usually lasts
only fot one span or act at the longest.

Character develops a permanent psychosis based
on the situation or the cybernetics. This can be
cured with long-term psychological counseling,
but that is a rare skill in the Known Worlds. Reli-
gious counseling may also help, depending on
the character’s beliefs and the quality of the
counseling.

Character loses controi over the cybernetics —
they begin working on their own. This lasts a
number of turns equal to the character’s Alien
rating.
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20 Character goes berserk, attacking whatever is at
hand — friend or foe alike. This lasts a number of
turns equal to the characters Alien rating.

CyberNut is not a feature of the device itself; it is the
characters personal reaction to the device.

Delicate (+2 pts): The cybernetic device is delicate,
which can be due to poor workmanship, low-tech design
or a highly complex design. Whenever the character
furmbiles a roll involving the device, the device malfunc-
tions and must be repaired. The nature of the malfunc-
tion is up to the gamemaster, but it requires skilled main-
tenance.

Durable (2 pts): The cybernetic deviceis extremely du-
rable and does not break or malfunction easily. [t can goa
month without routine maintenance. However, if it goes
three or more months without maintenance, it is then
considered Delicate (see above).

Expert Tech (+3 pts): The device is so complex or hi-
tech that only an expert can repair it. This expert must have
the proper Tech Redemption skill equal to the Tech Level
of the device. For example, a mechanical cyber device of
Tech Level 6 which requires Expert Tech maintenance can
only be repaired by a technician with a Mech Redemption
skill of 6 or higher.

Messy (+1 pt): The device leaks fluids, steam, sparks or
is noisy. In other words, it is a messy device, leaving pollu-
tion behind, of ten causing people toget rather annoved at
the owner of the device. A Messy device cannot be Con-
cealed.

Organic (+2 pt): The device is so closely tied into the
character’s body (nervous systermn, musculature, etc.) that
repairing it requires not only the proper Tech Redemption
skill but Physick also. In addition, when the device isdam-
aged, the character loses one or more Vitality points (de-
pending on the nature of the injury; gamemaster discre-
tion}

Removable {3 ptsy The cybernetic device can be re-
moved without surgery. It takes at least one turn to de-
tach or reattach it.

Replaceable (3 ptsk: The device is fairly common (as far
as cybernetics go) and can be replaced if broken bevond
repair for much less cost than it takes to buy most cyber-
netics.

Skill Use (+2 pts): Using the device is somewhat com-
plicated and requires that the character receive some train-
ing. The character must purchase a learned skill named
after the cyber device, and this skill is only used to operate
the device, paired when rolling with whatever character-
istic is appropriate at the time.

Tech Level {0 - 3 pts): Cybernetic devices have a mini-
mum Tech Level of 5 (Diaspora period). [t costs one point
for each Tech Level thereafter, toa maximum of 8{devices
higher than that are Urtech and extremely rare). For ex-
ample,a videocameraeye costs nothing extraat Tech Level
5, but it costs one point extra for a Tech Level 6 videc eve,
and two points extra for a Tech Level 7 video eye. In gen-
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eral, the higher the Tech Level, the more capable the de-
vice.

Unsightly{+] pt): The device isugly, no two ways about
it. Whenever the device is noticed, the character suffersa -
2 Extrovert penalty, in addition to the usual bad reactions
cyber devices illicit. An Unsightly device cannot be
Concealed.

Devices

Cyber Limbs

{6 pts) Strength 3, Dexterity 3

Anextraarmor tentacle. The limb has a base Strength
3 and Dexteritv 3 the character must purchase any levels
beyond these. It can be used as a natural limb for shooting,
fighting, lifting, etc. This limb does not give the character
any extra actions to use in a turn, although he can use the
limb to perform any of his actions (up to three actions per
turn, as normally allowed). Cost: 500 firebirds each limb,
+200 for the surgery.

Engineer’s Eye

(9 pts) +1 Perception, +1 Observe, Cybersenses (Magni-
fier/ Telescope, IR Vision), Replaceable

These devicesare popular with many guild Engineers,
who are often seen scrutinizing people through the large
lens. They look like monocles studded with wires and
small lights attached over the left {or right}eye socket. Cost:
700 firebirds, +200 for the surgery.

Ether Ear

(4 pts} Concealed, Delicate, Cybersense (Radio),
Skill Use

Aradioconcealed inthecharactersinner ear. The char-
acter must learn a special skill (Ether Ear learned skill) for
receiving transrissions, or else he may not get the band or
frequency he wants (he gets the Charioteer muzak meant
for the local market instead of the Charioteer pilot chat-
ter).

Use of the radio is not necessarily cbvious to other
people, although the Ether Ear skill can help in conceal-
ing any of the radio listeners telling behavior when tun-
ingin to transmissions. Cost: 700 firebirds, + 200 for the sur-
gery.

Goliath Skin

(6 pts) +3 Strength, +2 Endurance, +1 Vigor, Organic

This device is a sheath of synthetic muscles surgically
implanted into the owner, replacing many of his natural
muscles, The model detailed above only replaces muscles
involved in lifting (biceps, triceps, deltoids, hamstringsand
guads, etc.). Other models are known which replace all
surface muscles(Tech Level 6 or higher) or whichare strong
enough to protect the owner from damage or pain (Armor).
The above model does not conceal the muscles, and they
are bulkiet than natural muscles and have a metallic sheen
and ribbing, instantly recognizable ascybernetic. Cost: 1500
firebirds, +500 for the surgery.

Internal Think Machine {"Second Brain”)

(3 pts) +2 Wits, Concealed, Tech Level 7, Expert Tech

A computer that is surgically hidden in the owners
skull It can be accessed for maintenance by removing a
flap of synth flesh and bone at the base of the skull. Pro-
grams can be loaded by slipping chips into a socket usu-
ally placed behind the left ear {again, hidden beneath
synthflesh).

A host of learned skills can be gained through pro-
grams without going through a long training process; just
slip in the Drive Starship program and off you go. Skill
programs are purchased with Extras points, although, as
with all cybernetics, it costs only one point for two Extras.
A Gambling program with a skill of 4 would cost two
points.

Physical natural skill programs (Fight, Sneak, Vigor,
etc}requirea Lithe Wire device (see below) or a similar de-
vice which hooks into the nervous system. A trinmed-
downed Lithe Wire model is available for free which in-
cludes: +1 Vigor, Organic, and Tech Level 6, although it is
not Concealed unless purchased as such (4 pts).

Some think machinescan run many programs at Once;
the cost is one point per extra program held in memory.
Only those programs which are in current memory can
be run simultaneously. Without thisextra memory,achat-
acter must change chips for each skill. Cost: 3000 firebirds,
+1000 for the surgery.

Lithe Wire

(4 pts) +3 Dexterity, +1 Vigor, Organic, Tech Level 6

This device is a network of synthetic nierves cabling
over and inside the owner’s body, connected to hubs up
and down the spine and augmenting the nervous system.
[t allows for superk motor control, including manual and
fine dexterity. These cables are not concealed although
they are durableenough {encased in flexible metal sheaths)
not to break when hit, but the complexity of the overall
design precludes this particular model from having the
Durable trait, although more advanced models are known.
Cost: 1500 firebirds, + 500 for the surgery.

Omaisocket

(5 pts) Durable, Removable

This isa universal adapter device for a2 wide variety of
cybernetics. It looks like a metallic disk with a central
latching pole. It is usually placed on the torso or at the stub
of alost limb or hand. A cyber technician can adapt almost
any device for mounting into the Omnisocket: slug guns,
Cyber Limbs, chain saws, etc. The Omnisocket itself is not
Removable, although anything mounted onit is. Add one
extra point to the Blessing or Benefice cost of any device
adapted for the Omnisocket. Cost: 300 firebirds, +100 for
the surgery.

Shoulder Mount

(2 pts + weapon cost +1) Concealed, Skill Use
This weaponry device is hidden in a cavity between
the shoulder blades, beneath a synthflesh covering. When
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the owner wishes, he can engage the device, which will pop
from its covering to sit on the owner’s shoulder (choose
which one before instatlation), ready for action. It mounts
a specially adapted weapon which requires training toaim
and fire: the owner must learn a Shoulder Mount skill, al-
though this skili will work with any weapon mounted
onto the device. Adapting the weapon requires some re-
tooling (roll Tech + Mech Redemption).

The weapon choice is up to the owner; the cost is the
normal Benefice cost for the weapon plus one for the
mount adaptation. For example, a Blaster Rifle would cost
10 points.

Weapons require ammunition, which must be toaded
when the weapon is engaged, not hidden. The weapon is
considered Replaceable, although the Shoulder Mount it-
self is not.

For an additional cost of two points, the weapon can
fire in any direction (default is whichever way the shoul-
ders face), although the character still has to seein the de-
sired direction; otherwise he is taking a wild shot {a Severe
task, -8).

Cost: 300 firebirds, +100 for the surgery.

Spy Eye

(6 pts) Concealed, Delicate, Cybersenses{Magnify/ Tele-
scope, Video), Skill Use, Tech Level 6

A video camera hidden in a synthetic eye. The
characters natural eye {right or left) has been removed and
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replaced with this device, which resembiles his original eve,
The recording medium is a tiny crystal requiring a special
player to view the images, although they can be transferred
from the player to larger media. These crystals were devel-
oped in the Second Republic for wristwatch entertain-
ment cameras and music players and lend themselves per-
fectly for hidden surveillance. The Spy Eye can record
videouptothree hoursin length before changing crystals
{which cost about 30 firebirds each). The crystal is usually
housed in a small cavity behind the left or right ear un-
derneath a flap of synthflesh.

The character must learn a special skill (Spy Eve
learned skill) for taping with this camera, or else he may
not get the picture he wants {the target wili be out of
frame, the image overexposed, etc.).

Use of the camera is not necessarily obvious to other
people, although the Spy Eve skill can help in concealing
any of the videotapers telling behavior, Cost: 1000 firebirds,
+300 for the surgery.

Alien Artifacts

The universe is full of the remains of earlier civiliza-
tions, both human and alien. Some of these are truly
unique and even magical. Psychics swear that occuit power
seeps from certain structures found in ruin, while the
Church whispers about demonic or angelic powers.



Gargoyles

These brutish beasts are found in ruins throughout
the Known Worlds and beyond, and are always associated
with the artifacts of the Anunnaki. They come in manv
forms, most notably statuary or bas relief, but their images
adorn many Ur ruins. They are known to be efficacious
against evil occult effects, and are now often placed on
buildings or on the prows of starships to defend against
evilinfluence. Sensitive psychicsand theurgistsall aver to
a Gargoyles power. Indeed, no ship with a Gargoyle prow
has yet encountered a Void Kraken.

They are rare but still common enough to be found
occasionally, sparking a fight for ownership between em-
peror, nobles, priests and merchants. They can be sold for
many firebirds to just about anybody, but those whodon't
get it will hold a grudge against the seller — a good way to
make enemies.

Scholars disagree about the purpose of these Gargoyles.
Some claim they are depictions of the Anunnaki them-
selves. Others say they are but images from the
Anunnakis fancy. Some claim they are images of horrots
which the Anunnaki fought, while others say they are
guardians against even wotse horrors,

Characters with some form of mystical vision (Wyrd
Sight, Second Sight) can tell that Gargoyles are rrot merely
stone or alloy; they exude a mysteriotus, unreadable aura.
They also hamper the actions of Urge and Hubris, although
to a varying degree; some Gargoyles are more efficacious
than others. The most iegendary Gargoyle, found in the
wastes of Nowhere, is said to generate omens to certain in-
dividuals, and people come from all over on pilgrimage to
it, despite the dangers of the nearby Stigmata system.

The power of a Gargoyle is rated from [ -10. 1t will com-
pletely dampen Urge or Hubris [evels equal or lower than
its raving; dark twins will be put back to sleep and Hubris
effects will not reveal themselves.

Gamemasters should feel free to create other mysteri-
ous effects for certain Gargoyles; each is unique.

Soul Shards

These psychic crystal shards are powerful artifacts.
They were studied extensively by Second Republic scien-
tists of the Phavian lnstitute and were deemed to be not
alien-made artifacts butelements. Arguments ensued over
how such elements were created: Are they naturally oc-
curring, or do they require an alchemicai process using
Preadamite superscience? Evidence exists for both argu-
ments, although the evidence for the former only occurs
near Ur ruins.

These crystals are highly sought after by not only
psychics but the Church, which seeks to hide them.

Soul Shards act as Wyrd batteries just like a Wyrd Tab-
ernacle (see Relics in Chapter Five: Occult), although the
limit to Wyrd storage depends on the size of the crystal: A

hand-held shard can hold up to 20, while a menhir can
held over 100

In addition, each shard can be artuned to one psychic
path {see Mist Sword, above, for the procedure) and will
boost any use of powers in that path. A hand-held shard
will add one to goal rolls, while a mernthir may add six.

Finally, Soul Shards are known to be helpful in heal-
ing psychological wounds or neuroses. They can aid in
balancing an imbalanced personality, but such uses have
no firm rules. The gamermaster should feel free to create
rules for particular situations.

Philosopher’s Stones

The most powerful of all Preadamite artifacts is a Phi-
losophers Stone. This is a catch-all term for a class of pow-
erful items which come in many shapes and sizes but uni-
versally allow their wielders to break the laws of reality.
Each stone is unigue and they are all greatly sought after.
Gamemasters should use Philosophers Stones in whatever
way they see fit, realizing that they are neither strictly tech-
nological nor purely occult but something transcending
both paradigms.

Each stone should be allowed one power, but this can
be an incredible one. Asan example, the most scught after
stone yet was found by Vladimir L [t allowed any ship it
was placed on to jump between stars without the use of a
jumpgate — a never-before known phenomenon. The
stone wasinstrumental in allowing Vladimir tocreate the
office of the emperor. It was hidden by him before his coro-
nation and has yet to be discovered again.

Philosophers Stones are worth any price; rumors exist
of crafty peasants lucky encugh to uncover one in some
forsaken alien ruin who have attained peerage {(noble sta-
tus} by gifting it to a lord with the power to grant such
boons. But most people believe that anyone finding such
a treasure would be killed as others rush to seize it.
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Chapter Eight: Gamemastering

For many people, gamemastering is the most enjoyable
aspect of roleplaying. Players get to explore all the pecu-
liarities of one character, but a gamemaster gets the entire
universe, He can twist it any way he wants, developing the
way people and organizations interact, their hopes and
fears, and theirsuccesses and failures, At the same time the
gamemaster becomes the center of attention, gets tostimu-
late new ideas in his friends, and ensures that they have a
good time,

The gamemasters main task is to come up with new
dramas for the players. The dramas are highpoints in the
characters' lives; those moments of excitement that stand
out for them. Secondly {but not always}, he creates the epic
in which the characters adventure. The epic is an overly-
ing structure which unites the individual dramas. Finally
the gamemaster arbitrates conflict between the players,
seeing to it that their characters deal with each other eg-
uitably.

This is not nearly as difficult as it may appear. Many
times the players will influence the drama or the epic to
the point that all the gamemaster has todoisreact tothem,
Qthker times the gamemaster witl get to take center stage,
throwing the characters into some unforeseen land of ad-
venture. The Known Worlds of the Fading Suns are filled
with thrills; gamemasters should have little trouble keep-
ing the players’ interest.

Andrew's Maxims

Andrew has always had this conceit that he knows
how to run games, so he insisted on sprinkling some of his
own basic tules throughout this chapter, Sometimes he
explains them and sometimes he leaves them open to in-
terpretation. Feel free to treat these maxims as you would
any sprinkles — avoid them, sneer at them, or enjoy them.

Andrew’s #1 Maxim:
Always err on the side of fun.

How to Gamemaster

The most basic part of being a gamemaster is arbitrat-
ing between the plavers and everything else in the uni-
verse. The players each control one character; the
gamemaster controls everyone and everything else. This

ranges from the lowest peasant to the very laws of physics.
The universe is as she sees it. If she decides that the Earth's
sun has gone nova, then so be it, Maybe the characters will
find a way to stop the process (not likely), but this only
happens if the gamemaster decides such a thing is possible.

Gamemasters should familiarize themselves with the
information in this book, but they should not feel bound
by it. Feel free to change both the rules and the setting.
While we at Holistic Design believe that both work ex-
tremely well, we have no way of knowing what every
player wants out of the game. Fading Suns is a framework
for your dramas, and you should never feel confined by it.

Andrew’s Maxim: Let the characters
affect the dice at least as much as
the dice affect the characters

On the other side of the coin are those players who
are going to want the gamernaster to follow every rule to
the letter. The easiest way to deal wich these playetsis with
a shovel, but some people frown on that. Instead,
gamemnasters will want to keep two concepts in mind: fair-
ness and consistency. Players will enjoy the game more if
the gamemaster at least appears to be fait. If something has
worked for one player, it should work for another. If the
villain gets to fite his blaster while hanging outan aitlock
in space, then so should the characters.

Consistency should maintain a place of importance
in the game, but gamemasters should never become aslave
to it. Just because long-range shots have always been a -2
task does not mean a gamemaster cannot make it more or
less difficult. The gamemaster will probably need togive a
good reason for her decision, and should listen seriously
to the players input, but in the end it is her choice.

Andrew’s Maxim: The game is
yours; treat it accordingly,

Dramas

Dramas, whether done as part of an epic or as stand-
alone adventures, usually share a number of qualities. The
gamemaster sets up a beginning that gets the players in-
terested, lets their actions guide it through the middle
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(with some twists provided by the gamemaster), and then
ends it with an exciting conclusion that answers many
questions (but often raises more).

The Beginning

Since it is almost impossible for gamemasters to pre-
dict what their players are going to do, the beginning of a
drama is the most crucial part. This is the only area a
gamemaster can actually script and have a lot of confi-
dence that the players will follow his path. At some point
the characters will begin taking the game in weird direc-
tions, but with some preparation the gamemaster can en-
sure that she will be ready for most of the surprises the play-
ers spring on her.

Getting the basic idea will often bring other factors
into place. Some gamemasters come up with a fun setting
— the hidden Asher monastery on Vril-Ya or the gleaming
spires of Leagueheim. Othersdevelop a neat villain like the
deranged Abbot Judas of the Asher monastery or Luken
Emmanualson, the psychic jester who seeks to tear the
League apart. There are some gamemasters who prefer to
begin with aspecific event, like a series of mysterious mur-
dersin an isolated monastery or a pirate attack on a Chari-
oteer ship. Finally, some gamemasters concentrate on a spe-
cific object like a lost tome of heretical knowledge or a dia-
mond which symbolizes a noble familys power.

The inspiration fot these ideas can come from books,
movies, songs and other media {science fiction related or
not), conversations, or even just from taking a look at the
plavers'character sheets. These should be scanned anyway
to see if the players made mistakes or if cheir characters
have something that would make a drama too easy or dif-
ficult, but a player who has taken the Bad Reputation Af-
fliction has just given the gamemaster a wealth of possible
dramas.

No matter where the basic idea originates, gamnemasters
should take care that it fulfills two major functions — it
should promote conflict, and it should allow the players
toaffect it. An Edenlike world may be intriguing, but if it
has nothing for the characters to do, then the gamemaster
had better start throwing in some snakes.

Andrew’s Maxim: Try the setting first. Most
of the great science fiction works (e.g., Foundation,
Dune and Ringworld) stressed their setting to
a high degree. The setting is often the most
engrossing part; take full advantage of it,
It certainly can provide more areas for
drama than anything else.

Some gamemasters get caught up in trying to figure
out when the drama should begin. If the characters have
to stop a conspiracy to kill the Emperor, does the drama
startat the beginning of the conspiracy? Doesitstart when
the assassin lands on Byzantium Secundus? Does it start
when the assassin enters the school disk depository from
which she will shoot her magic bullet? The best way to
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Players and Gamemasters

Just as a good host always tries to make sure that
every guest feels appreciated at a party, so should a
gamemaster try to include all the players in the game
as much as possible. No matter how detailed the set-
ting is, it will atways lack life without player input.
Roleplaying gives the gamemaster a chance tosit down
withanumber of other people she likesand utilize the
best of everyones ideas.

This happens at the very start of the game and runs
to the end. The gamemaster tells the plavers the set-
ting in which she wants to begin the game {a Decados
planet in the throes of a religious revival) and starts
getting their input. One player wants to be a Decados
baronet, another wants to be an Orthodox theurgist.
Their input on how and why their characters got to
the planet helpsshape its power structure, its intrigues
and its possibilities.

Other forms of player input are less obvious. The
fact that a character spent Benefice points on a blaster
means that he wants toshoot things, even if the drama
focuses on politics and intrigue. On the other hand, if
acharacter has Angelic Appearance and eight levels of
Charm, then no matter how many gun battles he gets
into, he wants a chance to talk his way out of crouble.
Keep an eye out for those areas where players spent a
lot of points during character creation. This will give
you a strong idea of what kind of scenarios they are
interested in.

Andrew’s Maxim: At least try to
look like you're being fair.

handle this is to have the drama begin at the point
whenthe characters will face the most exciting challenge
while still having a chance toeffect the ending. If the char-
acters are all soldiers, then they probably should get in-
volved late in the conspiracy. If they like intrigue and re-
search, they should begin earlier.

QOrther factors the gamemaster will want to keep in
mind are what kind of tension he wants to build. For in-
stance, are the characters under extreme time pressure? Do
they have 10 minutes to find and defuse the bomb before
the spaceliner is destroyed? Or do their actions determine
the pressure? After all, the Li Halan and the Hazat won't
go to war if the characters don't reveal how the Hazat be-
trayed its rivals to the Emperor.

Andrew’s Maxim: Can’t stop with just one. Once you
have a basic idea for a drama (the characters have to
rescue an alien prince), combine it with another
{a character’s hated cousin, a Scraves, is smuggling
lethal chemicals of f-planet) for tawice the fun. Thisisa
traditional device in books and movies (meshing plots
and subplots) that works equally well for roleplaying.



The Hook

Most dramas, especially the first ones inan epic, require
hooks to help involve the characters. This brings the char-
acters together and gives them a common cause. For in-
stance, the characters could meet at the constables office
when they all come in to report a missing loved one. This
gives them an immediate interest in working together.

Some classic ways to bring the characters together in-
clude:

- Having the characters know each other before the
game begins. If they are old friends, relatives or acquain-
tances, they will have immediate reason to team up.

- Having the characters share a common interest. If all
the characters have some kind of tie to the Scravers, then
any major incident involving that guild (like one of its
warehouses blowing up)can immediately attract the char-
acters.

. Giving the characters a common enemy. When the
Avestite priest has his underlings investigate all the char-
acters, they will have to team up to keep the Inquisition
off their tales,

- Placing the characters under orders. Almost everyone
in the Known Worlds has an overlord. These lords have
their own interests which may be completely antithetical
to the characters. The characters may not know why their
masters have ordered them to work together, and they
might not like the reason when they find out — but by
then it will be too late.

+Giving the characters no other choice. Who knows
why Duke Li Halan has declared them outlaws? They
never even met each other before, If they want tostay alive
long enough to discover why they have been set up, they
are going to have to pool all their resources.

Conflict

The saying that conflict is the soul of drama is almost
as old as drama itself. It applies just as well to roleplaying
games as it does to fiction or the stage. The more the char-
acters have tostrive and struggle, the more the players will
enjoy the game, That doesn't mean that toil and sweat
should fill every second of the characters' existences; how-
ever, the players should get the feeling that they must over-
come obstacles to achieve their desires. The tougher the
barrier, the more satisfaction players get from seeing it
crumble,

Gamemasters looking to add more conflict to their
dramas can use some standard literary devices to help them
out. What foltow are a few of the classic ones. Gamemasters
can get ideas here before setting up the drama, though they
wiil probably find that other conflicts develop without
any planning.

Person vs. person (One of the characters is chasing a
rogue Inquisitot)

Person vs. machine {The characters have to defeat Sec-
ond Republic automatic defenses to get the vaccine re-
quired ro save a village)

Person vs. society (One of the characters is trying to
increase the acceptance of the Ur-Obun)

Person vs. nature (The characters are trapped in the
badlands of Pandemonium and must make their way to
safety on foot)

Person vs. the supernaturat {Demons plague one of the
characters})

Person vs. self (A character must expunge that part of
her which attracts demons)

Theme

A theme isa unifying concept that tiesa story together.
For instance, one of the main themes of Fading Sunsis the
seeking. What the characters look for or find does not
matter nearly as much as does the quest itself. This theme
appears in everything from the average peasantSattermnpts
to rebuild his life following the Emperor Wars to the
League trying to create a new republic, the Church look-
ing toforma theocracy,and the Emperorseffortstochange
space, None of these forces may ever achieve their goals;
instead, the way they conduct themselves as they follow
their goal takes center stage.

As soon as a gamemaster chooses a theme he wants to
follow, drama ideas will starc leaping out at him. Do the
characters encounter scmeone on a quest? Do they have
tostart one of theit own? Will quests start competing with
each other — one character having to obtain an item and
another having to return it to its original owners?

Chapter Eight: Gamemastering 21




The theme does an excellent job of setting an overall
structure for the gamemaster. It lets him tie everything
together easily and, whenever he is at a loss as to what
should happen next, he can look to the theme for guid-
ance. Also, if he opts to have some sort of moral attached
to the drama, he can weave it into the theme.

The theme can also appear as a question: “Why do
people commit evil acts?" It can show upasasentence: “Evil
comes from greed.” It can even be & single word: “Evil.” All
of these are areas open to the players and gamemasters for
them to explore in their game.

What follow are some samples of themes gamemasters
might want toincludein their dramas. This is by no means
an exhaustive list; the best dramas gamerasters create will
probably spring from themes of their own devising. Some
gamermasters like to tie their themes into the theme in-
spiring the entire epic, while others like tomix them upa
bit more.

- What sort of leader do people need? Questions about
leadershipcan arise between the nobles and guilds, within
acity, onashiporeven among the characters. Put the char-
acters in situations where a leader is necessary (only one
person can speak for the group, someone has to make tac-
tical decisions, etc,) and see what happens.

- The ends do not justify the means, The gamemaster
can present the players with an admirable goal {rescuing
an orphanage, salvaging a lost ship) and then give them a
nurmber of different routes. If the characters follow the
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easier but more destructive route, their goal becomes more
and more flawed. If they follow the harder but more com-
mendable path, their goal has some surprising rewards.

+ The ends justify the means. You can't make an om-
elet without breaking eggs. If this is the lesson the
gamemaster wants to get across, then he needs toset up a
goal which will redeem the characters for their actions.

Morality The Known Worlds harbor many moral sys-
tems, a number of which consider themselves the only le-
gitimate one. The characters get to see these moral codes
in action, and decide for themselves if one is better than
any other,

- What causes people to hate one another? The char-
acters find themselves in the middle of an ancient feud.
The only way out is to find out why the feud started and
hope to resolve it (something which may very well be im-
possible},

* Things are never 4s they seem. Conspiracies abound.
The person vou believe is your worst enemy ray actually
have your best interests at heart, The person you think you
can trust will do anything to hurt you

- Exploration. Continually put the characters in a po-
sition to discover riew things. This game iscentered around
the characters’ journeys to strange new places and the
many odd things they find there.

Mood

The mood is the overall feel the dramas impart. If the
characters discover a lost world, full of both hope and dan-



ger, the gamemaster might well want a mood of excite-
ment and anticipation. He helps enforce this mood by
keeping events running at a rapid pace, throwing ‘n new
events whenever things seem to be slowing downand giv-
ing the characters new challenges every time they over-
come an old one.

A gamemaster running adrama centered arcund con-
spiracies on Byzantium Secundus, however, will probably
strive more for a mood of nervous paranoia. He will con-
centrate more on the buildup to an event than on the
event itself, Players will have plenty of time to decide what
their characters will dg, but they will remain unsure as to
whether or not they are deing the right thing. Addition-
ally, they can never be sure that the other characters are
not conspiring to stab them in the back.

Different dramas utilize different moods. The
gamemaster might well want to concentrate on games
where the characters do not have much opportunity to
effect great change on their surroundings. This is often
true in horror-oriented drarmas where the characters may
not be able to destroy their nemeses but can try to blunt
any evil impact. Here the gamemaster wants to create a
mood of uncertainty and tension, making the players
wonder whether their characters will even survive. Some
other moods are described below.

- Excitement. This is often the mood of space opera,
where the characters go flying across the Known Worlds,
battling evil and making the universe safe for everyone.
The players should never know what’s going to happen
next, but they should definitely be looking forward toit.

- Hortror. Again the gamemaster needs to ensure that
the plavers will not know what is going to happen next,
but they are going to dread it a lot more. Players should
feel anxious and worried, never really knowing if they can
deal with the problem at hand — or if something worse
will follow it.

- Romance. Conflict still exists, but the players will
have more hope. They will aim for more, realizing that their
actions have a direct effect on the things they care about.
Much of this will corne about in the gamemaster’s descrip-
tions — colors are more vibrant, textures sharper and life
isinteresting.

-Uncertainty. This is especially important when con-
spiracies areat the heart of the game. The players will never
know if what is happening is for good ot ill. They will seek
out as much information as they can, but the more they
uncover, the less certain they should become. All their old
prejudices may be dispelled, but the truth will not take
their place.

The Middle

Once the gamemaster and players have gotten the
drama off and running, most thingsshould fall into place.
At this point, the gamemasters main role is to feed infort-
mation to the players so that they stay interested without
learning too much. This is where he changes the goals on

the players, introducing the fact that the initial goal was
just a ploy toget the characters involved in the drama. This
is also the point where fun plot twists show up (“What do
you mean you're the Duke’s daughter?’), allies become en-
emies {and vice versa), and whole new factors get thrown
in {"The Vau are landing!").

Andrew’s Maxim: Suspense, suspense, suspense —
then up the suspense some more. Suspense comes from
having almost all the information. The players should

have enough to know something of what is going

on and care about what they don’t know.

When Things Bog Down

Sometimes gamemasters may notice the game slowing
down and the excitement draining out of the players. [t
may happen because the characters have reached an im-
passeand are unabie to decide what to do next.It may hap-
pen because they have explored the wrong paths and are
now far away from their goals. [t may be that they have gone
in a direction where the gamemaster has no idea what
should happen next. It may be that everyone is just plain
tired. That’s when it time to shove a submachine gun in
the door and spray the room with bullets.

That’s an old mystery writer’s trick for when the writer
has no idea what to do next, and it appears in innumer-
able booksand movies. The writer does not have toexplain
why it happened until later, but it certainly shakes every-
one up. When a gamemastet pulls thissame trick, whether
she does it with a submachine gun, a psychic assault or an
alien power, even she does not have to know why it hap-
pened. She has plenty of time to work up an excuse later.
For now it is enough that the game gets moving again.

Gamemasters can do other things to get the game
moving, One of the reasons to have a theme and mood is
so the gamemaster can refer to it when she is at a loss for
ideas. When the game slows, the theme or mood should
provide some ideas to get things moving. If worst comes to
worst, take a break.

Andrew’s Maxim: When in doubt, blume a conspiracy.

