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WHAT IS STARDUST?

Stardust is a game where friends come
together to have a good time around a table
(or virtually). As such, every player should
feel safe when engaging with the game. All
players (including GMs) should
communicate anything they are
uncomfortable with in the moment, or any
topics that may come up in the future. If a
player is uncomfortable with something in
game, they have every right to step away
and regroup.

Stardust is designed for players who are
new to TTRPGs and veterans alike. Its core
mechanics and character creation are quick,
intuitive, and streamlined. It lets players live
out their high-risk, high-reward star-bound
fantasies built by those around them over
the table, or online.

Players make characters that they role play
in a universe described by a GM, or Game
Master. Using a character’s Traits, Abilities,
and their own imagination, players fight
through close battles, sneak around giant
freight ships, and interact with an
unimaginable number of creatures. A few
quick definitions...

e A player is someone who is playing
Stardust... potentially you! GMs are also
players.

e A creature is a sentient being within
the world of Stardust. A creature can be
controlled by the GM or a player. Most
creatures take up 1 hex.

e A character is the creature a player is
role playing. A character’s statistics are
tied to a character sheets.

A wholesome picture of some of our characters gathered in a circular booth together,
sharing some glasses (or cans) of alcohol after a long mission. I think there are so many
characters that could be used, and tons of different angles/actions that could be depicted,
but here is what I have in mind...

Since this is literally the first page, we should probably have a wide variety of the different
species. As such, I our party for the current play test campaign is pretty good, especially if we
put a traveler into the mix. We should capture some big happy moment, much like what the
highlights of TTRPG sessions are. Maybe our Hellborne (which you made both buff right???)
is bare hugging two other people, while Alexia’s character is dying of laughter. Ritz would
probably either be stuck in the hug and stone faced, or sitting on the side lines taking notes.
Oscar’s robot is probably just there having a great time; he tends to give off that kind of

Drinks would be strewn across the table, probably some cards or dice as well. Meena
would be floating somewhere is you choose your character. Some of our weapons would be
sat up against the side of the booth.




Ruling The Unspecific: Not every possibly
will be covered under the rules of this
system. As such, players (those with
characters and GMs alike) should be when it
comes to something outside of the rules.

If something is not described in enough
detail for a decision to be made by the
book, come together as a group to think of a
solution. In general, make choices that bring
the most fun to the table, and tend to be
positive towards the players. While everyone
at the table has a say in what happens, the
GM has the final ruling in these situations!

REQUIRED COMPONENTS

Dice: Just like other table top roll playing
games, Stardust uses dice to determine the
outcome of events that happen in game. For
example, when determining how much
damage a shot from a rifle deals to an
enemy, a player would roll a six-sided dice.
That die’s rolled value (along with any other
effects the player’s character has) is the
amount of damage dealt to the creature.
Checks, described in the following section,
utilize a set of two ten-sided dice,
sometimes referred to as percentile dice.

To play Stardust, a full seven set of dice
is needed. Most players use physical dice
and roll them at the table. If physical dice
are not available, virtual dice rollers are a
great substitute. If a group plays online,
there are many programs available for free
to host virtual table tops... look around and
see which one works best for group!

For reference, a seven set of dice
contains the following...

e 1 four-sided die labeled 1-4 (D4).
e 1 six-sided die labeled 1-6 (D6).
e 1 eight-sided die labeled 1-8 (D8).

e 2 ten-sided dice, one labeled 0-9, and
the other labeled 00-90. Each is a D16,
and when rolled together make
percentile dice (1-100).

e 1twelve-sided die labeled 1-12 (D12).
e 1twenty-sided die labeled 1-20 (D20).

When rolling percentile dice, treat the
single digit as the ones place, and the
double digit as the tens place. If both dice
roll ® (0 and 00), the roll's value is 190.

Character Sheet: Along with dice, players
will need a character sheet to track their
character’s weapons, abilities, Health Points,
and other statistics. Stardust’s character
sheet is appended to the end of this book,
and available online. An editable file is also
available for players who wish to record their
character virtually. If you are using a paper
character sheet, it is recommended to use a
pencil over a pen. You will be erasing and
changing its contents a lot!

GM Screen: While not require, many GMs
prefer to make their rolls in secret. Using a
GM screen hides their rolls from their
players, and allows for notes to be on the
table while other players cannot see them. If
a GM screen is not available but a GM wants
some privacy, using every day folders can be
a great substitute.



Hex Map: This is also not required, but
highly recommended! If no maps are
available, use some rulers to determine the
amount of space between creatures, and
use small objects (such as dice or coins) to
represent things in game. In this case, every
“hex” is equal to 1inch.

Remember, sharing is caring! If some
players around the table do not have their
own dice sets, players should feel free to
share amongst themselves. If you or any
other players in your group are looking to
purchase dice or other components, support
your local game store! See what you can
find locally before resorting to online
purchases.

CHECKS

When a player wishes for their character to
do something in game, their actions may
not always succeed or fail. For example, if a
character tries to persuade a security guard
that they are a part of the force, the
outcome has a chance to succeed or fail. In
this case, the GM would ask the player to
make a Check for a specific Trait.

A character’s traits are listed on their
character sheet, and each have an
associated score with them. To pass a
Check, a player rolls their percentile dice
and must roll a value equal to or under the
Trait's score. If the value is above, they fail.

Critical Success & Failure: Any time the
percentile dice are rolled and their value is
5 or lower, it is a critical success. Critical
successes always pass the required Check,
regardless of any other effects on the
Check. When the percentile dice are rolled
and their value is 95 or higher, this results

in a critical failure. Regardless of any other
effects on the roll, the roll fails.

Contesting Checks: Contesting Checks are
made when two creatures are fighting
against each other for two different
outcomes. For example, if a creature
attempts to Grab another, they must make a
Contesting Check to see who gets their way
in the interaction. Use the steps below we
making Contesting Checks.

1. The GM determines the Check and both
creature’s roll. The creature who is being
challenged is the defender, while the
challenger is the creature starting the
interaction.

2. If both creatures fail, the defender wins.

3. If the challenger succeeds and the
defender fails, the challenger wins. If the
defender succeeds and the challenger
fails, the defender wins.

4. If both creatures pass, the creature who
passes by the most wins. For example, if
a defender passes with a 7 while having
a score of 20, and the challenger
succeeds with a 25 with a score of 50,
the challenger wins.



MODIFYING CHECKS
Checks may also be modified by external

forces during play. Depending on the
modifications, a Check may be made easier
or harder. The list of modifications that can
be applied to Checks is shown below...

e Bonus: When applied to a Check, a
player subtracts it from the rolled value,
possibly turning a failure into a success.

e Penalty: When applied to a Check, a
player adds it to the rolled value,
possibly turning a success into a failure.

e Advantage: When a Check has
Advantage, the percentile dice are rolled
twice, and the lower total value of the
two are taken, even if one roll is a
critical failure.

e Disadvantage: When a Check has
Disadvantage, the percentile dice are
rolled twice, and the higher total value of
the two are taken, even if one roll is a
critical success.

If a GM wishes, they made add any of these
modifiers to make a Check easier or harder.
For example, if a player is really, really
getting into character during karaoke, the
GM might give a Bonus or Advantage to the
Check. Maybe a character is inebriated
when trying to find the exit in a bar. In such
a case, a GM could impose a Penalty to the
character’'s Checks, or even Disadvantage.
While these additions should be used
sparingly, they are perfect for tense
situations, pivotal points during a story, or to
add wanted realism. A GM may also to
exclude any additional Bonuses or Penalties
that go outside of what the system provides.
As long as everyone around the table is
having a good time, any style is acceptable!

Sometimes, multiple modifiers may be
applied to a single Check. For example, if a
character has a Bonus when making the
required Ranged Check for a Ranged Attack,
but the target is behind Low Cover, they
would find the difference between their
Bonus and Penalty. If the character had a
Bonus of 18, but a Penalty of 20 due to the
Lower Cover, their net modifier would be a
Penalty of 10.

When in doubt, simplify! If the math for
a Check becomes especially complicated, it
is okay to guestimate the total Penalty or
Bonus if the table agrees.

ASKING FOR CHECKS
Checks should be required only when a

creature’s action have a chance of failure or
success. A Check should only be used when
the following requirements are met...

e The task is outside the realm of
normal reflexes, such as spotting a
concealed weapon, finding blood stains
on a worn jacket, or dodging a thrown
dagger. Reading a menu in a known
language or noticing a large, loud
spacecraft fly overhead should not
require a Check.

e The task has a chance of failure or
success, such as spotting a specific
creature in a large crowd, firing a
weapon, or recalling folklore. However,
any creature can turn a doorknob, drink
water, or walk down a hallway. These
actions should not require a Check.

e The task is not impossible, such as
extinguishing a star by flying into. Since
the task is impossible, there is not
possible Check for it.



USING A CHARACTER

A character’s character sheet holds all of
the information about them, both
mechanical and personal. While the below
statistics are covered more in this book,
below is a list of some prominent
mechanics...

e Health Points: All characters have a
maximum amount of Health Points, and
subtract from their current amount as
they take damage. If there were to fall to
® Health Points, they are Downed! Some
abilities restore Health Points.

e Categories: Each character has five
main Categories: Physique, Dexterity,
Power, Sense, and Speech. When a Level
1 character is made, their Category
scores fill in their Trait scores.

e Traits: Specific skills of a character. As
the level up, their scores will increase.
Traits are used when making Checks.

e Star Dice: Used to reduce Checks,
possibly turning a failure into a success.
As a character level up, they gain more.
Star Dice are regained on Rests.

e Armor & Resistance Dice: Using to
reduce incoming damage, depending on
the damage type. In combat, they are
used once per round.

e Actions: A maneuver pulled off by a
character. Level 1 characters may use 2
per turn.

e Movement: How many hexes a
character can move in 1 turn. Most have
5 hexes of Movement.

e Abilities: The unique talents of a
character determined by their species
and Class.

CATEGORIES & TRAITS
A creature’s physical and mental

capabilities are broken down into five
Categories: Physique, Dexterity, Power,
Sense, and Speech. Under each Category
are many Traits, which all start with the
same score at their Categories. For more
information of the mechanics of how to use
these Traits for Checks, how to determine
them, and how to increase the, refer to the
CHECKS and STEP 3: ASSIGN SCORES
sections of this book.

Below is a list of every Category & Trait
a character has, as shown on their character
sheet. Each Trait comes with a short
description of what it is used for, and what it
represents for a character.

Physique represents a creature’s physical
form. A character with a high Physique score
may by muscular and fit.

e Armor: How well a creature can resist
physical damage like bullets or claws.
The higher the score, the higher their
Armor Die is.

o Melee: The creature’s expertise in hand-
to-hand combat, or with close ranged
weapons like knives and blades. Melee
Checks are required when making Melee
Attacks.

e Strength: How much a character can lift,
pull, or push. Moving heavy objects and
grabbing other creatures requires
Strength Checks.

e Endurance: How long a creature can
fight, run, or stand for. The higher the
score, the more stamina a creature has.



Dexterity covers a creature’s fine motor

skills. How quickly can they react to danger,

or crack open a lock? Creatures with high
Dexterity scores tend to be quick on their
feet, acrobatic, and precise.

Agility: How well a creature can
physically maneuver their body around
danger, like bullets or magical effects.
An Agility Check is required to
successfully take the Evade Action.

Finesse: How well a creature can use
their hand (or other appendages).
Thrown Attacks, pit pocketing, and
piloting vessels all require Finesse
Checks.

Ranged: How well a creature can use a
firearm, or other ranged weapon. All

Ranged Attacks require a Ranged Check.

Stealth: How quietly a creature can

move around, remaining unseen to those

they are hiding from.

Power measures how in tune a creature is
with the universe around them. It's their
understanding of the magics, will on The
Pulse, and knowledge of the unknown.

Casting: A creature’s expertise to
produce magical effects. Many
Additional Abilities, such as a Soul
Siphonist’'s Impale require a Casting
Check to use.

Luck: How lucky a creature is. Maybe
things just go their way, or they have a
knack for manipulating the universe to
bend to their will.

Resistance: How well a creature can
resist magical effects. The higher their
Resistance score, the larger their
Resistance Die is.

Nova: A creature’s knowledge of the
magics around them and space itself.
Creatures with a high Nova score might
feel in tune with the universe, or be well
studied with incantations, the elements,
and the pantheon of gods.



Sense shows creature’s cognitive abilities.
A creature with a high Sense score is smart,
capable, and has a sound intuition. They are
cognitive of the world around them, and are
able to reason through complex problems
and puzzles.

e Hacking: A creature’s ability to break
into complex computer systems. Just
like creatures who know the Binary
language, creatures with a high Hacking
score tend to have a good grasp on how
technology works. They can follow
complex network diagrams, repair
hardware, and understand code.

e Instinct: A creature’s gut feeling—their
flight or fight response. How well a
creature can read another’s face,
determine the value of an item, or use
their senses. Instinct Checks are used to
decern the lies of other creatures.

e Intelligence: How smart a creature is.
Intelligence Checks can be used broadly
across many situations that deal with
deductive reasoning or education.

e Investigation: How well a creature can
make correct assumptions about the
environment around them. Crime
scenes, books, abandoned offices, and
natural phenomena are all uses for
Investigation Checks.

e Perception: How well a creature can
locate an object or creature. Perception
differs from Investigation, where
Perception is the physical ability to spot
a camouflaged damage, or spot an out
of place book leading to a secret
entrance. Investigation would be slowly
picking apart a space, or skimming
through a book full of content.

Speech dictates how well a creature can
communicate with others, and get their way
in a conversation. Creatures with a high
Speech score tend to be charismatic, easy
to spark conversations with, and effective
speakers.

e Deception: How well a creature can lie
to another, without getting caught. If a
creature is actively trying to discern a
lie, Instinct Checks may be made after
to see through their lies.

o Fluency: How well a creature can
communicate their thoughts, especially
if they do not share a language with
those they are talking to. Fluency is also
used to discern unknown writings, or
pick out important conversations in a
busy street.

e Humor: How charismatic and
entertaining a creature is. It’s their
ability to keep other happy, host a good
party, or tell some good jokes.

e Intimidation: The creature’s ability to
leverage their physical appearance, or
cutting words, to scare another creature
into submission.

e Persuasion: The act of convincing
another creature to a certain side.
Persuasion is used in bartering, swaying
others to believe in an argument, or get
out of a sticky situation with others of
authority.

The Traits of Creatures: Creatures have
the same Traits as characters, even if their
stat block does not show them. However, if it
is not specifically listed, then a Trait's score
shares the same score as its Category.

For example, if a creature’s stat block
notes that it has a Physique score of 60,



and does not specify a score for Armor,
Melee, Strength, or Endurance, then all of
the Traits also have a score of 60.

If a creature were to have Power score
of 50, but the Trait Luck is specified to have
a score of 55, then Luck uses the score of
55. Assuming none of the other Traits under
Power are specified, then they all share a
score of 50.

STAR DICE
All characters have Star Dice that allow a

player to enact a character’s will. Star Dice
give characters an avenue to shape the
universe how they see fit, literally willing a
desired outcome into existence.

Star Dice are represented by D20s, and
can be added to any Check after failing to
gain a Bonus equal to the number rolled. If
the Bonus would bring the total rolled under
the Score of the Statistic tested, the Check
passes! A character may add as many Star
Dice as they want to a single Check,
provided they have the desired amount. Star
Dice are added one at a time—if character
still fails a Check after adding a Star Die,
they can more if they wish! Spent Star Dice
are regained after a Rest.

For example, a GM requires a character
to make an Investigation Check. The
character’s Investigation Trait score is 60,
meaning the player must roll 60 or under
when rolling their percentile dice. The player
roles 71, meaning the Check failed.

However, the player decides to add a
Star Die, rolling a 7 to reduce the Check to
64. Assuming the player has another Star
Die, they add it and roll a 10, bringing the
Check’s total to 54. Since the value of the
roll is now under 60, the character passes
their Check!

Temporary Star Dice: Some characters
have the ability to gain or give Temporary
Star Dice. These do not count towards a
character’s total Star Dice, but function the
same as other Star Dice. Usually,
Temporary Star Dice last until used, or a
character’s next Break or Rest.

RESTS & BREAKS
Characters need time off to recharge.

Without down time, a character will grow
tired, hungry, and overall perform worse.
Rests and Breaks allow characters to
recharge in between adventures and allow
for roleplaying opportunities. Rests and
Breaks must be taken in a safe space where
the characters will not be threatened by
other creatures. Only after a Rest or Break is
fully completed can a character reap their
benefits.

Rests: During an eight-hour period,
character health their wounds from combat,
and take much needed time off. Usually,
characters sleep during the majority of a
Rest’s duration. Up to 2 hours of a Rest may
be spent doing leisurely tasks such as
visiting a restaurant, cleaning a messy
space ship’s interior, or playing board
games with friends.

After completing a Rest, a character
regains all of the Health Points, spent Star
Dice, Uses and Abilities. If they have any
Death Damage, they remove an amount
equal to their Level.

Breaks: During an hour period, characters
take a small amount of time to relax. Sleep
is not needed to compete a Break, but short
naps can be taken. As long as the
characters are safe, and allowed to exist



without being threated, a Break can be
completed.

After completing a Break, characters
restore up to half of their total Health Points
and regain 1 Star Die. Some abilities are
recharged on a Break.

USING THE CHARACTER SHEET

Something great about using the character
sheet.
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CREATING

A CHARACTER

In Stardust, your character is how you
interact with the world. Using dice rolls,
roleplaying, and their skills, you will use your
character to live out a high speed, thrilling
life flying through the Solar System with your
friends around the table. This section will
lead you through character creation, using a
character sheet, and leveling up a character.

This only covers the mechanical parts of
your character. When brainstorming a new
character, think about their emotions, goals,
and needs. How do you want to play as your
character? Does your group intend for a
serious adventure, or comical? Before
making your character, be sure to grab your
friends and have a conversation about your
expectations for your upcoming adventure.

For new players, reading through SBS:
CHARACTER CREATION is recommended.
It walks through character creation of Kali's
character Kilgore and can be followed to
make your own character. When creating a
character above Level 1, it is recommended
to step through Level 1, and then go level by
level until you reach the desired level.

STEP L: CHOOSE A SPECIES
A character’s species dictates their physical
appearance, and can provide a hook for
their backstory within a campaign. When
choosing a species for your character,
consider how their backstories could
intertwine with a species’ lore.

Players are able to change the
descriptions of species to fit their image for
their character. For example, Travelers tend
to have blue or cyan skin. However, if a
player wishes, they could choose for their
Traveler character to have purple skin.

Travelers on average are also taller than a
human, but again, players have the ability to
change this. When changing larger aspects
of a species, players should ask the GM to
see if they align with the GM'’s story. GMs
should be open to player requests and
willing to work with them on creating a
backstory that hooks them into their
adventure.

Each species has 3 Species Abilities that
are unlocked as a character levels up. A
character gains a Species Ability at Levels 1,
4, and 8. Species Abilities do not require
Additional Slots and may not be swapped
out for Additional Abilities.

Along with their own abilities, each
species also has a list of languages they
natively speak. If a language does not align
with a player’s vision for their character, they
may be swapped with different languages
with GM approval. For more information on
languages, refer to the LANGUAES section
of this book.

Placeholder for art

11



STEP 2: CHOOSE A CLASS

A character’s Class grants them most of
their abilities. As they level up, the gain
stronger abilities to use in and out of
combat. A Class’s Prominent Ability is
always active, and acts as its main ability
that will influence how you play your
character. Additional Abilities come from a
list of abilities that grow as a character
levels up. Refer to the CLASS ABILITIES
and CLASSES sections of the book to learn
more about abilities and each Class.

After choosing a Class, record its
Prominent Ability on your Character Sheet
under the “ABILITIES” section. Feel free to
use the optional Abilities page which
provides more space to write notes about
your character’s abilities.

Note the Class’s recommend spread of
points when dedicating them to your
character’s Categories. These will be helpful
when investing points into them in the next
step of character creation.

STEP 3: ASSIGN SCORES

Every creature has five Categories which
determine the scores of their Traits. Traits
are used for Checks when an outcome of a
creature’s actions could either succeed or
fail. Every section has four Traits, and grow
as a character levels up.

For example, a character with a Combat
score of 55 means that all of their Traits
under the Combat Category will have a
score of at least 55. This can change as a
character levels up, as they may increase

specific Traits instead of an entire Category.

After a Level 1 character is created, their
Category scores will never change.

Category Scores: To determine a
character’s starting Category scores, use the
table below. A Level 1 character has 12
points total to invest into their Categories.

POINTS SCORE
0 40
1 45
2 50
3 55
4 60

For example, a character could invest 4
points into Combat, 1 point into Dexterity
and Power, and 3 points into Sense and
Speech. This would result in the following
Category scores...

Combat 60 (4 points)
Dexterity 45 (1 point)
Power 45 (1 point)
Sense 55 (3 points)
Speech 55 (3 points)

At this point, all Trait scores will mirror
their Category’s. For example, a character's
Armor score (which is under the Combat
Category) is 60. Casting (under the Power
Category) on the other hand has a score of
45. Record all Category and Trait scores on
your character sheet. Some Trait scores will
change with the next part of this step!

Modifying Trait Scores: At Levels 1,4,7, 9,
and 11, a player chooses 6 Trait scores to
increase by 5. At Level 1, this means that 6
Trait scores will be 5 higher than their
Category’s score. Record the new scores on
your character sheet.

=



Armor & Resistance Dice: These dice are
used in combat to reduce an instance of
incoming damage each round. For more
information about how they work, refer to
the ARMOR & RESISTANCE DICE section
of this book.

Depending on a character’'s Armor and
Resistance scores, their Armor and
Resistance Dice increase in value. If their
scores are low enough, they might not even
have an Armor or Resistance Die. To
determine your character’s Armor and
Resistance Dice, refer to the table below. If
the respective score is within a range, your
character has the corresponding die.

STEP 4: HEALTH POINTS

ARMOR/RESISTANCE
DIE TYPE SCORE
None 0 to 54
D4 55 to 69
D6 70 to 84
D8 85

For example, if a character has an Armor
score of 60 and a Resistance score of 70,
they would have a D4 as an Armor Die, and
a D6 as a Resistance Die.

Health Points are a representation of a
character’s wellbeing. The more they have,
the more damage they can before going
Down. When a character runs out of Health
Points, the begin to take semi-permanent
Death Damage.

Characters gain Health Points as they
level up, determined by their Class’s Health
Die. Health Dice are used to gain Health
Points, restore Death Damage, and some
healing abilities. A Level 1 character's
starting Health Points is 5 plus their Health
Die's maximum value, as shown below...

CLASS HEI;\ILETH HE:I;T:IE CSEI:TS

Gunslinger D6 1
War Baron D8 13
Thundersmith D8 13
Death Bringer D6 1
Soul Siphonist D4 9
Holomancer D6 11
Infectant D4 9
Elemenatlist D6 11
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STEP 5: OTHER STATISTICS

There are a few character statistics that are
identical regardless of your character's
Species or Class. Below are all of the other
character statistics needed to create a Level
1 character.

e Actions: At Level 1, all characters have 2
Actions. As a character levels up, they
gain more Actions. Refer to the
LEVELING UP section of this book to
learn more.

e Movement: At Level 1, all characters
have 5 hexes of Movement during each
turn of combat. Some abilities can
change this!

e Star Dice: At Level 1, all characters have
1 Star Die. Star Dice are used to reduce
a Check’s total, possibly turning a failure
into a success. As a character levels up,
they will gain more Star Dice to use
between each Rest. Refer to the STAR
DICE section of this book to learn
more.