The End

The ending really has two parts. The first isthe climax,
where the major questions get answered and the main con-
flict is resolved {for better or for worse). The second part is
the resolution, also known as the debriefing or denoue-
ment. Here the players come toas complete an underscand-
ing as they can about the drama, the next drama is often
set up and the players clean up loose ends. Record keep-
ing, like assigning and spending experience, is often
handled here.

Andrew’s Maxim: Try to have a picture of the end
when you start, Just don’t expect to ever see it.
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The Climax

This will probably be the most exciting part of the
game. At this stage the characters either defuse the bomb
or blow up. As gamemaster, you need to make sure that
the characters have had an opportunity to succeed. Feel
freeto let them fail if they messup, but at least try to make
sure the players feel that their actions coutd have made a
difference.

One interesting aspect of player psychology is that if
they feel the end of a drama is fast approaching, they are
more likely to have their charactets act heroically. It isal-
most as if they want to make sure their character will be
remembered once the game is over. This means the
gamemaster should try to accomplish at least two things:
lygive the players clues that the drama is coming toaclose,
and 2} give the characters the chance to be heroes.

Time clues are usually the easiest ways to let players
know the drama is almost over. If the game usually endsat
midnight and that time is fast approaching, players should
get the hint. Gamemasters might also want to pick upthe
pace at the end of the drama, rushing players' decisions as
events get more hectic. The more excited the gamemaster
seems, the more excited the players will be.

There are many ways the gamemaster can let the char-
acters act heroically. They can become martyrs, throwing
themselves on grenades to save the others. They can push
their characters to che extreme, using up every last point
of Wyrd they ever had. They can become philanthropists,
sacrificing all the firebirds they sweated and slaved over to
help a village meet its debts. They can even become mod-
els of virtue, risking everything to rescue some lost child
(they don't have to realize hes teally a demon in disguise).
Give them the opportunity to become heroes and they
may well rise to the occasion.

Andrew’s Maxim: The characters should
always have a chance to survive,

The Resolution

Here the characters get their rewards or punishments
and try to wrap up loose ends, The excitement level here
should be way down from the climax. Now the characters
need to regroup, not charge back into action. The most
tension the players should feel will come from the ques-
tion of how much experience their characters will get,
Thisstage is very imnportant, and gamemasters should
set aside time for it even if it does not get played out im-
mediately after the climax concludes. Let the players fig-
ure out what their characters plan todo next, let them do
some shopping for new equipment if they are someplace
that can happen, assign out experience pointsand let them
spend whatever they can, and let the players discuss what
to do next. Of course, the next drama will undoubtedly
make all their plans useless, but for now they can dream.
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The Epic

Some Fading Suns dramas are one-shot affairs, played
out with no intention of follow up. Other dramas, how-
ever,make upacontinuingepic.In an epic, the players take
on the roles of the same characters for drama after drama.
The characters grow with experience and change in ways
the playets want tosee them develop. Players get tosee what
kind of effect their characters have on the Known Worlds,
and they can make long-range plans as well. Gamemasters
get to develop storylines which run for more than one
drama, introduce recurring characters, and build up pres-
sure as the players learn more about the Known Worlds.

There are two main kinds of epics, both defined by
when the gamemaster and players want to end them. The
first kind is the terminating epic, in which the gamemaster
has a definite end in mind for the players. The second is
the infinite epic, in which the game can continue for as
long as the gamemaster and players like. While all epics
share certain characteristics, gamemasters will want to plan
differently for each of these. Of course, there is no reason
the players and gamemaster could not continue a termi-
nating epic past its grand finale or decide to end an infi-
nite one, but they can deal wich these spurof the moment
changes when they happen.

Terminating Epics

This kind of epic most resembles stories from books,
movies and theater. The characters need to accomplish
some goal, and the gamemaster creates the conflicts which
may block them. These goals can range from the most
grand (relight the suns, end the Symbiot threat}tothe most
personal (rescue a characters family from the Chainers,
becomea duke). The players might not even know the goal
when the epic begins, but discover it as the conflict
unfolds,

For instance, at the beginning of the game, the char-
acters know that sorneone has kidnapped people close to
them. The charactersgo to the local authorities {(wherethey
get little cooperation) but meet each othet. Theydecide to
take matters into their own hands and rescue their loved
ones, but they also discover a secretive cult trying to dis-
credit the local government. In battling the cuit fora num-
ber of dramas, they soon discover that one of the roval
houses {hopefully one of which a characterisa member)is
behind the sect. As they investigate the royal house, they
find that demons have begun possessing the nobles, Now
they discover what the goal of the entire epic has always
been — stop the demonic threat to the Known Worlds and
save the royal house from destruction.

When they finally defeat the demons for the last time
{or the demons eat their souls — always give players the
chance tofail), they gain agreat deal of recognition for their
efforts, obtain their just rewards, and the characters retire
from this crazy life of adventure.

The gamemasters main responsibility all along has




been to feed the characters challenges that whet their ap-
petites for further adventure. The players have had a great
dealof an impact on how the story resolved, and nodoubt
threw in innumerable twists of their own, but the
gamermaster was the main guide all along,

The difficulries with this kind of epic lie in the
amount of preparation most gamemaesters will need to put
intoit. Theidea for the epic may hit the gamemaster at any
time, but she has to take time to work cut the individual
steps that take the players from beginning toend. She also
has to work with che players so that any individual goals
their characters might have do not clash too strongly with
the main thrust of the epic.

The main strength of this kind of epicisthat the chat-
acters’actions do not take the gamemaster by surprise too
often. Whenever the game starts to drift, the gamemaster
can quickly put it back on line. While a number of unre-
lated {or seemingly unrelated)drarmas may occur as the epic
continues, most will somnehow tie into the overarching
storyline. For instance, if one characters main goal is to
defeat the baron who murdered her father and usurped
his barony, she can still go help the Engineers find a trai-
tor in their midst, thus furthering the career of the Engi-
neer character in the group. It might serve their goal by
gaining them new allies, but then again, it may not. Still,
most stories will relate to the characters’ quest for justice.

Additionally, terminating epics come in handy when
the gamemaster and players know theepic will have toend
at some definite date — the end of classes, when the next
gamemaster is ready to run her game or when this
gamemaster jets of f to India. The plavers may not fulfill all
their characters’ goals, but they should have a heck of a
time racing against the clock as they try.

Infinite Epics

Infinite epics never need toend. They can run for yeats,
with players cycling through as need be and even
gamemasters switching off on occasion. The gamemaster
might have an overarching storyline in mind, like having
the characters protect an infant who might turn out to be
the messiah, but for the most part the infinite epic is more
like improvisational theater than a novel. No one knows
exactly what route it will take or where it will end up.

The main difficulty with this kind of epic is the
amount of thinking on her feet the gamemaster will have
to do. Players have all sorts of things they want their char-
acters to do, and the gamemaster will have to stay on her
toes to keep up with them, weaving the characters' goals
in with whatever storyline she has developed.,

The main advantage of this kind of epic is that not
only will the gamemaster have to do less before-game
preparation, but dramas she never would have thought of
will spring out of her interaction with the players, The
gamernaster and players will get to explore aspects of the
Fading Suns and their own characters that would never
have otherwise occurred.
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For instance, if the gamemaster has set up a drama
where the characters have to stop a rogue mercenary group
from destroying a small town, she may find that the char-
acters have no intention of training the town to defend
itself, Instead they plan to hire the mercenaries to help
them raid a House Hawkwood research installation they
discovered during a previous drama. She quickly discov-
ers that the players do not trust the Hawk woods. She now
has to decide what the Hawkwoods really are up to, and
how the characters actions will affect the house. She may
decide the players are right ntot to trust the Hawkwoods or
else show how their fears have been baseless and perhaps
manipulated by a minor houses warlock. In any case, the
epic has progressed in a far different direction than any-
one had planned,

This also allows the players to shape the game to their
liking and gives them greater control over how their char-
acters develop. For instance, if a player creates a Charioteer,
then she mayv well dream of seeing her character eventu-
ally becomne a consul or even the dean. While this might
not be possible in the terminating epic, in an infinite epic,
anything goes. She can work tirelessly to advance the
guilds interests, make friends at all ranks of the League,
and still help her closest friends, the other characters.

Indeed, a major reason groups with members as var-
ied as a Brother Battle, a psychic al-Malik, a pious Scraver
and arogue alien work together is that they can each help
the others further their ambitions. This sort of alliance
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giveseach character agroup of competent friends who will
go to great lengths to assist one another. There is little
chance that the al-Malik will ever seek power in the
Brother Battle order, so the characters know they have rea-
son totrust one another. The more they work together, the
more likely they are to risk their own status to help the
othets.

Andrew’s Maxim: Leave unfinished business —
don’t resolve everything at once.

Mixing the Two

Gamemasters and players may well want to mix che
terminating and infinite epics together. For instance, if one
plaver will only be able to stay in the game for a month,
then he and the gamemaster can work out a specific goal
for his character, like tracking down his long-lost brother.
The gamemaster comes up with a reason why all the char-
acters will want to help (that long-lost brother hasa map
to a Second Republic armory tattooed on his back), and
for as long as the player is with the group, they work on
that one goal. The players last drama with the group cen-
tersaround actually rescuing that brother from the Inqui-
sition or watching him (and the tattoo) fry.

Also, never be afraid to change from one kind of epic
to another. If the gamemaster and players are both enjoy-
ing a terminating epic too much to ever want it to end,
just add on another layer of conspiracy for the characters
to unpeel, If the gamemaster suddenly gets transferred to
the Philippines, then she can work up a climactic end to
the epic based on whatever kind of dramas the group was
last involved in. '

Memorable Characters

There is no way that the gamemaster can develop the
characters under his control to the extent that the players
can develop theirs. After all, they only have to concentrate
on one while the gamemaster has everyoneelse in the uni-
verse to worry about. Still, memorable gamemaster char-
acters are a necessity in roleplaying games. They stimulate
players te further develop their own characters, allow
gamemasters to come up with new dramas almost effort-
lessly and make the game sessions where they appear un-
forgettable,

Thisistrue whether the gamemasters characters work
with or against the players characters. Gamemasters often
spend most of their time developing archvillainsand their
assistants, but players remember their zllies ac least as well
as they do their enemies. The whispering information bro-
ker who gives characters clues in the weirdest places can
leave as lasting an impression as the deadly Decados assas-
sin who follows their every move.

Andrew’s Maxim: Make the little things count,
Gamemasters rarely have time to create every aspect
of every character in the game, and players would not



remember everything anyway. Instead, gamemasters
should give each at least one memorable feature —
a handlebar mustache, slight lisp, long hair, penchant
for dark suits, or ¢ habit of flipping a coin in the air.

The Friends

The most important thing to remember about the al-
lies characters acquire is that they should never solve the
characters’ problems for them. They should provide the
characters with just enough information cr assistance that
the characters can take care of their own difficulties. The
last thing the gamemaster wants is for the players to feel
that their characters are inconsequential or that they can
do as they please and then call in the Duke to get them
out of their difficulties.

Gamernasters may have a hard time doing this if a
player has made that relationship a central aspect of her
character. If one of the players hasspent the points to make
her character the son of the Archbishop of Delphi, then
sheshould legitimately expect the Archbishop to helpher
out against the Inquisition. The gamemaster has to decide
just how much impact he wants this ally to have on the
game, and then come up for a reason why he can do no
more. He might be under pressure from the Inquisition as
well, or he might want to teach hisson alesson, or he might
even suspect that his son mighe be a heretic and that the
Inquisiticn would be the best thing for him.

Of course, the gamemaster should feel free to require
that the characters constantly solve their allies’ preblems
if they want them to remain friends. This method is an
excellent story hook, and can be used again and again. If
one of the characters knows a secret weapons dealer, then
that dealer should come to the characters for help when
one of his sales gets him in trouble with the Charioteers.
Then the characters can discover that a Charioteer is try-
ing to squeeze all the other guilds off the planet and fig-
ure out what they want to do about it. Just hope they act
before the Charicteer reveals that he isa Symbiot bent on
destroying the whole world.

The same ally should not keep running to them for
help, however. Mix it up and keep these allies in minor
roles, Of course, the gamemaster should still strive tomake
these associates memorable. Try and build their relation-
ships with the characters to the extent that the players
want to help them and go out of their way to make their
lives easier. For instance, if the plavers become close enough
to a priest who gives them blessings, they might want to
start a drama where they try to get the priest promoted to
cardinal, This would mean revealing his competitor’s role
in a crime ring, but that shouldn't be too hard, should it?

There are many ways to make these allies sympathetic.
Have them seek out the characters when the players have
no idea what to do next and offer some key help. Have
them socialize with the characters. If aScraver needs to pass
information on to them, then he can invite them to din-

ner at his house, have them meet his family, present them
with a lavish spread and then tell them what they need to
know, This kind of roleplaying may take only 15 minutes,
but it leaves the players with a much higher estimation of
this contact. That way, when the Scraver comes crawling
to them dressed only in tatters and tells them that his
house has burned down and his family has disappeared,
the characters will do anything to help.

The Foes

Somebody competing with the characters for lost ar-
tifacts can be an adequate villain. Make him an Ur-Obun
and he gets a little more engaging. Add in his role in dis-
crediting the troupe’s young noble, and the guy becomes
even more exciting, Now have his ultimate geal be the de-
struction of another characters home planet,and you have
an archvillain worth battling. Some sample antagonists
follow thissection; gamemastersshould feel free toinclude
them in their dramas as they are or change them to suit
their needs.

Villains come in all sizes, from the interstellar menace
of evil dukes to the local hassle of a corrupt sheriff. No
matter how big they get, they all have the same goalin life
— to make the characters’ lives as interesting as possible.
To this end the gamemaster should give them whatever
tools they need to get in the characters’ way and should
change their tactics over time. After all, if the characters
get experience, then why shouldn't their enemies?

Andrew’s Maxim: Add justification for better villains.
No one thinks of himself as evil. Even the most
psychotic serial killers can justify their actions to
themselves. Your villains should be the same way.
There is a reason they act the way they do, and
knowing it will allow the gamemaster to roleplay
these characters with even greater certainty.

The Archvillain

Someone in the game is going to provide the charac-
ters with more trouble than anyone else. This might not
be the most powerful villain in the game, but she wiil be
the most memerable. Her plots and schemes will leave the
characters in fits and the plavers talking about them for
years. Archvillains range from tyrannical dictators to
zealot revolutionaries, from inflexible Inquisitors to he-
donistic demon worshippers, but meost share certain char-
acteristics,

First of all, they have goals both lofty and base. A duke
may dream of ruling the Known Worlds only to be brought
down when he tries to carry off a peasant woman he lusts
aftet. A sect leader may be only days away from becoming
elected patriarch only to throw it all away for revenge
against a childhood nemesis. For all their might, they have
intense (though well-hidden) flaws.

Secondly, they believe they can only trust themselves,
and in the end often find they can trust noone at all. No
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matter how many toyal henchmen they may surround
themselves with, they watch each for the first sign of
treachery. When it happens, they leap on it with relish, glad
to have been proven right about everyone elsein the world.

This brings upa final trait of many archvillains: They
would rather be dead than wrong. They have very strong
views on themselves and the universe and will go to ex-
tremes to avoid having to give them up. Even when a par-
ticular point of view handicaps them, like the belief that
all peasants are inferior, they would prefer to continue
underestimating their lower-class opponents rather than
face up to their mistakes. Gamemasters can get a better
grasp on her archvillains by determining what their par-
ticular prejudices are. When characters discover what an
archvillains weaknesses are, they can {and should} make
use of them.

The Henchman

A classic addition to villains both fictional and real,
the henchman renders his overlord invaluable assistance.
He has his masters wishes at heart and fulfills all orders to
the best of his ability. He may not have the most expertise
(those with the most ability become villains in their own
right), but he makes up for it with dedication and a desire
toserve.

Characters will encounter several different kinds of
henchmen over the course of their dramas. Some, like
guards and low-level cultists, will have only passing im-
pact. Others, like assassins or chauffeurs, may provide a
brief obstacle oria number of different occasions. The best,
like che villaink main bodyguard or psychic advisor, will
furnish dramaideas of their own, and defeating them may
even become a major element of the epic.

Whatever their level of skill, henchmen share certain
qualities. They have a great deal of loyalty to their patrons,
and characters will not have much success turning them
against the villain. On the other hand, henchmen do not
have much experience thinking for themselves, and play-
ers can have fun putting them in conundrums that their
original orders do not cover. Then again, the characters
could just punch them out.

The Freelancer

Jabba the Hut had Boba Fett, Hitler had Romrmel and
Elmer Fudd had his sarcastic hunting dog. These are all
cases of archvillains relying on talented but not necessar-
ily obedient underlings. The villains need these agents be-
cause their own servitors do not necessarily have what it
takes to defeat the characters. Their henchmen may be
loyal, but devotion won't beat a bunch of well-played char-
acters.

Thats why the villain callsin the specialist; chat fabled
freelancer with the talent to succeed at what the villain’
best have failed. The freelancer has no special loyalty to
the villain and usually works for him out of mercenary
interests or because she is somehow indebted rto him.
Freelancers can show up once or in drama after drama,

218 Fadiag Suns

perhaps continuing a vendetta with the characters after
they have defeated the villain. In fact, turning the
freelancer against the villain is a great way to defeat both.
When the great Ur-Ukar assassin Vannanna Esin finds out
that Duke Markana Decados funds anti-alien hate groups,
she may well make him her next target. She may also de-
cide that a contract is a contract and kill the characters
first. Whatever a freelancer may be, she is not predictable.

Tweaking the Game

There are as many ways to play Fading Suns as there
are people playing it. This book contains only the basic
ingredients. The most important elements are the
garmemaster’s and players' own imaginations. They should
feel free to play this game in whatever way they most en-
joy. What follow are a few variations on playing out the
dramas.Gamemasters should only use the ones they want
toand ignore the rest, None of these are necessary, but they
can add spice to any epic.

The Milieu

The universe of the Fading Suns is a huge place, but
there is no reason for gamemasters to feel overwhelmed.
The very vastness of space provides the gamenaster plenty
of oppertunities to personalize the game and give it her
own stamp. She can introduce her own alien races, plan-
ets, noble houses, technologies, characters, monsters and
whatever else she can come up with. While Holistic De-
sign plans todetail a number of the major planetsand fac-
tions, most of the others will be left up to the gamemaster
to do with as she pleases. '

Even when Holistic Design does publish a book about
Byzantium Secundus or anything else, gamemasters
should not feel obligated to obey every word of it. Every-
thing Holistic Design publishes should be considered rec-
ommendations, not the final word. The game was designed
for gamemasters and players, and they should do whatever
they want toit.

Not only should thev changearound the Fadlng Suns
setting, but they should feel free to use the system for other
games, the setting with their own rule systems, or even cre-
ate whole new settings for the game. Science fiction has
more possibilities than any othergenre, and anvything that
might ever happen is open te the gamemaster. She should
use whatever she wants toand ignore anything else.

Backstory

While characters appear to begin the game fresh and
with no baggage frorm the past, they really have many vears
of history behind them. Players and gamemasters can take
this into account by running a backstory session. This is
an abbreviated session of pure roleplaying {no dice rolling
allowed), where a gamemaster and player discuss impot-
rant aspects of the characters past. For instance, how did
the character feel when the Li Halan killed her parents



duringa raid? What was her response to seeing the Vau for
che first time? How does she feel about the nobility? The
Church? The League?

This session should be more player-directed than any
other session. The gamemaster should come up with com-
plications and issues for the player to deal with, but the
main advantage of this kind of game is that it gives the
player a much better feel for his character. This backstory
may very well have an impact on the game at some later
point as well, and players may want to refer to it when
thinking about what their characters should do next.

The Big Picture

Most character groups will include a number of rela-
tively influential individuals, but there will always be
someone out there who is more powerful. Players often
forget this and begin to think that their charactersactina
vacuum, and that their characters’ actions have little im-
pact on the universe. One way to shake themupis to have
them do a grand-scope one shot.

Here the players take on the role of characters other
than their own, and powerful ones at that. For instance, if
the players' five main characters have destroyed a cathe-
dral on a Decados planet and begun raiding off-planet
shipping while trying to find a missing relic, then the
gamemaster can call a convocation of affected parties. This
would include a powerful Decados duke, the Emperors
ambassador to the Decados, the planets Archbishop, a
Charioteer consul,and the god-king of the Hironem, a lo-
cal alien race.

The gamemastet needs to determine what goals each
of these characters has, what their statistics and powersare,
and what they know about each other as well as the situa-

Where to Play

No two groups of players have the same surround-
ings when they sit down to play, but the best settings
usually have a number of factors in commeon. First of
all, they are relatively free of outside distractions like
stmall children, wild aniimals and nuclear explosions.
Gamemasters might want to help keep down the level
of outside distractions by using sound effects or mu-
sic to help set the scene.

Secondly, the players do not have to spread out
around the room. Instead they focus on one area, gen-
erally a large table. This gives the gamemaster a cen-
tral area to put any necessary props or have everyone
make their dice rolls. Players should also try to hold
the game somewhere other than the gamemasters resi-
dence. Having someone else play host frees the
gamernaster up for the more interesting aspects of run-
ning the drama. Yet another {or several) should be re-
sponsible for whatever snack, drinks or sundries {love
those yurmmy sundries) the group needs.

tion. The gamemaster then briefs each player who takes
on the role of one of these powerful individuals, and the
player then takes the role of that character during the con-
vocation.

This drama should only last one game session, but the
players will have a chance to see the matter from a num-
ber of new viewpoints, There is always the risk that they
might cop out and vote to give their old characters 10,000
firebirds (in which case the gamemaster should feel free to
use those firebirds against the characters later), but most
players will have little problem getting intocharacter. They
may well decide tohave their old characters hunted down,
in which case the gamemaster should have little trouble
coming up with the next drama,

Andrew’s Final Maxim: Always err on the side of fun.

Antagonists

The following villains are only a brief sample of those
the characters might encounter across the Known Worlds,
Afterall, the empire is a big place, even if most people never
meet anyone outside their own community Gamemasters
should feel free to change these antagonists in any way
they want to make them better fit their game.

Known Worlders
Minor

These antagonists are best used for a few stories or as
recurring minor characters. Their schemes are unlikely to
trouble the characters for too long, but should be very
annoyingin theshort term. They canappear anywhere the
gamernaster likes and are easily changed between house,
sect and guild affiliations.

Baron Alajandro al-Malik

Baron Alajandro has earned his reputation as one of
the al-Malik’s greatest collectors, accurnuiating a massive
art collection, a garage-full of Second Republic vehicles
and an imptessive array of relics from alien religions. His
pride and joy, however, is his extensive menagerie of car-
nivorous plants and animals. Gathered from around the
Known Worlds {and a few unknown ones as well}, his col-
lection includes Terran tigers, a Severus flying asp, several
Sutek water dragons, a hive of Shaprut glyph wasps,a num-
ber of Daishan eagle traps and more.

Baron Alajandro is more than happy to show off his
zoo teany of hisguests, but only afew get toenjoy histrue
passion. The one thing Alajandro loves more than collect-
ing is putting his creatures to use. Selected friends get to
see his creatures fed or, better yet, battle it out. Less forcu-
nate visitors get to be part of the entertainment. Among
those senitient creatures known to have died fighting his
beasts include a feral Vorox, an Ur-Obun and a Charioteer.
Rumor hasit that other victims have included his wifeand
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a priest who displeased him. An even morte frightening
rumor is the one that says he has included Symbiots in his
collection.

Race: Human

Rank/Class: Baron

{Quote: (Whispered} “Have you ever seen a Sutek water
dragon eat a child?”

Description: A large man who hides his girth behind flow-
ing fur robes and his bald head under flamboyant cha-
peaux, He wears obscene arounts of jewelry and spends
as much time as possible lying on giant feather pillows.
Alajandro believes himself to be extremely likable, and
greets new acquaintances with a hearty hug and a bel-
lowed hello. Unless they are especially sycophantic, he tires
of them quickly. Those he tires of mav well become his next
entertainment.

Entourage: Baron Alajandro supports a decent military
force, but he is also constantly surrounded by people who
share the same sick hobbies. Theirs cant be an extremely
dangerous party to crash.

Body: Strength 5, Dexterity 6, Endurance 6

Mind: Wits 8, Perception 6, Tech 6

Spirit: Extrovert 7, Introvert 3, Passion 6, Calm 2, Faith 2,
Ego 6, Human 3, Alien 3

Natural skills: Charm 7, Dodge 4, Fight 4, Impress 6, Melee
4, Observe 6, Shoot 4, Sneak 4, Vigor 4

Learned skills: Academia 5, Arts (Painting) 6, Beast Lore 9,
Etiquette 7, Gambling 7, Inquiry 6, Knavery 7, Lore
(Symbiots) 4, Remedy 4, Xeno-Biology 3, Tracking 2
Wyrd: 6

Weapon: Fencing swotd (mostiy for show)

Armor: Dueling Shield

Vitality: -10/-8/-6/-4/-2/0/ 0/ 0/ 0/ O/ O

Sister Tracina Isterot

Even as a child Tracina felt that there was far mote to
the universe than met the eye — and that someone was
hiding it from her. Her parents noted her suspicious bent
early and made sure that she had a proper, pious upbring-
ing. This only reinforced Tracina’s certainty, however, and
she quickly sought out the Eskaronic OQrder for the sectets
she thought it would impart. At first she believed she had
found what she had been looking for, but the longer she
staved in the order, the more mysteries she encountered.

She came to blame the Order for hiding the truth from
her and, after a visicn brought on by a week of self-flagel-
lation, decided the only place she could find true knowl-
edge would be in the pureness of space. She raised a small
band of followers, hijacked a ship and now wanders the
space lanes, She survives via piracy and spreads her slowly
developing theology among those she robs. Due to the
small size of her own crew (and to their limited needs), she
usually only raids small ships, taking what she must and
offering the crew a chance to join her or go free. The only
exceptions she makes are to captured Eskatonics, who
must join or die.
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Race: Human

Rank/Class; Ex-canon

Quote: “The emptiness tells me far more than any library
ever could.”

Description: Beautiful but severe. She wears her auburn
hair in a2 bun and shaves it in penance often. She is ex-
tremely thin due to fasting but has muscles like metal
whips from constant exertion. She wears eithet the sim-
plest robes or the best armor she can get — neither hide
the self-inflicted wounds which cover her body. Tracina
firmly believes that the answers to all of humanitys prob-
lemns lay in the stars, Nothing can get in her way to finding
the Truth.

Entourage: A crew of deadly fanatics. At first her followers
knew little about space flight or piracy, but thanks toluck
and Tracinas ability, they have become masters. Addition-
ally, Tracina has gained a number of converts/ informants
who work at various spaceports.

Body: Strength 6, Dexterity 8 Endurance 7

Mind: Wits 8, Perception 7, Tech 5

Spirit: Extrovert 4, Introvert 6, Passion 4, Calm 3, Faith 6,
Ego 2, Human 3, Alien 3

Natural skills: Charm 5, Dodge 8, Fight 6, Impress 9,
Melee 8, Ohserve 7, Shoot 7, Sneak 5, Vigor 6

Learned skills: Academia 5, Acrobatics 3, Alchemy 3, Dis-
guise 2, Drive Spacecraft 5, Focus 4, Lore {Theology) 6,
Physick 3, Read Latin 5, Read Urthish 5, Read Urthtech ],
Social (Debate) 7, Leadership 8, Spacesuit 7, Stoic Body 5,
StoicMind 3, Streetwise 3, Think Machine |, Warfare (Gun-
nery) 5y

Occult: Theurgy 3

Rites: Celestial Alignment, Divine Revelation, Laying on
of Hands

Wyrd: 6

Weapons: Stunner, rapier

Armor; Energy Shield

Vitality: -10/-8/-6/-4/-2/0f0/ 0/ 0/ 0/ 0/ 0



Hirem Blanchard

Though only an associate in the Charioteers, Hitern has
inherited his own ship — a fact guaranteed to make life
miserable for the characters. Hirem lives by a strict moral
code, and that code insists that he have no morals. If char-
acters have to rely on him for passage, they will probably
end up stranded at the bottom of a Decados cesspool. If
they buy something for him, they should get a 90-day war-
ranty. Of course, the warranty will probably be fauity too.

Hirem is at his worst is when he actually competes
with the characters. Then his bumbling slides away {well,
most of his bumbling), and he becomes somerhing close
tocompetent. If he and the characters are racing to deliver
the same package, chances are Hiremn will get there first. if
both groups have to find a rare Roc egg, expect Hirem to
steal it from the characters. Hirem should win often
encugh that when the characters do top him, it is ex-
tremely satisfying,

Race: Human

Rank/Class: Associate Charioteer

Quote: “Sure [ can get you there. No problem.”
Description: Hirem is short and squat, with a ragged mus-
tache and goatee trying to take attention away from his
bald pate. He dresses as flamboyantly asany Charioteer, but
hisclothing is of ten worn and torn, Hirem does his best to
be friendly with people, but it takes him very little time
to begin grating on them. He makes a great first impres-
sion, however, and players will not learn until later just
how untrustworthy he is.

Entourage: Hirem does not hire the best accomplices, but
those he does hire are as least as unscrupulous as he is. His
thugs should range from the comedic to the dangerous,
but all should still be buyable.

Body: Strength 5, Dexterity 7, Endurance 6

Mind: Wits 7, Perception 6, Tech 7

Spirit: Extrovert 6, Introvert 2, Passion 4, Calm 1, Faith 1,
Ego 5 Human 4, Alien 2

Natural skills: Charm 6, Dodge 6, Fight 5, Impress 6,
Melee 5, Observe 7, Shoot 5, Sneak 6, Vigor 5

Learned skills: Bureaucracy 3, Disguise 4, Empathy 2, Eti-
quette 5, Gambling 4, Inquiry 4, Knavery 9, Lockpick 2,
Mech Redemption 3, Volt Redemption 2, Comp Redemp-
tion I, Engineering I, Search 6, Sleight of Hand 4, Social
{Acting) 4, Oratory 1, Streetwise 6

Wyrd: 4

Equipment: Whatever will give the characters the most
trouble

Vitality: -10/-8/-6/-4/-2/0f0{ 0/ 0/ 0/ 0

Mayor

These villains can shape enrire epics. Meeting them
face to face should only occur after a number of other sto-
ties which lead up toit. Characters would be wise to avoid
attracting their attention as long as possible, and have some
powerful ailies whenever they finally do. Much of what
they are doing is up to the gamemaster to decide, 1s Brother

s

Laziocrazy,a pawn of someone else or something far worse?
Does Duchess Salandra work for herself, the Decados, the
Engineers or something else? Gamemasters should use
these characters as they see fit.

Duchess Salandra Decados

Salandra’ earliest tutors, servants and slaves whispered
nervously toeach other about how anyone could be such
a petfect Decados. To them, Salandra’s nature was the cul-
mination of centuriés of Decados’ decadence, treachery
and madness. Her greatest pleasure came from hurting oth-
ets, be they her playmates, servants, siblings or parents. By
the time she was eight her parents had had enough, and
they secretly shipped her off to a Supreme Order of Engi-
neers for discipline.