STEP b= STARTING ITEMS

depending on their setting. However, simple
items like clothing or a character’s personal
belongings should rarely be taken away,
especially without a player’s consent.

GMs should be willing to give items to
characters that fit their back story,
especially ones without gameplay
implementations. For example, a player
creating a Soul Siphonist may have a family
heirloom pasted through generations to
harness the power within souls.

SBS: CHARACTER CREATION

At Level 1, characters gain 2 weapons of
their choice, shown in the WEAPONS TABLE
section of this book. A GM my decide for the
players to start with more or less, depending
on the adventure. All creatures also start
with 10 Credits, unless specified otherwise
by the GM.

Assumed Items: Some items a character
owns does not need to be detailed on a
character sheet, or approved by a GM. For
example, every character has their own set
of clothes, enough bullets to get them
through the day, and food for meals. Some
GMs may change these assumed items

This section explains step by step how to
create a character at Level 1. It follows Kali
through their creation of Kilgore: A
Gunslinger who’s a smooth talker, and
straight shooter. When creating a character
for yourself, especially if it is your first time,
it can be helpful to follow through with Kali
during the process.

First, Kali chooses their character’s
species and Class: A Hellborne Gunslinger
by the name of Kilgore. They record their
character’s Prominent Ability Tactics and
Level 1 species ability Physical Advantage.
This is STEP 1 and STEP 2.

Next, Kali determines Category scores by
investing points into them. Since Kilgore is
a Gunslinger, Kali notes that Gunslingers
tend to have a high Combat score, as
detailed in the Class’s section. They also
decide that they want Kilgore to have a high
Speech score to match his personality. They
use the following spread of points...

Combat 60 (4 points)
Dexterity 55 (2 points)
Power 50 (2 points)
Sense 40 (® points)
Speech 60 (4 points)
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Kali then decides which 6 Traits they
want to add 5 score to. They decide to
increase Armor, Ranged, Stealth,
Resistance, Deception, and Persuasion. All 6
Traits have their scores increased by 5. So
even though Kilgore's Combat score is 60,
his Ranged and Armor scores are 65. While
his Power score is 50, his Resistance score
is 55.

Since Kilgore has an Armor score of 65,
and a Resistance score of 55, he has 1D4 as
an Armor Die and Resistance Die. Kali
records this on their character sheet under
the “ARMOR DIE"” and “RESISTANCE DIE”
sections. After recording the new scores of
6 modified Traits, Kali completes STEP 3.

For STEP U, Kali refers to the table under
the 4. HEALTH POINTS section to
determine Kilgore's Starting Health Points.
Since Kilgore is a Gunslinger, he starts with
11 Health Points, and has a D6 Health Die.

Kali records his maximum Health Points
(11) on their character sheet along with
Kilgore's current Health Points. As he has
not taken any damage, his current Health
Points are also 11. They also record that
Kilgore's Health Die is a D6. Kilgore does
not have Death Damage, so they keep that
section empty for now.

Kali then records Kilgore’s Actions,
Movement, and Star Dice. As he is a Level 1
character, Kilgore has 2 Actions, 5 hexes of
Movement, and 1 Star Die. They record this
on their character sheet under their
respective sections, completing STEP 5.

Finally, Kali chooses a Rifle and Shotgun as
their starting weapons. They record these on
their character sheet, noting their statistics
like damage, range, and ammunition

capacity. After adding 10 Credits to
Kilgore's inventory, Kali has completed
STEP k, and make a Level 1 character!

LEVELING UP

As a character progresses through an
adventure, they gain experience and
knowledge of universe around them. They
work towards completing personal goals,
and grow strong in their craft. When a
character levels up, they gain new abilities
and increase their Trait’s scores. Usually,
GMs control when their group levels up in
their adventure. Maybe it's after a long,
drawn-out fight with a powerful evil enemy,
or possibly after completing a large deed.

It is common, and recommended, for all
characters in a group to level up at the
same time. That way, no player feels left out
of the experience or weaker than their
friends around the table. As a note, you may
only gain levels in a single Class.

GAINING HEALTH POINTS
Whenever a character levels up, they roll

their Class’s Health Die and add the value to
their maximum amount of Health Points.
They also gain the same amount as current
Health Points. If the value rolled on the
Health Die is 1, the Die is rerolled.

As a note, the amount of Death Damage
a character takes per turn while Downed
also increases each time a character levels
up. Whenever a character is Downed, they
take Death Damage equal to their level on
the start of their turn.
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INCREASE TRAIT SCORES
When characters reach Levels 4, 7, 9, and 11,

they increase 6 Trait scores by 5. The
maximum score a Trait can have is 85.

GAINING ACTIONS & STAR DICE
Regardless of their Class, all characters gain

Actions and Star Dice as they level up. The
table below shows the number of Actions
and Star Dice a character has, depending
on their level. Any time a value increases, it
has been bolded.

LEVEL ACTIONS STAR DICE
1 2 1
2 2 2
3 3 2
4 3 3
5 3 3
6 3 3
7 4 4
8 4 4
9 4 4

10 4 4
1 5 5

UNLOCKING ADDITIONAL SLOTS
After Level 1, whenever a character levels up,

they unlock an Additional Ability they can
add to their list.

As a reminder: in order for a character to
use an Additional Ability from their Class,
they must use an Additional Slot. Meaning, a
character must have an open Additional Slot
to use, or swap out a new Additional Ability
with an old one to use it. Additional Abilities
may be swapped in and out of Additional
Slots freely when a character levels up.

Two Additional Abilities from the same
level cannot be used at the same time. For
more information on Additional Abilities,

refer to the UNDERSTANDING ABILITIES
section of this book.

The following table shows when Additional
Slots are gained. This means that a
character can have the same number of
Additional Abilities active at once.
Characters cannot use Additional Abilities
from levels that are above their own. Any
time an Additional Slot has been gained; it
has been bolded.

LEVEL ADDITIONAL SLOTS
1 O (Prominent Ability unlocked)
2 1
3 2
4 2
5 3
6 3
7 4
8 4
9 5

10 5
11 6

SBS: LEVELING UP
With a few sessions down the drain, and a

great time spent with friends around a table,
Kali's character Kilgore has leveled up! For
this example, we will assume Kali has
already leveled Kilgore up a few times, and
is going from levels 3 to 4.

First, Kali increases Kilgore’s Health by
rolling a Health Die, which is a D6 as Kilgore
is a Gunslinger. They roll a 4, and add it to
Kilgore's current and maximum Health
Points. If they rolled a 1, they would reroll
the die.

Looking at the table under GAINING
ACTIONS & STAR DICE, Kali notes that
Kilgore does not gain an Action this level.
However, he does gain a Star Die! They
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record that Kilgore has gained a Star Die,
totaling to 3 instead of 2.

Finally, Kali sees that Kilgore gains access
to a new Additional Ability: Improvised
Reload. However, since Kilgore does not
gain another Additional Slot, and both are
already filled, they would have to swap out
an Additional Ability with Improvised
Reload. Kali decides that they want
Improvised Reload over Outlander’s Charm,
so they swap them around. They now have
Kilgore's Prominent Ability Tactics (which is
always active), Free Spins, and Improvised
Reload.

Since Kilgore gains another Additional
Slot at Level 5, they could choose to put
Outlander’s Charm back on their list when
they level up to 5, or take one of the
Additional Abilities unlocked at Level 5.



SOCAILIZING & EXPLORATION (WIP)

In the vast expanses of our Solar System,
there are an almost infinite number of
hotspots, ruins, caverns, cities, and more to
explore. Challenges that character must
overcome, whether to achieve their personal
goals, over through an evil cooperation, or
fight for survival lay around every corner.

Many different creatures call the Solar
System their home. While some are more
intelligent than others, everyone plays their
part in a diverse and expansive, multi-
planter ecosystem filled with politics,
distance barriers, remote, desolate
locations.

Unlike combat, the rules of socialization
and exploration are not set in stone. The
rules laid out below are a guide to create an
engaging narrative and drive player
interaction.

Socializing allows for all players to engage
in roleplay senecios and dig deep into their
character. They can find out useful
information about their task at hand, barter
for powerful weapons and gear, or party
through a long night of fun and alcohol.
Exploration, however, allows for players
(and their characters) to adventure through
the world around them. It lets the GM flesh
out the cities of Mars with narrow, filthy
alleyways that each hold their own
mysteries. Exploration is not like an instance
of combat—it’s always evolving with every
Check, player decision, and GM narration.

Stardust is a roleplaying game first, not
a battle simulator. While combat is exciting
and allows players to roleplay in combat with
their fantastic abilities and stunning

strategies, what happens outside of combat
is where the bulk of roleplaying occurs. The
Solar System is an expansive place filled
with breathtaking views, incomprehensible
cosmic horrors, and majestic landscapes.
Exploring the universe and interacting with
its denizens give way to roleplay around the
table for all involved.

ROLEPLAYING

Roleplaying is the act of assuming a role
other than ourself, and playing out that
character. For example, the GM might
assume the role of a corrupt official plotting
the downfall of a large city for their own
political gain, even though the GM
themselves has no plans of doing so
(probably... hopefully). A player might
assume the role of Garissa: a young and
ignorant human who is well versed in the art
of stealing Soul Shards.

Different people roleplay in different
ways, and all are valid: Stardust follows an
open-door policy where all players need to
feel comfortable with what is going on
around the table. If at any point this
changes, a player has the ability to stop the
scene, talk about what is making them
uncomfortable, or take a quick break before
returning to communicate.

Be wacky, nerdy, or serious. All are
encouraged: Have fun around the table!
Figure out what works for your group and
the setting you are all in. For example,
consider the feelings and themes the GM
wishes to utilize during their adventure,
along with everyone else around the table.
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Does everyone want sessions to be gritty
and serious? Instead, would everyone rather
it be comedic and light hearted? As long as
everyone is having fun around the table and
is comfortable with what is going on and
being said, any atmosphere works.

Rewarding positive roleplay is key:
Bonuses and Penalties exist for the GM to
alter a character’s chance of success when
making Checks. If players are roleplaying
their characters well, come up with a unique
approach to a problem, or a Bonus makes
sense: grant it!

On the flip side if a Check seems
especially difficult, a Penalty might be
enhancing the feeling of stress, and skills
needed to perform a taxing task. For
example, Garissa does not have an innate
Penalty for all Intimidation Checks due to
her small stature and innocence, but she
would gain a Penalty on Perception Checks
while in a dark room. How she holds herself
is in her control, external factors are not.

UTILIZING CHECKS

Not every character’s action needs a Check
associated with it! Refer to the CHECKS
section of this book for more info, but
character should be able to traverse the
world around them without needing to roll
dice with every interaction.

For example, creatures can easily
converse with each other if they share a
language. Anyone (unless specified
otherwise by a player describing their
character or a GM roleplaying a specific
creature) can hold a conversation with
another without the use of Checks. However,
when a creature wishes to turn the
conversation head over heels with a call to

action, sneaky lie, or entertainment, a Check
may be needed. If a creature begs another
to spare their lives, perhaps a successful
Persuasion Check lets them live to see
another day.

If two creatures do not share a
language, the universal language of
expression and emotion can help to bridge
the gap. Fluency Checks are perfect for this
scenario! If a lower intelligence creature,
such as an adorable husky is sitting
patiently next to a dinner table, a Traveler,
who may have never encountered such a
perfect creature, might not understand they
are begging for food. However, the GM
could ask for a Fluency Check to read their
body language. Traveler’s do not salivate,
but they do share the intent of eye contact
and body language.

Two intelligent characters who do not
share a common language may also interact
through jesters and body language, albeit
with Fluency Checks. These interactions can
be charming, as two creatures unite to find
common ground between their languages. It
can be humorous when something is
misunderstood, or detrimental to a
character’s ego.

When a player decides to roll their Star
Dice to reduce a failing Check, they should
consider what their character does to
bounce back. Does their character tell a
quick, witty joke after losing the gaze of
passersby in a park to grab their attention?
Does a creature stumble through a lie, only
to latch onto a lucky personal connection of
their enemy? Whatever the case, Star Dice,
and failing a Check, lead to exciting story
develops much as a success would.
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COMBAT

Kind words and persuasion can only go so STARTING COMBAT

far. Sometimes arguments get physical, Outside of combat, players are free to

breaking into combat. interact with the world as they wish. The GM
While in combat, creatures take turns takes questions from the players and

using Action and Movement. They can narrates an ever-unfolding story. Inside of

attack with weapons, grab other creatures, combat, turns are taken in chronological

or use powerful abilities. Combat can be order.

broken down into 3 main steps, shown When a GM wishes to start combat, they

below... ask for the players to roll for initiative. Each

player rolls percentile dice and adds their

Agility score to it; this is their initiative.
The GM records every character’s

initiative and rolls for any non-player

1. The GM announces an instance of
combat has started, and asks for the
other players to roll their initiative.

2. All creatures involved in take their creatures under their control. Afterwards, the
turns, based on their initiative score. GM creates a list of every creature involved
Non-player creatures are controlled by in combat, ordering them from highest to
the GM. Once all creatures in combat lowest initiative. This is one of the few times
have taken a turn, a round passes. in Stardust where rolling a high value with

the percentile dice is desirable.

Creatures will take their turns in this
order. If a creature was Surprised when
combat was declared, they subtract 25 from
their initiative roll.

3. A victor is declared. Victory can be
obtained in more ways than death. A
party could feint the other, persuade
them for peace, or stealthily sneak away.

Tying Initiative: If two creatures tie in
initiative, player characters have first
priority, acting first in combat. If two player
characters tie, the player may decide who
moves first. If a decision cannot be reached,
both players roll their percentile dice again.
Whoever rolls the higher value moves first.

If two creatures controlled by the GM
tie, the GM may decide which moves first in
combat. If they wish, they may also reroll
percentile dice, allowing the creature with
the highest roll to move first.

Battle Maps: If available, GMs can use a
hex grid to create a battle map. Most GMs
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design their combat maps before a session,
but they could also be created on the spot!
On the map, players place an object to
represent their character... anything from a
coin to a painted model works! GMs draw
buildings, Low and High Cover, and place
the creatures onto the map.

Hex maps are amazing for determining
line of sight, and respecting the Range of
weapons and abilities. If a map is not
available, action can play out in the theater
of the mind, or a ruler can be used to
determine distances between characters. In
this case, use 1inch in place of 1 hex.

If possible, consider investing into a hex
map that can be drawn on with dry-erase
markers. That way, the battlefield may be
edited in real time, and it cuts down on
waste compared to paper.

TAKING A TURN

On their turn, creatures spend their Actions
and Movement to move around the
battlefield, attack with weapons, and use
abilities. Players control their own
characters while the GM controls the enemy
creatures the party is fighting. Turns are
taken in initiative order, as determined
when initiative is rolled.

Battle Etiquette: Sometimes, an instance
of combat can take a while to complete.
With all TTRPGs that feature combat, none
of the turns, statistics, or descriptions are
being calculated by a computer. As such,
turns may take a minute or two to complete,
and the GM needs to account for everything
on the battlefield. Not only do GMs need to
track data, but players also need to decide
what they wish to do on their turn, only to
transition to another player who does the

same. A few notes about playing out an
instance of combat...

e When a player is waiting for their turn,
they should be respectful of the GM'’s
efforts, other player's choices, and
everyone's time. For a GM, it can be
hurtful to see another player passing
time on an electronic device. Try to stay
engaged during combat!

e Between players, teamwork is welcome!
Combat is at its best when the party is
working as a team, and the GM gives
narrative freedom to the action. If a
player asks for assistance on their turn,
other players should feel free to make
suggestions. However, there is a fine line
between assistance and back seating.

e A GM never ends another player's turn.
Only the player taking their turn may end
it. It is customary for a GM to ask “Is
that the end of your turn?” once a player
has expended their Actions and
Movement, but they should never
explicitly assume the turn is over.

On a creature’s turn, they have two main
resources: Movement and Actions. All
creatures have a base Movement, which is
equal to the number of hexes they may
move in a turn.

Along with Movement, creatures also
have Actions to spend. An Action is a small
maneuver used in combat. Attacking with
weapons, using abilities, or using a specific
Action from the Specific Actions list are all
things a creature may do on their turn.

MOVEMENT
On a creature’s turn, they have a number of

hexes that they may move without spending
an Action, known as their Movement. On a
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character sheet, a character's Movement is
listed under their Health Points, next to their
Actions. For non-character creatures, their
Movement can be found in their stat block.
A few rules about Movement...

e Movement does not use Actions to use.
Instead, it is a separate resource from a
creature’s Actions.

e In order to move into a hex, a creature
must be adjacent to it. Furthermore, the
hex may not be occupied by another
creature, Low Cover, or High Cover.

e All playable species have 5 hexes of
Movement. Other creatures may have
more or less!

e A creature may take the Dash Action on
their turn, gaining 3 hexes of Movement
until the end of their turn. This may be
done as many times the creature wants,
provided they have the Actions to do so.

e Movement is regained on the start of a
creature’s turn, and there is no
punishment to ending a turn with
unspent Movement.

Rough Terrain: When a creature enters
Rough Terrain, it inhibits their ability to
safely move through it. When using
Movement to move out of Rough Terrain, it
takes 2 hexes of Movement instead of 1.
Moving into Rough Terrain only takes 1 hex
of Movement.

For example, if a creature were to step
into Rough Terrain, it would cost 1 hex of
Movement. Moving out of that Rough Terrain
would then cost 2 hexes of Movement.

Jumping: A creature may jump over a
number of hexes as shown in the table
below...

STRENGTH SCORE | JUMP DISTANCE

0 to 59 1 hex
60 to 84 2 hexes
85 3 hexes

Jumping is a Free Action, but may only
be used once per turn. A creature’s jump
distance measures both horizonal and
vertical Movement. For example, if a
creature to jump into a window 2 hexes up
(about 2 meters) than 2 hexes of Movement
would be used.

Every hex jumped consumes Movement
as if it the creature walked to the hex they
jumped to. However, when jumping over
Rough Terrain, its movement penalty is not
applied. For example, if a creature jumps
over 1 hex, they will spend two hexes of
Movement: one for the hex they jumped
over, and other for the hex they landed in.

Creatures can jump over Low Cover, but
spend to hexes of Movement to do so.
Meaning, a creature must be able to jump
over 2 hexes to clear Lower Cover, and uses
2 hexes of Movement when doing so.
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ACTIONS
Characters have a finite number of Actions

they may take on their turn, determined by
their Level. Just like Movement, Actions are
regained at the start of a creature’s turn.
Characters record their total amount of
Actions on their character sheet, located
next to their Movement.

Creatures spend their Actions to make
Attacks, use Abilities, or use any other
Actions as shown under the SPECIFIC
ACTIONS section of this book. Some
Abilities, or other actions are noted as a
Free Action. This means no Action is
required for the effect.

Making Attacks: A creature may make as
many Attacks as they want on their turn,
assuming they have the required Actions to
do so. Some weapons, like large melee
weapons, require more than 1 Action to use!

Using Abilities: If a creature’s ability has a
total amount of Uses, even if infinite, they
may only use that ability once per turn
(unless specified otherwise). Some powerful
Abilities require more than 1 Action to use!

A creature with 3 Actions on a turn has a
multitude of choices to make. Do they use
all of their Actions on Attacks, or attempt to
use their power Abilities? Should they use
any of the Specific Actions, such as
Dashing?

For example, they could attempt to make
3 Attacks. They could also use an ability, and
make 2 Attacks. They could use two
different abilities with Uses on a single turn,
but cannot use the same ability more than
once.

SPECIFIC ACTIONS
Along with a creature’s Attacks and abilities,

all character may preform Specific Actions
on their turn. Unless specified otherwise,
each Action may only be used once per turn.

e Dash: As an Action, you gain 3 hexes of
Movement until the end of your turn. You
may Dash multiple times per turn,
assuming you have the Actions to do so.

e Evade: As an Action, make an Agility
Check. If you pass, the next Attack made
against you has a Penalty of 15 until the
start of your next turn. If you fail, the
Penalty is reduced to 5.

e Grab: As an Action, you attempt to Grab
a creature within 1 hex of you, forcing a
contesting Strength Check. If you
succeed, you Grab the creature. For
more information on the Grabbed
condition, refer to the CONDITIONS
section of this book.

e Hide: As an Action, make a Stealth
Check while breaking line of sight
against any number of creatures. If
successful, you become Hidden against
those creatures. For more information
on the Hidden condition, refer to the
CONDITIONS section of this book.

e Interact: As an Action, you interact with
an object within your reach. For example,
you could open a door, push a button, or
knock over a table.

® Ready: As an Action, you prepare an
Action to trigger after something you
specify occurs. For example, you could
state “I use an Action to ready an Attack
with my rifle if a creature walks through
that door.”
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ATTACKS

On a turn, creatures may use their weapons
(or bare hands) to make Attacks. Most
weapons require a single Action to use,
while some require more. A creature may
make as many Attacks as they want on their
turn, assuming they have the Actions to do
so.

When making an Attack, a creature first
specifies a target they can see and attempts
its required Check. Depending on the type
of Attack, a specific Trait is used. Melee
Attacks require a Melee Check, Ranged
Attacks require a Ranged Check, and
Thrown Attacks require a Finesse Check. If
the Check is successful, the Attack hits! If
the Check fails, the Attack misses.

When a weapon is used for an Attack, its
damage is dealt to the creature hit. Most
ranged weapons require ammunition to fire.
Regardless of a success or failure, the
ammunition is spent. All Attacks require line
of sight, or a view of the target. If a
creature does not have line of sight on a
target, they cannot make an Attack against
them.

Melee Attacks are made with melee
weapons against creatures adjacent to the
Attacker. Blades, Knives and Large Axes are
some examples of weapons which make
Melee Attacks.

Most melee weapons add a flat modifier
to the weapon’s damage. For example, a
Blade deals 1D6+1 slashing damage.
Meaning, on a successful Attack with a
Sword, a D6 and add 1 to the total damage.

Ranged Attacks are made with ranged
weapons against creature within the
weapon’s Range. Most ranged weapons
have a minimum and maximum Range at
which Ranged Attacks are made with
unaltered accuracy. Ranged Attacks can still
be made against creatures outside of the
sweet spot range, but at a Penalty.

Most ranged weapons do not have a flat
modifier, and must be reloaded periodically
as their magazines run dry. Ranged Attacks
are affected by Low and High Cover.

Thrown Attacks are made by throwing
weapons, usually ones that are melee with
the Thrown X property, where X is the
distance at which they can be thrown up to.
Finesse Checks are required to make a
Thrown Attack. If the Attack is successful,
the weapon hit the target, dealing its
damage, and drops into the hex of the
target. If the Attack is unsuccessful, the
weapon lands in the hex of the target
creature, dealing no damage to the target.
Thrown Attacks are affected by Low and
High Cover.

Unarmed Strikes are a special Melee
Attack that does not require a weapon. As
an Action, any creature can target another
adjacent to them and make a Melee Check.
On a success, the target takes 1D4
bludgeoning damage. A creature must
have an open hand to make an Unarmed
Strike.
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As an example, when a creature decides to
make an Attack of any kind, they first specify
the target creature. The creature must be
within line of sight, and Range of the Attack.
After spending the required number of
Actions, the creature attempts the required
Melee, Ranged, or Finesse Check.