When Salandra returned seven vears later, she no
longer went out of her way to hurt others. At least, she was
never caught doing so — not even when her parentsdied a
month after her return. She immediately took the reins
of the family’s planet, scaring of f Duke Silen Decados when
he tried to claim the world. Her rise through the family
has been swift and effective, and no one, not even the
Emperor, can claim to have control over a more effective
network of spies and assassins than she. That she acqui-
esced so readily to Alexius’ victory surprised many. That
she has been so busy ever since has scared them even rmore.
Race: Human (7}

Rank/Class: Duchess

Quote: “Kill him.”

Description: Salandra’s appearance varies from day to day.
She is usually a tall, androgynous woman, but this can
change within hours. Even her cybernetic implants are so
well-hidden that they offer no permanent means of rec-
ognition. Duchess Salandras motives should be well be-
yond the characters’ initial understanding. Her plots are
so deep that only the most dedicated digging should get
to the heart of them.

Entourage: Some of the leading experts in their field. An
Engineer cosmetic surgeon goes with her everywhere, and
petfects her look whenever the whim seizes either of them.
Her bodyguards can kill with asingle motionand her tech-
nicians can fix (or destroy) anything.

Body: Strength 8, Dexterity 11, Endurance 9

Mind: Wits 8, Perception 12, Tech ©

Spirit: Extrovert 5, Introvert 5, Passion 5, Calm 5, Faith 1,
Ego 9, Human 2, Alien 7

Natural skills: Charm 10, Dodge 8, Fight 8, Impress 10,
Melee 9, Observe 10, Shoot 7, Sneak 9, Vigor 7

Learned skills: Academia 8, Acrobatics 3, Alchemy 2, Arts
(Rhetoric) 5, Bureaucracy 8, Disguise 9, Drive Spacecraft 2,
Focus 8, Inquiry 7, Knavery 9, Lockpick 5, Physick 4, Read
Urthish 6, Read Urthtech 4, Search 6, Social (Debate) 6,
Leadership 8, Spacesuit 4, Stoic Bedy 5, Stoic Mind 8,
Streetwise 5, Think Machine 4, Torture 8

Blessing: Ambidextrous

Occult; Psi 5

Powers: Psyche (Intuit, Emote, MindSight, MindSpeech,
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Heart’s Command), Sixth Sense {Sensitivity, Darksense,
Subtle Sight, Premonition), Soma {Toughening, Strength-
ening, Quickening)

Wyrd: 8

Equipment: Poisons, private spaceship, shield damper
Weapons: Tranquilizer gun (with various poisoned darts}),
vibrating rapier (when turned on, energy shields are only
half aseffective), dagger with poison jets (Salandra can press
a button to release poisons when she hits her foe).

Martial Arts: Martial Fist, Martial Kick, Martial Hold, Block,
Claw Fist, Choke Hold

Fencing: Parry, Thrust, Slash, Draw & Strike, Disarm, Feint,
Parry Riposte, Pierce

Armor: Dueling shield, synthsilk

Cybernetics: Ether Ear, Internal Think Machine, Lithe
Wire (TL 8, concealed)

Vitality: -10/ -8/ -6/-4/-2/0{ 0/ 0/ 0/ 0/0/0f 0/ 0

Brother Lazio Urtana

Brother Lazio walked out of the Malignatius wilder-
ness one day and began preaching. Nobody knew where
he came from and nobody knew his allegiance, but they
listenied anyway. In a time of unending war, his words of
imminent apocalypse and severe, divine justice found a
ready audience. His fiery sermons caught the crowds at-
tention at once and his doctrine has spread like wildfire
around the world. Before the local authorities could react,
it had anchored itself firmly into the planet’s culture and
no one has tried to upreot it yet.

While Brother Lazio has yet to actract inguisitorial at-
tention, his followers are moving out to other planets.
Anyone who looks closely at his “theology” realizes that it
is a strident indictment of the Emperor and the Church,
but no one has raised this point yet. At least, no one has
raised it and lived.

Race: Human

Rank/Class: Novitiate

Quote: “Your sins will rain down fire upon your heads,and
your homes will be as blast furnaces if you continue to
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turn your face from God!"

Description: A middle-aged, bearded man with fire in his
eyes, Healternates between wearing the best, most respect-
able clothing available and the sirplest, ugliest robes. Re-
form-minded characters might be initially attracted to
Brother Lazio, but they will soon realize that he only wants
toreplacethe currentstructure with an even more oppres-
sive theocracy, with him at the top.

Entourage: Brother Lazio has thousands of committed fol-
lowers and is constantly surrounded. Any skills he might
need are at his command.

Body: Strength 4, Dexterity 4, Endurance?

Mind: Wits 7, Perception 6, Tech 3

Spirit: Extrovert 9, Introvert 1, Passion 7, Calm 3, Faith 7,
Ego 3, Human 6, Alien 2

Natural skills: Charm 9, Dodge 4, Fight 3, Impress 10,
Melee 3, Observe 6, Shoot 3, Sneak 3, Vigor 5

Learned skills: Empathy 8, Focus 2, Lore (Theology) 5,
Physick 3,Social (Debate 8, Leadership 8, Oratory 10), Stoic
Body 3, Stoic Mind 6

Wyrd: 7

Vitality: -10/-8/-6/-4/ -2/ 0/ 0/ 0/ 0/ 0/ O/ O

Hasaline akir Vetenant

Hasalines father, a leading Ur-Ukar chieftain, had high
hopes that his race could learn to live with humans. To
prove his point he sent his two children, Hasaline and her
younger brother Jekail, to a Church school to learn to be
“more human.” The children stayed at the school after his
death, and after an Avestite became headmaster of the
school. Seon almost all the old teachers had left, replaced
by his Avestite brothers. Then Jekail was accused of heresy.

QOlder students seized the child from his bed in the
middle of the night and took him to the lowest celtars of
the school. Hasaline’s attempts to reach her brother were
met with sticks, and by the end of the night she was a
heaten mass, with blood streaming from every part of her
body. She was shipped home the next day and never saw
her brother again.

The Vetenant clan had lost a great deal of power by
this time, and no official investigation wasever carried out.
Hasaline has never spoken of the incident again, and joined
the ranks of Ur-Ukar diplomats. Her early schooling has
proven invaluable, and she is second-in-command to the
Ur-Ukar delegation on Byzantium Secundus. Now she has
begun the tasking of making humanity pay.

Race: Ur-Ukar

Rank/Class: Diplomat

Quote: “Ever so pleasant to meet you.l hope you don't find
my species unsettling. Good. Oh ves, 1 certainly find the
Decados more unsettling as well”

Description: Tall and regal. She has less tattoos than many
of her people and looks a little more human, She favors
human dress, wearing traditional Ur-Ukar garb only on
special occasions. Hasaline will do everything in her power
to appear as a friend to all humans. She constantly praises




human culture and practices,all the while striving to turn
human against human.

Entourage: A scattering of official bodyguards, but
Hasaline associates with no close friends. Her only real
friends are being hunted by the Imperial Eye as alien ter-
rotists.

Body: Strength 6, Dexterity 6, Endurance 7

Mind: Wits 8 Perception 5, Tech 6

Spirit: Extrovert 4, Introvert 6, Passion 3, Calm 5, Faith 2,
Ego 6, Human 2, Alien 4

Natural skills: Charm 9, Dodge 4, Fight 6, Impress 7,
Melee 4, Observe 8, Shoot 4, Sneak 6, Vigor 6

Learned skills: Academia 5, Alchemy 3, Arts (Rhetoric) 8,
Bureaucracy 8, Empathy 5, Etiquette 7, Inquiry 7, Knav-
ery7,Lore (Humanity 7, Theology 3}, Read Urthish § Read
Ukarish 7, Read Latin 6, Social {(Debate 7, Leadership 3, Ora-
tory 7), Stoic Body 2, Stoic Mind 4, Torture 5

Powers: Psi 3, Urge 3

Powers: FarHand {Lifting Hand, Throwing Hand, Crush-
ing Hanq)

Wyrd: §

Vitality: -10/-8/-6/-4/-2/0/0/0/0{ 0/ 0/ 0

Barbarians

Brutal and uncouth, these outworlders lust after the
riches of the Empire, Barbarians can be from any number
of non-Empire worlds, including those from recently re-
discovered Lost Worlds, allied a millennium ago with the
Known Worlds but lost after the Fall, They can be Viking
types, Mongol types, or Islamic types getting in the way of
a holy crusade. How “uncivilized” they are is often a sub-
jective opiniort.

The Kurgans

The major current barbarian conflict in the Known
Worlds is the Kurgan Conflict on one of the Hazat borders.
1t is waged against the Kurga Caliphate for rights to a Lost
World discovered recently. The citizenry of the world it-
self is split on ownership issues: some aid the Caliphate,
some rebel and aid the Empire. This conflict has devolved
into a series of costly and difficult guerrilla-type skir-
mishes, asituation which has proven extremely profitable
for the Muster. Any plaver characters who are shanghaied
by the Chainers will most likely find themselves in the
middle of this

Many recently mustered-out soldiers and mercs will
probably have seen battle in this conflict, and might know
some of the Kurgan language and ways due to exposure to
the Kurga-influenced natives on the embattled world.
Some face charges of heresy for saying that the Kurgan Ca-
liph {who is both political and religious leader to his
people) follows a variant interpretation of the same Pro-
phetic teachingsas the Orthodox Church. Others have met
with unfortunate accidents after repeating the rumor that
the Caliphate is harboring a survivor of the old House
Chauki lineage.

Ali ben-Havizz

Born aslave of the Caliph, Ali was sent to House Hazat
asan “ambassador,” but he understands that his uselessness
and expendability make him nothing more than a per-
sonal insult from the Caliph. While he manages todo a
little spying in the Hazat household, the Hazat tolerate his
presence both for cheir own spott and for the occasionally
useful information their telepaths can dig out of hismind.
Race: Human
Rank/Class: Caliphal Ambassador to House Hazat
Quote: “Please, do not be hurting me — [ am only being
the humble messenger of the will of my master the Ca-
liph!"

Description: An elderly broken-down looking man with
dark brown eyes set in a deeply lined, perpetually worried
face;alwaysimpeccably groomed and dressed in expensive
but austere and simple Kurgan robes,

Body: Strength 2, Dexterity 5 Endurance 2

Mind: Wits 7, Perception 8, Tech 3

Spirit: Extrovert 4, Introvert L, Passion 1, Calm 6, Faith 7,
Ego ], Human 5, Alien 3

Natural Skills: Charm 5, Dodge 6, Observe 9, Sneak 8
Learned Skills: Academia 5, Artisan (Steward) 4, Bureau-
cracy 8 Empathy 4, Etiquette 9, Focus 5, Inquiry 4, Knav-
ery 5 Oratory 4, Perform (Kurgan lute) 7, Physick 5, Read/f
Speak Kurgan 8, Read/Speak Urthish 1, Search 5, Sleight of
Hand 5, Stoic Mind 4

Blessings/Curses: Patient (+2 Calm around folly)
Benefices: Barbarian (Kurgan)

Qccult: Theurgy 3

Rites: (Kurgan church eguivalents) Holy Blessing, Devo-
tion, Laving on of Hands

Equipment: Invisible Ink {for sending secret messages back
to Caliph}

Weapons: Dagger (more like jewelry than a weapon)
Vitallty: -10/-8/-6/-4/-2-f0/ 0

The Vuldrok Raiders

Other barbarians include the Vuldrok Raiders on the
Hawkwood border. A loose and undisciplined alliance of
minot star nations run by warrior kings, the Vuldrok claim
that they were once a Hawkwood protectorate, but that
the House abandoned them during a famine caused by a
millirice blight. Hawkwood representatives have since tried
toexplain that the planned shipments of famine aid were
interrupted by the collapse and near-extinction of their
House, but old resentments harbored through centuries
of starvation are hard to quell. The Vuldrok have pirated
some Hawkwood ships which they use to plunder outly-
ing Hawkwood holdings. Plunder is a greater motivation
to the Raiders than personal revenge; they want loot and
when they don't get it, they will retreat back home,

Ghorav The Unbearable

The only son of a tribal chieftain, Ghorav sought to
bring glory to his family by making war upon the neigh-
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boring tribes of Hemvald. Through conquest after con-
quest, he eventually rose to seize the planetary throne by
virtue of his strong arm, his stout heart and the stunning
body odor from whence his nickname derives. Finding
kingship too boring, Ghorav spends little time on
Hermnvald and prefers to lead more profitable forays into
Hawkwood space.

Race; Human

Rank/Class: Warrior-King of planet Hemvald (a lesser star-
nation of the Vuldrok alliance)

Quote: “No one is in a position to bargain out here in the
Hinterlands, my friend!”

Description: A huge bear of a man with rippling muscles
and a booming voice, clad in plush furs and brightly-col-
ored reptile hides, Ghorav weats a helm encircled by a
crownlike array of finely-etched boar tusks.

Body: Strength 8, Dexterity 4, Endurance 7

Mind: Wits 4, Perception 3, Tech |

Spirit: Extrovert 7, Introvert 1, Passion 6, Calm 1, Ego 5,
Faith 1, Human 3, Alien 0

Natural Skills: Charm 1, Fight 8, Impress 5, Melee 8,
Shoot 6, Sneak 0, Vigor 7

Learned Skills: Beast Lore 5, Gambling I, Remedy 2, Ride 7,
Leadership 4, Speak Vuldrokish 3, Survival 8, Tracking 6
Blessings/ Curses: Uncouth (2 pts: -2 Extrovert at social
functions),

Benefices: Riches (6 pts), Barbarian (Vuldrok)

Equipment: Hernvald ale {-1 to all Mind characteristics for
one act), survival pack

Weapons: Two-handed sword, ditk, shotgun, blaster pistol
Fencing: Flat of Blade, Off-Hand

Armor: Studded leather (actually the hide of a giant liz-
ard), buckler, assault shield (rarely used, as this is a prized
bit of loot; Ghorav is unaware that only two hits remain
in its charge)

Vitality: -10/ -8/ -6/-4{-2-/ 0} O/ O/ 0/ 0/ 0/ O/ 0
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Psychic Covens

These secret organizations lurk everywhere in the
Known Worlds, harboring outlaw psychics, pagan priests
and sorcerers. They are the favorite bugaboo in many peas-
ant conspiracy theories, believed to be the hands behind
many disasters, such as cows giving curdled milk or the
assassination of Vladimir [. In actuality, most of them are
simply mutual survival and support netwotks for those
blessed/ cursed with occult powers. Some of them, how-
ever, really are up to their necks in conspiracies.

Covens come in all sizes and shapes. Most of them are
merely local organizations, bound to the planet they exist
on. But some of them are interstellar, true guilds of sorts,
gathering wayward occultists from across Human Space
{and elsewhere, it is rumored). Some of these major occult
covens are detailed below, although many others exist.

The Favyana

This widespread coven acts as a support group for
psychics, working to make psychic powers accepted. They
provide teaching and advice on how to hide, but ask aid
in return — members roay get a phone call in the night,
requiring them to leave their house, homeland and even
planet to performsome secret duty. The Favyana maintain
a general attitude of benevolence toward all sentient life,
but conflicts with the Church have, in the past, taken on
a somewhat vicious edge.

The coven’s name is a Kind of homage to the Phavian
Institute, which flourished during the Second Republic
as the finest school for paranormal research and psychic
training. While the Favyana have nothing that approaches
thefacilities enjoyed by their predecessors, they arestill the
best resource available to psychic player characters wish-
ing to increase their powers.

Mama Rahveloon

Mama Rahveloon has worked for House Juandaasta for
most of her life, usually as part of the entourage of their
well-traveled daughter Margrita. When traveling,
Raveloon seeks out psychics in trouble and of ten arranges
for their passage to the Juandaasta homewotld, where she
runs a Favyana half way-house under the guise of a mid-
wifery school.
Race: Human
Rank/Class: Midwife to House Juandaasta
Quote: “There, there, tay dearie. Have 4 sip of this and tell
me what is troubling you.”
Description: A short matronly woman with olive skinand
an open smile, dressed like a cross between Aurt Jernima
and Carmen Miranda
Body: Strength 3, Dexterity 3, Endurance 5
Mind: Wits 4, Perception 6, Tech 3
Spirit: Extrovert 6, Introvert 1, Passion 4, Calm 1, Faith 5,
Egol,Human 3, Alien |
Natural Skills: Charm 7, Observe 5



Learned Skills: Dance 3, Disguise 3, Empathy 6, Etiquette 5,
Lere (Juandaasta Folk) 8, Physick 8, Remedy 7, Social {Act-
ing) 4, Speak Urthish 5, Speak Juandaasta Dialects 7, Speak
Ur-Obun 2, Stoic Bedy 7, Streetwise 4

Blessings: Compassionate (+2 Passion when helping others)
Benefices: Passage Contract (4 pts)

Occult: Psi 5

Powers: Sixth Sense {Sensitivity, Darksense, Subtle Sight),
Psyche (Intuit, Emote, MindSight, MindSpeech, Heart’s
Command)

Equipment: Enough extra clothing and make-up to dis-
guise refugees

Weapons; Sharpened decorative comb (1 DMG)

Vitality: -10/-8/-6/-4/-2-/0/ 0/ 0/ 0/ Q

The Invisible Path

This not-so-nice meb of psychics believe they are evo-
lutionarily superior to nnon-psychics and seek to control
the universe, Extremely secret and tightly organized into
small cells of only a few members each, the Invisible Path
is nevertheless limited in its accomplishments by bitter
infighting and factionalism. Ultraconservatives considert
normal humans (and aliens without psychic power) to be
no better than animals, while moderates seek a peaceful
coexistence with non-psychics{once they learn their place,
of course). Rank in the Invisible Path is determined by ones
level of psychic power, and conflicts are often resolved by
psychic duels.

Some believe that the Invisibie Path has infiltrated the
Imperial Eye and thus endangers the Emperor.

Zartch

Despite his racial nobility, Zartch is basically a2 highly-
paid goon for the Invisible Path. As Depucy Chief Enforcer,
however, he has nearly unlimited mobility and access to
Invisible Path cells.

Race: Vorox
Rank/Class: Ruling caste {Deputy Chief Enforcer in Invis-
ible Path)

Quote: “That’s LORD Zartch, to you?

Description: An exceprionally large muscular Vorox with
slicked-back fur, dressed in an expensive black Vorox-cut
“business” suit.

Body: Scrength 9, Dexterity 7, Endurance 8

Mind: Wits 3, Perception 6, Tech 1

Spirit: Extrovert 5, Introvert 5, Passion 4, Calm 6, Faith |,
Ego?7 Human 0, Alien 3

Natural Skills: Dodge 4, Fight 8, Impress 7, Melee 8,
Observe 4, Shoot 5, Vigor 7

Learned Skills: Drive Landcraft 5, Gambling 4, Inquiry 5,
Knavery 3, Lockpick 3, Remedy 2, Search 6, Speak Vorex 5,
Speak Urthish 3, Stoic Body 6, Stoic Mind 8, Streetwise 6,
Survival 3, Torture 5, Tracking 7

Blessings/Curses: Predatory (0 pts: +2 Per, -2 Calm when
hungry}), Giant {5 pts: +2 Vitality, base run: 14 meters, re-
quires Vorox tailored clothing), Natural Weaponry: Bite (3
pts: Dx + Fight, Init -1, DMG 3), Extra Limbs (5 pts: total of
six limbs usable as arms or legs), Sensitive Smell (1 pt), Un-
couth (+2 pts). Members of the royal caste may purchase:
Poison Claw (6 pts: Dx+Fight, DMG 3. Vorox poison is a
slow-acting paralytic. Once hit, the target gets a cumula-
tive -1 penalty per turn on alf physical actions; when a
number of turns equal to the target’s Vitality rating is
reached, the target is unable to take any physical actions
for the rest of the span)

Benefices: Passage Contract {6 pts)

Occult: Psi 5

Powers: Sixth Sense (Sensitivity, Darksense), Soma {Tough-
ening, Strengthening, Quickening, Hardening, Sizing)
Equipment: Lockpick tools, false credentials

Wesapons: Voroxian sword, sniper rifle, assorted pistols,
knives, etc.

Martial Arts: Martial Punch, Martial Kick, Martial Throw,
Claw Fist {with poison claw)

Fencing: Disarm, Quick Draw

Vitality: -10/ -8/-6/-4/-2-/ 0/ 0/ 0/ 0/ 0/ 0/ O/ O

The Changed

(Genetically Engineered)

Humans have been tampering with their genetic
makeup for millennia, but the practice became especially
common during the Second Republic, During this time,
corperations and other groups created entire races of ge-
netically altered beings, fine-tuning them for use on un-
inhabited planets; for use as slaves, warriors and workers;
and just for fun. During the decline of the Republic, the
Changed became a popular scapegoat as people saw their
universe crumbie about them. Millions were killed in the
ensuing havoc, and most of the rest have been in hiding
ever since,

Almost every one of the Changed can be considered
part of a secret society, because being revealed as such of-
ten leads todeath at the hands of the government or scared
citizens. While none of the larger sects specifically preach
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against the Changed, many of the smaller sects do. Even
the larger sects see the Changed as something unnatural,
perhaps contrary to the Pancreator’s will. Thus the changed
do their best to stay hidden, quietly remaining in contact
with one another in order to keep tabs on whomever is
after them now.

Of course, their enemies believe that the Changed are
one of the most successful conspiracies, with an eventual
goal of subjugating all humanity, These opponents believe
the Changed are united under a ruling body, sometirmes
called The Circle of the Change, which includes incred-
ibly powerful mutants. Few educated people believe in The
Circle, but it isa popular bogeyman amongst the peasantry.

The Anima

During the Second Republic, genetic engineering got..
well, out of hand. Scientists experimented on many non-
sentient earth animals and alien: races, creating all sorts of
recreational playmates or sporting targets. However, some
scientists didn't know when to scop, and began experi-
menting with sentient races (almost all of them unwill-
ing victims). The results were whole new races of animal/
alien/ human combinations, capable of breeding, As soon
as the government found out, the experiments were cov-
ered up and the new races banned. In other words, they
were to be exterminated. But, as is to be expected, some of
them escaped. The lucky ones led their pursuets on mad
chases across the stars before finding sanctuary with some
odd interest group ot other. Enough of them escaped to
create a serious ethical issue for the Republic. News of the
governments attempted genocide spread like wildfire, and
rights to life for what were being called the Anima were
quickly ushered into law. Since the Fall, however, these laws
have been ignored.

The Anima are now few in number, but they have bred
and spread across the Known Worlds. They have won the
rights of similar sovereign races in the Known Worids,
which means they are “free” only in word, but rarely prac-
tice. They are second class citizens whose very existence is
considered blasphemous to many. Their close ties to their
animal instincts also make them dangerous, as not a few
have reverted to their non-sentient and hungry originsin
the midst of a human populace,

Alien Beasts

In the process of colonizing the Known Worlds, hu-
manity encountered several other intelligent races. They
also rar across other creatutes. Some of these were easily
controlled, while some were judged far too dangercus to
be allowed continued existenice. A few were simply too
strange to comprehend. Hurmanitys indomitable will has
proven unhealthy to human and alien beast alike in sev-
eral cases.

Each world, although similar in political structure and
metaculture, has its own array of unique flora and fauna.
“Standard” lifeforms, such as horses or other beasts of bur-

226 Fading Suns

den, can vary greatly. The genetic stock was radically al-
tered during the Second Repubilic, creating all sorts of spe-
cialized creatures. After the Fall, the noble families seized
the rights to certain stocks, breeding them for profit on
their worlds. Thus, Aragon destriers (from the Hazat's
homeworld of Aragon) are well-known as the best
warhorses throughout the Known Worlds; Severan stal-
lions{from the Decados homeworld of Severus)are known
to be the smartest; and Qalim (racehorses bred by the al-
Malik) are known to be the fastest. The Muster specializes
in transporting animals (and people} across the stars, and
often ferries these prize stallions from world to world for
famous races and contests.

Below are sorme examples of strange creatures encoun-
tered on the planets of the Empire. Most are located on
specific planets and are seldom seen elsewhete, whilea few
tend to pop up in the strangest places. The traits given be-
low represent an “average” member of the species. Traits
may be higher for exceptional members of the species or
lower for younger membets of the race.

Animals and non-sentient aliens do not have Spirit
characteristics. Beast Lore skill is used when interacting
with non-sentients, and Xenobiology may come in handy.

Amen'ta (“Hull Rats")

Amen'ta were long thought to be myths created by
Diaspora merchants until the day they appeared on
Criticorum {then capitol of human space). They were first
encountered on their native Severus, where their large
numbers and feral nature were kept in check by largerand
far more vicious predators. They evolved as scavengers prey-
ing upon left-over Kills, but most ofSeverus’ prey species
have thick,armored hides. To obtain their food, most preda-
tors evolved inte bloodsuckers rather than develop the
claws needed to tend their kills, The Ament'ta evolved
steel-sharp teeth tognaw through the left-over kills hides
and reach the rmeat beneath.

The first human expedition to the planet did not take
the cautions of the natives seriously until after the
Amen'ta vermin destroved their Lander. When a relief ship
finally arrived, little was left of the scouting mission. They
had been picked off one-by-one by predators and their
remains devoured by Amen'ta. But the new expedition
failed tolearn from the failure of the first, and the Amen'a
infiltrated the starship and took off with the expedition
to seed the planets of the Known Worlds.

Amen'ta find places to hide within the ncoks and
crannies of ships, usually deep within the pipes and insu-
lation. They can enter a state of deep hibernation during
which their bodies adapt to their new environment. A
week after their entry onto the ship, the creatures awaken
with a voracicus appetite, and begin devouring anything
they can find. All too often, they find power cables and
circuitry tognaw on. While their attempts to digest power
cables fail, the resulting loss of energy or control of ship
systems quickly proves more than simply inconvenient.
Attemnpts to flush them our with poison or gas often re-




sult in their disappearance for a week, after which they
reappear and start their voracious scavenging all over again.

Amen’ta must be found while they are hibernating;
otherwise, they may damage & ship beyond repair. A
subguild of the Scravers has developed to specialize in
flushing ships of these vermin, although they are not al-
ways successful. Nonetheless, the dirty jobis necessaryand
pays well,in passage contracts if not in hard cash. (Scravers
are sornetimes referred to as Hull Rats due to their amaz-
ing adaptive skills, although never to their faces)

Much to the chagrin of Known Worlders, the Amen'ta
have proven remarkably adaptable. Virtually every planet
has had a few of these creatures that have been acciden-
tally deposited by visiting ships. Unfortunately, the nasty
little mongrels reproduce at a terrifying rate. From time
totime, waves of Amen'ta flood through an area, building
warrens in the most impossible locations and devouring
the local flora and fauna (who usually have little defense
against their sharp teeth and numbers) with wild aban-
don. In rare cases, small outposts and towns have been
forced to evacuate their homes as a result of Amen'a in-
festation. '

Life Cycle: The Amen'tas’ ability to adapt is a power-
ful bonus to their survival. Autopsies of the Hull Rats’
bodies have shown two organs seetningly unique to these
creatures, The first of these organs is a gland, the Slumber,
which releases a powerful hotraone that sends the crea-
tures into hibernation. While hibernating, the Amen'ta
require almost no oxygen and nosource of nutrients. This
gland has become a popular “wonder pill” recently, tauted
bycertain unscrupulous merchants as 2 cure-all. However,
if taken in too great a quantity, it can cause severe narco-
lepsy.

The second organ, a secondary brain, is a miracle of
evolution. While in the hibernation cycle, this small brain
sends commands to the body on a genetic level, forcing
metabolic changes that allow the creature to adapt to vir-
tually any environment, This organ helps the Amen'ta

develop immunities to virtually every poison used to de-
stroy them. Worst of all, the immunities are passed on to
future generations of Amen'ta. This organ was popular
among Second Republic genetic engineers, who are said
to have synthesized human versions of the organ allow-
ing for vast adaptability. But that was long ago, and if any-
one still knows how, they aren't telling.

Perhaps the most devastating aspect of the Amen'tas’
ability to adapt is the overwhelming hunger the creatures
feel when they awaken. The biological changesin the ani-
mals’ genetic make-up requires substantial energy, and
they normatly lose all of their stored reserves by the time
they come out of hibernation, Anything avzilable at the
time they awaken is fair game, and ship and crew alike are
often in danger when the Amen’ta stowaways revive.
Quote: “Used to be you could find a ship where the damned
Amen'ta hadn't managed to eat most of the insulation.
These days, it don't seem possible.”

Description: The Amen'ta are like no other vermin. They
are less than a foot in length with heavy black furand hard,
scaly skin. More like small armadillos than actual rats, the
Amen'ta bear sharp claws and chisel-like teeth which are
almost as strong as steel, a result of their native environ-
ment on Severus. The pack mentality of these Hull Rats
has made them something of a menace. These creaturesare
naturally cautious and almost impossibly guiet.

Body: Strength 1, Dexterity 3, Endurance |

Mind: Wits 2, Perception 5, Tech O

Natural Skills: Dodge 6, Fight 3, Observe 5, Sneak 8
Weapons: Claws (1 DMG), Teeth (2 DMG), Gnaw (given
enough time, Amen’ta can gnaw through anything except
a force field or ceramsteel)

Armor:1

Vitality: -3/-1/0/0

Manitar

Manitar are extremely rare and everyone dreads their
coming. There is no predicting their arrival. They some-
times appear on a planet shortly after torrential rains or
meteor showers, lumbering over the land attacking every
creature they come across. Little is known about them, but
one thing is certain: They are not natural. Within thircy-
six hours of their appearance, the Manitar die from stat-
vation. The few that have been studied alive had no
mouths, no reproductive organs and no way to dispose of
bodily waste. Their purpose is a mystery.

Known Wotlders speculate: Are they a secret weapon
of the Symbiots? One popular philosophy is that these
aberrations are dropped into the atmosphere of a planet
by Symbiot ships. But there is no evidence to confirm this
claim. Are they demonspawn sent to devour the souls of
the faithful? The Church is sitent on the matter. Ate they
bicengineered weapons designed by some mad Engineer,
dropped on a wotld for some cryptic revenge scheme? The
League scoffs at the idea.

In the end, no one knows for sure, and if anyone does,
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they are not speaking. However, the last known Manitar
assault was early in the Emperor Wars and none have been
seen since then.

Quote: “I've seen what's left after a Manitar invasion. Per-
sonally, I'd rather sell myself to the Chainers than ever face
one of the buggers.”

Description: These vile beasts are covered with a hard cara-
pace and are capable of concealing themselves by chang-
ing the color of their exoskeleton to match their surround-
ings. Powerfully built and predatory in nature, the Manitar
resembie crabs. Four short, segmented legs carry these crea-
tures over the ground while dozens of smaller ones scurry
across the sides of rocks, trees or buildings, “feeling” for prey.
Twoadditionat arms, larger in size, end in scythelike blades
capable of rending flesh and boneasunderin asingle blow.
The only noticeable sensory organs are three eyestalks
which slide from the front of the hard shell and wander
in all directions, seeming to move with no predetermined
purpose. When Killed, these creatures liquefy in a matter
of minutes, leaving behind nothing but a putrid black
puddle.

Body: Strength 6, Dexterity 2, Endurance 8

Mind: Wits 2, Perception 4, Tech O

Natural Skills: Fight 5, Vigor 4

Weapons: Scythe-blades (7 DMG)

Armor: 5

Vitality: -10/-8/-6/-4/-2/0/0/0/0/ 0/ 0/ 0/ O

Vrasht Bugs

Vrasht Bugs have recently been discovered in the ar-
eas of Pandemonium that have lost their terraforming.
Unscrupulous people have exported them elsewhere for
their own twisted schemes. They are notoriously danger-
ousand aggressive to afault. To date, they have caused over
a dozen deaths.

Quote: “Do vou seek an exquisitely painful death? Then
place vour hand by the stinger of the Vrasht Bug”
Description: When in their pupa stage, Vrasht Bugs look
surprisingly like snakes, complete with fangs and forked
tongues, but are only a few inches in length. In the adult
stage (one month after birch), Vrasht Bugs devetop seg-
mented bodies and eight pairs of legs. A ninth pair of legs
extends further than the others, and terminates in a set of
lobsterlike pinchers used for grabbing prey. A tenth set of
legs terminates in two barbed stingers, complete with a
powerful neurotoxin. In adult form, these creatures are
over two feet in length. The name of these insects comes
from the hissing sound they make when aggravated.
Body: Strength |, Dexterity 4, Endurance 4

Mind: Wits 1, Perception 3, Tech 0

Natural skills: Dodge 4, Fight 2, Sneak 5

Weapons: Pincers (1 DMG/ turn. Once an attack is success-
ful, the pincers will not release unless they are pried away
or broken.}, Stingers (2 DMG. If damage penetrates armor,
neurotoxin is released, causing paralysis and intense pain.
The victim must roll Endurance + Stoic Body or be para-

228 Fading Suns

lyzed for three turns. The effect of multiple stings is cu-
mulative, however, and more than three stings will com-
pletely paralyze motor functions, including breathing)
An anti-venom for Vrasht Bug stings is known, but it are
rare and expensive, requiring a long synthesis. It is said that
certain individuals on Pandemonium have some of this
anti-venom but will only part with it in recurn for dan-
gerous and possibly illegal favors.

Armor: 2

Vitality:-3/-1/0/0/0/0

Brutes

It enly took the colonizers of Byzantium Secundus a
few months to figure out how to remove the native Brutes'
defensive glands, Afterward, they learned that Brutes are
very easily trained to perform as both wagon beasts and
farm animals. Initially, the animals were easily startled,
which resulted in some very foul musk attacks and sev-
eral disastrous stampedes. But surgery and several genera-
tions of captive and docile lives have led to an almost per-
fect work animal. The rare wild Brutes should be avoided
at all cost, however, as they are responsible for a number of
accidental sprayings in any given year.

The demand for Brutes has begun to exceed the sup-
ply. Asa result of rising demand and a substantial increase
in the cost of removing the glands from the Brutes, sev-
eral farmers have begun shipping their livestock with an
occasional unaltered Brute in the herd. The results have
been nothing short of disastrous.

Quote: “They may be ugly, but you won't find a better farm
animal.”

Desctiption: Not all of the life forms encountered by hu-
mans are vicious. The Brutes are a perfect example of this
fact. Brutes have low-slung bodies, capable of pulling as
miich as a ton of weight with little effort. These slow-writ-
ted creatures stand on four legs and are roughly six feet
tall at the shoulder, with wide legs and equally wide feet.
They have short necksand thick shoulders, allowing them
little peripheral vision. But they are not defenseless from
behind. The Brutes have a natural defense not unlike that
of an Urth skunk. Whenever the animal is frightened,
pungent musk is emitted from special glands. This musk
is so powerful that most people struck by the odor areim-
mediately overcome, and often regurgitate their last meal.
Body: Strength 10, Dexterity 3, Endurance 9

Mind: Wits [, Perception 2, Tech ¢

Natural skills: Vigor 4

Weapons: Musk Glands

Vitality: -10/-8/-6/-4/ -2/ 07070/ 0/ 0/ 0/ 0/ 0/ 0/ 0

Weird Monstrosities

Power isdown. The shiplies heavy in the starryvoid. Urthtech
sigils scroll across the oracle panel: “All systems dead. All systems
dead.”

Captain Shataristares at the bridge door. Funny, how the ship




seems so much louder now. Engines gone, the constant reassuring
whir of the life support now replaced by the creaking of metal fa-
tigue and the moans of dead crewmen. The door is her only pro-
tection from the husks, her former friends and crew.

Lieutenant Davies, critically wounded at the colony, was the
firstaffected. Blood maddened and inhumanly strong, he slashed
a swath through the med-team. The team who, each in turn, be-
came night-crackers themselves. In tawelve hours, the entire crew
was gone. She had barricaded herself on the bridge. Thar was 1wo
days ago.

From what she remembered of the folk lore, husks quicklylost
all reasoning capacity. She doubted that any of them could still
remember how to override her door lock. Still, life supporr was
down. She had about a daysworth of breathable air. Did theyneed
to breathe? No matter. Without life support theywould freeze solid
in a few more days. She smiles weakly at the thought. The smile
fades.

Three choices left: Stay on the bridge and slowly suffocate like
a trapped hull-rat. Go out and let them kill her, maybe take a few
doun with her, maybe become one of them herself (At least she
wouldn’ be alone anymore.) Or — she slowly unhooks the clasp
on her blaster holster.

A quick prayer, for herself and her damned crew. Not their

fault, not really. “Prophet forgive me.."

The shot echoes maddeningly through the halls of the death
ship. The husks bay mournfully in inarticulate reply. The incan-
descent glow of the oracle panel plays across her body. “All systems
dead. All systems dead.”

There are a host of monstrosities spreading through-
out the empire. Born under strange and alien suns, they
are the spawn of Second Republic super science and of
newly reawakening magic, None of the monstrosities listed
here may be used as player characters.

Husks (Zombies)

Husks. Scarecrows. Night-crackers. These are but a few
of the narnes serfsgive to the walking dead. Husksare clini-
cally dead but animated creatures who quickly become
host to all manner of carrion. These zombies ate known
haunt the badlands, the most desolate, rural areason many
wortlds. They rarely plague urban areas. Most city dwellers
think of them as folk stories.

A “zombie plague” first erupts among those on the
verge of death — soldiers dying of sword wounds, termi-
nally ill patients in Church hospices, or peasants dying of
malnutrition. These near-dead suddenly discover a new
hunger for life. Possessed by an unnatural strength and
bloodlust, they can carve their way through a rural popu-
lation in no time. Each person they kill also becomes a
husk.

When husks first appeared, the serfs prayed for deliv-
erance — this was a sign of the end times. Some scientific
heretics in the Engineers guild scoff at this, believing that
the phenomenon hasa rational cause. They have vet tofind
one. '

Newborn night-crackers possess exceptional strength
and resilience, They also retain all their mental faculties.
This does not last long, however. The initial burst of en-
ergy quickly fades; within a week they become mentally
and physically lethargic. They still present a threat, how-
ever, because they remain hungry for flesh and are diffi-
cult to kill. Many of them possess a low, feral cunning.
There are stories of some husks who retain their intelli-
gence for longer periods, although even the most degener-
ate of these creatures may occasionally form a coherent
sentence.

Most serfs believe that husksare the souls of the venge-
ful dead. Aliensare not known to become husks, although
zombies will attack aliens and humans alike.

Tralts: Newborn husks {night-crackers) have above
average Body characteristics: add +2 to the newly-deads
Body characteristics, which may now exceed 10, They have
varying, but rapidly diminishing mental capabilities. New-
born husks subtract three from theit Human characteris-
tic and add chree to their Alien.

Older "scarecrows” suffer fading capabilities. They have
above average Body characteristics except Dexterity, which
fades away: Subtract one Dexterity level per week after
death, with a minimum Dexterity of L. Scarecrows suffer
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the sarne fate with their mental capacities: Subtract one
from all Mind characteristic per week after death, with a
minimum of one level in each characteristic, Despite their
lethargy, even old scarecrows can move quickly for short
bursts to feed flesh-eating lust.

Spirit characteristics and learned skills fade the same
way Dexterity and Mind characteristics do, but there isno
minimum score — husks may eventually have zero Spirit
characteristicsand zero in formerly known skills, Humans
with a Faith of seven or more do not become zombies.

All husks ignore wound penalties and gain five extra
levels of Vitality. However, they do not heal naturally;
when they lose a level of Vitality, it does not come back.
Despite the folk-lore, head wounds have no more effect
than any other wound. Even a decapitated husk remains
dangerous.

Allhusks gainaScary reputation (+2 Impressyand lose
whatever occult characteristics and powers (including
Wyrd) they may have possessed.

Peasant Night-cracker

Everything fades away like the sun setting for the last
time. This husk didn't have much, just a smail farm house,
a few animals and a wife. Then there was the accident,
Andros was careless with the bailer A slip, a sudden race
of red and blackness. He died, but it is alive. Now it hun-
gers for life. It feels the pulse in every one of its neighbors
and friends. They have what it once took for granted.. life,
Quote: “Please no run away! It not my fault [ changed! Me
stilt your husband..”

Description: A straw man, a broken parody of what once
was, this newly born night-cracker is 2 pallid, bedraggled
shadow of its former self. Still wearing the clothes it was
seen in last, this husk is an eternally receding portrait of a
once-living human. All its living hopes, dreams and fears
mingle with a ravenous insanity. Husks grow only leaner
and hungrier with the passage of years.

Race: Human

Body: Strength 8, Dexterity 6 {fading), Endurance 6
Mind: (all fading) Wits 2, Perception 2, Tech 2

Spirit: (all fading) Ego 3, Human |, Alien 3

Natural skills: Fight 6, Melee 4, Observe 4, Sneak 7, Vigor 8
Learned skills: Beast Lore 4, Blacksmithing 3, Knavery 4,
Regional Lore 4, Survival 6, Tracking 4

Curses: Scary (+2 Impress)

Weapons: Medium autofeed slug gun (stolen from mur-
dered constable)

Armor: 2+ 2d leather blacksmith’s apron

Vitality: 0/0/0/0/0/0/0/0/0/0/ 0/ 0/ 0/ 0/ 0/ 0

Demons

Demons are dark presences that biock out the light of
the Pancreator. Serfs blame demons for everything from
earthquakes to spoiled milk and impotence. Most people
are aware of the deepening shadows on their planet; they
believe in monsters, aliens and hidden covens. Still, most
cannot fully bring themselves to believe in the reality of
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demons. They are real to the Church, however. Church
inquisitors have documented instances of demonic pos-
session on numerous occasions (some secretly claim there
has been an increase since Alexiuss corgnation). The
Eskatonic Qrder is highly concerned with demon lore and
claims to know the names and offices of certain “"demon
sultans.”

Demons only manifest in the material world through
possession. Thus, all that is factually known of them comes
either the utterances of their receptacles or the mystical
visions of priests {which have little to back them up but
the priests own reputation). Some educated folk believe
that if demons do exist, they are extra-dimensional aliens
or powerful psychics parading as demons. Many serfs be-
lieve that there is an infernal hierarchy much akin to that
of the human nobility, although this may merely bea pro-
jection of their personal prejudices.

Likely targets of possession are murderers, the truly
innocent,and willing {though often duped) Antimonists.
The Eskatonics say that there are nine circles of demonic
power, based on how many “emanations” the demon is re-
moved from its “primeval” source in the infernal realms.
The Church maintains that evil is reflected from a prime
source, as though through a series of mirrors. Each reflec-
tion grows progressively weaker. Thus, a demon of the
“ninth emanation” is considered of the lowest order, the
least powerful of the infernal hosts.

Possessed victims gain potent powers, called Qlippoth.
The number of powers gained depends on the emanation
of the possessing demon; the lower the emanation {the
closer to the source of evil), the more power provided. One
Qlippoth is given at the ninth emanation, another at the
eighth, another at seven, and so on, until nine Qlippoths
are gained at the first emanation. Thus, a demon of the
ninth emanation may provide one Qlippoth, while a de-
rnon of the seventh emanation has three,

Darkling energies fuel these powers. Qlippoth increase
in strength with each step the demon takes towards the
primary source of evil. Through Qlippoth, the possessed
may ignore the dualistic balance between the Spirit char-
acteristics. For instance, a possessed person may have a Pas-
sion 3and aCalm 6. This is not healthy, however, for it rep-
resents a fracture in the psyche goaded into further dis-
harmony by the alien presence. If the persor ever escapes
possession, it may still take tire to regain control over her
emotions.

Demonic receptacles (victims of possession) each gain
one Infernal stigma for each Qlippoth. Each Infernal stigma
makes its victim less human in appearance, ranging from
the lowest level of unobtrusive but bizarre stigmas such
as mismatched pupils to high level extreme deformities
such as scales or lizard eves. Because of these stigmas, only
the weakest {or the most clever) demons can withstand
much scrutiny among humans.

It is interesting to note that, while demons can con-
trol all the thoughts and actions of their receptacles, they

Qlippoth

Emanation Powers
10 Enhance skiils (seven levels/emanation
above 10)

8 Enhance Mind characténs.ttcs (three )
levels/ emanation above 8)

| 6 Psychm Senses The demon canuseallthe
psychic powers of the Sixth Sense path

5 4 o PSYCth Mind: The demon can use all the
psychlc powers of the Psy he path

cannot use the receptacle’s own occult powers {Psi and
Theurgy). They must use Qlippoth instead.

Demons sometimes leave their hosts of their own ac-
cord, once their work is donie or for other, unknown, rea-
sons. Theurgic exorcisms rites can also drive themout of a
hosts. It is extremely rare, but some instances have been
known where demons are tricked out of their hosts
through wit alone, but plaving mind games with demons
is extremely dangerous.

Possessed Priest

Even a mineor demon is able to cause great mischief.
Lower order demons typically possesses humans tospread
carnage or misinformation. A holy person possessed by
such a creature may preach false sermons, corrupt his par-
ish or go on a killing spree before the demon returns to
the nether regions which spawned it. Demons can stay
longest in areas of great brutality.

Quote: “Bless you, my flock. Have I ever related the parable
of the corrupt patriarch and the three harlots?”
Description: A receptacle for a lower order demon, this
possessed priest is able to pass for human. Even so, his par-
ish may nortice he is haggard, and "smells funny”

Rank: Priest (Eighth Emanation demon}

Body: Strength 13, Dexterity 6, Endurance 10

Mind: Wits 4, Perception 4, Tech 4

Spirit: Extrovert 8, Introvert 1, Passion 9, Calm 1, Faith |,
Ego 7, Human 2, Alien7

Natural skills: Charm 5, Dodge 5, Fight 8, Impress 7,
Melee 3, Sneak 5, Vigor 7

Learned skills: Academia 3, Bureaucracy 5, Debate 5, Em-
pathy 3, Etiquette 3, Folk Lore 5, Cratory 7, Read Latin 6
Benefices: Ordained 7

Chapter Eight: Gamemastering 23l




Qlippoth: 8 - 9{Enhanced characteristics and skills)
Wyrd: 5

Weapons: Monoblade

Armor: Heavy clothing

Vitality: -10/ -8/ -6/ -4/ -2/ 0{0/ 0/ 0/ 0/ 0/ 0/ 0/ 0/ C

Golems

Inasociety that barely tolerates technology of any sort,
the idea of a mechanical human is blasphemous. Golems
tob humans of their sacred place in the cosmos, diminish-
ing and mocking the works of the Pancreator. After tLe
Fall, the Church destroyed artificially intelligent robots (AL,
or “smart robots outright, with little consideration forany
sentience they may have displayed. Their antirobot dogma
does not necessatily spread to the many non-intelligent
robots throughout the empire.

Al Tobot brains are a cephalic matrix built from a rare
element known as Pygmallium. This element simulates
the neural pathways of the human brain to a remarkable
degree. Smart robots are just as prone to emotions, both
good and bad, as humans. A golem may be a benign crea-
ture, or a remorseless killer. Most golems have a pre-pro-
grammed desire to serve humans. A “behavioral repressor”
is the only known way to enforce a golems servitude, but
the golems resent it.{For ther, it is similar to electroshock
therapy)

During the Second Republic, robots came in many
shapes and performed a wide range of functions {combiat,
exploration, recreation, research, etc.). Since the Fall,
Church Inquisitors have watched robots and their mak-
ers very catefully. They are rare now, but not unknown,
Some golems are highly mechanical in appearance, while
others (those built during the later Second Republic) are
almost perfect duplicates of human beings.

Primitive robots are possible at as low as Tech Level 4,
although these are little more than toys. At Tech Levels 5
and 6, robots become increasingly sophisticated, but are
still not truly sentient. Most robots built currently by the
Engineers are at this level. At Tech Level 7 artificial intelli-
gence is possible, although few in the modern empire are
able to create such technology. Golems at this level may be
vastly intelligent, and may even have some rudimentary
emotions. Robots built during the later Second Republic,
and by the greatest human roboticists of the present, may
reach this level. Advanced Al is only possible at Tech Level
8, or above. Some robots built during the final days before
the Fall are of this generation. Advanced Al robots are
vastly intelligent, and display a wide range of complex
emotions, and are sometimes indistinguishable from hu-
mans. Al robots of any kind are very rare.

Because of their superior design and engineering, Sec-
ond Republic robots are virtually immortal if they avoid
destruction and receive regular maintenance. If these ro-
bots have an agenda it is unknown,

Modern robots are built by a few eccentric Engineer
geniusesin hidden labs. Such work is highly expensive (and
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often illegal). These Engineers have a near religious fervor
for their work.

Both the Ur-Obun and Sanctuary Aeon have shown
some public sympathy for the remaining golems. Both
groups believe that owning one is akin to slavery, and de-
stroying one is murder.

Golems often have cybernetic traits {see Cybernetics).

Traits {Tech 7 Al) Variable Body, high Mind. Robots
may reach, or exceed 10 in any Body and Mind Character-
istics. Tech 7 robots have rudimentary emotions (Spirit
characteristics), but do not always master them. Some of
them are a bit “twitchy”

Traits (Tech 8 Al) Variable Body, high Mind. Advanced
Al robots have Spirit characteristics. Tech 8 constructs have
more emotional mastery than their Tech 7 “children.

Note: Robots are usually programmed a Tech charac-
teristic one or two levels below their own level of manu-
facture. This is to discourage golems from procreating.
Golem procreation is punishable by death. Humans who
create golems may be fined, jailed or executed. Certain
houses, sects and guilds may legally own robots by obtain-
ing an Imperial license.

The Protector

Made by an entrepreneurial Engineer, the Protector
was sold to the highest bidder as a bodyguard. Programmed
to protect its new masters safety above all other concerns,
the golem may appear brusque to others.

Quote: “You are not permitted here. Leave, or be destroyed.”
Description: A clinking, clanking pile of calamitous jurnk.
Pulsing turbines, whirring gears and the smetl of burning
oil. Black iron plate steel encases its clockwork interior. Two
faces, back to back, spin into place as the occasion warrants
it. A smiling, vaguely benign face with blinking saucer-
plate eyes beams at the world when all is safe. When its
master is endangered, however, the golems5 head spins in
its iron hood, replaced by a fearsome gargoyle’s mask. The
protector has several menacing weapons built into
armatures on its body.

Tech Level: 7

Body: Strength 15, Dexterity 7, Endurance 15

Mind: Wits 5, Perception 7, Tech 5

Natural skills: Dodge 5, Fight 8, Impress 8 Melee 8,Shoot 8,
Vigor 8

Learned skills: Drive Landcraft 5, Etiquette 3, Remedy 3
Curses; Gullible {-2 Wits when money is involved)
Benefices: Oath of Fealty 3

Cyber Traits: Automaintenance, Battery Powered,
Cybersenses {Telescope, Radio}

Weapons: {all built in) Blaster rifle, flamer, stunnet
Armor: 6+ 6d

Vitallcy: -8/-6/-2/0/0/ 0/ 0/ 0/0/ 0/ 0/ 0/ 0/0/ 0/ 0/ 010




Symbiots

Occasionally, a Symbiot sneaks through the barricade
at Stigmata to run amok throughout the Known Worlds.
These insurgents usually disguise as humans until they
reach their chosen destinatior.

Symbiot Terrorist

Poor Jennet. He was once a noted official on Absolu-
tion, beloved by the populace for his negotiating ability
with the locat lords. That was before the Symbiots arrived.
Now, Jenner is something else, not human anymore. A
Syrnbiot parasite has fully taken over his body and uses
Jenner’s memories and personality to fool humans. He ap-
pears human at first, but when he assumes his war form
and thorns sprout from his limbs, nobody is fooled.

This Symbiot has managed toslip intothe garrison on
Stigmata, and from there he has entered the rest of the
Known Worlds. He could be encountered on just about
any planet. He is a recent conversion victim, not 2 natural
born Symbiot. He has been sent to the Known Vorlds to
cause trouble. He, like all Symbiots, has a psychic connec-
tion to the Lifeweb, and must toll to Remain Calm when
traveling in areas where it has been damaged. Thisincludes
excessively terraformed planets (almost all worlds).

Thank the Pancreator that heis nota breeder, but only
2 warrior. He cannot plant Symbiot spores in others,
Race: Symbiot
Quote: “What are you staring at? [ am human too.”
Description: In his human form, he appears asa somewhat
plump but otherwise unremarkable yeoman. Once he
takes his war form, thornssprout from hislimbs and back.
He can assume different forms for short periods of time.
Body: Strength 7, Dexterity 9, Endurance 8
Mind: Wits 4, Perception 8, Tech 3
Spirit: Extrovert 8, Introvert 1, Passion g, Calm 1, Faith G,
Ego 7, Huran 1, Alien 9
Natural skills: Charm 1, Dodge 5, Fight 8, Impress 7, Melee
2,Sneak 7, Vigor 8
Learned skills: Speak Urchish 2
Powers: Symbiot shapeshifting. Assume he has alt levels of
the Soma Psychic Path but no actual Psi or Urge rating,
Wyrd: 7
Weapons: Thorns (Dx+Fight, 4 DMG, anyone attempting
to grapple him automatically suffers damage)
Armot: Thorns 3+ 3d
Vitality: -10/ -8/ -6/ -4/ -2/ 0/ 0/ 0/ O/ Of 0/0/0
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Chapter Nine: Planets

Robertwalked in from the fields. White chaff and black blood
covered his farming clothes. They had spent all day tracking the
beast, before they finally killed it with their axes and pitchforks.
Brother Mainard said it was something called “anima,” but Rob-
ert knew an alien when he saw one. Still, kind of disturbing when
you think about it — the way it wailed like a child as it died.

A great thrumming shook the air, and Robert saw another
spaceship arcing toward the spaceport in the distance. It caught
the last fragment of davlight, a glistening firebird against che dark
blue sky. He used to wonder what the outsiders did therve — “off-
world stuff” with House Decados, or the merchants. “Not your
business, serf”

The tired red sun painted the rolling hills around him in bril-
liant purples and fiery oranges. Dusk. The suns were fading in
more ways than one, these days. Robert felt uneasy.

“Maybe this really is the end of everything,” he thought.

Darness coursed across the ancient terraformed fieldslike
wave of blood. He quickened his pace toward the village, racing
against the night.

The Known Worlds

Refer to the map of the Known Worlds in the back of
this book to determine the jurnproads between certain
planets. Below are simple sketches about the planetsin the
Empireand along the border; gamemasters should feel free
to create their own details about these worlds,

Absolution: This world has been compromised by the
Svmbiots. It is outside of the Stigmata Garrison’s direct in-
fluence, and the people of Absolution have been aban-
doned by the Known Worlds. Do people still even exist on
this planet? Or are they all Symbiots now? Travel to Abso-
lution (and to all compromised worlds) is forbidden. Any
ship caught trying toenter the Known Worlds from these
planets is destroyed by the Stigmata Garrison.

Apshai: A joint human and Vau world, Apshai has
many citizens of the Empire living upon it, and the Vau
rarely leave the one continent they forbid humans to en-
ter, where the G'nesh also live. Human colonizarion of
Apshai was allowed during the Second Republic,asecond-
ary result of years of diplomatic negotiations concerning
an affair long since forgotten {surely the Vau remember,

but they do not speak of the incident). Empire spies are
sent here to observe the Vau, but chey are never allowed
close encugh to see anything of worth, A “mission to
Apshai”is equivalent to a vacation or retirement.

Artemis; Home to the head Sanctuary Aeon meonas-
tery, Artemis is a holy world with strict immigration poli-
cies. While noblesand guildmembers live on Artemis, they
must follow Chureh law, which imposes strict behavioral
rules. Every law is designed te minimize conflict, includ-
ingsuch penalties as exile to far continentsif the two par-
ties cannot govern their relationships with each other.
Despite the seemingly harsh rules, the best medical tech-
nology in the Empire is found here. The sick and dying
who can afford che journey to Artemis for healing usually
return whole again (although with a samaritan penance
they must perform as payment).

Aragon: The Hazat homeworld has both benefited and
suffered from its proximity to Leagueheim and Byzantium
Secundus. Both have brought a great deal of wealth to
Aragon, but the Hazat nobles have also spent a lot of their
meney on those worlds. The Hazat and the wealthiest of
their subjects are undeniably well off. The poorest live in
squalor. The wealthiest partsof the planet, like the capital
anditsunparalleled military academy, are second tonone.
The poorest ate among the most dangerous and inhospi-
table in the Known Worlds.

Aylon: Ruled now by the al-Malik, Aylon was once
owned by the Ur-Ukar. It is famed for being the first planet
the Prophet set foot upon after his miraculous vision
(gained on a Lost World beyond Aylon’ borders). Pilgrims
come from all over annually to see the spot where the
Prophet first preached. The rest of the planet is taken up
by large reserves, and the al-Malik make a lot of money
catering to the interests of off-world hunters and
recreationalists.

Bannockburn: The headquarters of the Muster, who
coordinate their efforts against both the Symbiots and the
Vuldrok raiders from this planet. [t is also the homeworld
of the Gannok, devilishly clever tricksters with a penchant
for invention and high-tech jury-rigging. Most of the in-
habited sections of the planet are rugged and craggy high-
lands with broad moors. Strange Ur ruins can be found in
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various places, most long since stripped of their valuable
artifacts.

Byzantium Secundus: W hile the capital of the Known
Worlds suffered some damage during the Emperor Wars,
it no longer bears any signs of the strife. Indeed, Emperor
Alexius has embarked onan ambitious building plan, and
even more construction is turning what was once known
as the “Concrete Capital” back into its old gray, metal-cov-
ered self. Every major faction in the Known Worlds {as well
asthe Vau) maintainsa presence on this world, and all have
interests at stake on a daily basis. For more information,
see the sourcebook Byzantium Secundus.

Cadavus: One of the poorer worlds in the Empire,
Cadavusfell into Decados hands during the Emperor Wars.
The Decados are only the most recent rulers of the planet;
almost every faction of note in the past 2000 yeats has had
an interest in it at one point or another, While the planet
haslittle in the way of industry, mining or agriculture now,
it still remains a center for a number of religious groups,
whose monasteries maintain records dating back to the
beginning of space exploration.

Cadiz Ruled by the Decados, the great cities of Cadiz
are legendary. Second Republic diplomats chose this world
as rheir base for negotiations with the Vau, and the cos-
mopolitan fervor which gripped the planet caused the rise
of many towering metropoli. But the Vau refused to come
to Cadiz, and instead demanded that the diplomats come
to them on Vril-Ya. The cities are now teeming with the
poor and restless, who crowd into apartments once re-
served for the rich. Cadiz also holds the only reservation
reserved for the Hironem aliens.

Chernobog: The Symbiot homeworld. Littleis known
of Chernobog, for the last humans to set foot upon the
world never returned. The jumpgate to Chernobog from
Stigmata is blockaded; no oneisallowed inor out, although
the occasional Symbiot force breaks through nonetheless.
It is said that the planet is a steamy jungle teeming wicth
Symbiot lifeforms of all kinds, fighting each other tooth
and claw for dominance.

Criticorum: No al-Malik would ever deny this planecs
value, nor would they deny the extreme problems it has
caused the house, Once considered for the capital of the
Second Republic, it has jumproutes toseven other worlds,
and travelers from Byzantium Secundus, the Church
worlds, the al-Malik planets, the Decados hegemony, the
LiHalan worlds and Ukar regularly stop there. The League
has also established a substantial presence here, and the
guitds maintain a number of vehicle and weapons plants.
As a result, the world hosts legions of ambitious schemers
and spies from around the Known Worlds. Intrigues here
may lack the subtlety of those on Byzantium Secundus,
but they are at least as common.

Daishan: Compromised in the Symbiot War, Daishan
was scorched by the Stigmata Garrison. Symbiots cannot
grow anything on scorched worlds, but neither can hu-
mans. Daishan has since been recolonized by a srnall force
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of soldiers and Brother Battle monks, operating out of at-
mosphere facilities built on the planet. The planet seems
to have been deserted by the once-prevalent Symbiot
forces, but the Imperial army is not stupid — they know
Symbiot seeds surely tay waiting to burst forth tendrils of
niew horrors. But there may also be a clue to beating back
the monsters, and for such a clue, the faithful will risk all.

Delphi: The homeworld of House Hawkwood, Delphi
has suffered its share of setbacks, but even with the devas-
tation of the Emperor Wars, the Hawkwoods are stronger
now than they have been for some time. Imperial support
is behind them. Delphi is where the leaders of the house
meet to plan the next victories to raise them above all other
farnilies — or so they fervently believe.

De Moley: An inhospitable and barren planet, De
Moley has little atmosphere (about as much as Mars}.
Terraforming was incomplete when the Second Republic
collapsed. Nonetheless, De Moley is home to the prime
Brother Battle monastery. Visitors must negotiate the
treacherous paths up the high crags to reach the monas-
tery, since the howling winds are too much for most skim-
roers to handle. The valleys between the high mountains
are calmer, hosting the atmosphere domes in which a small
populace lives, helping to reap De Moleys tesources. A hard
life is all the peasants of De Moley know, Those few who
escape from this world are valued for their hardiness,

Grail: Ruled by House Keddah {a minor house), Grail’s
vast forests and mountains are home to the Etyri, a sen-
tient avian race. Grail is where the Prophet was healed by
Amalthea of the darkness which had infected his soul on
a Lost World beyond the border. The planet’s name comes
from the symbol for the Amaltheans, and there is a Sanc-
tuary Aeon monastery on the planet at the site of the
Prophet’s healing.