On a success, they deal the damage of
the Attack. If the Attack were to miss, any
Actions or ammunition are still spent. If it
was a Thrown Attack, the weapon still sores
to the hex that the target was in, harmlessly
dropping to the ground.

COVER

Cover protects creatures around it from
ranged attacks on the other side. Walls, over
turned tables, metal barrels, and cars can all
fit the role as cover in and out of combat.

Cover is divided into two main types:
Low Cover and High Cover. Depending on
the type, different benefits are provided to
creatures around Cover.

Low Cover: When a creature is adjacent
to a hex with Low Cover, Ranged and
Thrown Attacks gain a Penalty if the
attacker’s line of sight is partially or
completely obstructed. When a creature
targets another who is directly behind Low
Cover compared to the attacker, all Ranged
and Thrown Attacks gain a Penalty of 20.

If a creature is only partially obstructed
by Low Cover, the Penalty is instead 10. In
order to gain the benefits of Low Cover, a
creature must be directly adjacent to Low
Cover. Even if Low Cover is directly in the
line of sight of an Attacker, it does not
impose a Penalty on Ranged or Thrown
Attacks.

High Cover: Unlike Low Cover, when a
creature is completely obstructed by High
Cover, line of sight is blocked and Attacks
cannot be made against them.

While a creature needs to be adjacent to
High Cover to gain its effects for slight
cover, High Cover always breaks line of
sight for two creatures on opposite sides.
Creatures targeting another creature who is
slightly obscured by High Cover gain a
Penalty of 20 on all Ranged and Thrown
Attacks.

In the example above, 5 and 4 do not have
any Penalties to target each other (outside
of those provided by ranged weapons) as
there is no cover between them. As is the
same with 2 and 1.

If its Low Cover... both 4 and 5 have a
Penalty of 20 when targeting 1 with Ranged
and Thrown Attacks. 4 cannot draw a line to
2 without partially passing through the hex
with Low Cover, so it gains the partial
Penalty of 10. 5 makes Attacks as normal
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against 2 as a line can be drawn without
passing through the Low Cover.

If its High Cover... 4 and 5 cannot target
1, and it cannot target 4 or 5—line of sight
is completely broken. Since 2 is slightly
obstructed by the High Cover, 4 gains a
Penalty of 20. 5 still has unobstructed line
of sight against 2, so no Penalty is applied.

Determining Line of Sight: If a map is
being used, line of sight can be determined
with a straight edge such as a pencil or
ruler. If a straight line can be drawn from
the attacker to the target without passing
through

Creatures behind Low Cover targeting
others who are not behind Cover do not gain
any Penalties to their Attacks.

STEALTH

Remaining hidden is a great way to avoid
certain doom from powerful enemies.
Sneaking in the shadows, running from a
piece of cover to the next, and dodging the
sight of others are all ways to hide from
other creatures.

As a note, like other mechanics in
Stardust, the rules around stealthing are
open to modification or interpretation by the
GM and other players. While the Hidden
status states that after an Attack is made a
creature is no longer Hidden, a GM may
choose to allow a creature to Grab an
unsuspecting foe, dragging them into the
darkness with their mouth covered. If a
creature is using debris to cover their body,
or sophisticated camouflage to hide in plain
sight, they could remain Hidden even if in
the line of sight of other creatures.

Hiding: To become hidden, a creature must
make a Stealth Check as an Action. A
creature may try to hide itself only once per
turn. If successful, they become Hidden to
any creatures who do not have direct line of
sight of the creature. If the creature fails to
hide themselves, hostile creatures may be
alerted to their presence, determined by the
GM. If a creature reveals themselves to a
creature, such as making an Attack or
stepping into the line of sight of a creature,
they are no longer Hidden.

While Hidden, a creature gains
Advantage on their Initiative roll when
starting combat, and to their first Attack
against a creature. Afterwards, they are no
longer Hidden.

Unless specified otherwise, it is
assumed that Hidden creatures move
stealthily and quietly as to avoid unwanted
attention. Moving into a creature’s line of
sight is possible while Hidden, but might
require subsequent Stealth Checks as to not
alert any prying creatures.

Spotting Hidden Creatures: If a creature
has a suspicion that another creature is
Hidden somewhere around it, it may make a
Perception Check. If they succeed, they are
able to locate the Hidden creature, thus
ending the Hidden status. If they fail, they
cannot locate the creature and are unaware
of their location. A creature may continue to
look for a Hidden creature, but may only try
so one per turn, however.
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ARMOR & RESISTANCE DICE

During combat, Armor and Resistance Dice
are used to reduce incoming damage.
Depending on the creature’s Armor and
Resistance scores, their Armor and
Resistance Dice will range in size, shown
below...

DIE ARMOR/RESISTANCE
TYPE SCORE
None 0O to 54

D4 55 to 69

D6 70 to 84

D8 85

Once per round, a creature may use their
Armor and Resistance Dice to reduce a
damage type associated with them. Both an
Armor and Resistance Die may be used in
the same round, but unless otherwise noted,
a creature only has one of each die. Both
are restored on the start of their turn.
Outside of combat, Armor and Resistance
Dice may be used freely at the discretion of
the GM.

Armor Dice reduce physical damage
types, including bludgeoning, slashing, and
piercing damage. Most mundane weapons
deal these types of damage.

Resistance Dice reduce magical and
elemental types of damage, including g

, fire, ice, , and magic
damage. Magical creatures and effects tend
to deal these types of damage, along with
environmental hazards.

As a note, both laser damage and

cannot be reduced by
Armor or Resistance Dice. Some creatures
may have a resistance to them, however!

GETTING DOWNED & DEATH

When a character is reduced to ® Health
Points, they do not outright die like other
creatures. Instead, they drop into the
Downed condition.

Whenever a Downed creature takes
damage, the damage is stored under the
character’s Death Damage, located in the
Health Points box on a character sheet. If
the Death Damage’s value ever reaches or
exceeds a character's maximum amount of
Health Points, the character dies. Any
excess damage taken from the instance of
damage that Downed a character is added
to the character’'s Death Damage. For
example, if a creature with 3 Health Points
takes 5 damage, they are reduced to ©
Health Points and take 2 Death Damage.
Armor and Resistance Dice cannot be
used to reduce damage; however, Star Dice
may be used.

Taking a Turn: On their turn, a Downed
character may choose to either move up to
3 hexes or take a single Action. When a
Downed character starts their turn, they
gain a number of Death Damage equal to
their level.

Any passive Abilities that a character
has function as normal (unless specified
otherwise). Unless specified otherwise,
Abilities with Uses cannot be used. While
Downed, a character has Disadvantage on
all Strength, Agility, Casting, Perception, and
Fluency Checks.

Removing the Downed Condition: If a
character has their Health Points restored
above 0, they lose the Downed condition.
Their Death Damage stays however, and
may only be removed on a Rest.

Other creatures may attempt to pick up
a Downed creature. As an Action, another
creature may attempt to make an
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Intelligence or Luck Check (their choice).
On a success, the Downed creature regains
1 Health Point and is no longer Downed.
This Action may be taken multiple times per
turn, as long as the creature has the
required Actions to do so.

KEYWORDS

Stardust uses multiple bolded keywords to
describe commonly used mechanics. Below
is a list of every keyword.

CONDITIONS
Armored & Unarmored: Specific to the War

Baron Class. Both Armored & Unarmored
give different benefits, and are required to
use certain Additional Abilities.

Broken: A creature who has lost a Soul
Shard, probably from the magics of a Soul
Siphonist. Some effects of a Soul Siphonist
are more potent against Broken creatures.
While Broken, a creature feels a sense of
impending doom, depression, and dread.
They cannot have Soul Shards ripped from
them for the next 24 hours. After 24 hours,
they lose this condition.

Downed: A creature who has O Health
Points. On their start if their turn, they take a
number of Death Damage equal to their
Level. On a turn, the creature decides to
gain a single Action or 3 hexes of Movement
for that turn, nothing else.

If a creature stabilized themselves or is
healed, this is removed. For more
information, refer to the GETTING DOWNED

& DEATH section of this book.

Energized & Overcharged: Specific to the
Thundersmith Class. Certain effects
Energize them, which can then be used to

power up Additional Abilities or expended

for other effects. If a Thundersmith were to
be Energized again while they already are,

they become Overcharged, producing even
more powerful benefits.

Expend: Denotes when a recourse is used.
For example, Soul Siphonists must expend
Soul Shards for many of the Additional
Abilities or other effects. Thundersmiths
expend their Energized and Overcharged
states to amplify their Additional Abilities.
Sometimes, Star Dice are expended as a
Requirement for some Additional Abilities.

Fearful: A creature who is afraid of another.
The Fearful target cannot willing move
closer to their fear, and have Disadvantage
on all Attacks against them.

Grabbed: A creature who is restrained by
another. They have Disadvantage on any
Checks under the Physique or Dexterity
Categories. On their turn, they may make a
Contesting Strength or Agility Check (their
choice) to escape the grasps of their
grappler. A creature who is grabbing
another may move with them on their turn,
using 2 hexes of Movement to move a single
hex.

Stunned X: A creature loses a number of
Actions on their next turn, equal to X. If a
creature is Stunned for more Actions than
they have, they do not carry to future turns.

Slowed X: A creature loses a number of
hexes of Movement equal to X. If a creature
is Slowed for more hexes of Movement than
they have, they do not carry to future turns.
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ITEMS & THE INVENTORY

In the world of Stardust, there are many
goods, tools, and commodities that
mercenaries, day to day commoners, and
the top one percent fight to get their hands
on. Food, weapons, ammunition, phones,
bullets, and any other object that could fit in
a person’s pockets or backpack are referred
to as items.

Items (and other objects larger than
them) can be interacted with in and out of
combat, and act as a label for the universe’s
“stuff.” Creatures hold items in their
Inventory. Every creature has an Inventory,
but characters keep a list of every item in
their Inventory on their character sheet.

What can I hold? Creatures do not
explicitly say how much the can, cannot, fit
onto their person. Within good faith of the
rules and reality, a creature can hold as
many items as they see fit. Of course, the
GM does have the final say on how much a
character or creature can hold, but they
should not use this as a punishment, but a
method to create interesting situations.

For example, a GM may determine that a
single character cannot store a large data
vault directly on their person, considering its
size and weight. Moving the data vault out of
its current home and into the hands of the
highest bidder raises a challenge to the
crew: “How in the world do we move this?”

Maybe the characters physically push it,
directly into the waiting arms of a ship’s hull.
Perhaps the Holomancer constructs a dolly,
asking the strongest member to push carry
the burden.

CREDITS

Money makes the world go ‘round, just like
Credits do the Solar System. These metallic
objects are usually octaginal in size, but
rarley last in such condition. Durable, light,
and difficult to fake, a Credit stays in
circulation for hundreds of years. Each
Credit has an emmbed chip, which may be
read by cheap, but reliable, scanning
machines. They are easy to store, and often
found stashed in lock boxes, stacked like
building blocks, or thrown into large bags.

Even if it is not listed, every item (or object
that can be bought or sold for that matter)
has a price. Depending on the creature
buying or selling, location, or quality of the
good, an item’s price fluctuates.

For reference, the table below provides
some possible prices for common items.
GMs should use this table as a starting
point when building their world. Consider
how availability, dependance, and economy
would warp an item’s price depending on
the location where it is sold.

ITEM PRICE
Pistol 100
Rifle 150
Ration 5
Fancy Meal 20
Bullets 25
Med Kit 30
Cell Phone 80
Car 1000
5 Crew Ship 10000
Freight Ship 100000
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Flavoring Items: Many items cover a wide
range of objects. For example, a rifle
desribes a range weapon and its statistics
in the world of Stardust. However, in the real
world, there are thousands of different
firearms that could fit the “rifle” description.
Just as with a character’s class, players may
flavor a weapon however they wish (with GM
aprooval) so long as the base mechanics are
kept in place.

COMMON ITEMS

AMMUNITION

Below is a list of items that are common
place in any Stardust adventure. They range
from food, to bullets, and explosives. Each
item has a short description of what it does,
and its average price.

Some items have the Consumable tag.
This does not mean it's always edible, but
instead, a onetime use item. For example,
grenades are thrown to deal damage, then
exploding afterwards.

Some items might have a listed number,
meaning it usually comes in a lot amount.
For example, Pistol ammunition is sold as
100 separate bullets. Characters can
purchase more or less than 40 bullets at a
single time, but this value is used to
estimate their price.

Cost: Varies

Different ranged weapons use different
types of ammunition. Roughly, all firearms
can be classified into 4 main categories:
Pistols, Rifles, Shotguns, and Sniper Rifles.
Pistols use Pistol Rounds, Rifles use Rifle
Rounds, Shotguns use Shells, and Sniper
Rifles use Sniper Rounds.

If a weapon doesn't fit into any of these
categories (say a flamethrower, for
example), the weapon might specify how its
ammunition works. If it does not, use the
Special Ammunition for a baseline. Their
prices are listed in the table below...

AMMUNITION PRICE
Pistol Rounds (100) 20
Rifle Rounds (50) 20
Shotgun Shells (20) 10
Sniper Rounds (10) 10
Special Ammunition (10) 10
CELL PHONE

Cost: 200 Credits

A small device that fits easily into a pocket.
Users interact with it using a glass touch
screen, covering most of the phone’s face.
There are many types of cell phones, but
most utilize a provider to transmit data
across the Solar System. Applications,
referred to as “apps” by many, offer quick
methods of interacting with other creatures,
especially through social media platforms.

Like other mobile devices, cell phones
have an internal battery that needs to be
recharged on a regular basis. Most phones
come equipped with other advanced tools,
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like built in flashlights, cameras, finger
printer readers, and more.

GRENADE

Cost: 10 Credits
Consumable

A small metallic object filled with
gunpowder. Most have a pin that when
pulled primes the grenade to explode on
impact.

As an Action, a creature may throw the
grenade into a hex they can see up to 8
hexes away. All creatures in the targeted hex
and all hexes around it must make an Agility
Check. On a failure, they take 1D8

, or half as much on a failure.

INVENDIARY GRENADES

Furthermore, a creature may instead
take 10 minutes to use a Medkit instead of a
single Action. If they do, they heal for the
maximum amount their Health Die could
roll.

PISTOL

Cost: 100 Credits

Your average, run of the mill pistol. It uses
the statistics of the “Pistol”, listed in the
Ranged Weapons Table.

RATION

Cost: 10 Credits
Consumable

A small metallic object filled with
gunpowder. Most have a pin that when
pulled primes the grenade to explode on
impact.

MEDKIT

Cost: 5 Credits
Consumable

A well packaged, durable meal in a bag.
Rations are made for far distance travel,
storing enough food and water to keep a
creature going for 1 day. Most come with
small commodities, like chewing gum, paper
towels, energy drinks, and hot sauce.

REVOLVER

Cost: 25 Credits
Consumable

A study box usually made of plastic or metal,
containing the tools for first aid and quick
patch ups.

As an Action, a creature can use the
Medkit on themselves or a creature they can
touch. The creature being patched up rolls
their Health Die and gains that many Health
Points. If they don’t have a Health Die, they
roll a D6.

Cost: 120 Credits

A rarer, six shooter version of a pistol. Some
are styled in the way of the old days, while
other are matte black and modernized. It
uses the statistics of the “Revolver” listed in
the Ranged Weapons Table.

RIFLE

Cost: 150 Credits

Your average, run of the mill assault rifle. It
uses the statistics of the “Rifle”, listed in the
Ranged Weapons Table.

SHOTGUN

Cost: 180 Credits
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A short ranged, hard-hitting firearm. It uses
the statistics of the “Shotgun”, listed in the
Ranged Weapons Table.

SNIPER RIFLE

Cost: 150 Credits

A long ranged, bulky, killing machine. It uses
the statistics of the “Sniper Rifle”, listed in
the Ranged Weapons Table.
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WEAPONS

In the COMBAT section of this book, it
detailed the different types of Attack, and
how Attacks are made. Most Attacks are
made with weapons, or tools that anhance a
creature ability to inflect harm on others.
Knives, rocks, pipes, bats, swords, shotguns,
and railguns are all weapons creatures can
weild. There are two main groups of
weapons: melee and ranged weapons. Each
group has their own set of rules when
making Attacks them.

Holding & Swapping Weapons: All
weapons require at least one open hand to
hold, while those with the Two-Handed trait
require 2. Weapons with the Light trait my
be duel wielded, as they are easy to handle
in the heat of combat.

In combat, a creature can swap a
weapon from their inventory into their hands
as a Free Action. weapon swaps that turn
take an Action.

Flavoring Weapons: Just as other aspects
of Stardust, player may augment the
weapon’s of their characters to their liking.
As long as the weapon’s base mecanics are
upheld, and the GM aprooves, a weapon may
appear and act however a player wishes.

For example, a player may wish for their
pistol to instead be a magical sling which
launches small rocks at their foes. Some
GMs may require players to purchase
ammunition, which is not required in the
base rules of Stardust.

If the GM does not use these optional
rules (or they rule it unnecessary for this
character), then this alteration is valid as it
only changes the flavor of the weapon—not
its mechanics.
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MELEE WEAPONS
Melee weapons come in all forms and sizes,

and cover a broad range of objects that can
be used to strike foes down. A few rules
about melee weapons...

Melee Range: Unless noted otherwise, a
melee weapon’s Range is 1 hex. Meaning, a
melee weapon may only strike creatures in
an adjacent hex to the Attacker.

Ignore Cover: Melee weapons do not
utilize projectiles, and ignore Low and High
Cover. Just like Ranged Attacks, you still
need line of sight to your opponent to make
an Attack.

No Reloading: Unlike ranged weapons,
melee weapons do not need to be
reloaded... there is no way to reload a blade!

Flat Modifier: Most melee weapon have a
flat modifiers that is applied to its damage.
This damage is added on top of whatever
value is rolled by the weapon’s damage die.
It is not modified by critical hits.

Calculating Damage: When a successful
Attack is made with a melee weapon, its
aossiated damage die is rolled, the flat
modifier is added, and the damage is dealt
to the target. For more information on
Attacks specifically, refer to the ATTACKS
section of this book.

RANGED WEAPONS
Ranged weapons are usually firearms that

use ammunition to strike enemies from a
distance. They are loud, powerful, and
reliable. A few rules about ranged weapons...

Ammunition: Most ranged weapons require
ammunition to be shot at a target to deal
damage. While it is not required by the rules
to keep track of total ammunition, it is
required to track the number of rounds
currently loaded.

Once a ranged weapon runs out of
ammunition, it must be reloaded using the
weapon’s Reload Speed. A weapon without
ammunition fails to fire, even if an Action is
used.

Cover: Ranged weapons make Ranged
Attacks, requiring line of sight to the target,
and are effect by High and Low Cover. If a
creature is obstructed by Cover, it induses a
Penalty onto an attacker’'s Ranged Check.
For more information about Cover, efer to
the COVER section of this book.

Attacking Outside of Range: Ranged
weapons may Attack outside of their
minimum and maximum ranges. For
example, a Rifle has a Range of 4-20,
meaning that Attacks with the weapon are
made without a Penalty while the target is at
least 4 hexes away, up to 20. While in or out
of this Range, a Penalty of 5 is applied for
every additonal hex the target is outside of
the range.

If a Ranged Attack was made against a
creature 26 hexes away, a Penalty of 30 is
applied. If the creature is only 2 hexes away,
a Penalty of 10 is applied—it is 2 hexes
outside of the normal Range.
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WEAPON TABLES

Below are two tables that contain all of the stats for ranged and melee weapons. Keep in mind
that when creating a character, unless specified otherwise by the GM, a player chooses 2

weapons from the tables below.

RANGED WEAPONS

Name Price Damage Attack Speed Mag. Size Reload Speed Range (rexes) Traits

Pistol 1D4 piercing 1 Action 8 1 Action 15 Light

Revolver 1D6 piercing 1 Action 6 1 Action 8 Light

Rifle 1D6 piercing 1 Action 10 2 Action 4-20 Two-Handed

Shotgun 1D8 piercing 1 Action 4 2 Actions 3-10 Two-Handed

Sniper Rifle 1D12 piercing 2 Actions 4 2 Actions 7-30 Two-Handed
MELEE WEAPONS

Name Damage Attack Speed Range (in hexes) Traits

Knife 1D4+1 piercing 1 Action 1 Light, Thrown 6

Blade 1D6+1 slashing 1 Action 1 Light

Axe 1D6+1 slashing 1 Action 1 Light

Hammer 1D6+1 bludgeoning 1 Action 1 Light

Large Blade 1D12+3 slashing 2 Actions 1 Two-Handed

Large Axe 1D12+3 slashing 2 Actions 1 Two-Handed

Large Hammer 1D12+3 bludgeoning 2 Actions 1 Two-Handed
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CREATURES OF

THE UNIVERSE

Just like in ours, the universe of Stardust
contains an ever-growing list of creatures
that inhabit it. Whether through otherworldly
intervention or the primal drive of evolution,
creatures continue to develop and change
over millions of years. Most intelligent life
forms are humanoid, with bodies formed by
a torso, arms, legs, and a head where most
of their senses come from.

Many species of humanoid creatures call
our Solar System home. Most originate from
the Solar System itself, while a few species
migrated from other star systems in the
name of exploration, or economical gain.

Most humanoid creatures understand
Interstellar, a common language created by
humans and spread across the Solar
System. It combines many languages into
one, not too dissimilar from languages we
speak today. Without it, galactic trade and
species relations would be impossible.

When creating your character, you will select
a species from the list provided in this
section. Each species has a list of
characteristics that change how they play,
mainly through their species abilities.

Each species has a description of its
history, current relations, and
accomplishments. Use these to inspire your
character’s backstory, but feel free to break
away from a species’ norm.

For example, species have emotional
tendencies shared across all creatures of it.
For example, Travelers tend to be careful
around humans, as they have taken Traveler
owned land and resources ever since they
touched onto the surface of Mars. Most also
worship the stars, as they bring warmth and

energy to their people. However, characters
are meant to be unique, and heroes of their
own stories. A Traveler does not need to
only be weary around humans, perhaps they
could be fond of them, or extremely untrust
worthy due to a past conflict.

ASPECTS OF A SPEICES

Each species has a set of characteristics
that make them unique. When creating your
character, be sure to record the following
characters on your character sheet.

e Species Abilities: Species abilities are
special actions that a species can take
in and out of combat. Much like
Additional Abilities, they are either
passive, or have a number of Uses the
regenerate during a Break or Rest. All
species unlock abilities at levels 1, 4,
and 8.

e Languages: Every species knows at
least two different languages.
Languages allows characters to
effectively communicate with each other.
If two characters do not share a
language, they can still interpret general
ideas and emotions from the other, but a
successful Fluency or Instinct Check
may be needed. Some species also allow
for a player to choose from the list of
languages.

e Movement & Size: All playable species
start with 5 hexes of Movement and are
Medium creatures. Some abilities might
change this!
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LANGUAGES

The universe of Stardust is full of
contrasting and unique creatures, all who
speak different languages. While Interstellar
is the most common language, developed by
humans to bridge the gap across species,
many species have their own languages
native to their kind. Refer to the list of
languages below for more information about
each language.