Gwynneth: Gwynneth has suffered the worst of late
from the Vuldrok Raiders’ invasions. It is believed to be
only a matter of time before the Vuldrok set up a perma-
nent base in the forested wilderness, hidden from easy
scrutiny. The Hawkwood rulers fear that the long-defiant
pagan peoples living in the woods would welcome the
Raiders. Muster mercenaries, hired by the Hawkwoods,
have recently come from Bannockburn to defend the
planet from further assault, but it remains to be seen how
effective they will be against the next raid, The
Hawkwoods have allowed Vuldrok ambassadors to pass
through their space to Byzantium Secundus in the hopes
that Alexius will act once he meets the uncouth batbar-
ians face-to-face,

Holy Terra: Also known by its ofd name, Urth. It is the
capital of the Church and the cradle of humanity. But the
planet is overcrowded; teeming masses of the faithful
crowd into the cities that dot the globe. Immigration is
strictly controlled by the Church, and those bornion Holy
Terra are given special consideration over foreigners. It is
the prime pianet for pilgrimages, however, as holy sites
important tohuman history are found on every continent,
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Icon: The Li Halan hold Icon sacred, for it is where they
announced their conversion toOrthodoxy. The planet was
originally valued for its Ur ruins, but those ruins have been
scoured inch by inch since, and there are few mysteries left.
The Li Halan consider Icon to be a bulwark against the
dangerous ideas coming out of Manitou, and they often
pester the Inquisitorial Synod with requests for cleansings
{with the result that the synod rarely bothers with Icon, a
fact which the residents are glad of).

Istakhr; [stakhr boasts not only one of the greatest
bazaars in the Known Worlds, but some of the most stu-
pendous buildings. The al-Malik rulers have used much
of their wealth to build pleasure palaces for themselves,
awe-inspiring cathedrals and even museums open to their
serfs. The vast amounts of wealth floating around this
world have attracted all sorts of people tolstakhr, from the
most ambitious to the most unscrupulous,

Kish: Homeworld of the Li Halan, Kish is an extremely
conservative desert planet. [t has changed little through-
out the devastation of the Emperor Wars, and the residents
consider the refative chaos of surrounding worlds to be
proof that the Li Halan are the only rulers worthy of the
title. Qutsidersclaim that there are more peasant uprisings
on Kish than the Li Halan admit to.

Kurga: This world is off the map (it can be reached
through Vera Cruzs jumpgate). It is che Lost World being
fought over by the Hazat and the Kurga Caliphate (a bar-

barian regime beyond the Lost World). The world actually
has many names, depending on who you talk to{a native,
a Hazat soldier, or a Kurgan); whomever wins it will surely
rename it anyway.

Leaguehelm: Noother planet in the Empire can claim
to have as many technological wonders as Leagueheim. No
other planet can claim to have politics as vicious as
Leagueheim, either. With several hundred guilds repre-
senited on the planet, anything can — and does — happen.
Here anything that can make someone a firebird is legal
and already being done. 5till, discretion is the key word
here. No one wants the [ngquisition ruining the fun.

Leminkainen: A Hawkwood-ruled border world
which suffered heavily from the barbarian invasions of the
past. It was occupied for a titme by barbarians, and their
descendantsstill live here, maintaining what they claim is
asovereign nation. The Hawkwoods say the barbarians are
deluded, and only live separately from others because the
Hawkwoods allow it. The native barbarians are said to be
petitioning the Vuldrok for an alliance,and if their sealed
jumpgate ever reopens, the Hawkwoods would have a dif-
ficult time holding onto this world.

Madoc: This aguatic world is a rich resource for the
League. The vast majority of the surface is covered by wa-
ter,and the marine life is varied and wondrous, producing
many delicacies. However, this cuisine is hard to ship off-
world, so the tich who desire it must come to Madoc. Ru-
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mors persist of a sentient race living in the oceans, but no
definitive proof has been discovered. This is one of the rare
worlds which required little terraforming, and is said to
hold many undespoiled secrets beneath its waves,

Malignatius: Once a Li Halan planet, the Decados
seized this arctic-and-tundra world early in the Emperor
Wars and have held it ever since. It still bears the mark of
its former rulers, and religious fervor regularly sweeps the
world, Since the Decados took over, however, the Ortho-
dox view has become diluted. New sects crop up on a regu-
lar basis, and even different members of the same group
find themselves battling over dogma. Newcomers often
tind thernselves caught upin this factional fighting against
their will.

Manitow: A joint human-Vau protectorate, Manitou
is home to some of the few psychic covens which dare to
operate openly. The Vau do not allow the Inquisition to
enter the system, and so criminals and outcasts from across
the Known Worlds desperately seek tofind their way here.
The Vau either do not care or have planned it this way, us-
ing the world as a viewing glass into the underbelly of
human culture. The human government is run by a Jocal
guild, although it hasstrong ties to the League and claims
fealty to the new Emperor.

Midian: A Li Hatan world, famed as the hirthplace of
Pacriarch Palamedes, founder of the Universal Church. It
was the Prophet’s preaching here that converted
Palamedes, heir to vast lands then owned by House Alecto.
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‘The planets religious heritage is pounded into the hearts
and minds of all the residents, many of whom nonethe-
less abandoned the Orthodoxy during the Emperor Wars
to join the multitude of new sects springing up on the
planet, much to the horror of the devout Li Halan.

Nowhere: A barren wasteland wheresits the Gargoyle
of Nowhere, an ancient statue said to deliver omens to
those who come seeking it. The Stigmata Garrison Com-
mander suspects that Symbiots have comptromised the
world, although there is no proof in the sand-blown
deserts. Pilgrims who go to Nowhere may not be allowed
back into Known Worlds, and nomadic caravans of such
refugees roam the world, eking out a living in the sands. It
is said that Nowhere once had [ush forests and that many
secrets lie hidden in its wastes.

Obun: The homeworld of the Ur-Obun, officially
owned by House Hawkwood. The Obun have a degree of
sovereignty envious to other races, and still maintain their
ancient culture of wisdom. The architecture of the planet
is like nowhere else in the Known Worlds, with graceful
spires reaching beyond the clouds, beautiful fountains
miles high, perfect gardens and wide promenades. Human
malcontents attempting to find a black underbelly to
Obun culture have so far been unsuccessful.

Pandemonium: See the Appendix for details on this
frontier world.

Pentateuch: Terraformed by the legendary Doramus,
Pentateuch is considered by many to be a magical planet,
the ultimate wedding of magic and technology. There
seems strong evidence that Doramus deliberately designed
the terraforming to create ley lines and energy centers, al-
though most of these are little understood today, for
Doramus left no records of his secrets. The Eskatonic Qr-
der claims the cathedral and rulership of this world, al-
though the planet is a frequent target for Inquisitorial
scrutiny.

Pyre: Home to the famous Burning Desert, a hot-house
hell that proved unterraformable, this world is claimed by
Temple Avesti, which is allowed to rule it in the name of
the Patriarch. The sects main monastery lies in the harsh
desert, but there is little tech to aid the monks in surviv-
ing the heat. Most are forced to relocate to the milder habi-
tats by the sea. The planet is considered Inguisitor central,
but most Avestite Inquisitors leave the system to look for
sin elsewhere, never suspecting it might reside on their
homeworld. As a matter of fact, at least one secret labora-
tory operates on the soucthern continent, far from the eyes
and attenition of the monks, who do not have the facili-
ties to monitor all space traffic to and from the world.

Rampart: This frontier world was once owned by the
League but was seized by the Li Halan during the Emperor
Wars. The independent guild that once ran the planet is
still powerful, but choking under the reforms of the Lj
Halan governor, who seeks to clean up what she perceives
as social decay and moral licentiousness. The Li Hatan are
attempting to enforce onto the frontier-minded residents



of Rampart the sort of social laws they expect on their
other, better-behaved worlds. But the rigid caste structure
they impose is resisted by the residents, and the call for a
major uprising is spreading despite the best efforts of Li
Halan information police.

Ravenna; A Hawkwood world, and the birthplanet of
Emperor Alexius. While the planet is safe from Vuldrok
so far, it is between two worlds which have suffered ha-
rassmment. The people are used toa quiet existence and pas-
toral pastimes, from falconry to beastback hunting. Many
outsiders believe they are in denial about the threat to their
world and way of life, drinking bittersas their other worlds
are plundered. Others believe that, should Ravenna be at-
tacked, Alexius will finally make a serious move against
the barbarians.

Severus: Very few humans lived on this jungle planet
before the collapse of the Second Republic. Then its
Decados owners opened it up to refugees from the major
trouble spots, if those refugees would pledge atlegiance to
the house, Those who made the pledge may well have re-
gretted their decision, because Severus is a most inhospi-
table world. Its native speciesand indigenoussentients{the
primitive Ascorbites) have evolved tough, almost metallic
skin and sharp teeth to break through skin to the sweet
blood within. Severan hull rats are probably the most fa-
mous of these, and they now infest ships throughout the
Known Worlds, They use their sharp teeth to gnaw
through anything in search of nourishment.

Shaprut: This mineral-rich planet has avoided much
of the intrahuman strife that has plagued other worlds,
but it has suffered from Symbiot invasions, The few times
the Symbiots have broken through Stigmata they have
ravaged Shaprut. Indeed, part of the justification used to
continually ferry off Shaprut’s native race, the Shantor, to
reservations on other worlds is the fear that the Symbiots
would contaminate them. Of course, some Shantor remain
onthe planet, but most of them serve asslaves in the mines.

Stigmata: Stigmata is the hotly-contested world that
forms a bulwark against the Symbiots, and is horne to the
powerful Imperial Stigmata Garrison, the best collection
of troops in the Known Worlds (next to the Imperial
Guard). Little is known abourt the Symbiot-claimed worlds
beyond Stigmata, since those who have gone out have not
been allowed to return, despite their radio claims of being
whole and uncorrupted by what they saw. Before they can
deliver full reports, their ships are destroyed to prevent
organic infection from entering Human Space. Those le-
gionnaires who have survived their tours of duty hereare
shaken and hollow men, scarred by what they have seen
on the battlefields of Stigmata.

Sutek: The first humans to fly through a jurnpgate
found themselves in this star system, and humans have
been here ever since. Its cities have sprung up on the ruins
of its older municipalities, and inhabitants regularly find
artifacts dating back tothe earliest days of the First Repub-
lic. Most of the valuable items disappeared years ago, but

rumorsstill crop up about major hidden troves of antigue
treasures.

Tethys: An Traperial world, once run by an indepen-
dent guild but now owned by the Emperor. This is one of
the oldest worlds in Human Space, and was stripped of its
resources long ago. It now survives by attracting renowned
craftsrnen and manufacturers, promising land and low
noble status in return for a cut of their profits, The Mitchau
family of weaponsmiths has recently relocated here from
Aragon totake advantage of these benefits. One of the re-
mote continents on a nearby planet in the system is said
to be used by the Imperial Guard for training and war
games; entry onto this planet is closely guarded.

Ukar: Now owned by the League, Ukar was once a
proud if fractious world. Homeworld of the Ur-Ukar and
capitol of their former empire, it is still an autonomous
region for Ur-Ukar although it is rmonitored heavily by the
Church. The planets surface is rocky and without arable
soil, covered with craggy gullies and sharp cliffs. Life exists
only in the vast underground tunnels that comb the
planet. Here grow thousands of mosses and fungi, and in-
digenous predators and prey — both insect and mammal
— crawl in the darkness.

Vau: A closed world; nobody isallowed into Vau Space
without diplomatic permission. They rarely kill invaders,
though. They simply snatch them up with their plasma-
nets and deposit them back on their side of the border.
Repeated attempts to enter, however, may be met with
deadly force. This said, blackmarket trade does take place
between the nations, but mainly in Human Space, on
worldssuch as Manitou or Vril-Ya. Vau is homé to the man-
darins who venture into Human Space on missions for
their leaders. It is rurnored that one of the Vau leaders is
placed on this world, sent from one of the many Vau
worlds bevond the planet’s border.

Vera Cruz: Long known as one of the most beautiful
planets in space, this Hazat world bears the stamp of the
great terraformer Doramos, whose wife is said to have come
from here. Some of the wealthiest people in the Empire
like to come here to escape their concerns and worries, and
Vera Cruz has the least military influence of any Hazat
world. Still, many older Hazat retire here (or get retired
hete}, and they still do their best to keep their hands in
the intrigues which plague the Known Worlds.

Vorox: The homewotld of the Vorox is a vicious envi-
ronment composing many conflicting biomes. The planet
breeds some of the fiercest and most dangerous predators
in the Empire, many of them poisonous with toxins even
most assassins dare not use lest they be turned against
them. Amid this chaos of competition, the Vorox reign.
While not as big as some Voroxian predators, they learned
early on to use tearnwork to take down their prey and de-
fend themselves from their own predators — on this world,
no one is above the food chain. The planet is owned by Li
Halan, who are careful only to allow civilized Vorox off-
world.
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Vril-Ya: The Vau ambassadorial world. Humans are
allowed here to discuss matters of state, but they muststay
on the single island reserved for their use. Certain lower-
caste Vau run a secretive blackmarket, selling Vau tech
items to those who can afford them and are discreet
enough not to bring the deal to the attention of the man-
darins. They rarely deal openly, using alien go-betweens
instead, such as Hironem or other minor races.

Vuldrok: A number of Lost Worlds exist past the
Gwynneth and Delphi jumpgates which are ruled by a
loose confederation of barbarians wich jumpdrive capabil -
ity. Not much is known about the worlds except that their
natives are uncouth and savage, occasionally raiding the
Known Worlds for plunder. The world immediately past
Gwynneths jumpgate is called Vuldrok, and is the source
of recent barbarian raids. The Hawkwoods are currently
hiring mercenaties to take che raiding back to Vuidrok.

The Lost Worlds

At its height, the Second Republic spanned far more
planets than does the Empire. A number of these have dis-
appeared from public records. Their ju mpgates sometimes
operate, but no one knows how to reach them, They still
exist, circling their isolated suns, separated from the rest
of humanity by ignorance alone.

These worlds range the spectrum from those chat have
declined to caveman levels to those rumored to have kept
their Repubiic-era technology — and improved upon it.
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Some people suspect that afew planets deliberately elimi-
nated any outside knowledge of themselves, and have
agents in the Known Worlds dedicated to protecting their
solitude.

The Emperor has let it be known that he will hand-
somely reward anyone who brings word of a rediscovered
world. The houses seek the added power and prestige chat
comes with ruling more planets, the guilds want toexpand
their trade routes, and the sects yearn to add the souls of
those poor heathens to their ranks, Of COUTISE, everyone
wants touncover whatever Philosophers Stones and other
artifacts an unknown world might be hiding.

Still, most of the people who have gone searching for
hidden planets have done it for their own reasons. Some
have been looking for a new place to live, having either
voluntarily left their old home or been thrown off it. Oth-
ers have sought abandoned treasures and lost knowledge,
The bard Arletra wrote her acclaimed epic “Vladimir
Unforgotten” while on a quest for her family’s ancestral
world of Principia.

Discovering such a world is exceptionally difficult.
The easiest way is via research, sifting through what few
records remain from the Second Republic, looking for ref-
erences to forgotten planets. These records rarely provide
information on jumproutes to those worlds, however,
Finding a key toa lost jumproute is guaranteed to bring a
character lots of money and trouble.




Planet Design Process

Too many science fiction stories diminish che impor-
tance of individual planets in their settings. A living,
breathing world becomes the backdrop for oneadventure,
before the cast moves on to the next world. But
gamemasters in Fading Suns should treat each planet asa
highly complex entity, with almost endless possibilicies for
adventure. Few people roam freely among the stars in Fad-
ing Suns, and most never leave their home planet. Charac-
ters will, of course, travel between planets, but an entire
epic may occur on a single planeg, or a stnall number of
worlds,

A planet design process is provided here to aid
gamernasters in designing worlds, Below are details on the
categories, Or traits, given ro planets in Fading Suns. Foran
example of a pre-designed world, see the Appendix for de-
tails on Pandemonium.

Name

Planet names vary widely throughout the Empire.
Some worlds bear the names of historic places or mythical
pecple (Delphi, Artemis). Others are descriptive of the
planet’s nature or function (Pandemonium, Nowhere,
Pyre). Many earlier planets received Sathraist names from
the earliest gatejumpets.

There are usually two names for a planet: the name
chosen by the first discoverer and the more modern, Im-
pertal name. Locals often have their own name for theit
planet and maintain it against force of custom in the rest
of the Empire. (Holy Terraisstill called by its original name,
Urth, by many who live there) A planet may have many
names, gathered over the centuries. These names may be
human, alien or a mix of both, Often the reason behind a
planets name is obscure. Many aliens resent the idea that
their planet was “discovered” by humans and tenaciously
hang on to their planets original name. Such an issue may
become a rallying point for disaffected aliens tired of hu-
man rufe. In some cases a planet’s name may vary ameng
various parties, though every planet hasone “of ficial” name
used by the Imperial stellar cartographers on Byzantium
Secundus.

Ruler

Decide which House, Church sect or guild controls the
planet. While most planets have a mix of interests repte-
sented, usually one group manages toscramble to the top.
Sometimes there may be more than one ruling group.
These may be close allies or bitter rivals. Ironically coop-
eration is often more likely between coalitions of differ-
ing power structures (ie, a Noble House and a trade guild)
than between members of the same umbtella group (ie,
Brother Battle and Temple Avesti). Some rare planets are
ruled by none of the major powers within the Known
Worlds. Alien worlds, lost remnants of the Second Repub-

lic and some autonomous fringe worlds are often indepen-
dent of Imperial interests.

The nature of the ruling group affects all aspects of
life on that planet, but the reverse of this is also true. Rul-
ers sent by one of the three main interests often find them-
selves transformed by local customs. Many strange hybrid
groups have appeared over the centuries, and do not al-
ways tow their parent groups ideological line.

Most planetsare ruled by nobility, although title alone
does not necessarily confer power. Often a hollow duke-
dom may be a mere facade for the Church or guild inter-
ests who really pull the strings. Even 4 strong noble can-
not rule peacefully without the approval of these two
groups. Few populations on any planet will follow a noble
who has been declared “Godless” by the Church, and only
the most powerful nobles may rule without material sup-
port from the guilds. Many local power consortiums,
whether noble, Church or guild oriented, are despoticand
unresponsive to the needs of the people. Asaresult, many
planets must contend with sporadic (and sometimes suc-
cessful} revolts. The Empire usually considers these to be
purely internal matters and leaves the local authorities to
deal with them as they see fit, Major regional conflicts may
rage for vears, even centuries, without direct Imperial in-
tervention.

Cathedral

Almost every human inhabited planet hasa cathedral
on it. The gamemaster should decide which sect, or sects,
hold the most influence here. The three most common
holders of a planet’s “Holy See”, or diocese, are Urth Ortho-
dox, the Eskatonic Order and Temple Avesti. Brother Battle
holds sees on a few embattled border worlds such as Stig-
mata and planets bordering Vau space. All other Church
sects hold sees on few, or no, planets. The see is important,
even if the Church is not the ruling group on the planet.
Both the nobility and the guilds must defer te the Church
onumany issues. A planet’s see {s a sought after prize on any
world, and often the subject of intense competition be-
Lween sects.

The diocese ona planet is best represented by the main
cathedral on the world, an often-grand structure usuaily
situated in the planet’s capitol city. Many worlds compete
to build the greatest monuments to the glory of the
Pancreator, despite admonitions against hubris by some
priests. Despite strong Church dogma governing the archi-
tectural conventions of early cathedrals, many modern
cathedrals have a strong local flavor. Some cathedrals bor-
row heavily from Second Republic — or even alien — de-
signs. Most cathedrals nave all the conventional architec-
tural elements familiar to medieval churches (transepts,
flying bucttresses, stained glass, etc), and most of the cathe-
drals built during the Datk Ages and the early days of the
Empireareseven sided in recognition of the seven disciples
of the Prophet and of the seven great virtues. (There were
actually eight disciples, although Orthodox doctrine tends
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toignore the Ur-Obun disciple. Some cathedrals, especially
those catering to Ur-Obun worshippers, are eight sided.)
All cathedrals have an ornate lantern — called an "Orb” —
behind and above their altars to represent the Celestial
Sun. This lantern is always lit. It must never go out. The
best cathedrals use everlights {(Second Republic fusion
lights which require little maintenance}, but most cathe-
drals use electric or oil lamps. If the light were to ever go
out, cleansing and purification ceremonies must be per-
formed.

An ominous phenomenon has occurred in a few ca-
thedrals: the lights of the Orbs have dimmed for no appar-
ent reason. These cathedrals have become potent symbols
of the fading suns themselves, places of pilgrimage to those
faithful who pray to be forgiven before the dimming of
the Holy Flame.

Cathedrals also have banks of candies along the walls,
to represent the suns of the Known Worlds {forty of them
now, but a new candle is added with news of each redis-
covered planet). Those candles representing Church worlds
are the largest with the most ornate holders; Holy Terra is
represented by the best candle of all,

Agora

The agora is the planets main marketplace, and the
gamernaster should decide which guild(s) run it. Compe-
tition for controlling interest in the agora is every bit as
fierce as that for the cathedral, but usually more orderly.
The major guilds are interdependent and usually handle
their differences in a “peaceful manner” They usually re-
alize rhat a wide range of guilds need to work together to
create a viable economy for their products. Few guilds seek
to prevent others from setting up shop in the agora,
though all seek the top position.

The guild, or individuals, who control the agora have
all sorts of trade advantages and may control many of the
trade rules by which it operates, in addition to tax levies
above and beyond those taxes or tithes imposed by a rul-
ing House or Church sect. The agora’s size and ownership
tends to affect the general level of technology on the
planet (see below), planets with an Engineer-run agoragen-
erally have the highest technology levels. The Charioteers
run the agora on almost half of the worlds in the Empire,
with the Scravers a close second, but they are continucusly
tested for signs of incompetence by the Reeves.

While there are, of course, many marketplaces on a
planet, there is only one main agora. The agora is usually
in the capitel city, near the spaceport. An agora’s name is
usually descriptive of the main product sold there, and
may reflect the nature of the guild who runsit. The “Block”
on Madoc, the Muster homeworld, for example, sells hu-
man services, including slaves. The ‘Arcanum” on Icon (run
by a Charioteer/ Engineer consortium) deals in rare and
exotic artifacts. Most agoras are simply called “the Agora.”
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Garrison

The gamemaster should rate the planets standing mili-
tary on a scale of | to [0. Noble homeworlds and other im-
portant planets tend to have the highest ratings, while
minor baronies have the lowest, The garrison’s rating
should reflect its overall strength and take intoaccount a
number of factors such as size, preparedness, morale and
technological sophistication. While the garrison is offi-
cially there to guard against outside threats, it all too com-
monly becomes a tool of oppression. Planetary armies of-
ten become the private police of the corrupt nobles, mer-
chant princes and ambitious clergy who run the planet.

A suggested scale to determine a garrison’s strength is
given below. The naval fleets and ships listed refer to
starships, not aquatic ships.

Capital

Aswith planet names, capitals may range widely in na-
ture and origin. Capita! names are more independent of
the whims of the stellar cartographers on Byzantium
Secundus and of ten have a wholly local flavor. Some even
retain their original alien or Second Republic names.

The capital is the atea where the characters are likely
to spend the most time when they are planetside. The
gamemaster should be as detailed as possible when design-
ing one, asking many questions: Is the capital a destitute
border city, or a thriving center of culture and wealth? Is
ita new city constructed by Imperial settlers, or built over
older Second Repubtic {(or even alien) remains?

The Second Republic technicians built things to [ast,
and there are many still funcrional Setond Republic
buildings and infrastructures evident throughout the
Empire. During the Empire’s current expansion, many
such sites are being modified or built over, however.

The gamemaster should also consider the overall
mood of the city. A capital city may be light and airy or
dark and oppressive. Most architecture in the Empire is
[arge and looming, and the fading suns make most plan-
ets darker (and cooler}in nature,

The capital isusually the largest and most modern city
on the planet. Capitals may vary in population from any-
where between a few tens of thousands to those dwarfing
the size of the largest twentieth century metropoli. Most,
however, have a population of about one to three million.
Life in the Empire is increasingly agrarian and large cities
are becoming less common,

Planetary capitals are the center of the planetscultural
and mercantile institutions and are rife with intrigue.
They are usually home to the planets spaceport, cathedral
and main agora, as well as the Empires governing institu-
tions, The emperor, Church and guilds maintain an em-
bassy inevery planetary capital. Despite, or perhaps because
of this fact, citizens on the rest of the planet often view
the capital with suspicion.,




Typical Garrison

Level Planet

1 Destitute, pacifist
Unimportant

H

Troops
Serf militia

Enlisted Army

Minor House ocal Royal Guard Frigate

Trade nexus House Navy [/ Muster mercs Destrover
- Nfotione; bosder world ke Mt 23

Major House homeworld ouse High Command Carrier

Weaponry
Melee

Acrtillery

Jumps

The number of jumps the planet is away from the
Imperial homeworld, Byzantium Secundus. The number
of known planets has shrunk precipitously since the days
of the Second Republic. Few planets in Human Space are
farther than six jumps from each other. Records indicate
that during the height of the Second Republic it took as
many as 20 jumps to reach the most distant planets. The
Vau'’s known universe is said to be even greater.

The number of jumps between two planets does not
necessarily connote how close they are to each other in
physical distance. The planet Pentateuch, for example, is
only one jump from Byzantium Secundus, but it is thou-
sands of light years from Byzantium II in real space. Con-
versely, the planet Delphi is two jumps away from
Byzantium Secundus, vet it is half as far away in galactic
distance from Byzantium Il as is Pentateuch.

Most consider Byzantium Secundus to be the secular
sun of the Empire, and most astro-navigational terminol-
ogy reflects this ideal {although some clergy draw their
starcharts in relationship to Holy Terra, rather than
Byzantium Secundus). As a ship jumps away from
Byzantium Secundus, it is said to jump “nightside.” Jumps
that bring the ship closer to lmperial center are “dayside”
jumps. A jump that brings the ship neither closer nor far-
ther from Byzantium Secundus is called a “parallel” jump.

Imperial power usually fades with each consecutive
jump nightside, just as the influence of earthly empires
fades on the fringes of their territory This does not mean
that nightside planets are necessarily more lawless (though
this is often the case), but that {aw and custom are more
influenced by local power centers. Such local power cen-
ters rarely affect planets more than one jump away from
themselves, however, Known planets beyond the borders
of the Empire are known as the “tenebrous worlds.” Most
people consider these worlds barbaric, regardless of their
level of cultural or technological sophistication.

Adjacent Worlds

The term “adjacent worlds” applies to worlds directly
connected to the planet by one jumnp. The gamemaster
should refer to the star chart at the end of the book to de-
termine the planet’s surrounding worlds, and record the
planetsstatus as dayside, nightside or parallel to Byzantium
Secundus. Thus, an adjacent world that is a jump farther
away from Byzantium Secundusis on the nightside of that
planet. Serfs are especially suspicious of anyone from a
world more nightside than their own.

Adjacent worlds may or may not have a fair amount
of influence over each other. Two adjacent worlds may be
friendly, neutral or openly at war with each other. The
gamemaster should consider how each planet interacts
with its neighbors. Local spheres of influence may coalesce
around several worlds in a jumpgate community. These
neighborhoods may share a number of cormmon cultural
elements (dialect, dress, custom) born of centuries of in-
teraction. They may also have mutual defense pacts. Un-
fortunately, however, most worlds have closed themselves
of f from each other since the Fall. Residents of these worlds
view other worlds suspiciously, like isolated medieval
towns.

Extensive knowledge of any world more than one
jump away is usually hard to obtain. Planets which are
three or more jumps away are truly exotic. Even adjacent
wotlds may know little about each othet. The concept of
space travel is no longer new. It no longer fires the public
imagination as it once did, even during the lacter days of
the Second Republic. Most people do not even care about
what is happening on other planets. Indeed, peasants in
some isolated communities do not even believe that other
planets exist. Others believe the most fanciful of stories
about other worlds. For example, serfs may believe the gos-
sip that all people from Manitou have three eyes, or that
everyone from Byzantium Secundus is over three meters
tall. Many peasants never even see an off-worlder during
their entire lives.
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Solar System

The gamemaster should determine how many other
planets there are in the solar svstem and their order from
the sun. Any important moons should be put in paren-
thesis following their hosts. Thus, Holy Terras solar system
is: Mercury [, Venus 2, Holy Terra 3 (the Moon), Mars 4
{Phobos, Deimos}, etc.

A planetssolar neighbors are, in many ways, more real
to it than worlds on the other side of a jumpgate. The
Anunnaki usually constructed their jumpgates beyond
the most distant planet possible from any inhabitable
planets (although asteroid belts are also known to hold
jumpgates). Alien ruins from other spacefaring races await
on uninhabited planetsin some solar systems, and rumors
of still functioning space ¢olonies abound. Modern orga-
nizations also build and maintain off-world bases for a
number of reasons, such as commerce, research or defense.
These are rare, however, for they are costly to maintain.

The gamemaster should alse decide if the solar system
or any of the planets are odd or significant in any way.
Examples of such oddities may include a binary star sys-
tem, wobbling planetary orbits or asteroid belts. The
gamemaster may also wish to note if Void Krakens are ru-
mored to exist within the solar system. The main planet
may also have one or more orbiting space stations. These
often house the planets naval garrison and other planetary
power groups. These stations range greatly in size and na-
ture. Some are stripped down, utilitarian military or re-
search facilities, while others are well appointed, even opu-
lent, vacation or business spots. As is the case with inter-
planetary bases, these are expensive and not all planets
have thern.

Tech

A planets tech level refers to the most advanced tech-
nology with which rhe planets artisans can interface {see
the Tech Level Chart in Chapter Seven: Tech). Only a
planets upper echelons have access to this level of tech-
nology, however. The vast majority of the Empires popu-
lation live in a Victorian-era level of technology {level
three), although a sizable mirnority of serfs live in medi-
eval conditions (level two) or even below. Some human
settlements are reverting to near barbarism. This is espe-
cially common on the poorest, or “pariah,” planets. The
highest tech level generally available to most citizens is four,
while powerful local groups may have access to five or, in
rare cases, six. Empire planets with a rating of six are ex-
ceedingly rare, though a few may even approach seven in
some areas of technelogy. (There may be even higher tech-
nolegy in hidden research complexes) Most planets in the
Empire have a top rating of five,

A planetstech level isa major factor in all facets of life
on the planet, [t decides what sort of medical care is avail-
able on the planet. Do the citizens drive a car to work, or
ridea cart? (Most people ride carts.) Technology also affects
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peoples entertainment, methods of communication and
almost every other aspect of their lives. Just because a
planet has a high level of technology does not mean that
technology is common throughout the planet, however.
Asa rule, most people live one or two levels below the op-
timmum. This is for a number of reasons. The economy is
generally stagnant and the mass production quantities are
not nearly sufficient to reach the vast majority of peopie.
Furthermore, powerful interest groups such as the nobles,
the Church and the guilds monopolize the best technol-
ogy for themselves, although certain egalitarian or enter-
prising traders wish to make technology more freely avail-
able to the populace at large. They are especially common
ameong the Charioteers, although they have sympathizers
in almost every League organization. The other powers
watch these groups carefully Most people see technology
as “sinful,” although those in power are accorded special
exceptions to this rule.

Human Population

The number of humans living on the world. On most
Imperial worlds, humans constitute the vast majority of
the population. Most planets have a human population
of no more than one billion. Most planets average from
400 to 800 million people, while some have as few as a2
hundred thousand. Mining colonies have a few thousand,
and some known planets {Vau worlds) have a human
population of one. No one is sure of the real human popu-
lation numbers on Stigmata anymeore. imperial giants such
as Leagueheim and Holy Terra boast populations of as high
as four billion. Byzantium Secundus tops the chart with
six billion people to il its bureaucratic machinery. These
three giants are followed by Delphi, Severus and
Criticorum at over two billion each. Kish, Aragon and
Istakhr round out the top ten list of planets. The current
population trend on most planets is downward.

Although many aliens may think otherwise, humans
vary greatly from planet to planet. Almost three thousand
years of space travel, genetic manipulation and inbreed-
ing has created a vast panoply of human genotypes, Cul-
tural differences vary even more widely, not only from
world to world, but from hamlet to hamlet. At the same
time many smaller population groups have become in-
creasingly isolated by the receding tide of the Second Re-
public, As population groups diminish, inbreeding occurs.
Genetic “misfits”such as hunchbacks,dwarves and “village
idiots” are becoming far more common. Such inbreeding
is not fust relegated to the lower social strata, however,
Many serfs believe that they can detect a Decados or
Hawkwood “look.”

Alien Population

Humans are rop dog on most planets and they don't
let the alien population forget it. Aliens are tightly moni-
tored and controlled. To be an alien in the Empire is to be
a second-class citizen, and brutality is far more common
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than most would care to admit. Except for a few rare plan-
ets,aliensarealso in the minority. The Empire is dominant
throughcut all of Human Space, and is not afraid of push-
ing its weight around. Stili, it rarely attacks planets out-
right before checking for Vau involvement (the lessons of
first contact die hard.) If Vau are nowhere evident, how-

’ ever, the Empire is fairly blasé about claiming new worlds,
This does not mean that it is careless, however. Some alien
worlds are a can of worms the Empire wishes that it never
opened. Chernobog is a prime example here. Nevertheless,
Alexius has managed toinstill a new sense of manifest des-
tinyamong his subjects. The Empire is currently in an ex-
pansionist phase.

The average alien to human ratio on most worlds is 1
to 300, or .2%. Worlds with a significant number of aliens
keep most of them on reservations— out of sight, out of
mind. Aliens on Empire-controlled planets never reach
mote than fifteen percent of the population, except on a
few alien homeworlds, On some more progressive wortlds
{Byzantium Secundus, Leagueheim and others)aliens may
have a fairamount of freedom and autonomy. A few aliens

’ may even gain a degree of fortune and personal power.
Some use this influence to better the lot of their fellow
aliens, while others hoard and misuse it.

| Many humans in the Empire are oppressed and des-
perate. The plight of most aliens is far worse. Sometimes
desperate bands of humans and aliens band together for
murtual survival, and strong friendships have grown from
these alliances. All too often, however, desperate humans
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kick thealiens down even further tomake themselves feel
better about their own lot. Human institutions do not
slaughter aliens very often anymore, as they did during
the Diaspora. [ndeed, there are laws to protect aliens, al-
though they are rarely enforced. A few reformersin groups
such asSanctuary Aeon, the Charioteers and, mest impor-
tantly, House Hawkwood, support these laws, Most serfs
view aliens with a great deal of superstition; some clever
atiens use this fact to great advantage.

Resources

Resources are the notable and valuable natural at-
tributes of the planet. These may include anvthing from
common items such as minerals to rare alien and Second
Republic artifacts. Food is an increasingly rare commod-
ity because of the Fading Suns effect and the declining
level of technology. Crops fail frequently on most planets
and famine is not uncommon, Some planets are far more
productive than others, and occasionally these planets
throw open their granaries to help their less fortunate
neighbors, but the vast majority hoard what little food
they have left. The Church receives a crop tithe of five to
ten percent on many worlds, thus insuring against fam-
ine. Unfortunately, much of the food disappears before it
can help famine victims, as it usualiy ends up on the black
market to feed the appetites of the well-heeled from all
backgrounds. There is a thriving black market on almost
all worlds.
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Some items, such as Philosophers Stones and strategic
materials, are available on only a few worlds — or on asingle
planet. A planet with a lock on a very rare, sought-after
item or material guards its treasures jealously. The planets
Manitou, Leminkainen and Absolution are the only
known natural sources of “Pygrnallium” (Shaprut depleted
its once-rich mines long ago). This natural element is the
only material known that can create the delicate cephalic
matrix of artificial intelligence robots (see Golems, in Chap-
ter Eight: Gamemastering). Pygtailium is so uncommon
that only a few tons of the material have been mined over
the last thousand years. “Rare as Pygmallium”isa common
phrase among the Engineers. There are strategic caches of
the material on the three largest worlds, and sale of it is
restricted. Other items such as alien or Second Republic
artifacts are even more valuable.

Exports

Many of the backworids of the Empire run on the
barter system. There is an official currency (the “firebird”
and several House or League cutrrencies, but many on-
planet transactions are still carried out through barter.
Planet-to-planet transactions require currency or credit.
Exporting materials between worlds is very expensive due
to taxes and shipping expenses (guitds must have their
take}. Unfortunately, almost anything shipped between
worlds isalso worth stealing, Pirate ships are relatively com-
mon, Few planets export food, simply because it is too ex-
pensive for lictle return. Most exports are in the form of
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quality manufactured goods. Rich off-worlders spend
small fortunes tc collect the goods of every planet. Because
of this fact, artists may flourish on even the most desti-
tute worlds, if they find the right patrons. The Ur-Obun
are a prime example of this sort of success story,

Unfortunately, some unscrupulous traders are not
above preying upon desperation. Some famine-stricken
worlds are so desperate that they trade extremely valuable
resources for just a paltry sum of food. These worlds may
attemnpt to find better buyers, but are often lashed back
into line by the Scravers,

The guilds conduct the vast majority of trade between
worlds, but all major power groups maintain their own
merchant fleets. There isalso a thriving black market pro-
viding not only trade in illicit goods, but alsoin legitimate
wares. Many merchants become freebooters to escape the
onerous taxes levied by the state. The Empire is on the
lookout for smuggling, however, and guards the jumpgates
to prevent it. This sentry duty is very expensive, however,
and not consistent. Most jumpgates are not directly
guarded, though some have remote satellites that track the
comingsand goings of ships through the gate, Well-armed
dreadnoughts guard the gates near the most important
wortlds on afull time basis, making smuggling a risky busi-
ness. Getting an illegal item through several jumpsis diffi-
cult, though smugglers may improve their odds through
bribery. Many worlds are less strict than others about en-
forcing Imperial law.
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Landscape

A planets physical characteristics. Although most
Empire worlds were terraformed during the Second Re-
public to resemble Urth, this resernblance is of ten superfi-
cial at best. Alien flora and fauna, long ago considered ex-
tinct, are reasserting themselves on many worlds. Addi-
tionally, the descendants of Second Republic genetic cre-
ations populate many of these worlds: Dinosaurs {or their
alien equivalents) were cloned for entertainment purposes
onsome worlds during the Second Republic, These ancient
rnonstrosities survived their creators' fall and now prey on
their makers' grandchildren in the wilds of some planets.
This strange mix of alien, Terran and genetically mixed
creatures combines to form bizarre and complex ecosys-
tems.

Most species of flora and fauna were catalogued dur-
ing the Second Republic, but many of these records have
since disappeared. Strange creatures are of ten mistaken for
aliens or demons by most of the population. The line be-
tween odd — but natural — creatures and the supernatu-
ral is greatly blurred in the minds of most. There are too
few scientists conducting the pure research necessary to
enlighten people as to which is which. Along with the
many bizarre strains of flora and fauna rampant on many
worlds, there are also many new strains of viruses which
are immune to even the best medicines, Pestilence, as well
as famine, has reared its ugly head throughout much of
the Empire.

There are also environmental factors on most planets
over which the terraformers had little or no conicrol: ma-
jor topographical features, binary suns or strange atmo-
spheric idiosyncrasies. These challenges often defied even
the superscience of Second Republic terraforming archi-
tects.

Habitable worlds that are mostly desert, glacier or tropi-
cal jungle exist, but such worlds are the exception, not the
rule. Most worlds have environmental regions and ecosys-
tems every bit as diverse as those on Urth. The gamemaster
should create as much detail as possible when designing a
worldsenvironment. Such factors as precipitation, climate
and geological factors may combine to create breathtak-
ing vistas and eerie, alien landscapes. Is the world mostly
ocean, or is water scarce? Is the planet a new one, or a very
old one orbiting a dying red sun? Although there isa hab-
itable planetin every known solar system with a jumpgate,
some of them are just barely so (some are not habitable by
humans, but may host alien life.) A planet’s biosphere
strongly affects the culture that lives there. The
gamemaster should consider how a nomadic desert cul-
ture may differ from a farming culture in a more tempet-
ate zone.

Most habitable planets have a gravity close to that of
Urth. Oneof the first tasks of the terraformers was toequal-
ize gravity throughout the Second Republic. But some

planets proved trickier than others when it came to in-
stelling and running gravity engines, and maintaining
terraformed gravity is not an easy task in the current Dark
Age. Thus, certain planets in the Known Worlds have gravi-
ties varying from anywhere between one-thitd to four
times normal Urth gravity. Low gravity worlds have thin-
ner atmosphetes, while on high gravity planets, humans
must live in specially pressurized complexes. The vast ma-
jority of populated Imperial worlds are still 80% to 120%
Urth gravity.

Perhaps the greatest environmental factor on planets
throughout the Empire is the Fading Suns phenomenon.
Suns that have shined steadily for billions of years are
abruptly {at least in galactic terms) dying. This phenom-
enon greatly affects the planets that circle them. Natural
systems forged over eons are rapidly unraveling as plan-
etary biospheres contend with unprecedented changes to
their development. Jemperatures are plummeting on most
worlds. Although the temperature drop was barely notice-
able at first, it has accelerated greatly in recent generations.
Climatic patterns are disrupted on many worlds as hith-
erto unknown weather patterns emerge. Planetary atmo-
spheres are stormier than ever before, and the mean tem-
perature on most worlds has dropped by five to ten degrees
over the last three centuries, Many worlds have witnessed
new periods of glaciation since the fading suns phenom-
enon was first observed during the Second Republic.
Strangely,a few worlds have grown blisteringly hot as their
sunsbecome prematurely hotter, On some planets lush for-
ests have degenerated into wastelands in a single genera-
tion. The fading phenomenon varies greatly in effect on
many worlds. On some planets it has wrought untold dev-
astation, while other planets are onty beginning to feel its
effects.

Humanity is more at natures mercy than at any time
since the First Republic. Due to humanitys diminishing
technology and increasingly agrarian lifestyle, the caprices
of nature affect everyone. The up side of this coin is that
environmental degradation is less of a problem on many
worlds than in the past. Many consider this cold cornfort.
During the Second Republic humanity gained great con-
trol over the natural environment. Humanity’s undis-
puted mastery over terraforming extended tocontrol over
weather systems and even such natural phenomena as
volcanism and earthquakes. The Second Republic
terraforming machines still churn on most worlds, but
they are showing signs of strain. The planet Pandemonium
(see Appendix) is an example of what can happen when
the machines finally seize up. Most citizens of the Empire
believe that it was humanity’s hubris in such matters that
lead to the Fall in the first place. Since the Fall, nature has
again become a frightening, almost malevolent force to
many. Even the very ground now seems reluctant to nour-
ish humanity on many worlds as crop failures become
more common,
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History

Human history on an Imperial world may stretch back
millennia, centuries or mere months in the case of newly-
discovered planets. Human history on most worlds
stretches no further back than the Diaspora. Ingeneral, the
Empire consists of the earliest human settled planets, es-
pecially those immediately surrounding Holy Terra. Hu-
man civilization spread out from Urth, following the path
of the jumpgates. Thus, the planets nearest to Holy Terra
are generally older in terms of human history than those
farther away. This is not always the case, however, since
jumpgates to some planets were overlooked during earlier
waves of expansion. Human history on a planet may
stretch back to the First or Second Republics, or it may be
meore recent. Not every world hasan alien history, but those
that do may stretch back thousands of vears ot more.

The gamemaster should also consider the planets
Preadamite origins. All known wortlds have jumpgates, and
thus have some footing in the most ancient past. Few other
scraps of Preadamite history exist, however, and those that
do are considered top secret by the Empires security appa-
ratus. Historians who dig too deeply into such matters may
wel{ disappear.

Since the Fall, much of humanitys history has been
shrouded by the mists of time. The Church is, by tradition
and law, the primary repository of much of the pasts
knowledge. Most history is replete with a highly theologi-
calspin. Few secular scholars have the access to the knowl-
edge necessary to refute Church doctrine on most peints.
The study of history outside the Church is considered a
frivolous, if not dangerous, pursuit on mmost worlds, Some
nobles with “too much time on their hands” may study
history, but usually within the context of Church doc-
trine. They, of course, have their own strict interpretation
of their Houses history. Many nobles can recite their lin-
eage back to the Diaspora age or earlier. The guilds also usu-
ally foliow Church teachings on history, though many se-

. cretly depart with Church dogma on the true nature of
the Second Republic. Humanity has lost much of its his-
tory because of earlier civilizations’ overdependence on
computers as an archival medium. The Church, at least,
has learned from these past mistakes and keeps hard cop-
ies of all of its historical records. The art of computer-de-
signed, illuminated manuscripts is currently enjoying a
great renaissance. Copiesof these documentsare displayed
in cacthedral reliquaries throughout the Empire.

Naturally the planet with the oldest human history
is Holy Terra. Every serf knows that it is the cradle of hu-
man civilization, in accordance with Church teachings.
Almost everyone within the Empire believes certain “irre-
futable truths” of human history. Urth history stretches
back tohumanitys eartliest origins, though any knowledge
prior to the First Republic is highly conjectural.

Some alien cultures have histories that stretch back
just as far, if not further. Ancient alien ruins are common
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on afew worlds Most human historians consider alien his-
tory irrelevant in the great scheme of things. Nevertheless,
the Empire frowns upon research into these areas. Alien
history is taboo and historians {both human and alien)
must gain special dispensation from either the local
Church or nobility to pursue such studies. The Ur-Obun
have the most open and accessible of alien histories, and
share much of it with those few humans interested in
learning. Humans know virtually nothing of Vau, Sym-
hiot or Ur-Ukar history.

The vast majority of people are only dimly aware of
humanitys great past. Few have any detailed knowledge
stretching back more than a few generations on theirown
planet. Public schooling varies greatly from planet to
planet, and rarely deals with off-world matters in anything
but the most basic manner. Most citizens believe that the
only history of imnport relates to matters on Byzantium
Secundus, Holy Terta and their own planet. The history of
neighboring planets {those one jump away) may, or may
not, be studied, but usually becomes distorted by local
political concerns.

The Church teaches that all human members of the
Empire are brothers and sisters in the eyes of the
Pancreator, but this rarely prevents local prejudices from
gaining dominance. The vagaries of inter-planetary history
are far too arcane for all but the most adept scholars. The
gamemaster should make only certain basic tenets of lo-
cal and Imperial history available to the characters unless
they have che appropriate Lore skill to know more. In some
cases, such lore may directly contravene Church doctrine.
Certain areas of inquiry are heretical and, thus, strictly for-
bidden. The Church generally considers the Second Re-
public to be a time of great decadence and wickedness, a
latter day Sodom and Gomorra. Conversely, the Church
usually lauds Diaspora history and before as belonging to
a mythic “Gelden Age”

Present Conflicts

If most in the Empire are ignorant of history, they are
all too aware of the current conflicts that wrack theirown
world. Many of these conflicts, unfortunately, arise from
just this lack of historical perspective. Local despots bend
both ancient history and current events to their own po-
litical agendas. Conflicts on a planet may spring from any
number of sources. The Church, nobility and guilds are
all involved in internal and external conflicts for contreol
of local power and resources. House may battle house or
Church sect may battle trade guild for dominance. Usu-
ally this conflict is peaceful, but no less intense,

Conflict may also spring from local power struggles.
Just because the Empire consists of many planets, does not
mean that each planet is unified along pelitical and social
lines. Occasionally wars flare between differing countries,
continents or social groups on the same planet. These
battles may be for ideological purposes, for control of rap-
idly dwindling resources or because of stupid prejudices.




Many planets are little more unified than twentieth cen-
tury Urth was.

Other conflicts may come from the outside. Barbar-
ians and pirates may plague the planet. Alien forces, such
as the Symbiots, may beleaguer the planet from within, or
local aliens on reservations may conduct open Or covert
artacks on the local human population (or vice-versa). Bar-
barians harry many border worlds, while some daring cor-
sairs may even stage raids near such central worlds as
Byzantium Secundus. There are also occasional wars be-
tween neighboring planets. Wars may take place between
inhabited planets in the same solar system or between
those separated by jumpgates. The cost of such conflicts is
prohibitive, however,and the Empire quashes such inter-
planetary conflicts if they get out of hand. The Pax
Byzantium has generally kept the peace between neigh-
boring planets since the beginning of Alexius’ reign.

Some planets are so beset from without that they are,
for all practical purposes, quarantiried by the Empire at
large. Bulwark planets such as Stigmata {the center of the
Symbiot front), Apshai and Vril-Ya {both Vau worlds) are
forbidden to most in the Empire without the appropriate
security clearance. Local jurisdictions may declare martial
law for any number of reasons, and natives from these
planetsare rarely allowed to leave. Both the Empire at large
and local interests have an interest in controlling access
through the jumpgates. In theory, legal access from world
to world is tightly controlled and entzils a good deal of red
tape. This is especially true for those in the lower strata of
society. Many serfs are not only legally restricted to their
own planet, but many may not even leave their own prov-
ince or village. The authorities rarely enforce this restric-
tion, however, since few people have either the resources,
or inclination to travel. (The authorities do enforce bor-

ders if there is a “security issue” at stake) There is a great
deal of fear in the Empire. Most conflicts raise the tenor of
this fear so that few people wish to leave the safety of their
communities.

Secrets

Every planet, whether in Human Space or without,
has secrets known to only a few. Players may purchase se-
cret knowledge about a certain planet (or group of plan-
ets) through Benefice pointsat the beginning of the game.
These secrets may be of any kind. Church secrets may in-
volve anything from internecine bickering between sects,
to the location of a sacred relic. Guild and noble secrets
may include the secret machinations of the Decadosduke,
or inside information on the price of millirice and secret
technologies. Planetary secrets are those concerning the
planet itself. These secrets may have to do with its strange
floraand fauna, non-aligned humans{such as covens) and
the planet’s Preadamite origins. Alien secrets involve al-
most everything else. The gamemaster should be specific
in naming her category: secrets about the local nobility
may be labeled Decados, Hazat or Imperial secrets. Any of
the above categories may have one, or many, secrets,

The Benefice cost for a given secret depends en its
magnitude and usefulness. A potentially powerful secret
about the existence of a potent Philosophers Stone be-
comes somewhat academic if there is no clue whatsoever
to its whereabouts. Such a secret may only cost one Ben-
efice point, while a reference to the same relic paired with
acryptic, bur stil} usable map may cost two or three points.
The exact location of a hitherto undiscovered jumpgate
would cost 5 Benefice points, but rest assuréd that some-
one else knows about it also. The gamemaster is the final
authority on how much secrets cost.
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Appendix: Pandemonium

This chapter presents a detailed look at one of the
planets of the Known Worlds — Pandemonium, once a
back water but now the center of many important secrets
affecting noble houses, Church sects and League guilds,
This chapter isintended for gamemasters only and should
not be read by players — they will only spoil their fun by
knowing some of the secrets revealed herein.

Ruler: House Decados (Count Enis Sharn)

Cathedral: Orthodox

Agora; The Bazaar (Scravers)

Garrison: 5

Capital: The Hub {see below)

Jumps: 4

Adjacent worlds: Rampart and Apshai {Dayside), Iver
{Nightside)

Solar System: Barloom 1, Sheen 2, Luck 3, Pandemonium 4
{Flaxom, Floxomn, Everlight), Farcry 5, Shiver 6

Of the three small moons around Pandemonium, Flaxom
and Floxom have irregular orbits and Everlight has a stable
orbit. But Everlights stable orbit has begun to slowly dete-
riotate due to malfunctioning of the terraforming engines.
Tech: 5

Human population: 500,000

Alien population; [00+

Resources: Ores, Ur artifacts

Exports: Refined ore, Ur artifacts, slaves

Landscape: Post-terraforming cataclysms shake the planet,
causing a riotous profusion of many biomes. Vast plains
of farmland still exist, but they are deserted.

History

Grange was once the breadbasket of the Second Re-
public. The planet was modified by a terraforming genius
named Gilgar to yield fertile crops year round. Cargo ships
constantly plied the jumproads to and from Grange to
bring its bounty to all the worlds of the Republic.

It took more than 25 years for Gilgar to transform the
original environment of Grange from a perpetual sand-
storm intoa planet with rich soil and plentiful water. The
task was not easy, but Gilgar was a driven man. Why he
chose to transform a desert into a garden paradise is un-
known, although vanity surely had a lot to do with ic.

250 Fading Suns

Gilgar was the only apprentice to Doramos, the legendary
architect of Pentateuch. Grange was to be his masterpiece.
Like many works of art, it had to be lost for many vears
before it could be appreciated.

During the riots of the Fall, disgruntled terrorists man-
aged a never-before conceived feat: They damaged the main
jumpgate leading to Grange. Shipments had to reroute
through lesser gates, but in the confusion of the succes-
sion, many of these gates were lost. Fanatics destroyed com-
puters and jumpkeys, and some planets deliberately shut
themselves off from the madness going on around them.
When the dust cleared and the blood spilt by revolution
had dried, whole worlds were gone, unreachable through
the vastness of space, their jump coordinates lost in the
great data purges. Grange was one such world.

One hundred vears ago, Grange was rediscovered.
Complicated diplomatic dealings with the Vau on Apshai
involved an exchange of gifts. The Vau gave Count Vano
Juandaastas a jumpkey that would open the jumpgate
from Apshai to the lost world of Grange. The Vau had no
interest in the world, though they had known for centu-
ries how to reach it. The Count immediately went to in-
vestigate this grand find.

He discovered a peaceful and stable world. The farm-
ers of Grange continued cn after the Fall in a vircual para-
dise. Famine was a myth, and the predatory beasts of the
field had been penned on the southern continent longago.
Occasionally, population explosions would lead to conflict
and wars, but these would eventually die out when the
population was once again steady. Slowly, however, tech-
nology regressed. The planet had few technicians to begin
with,and those it did have were practical rather than theo-
retical. But high tech was not missed. The people retained
a practical knowledge of everyrhing they needed, includ-
ing medicine and crop planting methods.

Count Vano Juandaastas was overjoyed. He believed
he had found a world that would allow his family to once
again tise to prominence. But among the Grange populace
was a small but respected family proud of its Second Re-
public heritage and its family name: al-Malik.

Over the next few decades, Grange was torn by con-
flict as Juandaastas fought wich al-Malik over rulership of




Grange. In the end, the al-Malik won and forced all
Juandasastas off the planet. Baron Afil al-Malik rushed to
Grange with a boon from the family head to rule the
planet. He had an ulterior motive in mind. A psychic he
encountered in a brothel on Istakhr swore te him that
thete was something important on Grange, but could not
say what. Afil meant to find that something. He spent a
substantial amount of his money searching for hidden
treasures on every continent of Grange, and on the sur-
rounding worlds. Years went by, and finally he had to ad-
mit that he'd been had. Nearly destitute and embarrassed
in the eyes of his family, Afil turned to an old friend and
business associate for help.

Count EnisSharn of House Decados was willing to aid
hisold friend, though the amount Sharn paid for the rights
to the world and the system was not quite as much as Afil
might have wished {although the family head seemed to
content to let the world go for some undisclosed favors
from the Decados). Still, the transaction did manage to save
Afil from financial ruin.

Count Sharn set about trying to glean any possible
truth about the wealth hidden on the planet. But the
League beat him to it. Entirely by accident, a second
jumpgate was discovered beyond the fringe of the solar
system by the Charioteers. Never before had two jumpgates
been discovered in the same system. However, the new
jumpgate was not operational, and in fact seemed incomn-
plete, as if work on it had been abandoned before it was
finished. The League had hit the jackpot — thisincomplete
gate could tell them more about the workings of existing
jurapgates than ever before. The problem, of course, came
down toownership. The Decados claim it, because it is near
Grange, but the League say it is theirs because it sits out-
side the system and is thus covered under theancient laws
of salvage discovery {laws lobbied iong and hard for by
Scravers). Both parties have taken their claim to the Em-
peror and await his decision.

But just as this wondrous Ur-artifact was discovered,
disaster struck on Grange. The great terraforming engines
that maintained the nearly-perfect atmosphere began to
malfunction. On the other side of the planet — far away
from the safe haven of the Hub, the capitol city and by far
the most technelogically advanced location on the planet
— the first signs of the caraclysms appeared.

Three small cutposts, with populations of only a few
hundred each, were destroyed as the ground heaved be-
neath them. The people in the area were never found, but
the remains of the various cutposts can still be seen, pok-
ing out from a vast sandy plain, or resting atop a newly
formed mountain. Before long, another of the great engines
stopped functioning, and hundreds of people were forced
to leave the settlements their ancestors had built as vio-
lent storms and savage earthquakes brought cheir commu-
nities to ruin.

Count EnisSharn immediately sent for qualified tech-
nicians to ensure that the engines beneath the Hub con-

tinued to function properly, and sent messengers to all of
the outposts he could locate, warning that only the capi-
tol was safe from the massive devastation. In less than a
years time, the Hub was overflowing with immigrants
from all points on the globe, and the ravaging storms had
claimed most of the world. Despite Sharn’s warnings, many
stayed in their settlements. They have not been heard from
singe.

True to the Count’s warnings, only the Hub remained
stable. If not for the ruler of the planet, many of the citi-
zens would surely have perished. Many feated that even
the capitol would fall, but the Suprerne Order of Engineers
have managed to keep the area stable, and the dread felt
by most of the refugees has calmed. News of the planet’s
troubles spread far and wide, and universally, Grange
earned a new name: Pandemonium.

Since then, new jumpgate coordinates have been
gleaned from the dysfunctional gate, allowing a jurnproad
to be opened from the working jumpgate to a new Lost
Wotld. This world is unequivocally claimed by the Decados,
since it can only be opened through their jumpgate. How-
ever, the bounty of this new world is the source of danger-
ous conflicts (see the “Precious Cargo” drama later in this
chapter). Indeed, Pandemonium has an embarrassment of
new discoveries and conflicts, leading many to coin the
adsge: “Beware a Vau bearing gifts”

Present Conflicts

The recent discovery of a new Lost World and
jumpgate has caused a substantial increase in the popula-
tion of the already overcrowded planet. Other noble
houses have made their presence known on Pandemo-
nium, and the Church has nearly tripled its representatives
on the planet. The Charioteers are staying busy, as fortune
seekers and others pay for passage to Pandemonium in
search of wealth, power or simple confirmation of their
faith. The rumors of lost Ur artifacts have only increased
the influx of newcomets. It is not at all uncommon for a
group of treasure hunters to come from a dozen different
planets, each seeking to make a fortune.

With so many new people mixing into the chaos of so
many relocated natives, the Hub has become an almost law-
less arena. Rules and regulations once held immutable are
now ignored with no fear of retaliation. The town guards
are as corrupt as anyone else on Pandemonium. Although
a few will still take the time toarrest anyone they actually
see committing a ctime {(especially if that crime is in the
sole wealthy district), most will look the other way in ex-
change for financial compensation. There is nothing the
Decados can do about the matter. Despite their willingness
tostay and fight for a profitable resolution of the jumpgate
argument, their finances are not infinite. Most of the as-
sets available to Count Enis Sharn are tied up in a dozen
expensive programs, and what little remains in addition
is used to make sure that Manse Sharn remains inviolate.

The new moeney flowing into Pandemonium’s
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ecenomy has not helped matters. In an area where money
can purchase almost anything, including temporary loy-
alty, whoever spends the most, rules. Despite the legal
claims of the Decados, several other houses are in the pro-
cess of moving into the area, seeking news of the Lost
World, plundering the planet’s natural resources or estab-
lishing connections to use later, when the matter of who
owns the second jumpgate is resolved.

There are also numerous small-time operators in the
Hub. These individuals and organizations are unscrupu-
lous and hungry. Several roving groups make their living
by assaulting those foolish enough to walk alone. Once
they have taken everything of value from their victim,
they turn him over to the Chainers in exchange for a few
firebirds. Gambling outfits and prostitution rings are
abundant,asare those dealing in stolen weaponsand con-
traband of every imaginable sort, A dozen fences work the
Bazaar, dealing in both properties and secrets. While it is
often hard to know whose information is accurate, these
rumor brokers tend to be fairly honest: Those who cheat
their customers usually do not live long, Possibly the heavi-
est trade in the Bazaar comes in the form of mercenary
work for hire. In the teeming chaos of the Hub, a person
who knows how to kill is a vatuable commodity.

The Cathedral in the Badlands

The Crthodox Church has recently come to Pande-
monium, offering guidance to the people of a world in
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turmoil. A great cathedral is under construction in the
Badlands. The purpose of this structure is simple enough:
The people of Pandemonium realize that the Pancreator
is still with them, offering his aid in their time of greatest
need. While incomplete, the cathedral stands as a testa-
ment to the Churchs dedication to life. The cathedral is
an inspiration to many, and it is not uncommon for pil-
grimages to leave the Huband wander across asubstantial
partof the Badlandsin order to reach the site where surely
the Pancreators miracles can be seen. Despite the cumul-
tuous upheavals and violent storms, the cathedral still
stands unharmed. Surely this is evidence of the
Pancreators will for all to survive Qthers point to the re-
cent surge in artifacts appearing in the Hub since Cathe-
dral construction began. They whisper that the cathedral
construction may hidea Church archaeological dig for Ur
or Second Republic artifacts thrust up from the ground
by the cataclysms.

The Hub

TheHub once housed some 100,000 people. These days,
virtually the entire remaining population of Pandemo-
nium calls the capitol home. While others are rumored to
still survive in the Badlands, no one has heard from them.
Half a million people have been forced to move from ev-
ervching they once called their own. The people have to
take meager comfort in the only remaining city the planet




can provide. Many claim that House Decados is responsible
for the cataclysms, that the constant scouring for hidden
treasures caused the destruction of the great engines bur-
ied far beneath the ground. The count dees not acknow!-
edge this rumor. Instead, the ruler of Pandemonium does
his best to accommodate a population that far exceeds the
available resources.