Interstellar: The most commonly
spoken language across the galaxy. It
was developed by humans to allow other
species to understand each other. While
predominantly sourced from a long list
of human languages and dialects, it also
incorporates words and phrases from
other languages for words and concepts
that struggle to find a meaning in any
human’s eyes.

Binary: Spoken by robots and other
machines. Usually interpreted by living
creatures as text on a screen, more
independent machines can
communicate wirelessly without creating
any sound while in close proximity. If a
creature has an understanding of Binary,
they understand basic computing
concepts, and have the ability to read
and create code.

Cosmic: Contains low rumblings and
high-pitched squeaks that mimic
background radiation. Normally spoken
by creatures from the cosmos.

Demonic: Spoken by the demons of
Hell. Translating the language to
another, more common one is difficult
due to its shallow vocabulary. Most
demons lack intelligence, meaning their

communication lines lack the depth of
words. Demonic utilizes low growls, high
pitch screeches, and intimidating body
languages to communicate basic ideas
to other demons. If a Hellborne spends
hundreds of years in Hell, or a living
creature dives deep into the language, it
is possible to decipher it.

Traveler: Spoken primarily by the
Travelers, an intelligent humanoid
creature native to Mars, Traveler bares
many similarities to that of human
language. However, since Travelers are
able to transfer their emotions on to
other creatures, there are very few words
to describe them.

Mythos: Spoken by the Novaspawn, this
language is studied by those who read
the stars and the history of the universe.
Known as the “tongue of gods”, it is
believed that higher powers use it to
communicate.
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ALFENDOR

In the vast, infinite expanse of space,
millions of intelligent species call our
universe their home. However, most lack the
technology to traverse deep space. The
Alfendor, however, have made themselves
known to the creatures of the Solar System.
Their advanced microbiological technology
is just as advanced as super computers built
by humans—guiding them to the Solar
System from a star system thousands of
light years away.

Alfendor work harmoniously to push for
a better universe. Those under the influence
of their native hive mind fall into a class
based, social construct. Translated to
hierarchy in Interstellar, their Heth-Oon
guides the lives of all Alfendor. It's not
physical, instead, the Heth-Oon is an
instinct felt by all Alfendor, connecting them
to other creatures on their home planet. To
them, it's another sense walking them down
their destined path. Alfendor in high-ranking
positions are told to be one with the Heth-
Oon, breaking societal standards by acting
on behalf of the Heth-Oon.

Their technology, built upon
microorganisms that are respective to
electrical charge, is just as advanced as any
other species. The tiny, worm-like creature
are stored in large vats of brine to conduct
electrical charge. Special interfaces channel
the Heth-Oon from Alfendor when they
interact with them, allowing them to
manipulate the creatures within the
machine. Like binary, the creatures shine
when activated. Only Alfendor or a specially
trained creature can interrupt the meaning
of their patterns.

Alfendor are beetle like, humanoid
creatures. They have a large, sturdy horn
that protrudes from their head. Contrary to
insects on Earth, these horns are unique
from one another. They have large, plated
bodies that lock together like armor. Most
have large wings, some hidden by thick
elytra.

Depending on their rank in their society,
Alfendor wear specially colored cloaks to
display their status. Those with green and
blue clothing are the average citizen. They
maintain their breeding grounds, process
raw materials, and work mundane service
jobs.

Those with purple cloaks live above
average lives, and hold important places in
government or business. Together, they
interpret the will of the Heth-Oon to better
their society. If they do not work in
government, they own highly profitable
businesses the aid provides goods and
service to others. Alfendors blessed to sport
orange are the highest-ranking officials.
Many claim to be perfectly in tune with the
Heth-Oon, passing legislation, forging wars,
or taking oaths under in its name.

When creating an Alfendor, consider their
relationship with the Heth-Oon. Do they
follow this mysterious power? Did they break
free from its influence to live a life of
solitude? Like a god, the Heth-Oon could
influence their decision making, or tie in
with an adventures plot hook. Consider how
they do (or do not) interact with the Heth-
Oon.

Most Alfendor honor their ranking even
outside of their home planet. Consider your
character’s given ranking and relationship
with the Alfendor society. How do they fit in?
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Was their system kind to them, or breed
hatred towards their society?

Finally, consider your character’s wants
and desires. Alfendor aren’t apart of a hive
mind—however they do like in a society
similar to the insects on Earth who do. How
do their personal desires align with their
species’? What conflicts arise from them?

Alfendor speak Interstellar and Alfendor.
They have a Movement of 5 hexes and are
Medium creatures. Alfendor have the
following species abilities...

BORN ENGINEER (UNLOCKED: 1)

MANIPULATE (UNLOCKED: 44)

Requirements: 1 Action
Range: 3 hexes
Uses: 1

At Level 4, you can manipulate other’s
minds. Force a creature you can see within
Range of you to make a contesting
Intelligence Check. If you succeed, the
creature forgets any interaction with you or
any creatures of your choice within the last
10 minutes. You cannot use Manipulate
against other Alfendor.

EXOTIC EXOSKELETON  (UNLOCKED: &)

Requirements: None
Uses: Passive, always active

At Level 1, you are blessed with knowledge
from your linage. You gain a Bonus of 5 for
Checks related to technology such as
computing, electronics, hard light, and
microorganisms. Be sure to work with the
GM to decide what fits into their knowledge
base, and what is outside of it.

Requirements: 1 Action
Uses: 1

At Level 8, you can adapt yourself for any
situation. As a Free Action after taking an
instance of damage, you gain a resistance
to the type of damage that affected you for
the next minute.

39



ANDRIOD

Androids are strong willed robots with a
sense of purpose. While Androids tend to be
physically impressive, they lack in basic
social skills. The first Androids were creating
during the rise of artificial intelligence on
Earth. Hundreds of years later, these robots
live on free will with their own thoughts and,
albeit, minimal feelings and emotions.
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Androids speak Interstellar and Binary. They
have a Movement of 5 hexes and are
Medium creatures. Androids have the
following species abilities...

METALLIC (UNLOCKED: 1)

PERFECTION (UNLOCKED: &)

Requirements: None
Uses: Passive, constantly active

Your body is constructed of metal, freeing
you from the constraints of flesh. You gain
the following properties...

e Mechanical: You do not require food,
water, nor oxygen to survive. You are
unaffected by temperature, and cannot
be Exhausted.

e Soulless: You do not have a soul: Soul
Shards cannot be stolen from you, nor
can you be Broken.

e Reflective: You may use your
Resistance Die to reduce laser
damage.

CALCULATED (UNLOCKED: u)

Requirements: None
Uses: 2

Your electronic brain allows you to make
precise calculations in seconds. Before
making a Check under the Sense Category,
you may use a Free Action to grants yourself
a Bonus of 10 to the Check.

Furthermore, your mind works in 1s and Os.
When interacting with computers or similar
devices, you can access the majority of its
virtual contents without a required Check
(with GM discretion). Hacking Checks are
still required when attempting to gain
access to restricted content, or otherwise
exploiting a computer system.

Requirements: None
Uses: 2

Your trained intelligence is extremely
precise, allowing you to completely
eliminate risk. After rolling a Star Die, you
may use a Free Action to change its value to
20, regardless of the number rolled.

41



DWARF

Rock and stone, brother!
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Dwarves speak Interstellar and Dwarfish.
They have a Movement of 5 hexes and are
Medium creatures. They have the following
species abilities...

HANDY (UNLOCKED: 1)

RABLEROUSER (UNLOCKED: 44)

Requirements: None
Uses: Passive, constantly active

You're great with technology and fixing
machines. You have Advantage when
making Checks to determine what a
mechanical device does, and how to fix it.

Furthmore, during Rests you may create
weapons and other machanical objects
using purchased metal and scrap. Items
take 2D4 hours to craft, cost half of the
amount in Credits. Unfished objects can be
completed later, adding 1 hour of time each
time it is picked back up.

High tier objects—such as laser
weapons—may be deemed impossible to
craft, or more expensive. GMs should be
willing to create avenues for these items to
be crafted, such as allowing a character to
secure goods through a black market or
factory.

Requirements: None
Uses: 2

Srappy fights are far from a foreign idea to
you. One per round as a Free Action, when a
creature deals damage to you with a Melee
Attack, you may make an Unarmed Strike
against it as a Free Action. If successful, you
also Stun the target for 1 Action until the
end of its turn.

Passive: Furthermore, you know how to hold
your alcohol. You may choose to have
Advantage when rolling to resist the effects
of alcohol, posion, or other ingestibale
substances that effect your body.

DURABLE (UNLOCKED: &)

Requirements: None
Uses: Passive, constantly active

You are the pinnacle of unbreakable,
granting you the ability to reduce common
workplace damage types. When taking

and laser damage, you
only take half of the damage’s value
(rounded up).
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ASTEROID KIN

Asteroid Kin are born from comets and
asteroids floating in space. Many find their
way to civilization through crash landing on
planets they orbit, or being picked up from
spaceships. It is unknown how these
creatures gain sentience, but many theorize
the gods have a hand in it.
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Asteroid Kin speak Interstellar and Cosmic.
They have a Movement of 5 hexes and are
Medium creatures. Asteroid Kin have the
following species abilities...

STONE BODIED (UNLOCKED: 1)

Requirements: None
Uses: Passive, constantly active

Your hands are made of stone—best for
smashing enemy. Your Unarmed Strikes
deal 1D4+1 bludgeoning damage,
increasing to 1D4+2 at level 5.

Furthermore, your body of stone proves
useful in tight situations. You do not need
air or water to survive, but must replenish

erroded parts of your body with other atoms.

On top of edible food, you may also digest
dirt, stone, and other plantery matter.

ROCK SOLID (UNLOCKED: u)

Requirements: None
Uses: 1

You can enhance your mental capabilities,
blocking out those from your mind. After
failing an Armor, Endurance, or Resistance
Check, you may remake the Check as a Free
Action.

ACCRETION (UNLOCKED: &)

Requirements: None
Uses: Passive, constantly active

Your body has built up extra dust, rocks and
minerals during your missions. You gain an
additional 10 Health Points.
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HELLBORNE

A creature’s will holds great power in the
universe. It shows their want to move
forward, pushing for their bonds and beliefs.
When a creature dies, their soul is sent for
judgement to an unknown power, and if it
deems their soul weak, broken, or otherwise
unwanted, it is sent to Hell. Some creatures
refuse to die, enacting their will on the
powers of the universe. These creatures,
reborn with the weight of the past on their
shoulders, are Hellborne.

A Hellborne’s drive separates a walking
corpse, wandering without a will. Without the
drive to carry forward, their bodies turn into
husks of flesh, which linger onward until
killed by another.

Hellborne are bound to their Anchor: the
object that keeps their soul tied to their
twisted bodies. Usually imbedded in their
chest, an Anchor may take the form of many
a parasite, gem, or treasured item. An
Anchor hosts the soul, of the Hellborne. If it
were to be separated from its body, the
body would fall limp. When Hellbornes are
resurrected, their flesh and bone meld
together to form a horrific interior. A
human’s heart may be moved to an arm, or
bones sliced apart and split to mimic joints.

Hellborne tend to resemble their past
selves, baring red, blue, green, or purple
skin. Most are a deeps shade of crimson,
bright blue, or dark purple. However, any
pallet of color, even pastel, are possible.

Along their face run two lines, one
horizontally and one vertically. These lines
separate their false face, flaring open when
under extreme stress. Under their face is a
bloody mess, hastily reconstructed for their
return to the living plane.

Every Hellborne either has a tail which
protrudes from the waist, or wings sprouting
from their back. Most are thick and
muscular, while some are smaller and
cosmetic. Their design tends to align with
the Hellborne's goal.

For example, a Hellborne out for revenge
will have a thick tail, useful in combat. A
Hellborne who aims for something political,
like peacefully resolving a war, might have a
smaller tail to quash their demonic
demeanor. They also sport horns, which
widely vary from Hellborne to Hellborne.

When creating a Hellborne character, think
about what events or wants brought them
back to life. Are they out to avenge
themselves, or born again to work towards a
cause? Were they wronged in the past, or do
they strive for more than they could achieve
before death?

Whatever the cause, pushing for an end
goal allows for role play situations where a
Hellborne's wants might differ from their
group’s. Be willing to diverge from paths
that differ from their own. After all, their
teammates are a long-term investment
which can help them achieve their end goal.

Consider the Anchor that binds their
body to their soul. What is it, and how did
they obtain it? Did they make a deal with a
demonic parasite, or is a family heirloom
with immense value to them?

How far are they willing to go to
complete their goals? What happens when
they do? Is their goal achievable, do they
know if it is not? Be sure to work with the
GM to work their goals into an adventure. A
Hellborne’s goals can be an excellent way to
beef up an adventure’s story, and offer side
missions for a party.
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Hellborne speak Interstellar and one UNDYING PERSISTANCE (UNLOCKED: &)
language of their player’s choice, usually Requirements: None

from their past. They have a Movement of 5 Uses: 1

hexes and are Medium creatures. They have
the following species abilities...

Your will to accomplish your goals burns so
strongly it keeps you alive. One per Rest, if
TAILED OR WINGED? you are reduced to ® Health Points, you
restore 1D8 Health Points.

When creating your character, choose for
your character to sport a large tail, or tucked
wings. A Hellborne shackled to their past
possess a tail, while one wishing to escape
it sprout wings.

PHYSICAL ADVANTAGE  (UNLOCKED: 1)
Requirements: None
Uses: Passive, constantly active

You use your anatomy to your advantage.
You gain one of the following bonuses
depending on if you have a tail or wings.

e Tailed: You gain a Bonus of 10 when
making the required Agility Check for
the Evasion Action.

e Winged: Your jump distance is doubled,
and you do not take damage from
falling. Your wings allow you to glide
while in an atmosphere.

SELF SACRIFICE (UNLOCKED: 4)
Requirements: None
Uses: 1

You gain the ability to push yourself to your
limit. Once per Rest as an Action, you may
inflict yourself with 1D4 Death Damage.
Depending on your anatomy, you gain one of
the following effects for 1 minute...

e Tailed: You cannot be Slowed, Rooted,
Stunned, or moved against your will.

e Winged: You gain the ability to fly up to
20 feet off of the ground. You may move
freely in the vacuum of space.




HUMAN

Humans are extremely common, and can be
found in any part of the universe.
Originating from only a single solar system,
they quickly left their small, blue marble, and
looked for the stars. They range in height,
but are normally around 6 feet tall, and
mildly intelligent compared to other
creatures. Many use their clothing and
jewelry to express themselves, sometimes
piercing their skin, dying it with ink, or
coloring their hair.

In the year 2050, Earth’s crust
splintered and shattered, giving way to a
miles-wide portal to Hell. Demons stormed
into the normal plane, savagely pillaging
small farms, large cities, and urban
subdivisions. Humans were forced into
large, defended cities as nature overtook
the world. Today, humans use their
technology (and that granted by the
Alfendor to aid in Earth’s demonic invasion)
to explore the universe.

While most humans are cherry, kind, and
insightful, some turn to their primal
emotions that drive their ill will: greed.
Governing corporations that span universes,
they pray on the miss fortune of others to fill
their pockets with Credits. Mines on
Mercery, trash pits on Pluto, and unethical
experiments on space stations around
Saturn all exploit creatures and their lives
until they day on the job. Many have tried to
uproot such companies, but are quickly
silenced by a business’s infinite wealth and
power.

Specifically, the mega-corporation
Daedalus lead the scientific march into
galactic exploration. Their space craft were
the first to evacuate millions off of Earth,
bringing new life—not just human—to the

other planets of the Solar System. Daedalus’
first steps began years before the demonic
invasion, landing a crew on the surface of
Mars. There, the human race came into
contact with the Traveler kind, an
intelligence, religious clan of long-lost
relatives. Evolving on a different planet,
Travelers differ vastly from Humans, but due
to their similar societal standards and
cultures, both species were able to learn
their native tongues and converse.
Unfortunately, the Traveler's hospitality
allowed Humans to quickly convert their
lands into large cities, pushing the
Traveler's away from the lands they called
home for generations.

When creating a human, consider our rich
history and our strengths as a species.
Humans are determined. While at some
points we may be cruel to others for selfish
wants, consider the positive consequences
of our species. What does your character
strive for? Are they fighting for basic needs,
such as food, water and safety? Is the past
the bare bones of survival, and looking for
something else?

Humans have spread far and wide
across the Solar System. While most call
Mars home, followed by the densely
populated cities of Earth that still stand,
many calls other planets, or space itself,
home. Consider where your Human
character grew up, had their first job, and
what they learned from their experiences. A
human living outside of a large town on
Earth, constantly under the threat of
demons, lives a very different life than on in
an expensive apartment, 35 stories above
the trash heaps of Pluto.
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Humans speak Interstellar and one
language of their player’s choice. They have
a Movement of 5 hexes and are Medium
creatures. Humans have the following
species abilities...

MALLEABLE (UNLOCKED: 1)

Requirements: None
Uses: Passive, always active

Your flexibility allows you to focus on
multiple aspects of yourself. When creating
your character, increase 7 Statistics by 5
points instead of 6. You also gain the same
additional 5 points when increasing your
Trait scores at Levels 4, 7, 9, and 11.

DETERMINED (UNLOCKED: u)

Requirements: None
Uses: 1

Your will to fight for a brighter future allows
you to will your body to succeed. As a Free
Action before making a Check, you may
reduce any Penalties applied to it by 20.

INSPIRED (UNLOCKED: &)

Requirements: None
Uses: Passive, always active

The world around you inspires you to push
forward. When you roll a Star Die, you may
roll it twice and take the higher value.
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KAT'NO

Born from Chaos, Kai’No were brought to
life by [INSERT GOD NAME HERE], the God
of Entropy. Built in her [THEIR?] design, she
planted their eggs across the universe in an
alternate dimension.

While the Kai’No develop, the boarders
of our and their reality fluctuate, allowing
them to pick up traits and knowledge from
their surroundings.

For example, a Kai'No whose egg is
situation in a large city might pick up on
multiple languages, learn the layout of the
city from conversations they hear, and
create connections with the culture around
them.

Kai’'No are menacing, humanoid creatures
designed in the image of [INSERT GOD
NAME HERE]. They have multiple eyes
across their face, and large fang which
protrude from the corner of their mouth.
Many have long claws that can rip the fabric
of our universe like paper.

Ranging in a range of gray tone from
white to black, Kai’No are wrapped in setae
across their body. Some have thicker, longer
strands of setae that run from their head
hair on humans.
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Kai'no speak Interstellar and one
language of their player’'s choice. Usually,
the second language is determined by the
location of their character’s cocoon. They
have a Movement of 5 hexes and are
Medium creatures. Kai'no have the following
species abilities...

INTERPRETER (UNLOCKED: 1)

BIND (UNLOCKED: 4)

Requirements: None
Uses: Passive, constantly active

Your cosmic heritage brings knowledge of
universe, allowing you to focus in on a
conversation unknown to your native tongue.
Even if you cannot speak it yourself, you
have Advantage on any Fluency Checks to
decipher the language of another creature:
both in writing and speech.

Furthermore, your mind aligns with the
universe’s lore, granting you a new language
when you reach Levels 4, 8, and 11.

Requirements: None
Uses: Passive, always active

You can influence the flow of gravity around
you. You can walk on walls and ceilings as if
gravity is pulling you towards it, and move
freely in space.

Furthermore, you no longer require air to
breathe, nor can be choked or drown.

CHAOTIC LASH (UNLOCKED: &)

z Choice).

Requirements: 1 Action
Uses: 2

You strike a target creature you can see in a
hex adjacent to you, making a Melee or
Casting Check (your choice).
On a success, you deal 1D12 magic
damage, fire damage, ice damage,
, or acid damage (your
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NOVASPAWN

Almost as old as time, stars have dotted
space for eternity. Their gravitational pulls
shape solar systems, and even galaxies after
their dramatic death: supernovae. Theorized
by many, it is thought that stars bring life to
the inanimate by their intense solar flares.
When a large amount of energy is
discharged it interacts with the universe’s
background radiation, forming a soul in a
once dead object. Similar creatures born
from a star’s solar energy pass down a piece
of themselves through their offspring,
bringing about the next generation of life.

When solar energy cannot find suitable
mass to fuse with, it creates a body of
plasma to implant a soul. Known as
Novaspawn, these intelligent beings are
found across the universe. Although rare,
their intelligence matches that of any other
humanoid. Made of pure plasma, Novaspawn
are in complete control of their appearance.
Most create a facade with eyes, nose and a
mouth while others mask a smooth,
expressionless face.

Their bodies burn in a range of colors,
similar to that of a star through its lifetime.
As they age, their body shifts from warm
whites and light blues, to crisp orange hues
and deep red. Their body may temporarily
change temperature internally if they feel a
strong emotion.

While they are never burning to the
touch, a Novaspawn may flare up when
under extreme stress, or cool down if
relaxed or depressed. For the majority of
their lives, most maintain an orange or
yellow hue. Depending on their past, age, or
star of origin, some Novaspawn may deviate
from the norm.

Just as any other intelligent creature,
Novaspawn may learn and speak languages.
Unlike most humanoids however,
Novaspawn use radio waves to
communicate, generating millions of
microtones to impersonate vocal cords.
When they speak, their voice hums with light
distortion and echo.

When creating a Novaspawn, consider where
and when you were born. Where you found
floating in space, or materialized on the
surface of a planet? What aspects do you
have that makes you special? Does your hair
flow like flame, or your eyes sparkle like the
stars? Does your internal temperature spike
when you are excited?

Novaspawn are unique in their ability to
live forever, only perishing when extreme
blows have been taken. Think about how
much of the universe you have seen, or want
to see. What drives you to keep moving,
learning, and growing? Do you use your
miracle of life to spread positive, or cull
those who waist theirs? Do you fight for a
better tomorrow, or take from those who
aren’t worthy of seeing the sun set?

Most Novaspawn have a strong
connection to the stars and the universe as
a whole. You feel The Pulse as if it is your
own, even if you do not practice the magics
of it. Consider how your otherworldly birth
impacts your view on life, and how others
view you. Most creatures have never seen a
Novaspawn, only reading about them as
myth. Some species worship them as gods,
while others see them as a tarnished soul
meant for the void. Whatever the case, think
of how you would react to ignorant
creatures, and push past their ignorance.
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Novaspawn speak Interstellar and Mythos.
They have a Movement of 5 hexes and are
Medium creatures. They have the following
species abilities...

SUN BODIED (UNLOCKED: 1)

SELF RESURRECTION (UNLOCKED: &)

Requirements: None
Uses: Passive, constantly active

Your body is made from a star’s plasma,
granting you the following effects...

e Nebulous: You do not require food,
water, nor oxygen to survive. You are
unaffected by temperature.

e Spotlight: You radiate dim light up to 2
hexes away from you. If you wish, you
may cover your body to reduce it.

e Weightless: You may float above the
ground when effected by gravity, and fly
freely in the vacuum of space.

CAUTERIZE (UNLOCKED: 4)

Requirements: 1 Action
Range: Self/touch
Uses: 1

You gain the ability to channel regenerative
light into other creatures, healing a creature
you touch for 1D8 Health Points.