The once-tranquil Hub has expanded into a miasmic
pool of chaos. All along the edges of the long-established
homesand buildingsof the city, smallcollections of people
have built their own, crude structures, These hovels are
seldom strong encugh toactually be called buildings, but
they are all that most can afford. The prosperous farming
communities are gone, destroved by the violent weather
and dangerous upheavals that have devoured most of Pan-
demonium.

The once-proud memorial gardens dedicated to Gilgar
have been replaced by a massive collection of tents and
iean-tos. Where the people of the Hub used to come to
contemplate life or to picnic with loved ones, the scaven-
gers of Pandemonium now gather to sell their wares to
anyone who can afford their price. The Bazaar is run by
the Scravers, but many independent operators move about
the area, selling food and stolen goods, or simply seeking
prey weak enough to kill for a meal.

With the terraforming in mest parts of the world gone,
many have come to take advantage of che rich metals that
are easily claimed from the ruined land. Heavy industry
has taken away even the last vestiges of the parks, replac-
ing the lush greenery with massive factoties for refining
the ores and smelting them into ingots easily transported
off-planet. Even as the citizens of Pandemonium try to
cope with the changesin their life, the Decados and others
ate making the most of the situation. Many of the guilds
building new factories in the Hub employ armed security
forces toevict anyone who tries tofind shelter within their
buildings. Few in Pandemonium are happy about the new
industrial age that the cataclysms have brought.

Ewven as the world falls apart, strange life forms, unseen
for almost a thousand years, are returning to the turbu-
lence beyond the Hub. The preserves where these creatures
were held are gone, Odd creatures that do not fit into the
world Gilgar envisioned have seemingly returned from the
grave, and even in the Hub native plants that were once
deemed harmless have begun to grow with almost viru-
lent speed. Swarms of violent creatures roam the Badlands,
often stalkinginto the capital city in search of food or shel-
ter from the unpredictable tremors that rock the planet.

For 25 miles in any direction from the center of the
Hub (where thestarport is located), the air is normally calm
and life goes on. Beyond this distance, the world lies in ruin.
Large parts of what were once suburbs of the Hub are now
outside the area of protection. While the cataclysms have
not destroyed these suburbs, they are in constant danger.
Harsh storms blow through the area, and poison gasses
waft across the land, causing violent coughing fits and

occasionally even killing the weak. Once-sturdy buildings
are now crumbling into ruin, and the roads are cracked
and blistered. Only the most destitute souls live in these
suburbs, and there is little they will not do fora chance to
move into “the Circle,” where the solitary terraforming
engine guarantees safety from the rapidly encroaching
Badlands. Vielence and murder are commonplace in the
area, and few dare walk past the visible line of demarca-
tion. There are rumors that the Chainers are using the ar-
eas just outside the Circle as a fresh source of new slaves.
The desperate and often half-starved people in the area are
easy pickings for the Muster, and few except their families
notice when refugees are taken.

Graaf, “King of Thieves”

The small operators in the Bazaar — indeed, in all of
the Hub — must answer to one man when it comes to their
conflicts. That man is Graaf. Graaf is a secretive figure, of-
ten heard of and seldom seen. Some claim that Graaf is ac-
tually an alien, one with powerful connections on several
planets. Most scoff at the notion, feeling that an alien could
not hope to hold the sort of power that Graaf maintains.
Despite his title as the “king of thieves” Graaf tends to act
as the unofficial mayor of the Hub. It is said that everyone
of import in the Bazaar owes their status to Graaf. An
equally strong statement is that everyone answers to Graaf
for the crimes they commit. Some whisper that Graaf is
actually a member of the Imperial Eye, the Emperors in-
telligence agency. All that is really certain about the mys-
terious figure behind the criminal activities in the Hubis
that those who cross him seldom tive long enpugh to brag
about their deeds.

Precious Cargo

“Precious Cargo” is a sarnple drama for Fading Suns. It
takes place on Pandemonium, and assumes that the player
characters have found their way to this world for what-
ever reason and have already met each other. The
gamermaster may want to run aninitial backstory wherein
the plavers determine just how their characters meet and
what their relationships are to each other. Once the stage
has been set and the cast assembled, proceed to Act One.

Act One: Rumors

“Precious Cargo” introduces gamemastets and plavers
to the intrigues of the Known Worlds by placing the char-
acters in asituation wherein many factions covertly seek
a secret object. Recovering this object can put the charac-
ters on the road to vast rewards, but will surely make the
characters some enemies.

The drama begins, not surprisingly, in the Hub, Every-
one knows that three days ago a storm of particular feroc-
ity tore across the Badlands only a few hundred miles to
the north of the Hub. A Scraver ship went down in the
hideous tempest, and several attempts by both House
Decados and the Scravers have vet to produce the wreck-
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Word on the Street
These rumors should peak characters’ interest enough to get them searching for the cargo.
Victory Pts Rumor

0 The Scravers are offering to pay 3,000 firebirds to any person or group who can safely return their lost
cargo. They are also offering free transport of f-planet to a destination of choice.

0 Count Enis Sharn is equally interested in the cargo lost by the Scravers, but he not offering a reward.
Instead, anyone who turns in the cargo will not be prosecuted. Anyone caught with the cargo will be
imprisoned or sold to the Chainers.

[ The soldiers of House Hazat, led by Baron Michael Micheda Hazat, are clearly looking for someone or
something. Rumor has it that they are looking for Graaf, the “King of Thieves” on Panderconium.

1 The cargo is a supply of weapons for use against House Decados.

1 The cargo is actually a collection of Second Republic medical supplies, worth a fortune on the
blackmarket.

1 If anyone knows where the cargo is, he or she can surely be found at Hazred’s Tavern.

2 House Hazat is matching the of fer made by the Scravers, provided the cargo is delivered to them instead.

P Graaf, “King of Thieves”, is willing to negotiate with the person(s) in possession of the cargo. He is alleg-
edly very generous toward those who aid him.

2 The Church believes the cargo is of demonic origin. Anyone who retrieves the cargo and delivers it to
the Church will be rewarded.

3 House Hazat is looking for the cargo because it is a powerful Urtech weapor.

3 Count Enis Sharn believes the cargo holds the key to the Merchant Leagues winning of the rights to
the second jumpgate. He will richly reward anyone who brings the cargo to him.

3 The lost cargo is actually a supply of Symbiot bombs. Thete are many disgruntled groups who would
pay dearly to get their hands on such powerful weapons.

3 A Decados noble is storing contraband for smuggling off-world in a warehouse by the spaceport.

4 The cargo is actually a large supply of Pygmallium, a necessary elerent in the manufacture of Als. The
Engineers will pay a fortune to anyone who can deliver the precious element to them.

4 A person named Bomato llligis knows where the cargo is. He is waiting for the highest bidder to come to
him. He usually hangs out at Hazred’s Tavern.

5 The entire reason the Hazat are on Pandemonium is directly tied into the lost cargo of the Scravers.
They will hunt anyone found in possession of the cargo.

6 Count Enis Sharn actually has the cargo in his possession, and does not want anyone to know this.

age. Most people believe the turbulent earth must have
swallowed the ship. The Scravers desperately want to te-
cover the cargo, and aithough they aren't saying what it is,
they are offering a substantial reward for its recovery.

Rumors concerning this cargo run rampant, and any
charactets asking around in the seedier parts of town can
hear something juicy. This rumor mongering provides
characters an excellent chance to meet some of the Hub%s
more interesting personalities. Gamemasters shoulfd uti-
lize this opportunity for roleplaying to create some inter-
esting characters for the player characters to interact wich.
It could be a nervous little informer always looking over
his shoulder for sign of the authorities; a garrulous mer-
chant ready to gossip as long as the characters view — and
buy — his wares; a tocal official who fills out tedious pa-
perwork but can put two-and-two togecher about what's
going down; a sheriff or guard who makes a [ittle money
on the side selling gossip hes heard through closed doors;
orapunk kid —a refugee from the Badlands — who knows
the score and will reveal some of it for trade goods.

Each informant should have only one of the rumors
listed above. Characters who interview a variety of sources
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will come up with an assortment of conflicting gossip.
Verifying these rumots is almost impossible without ac-
tually looking into them further, which means going to
the subject of the rumeor itself, whether it be the Count or
a Hazat guard. Blatantly asking about the reward for the
lost cargo while in a large crowd is not the proper proce-
dure - those who really know anything will avoid such
painfully unsubtle characters.

Above is a list of the various rumors flying about the
Hub, along with the Wits + Street wise victory points re-
quired to hear the rumor (if no victory points are listed,
then it isa common rumer heard by all). This questioning
should be roleplayed before resorting to rolls. Obviously,
not ali of the rumorsare true. The first task facing the char-
acters is to decide which ones are accurate,

The search for the truth is not without potential pit-
falls, aside from simply chasing after shadows. There are
numerous groups looking for the missing cargo, and few
if any are willing to share in the bounty, If the characters
find out too much, they could well end up on the wrong
end of a blaster muzzle. If any character rolls a critical fail-
ure while digging up these rumors, his contact will shut




up and leave. Soon, the character may notice he is being
followed. Which faction is following him is up to the
gamemaster, but it doesn’t mean the character well.

With the right combination of rollsand rumors, char-
acters should eventually realize that everyone wants this
cargo, most notably the Scravers, Count Enis Sharn, the
Hazart, and Graaf.

What Happened

Less than a vear ago the League discovered the lost
world of Iver on the other side of the new jumpgate. The
people of lver deliberately cut themselves off from the
chaos of the Second Republic after the Fall, attacking any
ships that entered their space. But as the years passed, their
own jumpships slowiv broke down and no one remem-
bered how to fix them. Successive generations yearned to
reach the stars again, but they were beyond reach.

When the Charioteers recently arrived, the populace
lined up to travel of f-world. But the League has been care-
ful about taking barbarians off planet until the Church
can come and approve them - it is against the law to bring
heathens into the Empire, for their beliefs could taint the
Faich. But the League realized that they had a real prize in
lvers royalty, for the family professes descent from the origi-
nal Chauki, whose place the Hazat usurped centuries ago.
The Hazats claim to royalty came from killing the last Liv-
ing Chauki. If the Iver royals’ lineage is true, it could be
grounds for stripping the entire Hazat line of its peerage
and would at the least be an extreme embarrassment. A
secret Scraver ship was sent to transport a delegation —
AndrosChaukiand his daughter Leandro — toByzantium
Secundus, but technical difficulties led toa crash landing
on Pandemonium.

Count Enis immediately sent troops to recover the
ship, and was amazed to find a survivor approaching the
Hub. This was Andros, who surrendered to the Decadosin
hopes that his daughtet, who had also survived, could
make it on her own to the Hub,

Aninformant within the Decados household notified
the Hazat of the existence of the false Chauki, and the
house has sent enforcers to lver to deal with them. As the
characterstry tofind Andros{the cargo), the Hazat are lead-
ingacovert assassination teamagainst Arture Chaukiand
his family on [ver. Baron Michael Hazat has come to Pan-
demonium searching for the escaped roval.

Leandro 1in Tatters

Asthecharacters make their way down adark street, a
street urchin dressed in tatters tugs on the sleeve of either
the best dressed or most heavily armed one. When the char-
acters look down, they see a young girl dressed in mud-
covered rags. She looks up at them with big, soulful eyes
and begs, “Please, father taken by mantis men. You back
get him?”

By mantis men, Leandro means the Decados warriors
who wore the house's symbol on their jackets. Characters

Leandro Chauki

Thearrival of offworlders fascinated Leandro, and
she has wanted to go to new worlds ever since, She
probably speaks better Urthish than anyone else on
her planet.

Race: Human

Quote: "My Urthish getting much gooder.”
Description: A dark-haired girl of noble bearing, a bit
worse the wear for having traveled some 20 miles
through the Badlands.

Body: Strength 2, Dexterity 5, Endurance 5

Mind: Wits 7, Perception 7, Tech 5

Splrit: Extrovert 4, Introvert 3, Passion 5,Calm 2, Faith
1, Ego 4, Human 3, Alien O

Natural skills: Dodge 5, Fight 1, Impress 4, Observe 6
Learned skills: Eviquette 4, Speak Urthish 3,Speak Iver
dialect &

Wyrd: 2

Equipment: Hidden gems and jewelry
Armor/Shield: Dueling shield {concealed in belt
buckle)

Vitallty: -10/ -8/ -6/ -4/-2/ G/ 0f O/ 0/ 0

Team Scraver

Race: Humar

Quote: “Not in the face!”

Description: These puys dress poorly, talk peorly and
fight peorly. The characters can probably talk them
out of fighting if they want totry.

Body: Strength 4, Dexterity 4, Endurance 4

Mind: Wits 6, Perception 7, Tech 4

Spitit: Extrovert 3, Introvert 4, Passion 2, Calm 2, Faith
3, Ego 2, Human 3, Alien 0

Natural skills: Dodge 4, Fight 4, Impress 3, Melee 4,
Observe 7,Shoot 3

Learned skills: Search 7, Tracking 6

Wyrd: 4

Weapons/ Actions: Knives and clubs
Vitality:-10/-8/-6/-4/-2/0{0/0f 0/ 0/ 0/ 0

may well assume she is crazy, but a cursory glance may re-
veal more, Those characters who make Perception + Eci-
quette rolls will realize that the mud on her clothing cov-
ers spun gold, and that her bearing, despite its furtive de-
meanor, appearsto be that of a noble, not a beggar.

Questioning will reveal that the girls name is Leandro
and that she and her father came from the lost world be-
fore crashing on Pandemonium (cheap Scraver shipl). The
gamernaster can reveal as much of the situation as he de-
sires, but Leandro does not know where the Decados have
her father. The men following her do, though.

The Grab

The Scravers know that Leandroand Androssurvived.
1t was their men who put them on the life pod. A team
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Hazat Soldiers

Hazat leaders do not want the cargo to leave Pan-
demonium,and they don't wantanyone to know what
the cargois. It isa threat to the security of their house. If
they hear about the cargos location, they will send their
crack troops there to kill any witnesses and apelogize
later. This is a squad of about 10 warriors. House Hazat
won their position of power by being ruthiess and le-
thal; that much has not changed. They will do what-
ever it takes to ensute that the cargo never leaves Pan-
demenium. The Hazat warriors are in superb physical
shape due to their severe military upbringing.

Race: Human

Quote: “No witnesses, scum!” (blam!)

Description: The Hazat are equipped to move, and they
ate armed well enough to be very formidable. They are
not wearing uniforms, but they are decked out in
black armor to maximize cheir stealth abilities. They
are far less friendly than the guards at the Decados’
warehouse.

Body: Strength 7, Dexterity 6, Endurance 8

Mind: Wits 4, Perception 6, Tech 4

Spirit: Extrovert 5, Introvert 2, Passion 4, Calm 2,
Faith 1, Ego 4, Hurnan 3, Alien O

Natural skills: Dodge 3, Fight 6, Impress 6, Melee 6, Ob-
serve 5, Shoot 6

Learned skills: Search 4, Tracking 5

Wyrd: 4

Equipment: Short Range Radio

Weaponsf Actions: Blaster rifle, broadsword, dagger
Armor: Synthsilk {2 + 2d), Energy Shield (5/10)
Vitality: -10/ -8/-6/-4/ -2/ 0/ 0/ 0/ 0/ 0/ 0/ 0/ 0
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(one less than the number of characters) has been scout-
ing the city and just found out about this odd beggar who
bribed her way into the city with a giant emerald. They
see her as the characters talk to her, and afraid of losing
her, make their rnove. These are intelligence gatherers, not
fighters, so they will try to move quickly, When the char-
acters capture them, they will cut adeal, revealing that they
believe the Decados have Androsin a warehouse. They will
also vehemently deny charges that the ship wasin any way
defective. Leandro will offer a stunning diamond neck-
lace to the characters if they agree to rescue Andros,

Searching for the Cargo

If the characters don't question the Scravers, ot the
Scravers defeat them, then they must find other ways to
uncover the cargo. There are various places to go to verify
a rumor concerning the cargo; some of these are listed be-
low. If the characters don't want to pursue the cargo, then
the gamemaster must devise a way in which they are in-
duced to do so, ot else get trapped into the task by one of
the factions.

Count Enis Sharn

The count can only be contacted directly at Manse
Sharn, but characters will not be admitted to meet the
Count unless one of them is a noble. Regardless, anvone
will get the standard reply: Anyone possessing the cargo
must turn it in or be sold to the Chainers. If thecharacters
reveal that they know something about the cargo and are
willing tosell such info, they will still get the same response
but will be followed by Decados spies to ensute that they
do not get near the warehouse. If they do go to the ware-
house after the spies are on their trail, the spies will alert
the warehouse guards and try to caprure the player char-
acters, Regardless, the characters' identities will be known
and noted.

If a character is a member of House Decados, she will
not be able to glean special information, for the Count dis-
trusts everyone. However, if she is observant, she may be
able to figure out that something is going on in one of the
houses warehouses.

A noble and his or her entourage will not be sold to
Chainers for investigating the cargo, but they will be ban-
ished from Pandemonium, and any Decados will have
gained an enemy in the family: Count Sharn.

The Hazat

The Hazat do not want their interest in this affair to
be known, and for this reason will try to be covert (they're
not that good at it). If they get frustrated enough, they will
begin threatening whomever they think knows anything,
which includes eventually rounding up Bomato and
shooting himif he doesn't talk.If the characters reveal their
involvement to the Hazat and cooperate, they will get
strongalliesout of this{although the Hazat may try tohave
them killed if they discover the true natute of the cargo).
If thev do not cooperate, the Hazat will begin bullving




them at every opportunity,

If one of the charactersisa Hazat mernber, she willonly
be told that the carge reveals a dangerous secret about the
house, one which must not be allowed to get out. Nobles
will surely gain rank and prestige by capturing back this
secret.

Graaf

if the characters let it be known they are looking to
do business with Graaf concerning the cargo, he will come
tothem. Otherwise, nobody can find Graaf. He does know
where the cargois and needs “the right people” to get it for
him. He is a gracious but tough man, and will offer double
the Scravers price plus transport to Byzantium Secundus
if the characters ship the cargo there for him. In the end,
he is perhaps the only one who will deal with the charac-
ters fairly and he has larger coffers than any other faction.
But he prefers to work secretly, and will not seek the char-
acters out — they must find him first,

Hazred's Tavern

Hazred’s Tavern is located a few miles away frorn the
Bazaar, and is one of the Hub’s best kept secrets. The char-
acters might know of the place through rumors or they
might be directed there by one of their connections.
Bomato Illigis, an aged Ur-Ukar information broker, knows
that the cargo is in a Decados warehouse, but will only tell
the characters if they pay him 400 firebirds or of fer to fly
him to Ukar.

Thereisasimple code of ethics at Hazreds: Never speak
above a whisper, and you're likely to live. Fighting is per-
mitted, but frowned upon.If you break the furnitureand
cannot afford to pay for it, Hazred will break you. If you
kill a person in Hazred’s, you must remove the body or pay
Hazred to doso, Lastly, striking one of Hazreds emplovees
is punishable by death. Mercenaries and cutthroats often
make their shady deals in the sleazy dive, and the local law
enforcement is paid handsomely to pretend that Hazreds
does not exist. It is a safe haven for the worst of the crimi-
nal element, and Hazred is allegedly paid 2 very large sum
by Graaf in order to make certain it stays a safe haven.

Act Two: The Warehouse

The Decados have numerous storage facilities on Pan-
demonium. Asthe main ruling power on the planet, there
islittle they cannot purchase. The warehouse holding the
cargoisa very large, one-story building, and is used to hold
spare parts for landers.

Because of the covert nature of the cargo being held
within, few guards patrol the spot. An excess of guards
would have alerted street scum to the special cargo long
ago. Guards are allowed to come and go only occasionally;
they are almost prisoners in the warehouse until they are
given the okay toshift watches with incoming guards. This
changing of the guard occurs once in the morning and
once at night, It is the most heavily guarded time of the
dav or night, so break-ins are especially dangerous then.

The twelve-meter tall building is surrounded by a
chain link fence. The ground around the building is cov-
ered with white gravel. Even in pale moonlight, charac-
ters walking on it will stand out in contrast, and every foot-
step is noisy. There are three doors but no windows. Two
of the doors obviously lead to the main body of the ware-
house. These are massive doors, designed to roll up and
across the ceiling. The last door is much smaller and bears
the word “office” at eye level across its entire width.

The first obstacle for anyone atternpting to break into
the warehouse is the guards. They have a distinct advan-
tage here: They know the territory and they can probably
near the characters coming (contest their Perception +
Ohserve rolls against the characters’ Dexterity + Sneak rolls
— but subtract 4 from the characters’ goals due to the
gravel underfoot}. If the guards hear the characters, they
will instantly move to investigate.

Four guards are posted on patrol duty around the
building, Although they are supposed to spread out, they
have been ont this job for three days now with no sign of
intrudets, and they are getting a bit slack. They tend to
cluster together, telling each other bad jokes. Four more
guards are posted within the building. Each wears a uni-
form with the House Decados crest on the shoulder and
carries an assaulg rifle.

The characters have oneadvantage: The guardsare not
expecting trouble. Regardless of the Count’admonitions
about the special nature of the cargo, no one has ever tried
tobreak-in during the three vears sitice the warechouse was
built. For the most part, the guards are fairly relaxed.

If the characters do get caught by the guards, they will
be held until the Marquis Lamont — the Count’s right-
hand man — arrives with an escort of elite guards to take
care of them.

Should the characters manage to get past the guards,
their next obstacle will be the door they choose as their
point of entry. The doors are well built to resist attacks,
and are sealed with sturdy locks (-4 on all Lockpicking at-
tempts). Only one of the outside patrol has the keys (hid-
den in his left boot}.

Once inside, the characters will have another major
obstacle to overcome: The warehouse is enormous, and
most of the lights have been shut down for the night. En-
tering from either of the warehouse doors leaves the char-
acters in the center of a huge building with large stacks of
crates reaching almost to the twelve meter high ceiling.
Characterssuffer a -4 penalty to their Perception rolls un-
less they have a light source — which will easily give them
away to the interior guards.

There are four guards inside the building but theyare
all far edgier than the security outside. They've had time
to “speak” with the stolen cargo, and have become ex-
tremely paranoid about Hazat enforcers who may try to
break into the warehouse. Unless the characters have the
foresight to switch into the clothes of any downed guards,
the four guards inside will shoot first and apologize later.
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Decados Guards

Race: Hurmnan

Quote: “Okay, that’s far enough. Put your hands were |
can see them and identify vourself.”

Description: Each of the guards wearsa black uniform
trimmed in silver, with a wide belt for carrying a num-
ber of accessories.

Body: Strength 6, Dexterity 6, Endurance 5

Mind: Wits 3, Perception 4, Tech 3

Spirit: Extrovert 4, Introvert 2, Passion 2, Calm 1,
Faith 4, Ego 2, Human 3, Alien O

Natural skills: Fight 4, Melee 4, Observe 5, Shoot 5
Learned skills: Search 4, Tracking 2

Wyrd: 2

Equipment: Short Range Radio

Weapons/ Actions: Assault Rifle

Armor: Synthsilk (2 + 2d)

Vitality: -10/-8/-6/-4/-2/0/ 0/ 0/ 0/ 0

If the outside guards managed to radio for help, the char-
acters have effectively entered a trap. One guard, equipped
with night vision goggles {(ignore Perception penaltiesdue
to darkness), will be on top of the stacks and will do his
best to take the characters down using sniper tactics. He
will not stay in one place for long, and will use the dark-
ness as a weapon against the characters. Unlike the other
guards, heisequipped with astealth rifle (asniper rifle with
an advanced silencer, making ail gunshots as loud as a
whisper).

Two guards will remain with the cargo while the third
roams the cotridors of crates, searching for intruders.

If the characters entered from the office, they are a bit
luckier. The office is a sinple affair, with a reception desk
inasmal! cubicle and two doots set in the center of a short
hallway. One door is clearly marked as a restroom. The
other door is the of fice where the cargo is being held.

If the characters managed to handle the outside pa-
trol without the guards sounding the alarm, they will find
four very surprised guards and one prisoner — Andros
Chauki, the “carge” — sitting around a small dining table,
playing cards. The guards will surrender if caught this way.
They will also trigger a silent radic alarm, unless the char-
acters demand that they turn over their radios immedi-
ately. The silent alarm will bring the guards from outside
in five turns, The puards will pursue the characters, should
the group escape with Chauki.

If the alarm was sounded from outside, guards are
waiting for trouble and have managed to conceal them-
selves behind the desk. Andros Chaukiissitting at the din-
ing table, bound and gagged. The guards will shoot to kill.
The desk is very heavy and acts as 6 armor, in addition to
the armor the guards already wear. The other two guards
will enter the warehouse {as mentioned above), but will
return to the office at the sound of combat. Their orders

258 Fading Suns

are simple: Keep Andros Chauki at any cost, even if he has
to die in order to secure him.

Act Three: Getting Off-Planet

Andros claims that the Scraver ship he came in on is
his by right; the papers proving transfer of ownership ate
back on Iver.If he stealsit back, its not theft. Healsoclaims
to know where it is being held. He swears it is still
starworthy and begs the characters to help him get to
Byzantium Secundus — he no longer trusts the Scravers
to get him there. He wants to turn himself over to the
Emperor personally, and promises any rteward imaginable
to the characters if they will help him get there.

Of course, the characters can turn Andros over to
whomever they like, but certain factions may not be as
rewardingas others. The Hazat may try to get rid of all wit-
nesses, while the Decados may opt to sell the characters to
the Chainers regardless of promises otherwise. The Scravers
will deal fairly but will send the characterssomeplace well
out of the way of trouble.

The following obstacles to the characters’ escape
should be used at the gamemasters discretion. If the char-
acters have been severely injured, the gamemaster might
consider having pity on them and forgo the following ob-
stacles.

If,on the other hand, the characters have managed to
get away too easily, the gamemaster should feel free toadd
a lictle spice to their night. The following are options that
canbeaddedinany orderandin any number. They should
be used sparingly, however, as the game is not as interest-
ing to the plavers if everyone is dead.

Decados Reinforcements

House Decados is not known for being forgiving to
their enemies, Should it have advanced knowledge of the




characters' actions or been warned by the warehouse
guards by radio, they will wait outside the warehouse with
noless than twenty additional guards. They will of fer sur-
render as an option. If the characters accept, they will be
tortured to death unless they confess to who sent them,
in which case they will be sold to the Chainers and sent to
the Symbiot Front. Harsh, yes, but a sad reality of life in
the Known Worlds. Of course, if either option takes place,
there should be plenty of opportunities to escape. Begin-
ning an epic with the characters stripped of their freedom
and sold into slavery is not necessarily the best way to in-
troduce new plavers to the game,

Hazat Enforcers

If the Hazat finds out where either of the Chauki are,
they will send in soldiers to kill them and anyone protect-
ing them. They will worry about cleaning up the mess later.
Any confliet with House Decados is minor compared to
the import of letting the cargo escape.

Graaf’s Gang

If Graaf discovers the whereabouts of the cargo, he'll
send hisgang toget it. These guysare practically ninjasand
will appear seemingly from the shadows to steal Andros.
They will avoid Killing, but do so if necessary. If the char-
acters try tocut a deal, Graaf will listen. if he likes what he
hears, he will let them go if they perform a favor for him
(he has need of many contacts and enforcers — the
gamemaster should create an adventure dealing with some

v

shady duty Graaf demands of the characters).

If the characters were working for Graaf, and cannot
escape using the Scraver ship, Graaf will smuggle them to
a ship of his own and send them — and the Chaukis — to
Byzantium Secundus, along with members of his gang —
all members of the Imperial Eve. They also have their own
connections ro Iver.

Andros Chauki

Andros Chaukiis from the newly discovered Lost
World, called Tver by its natives. He is completely un-
familiar with just how large the universe is. He tends
to gape in amazement at every new thing, and is con-
stantly asking questions. Despite his seeming naiveté,
he is guite shrewd. His family has ruled over Iver fora
long time, and he has aspirations to be the monarch
sorneday. Chauki is the heir to the throne on Iver,and
has only to wait until his uncle, Arturo Chauki, dies
in order to ascend. He speaks with a very strange ac-
cent,

Needless to say, Chauki is worth a fortune as a po-
litical trump card. Any faction on Byzantium
Secundus would pay dearly for possession of him.
However, others are even now researching the iver
Chauki’s claim to their name. Evidence on Iver {from
an anti-royal group}hasled the League to believe that
Andros’ family claimed the name by assassinating the
last Chauki on Iver — just as the Hazat did. In other
wortds, they may not be true Chauki but barbarian
pretenders.

Race: Human

Quote: I thank aid, friends mine. 1 debt forever.”
Description: Andros is not a young man. He is in his
middle years, and his suntanned face is fairly heavily
wrinkled. He is wearing what must be formal attire
on lver, an elegant black leather vest with matching
hoots and a gray uniform that seerns easily a hundred
years out of fashion. He is unarmed. His hair is black
with a scattering of white, and he has a muttonchop
mustache that is almost completely white.

Body: Strength, Dexterity 4, Endurance 4

Mind: Wits 7, Perception 6, Tech 5

Spirit: Extrovert 4, Introvert 2, Passion 5, Calm 2, Faith
[, Ego 5 Human 3, Alien O

Natural skills: Charm 5, Fight 2, Impress 5, Melee 7,
Observe 4

Learned skills: Etiquette 6, Inquiry 5, Lore (Iver 8, Phar-
maceuticals 6}, Physick 5, Search 4, Speak Urthish 2,
Speak Iver dialect 7

Curses: Lost Worlder

WY’[d: 5

Fencing Actions: Parry, Thrust, Slash, Flat of Blade, Off-
Hand, Parry Riposte

Vitality; -10/-8/-6/ -4/ -2/ 0/ 0/ 0/ O
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The Scraver Ship

The Scraver ship which brought the Chaukis to Pan-
demoenium sits in a Decados dock. Recently applied
Decados crests cover its Scraver insignia. Technicians have
repaired the drive problem, and it is ready to go. Three
Decados guards are at the spaceport, watching the private
ships of the Decadosand over the stolen Scraver ship. There
are also about five technicians and support personnel.

Andros knows the code toget through the ship’s mag-
netic locks (the Decados have not replaced them). The char-
acters may have to fight their way to theship. Oncein, they
can take of f quickly as long as someone knows how to fly
the thing — Andros does not. If there is no pilot among
the player characters, they should try to convince Graaf
toget them off-planet. It is only a matter of time until one
or more of the other factions discovers them, so they bet-
ter get a move on.

[f they can pilot the craft, they can weave past the air
defenses easily and exit the armosphere before House
Decados can fully mobilize. They wiil be pursued out to
the jumpgate, but the Decados fleet cannot catch up to
them before they jump. The fleet will continue to follow,
however, heading toward Byzantium Secundus, but they
will have to split up, with one ship taking each known
route to Byzantium, hoping to catch the characters when
they stop to refuel.

Use the map of the Known Worlds to chart the course
from Pandemonium to Byzantium Secundus.

What to Do with the Chaukis

There is a question of character loyalty to consider.
Most characters have sworn allegiance to some organiza-
tion. There may be some inter-group conflict as characters
argue over what to do with the Chaukis, as just about ev-
ery organization has something to gain politically for re-
vealing their existence.