Requirements: None
Uses: 1 (regained after 1 week)

Your body rebuilds its form within the
clutches of death. If you die, your body
disintegrates into stardust. If most of it is
contained within a hex, your physical form is
restored after one hour, resurrecting you
with half of your total Health Points and
removing half of your total Death Damage. If
you were to die again within a week—you die
for good.
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TRAVELER

Known as Kire'gatha in their native tongue,
Travelers hale from the dusty plains of Mars.
Much like humans, their evolution as a
species is closely linked to their
environment. Their gills and transparent
outer layer of skin are relic of the past, when
food and water were harder to obtain with a
lack of intelligence. As they grew smarter,
Travelers developed tribal communities in
the caves of Mars, before returning to the
surface.

During the early stages of their species’
existence, the Travelers took shelter in the
caverns of Mars. There, they adapted to
communicate telepathically with each other,
and searched for running water to survive.
They ate [NAME], a native Martian species
of moss, and creatures further down the
food chain. Eventually, they learned how to
use tools to crack and drill for ice. Their
newfound access to water allowed them to
move back to the surface where they
constructed their first settlements.

Today, Humans contest their lands
around Mars’s equator. Some Travelers
swear to their tribes, living with them until
their final days. Others choose to
incorporate their lives into the cities around
them. While most Travelers remain on Mars,
many have traveled to other planets in the
Solar System.

On Mars, most Travelers live a life without
luxurious belongings. Clothes, homes, and
tools are made with rocks from the surface,
and the leather of [WORM NAME], large
carnivores worms which scoop up
unsuspecting prey from under the sands.
Objects like jewelry, bones, and hair are
extremely sentimental to Travelers,

especially handmade creations. They use
jewelry as a way to express themselves, or
their love for another. Such gifts from
Travelers, specifically if given to a non-
Traveler species, are extremely meaningful.

Most Travelers worship the stars, and
the power they bring. Before moving into the
caves, the Sun’s solar energy provided them
with much needed nourishment. After being
forced into the caverns of Mars due to a lack
of water, they lost most of their ability to
generate energy from the sun.

Travelers have long, slender bodies which
stand slightly above a human'’s build. Their
skin is washed in a variety of blue, purple,
and cyan hues that vary from tribe to tribe.
As they age, old photosensitive cells die,
leaving white specs across their body. When
they use their telepathic abilities to
communicate their emotions, these cells
faintly glow. Like humans, their hair is as
varied as their cultures, and come in a wire
aware of colors. They have hard pieces of
keratin that cover portions of their face,
which vary from each tribe.

When creating a Traveler, think about their
relationship with the rest of the Solar
System. Are they adapted to the advanced
world? Travelers have the intelligence, just
like any other species, to understand the
world around them. However, using
technology or encountering greed for the
first time might be a new experience for
them. If they don’t have prior expertise, how
would they handle the new experiences?
Most Travelers have a religious
connection to the Sun and stars, does
yours? If they do, does it change their
outlook on life, or how they live day to day?
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Travelers speak Interstellar and Traveler. DEADEYE (UNLOCKED: &)
They have a Movement of 5 hexes and are Requirements: None

Medium creatures. They have the following Uses: 1

species abilities...

You are able to force your will into your
MARS SURVIVOR C(UNLOCKED: 1) attacks. As a Free Action, after making a
successful Attack you may expend a Star
Die to deal an additional amount of

Requirements: None
Uses: Passive, always active

damage equal to your level. The damage
type is the same as the Attack’s.

Your species evolved on Mars, granting you
the following effects...

e Broadcast: You can convey emotions
without vocal communication. You may
target any number of willing creatures
up to 10 hexes away, projecting your
emotions into their minds.

e Insulated: You have Advantage when
making Checks to resist the effects of
extreme temperatures, even in the
vacuum of space.

e Transient: Creatures locating you
through footprints, handprints, or other
forensic tactics have Disadvantage
doing so.

EMPATH (UNLOCKED: 4)
Requirements: 1 Action

Range: Touch
Uses: 2

You gain the ability to investigate other’s
minds. You may touch a creature and make
an Instinct Check. On a success, you learn
the creature’s current emotion, intentions,
and disposition towards you. Regardless of
if you pass or fail the Check, the creature is
unaware you are probing its mind.
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CLASSES

A character’s Class is the biggest aspect of
their gameplay. They provide characters with
abilities which work in and out of combat,
and give a recommended spread for a
character’s Category scores. Outside of
mechanical characteristics, Classes can aid
in determining the how and the why a
character does what they do.

The How: A Holomancer might carry out
most of his dirty work through his
Holographic Companion instead of doing it
himself. Others may choose to use their
Holographic Companion to be stealthy,
and use it to sneak around a dangerous
space before entering it themselves. These
are two different play styles that derive from
the tools a Class provides. A player’s unique
take on how a Class does what they do is
what makes their character special, and
separates them from other characters to
come that share the same Class.

The Why: This question might not be
answered just by the Class itself. However, a
character’s Class could provide support for
a character’s background and goals. For
example, Soul Siphonists use the innate
power within Soul Shards to power their
spells and incantations. These powers could
be the center of a character’s conflict—
maybe they obtained these powers to save a
loved one, or is fighting for their right to use
them.

Regardless of a Class’s description,
recommendations or intended flavor, a
player may customize a character and their
Class however they want, provided the base
mechanics stay intact. GMs do have the
final say on how a Class’s flavor can be
changed, however they should feel highly
incentivized to work with players who want
to change up how their character carries out
their biddings.

Placeholder for art
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UNDERSTANDING ABILITIES

Every Class has a Prominent Ability and
Additional Abilities. While the Prominent
Ability is always active, Additional Abilities
can only be used if put into an Additional
Slot. An example is shown below...

DECIMATE (UNLOCKED: 3)

Sever their skulls.
Requirements: 1 Action, Unarmored
Uses: 2

Until the end of your turn, any flat modifiers
added to your Melee Attacks (such as those
from the weapon’s base damage and
Ironclad) are doubled.

The Additional above requires an Action and
the user to be Unarmored to use. The
Unarmored status refers directly to the War
Baron’s Prominent Ability Ironclad. Some
Classes will have specific needs in relation
to their Prominent Abilities that will need to
be met to use a given ability. The ability has
2 Uses, meaning it can be used twice
before a character needs to take a Rest to
regain an ability’s Uses. (UNLOCKED: 3)
notes the level it is unlocked. A few rules
about abilities...

e Any ability with Uses (even if infinite)
may only be used once per turn.

e Any ability notes as being “passive,
constantly active” means that an ability
does not have Uses. Those without Uses
are passive, and constantly active.

e Some abilities with a number of Uses
have passive aspects. Even if the ability
is out of Uses, the passive portion
remains active.

e You cannot have two Additional Abilities
that are unlocked at the same Level at
one time.

Prominent Abilities do not use an Additional
Slot, and are always active. They are the
main ability that a Class is built upon. Most
Prominent Abilities are passive, and do not
require Uses.

Additional Abilities require Additional
Slots to use. As a character levels up, they
unlock more Additional Slots which allows
for more Additional Abilities to be used at
once. For example, if a character is Level 8,
that means a character can have 4
Additional Abilities in use at one time.
Additional Slots are unlocked as a character
levels up, shown below...

LEVEL ADDITIONAL SLOTS
1 O (Prominent Ability unlocked)
2 1
3 2
4 2
5 3
6 3
7 4
8 4
9 5

10 5
1 6

Some Additional Abilities may modify a
Class's Prominent or Additional Abilities. If
an Additional Ability is listed under the
Requirements of another, that means it is
Required to be on a character’s list before
the other Additional Ability may be used.
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GUNSLINGER

A humble Gunslinger finds work in all places
of the Solar System. In a universe so
unforgiving, unkind, and cut throat, it pays to
pay others to keep you alive. Some choose a
life of danger, accepting risky missions
escorting illegal payloads, assassinating
public officials, or hunting deadly monsters
on distant planets. Others choose a safer
option: a normal life. They choose to work
average jobs, spending their lives wasting
away in a cramped downtown apartment,
only reaching for their equalizer if a
situation turns sour. Gunslingers are defined
by their expertise in firearms, luck, and grit—
not what they do with it.

Most Gunslingers rely on their tools
alone, not fancy magical effects. With the
barrier to entry set so low on the lifestyle, for
much it is hard to focus on another avenue
into the mercenary life. However, an
experienced Gunslinger knows the value of
a magics user, and if they have the
connections and Credits, never seems to far
away from one.

In the past, a “Gunslinger” lacked the
fire power they do today, as most firearms
shots one bullet at a time, or were too big to
holster. On Earth, humans discovered the
power of gunpowder thousands of years ago,
and never looked back. Ever since, they have
been lobbing high speed rounds of metal at
each other to wage wars over lines on a
map. Compared to every other known form
of intelligent life, humans—by far—have the
most brutish, gruesome technology.

While propulsion powered firearms
dominate the Solar System, some other
forms exist. Most firearms have a variant of
laser powered weapons which run off of a
power source instead of ammunition. They

are prone to overheating at times, but if
accounted for, offer unmatched reliability.
Exotic options such as stun guns,
flamethrowers, and gun-blades do exist—you
just have to know the right creature.

Many Gunslingers end up in
underground mercenary guilds that span
planet to planet. Here, they can pick up odd
jobs from those too rich to do it themselves,
or rest in-between trips across the Solar
System. Guilds hide in plain sight; many
members chat in open markets, crowded
clubs and back alleyways. While a guild
usually takes a small cut of the deal, guild
members are rewarded handsomely for the
jobs they take. It only takes a few,
unfathomably wealthy persons or
corporations to keep the lights on for
dozens of mercenary guild.

In the public eyes, these guilds help
more than they harm. In the large, untamed
Solar System, there are just too many
corners for a centralized authority to watch
over. Mercenaries fill the cracks the police
cannot cover, and in many instances, do
their job better. Smuggling drugs to another
planet or hijacking a freight ship present
themselves as minor inconveniences to the
general public.

In a party, Gunslingers offer extreme fire
power and damage. Their Tactics keep
them flexible turn to turn, allowing them to
adapt to any situation that arrises on a
battlefield. For them, it is not all strategy
though... luck always finds a way into their
lives. Depending on how the cards fall,
Gunslingers could dish out massives bursts
of damage... only falling short if their hands
are a bust.
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Gunslingers are one of the most flexible
classes to build a back story on top of.
Almost any preexisting idea can
complement the themes of a Gunslinger!
When creating your character, consider how,
or why they picked up their first firearm.
What other tools do they use in their day to
day lives? How does their arsenal of deadly
weapons fit into it?

To a Gunslinger, firearms are great... but
unregulated, unknown firearms are better!
Does your character have a connection to a
black market? Do they only purchase
weapons, or are there other items they
secure through their chain? If your
character is a law-abiding citizen, how did
they build their collection of firearms?

Finally, consider how your character
interacts with the creatures around them. As
your character levels up, they will gain
access to Abilities which aid them outside
of combat. Are these Abilities fitting for your
character? Even if they do not match your
character’s exact personality, how do they
use them to manipulate those around them?

Tips for a Gunslinger: Below is a list of
tips for consideration when playing a
Gunslinger. It is not a step-by-step guide on
how to use the class, but some notes to
keep in mind from turn to turn during
combat, and outside of it as well.

e Remember to choose a Tactic at the
start of your turn! Tactics are powerful,
and free, bonuses that apply to a turn.
Consider what your goal for your turn is,
and which Tactic best supports it.

e Ranged weapons are key to any
Gunslinger, but which ones you choose
is up to you. As a Gunslinger levels up,
they gain access to Abilities which work
well when dual wielding weapons. Size is
not everything!

e Gunslingers augment their Ranged
Attacks with ranged weapons to deal
tons of damage. Do not forget to add
these passive effects to your damage.
For example, Brute Force Tactics adds a
flat amount of damage depending on
your Star Dice, while Free Spins gives a
chance reroll dice!
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Recommended Scores: At Level 1, the
following spread of scores is recommended
when creating a Gunslinger. Combat is the
most important Category to invest into,
while Dexterity and Speech are great
options as well.

Physique 50 (2 points)
Dexterity 55 (3 points)
Power 40 (O points)
Sense 45 (1 point)

Speech 55 (3 points)

Below is the list of Abilities available to the
Gunslinger. The Prominent Ability is listed
first then followed by a list of Additional
Abilities. As a note, any Abilities with Uses
(even if Infinite) may only be used once per
round. Those without Uses are passive, and
constantly active.

BRUTE FORCE TACTICS UNLOCKED: 1

IMRPOVISED RELOAD UNLOCKED: 2

“Here, hold this!”
Requirements: 1 Action
Uses: 3

Choose a creature within melee range and
make a Luck Check. On a success, you slam
your active weapon into its face, dealing 1D8
bludgeoning damage and push it up to 3
hexes away. Regardless of your Luck Check,
you may reload your active weapon as a
Free Action. If you are dual wielding, reload
both weapons.

COMPENSATION UNLOCKED: 3

Prominent Ability
Requirements: None
Uses: Passive, constantly active

As a Free Action at the start of your turn,
choose a Tactic from the list below. Its
effect lasts until the start of your next turn.
You cannot choose a Tactic while Downed.

e Aim: Gain a Temporary Star Die that
may only be added to Ranged Checks.

e Brace: Gain an additional D4 Armor
Die. You may roll it with or without your
original Armor Die.

e Dash: Gain 3 hexes of Movement.

Furthermore, your proficiency in firearms
increases your potency with them. Your
Ranged Attacks deal 1 extra damage,
increased to 2 at Level 6, and 3 at Level 11.

The oversized arsenal isn’t helping...
Requirements: None
Uses: 3

Using your pure wit, charismatic personality,
or extensive arsenal of ballistic weapons you
are able to reroute a failing conversation.
After failing a Check under the Speech
Category, you may choose to remake it with
a Bonus of 18. Compensation cannot be
used on the same Check multiple times.

FREE SPINS UNLOCKED: U4

Let’s go gambling!
Requirements: None
Uses: Passive, constantly active

Whenever you roll a die for a Ranged
Attack’s damage and roll its highest value,
roll the die again. Free Spins applies to all
dice for a Ranged Attack’s damage and can
trigger off of itself—infinitely!
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ADVANCED TACTICS UNLOCKED: &

Thinking smarter to hit harder.
Requirements: None
Uses: Passive, constantly active

You may now choose 2 Tactics per turn
instead of 1. You cannot choose the same
Tactic twice on a turn. You also gain 2
additional Tactics to choose from.

e Gamble: Roll a D4. If the rolled value is
even, the bonus damage granted by
Brute Force Tactics is doubled. If the
value is odd, this Tactic has no effect.

e Stagger: Your first successful Ranged
Attack against a creature Slows them
for 3 hexes of Movement on their next
turn.

SPRAY AND PRAY UNLOCKED: 5

COMMONFOLK UNLOCKED: &k

Close your eyes and hope you hit!
Requirements: None, Free Action
Uses: 3

Make a Ranged Attack with a ranged
weapon, regardless of its Attack Speed. If
you are dual wielding two ranged weapons,
make an Attack with both.

“No officer, its ‘why would I have firearms?’”
Requirements: None
Uses: Passive, constantly active

You are not none to stand out in a crowd,
and know how to get a job done unseen. You
gain the following benefits...

e Average: Creatures making Checks to
track you do so at Disadvantage in
public or crowded spaces.

e Blend: In public spaces, you may take
the Hide Action even when creatures
tracking you have line of sight.
Depending on the situation, a GM may
add a Bonus or Penalty to the Check.

e Concealed Carry: You may choose for
your active weapons (those marked on
your character sheet) to be concealed by
your clothing, unnoticeable to the naked
eye. Creatures searching you for
weapons, while physically or visually, do
so with Disadvantage.

e Decode: Checks you make when
identifying if a specific creature is
looking for you gain a Bonus of 10.
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SHOWNDOWN UNLOCKED: 7

Honor-shmonor. The house always wins!
Requirements: 1 Action

Range: 20 hexes

Uses: 3

You mark a creature you can see within
Range as your Duelist. This will be a
showdown!

For the next minute, both you and your
Duelist deal an additional 1D6 damage to
each other. Furthermore, you each see a red
spectral outline of each other that can be
seen through walls, Cover, and any other
opaque objects within 20 hexes.

If you slay your target, you gain an Action
until the end of your turn. If the Duelist
Downs you, they gain an Action until the
end of their turn.

If you go Down or your Duelist dies, even if
by another creature’s hand, the effects of
Showdown end.

AWESTRUCK UNLOCKED: 7

SKIRMISHER UNLOCKED: &

Honor-shmonor. The house always wins!
Requirements: Improvised Reload
Uses: Passive, constantly active

You're quick on your feet, and good with an
object that normally isn’t a weapon. You
gain the following effects...

o Forceful: Improvised Reload now deals
2D8 bludgeoning damage instead of
1D8.

o Resourceful: You may make Unarmed
Strikes with small objects, including your
Ranged Weapons.

e Scrappy: Your Unarmed Strikes deal
1D6 bludgeoning damage.

PACKED GUNPOWDER UNLOCKED: 9

Luck has everything to do with it.
Requirements: Spray and Pray
Range: 12 hexes

Uses: None, passively active

After making a critical success, you may
grant a Temporary Star Die to any number
of creatures you can see within Range for
the next minute.

To critically succeed on a Check, you must
roll a 7 or lower instead of a 5.

Furthermore, Spray and Pray gains 1 Use,
totaling to 4.

Honor-shmonor. The house always wins!
Requirements: 2 hour of time, 100 Credits,
Improvised Reload

Uses: Infinite

Using the Required Credits and time, you
cram powerful bullets into a magazine—
overflowing with gunpowder. You make 1
Explosive Magazine, which may fit into any
Ranged Weapon. When loaded into a
Ranged Weapon, using its Reload Speed,
all Ranged Attacks made with it deal an
additional 1D8 . Packed
Gunpowder’s effects last until the magazine
runs dry, or the weapon is otherwise
unloaded.

Explosive Magazines are sought after by
criminals, firearm enthusiasts, and those
dealing with the trade of contraband.
Usually, Explosive Magazines are valued
around 120 to 150 Credits.
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TACTICIAN UNLOCKED:

Honor-shmonor. The house always wins!
Requirements: 1 Star Die, Advanced
Tactics

Uses: 2

At the start of your turn, you may use
Tactician as a Free Action. Instead of
choosing to up to 2 Tactics, you may use
any number this turn.
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ELEMENTALIST

Most are ignorant of their will on the
universe, brushing off magic as a fad—a
meaningless craft studied by few. Some
creatures, however, understand the power
that comes with bending the rules—shaping
the matter around them into their vision.
Elementalists—those who alter the
temperature of space—use their powers to
create fluctuations in energy. They can
manifest sparks of fire in an instant, or
freeze the skin of others. While most
Elementalists draw their skills from the
magics of the universe, some use
technology to obtain similar abilities.

The Elementalist has existed for thousands
of years, originally known to humankind as
humble wizards and warlocks. Most were
outcast as evil, wicked beings. As their
numbers dwindled, the identity of an
Elementalist became lost to time. Only as
the understanding of technology has
advanced have Elementalists gained the
right to openly practice their craft.

Unknowingly, every intelligent species
has interacted with the energy of the
universe. Humankind'’s first fires, an
Alfendor organic memory tank, and
spaceships that dwarf planets all rely on the
transfer of energy—or temperature.

Much like Soul Siphoning, bending the
elements of fire and ice was shunned in
human society. Other species, such as
Travelers, Dwarves, and Alfendor molded
Elementalists into their cultures, accepting
their skills and using them to better society.
Some species, such as the Novaspawn and
Kai'No, are innately born with the
understanding of manipulating the flow of
energy.

Today, Elementalists are more popular than
at any point in history. As intelligent speices
learned more about the universe around
them, they gained a deeper understanding
of manipulating energy: artifically and
magically. Many universities, guilds, and
businesses specialize in teaching the skills
to control the elements. Many creatures who
wish to live a life of magic start with
bending the elements of fire and ice as they
come about through the same variable:
temperature. Controlling electricity as a
Thundersmith, conjuring spells fueled by
souls as a Soul Siphonist, or materializing
dread and disease as an Infectant come
with an understanding of a specific subject
or blessed with the power to do so. However,
almost anyone can be an Elementalist, with
the correct training, dedication, and will.
Guilds such as the Conjurers Guild are built
upon this, and while they do offer training
and support to those studying other magics,
Elementalists make up the majority of their
workforce.

In a party, Elemenatlists provide top-notch
fire damage and a wide variety of unique
ice-amplified utility. They are long-range
casters who dish out tons of damage and
support their confrontational allies. Outside
of combat, Elementalists use their innate
understanding of energy and temperature to
change the world around them, inching
them closer and closer to their goals.

When creating your character, consider how
they obtained their powers. Do they use
technology to mimic the abilities or magic,
or were they born with them? Did they study
at a guild or institution?
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What do other creatures think of them, and
how are their relationships with others?
Many Elementalists studied under masters,
helping them in their studies and learning
the craft as a side effect. If you were, or are,
an apprentice, who do you learn from? What
do they do, and what are they like?

Finally, consider why your character took up
the name of an Elemenalist: what and why
do they fight for? Do they want to spread
good across the universe, destroying ill-
willed creatures in their way? Are their goals
humble, small aspirations to satisfy their
moral compass, or do they have darker
desires?

Tips for an Elementalist: Below is a list of
tips for consideration when playing a
Elementalist. It is not a step-by-step guide
on how to use the class, but some notes to
keep in mind from turn to turn during
combat, and outside of it as well.

e Your Abilities are powerful! Most fire-
based Abilities deal tons of fire
damage, while ice themed Abilities offer
unmatched utility in and out of combat.
As your character levels up, consider
what path you want to go down... maybe
it is a mix of both!

e Elemental Initiate offer both Enflame
and Frostbite: two different spells that
can each be used once per turn.
Consider when to use them, and when to
take other Actions instead.

e Use your utility! Most ice-based Abilities
effect your enemies negatively without
dealing damage.

Most of your Abilities ignore Low and
High Cover, but still require line of sight.
When selecting your targets, consider
how you can reach enemies that may be
harder for your firearm wielding allies.
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Recommended Scores: At Level 1, the
following spread of scores is recommended
when creating an Elementalist. Power is the
most important Category to invest into,
while Dexterity and Sense are great options
as well.

Physique 45 (1 point)
Dexterity 45 (1 point)
Power 60 (4 points)
Sense 50 (2 points)
Speech 50 (2 points)

Below is the list of Abilities available to the
Elementalist. The Prominent Ability is listed
first then followed by a list of Additional
Abilities. As a note, any Abilities with Uses
(even if Infinite) may only be used once per
round. Those without Uses are passive, and
constantly active.

ELEMENTAL INITIATE UNLOCKED: 1

You may use Enflame and Frostbite each
once per turn, assuming you have the
required Actions to do so.

Passive: You can use Elemental Initiate
outside of combat without murderous
intentions. For example, you could lightly
singe a piece of paper, strike a spark in a
garbage can, freeze a bottle of water, or
preserve raw meat.

FROST OVER UNLOCKED: 2

Prominet Ability
Requirements: 1 Action
Range: 12 hexes

Uses: Infinite

Your affinity of magic allows you to
manipulate the temperature of particles by
increasing or decreasing the concentration
of energy in a given space. Target a creature
you can see within Range, making a Casting
Check. On a success, you inflict one of
effects to it from the list below...

e Enflame: You ignite the creature,
dealing 1D10® fire damage.

e Frostbite: You chill the creature, dealing
1D4 and Slowing it for 2
hexes of Movement on its next turn.

Better flavor text pending
Requirements: 1 Action
Range: 8 hexes

Uses: 3

You target an object in Range, attempting
to shroud it in a thick layer of ice. The object
must be no larger than 1 hex, and weigh no
more than 30 pounds.

If the object is being used, worn, carried, or
is otherwise contested by another creature,
make a Casting Check. (Otherwise, a Check
is not needed).

On a success, you freeze the object,
rendering it mechanically useless until the
end of your next turn. Objects like levers
cannot be pulled, doors cannot be openned,
and firearms do not shoot.

Non mechanical objects like simple melee
weapons still function as normal. Objects
superheated such as hot metal or magma
cannot be effected by Frost Over.
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CURVEBALL UNLOCKED: 3

They’ll never expect it!
Requirements: 2 Actions
Range: 12 hexes

Uses: 3

You launch a fireball towards a hex you can
see within Range, forcing all creatures
within it and up to 2 hexes away from it to
make an Agility Check.

On a failure, a creature takes 2D8 fire
damage, or half as much on a success.

BRITTLE UNLOCKED: .

ICE SHIELD UNLOCKED: §

Better name and flavor text pending
Requirements: None
Uses: Passive, constantly active

Once per round after dealing to
a creature, you may choose to mark it as
Brittle until the start of your next turn. A
creature can only be effected by Brittle once
per round.

When another creature makes a successful
Attack against a Brittle creature, it is
Stunned for 1 Action on its next turn and
the Attack deals an additional 1D6

EXTRA HEAT UNLOCKED: &

Better name and flavor text pending
Requirements: None

Range: 8 hexes

Uses: 3

Once per round after a creature you can see
within Range would be damaged by an
Attack or other harmful effect, you may
choose to surround them in a sphere of ice,
reducing the instance of damage by 2D6.

Afterwards, the shield shatters, dealing the
same amount as to any
creatures of your choice in a hex adjacent to
the target of Ice Shield.

Passive: Frostbite now deals 1D6
instead of 1D4, and Slows for 3
hexes instead of 2.

FORGE FLAMES UNLOCKED: k

Now we’re cookin’!
Requirements: 1 Star Die
Uses: 1

After using an Ability which deals fire
damage, you may use Extra Heat as a Free
Action to expend a Star Die. Any dice rolled
for fire damage roll their highest value.

Passive: Enflame now deals 1D12 fire
damage.

Better name and flavor text pending
Requirements: 1 Action

Range: Self/touch

Uses: 2

You touch an object, forcing energy into it.
Until the end of your next turn, Melee and

Thrown Attacks made with the object deal
an additional 1D8 fire damage.

EXFOLIATE UNLOCKED: 7

Better name and flavor text pending
Requirements: 2 Actions, Curveball
Uses: 2

You radiate pure energy from your bodly,
exloding outward up to 4 hexes away. High
Cover, walls, and any other opaque surfaces
block the effects of Exfoliate for hexes
behind it. Until the end of your next turn,
light lingers in the effected hexes.
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All creatures (besides yourself) within the
effected hexes are forced to make a
Resistance Check. On a failure, a creature
takes 2D8 fire damage, or half as much on
a success. Until the start of your next turn,
you gain a Resistance Die.

Passive: Curveball now deals 3D8 fire
damage instead of 2D8. Furthermore, any
fire damage effects which deal damage
across multiple hexes (such as Curveball
and Exfoliate) destory any wooden walls, Low
Cover, and High Cover. Other flamable
objects such as cloth catch aflame.

SUMMON STORM UNLOCKED: 7

Passive: Brittle’s additional

increases to 1D8, from 1D6. Furthermore,
you may affect up to 3 creatures with Brittle
per round instead of 2.

DUO DUELIST UNLOCKED: &

Better bring some hot coco!
Requirements: 3 Actions, Brittle
Range: 8 hexes

Uses: 2

Targeting a hex you can see within Range;
you summon a hailstorm centered up to 180
feet above it. The storm spreads outward, up
to 6 hexes away. The storm acts as if made
of gas—it fills rooms, spreads around
corners, does not affect hexes under a roof
or behind a wall, and so on.

For the next minute, all hexes count as
rough terrain. Furthermore, when a creature
steps into an effected hex for the first time
on their turn, they take 1D4

If you wish, you may deconcentrate
Summon Storm’s effects, wisping a
harmless snow flurry instead. In this case,
Summon Storm does not deal damage, nor
create rough terrain. Instead, its effects
expand out to 25 hexes away from your
targeted hex, and last 8 hours instead of 1
minute. Creatures in an effected hex gain a
Bonus of 10 to Stealth Checks.

Better name and flavor text pending
Requirements: Extra Heat, Ice Shield
Uses: Passive, constantly active

You have become a master of both ice and
fire, allowing you to have both Extra Heat
and Ice Shield on your Additional List at the
same time. Furthermore, both Abilities and
Elemental Initiate’s Enflame and Freeze
gain bonus effects, listed below...

e Extra Heat gains a Use, totaling to 2.
You may use both Uses on a single turn,
if you wish.

e Ice Shield gains a Use, totaling to 4. It
now blocks 3D6 damage, and deals the
same as

e Both Enflame and Freeze may be used
as many times on a turn as you wish,
provided you have the Actions to do so.

Furthermore, you gain a stronger hold on
your elemental powers, granting you greater
abilities on the fly (much like those granted
by Elemental Initiate). For example, you may
now melt large pieces of metalic material,
freeze gallons of water in seconds, cause
snow to form from water vapor in a room,
and so on. A GM may deem an action
impossible, such as melting an incredibly
heat resistant door, for example.
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ENTOMB UNLOCKED: 9

Better name and flavor text pending
Requirements: 3 Actions, Frost Over
Range: 8 hexes

Uses: 2

You attempt to incase a creature Larger or
small that you can see within Range in a
thick layer of ice. Against unwilling
creatures, make a Casting Check. On a
success, the creature is affected.

For the next hour, the creature remains
frozen in thick, heavy ice. After the hour is
up, you may use Entomb again on the same
target to continue itself effects—no Casting
Check required.

A creature inside of the ice does not
comprehend its time in the ice, nor
remember any of it. While inside of the ice,
a creature is Impervious, and cannot be
affected by anything outside of the ice.
However, it cannot move, take Actions, or
benefit from passive effects. The ice around
the creature adds 300 pounds to its weight
if it is Large, 100 if medium, and 25 if small.

The ice itself has 50 Health Points, and
shatters when its Health Points reach ©.
When it does, the creature inside is freed,
and no longer is affected by Entomb. Any
hexes around the frozen creature my benefit
from it as if it were High Cover if the
creature is medium or Large, or Low Cover if
the creature is small.

Passive: Frost Over gains 1 Use, totaling to
4. Furthermore, its Range becomes 12
hexes instead of 8.

SEARING SPEAR UNLOCKED: 9

Better name and flavor text pending
Requirements: 2 Actions

Range: 12 hexes

Uses: 1

You conjure a heavy flaming spear that
floats above your hand, throwing it at a
target you can see within Range, making a
Casting Check. Treat this Check as if it were
a Ranged Check for a Ranged Attack—
meaning effects such as Low or High Cover
impose a Penalty on the Casting Check.

On a success, the spear strikes true, dealing
4D12 fire damage, or half as much on a
failure. The spear then explodes into a ball
of fire, dealing 1D12 fire damage to any
other creature in a hex adjacent to your
original target, no Check required.

Passively, you may summon the flaming
spear in an open hand, and wield it as a
melee weapon. It deals 1D6+2 fire damage,
takes an Action to Attack with, and has a
Range of 2 hexes. You may dismiss the
spear on your turn as a Free Action. Other
creatures may wield the spear, if you wish.

BURN BRIGHT UNLOCKED: 11

Better name and flavor text pending
Requirements: 2 Star Dice
Uses: 1

As a Free Action, the energy within you
superheats your pyromania. Until the end of
your turn, replace any die you would roll to
deal fire damage with a D20 and roll it
instead.
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WAR BARON

Do you strive to keep the wicked at bay,
fighting for a brighter future? Do you wish to
use your power to save those who cannot
save themselves? Or perhaps, you yearn for
power. So much so, you selfishly push others
around to forward your great plan. Either
way, play a War Baron!

War Barons seize power by force,
steamrolling anyone standing in the way
between themselves, and a better, more
powerful, future. Many War Barons find work
in powerful positions within society, or doing
violent jobs that require a strong physical
stature. Politicians, war generals, bouncers,
or thugs are some possible backgrounds
where a leader can find their true
protentional.

In a party, War Barons control the
battlefield by force. They dominate combat
with their proficiency in hand-to-hand
combat, while their fortified armor offers
high pain tolerance to any incoming
damage. They selfishly steal the spotlight for
themselves while making space for others to
fight alongside them. As a War Baron levels
up, they unlocked tools to enhance their
armor, new fighting techniques, and magical
abilities.

Swapping between their Armored and
Unarmored states, War Barons employ a
vast array of abilities to take control of
combat. They soak damage for their alleys,
and steal from their foes. In close corridor
situations, War Barons shine with their
limited range abilities, and power Melee
Attacks.
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Tips for a War Baron: Below is a list of tips
for consideration when playing a War Baron.
It is not a step-by-step guide on how to use
the class, but some notes to keep in mind
from turn to turn during combat, and outside
of it as well.

At the start of your turn, do not forget to
define your Armored or Unarmored
state. Deal extra damage, or reducing
incoming damage, are both very
powerful.

If you have Abilities which Require you
to be Armored or Unarmored, but sure
that you start your turn in that form.
Think about how those Abilities fit into
what you want to do each turn.

As you level up, you will gain Abilities
which help you control the battlefield.
When taking your turns, consider how
you can keep your teammates safe and
make space for them and yourself.
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Recommended Scores: At Level 1, the
following spread of scores is recommended
when creating a War Baron. Combat is the
most important Category to invest into,
while Power and Sense are great options as
well.

Physique 55 (3 points)
Dexterity 50 (2 points)
Power 50 (2 points)
Sense 45 (1 point)

Speech 50 (2 points)

Below is the list of Abilities available to the
War Baron. The Prominent Ability is listed
first then followed by a list of Additional
Abilities. As a note, any Abilities with Uses
(even if Infinite) may only be used once per
round. Those without Uses are passive, and
constantly active.

IRONCLAD UNLOCKED: 1

While Unarmored, your Melee Attacks deal
extra damage as determined by the table
below. If the Attack requires 2 or more
Actions to use, it does double this bonus is
doubled. The damage type is the same as
the Attack’s. The damage granted while
Unarmored increases as you level up, as
shown below...

LEVEL 1 ACTION 2 OR MORE
1 1 2
5 2 4
9 3 6
1 4 8
ONSLAUGHT UNLOCKED: 2

Prominent Ability
Requirements: None
Uses: Passive, constantly active

You wear a set of armor that perfectly fits to
your body. This armor may look however you
want, and you can modify its appearance
during Breaks and Rests.

As a Free Action at the start of your turn
and freely outside of combat, you may swap
between two states: Armored and
Unarmored. Each state has different
bonuses while in it. Some Additionals
require you to either be Armored or
Unarmored to use.

While Armored, your Armor and
Resistance Dice increase by one size. If
you don’t have any dice, gain a D4. A D4
turns into a D6, a D6 into a D8, and so on.

Crush any enemy in your wake!
Requirements: 1 Action, Armored
Uses: 3

You charge in a straight line up to 3 hexes
away, destroying any Low Cover in your way.
Striking High Cover, a wall, or creature stops
your charge in the hex in front of the
unfortunate target. If you hit a creature,
force it to make an Agility Check.

On a failure, it takes 2D4 bludgeoning
damage and is Stunned for 2 Actions on its
next turn. On a success, it takes half as
much damage and is not Stunned.

DECIMATE UNLOCKED: 3

Sever their skulls.
Requirements: Free Action, Unarmored
Uses: 2

Until the start of your next turn, any flat
modifiers added to your Melee Attacks (such
as those from the weapon’s base damage
and Ironclad) are doubled.
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SECOND THOUGHTS UNLOCKED: U4

PARTING SHOT UNLOCKED: §

Bend the universe to your will.
Requirements: None

Range: 8 hexes

Uses: 5

Once per round after a creature you can see
within Range carries out any of the
following Actions, force them to reroll their
dice, taking the highest or lowest total value
(your choice).

e Damage for an Attack.

e To reduce incoming damage with Armor
or Resistance Dice.

e Rolling a Star Die after a failed Check.

e Total Health Points restored from an
item, Ability, or other effect.

If a creature is rerolling its dice for a higher
value, it may choose to not reroll any
number of its dice.

BOLSTER UNLOCKED: 5

One for the road.
Requirements: Unarmored
Uses: Passive, constantly active

Once per round, when a creature you can
see willfully leaves a hex adjacent to you,
you may make a melee Attack with your
active weapon. If successful, you also Slow
the creature for 2 hexes of Movement on
their turn.

NAME UNLOCKED: &k

Leading by example.
Requirements: Armored
Uses: Passive, constantly active

Once per round, you may intercept attacks
meant to strike an ally. If a willing creature
in an a hex adjacent to you were to be stuck
by an Attack, you may make yourself the
target of the Attack instead.

You may declare your use of Bolster before
or after damage is calculated, but not after
the original target takes any action against
the Attack, such as rolling their Armor or
Resistance Dice, or using an Ability.

Flavor text
Requirements: 1 Action
Uses: 3

Make a Melee Attack (with a weapon or as
an Unarmed Strike) regardless of the
number of Actions it would take to do so. If
successful, it gains an added effected
depending on your Armored or Unarmored
state.

Armored: If the target is a medium creature
or smaller, you send it up to 3 hexes away
from you.

Unarmored: The Attack deals 2 additional
damage. This is a flat modifier and applies
to other effects such as Decimate.

BULWORK UNLOCKED: 7

You are the immoveable object.
Requirements: Onslaught
Uses: Passive, constantly active

Once per round while Armored, you may roll
a D4 as if it were your Armor Die, even if
you already used your Armor Die.

Onslaught now deals 2D8 bludgeoning
damage instead of 2D4.
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INVEITIBILITY UNLOCKED: 7

You are the unstoppable force.
Requirements: Decimate
Uses: Passive, constantly active

While Unarmored, you cannot be Slowed or
Rooted, and gain 2 hexes of Movement.

Decimate gains a Use, totaling to 3.

RECOUP UNLOCKED: &

UNNATURAL DISASTER UNLOCKED: 9

Flavor text
Requirements: 3 Actions
Uses: 1

You take a moment to shake off damage
and heal your wounds. Roll your Health Die a
number of times equal to your total number
of Star Dice and restore the total as Health
Points.

COMMANDING SHOUT UNLOCKED: 9

Flavor text
Requirements: 2 Actions
Range: 12 hexes

Uses: 2

Your presence strikes your allies as you give
an inspirational speech, play an instrument,
or inspire them in another way. Until the
start of your next turn, all creatures of your
choice within Range that can hear you gain
the following benefits...

e A Bonus of 5 to all required Checks for
Attacks.

e Attacks deal 2 additional damage. This
is a flat modifier. The added damage is
the same as the Attack’s type.

e 2 additional hexes of Movement.

Flavor text
Requirements: 3 Actions
Range: 8 hexes

Uses: 1

You strike your weapon into the ground,
forcing all creatures in Range—even if you
cannot see them—to make an Endurance
Check. On a failure, they take 3D4
bludgeoning damage and fall Prone. On a
success, they take half as much and do not
fall Prone.

Regardless of any forced Checks, you
degrade the ground, turning all hexes within
Range into rough terrain. If Unnatural
Disaster is used on a damaged surface,
such as an old building’s floor or wooden
bridge, it could have adverse effects, such
as collapses.
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THUNDERSMITH

Thundersmiths, or those who can channel
electricity with their will, have existed for
centuries. Sheltered by ignorance, humans
were only recently introduced to the concept
when they first encountered Dwarvenkind
kind around Jupiter. Here, a band of
Dwarves lead by Gavilan the Glorious
constructed the Thunder Forge, a city’s
length of forging machinery powered by the
lightning within Jupiter’s thick atmosphere.
Lightning-infused weapons sell for a higher
price, due to their dependability and
electrical properties. The few Dwarves who
call the Thunder Forge provide tens of
thousands of weapons for military groups,
companies, and mercenaries. The leader of
the group, a Thundersmith himself,
introduced the craft to humans a few years
later. After some humans incorporated it
into their lives, it spread like wildfire across
the Solar System.

Now, it is common to see creatures
manipulating electrical energy in their favor.
A Thundersmith who works with technology
saves Credits on a soldering iron, and can
charge products without the use of a cable.
Mechanics simply magnetically suspend old
tires in air, moving them across a building
effortlessly. Bartenders can easily cut off a
drunkard—so long as their glasses are
metallic.

Most of the Solar System is powered by
dirty fossil fuels like coal or oil, or clean
sources such as solar panels, wind turbines,
or fission energy. Remote operations off the
power grid may employ Thundersmiths to
generate electricity for their buildings and
machines. The work pays poorly, drains the
user, and requires around-the-clock-work.
Companies caught exploiting

Thundersmiths face public backlash,
lawsuits, and legal fines.

How a Thundersmith controls the flow of
electricity and can magnetically influence
metal objects varies from creature to
creature. Like many Dwarves on the Thunder
Forge, some creatures are born with these
capabilities. However, if a Thundersmith is
born into a civilization unwilling to accept
the magics of the universe, such as
humanity, they are quickly shunned or killed.
Only after a species outside of the Solar
System showed them the power of
Thundersmithing did they start to accept it.

Some creatures use technology to
obtain similar powers to those born with it.
Specialized magnets, controlled by
microscopic super computers, can generate
sparks of electricity from thin air, or
magnetically influence metal objects around
them. These objects, known as Smithstones,
are solely created within the Thunder Forge.
While pop-up companies try to imitate the
products they design, none have withstood
the test of time. Users of Smithstones
attribute this to their reliability, durability,
and small size. Most Smithstones are plain,
sleek metallic stones that can fit onto a
keychain, while luxury Smithstones come in
all shapes, sizes, and colors.

In a party, Thundersmiths provide bursts of
electrical damage against their enemies.
While Energized or Overcharged, they are
capable of massive strikes of thunder and
lightning, leaving their oppenents Slowed,
Stunned, or dead. With their influence over
metallic objects, they can rip items away
from creatures, throw large weapons from
range, and lift unthinkable weights.
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Thundersmiths are reliable—yet flashy—
frontline tanks sure to shock anyone who
dares to oppose them.

When creating a Thundersmith, consider the
role you want to play on your team, and how
that reflects your character. Are you an
acrobatic, quick creature who dashes
around the battlefield in seconds? Are you a
stalwart guard, standing in the faces of your
enemies to protect your allies? Either way,
think about how your characteristics and
lightning bending abilities shape your
character and define who they are.

Consider how you obtained your powers
to wield electricity and magnetism. Were
they granted at birth, by a high power, or did
you study years to learn the trade? Do you
use a Smithstone, or a similar object? How
did you come across the technology that
allows you to use your powers?

Finally, consider what your character’s
needs and wants are. How do their powers
play into them? Are they simply a tool they
use to obtain their goals, or is a core part of
what makes them... them?

Tips for a Thundersmith: Below is a list of
tips for consideration when playing a
Thundersmith. It is not a step-by-step guide
on how to use the class, but some notes to
keep in mind from turn to turn during
combat, and outside of it as well.

e Living Conduit can be used to grant you
Energized and Overcharged states.
Along with some Free Actions your
Prominent Ability provides, most of your
Additional Abilities may be Energized
and Overcharged as well!

e When planning your turn, consider the
order of your Attacks and Abilities. How
do they interact with your Energized and
Overcharged states?

e Outside of combat, your ability to
influence metallic objects, and lift heavy
objects can be very useful. Do not be
afraid to ask the GM if you can use your
powers for a certain task, even if an
Ability does not expressly say you can.
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Recommended Scores: At Level 1, the
following spread of scores is recommended
when creating a Thundersmith. Combat is
the most important Category to invest into,
while Power and Dexterity are great options
as well.

Physique 60 (4 points)
Dexterity 50 (2 points)
Power 55 (3 points)
Sense 40 (O points)
Speech 45 (1 point)

Below is the list of Abilities available to the
Thundersmith. The Prominent Ability is
listed first then followed by a list of
Additional Abilities. As a note, any Abilities
with Uses (even if Infinite) may only be used
once per round. Those without Uses are
passive, and constantly active.

CONDUCT & GENERATE UNLOCKED: 1

Placeholder for art

Prominent Ability
Requirements: None
Uses: Passive, constantly active

Whenever you make a critical success or
failure, you become Energized for the next
minute. If you were already Energized,
become Overcharged instead for the next
minute. Other effects (including Generate
from this Prominent Ability) may also
Energize you.

As a Free Action, you may expend your
Energized or Overcharged state to use one
of the effects below...

e Crackle: After making a successful
Attack, add an extra 1D8 to its damage
and convert it to JIf
you are Overcharged, deal 2D8 extra
damage instead.

e Shock: Target a creature within 8 hexes,
Slowing it for 3 hexes of Movement on
their next turn. If you are Overcharged,
Stun them for 2 Actions as well.

e Sprint: Gain 4 hexes of Movement until
the end of your turn. If Overcharged,
gain 2 and an Action until the end of
your turn.

You may use any of these effects as many
times as you want on your turn, assuming
you enter Energized or Overcharged states
to do so. When using other Abilities, some
allow you to expend your Energized or
Overcharged state as well, granting more
powerful effects.

Generate: Once per turn as a Free Action,
become Energized. You may use Generate
4 times, regained back on a Rest. You gain 1
use back on a Break.
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ATTRACTION UNLOCKED: 2

THUNDERSTRUCK UNLOCKED: U4

“I'm sorry, it’s as plutonic as a magnet.”
Requirements: 1 Action

Range: 8 hexes

Uses: Infinite

Reaching out with an empty hand, you can
influence a metallic object up to 20 pounds.
If the object is held by an unwilling creature,
make a contesting Strength or Nova Check
(your choice) against the creature’s Strength
Score. On a success, you gain control of the
item, forcing it into your hands or a hex
within Range.

Once per turn you may make a Thrown
Attack with an object in your hands, or under
the influence of Attracting, even if the object
does not have the Thrown property. When
throwing melee weapons, use their Attack
Speed and Damage to do so. All ranged
weapons and other objects take 1 Action to
throw, and deal 1D4 bludgeoning damage.

You may Energize or Overcharge
Attraction. If Energized, you make the
required contesting Check with Advantage.
If Overcharged, a Check is not required.

GRAND ENTRANCE UNLOCKED: 3

You bring the boom!
Requirements: 1 Action
Uses: 2

After landing an Attack, you may use
Thunderstruck, forcing the target and all
other creatures of your choice within 2
hexes of it to make a Resistance Check. On
a failure, they take 2D6 ,
or half as much on a success.

You may Energize or Overcharge
Thunderstruck. If Energized, Thunderstruck
deals 4D6 instead. If
Overcharged, all creatures gain a Penalty of
10 to the forced Resistance Check.

BRUTE STRENGTH UNLOCKED: 5

Stick the landing in style.
Requirements: 1 Action
Uses: 2

You leap into an unoccupied hex up to 3
hexes away, ignoring any Low Cover and
Medium or smaller creatures on the way.
When you land, become Energized.