-Members of House Hazat will not want tosee this man
revealed. He is a danger to all that the character and his
family possess. While there is a very good chance of mak-
ing money by turning the Chaukis over to another party,
the results could gravely harm the Hazat. On the other
hand, the Chaukis could be used by the character asa tool
to gain powet within the family. But both options require
that they never be discovered by the “powers that be,”
which means they must die or disappear forever.

- Members of the Church will soon learn that Andros
is an atheist. Worse still, he dwells on a godless world where
no one shows the least respect for the Church or its min-
ions. Surely such a blasphemy must be punished! Surely a
planet without faith isa planet already owned by demons!
Somehow, the Church must be alerted, and the Inquisi-
tion must be brought to bear against Iver.

- Aliens might gain a lot by playing the Chauki card
against certain factions, but they might also face terrible
recribution. In addition, Androes reveals that certain of the
Known Worlds alien races exist on lver and iive in equal-
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ity. A paradisel Hope for the future! But if this were discov-
ered, certain factions might close Iver off and not allow
anyone to go there — or leave. Perhaps it would be best if
no one ever found out about Iver and the strange people
who live there.

+ Members of the Merchant League should be happy
to be heading toward Byzantium Secundus — as long as
Andros is turned over to a dean. On the other hand, the
characters can undercut even the dean by introducing
Andros tothe Emperor and gleaning sole trading rights to
Iver in return. Being on good terms with the heir to the
throne of Iver would surely mean that special favors could
be arranged. Unfortunately, all of those buffoons with the
Church and the noble houses are making this matter dif-
ficult. But.. accidents can happen out in space. Fatal acci-
dents..

- Probably the best route for the characters is to take
the Chaukis under their wing. These are the next two rul-
ersinline for the throne of a relatively rich world. The wars
of the Known Worlds have left lver unscathed, and its
farms and industries prosper. Characters should have little
problem convincing their superiors that an alliance with
lver is to everyone’s advantage. Church members get toes-
tablish missions, guild members can set up trade routes
into virgin territory, nobles get wealthy allies and Impe-
rial Agentsget another wealthy planet under Alexius' sway.
Anyway, becoming the Chaukis’ escort is a sure route to
constant adventure.

Endings

Naturzally encugh, the characters should get away in
the end. Byzantium Secundus is really the best place to run
to — it is the only place to “sell” Andros in return for am-
nesty. As soon as he is turned over to someone, the charac-
ters’ involvement — and culpability — ends. While they
may have made enemies, no one will havethe time or man-
power to deal with them at the present.

The first supplement for Fading Suns is Byzantium
Secundus, a sourcebook detailing who's who and what's
what on the most important of the Known Worlds. Plots
hatched on Byzantium Secundus have effects throughout
the universe. Noble, Church and League agents come and
go on all manner of overt and covert duties. A career be-
gun on Byzantium Secundus can skyrocket to the high-
est positions of power — or plummet to the lowest degree
of shame,

As a final note, the players should not feel over-
whelmed duringany part of the drama. If the gamemaster
feels that che forces represented are simply toostrong, then
the numbers should be reduced toa proper level. The char-
actersshould have achance to win in their conflict, or,even
if they lose, they should at least survive. The same goes for
character arguments ovet the Chaukis; this drama should
bean excuse to band them together in acommon goal, not
divide them intospecial interest proups. The adventure is,
after all, just beginning.
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Glossary of Game Terms

Affliction: A disadvantage a character possesses, due to
her background or upbringing, granting a variable number
of additional Extra points for use in creating the character.

Benefice: An advantage a character possesses, due to her
background or upbringing.

Blessing: A psychological or physical advantage provid-
ing a boost to a character’s traits or reputation which can be
purchased during character creation,

Characteristic: A characters innate physical, mental or
psychological traits, such as Strength, Perception or Passion.

Critical Success; When a player makesa goal roll, and the
number scored on the die exactly equals the goal number, his
character scores a critical success. A criticalsuccess doublesthe
number of victory points or effect dice applied to an effect
roll.

Critical Failure (Fumbie)l W hen a player makes a goal roll,
and the number scored on the die is 20, his character scores a
critical failure. The pamemaster determines what bad effect
OCCUIS.

Curse: The opposite of a Blessing, this negative trait gives
additional Extra points to spend in creating a charactet.

#*d: An abbreviated way of writing “roll a number of 20
sided dice”. Although 20-sided dice are the onty type used in
Fading Suns, other types of dice may be indicated in this way:
5d6 for five six-sided dice, etc.

Extra points: Additional points used in character gen-
eration to purchase occult characteristics and powers, raise
traits or purchase Blessings,

Gamemaster; The person responsible for plotting the
drama the characters will patticipate in; the gamemaster also
portrays all the characters that the player characters encoun-
ter.

Goal toll: The most basic and important roll in Fading
Suns, Thisis the roll a plaver makes to see if her character suc-
ceeds in a given task. Goal rolls have a stated goal number,
which usually consists of a given characteristic plus a given
skilL.If the goal number or less is rolled, the character succeeds
in her task.

Learned skill: A specialized skill which must be studied
or practiced to obtain.

Natural skill: A skill that virtually everyone has some
ability at.

NPC: A gamemaster-played character, as differentiated
from a player character.

Player character: A character played by one of the game
players, as differentiated from a gamemaster-played character.

Skill: See Learned Skill and Natural Skill, above.

Successes: The number rolled on a successf ul goal roll (see
Goal Roll above). A roll of 9 would equal 9 successes.

Trait: A rules category used to rate a character’ ability in
a given field. Traits include anything written on the charac-
rer sheet, such as characteristics, skills, occult powers, etc,

Victory points/ dice: The measure of a charactersachieve-
ment in a task. For every three successes a character scores on
a goal roll, he gains one victory point or victory die. Refer to
the Victory Chart {in Chapter Two or on the character sheet).

Setting Terms

Amen'ta: Omnivorous rats native to Severus. Also called
“hull rats.”

Antlmony: Magic that derives its power from malevolent
entities.

Anunnakl: Also known asthe Preadamites, orthe Ur. An
ancient spacefaring race which developed the jumpgates.

Dark Twir: Thedark side of a psychics personality, which,
if left unchecked, can develop a life of its own.

Dayside: A jump that moves closer to Byzantium
Secundus.

Diaspora: The historical exodus of humanity to the stars
after the discovery of a jumpgate in Earth’ solar system.

Gargoyle: Ancient creations believed to have been left be-
hind by the Ut The superstitious believe them to be sentient
beings of preat power.

Jumpeate: A massive alien artifact which allows for inter-
stellar travel. The inner workings and scientific principles of
jumpgates have so far remained unfathomable to Known
Worlders.

Known Worlds: The planets claimed by the Empire or
which have Empire citizens living upon them.

Lost Worlds: Planets which wete once part of the Second
Republic but whose locations are now unknown.

Nightside: A jump that moves further away from
Byzantium Secundus.

Omega Gospels: The teachings of the Prophet, and the
basis for the Universal Church faith.

Philosopher's Stones: Obijects of grear power from past
centuries.

Psl; Psychic powers, possessed by psychics who — when
recognized as such — are treated with distrust and outright
fear by most Known Worlders.

Sathraism: The religion that grew up around jumpgate
ecstasy, but was squashed by the First Republic. A later revival
was crushed by the Universal Church, but adherents are ru-
mored to still exist.

Second Republic: The golden age of human civilization
and the peak of technological advancement. Relics from this
period are highly valued. i

Symbiots: Insidious creatures originally born of a bizzarre
combination of a Xolotl and another plant or animal,
Symbiots now breed among unwilling humans oraliens. They
threaten to invade the Known Worlds.

Theurgy: Church magic. Theurgy rituals are used by the
faithful for a variecy of spiritual tasks, from blessing a con-
gregarion to protecting people from enemies of the Faith.

Universal Church: The dominant faith in the Known
Worlds, based on the teachings of the Prophet. While there
are many recognized sects or orders (Brother Battle, Sanctu-
ary Aeon, Eskatonic Order), most are of fshoots of the Ortho-
dox faith.

Ur-Obur: A powerfully psychic alien race known for its
dedication to philosophy and learning; its homeworld of
QObun is claimed by House Hawkwood.

Ur-Ukar: Another race of powerful psychics with highly
developed senses, the Ur-Ukar ate thought to be violent and
savage compared to their Obun cousins.

Urth: Also known as Holy Terra or, in ancient texts, Earth.
The birchplace of humanity.

Vau: Mysterious aliens who control the high-tech Vau
Hegemeny, but whose goals and customs remain mysterious
to the people of the Known Wortlds.

VYorox: Multi-limbed alien creatures; “feral” Yorox retain
their highly poisonous ¢laws, while “civilized” Yorox have
them removed.

Zaibatsu: The First Republic merchants who controlied
Urth prior to the discovery of the jumpgate,
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Aragon:
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Beastcraft:
104 (skill)
Benefices:
15123
Biology:
108, 110-11t
Blasters:
171,190
Blemishes:
154
Blessing the Crops:
146
Blessings:
16-118
Block:
163,165, 166
Bonding:
133
Bows:
See Archery
BrainBlast:
136
Brother Battle:
45-46, 82,146, 148,162, 236,243
Brother Bactle Rituals:
146, 148
Brurtes:
228
Buckler:
172,193
Bureaucracy:
103
Byzantium Secundus:
19,26-27,25,32, 36, 42, 44.184-185,236,
241-245, 248-249, 260
Cadavus:
236
Cadiz:
04,236
Calm:
G2,94-95
Calming (theurgy rituall
152-153
Capital:
242
Casting Muitiple Rituals:
145
Cathedral;
241-242,252
Celestial Alignment:
145
Chainers:
See Muster
Changed, The:
225226
Characteristics:
91-96
Charge:
160, 165
Chariocteers:
52,84




Charm:
97, 105-106, 112, 116, 118
Chemistry:
101, 111
Chernobog:
30,66,236
Choke Hold:
164, 165
Church:
204,22, 43-51,82-83,147
Church Cosmology:
147
Church Rituals
142-144
Claw Fist:
163,165
Cleansing:
152
Climbing:
o8
Cloak:
168-169
Closing:
139
Combat Actions:
103,162-169,172
Communications:
196
Complementary Actions:
75
Components:
142
Consecration:
144
Consecration of Land:
143
Contested Actions
74-75
Courtly Love:
40-41
Critical Failure:
74
Crirical Success:
73714
Criticorum;
24-25,236
Crossbows;
103,170, 187-188
Crushing Hand:
133
Curses:
116-118
Cyber Limbs:
205
Cybernetics:
202-206
Cybertraits:
202
Dead World:
155

Daishan:
30,219,236
Dark Twin:
139-142
Darkscnise:
136
De Maoley:
45-46,236
Debate:
12
Decados:
35,88-89,221-222
Decados Guards:
258
Defending Against Occult Powers:
129-130
Delphi:
29,33,236
Dementia:
141
Demolitions:
16
Demons:
21,146,157,232
Destiny Effect:
95
Devotional Lituergy:
143
Dexterity:
a1
Diaspora:
19-25
Dice:
13,69
Disarm:
166,168
Disciples:
20-21,130
Disguise:
103,112
Dispersal of Darkness:
145
Divestiture:
26
Divine Revelation:
149
Dodge:
160-161, 165
Dolorous Stroke:
154
Doppelganger:
41
Double Strike:
167, 168
Draw & Strike:
167,168
Drive:
93,104,109 117
Drox {(see also Graal
165, 166

Drugs:
196
Dueling Hand:
133
Effect rolls:
72-73
Elixir:
109,124, 195-196
Emanations:
157,231
Emote:
135
Emperor:
See Alexius
Emperor Wars:
31-32
Empty Clip:
169,172
Endurance:
91-92
Energy Guns:
171,190-191
Energy Shields:
121,172,190, 193-195
Engineers:
52-53,84
Enthance Body:
231
Enhance Mind:
231
Enhance Spirit:
231
Entourage:
39-40
Eskatonic Order.
46-47,83,148-151
Eskaronic Order Rituals:
148-151
Ether Ear:
205
Etiquette:
104-105
Etvyri:
60, 64,236
Exarnple of Play:
175-181
Excessive Goal Numbers:
74
Exorcism:
146
Expedition MedPac:
195
Experience,
125-127
Experience Increase Chart:
127
Explosives:
191-192
Extra points.
79

Index




Extrovert
92
Faith:
a5
Faithful Heart:
145
Faithless:
154-155
FatArms:
133
FarHand:
133134
FarSight:
136-137
FarSound:
137
FarWall:
133134
Fault of the Soulless:
151
Favyana:
224-225
Fearsome Majesty:
148,152
Feint:
166,167
Fencing:
103,166-169
Fencing Actions:
See Fencing
Fencing Actions Chart:
167
Fight:
a7
Firearms Actions:
169,172
Firebirds:
154-185
First Republic:
17-20
Fist:
159,165
Flagellation:
154
Flat of Blade:
167,168
Flitters:
199
Focus:
100-103, 105, 107-108, 113-114, 119,125
Folk Lore:
107,119
Fruitful Multiplication:
153
Gambling:
105,117
(Gannok:
22,63,235
Gargoyle of Nowhere;
6-7,129,238
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Gargoyles:

17,207
Garrison:

242-243
Gen-Locks:

197
Geomancy:

147
{estures:

142
Goal roll:

71-72
Golerms:

232
Goliarh Skin:

205
Graa:

162, 165-166
Grail:

236
Grapple:

159,165
(Gray Faces:

See Reeves
Grenades:

191-192
Guild Safe Houses:

58
Guilds:

See Merchant League
Guilty Soul:

134
Gwynneth:

236,240
HandShock:

134
Hardening:

138
Hawkwood:

333580
Hazat, The:

35-36, 80-81
Hazat Soldiers:

256
HeadShackle:

136

Healing Hand of Saint Amalthea:

153
Hearth:
152
Hearts Command:
136
Hesychasts:
See Mendicant Monks

Hironem:
64. 219, 236,240
Holy Terra;
236
Hombor, Saint:
20,130

Horace, Saint:
20,130
Hubris:
154-156
Hull rats:
See Amen'ta
Human Population:
244
Husks:
329-230
[con:
237
Imperial Eve:
30,43,606,253,259
Imperial Fleet:
30,243
lmperial Guard:
42,239,243
Impress:
94,96-97, 112,118,127
Inciting Passion:
92-94
Inciting Passion Chart:
93
Initiative
71,159
Inguiry:
98,100, 104,106,127
Inquisition:
51
Inquisitory Commandment:
152
Internal Think Machine:
205
Introvert:
g2
Intuit;
135
Investiture:
151
Invisible Path:
225
Invitation to Hamomeyelos:
153-154
[ton Heel:
162
Istakhr:
24,237
Iver:
250, 255,258-260
Jox Kai Von:
162
Jumpgates:
18-20, 201-202, 250-252
Jumpgate Reset:
201
Jumproad Lore:
107
Kick:
159,165




Kish:
36,237
Knacks:
17
Knavery:
105-106, 111-112, 118,127
Knocked Unconscious:
174
Knowing Heart:
153
Knowing the Faise Heart:
151
Knowledge and Conversation of
Tholurmiyelos:
151
Known Worlds:
235240
Koto:
162
Kurga Caliphate:
32,87,112,223,237
Kurgan:
See Kurga Caliphate
Landcraft:
104
Lasers:
190
Laying On of Hands:
143
Leadership:
12
Leagueheim:
235
Leaping Kick:
164,165
Learned Skills:
95-116
Leminkainen:
36,237
Lextius, Saint:
20
LiHalan:
36-37,81
Lifting Hand:
133
Light {theurgy rite)
144-145
Lithe Wire:
205
Liturgy of the Wrathful Host:
146,148
Lockpicking:
106-107
Lore:
100,102-104, 106-108, 110-112, 114,116,119
Lost Worlds:
240
Madoc:
237
Magna-Locks:
197

Malignatius:
238
Manitat:
227228
Manitou:
47,.57-58,238
Manna from Heaven:
153
Mantius, Saint
20,130,162
Mantok:
162
Martial Arts:
133, 161-166
Martial Arts Actions:
See Martial Arts

Martial Arts Actions Chatt:

165
Martial Fist:

162-163,165
Martial Hold:

163,165
Martial Kick:

163 165
Martial Throw:

163,165
Masking:

139
Maya, Saint:

20
Medical Gear:

195-196
Melee:

a
Mendicant Monks:

49-50, 83
Merchant League:

51-60, 54-83
Midian:

33,238
MindSight:

135
MindSpeech:

135
Miracies:

156-157
Misdirection:

141
Movement:

172-173
Multiple Actions:

71,160
Muster:

35,85
Natural Skills:

96-99
New Dark Ages:

26-31
Night-crackers:

See Husks

Noble Eriquette:
40
Nowhere:
40, 50, 129,156, 238
Qarh of the Shieldmates:
148
Observe:
92,98,103,105-106, 112
Obun:
238
Off-hand:
167-168
Omega Gospels:
22,143 146-147
Omen:
134-135
Omnisocket:
205
Oracle:
134-135
Qratory:
97.111-112
Orthodoxy (Urth):
44,82
Orthodox Rituals:
144-146
Osseous Transmutation:
150
Quter Child:
141
Falamedes:
22,24-25,48,238
Pancreator:
20-21, 147
Pandemonium:
238,250-260
Parry:
166,167
Parry/ Riposte:
167,168
Passion:
92-94
Past Resonance:
134
FPaulus, Saint:
20,130
Penitents:
130,132
Pentateuch:
238
Perception:
92
Perception Modifier Chart:
136
Performance:
107
Petition to Jachemuyelos:
152
Phavian Institute:
130

Index




Philosophers Stones:
42,207
Physical Obstacles:
160
Physick:
103, 107-109, 111, 115
Pierce:
167,169
Piracy:
59-60
Plague:
155
Planet Design Process:
241-249
Power Fist:
165,166
Preadamites:
See Anunnaki
Precious Cargo:
253-260
Premonition:
136
Prophet:
20-22,147

Prophet’s Holy Blessing, The:

142-143
Prophets Censure, The:
143

Providential Deliverance:

144
Psi:

130-139
Psvche:
135-136
Psvchic powers:
See Psi
Pulpit’s Gift, The:

143
Puppetry;

136
Pygmallium:

232,246
Pvre:

47-48,238
Qlippoth:

157,.231-232
Quality Chart:

184
Quick Draw:

169,172
Quickening:

138
Rampart:

238-239
Range Penalties:

169
Ravenna:

9,239
Read:

100, 104, 108-109, 115
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Reborn Sut:
b6-67
Recock:
169,172
Recognition:
95
Redemption {Tech);
104, 107,109,111, 117
Reeves:
55-57,85
Refinement of Essence:
150
Remaining Calm:
94
Remedy:
108-109,124
Rending the Veil of Unreason:
145
Repuration:
95118
Ride:
101, 10G-110

Righteous Assighation of Penance:

144
Righteous Fervor:
146
Rightfully Guided Hand:
146
Salutation to Zakhayelos:
148
Sanctuary {theurgy rite}
153
Sanctuary Aeon:
48-49,83,152-154,235-236
Sancruary Aeon Rituals:
152-154
Sargonites:
64
Sathraism:
19-22,24
Scent of Evil:
151
Sclence:
99,100,101, 104, 106, 108-111, 15
Scraver Cant:
13
Scravers:
54-55,84
Sealing the Temnple:
146
Search:
1l
Second Republic
19,15-26
Second Sight:
149-150
Senses Shock:
137138
Sensitivity:
136

Severus:
63,226-227
Shadows Gone By:
134
shadows to Come:
134
Shaidan:
161-162
Shantor:
19,22,24-25,63, 239
Shared Sense:
137
Shield of Faith:
144
Shoot:
98
Shoulder Mount:
2053-206
Sizing:

1358
Six-round burst:
169,172

Sixth Sense:
136-138
Slash:

167,168
Sleight of Hand:
109,111

Slowing:
139
Slug Guns:
171-172, 188-160
Smiting Hand:
148
Snapshot:
169,172
Sneak:
97-98. 111
S0OTTE:
138-139
Soul Shards:
207
Soul’s Vessel:
146
Space Travel:
201-202,243
Spacesuit:
112
Span:
69-70
Speak:
109, 112,114
Speak in Tongues:
141
Speed Fist:
164,165
Spreading:
169,172
Starships:
199-201



Status:
123
Steady Hand:
94-95
Stigma:
120y (Benefice), 130 (occult)
Strigmata: .
13, 30-31, 36, 44, 46-49, 67, 235-236,
235-236,238-239
Stigmata Garrison:
30, 36,235-236,238-239
Stigmata Garrison Cemmander:
30,36,238
Sting of Conscience:
151
Stoic Body:
113
Stoic Mind:
113-114
Streecwise:
114
Strength:
91
strength Bonus:
9
Strengthening:
138
Subtle Sight:
136-137
Successes:
72
Sure Fisr:
164,165
Survival:
114
sustained Actions:
79
Sutek:
19,239
Symbiots:
19, 30-32, 44, 47, 63, 65-06, 233, 235-
236,2368-239,249
Sympaticus:
136
Tech Level:
183-184
Tech Level Chart:
184
Temple Avesti:
47-48, 83, 151-152,191
Tethys:
239
Theurgy:
142-154
Think Machine {(skill):
105-110, 114, 115
Think Machines:
198-199
Three-round burst:
169,172

Throw Group:
164,165
Throwing:
H5
Throwing Hand:
133
Thrown Weapons:
170,187
Throx (see also Graa):
chap 6,165-166
Thrust:
i66-167
Tongues of Babel:
143
Tools;
197
Torchbearing:
151
Tornado Kick:
164-165
Torture:
113,115
Tortures of the Damned:
152
Toughening:
138
Tracking:
114-115
Trip Kick:
164, 165
Ukar:
239
Ukar War:
19, 24-25
Universal Church:
See Church
Ur:
See Anunnaki
Ur-Cbhun:
24-25,60-61,86,119,238
Ur-Ukar:
24-25,60-62,86,222-223,239
Urge:
139-142
Vaun:
19,20-24, 65-06, 235,239,240
Vera Cruz:
239
Vestments:
122,142
Victoﬂ Chart:
73, character sheet
Victory Points:
72-73
Vigor:
91, 97-99, 115,124
Visions:
141
Vital Strike:
165,166

Vitality:
124
Voices:
141
Yoice from the Past:
134
Void Krakens:
o7
Vorox:
62-63,87,165-166,239
Vrasht Bugs:
228
Vril-Ya:
240
Vuldrok Raiders:
B7-88,112,223-224,240
Warfare:
e
Waste Land:
155
Watercraft {skill)
104
Weapons Chart:
115-116
Weird Monstrosities:
228-233
Wits:
92
Wyl‘d‘.
125
Wyrd Drain:
141
Wyrd Sight:
137
Wyrd Tabernacie:
142,151
Xeno Lore:
100,107
Xeno-Biology:
11
Xeno-Empathy:
104,113,116
Xenobiology:
107
Xolotl:
30,65-66
Zombies:
See Husks

Index
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The Character Creation Process
Character creation is more fully detailed in Chapter
Three: Characters. The following traits are fully de-
scribed in Chapter Four: Traits.

Step One: Create Character Concept
Step Two: Select Character Role

Choose one of the roles given in Chapter Three.

Step Three: Select Characteristics
Spend 20 points among the following characteristics:
Body (all begin at 3):
Strength, Dexterity, Endurance
Mind (all begin at 3}
Wits, Perception, Tech
Spirit(primary traits begin at 3 secondary at [}
Extrovert vs. Introvert, Passion vs. Calm,
Faith vs. Ego, Human vs. Alien

Step Four: Select Skills

Spend 30 points among desired skills. All natural skills
begin at 3, while learned skills begin at O (unless oth-
erwise noted on the character sheet or in the charac-
ter role description).

Step Five: Select Benefices
Spend 10 points among desired Benefices.

Step Six: Spend Extra Points

Spend 40 Extra points in any category. Extra points
are the only way to buy Blessings, occult characteris-
tics or powers. The Extra Point Costs chart lists the cost
to purchase new or additional levels in the various
trait ratings.

Extra Point Costs

Trait Cost (to raise by 1)
Characteristic 3
(Body, Mind, Spirit, Occult)
Wyrd 2
Skill 1
Benefice 1
Blessing 1

Occult Power 1 per level
Curses and Afflictions provide additionzl Extra

points.

Expericnce Increase Chart
Trait Cost
Characteristics

{Body, Mind, Spirit, Occult}
Skills, combat actions 2 x current rating
Occult powers 2 x current rating
Wyrd 2 x current rating

3 x current rating

Learned Skills
Academia (Church skill}
Alchemy (Church skill)
Archery
Artisan
ATts
Beast Lore
Bureaucracy {Noble,
Church or guild skill)
Combat Actions
Fencing
Martial Arts
Crossbow
Disguise
Drive
Aircraft
Beastcraft
Landecraft
Spacecraft (Guild skill)
Watercraft
Empathy
Etiquette {Noble skill)
Focus {Church skill)
Gambling
Inquiry
Knavery
Lockpicking
Lore
Folk
Jumptoads
Obiject
Regional
Xeno
Performance
Physick (Church skill)
Read
Barbarian
Latin {Church skill)
Urthish
Urthtech
Xeno
Remedy
Redemption (Tech)
(Guild skill}
Craft Redemption
High-Tech Redernption
Mech Redemption
Volt Redemption
Ride

Science (Guild skill)
Anthropology
Archaeology
Astronomy
Biology
Chemistry
Cybernetics
Engineering
Genetics
Geology
Meteorology
Physics
Terraforming
Xeno-Biology
Search
Sleight of Hand
Social
Acting
Debate (Noble or Church
skill)

Leadership

Oratory {Noble or Church
skill}

Spacesuit (Guild skill)

Speak
Barbarian
Dialects
Latin (Church Skill)
Scraver Cant (Scraver guild

skill}
Urthish
Xeno

Stoic Bedy ({Church skill)

Stoic Mind (Church skill)

Streetwise

Survival

Think Machine ({Church or

Guild skill)

Throwing

Torcure

Tracking

Warfare {Noble or guild skill)
Artillery
Demolitions
Gunnery
Military Tactics

Xeno-Empathy




Name: Race: N -
Player: Native Planet: ' I:PDIPEI S)JFS
Gender: Alliance: O )
Age: Rank:
CHARACTERISTICS NATURAL SKILLS LEARNED SKILLS v
Bopy MmnD Charm (3} Speak Urthish (3) .
Strength (3) Wits (3) Dodge (3)
Dexterity (3) _ Perception (3) Fight (3)
Endurance (3)_ Tech (3) Impress (3)
SPIRIT Melee (3}
Extrovert { ) / () Introvert | Observe (3)
Passion{ ) / { )Calm | Shoot(3)
Faith { ) / ( )Ego | Sneak (3)
Human( ) / ( ) Alien | Vigor (3)
BLESSINGS/CURSES BENEFICES/AFFLICTIONS
+ Trait Situation Type Pts
OCCULT COMBAT STR/ VICTORY
: Action Roll Init Goal DMG ANG Shots $iZ| CHART
Psi / Urge _ _
i Fist Dx + Flght 2d Successes Dice
Theurgy / Hubris Kick Dx « Fight -1 3d o )
Powers/Rites vt Roll Grapole Dx + Fight -2 2d _ _ _
- Charge Dx + Fight -3 3d 35+
L L __ 168 +2
_ — SN 3
— — 24 w4
— T S
118 +6
- [ Critical
Stigma success = X2
VITALITYO OO OOOO0O0O0O0O0O0O0 0 OO0 0| ARMOR: ( + d
Wound penalties: 10 -8 -6 -4 -2 Energy shield:{ /) hits:

WYRD OO0 O0000000000000000O0

Experience:

#1996 Holistic Design. Permission granted to photocopy for personal use only.



DESCRIPTION HISTORY
Birthdate
Sex
Hair
Eyes
Complexion
Height
Weight
Image
POSSESSIONS
Carried 74
TRAITS
QOwned Location
MONEY
Cash Credit
COMBAT STR/
Action Roll Init Goal DMG RNG Shots SIZ

#1996 Holistic Design. Permission granted to photocopy For persanal use only.



Bonuses
Modifier Task

cng someone already
~"“in the mood” 3

dl N0

Childsplay Walking and chewing gum
at the same time, listing the
Church’s Virtues and Sins

Penalties

Modifier Task
imu for firearm,
performing two actions per
turn, seeing through fog or

smoke

Climbing a sheer rock face
with noequipment

2

Victory Chart

Victory Points/
Successes Effect Dice

Accomplishment
1/ Barely satisfactory

Sustained Action Chart

Task Victory Pts  Condition
irnpl : Climbing a tree

Involved 12

' epairing Vautech

Combat Summary

Step One: Initiative
A character’s initiative rating is equal to the skill used
that action, plus or minus any initiative modifiers.

Step Two: Goal Roll

1. Add characteristic + skill = natural goal number

2. Add or subtract modifiers = modified goal number

3. Roll modified goal number or less.

Option: "Accent” the roll (see Chapter Two: Rules). Ac-

centing must be declared before the die is rolled.

4. Compare results to:

+  l=automaticsuccess (no matter how low the goal
number is, a character always succeeds on a “1." If
his goal was 1, he succeeds but does not critical)
Less than modified goal number = success (num-
ber of successes equals the amount rolled on the
d20.1f the roll was 8, then the character has 8 suc-
cesses)

+  Modified goal number = critical success (double
victory points)

19 = automatic failure (no matter how high the
goal number is, a character always fails on a “19”)

+  20=critical failure or fumble: something very bad
happens, determined by the gamemaster (no mat-
ter how high the target number is, a character al-
ways fails on a “20")

Step Three: Damage Roll

1. Determine damage dice: :

+  Compare the number of goal successes to the Vic-
tory Chart: each victory point equals one extra

damage die.
Successes Dice
1-2 0
3-5 1
6-8 +2
9-11 +3
12-14 +4
15-17 +5
18 +6

Critical success = Dice x2
+  Add the weapon’s damage dice to the victory dice
2. Roll damage dice. The goal number is 13.
3. Each die that rolls less than or equal to goal num-
ber = one point of damage
4. The total amount of damage points are applied to
the target’s armor (if any). Each point of armor sub-
tracts one from the total number of damage points.
Any remaining points are subtracted from the targets
Vitality. When a target has no Vitality, he is dead.
Multiple Actions
Repeat steps one through three for second and third
actions. Once all actions have been completed, begin
anew turn.
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It is the dawn of the sixth millennium after Christ and the skies are darkening,
for the suns themselves are fading. Humans reached the stars long ago,
building a Republic of high technology and universal emancipation —

and then squandered it, fought over it, and finally lost it. A new Dark
Age has descended on humanity, for the greatest of civilizations has

I
:
fallen and even the stars die. Now, feudal lords rule the Known -
Worlds, vying for power with fanatic priests and scheming guilds. ‘

1995 Holistic Design Inc. All rights reserved
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