You land with a shockwave forcing all
adjacent creatures of your choice to make
an Agility Check. On a failure, a creature
falls Prone.

Turn anything into a throw-away joke.
Requirements: Attraction
Uses: Passive, constantly active

Your overwhelming strength enhances your
physical and electrical abilities, giving you a
list of benefits, shown below...

¢ You may make Thrown Attacks using
either Finesse or Strength Checks.

e After making a Thrown Attack, you may
pull the weapon back to your hands if it
is in Range of Attraction.

e Attraction allows you to influence
metallic objects up to 200 pounds. Its
Range increases to 12 hexes.

e You may use Attraction to make as many
Thrown Attacks on your turn as you like,
provided you have the Actions to do so.

e When thrown using Attraction, objects
over 100 pounds deal 1D8 bludgeoning
damage.
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FRENZY UNLOCKED: &

Inflate the (Action) economy.
Requirements: None, Free Action
Uses: 2

Gain an Action until the end of your turn.

Passive: In combat when you Kill a creature,
become Energized.

STATIC ELECTRICITY UNLOCKED: &k

FARADAY CAGE UNLOCKED: 7

Flavor text!
Requirements: None
Uses: Passive, constantly active

Whenever you hit a creature with an Attack,
you deal an additional 1D4

. Whenever a creature successfully
hits you with a Melee Attack, they take 1D4

BOLT OF SMITING UNLOCKED: 7

Requirements: 3 Actions
Range: 12 hexes
Uses: 1

You conjure a lightning bolt and chuck it in
a direction up to 12 hexes away. Any
creature in your bolt’s way are forced to
make an Agility Check, taking 3D10

on a failure, or half as
much on a success.

The bolt crackles, booming up to 1 mile
away. For the next minute, all creatures
(besides those except) within 20 hexes gain
Disadvantage on any Perception Checks
which require the ability to hear.

You may Energize or Overcharge Bolt of
Smiting. If Energized, the bolt is 3 hexes
wide instead of 1 hex. If Overcharged, the
bolt deals 6D10 instead
3D10.

Flavor text!
Requirements: 3 Actions
Range: Self/touch

Uses: 2

You attempt to summon an opaque box of
energy around a creature you can touch,
making a Casting Check. If the creature is
larger than medium, you have Disadvantage
when doing so. If you are targeting a willing
creature, a Check is not required.

On a success, you summon the box,
encapsulating the creature. While in the box,
the creature is fully surrounded by High
Cover, and cannot take damage from
outside sources. It cannot see through the
cage, but its electrical energy does provide
light within it.

The cage has 40 Health Points, and expires
after an hour, or after its Health Points are
lost. On your turns, you may dismiss the
cage as a Free Action.

You may Energize or Overcharge Faraday
Cage. If Energized, the cage gains 20
Health Points, for a total of 60. If
Overcharged, any creature who successfully
makes a Melee Attack against the cage
takes 1D4

79



LIGHTNING BORN UNLOCKED: &

Flavor text!
Requirements: None
Uses: Passive, constantly active

Through your past endeavors, you have put
your body in mind through rigorous trails,
granting you the following bonuses...

e [Living Conduit gains 1 Use, totaling to 5.
Once per Rest, you may restore 2 Uses
during a Break.

o Crackle now adds 1D10
,and 2D10
when Overcharged, instead of 1D8 and
2D8 respectfully.

e Shock now Slows for 5 hexes of
Movement instead of 3.

e Sprint now grants 5 hexes of Movement
instead of 3.

Furthermore, you gain two new effects which
may be used just as the effected granted by
Living Conduit.

e Drag: Force a creature to make a
Resistance Check. On a failure, you may
pull the creature up to 3 hexes closer to
you. If you are Overcharged, a Check is
not required.

e Defend: Until the start of your next turn,
when you roll your Armor or Resistance
Die (your choice), it rolls its maximum
value. If you are Overcharged, Defend
effects both your Armor and Resistance
Dice.

IMBUE THUNDER UNLOCKED: 9

Flavor text!

Requirements: 2 Actions, Thunderstruck
Range: Self/touch

Uses: 3

You touch a metallic object no larger than
20 by 20 feet, infusing it for the next
minute. Once on your turn as a Free Action,
you may cause a bolt of lightning to strike a
creature within 5 hexes of the object. Make
a Casting Check. On a success, you deal 1D8

As an additional requirement, you may
spend 1 minute using Imbue Thunder. If you
do, Imbue Thunder’s effects last for one
hour, and its effect may automatically
trigger on a target when specific criteria are
met. For example, you could specify a
creature needs to touch the object, for it to
target a specific creature you know, or after
a creature tries to tamper with it.

Passive: Thunderstruck gains a Use,
totaling to 3. Thunderstruck now deals 2D8
instead of 2D6. When it
is Energized, it deals 4D8
instead of 4D6. When
Overcharged, it grants a Penalty of 15
instead of 10.

JUMPING SPARKS UNLOCKED: 9

Requirements: Static Electricity
Range: 5 hexes
Uses: Passive, constantly active

Once per turn, after deal

to a creature with an Attack, you may cause

it to arc to another creature you can see

within Range, dealing the same amount of
to it.

Passive: Static Electricity deals 1D6
instead of 1D4.
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DEATH BRINGER

Do you want to pick off your enemies one by
one, unknown to those around them? Slip in
and out of the shadows, moving with finesse
and dexterity? If so, play a Death Bringer!

Death Bringers use their cunning
intelligence and stealth superiority to strike
when the time is right. A master at arms,
Death Bringers expend their entire arsenal
of weapons to kill their targets. Using a mix
of ranged, melee, and thrown weapons,
Death Bringers dish out tons of damage.
With their high mobility and sneaky
strategies, it's easy to remain undetected.

Death Bringers can fill the role of a
trained assassin, or a pretty thief with tricks
up their sleeves. Maybe their abilities of
trickery and stealth come from years of
training, or a draw to the powers of space
and its empty, dark void. Whatever the case
may be, Death Bringers use their skills with
grace and confidence.

In a party, Death Bringers provide
directed burst damage. Long ranged sniper
shots, hand to hand combat, or a mix of
both make the Death Bringer an extremely
flexible class. Death Bringers have the
ability to scout ahead, sneaking forward to
scan for any visible dangers to come.

As they level up, Death Bringers gain
bonuses to their attacks, especially from
long range, and more tactics to stay hidden
in combat. They learn how to eliminate their
enemies by force, even erasing them from
the history of the universe.
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Tips for a Death Bringer: Below is a list of
tips for consideration when playing a Death
Bringer. It is not a step-by-step guide on
how to use the class, but some notes to
keep in mind from turn to turn during
combat, and outside of it as well.

Deadly Strikes provides extra damage
on Attacks based on your Level. Do not
forget to use your Strike Dice each turn!
Consider how you want to use them—do
you want to deal a large chunk of extra
damage on one Attack, or spread out
your Strike Dice across multiple
Attacks?

Death Bringers tend to sneak around in
the darkness, striking when the time is
right. When you are taking turns in
combat, consider how you want to
approach each turn, and when you want
to strike.

If you have any Abilities that allow you to
teleport or otherwise make you mobile,
consider how those play into your turn.
For example, Return and Shift both
provide quick access in or out of a fight.
Think about how those play into your
gameplan!

Early on, Death Bringers unlock key
Abilities that—if you choose to take
them—act as a resource. Both Ghosting
and Rift Shaping act as a power source
of resources. Use them appropriately!
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Recommended Scores: At Level 1, the
following spread of scores is recommended
when creating a Death Bringer. Combat and
Dexterity are the most important Categories
to invest into, while Power, Sense, and
Speech are great options as well.

Physique 55 (3 points)
Dexterity 55 (3 points)
Power 50 (2 points)
Sense 45 (1 point)
Speech 45 (1 point)

Below is the list of Abilities available to the
Death Bringer. The Prominent Ability is
listed first then followed by a list of
Additional Abilities. As a note, any Abilities
with Uses (even if Infinite) may only be used
once per round. Those without Uses are
passive, and constantly active.

DEADLY STRIKES UNLOCKED: 1

GHOSTING UNLOCKED: 2

Better name and flavor text pending.
Requirements: 1 Action
Uses: 2

For the next minute, you cloak yourself in
stardust, slipping into darkness. You gain
one of the following benefits, listed below...

e Gain 3 hexes of Movement.

e When you become Hidden and make a
Ranged or Thrown Attack, creatures
have Disadvantage when making any
Checks to locate the Attack’s origin.

e You gain 1 Strike Die.

As an optional Requirement, you may
expend a Star Die when using Ghosting. If
you do, its effects last for 1 hour instead of 1
minute.

RIFT SHAPING UNLOCKED: 3

Prominent Ability
Requirements: None
Uses: Passive, constantly active

After making an Attack against a creature,
you may roll any number of your Strike
Dice, adding their value as magic damage
to the Attack. Your number of Strike Dice
depends on your Level, shown below...

LEVEL STRIKE DICE
1 1D4
3 2D4
6 3D4
9 4D4
1 5D4

Like Armor and Resistance Dice, Strike
Dice are regained at the start of your turn
during combat, and recharge after a minute
outside of combat.

Better name and flavor text pending.
Requirements: 2 Actions

Range: 10 hexes

Uses: 2

You summon 4 Cosmic Daggers that you
may use to make Attacks, or as an Action,
give any number of Cosmic Daggers to
others to use. You may have a maximum of
4 Cosmic Daggers active at once.

As an Action, a creature may make a Thrown
Attack against a creature in Range, or a
Melee Attack, expending a Cosmic Dagger.
On a success, the Attack deal 1D6+2
piercing damage. When you make Attacks
with a Cosmic Dagger, you do not need an
open hand to do so.
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STRIKE DREAD UNLOCKED: U4

Some threats are greater than the outcome.
Requirements: 1 Action

Range: 6 hexes

Uses: 2

You force a creature within line of sight and
Range to make a Resistance Check. On a
failure, the creature becomes Fearful of you
for the next minute. If you make an Attack
against the Fearful creature, they remake
the Resistance Check on the start of their
next turn. If they pass, they are no longer
Fearful of you.

Passive: You have a Bonus of 10 to
Deception and Intimidation Checks made
against Fearful creatures.

RETURN UNLOCKED: 5

SHIFT UNLOCKED: &

It’s nothing personal, just business.
Requirements: 1 Action
Uses: 2

After you make a successful Attack against
a creature, you may use Shift to teleport into
an unoccupied hex around the creature you
can see.

TWIN OF SHADOUW UNLOCKED: k

Its rewind time!
Requirements: 1 Action, Rift Shaping
Uses: 2

You stab a Cosmic Dagger into the ground
of the hex you occupy. For the next 24
hours, you may teleport back to the Cosmic
Dagger as a Free Action on your turn,
expending it.

If you wish, you may pick up the Cosmic
Dagger as an Action if you are within the
same hex as it. Other creatures may pick up
and move the Cosmic Dagger as well,
possibly without your knowledge. If another
creature is holding the Cosmic Dagger
when you teleport back, you instead teleport
to the nearest unoccupied hex.

Passive: When you use Rift Shaping, you
produce 6 Cosmic Daggers instead of 4.
Furthermore, you may have a maximum of 6
Comic Daggers active at once.

Flavor text.
Requirements: Ghosting
Uses: 2

As an optional requirement for Ghosting,
you may use Twin of Shadow, manifesting a
spectral copy of yourself within an
unoccupied hex in Range. It acts on your
turn, allowing you to use make Attacks, use
abilities, and take other actions as if you
were where it is. It has its own Movement,
equal to yours. The clone expires when the
effects of Ghosting ends.

For example, it could make an Attack with
your weapon, throw a Cosmic Dagger on
your person, or use Strike Dead against a
creature. You can see through its eyes as if
it were your own vision, clearly hear sounds,
and smell scents in the air.

Passive: Ghosting gains 2 Uses, totaling to
4. While Ghosting is active, you may move
through unnatural materials such as building
walls, sewer grates, or rooves. If Ghosting
were to end while you are in such a solid,
you take 1D1® bludgeoning damage and
are pushed to the nearest unoccupied hex.
Materials created by the will of the universe,
such as a planet’s surface or a cave’s walls
cannot be passed.
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PRECISION UNLOCKED: 7

Flavor text.
Requirements: 1 Action
Uses: 1

Until the end of your turn, your Strike Dice
add their maximum value to an Attack’s
damage, instead of rolling for it.

As an optional Requirement for Precision,
you may expend a Star Die. If you do,
Precision’s effects last until the end of your
turn.

Passive: Your Strike Die is now a D6
instead of a D4.

ELITIST UNLOCKED: 7

FLURRY OF DAGGERS UNLOCKED: &

Something of a god complex.
Requirements: Strike Dread
Uses: 1

After making a Check, you may use Elitist as
a Free Action, reducing the value by 20,
turning a possible failure into a success. If
the Check’s value is reduced to 5 or lower, it
becomes a critical success. Critical failures
are not affected by Eljtist.

As an optional Requirement for Elitist, you
may expend a Star Die. If you do, Elitist
subtracts 40 from a Check’s roll instead of
20.

Passive: Strike Dread gains a Use, totaling
to 3. Furthermore, its Range increases to 12
hexes instead of 6.

Send it and forget it!

Requirements: 3 Actions, Rift Shaping
Range: 12 hexes

Uses: 2

You gather all of your active Cosmic
Daggers, sending an all-or-nothing shot
against an unlucky target. Make a Thrown
Attack against a creature you can see within
Range, expending all of your Cosmic
Daggers. On a hit, you deal 1D8 piercing
damage for every Cosmic Dagger
expended.

Passive: Your Cosmic Daggers now deal
1D8+2 piercing damage instead of 1D6+2.

SEAL FATE UNLOCKED: 9

Flavor text.
Requirements: None
Uses: 1

After successfully Attacking a creature, you
may use Seal Fate as a Free Action, gaining
knowledge granted by the cosmos.

For the next week, you know of the galaxy,
solar system, and planet the target resides
on. Furthermore, you have a Bonus of 10 for
all Checks used to physically track the
target.

While under the effects of Seal Fate, the
target feels extranational dread, and your
likeness is branded into their mind. When
the target sees you, they are quick to run or
fight.

Seal Fate’s Use is regained after the
creature dies, or you dismiss your effects on
a target as a Free Action, not during a Rest.
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BLESSED BY STARDUST UNLOCKED: 9

Flavor text.
Requirements: None
Uses: Passive, constantly active

Your connection to the universe has
blossomed, granting you the following
bonuses...

e You gain 1 Strike Die and 2 hexes of
Movement.

e When you Kkill a creature, its body
disintegrates into stardust. While others
are unable to locate your dead target,
those with knowledge of the magics of
the universe can piece together what a
pile of stardust is with a successful
Intelligence Check.

e Whenever an Attack applies a Strike
Die’s damage, before any other actions
are taken for it, you may convert the
Attack’'s damage into magic damage.
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SOUL SIPHONIST

Long ago, the first Novaspawn came into
contact with humanity. At first, the creature
was labelled a demon, chased out of village
after village before finally finding a caring
community in a newly founded town. In
times of pitchforks and pyres, closed-
minded people didn’t take kindly to the
magical, otherworldly powers of the
Novaspawn.

A small group of humans sheltered
them, hiding the creature away from the
unwelcoming populace. As time flowed, the
Novaspawn taught them the magics of
space and time, allowing humanity to wield
the power to manipulate energy. However,
their wills were weak, forcing the cult to walk
a path of inhumane soul bending: Soul
Siphontry. Those who openly cast
incantations using the souls of living
creatures were persecuted ruthlessly, in a
series of killings dubbed “The Witch Trials.”

Today, Soul Siphontry is a well-studied and
accepted form of magics. Large, planet-
spanning corporations spend an
unfathomable amount of Credits
researching the science behind Soul
Siphentry, with great success. It is
commonplace in supermarkets, pharmacies,
and convenience stores to see first aid
products “enhanced with ethically sourced
soul power.”

As the craft has made it into the main
stream, its population of users increased
dramatically. Whether through studying in
university, or parents aware of their child’s
abilities, an average of 17% of all intelligent
life forms are capable of Soul Siphentry.

Most Soul Siphonists use the power of souls
to aid themselves in monotonous day-to-day
tasks such as manual labor or memorization.
Rarely do their effects leave the confines of
their body... unless their moral compass
turns gray. Those who dive deep into the
craft of true Soul Siphentry find creative—
and devious—ways of obtaining the souls of
others. Using the power of Soul Shards,
parts of an intelligent creature’s soul, Soul
Siphonists can power effects, both mental
and physical, without causing long term
physical harm to other creatures.

With a quick punch, bullet to the leg, or
swipe of a blade, Soul Siphonists can leach
a soul from a creature’s body, Breaking
them. During this time, the creature feels a
sense of loss, and is directionless. Their
productivity dwindles, they go numb to a
lover's touch, and lose their will to improve.
After a day, their mood usually returns to
normal; however, long-term exposure can
render a creature with the effects of Broken
for weeks, even if their soul has not been
tampering with for days.

In a party, Soul Siphonists provide support
to their allies and doom to their enemies.
They gather Soul Shards through physical
confrontation, dishing it back out through
powerful, close range effects. Many Abilities
target the minds of creatures, enhancing
their performance on and off the battlefield,
or bending them to do your bidding for you.
Souls carry a creature’s life force, which can
be channeled into others, physically
restoring lost flesh and blood. Their
damaging effects are just as potent, further
amplified against Broken targets.
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When creating your Soul Siphonist
character, consider how they obtained their
power, their thoughts on the trade, and how
others perceive them. Are they happy with
how they use their powers? If their wants
and needs lean nefarious, are they aware of
their evil characteristics?

Sometimes, the act of Soul Siphoning
can have long term effects on the
appearance of a creature: their skin grows
pale, their veins purple with purple energy,
and the light behind their eyes fade. Does
your character have any of these physical
attributes? If they don’t, do they hide their
ability to bend the will of others?

Finally, consider what long term goals
your character has. How does Soul Siphontry
fit into it? Is it a goal of theirs to grow
stronger, or do they use it as a means to an
end? Do they wish to quit Soul Siphontry
when they deem it no longer necessary?

Tips for a Soul Siphonist: Below is a list of
tips for consideration when playing a Soul
Siphonist. It is not a step-by-step guide on
how to use the class, but some notes to
keep in mind from turn to turn during
combat, and outside of it as well.

e Unbind’s Extort allows for the first
successful Attack each turn against a
creature to steal a Soul Shard. Many
Abilities require Soul Shards to use.
Extort can be very helpful to fuel your
powerful spells!

e Unbind’s Enhance is a powerful ability,
and very flexible! Don't be afraid to save
a few Soul Shards for outside of
combat. They never leave your clutches
unless expended.

Many of your Abilities are relatively short
range, but powerful. Consider
positioning around Low and High Cover
to stay safe, and keep an eye on your
teammates.

Some of your Abilities gain a benefit if
the target is Broken, meaning you stole
a Soul Shard from it, but did not kill it.
Extort is the main way to do this!

Healing is a very powerful effect, and a
Soul Siphonist is one of the few classes
that can do it! If you do decide to take
up healing magic, consider when the
right time is to use it. If a creature is
Downed, it can be used to instantly pick
them back up!




Recommended Scores: At Level 1, the
following spread of scores is recommended
when creating a Soul Siphonist. Power is the
most important Category to invest into,
while Combat and Speech are great options
as well.

Physique 40 (® points)
Dexterity 50 (2 points)
Power 60 (4 points)
Sense 50 (2 points)
Speech 50 (2 points)

Below is the list of Abilities available to the
Soul Siphonist. The Prominent Ability is
listed first then followed by a list of
Additional Abilities. As a note, any Abilities
with Uses (even if Infinite) may only be used
once per round. Those without Uses are
passive, and constantly active.

UNBIND UNLOCKED: 1

Prominent Ability
Requirements: None
Uses: Passive, constantly active

When a creature dies within 20 hexes of
you, it drops a Soul Shard in the hex it was
in, which you may take as a Free Action on
your turn if you have line of sight to it.

You may store up to 6 Soul Shards at any
time, and keep them between Breaks and
Rests. Most of your Abilities require you to
expend Soul Shards to Use them,
explained in its Requirements section.

Extort: Once per turn as a Free Action, after
making a successful Attack against a
creature, you may steal a Soul Shard from
it, rendering it Broken for the next week.
Some of your Abilities becomes stronger if
the target is Broken!

Enhance: As an Action on your turn, you
may expend a number of Soul Shards to
grant an effect on a creature up to 8 hexes
away, from the list below...

e Spike (1 Soul Shard): Until the start of
your next turn, the creature’s next
successful Attack deals an additional
1D8 magic damage.

e Defy (2 Soul Shards): For the next
minute, the target gains 1 hex of
Movement.

e Coerce (3 Soul Shards): For the next
10 minutes, the target’s next Check
under the Speech Category gains a
Bonus of 10.

You may use Enhance as many times as you
want, provided you have the Actions and
Soul Shards to do so. A creature may only
be affected by a single effect of Enhance,
but you may affect multiple creatures at the
same time.

SIPHON POUWER UNLOCKED: 2

“Go forth in my name!”
Requirements: 1 Soul Shard
Range: 5 hexes

Uses: 3

When you add Siphon Power to your Ability
List, choose a Category besides Power. You
may change the chosen Category after
completing Rests and Breaks.

Once per round after a creature you can see
within Ranges fails a Check under your
chosen Category, you may use Siphon Power
to instead make them pass if the Check
would have passed under your Nova score.
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You may hide your effects of Siphon Power
on your target, forcing creatures to make a
Nova Check to notice its effects.

REVITALIZE UNLOCKED: 3

ALLURE UNLOCKED: &

Mend the souls of the needy.
Requirements: 1 Action, 1 Soul Shard
Range: 8 hexes

Uses: 2

You channel healing energy into a creature
you touch, restoring 2D4 plus your level as
Health Points.

Passive: During Rests, you may conduct a
ritual with up to 6 other creatures, taking 10
minutes. All creatures involved gain a
Temporary Star Die until your next Break
or Rest.

CINDER UNLOCKED: .

Burn the heretics!

Requirements: 1 Action, 1 Soul Shard
Range: 5 hexes

Uses: 2

You target a hex within Range that you can
see, spinning a spiral of blue hellfire
upwards 20 feet. All creatures in the
targeted hex and any hexes adjacent to it
must make an Agility Check.

On a failure, a creature takes 3D4 fire
damage, or half as much on a success.
Regardless of their Check, Soulless
creatures cannot use their Resistance Dice
for the next minute.

Whisper sweet nothings.
Requirements: 1 Action, 1 Soul Shard
Range: 8 hexes

Uses: 2

Target a creature you can see within Range,
forcing it to make a Resistance Check. On a
failure, the creature is captivated by you for
the next minute. Until you or another
creature damages or harms it, the creature
listens to your every command. As an Action
on your turn, you may psychically command
the creature to follow through with a simple,
nonviolent, task such as fetching an item,
lying to another, or running away.

Once the effects of Allure end on a
creature, or it passes the required
Resistance Check, it is aware of the magics
used on it.

FORCED DONOR UNLOCKED: 5

Heartbreaking.
Requirements: 1 Action
Range: 5 hexes

Uses: 2

Make a Casting Check, targeting a creature
you can see in Range. You strike the target
with a spectral chain, dealing 3D6 magic
damage, or half as much on a failure.

If the required Casting Check was
successful, you may choose another
creature within Range that you can see,
healing them for the same amount as
damage dealt.
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SHACKLE UNLOCKED: &k

Flavor text
Requirements: 3 Actions
Range: 8 hexes

Uses: 3

You lash out with spectral chains, targeting
up to 3 creatures of your choice that you can
see, and are not directly behind Low or High
Cover.

Make a Casting Check against each
creature you target. On a success, you deal
2D8 magic damage to the creature,
stealing a Soul Shard if applicable. If the
target was Soulless, it takes 3D8 magic
damage instead.

On a failure, the creature takes half as
much, and does not take extra damage if it
is Soulless. You cannot steal Soul Shards
from creatures on a failure.

Passive: You may effect up to 2 creatures
with Unbind’s Extort each turn. Choose
another Category for Unbind’s Enhance.

SHEAR SOQUL UNLOCKED: 7

PUPPETEER UNLOCKED: 7

Flavor text
Requirements: 2 Actions
Range: 5 hexes

Uses: 3

Passively, your Attacks against Soulless
creatures deal 1D4 extra magic damage.

After making a successful Attack, you may
Use Shear Soul, restoring Health Points to a
creature you can see within Range equal to
triple the magic damage added by Shear
Soul.

Flavor text

Requirements: 2 Actions, 1 Soul Shard,
Allure

Range: 8 hexes

Uses: 1

You attempt to coerce a creature to carry
out a harmful task. Force a creature within
Range that you can see to make a
Resistance Check. On a failure, they carry
out one of the following effects on their next
turn, listed below...

e Betray: The creature spends its next
turn attempting to Attack a creature of
your choice. It must use its Movement
and all available Actions to do so. You
cannot affect the same creature with
Betray within a 24-hour period. The
creature realizes it was manipulated on
the end of its turn.

e Lie: The creature supports what you or
another creature says, even if they know
it be false. They cannot openly deny the
statement for the next 24 hours.

e Steal: The creature attempts to steal an
object that both of you are aware of.
While it will not die or throw its life away,
especially if the object is extremely hard
to locate or steal, it will go above and
beyond what they would do day-to-day.

If a creature passes Puppeteer’s required
Check, you do not expend a Use of it. You
still expend the required Action and Soul
Shard, however. Once the effects of
Puppeteer end on a creature, it is aware of
the magic used on it.

Passive: The effects of Alure now last for 1
hour instead of 1 minute.
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SUMMON SPIRITS UNLOCKED: &

Flavor text

Requirements: 3 Actions, 3 Soul Shards
Cinder

Range: 5 hexes

Uses: 2

You spawn a ring of broken spirits, centered
on a chosen hex you can see within Range.
The spirits expand out to 3 hexes away from
your chosen hex, shifting though walls and
High Cover as if they didn’t exist.

The first time a creature enters Summon
Spirit’s area, choose to Help or Hurt them.
Helped creatures restore 1D6 Health Points.
Helped creatures are affected once per Use
of Summon Spirits.

Creatures you choose to Hurt are forced to
make a Resistance Check the first time they
enter the affected area or they start their
turn in it. On a failure, a creature takes 1D6
magic damage or fire damage (your
choice) and is Rooted until the start of their
next turn. On a success, they take half as
much damage and are not Rooted.

While in the area, regardless of their Check,
Hurt creatures are treated as if they are
Broken, even if you have not stolen a Soul
Shard from them. When they leave the area,
they are no longer treated as such.

Summon Spirits remains active for 1 minute,
or until you are Downed or die—which ever
happens first.

Passive: Cinder gains 2 Uses, totaling to 4.
It now deals 3D6 fire damage instead of
3D4.

INFLICT DOUBT UNLOCKED: 9

Double it and pass it to the unfortunate.
Requirements: 1 Star Die, 2 Soul Shards
Range: 8 hexes

Uses: 3

Once per round as a Free Action, after a
creature you can see within Range
succeeds on a Check, roll the expended
Star Die used for Inflict Doubt. Triple its
value, enacting it as a Penalty on the
creature’s Check, possibly turning it into a
failure.

TRUE POTENTIAL UNLOCKED: 9

Flavor text
Requirements: None
Uses: Passive, constantly active

Any of your Abilities with an original Range
of 5 hexes grow to a Range of 8 hexes. Any
with an original Range of 8 grow to 12
hexes, including Unbind’s Enhance.

Furthermore, your consistent destruction of
Soul Shards has heighted your senses. You
can sense a creature’s presence within 8
hexes of you, even if they are invisible,
behind a wall, or otherwise Hidden. While
you cannot determine their exact location,
you can gather the number of creatures
around you, their species, and their relation
to the magics of the universe.

If you wish, your eyes and nose, and ears
take on streaks of purple as if you were
bleeding from them. They are stained onto
your skin, and glow during stressful
situations or when casting incantations.
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HOLOMANCER

Rubidium, an uncommon alkali metal, was
once thought to be useless outside of
laboratory testing. However, after a
serendipitous experiment in a human
university, scientists discovered its ability to
capture light particles when exposed to
extreme cold.

It took years to bring the new
technology to maturity, filling a niche that
other matter could not: flexibility. LCR, or
Light Capturing Rubidium, could bend
without completely losing integrity, making
it a staple in construction when paired with
stiffer materials like steel. LCR consists of
two layers, a thick, internal layer of viscous
liquid rubidium and a thin shell of hard light
photons. The super-chilled rubidium
maintained its ability to freeze photons of
light, accumulating like bark on a tree.
Unlike a solid oak, the material was flexible
and could bend without breaking.
Skyscrapers could reach higher, without fear
of earthquakes shattering their foundations.
Many vehicle manufactures swapped from
cheap plastics and heavy steel to LCR,
decreasing human deaths from car
accidents and creating heavy machinery
that ran for decades.

During the same time, humanity advanced
its technology of artificial intelligence, or Al
During its development, it was used as a
buzzword to convince the general public of
its viability. Unfortunately, growth stalled as
large language models—the first
mainstream form of generative Al—scraped
the Internet of all of its useful information.

Outside of generating distasteful art
pieces, Al flourished in analytic and medical
use cases. Complex algorithms could

diagnose deadly diseases before they
showed physical symptoms, and logistical
programs could route traffic with the highest
efficiency in nanoseconds. The speed of Al
programs grew exponentially with the
introduction of quantum computing,
dismantling Moore’s Law for good.

Unbeknownst to humanity, their
technological advancements would be
stifled by “The Riff”, a thousand mile long,
hundred mile wide canyon that opened up
across a major landmass on Earth. Demons
spilled out like hot magma, ravaging cities
and killing billions. Today, humans (and
other creatures who call Earth home) mostly
reside in large, but cramped, cities dotted
across the planet. Outside of their city walls,
demons hunt the overgrown forests, deserts,
and tundras of Earth.

Earth’s survival is accredited to the
Alfendor: an ancient species of intelligent
life forms from outside of the Solar System.
Their advanced technology, built upon
microorganisms and their connection to
them, alerted them to the potential dangers
of “The Riff” hundreds of years before it tore
open the crust of Earth. As the Alfendor and
humanity shared their knowledge, a new
form of artificial intelligence was born.

Intelligent holograms come in many shapes
and sizes, but are usually constructed mostly
of hard light. Experts in hard light
manipulation, known as Holomancers,
integrate Al technology into their hard light
creations, giving them a mind and the ability
to think for themselves. Some Holomancers
combine LCR with other materials, while
others construct creatures completely made
of it.
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In a party, Holomancers offer unmatched
utility and flexibility. Their Holographic
Companion dishes out blow after blow,
making space for them and their allies.
Constructing powerful Contraptions and
other useful creations, a Holomancer comes
prepared for any situation.

When creating a Holomancer, think about
how they use their technology, and how they
came across it. Did they hand create their
Holographic Companion, or did they
purchase it from someone else? How did
they learn of Holomancy, did they study it or
was the power granted to them? Do they use
technology at all, or are their effects
magical?

Holographic Companions are reliable,
trustworthy partners that obey your
commands. How does it act? Is it extremely
robotic and dry, or does it have emotions
and feelings? What does your Holographic
Companion look like? Is it a large, friendly
dog, otherworldly alien creature, or a robotic
humanoid?

Finally, consider your character’s goals.
How does their hard light technology fit into
it? Do they plan to profit off of it in the
future, or keep the technology to
themselves?

Tips for a Holomancer: Below is a list of
tips for consideration when playing a
Holomancer. It is not a step-by-step guide

on how to use the class, but some notes to Gl

keep in mind from turn to turn during
combat, and outside of it as well. {

e Your Holographic Companion has its\

own Movement, and one free use of
Holographic Strikes each turn. Make
sure to use these to their fullest!

Certain abilities, such as Create
Contraption, are extremely flexible, in
and out of combat. Be sure to share your
powerful Contraptions with your friends
when time is right.

With the powerful attacks of your
Holographic Companion, you may be
able to focus on other things besides
killing in combat. On your turn, consider
what you want to do, and what your
team’s overall goal. Is there an objective
you can work towards while your
Holographic Companion strikes your
foes?

Be creative! Some Abilities you unlock,
such as Light Bending, have many uses
outside of combat. P

il X’
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Recommended Scores: At Level 1, the
following spread of scores is recommended
when creating a Holomancer. Combat and
Sense are the most important Categories to
invest into, while Speech and Dexterity are
great options as well.

Physique 50 (2 points)
Dexterity 50 (2 points)
Power 40 (® points)
Sense 60 (4 points)
Speech 50 (2 points)

Below is the list of Abilities available to the
Holomancer. The Prominent Ability is listed
first then followed by a list of Additional
Abilities. As a note, any Abilities with Uses
(even if Infinite) may only be used once per
round. Those without Uses are passive, and
constantly active.

CONFIGURE PROJECTION UNLOCKED: 1

Prominent Ability
Requirements: None
Uses: Passive, constantly active

You construct and command a Holographic
Companion with 12 Health Points, 7 hexes
of Movement, and the following scores...

CATEGORY SCORE
Combat 60
Dexterity 50

Power 40
Sense 40
Speech 40

Whenever you level up, your Holographic
Companion gains 3 Health Points. When
you reach levels 4, 8, and 11, all of the
Holographic Companion’s Category scores
increase by 5.
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The Holographic Companion acts on your
turn, using its own Movement. Any Checks it
makes uses its own Category scores—you
may still add your Star Dice to its Checks as
if they were yours.

If your Holographic Companion drops to ©
Health Points, it is destroyed. You may
reconstruct or mend it during Breaks and
Rests, restoring it to its maximum amount of
Health Points.

Holographic Strike: On your turn, you may
use an Action to command your
Holographic Companion to strike a
creature within Melee Range of it, making a
Melee Check. If success, the target takes
1D6+2 slashing damage. You may use
Holographic Strike as many times as you
want on your turn, provided you have the
Actions to do so.

CREATE CONTRAPTION UNLOCKED: 2

METAMORPHOSIS UNLOCKED: 3

“I got just the thing!”
Requirements: 1 Action
Range: 6 hexes

Uses: 5

Target a creature within Range of you or
your Holographic Companion and choose a
Trait. You bestow a powerful Contraption to
them, granting a Bonus of 5 to the chosen
Trait for the next 1@ minutes.

A creature may only be affected by a
single Contraption at a time but, you may
have multiple active at once.

“That’s no beast... that’s a monster!”
Requirements: 1 Action
Uses: 2

Using your imagination and intuition, you
warp your Holographic Companion into a
different design, granting it an effect from
the list below for the next minute...

e Flowing: The Holographic Companion
gains 3 hexes of Movement.

e Threatening: Once per turn as an
Action, force a creature within line of
sight and 8 hexes of your Holographic
Companion to make a Will Power
Check. On a failure, it becomes Fearful
of your Holographic Companion until
the end of its next turn.

e Vampiric: Each turn, the first successful
Holographic Strike restores 1D4 Health
Points to your Holographic Companion.

Your Holographic Companion may only be
under one effect from Metamorphosis at a
time.

LIGHT BENDING UNLOCKED: U4

Identity theft is no joke.
Requirements: 1 Action
Range: 8 hexes

Uses: Infinite

Targeting a hex within Range, you may
create a hard light object no larger than 5 by
5 feet. If you choose, it may warp the light
around it, morphing its colors to your
choosing.
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A created object has no mechanical or
otherwise complex function. For example, a
hard light rifle created by Light Bending
could mimic the act of firing a bullet, but no
sound nor projectile would be created. A
fake, hard light computer could look like it is
running programs and interpreting data, but
its keyboard would not clack nor would its
drive store data.

As an Action, a creature may make an
Investigation Check to discern the object as
a fake. If they are interacting with the
device in such a way that would support its
false figure, the creature gains Advantage.

Simple objects such as a screw driver or
deck of playing cards work flawlessly. If the
object is an original creation, or is otherwise
obviously made of hard light, no Check is
required to see it as so.

Created objects last until dismissed as a
Free Action, or up until 24 hours. If you
wish, you may continue to keep an object
active past 24 hours, as long as you have
the ability to touch or see it. You may have a
number of objects active at once equal to
your total Star Dice.

BREATH OF LIGHT UNLOCKED: §

Flavor text
Requirements: 2 Actions
Range: 6 hexes

Uses: 3

You command your Holographic
Companion to release a beam of energy
from itself, towards a targeted hex within
Range. All creatures in the beam’s wake are
forced to make an Agility Check. A creature
takes 2D6 laser damage on a failure, or
half as much on a success.

Passive: Holographic Strike now deals
1D6+3 slashing damage instead of 1D6+2.

HOLOGRAPHIC GRENADES UNLOCKED: 5

Not quite holy, but they’ll do the trick.
Requirements: 3 Actions
Uses: 2

You create 1D4+1 Light Grenades. If
Holographic Grenades is used during a
Break or Rest, you create 5 Light Grenades
instead. You may have up to 5 Light
Grenades active at once.

As an Action, a creature may throw a
Light Grenade, targeting a hex they can see
up to 8 hexes away. All creatures in the hex
and any hexes adjacent to it must make an
Agility Check. A creature takes 2D4

on a failure, or half as
much on a success.

Any Low Cover in the blast radius is
destroyed. A creature may throw as many
Light Grenades on their turn as they wish,
provided they have the Actions to do so.
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TECHNIC SENTRY UNLOCKED: &k

Like a friend without feelings!
Requirements: 3 Actions
Range: 3 hexes

Uses: 2

You summon a sentry within Range.
Depending on the type you choose, it has
different statistics and abilities. Regardless
of its life span, you may dismiss the turret as
a Free Action.

Barrier: A small, solid object which projects
a shield expanding 2 hexes away from itself.
Any Ranged or Thrown Attacks from outside
of the shield targeted at creatures of your
choice within the shield are treated as if
their target is behind Low Cover. It has 30
Health Points, lasts for 1 minute, and can be
picked up and moved using an Interact
Action.

Camera: A small, hard-to-see object which
record video and audio. You can place it on
any surface, and it can see clearly up to 20
hexes away from the hex it is placed in.
Freely, you can see and hear through it in
your mind. Creatures can attempt to spot
the camera with an Investigation Check. It
has 10 Health Points, and lasts for 24 hours.

Turret: A medium auto gun which occupies
its own hex like a medium creature. As a
Free Action once per turn, you may
command the turret to shoot at a creature
within 12 hexes and line of sight of it,
making an Intelligence Check. On a
success, it deals 1D8 laser damage. It has
20 Health Points and lasts for 1 hour.

CONSTRUCT UNLOCKED: 7

“Talk to my sturdy, opaque wall.”
Requirements: 1 Action

Range: 5 hexes

Uses: 3

Choose up to 3 unoccupied hexes in Range
which form a line. Until you dismiss them as
a Free Action, or an hour passes, they count
as Low Cover for any creature adjacent to
them.

If there was already Low Cover present
in the hex, that hex becomes High Cover.
Any Cover created or modified by Construct
can be destroyed by normal means.

THICK HIDE UNLOCKED: 7

Maybe they take after you.
Requirements: None
Uses: Passive, constantly active

You have made your Holographic
Companion more resistance to damage. It
gains 5 Health Points, and Armor and
Resistance Dice which are the same as
yours. Like other creatures, it may use them
once per round to reduce incoming damage.

Furthermore, its sheer mass may aid you
and your allies in combat. Creatures of your
choice adjacent to your Holographic
Companion may use it as Low Cover.
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NAME UNLOCKED: &

Better name and flavor text pending.
Requirements: None
Uses: 1

Before throwing a Light Grenade, you may
choose to use [NAME] as a Free Action to
super-charge it, enhancing its explosive
capabilities. It gains the following
modifications...

e It now effects hexes up to 3 away from
its targeted hex instead of effecting hex
targeted and those adjacent to it.

e It destroys both High and Low Cover.

e It now deals 3D8
instead of 3D4.

e Creatures who do not pass their Agility
Check are also Stunned for 1 Action on
their next turn.

Passive: Light Grenades now deal 3D4

instead of 2D4.
Furthermore, they may be thrown up to 10
hexes away instead of 8.

MIMIC WEAPON UNLOCKED: 9

the wielder’s turn, their first successful
Attack with a weapon created by Mimic
Weapon deals extra laser damage equal to
their total number of Star Dice. If they wish,
they may convert all damage dealt by the
weapon into laser damage.

Passive: Create Contraption Range
increases to 10 hexes, from 6. Furthermore,
Contraptions last for 1 hour instead of 10
minutes.

Light Bending’s Range increases to 10
hexes, from 6. Furthermore, Objects may be
as large as a 20 by 20 foot cube.

EVOLUTION UNLOCKED: 9

Just take the credit—you made it!
Requirements: 2 Actions, Create
Contraption, Light Bending
Range: 12 hexes

Uses: 3

Targeting a weapon you can see in Range;
you stow away any weapons in your hands
and create a hard light copy of the targeted
weapon. It is statistically identical to the
chosen weapon, starting fully loaded if
applicable.

The weapon lasts for a minute, or until you
dismiss it as a Free Action. You can hand it
off to other creatures to use if you wish. On

Just take the credit—you made it!
Requirements: Metamorphosis, Breath of
Light, Thick Hide

Uses: Passive, constantly active

Your Holographic Companion is the peak
of technological advancement. Its Al
machinery, and processing power makes it
unmatched by lesser, thoughtless machines.
You and your Holographic Companion gain
the following bonuses...

e Holographic Strike now deals 1D8+3
slashing damage instead of 1D6+3.

e When using Holographic Strike, you may
target up to 2 creature’s adjacent to your
Holographic Companion to strike. Only
one Melee Check is required.

o Metamorphosis gains a Use, totaling to
3.

e Breath of Light now Requires 1 Action
to Use instead of 2 Actions.

e You and your Holographic Companion
both gain 5 Health Points.

99



INFECTANT

Do you wish to take full control of the
battlefield, limiting the space your enemies
can move? Do you like to power up your
allies with potent concoctions, or deal tons
of damage over time? If so, play an
Infectant!

The art of infecting was first created by
the Alfendor, an alien race who have
perfected computing with microorganisms.
While inherently used for good, they brought
their technology into the Solar System when
they first visited. After it was sold to the
wrong people, this technology transformed
into what Infectants harness today.

Infectants use plagues and magic to
spread sickness across the universe. They
concentrate their power into Infections,
which spread into the space around them,
Infecting it. They also produce many
strange, unstable serums that can aid or
hinder a creature’s abilities.

The abilities of an Infectant may
originate from a vast number of sources. For
example, most Infectants physically spread
illness by manipulating the universe with
magic. By sparking life in the atoms in
space, they biologically code their creations
to kill. Other Infectants might use
nanomachines to swarm their enemies,
pelting themselves into them.

Infectants provide support for their
team, both with buffs and area denial. Their
Infected hexes work in tandem with the rest
of their abilities: planning your Infections
allows for powerful effects to be spread
across the battlefield. As they level up,
Infectants enhance their Infections and
gain powerful effects to aid their
teammates... possibly fighting off death.
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Tips for an Infectant: Below is a list of tips
for consideration when playing a Infectant.
It is not a step-by-step guide on how to use
the class, but some notes to keep in mind
from turn to turn during combat, and outside
of it as well.

e Think about where you place your
Infections. Normally, they are static and
cannot be moved (some Abilities change
this). Each Infection is an Action to
place, but provide constant damage
while creatures of your choice reside in
it.

e Some of your Abilities provide powerful
support to your allies, and many interact
with your Infections. On your turn,
consider how you want to aid your team,
and how your Infections can help you
do that.

e Make sure to stay in range of your allies
to provide them with bonuses. Most
Abilities have a long range: keeping line
of sight on allies far away is key.
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Recommended Scores: At Level 1, the
following spread of scores is recommended
when creating a Infectant. Power is the
most important Category to invest into,
while Dexterity and Sense are great options
as well.

Physique 40 (® points)
Dexterity 50 (2 points)
Power 60 (4 points)
Sense 50 (2 points)
Speech 50 (2 points)

Below is the list of Abilities available to the
Infectant. The Prominent Ability is listed
first then followed by a list of Additional
Abilities. As a note, any Abilities with Uses
(even if Infinite) may only be used once per
round. Those without Uses are passive, and
constantly active.

SPREADING PLAGUE UNLOCKED: 1

COATED AMMUNITION UNLOCKED: 2

It’s all sticky now. Gross.
Requirements: None
Uses: Passive, constantly active

Any bullets, thrown weapons, or other
projectiles from Attacks made by creatures
of your choice that pass through at least 2
Infected hexes before striking their target
deal an additional 1D4 acid damage.

TRANSMUTE UNLOCKED: 3

Prominent Ability
Requirements: 1 Action
Range: 9 hexes

Uses: Infinite

You drop an Infection into a hex you can
see within Range. For the next hour, or until
dismissed, that hex and all hexes adjacent
to it become Infected.

You may have up to 3 Infections active
at once. If you end your turn while an
Infection is further than 9 hexes from you,
it is automatically dismissed. As many times
as you want during your turn, you may
dismiss an Infection as a Free Action.

Infected hexes count as rough terrain
for creatures of your choice. When creatures
of your choice start in or enter an Infected
hex for the first time on their turn, they take
1D6 acid damage.

Flavor text
Requirements: 2 Actions
Range: Self/touch

Uses: 3

You touch a willing creature, altering its
form for the next hour, bestowing one of the
following effects listed below...

e Clawed: The target’s Unarmed Strikes
deal 1D8 slashing damage.

e Glamorous: The target gains a Bonus of
10 to all Persuasion and Humor Checks.

e Enormous: The target grows gaining a
Bonus of 10 to all Strength and
Intimidation Checks.

e Infectious: Whenever another creature
ends their turn in a hex adjacent to the
target, it takes 1D4 acid damage.

e Tailed: The target grows a tail. They may
make Unarmed Strikes and Melee
Attacks with a single-handed weapon up
to 3 hexes away from them.

The target may return to their normal form
as a Free Action, and do so automatically
after death. A creature may only be affected
by one of Transmute’s effects, but you may
affect multiple creatures at once.
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As an additional requirement, you may
expend a Star Die when you use
Transmute. If you do, you may precisely alter
the creature’s appearance—with GM
discretion. For example, you could mutate
the creature to appear as another species,
specific character you met in your
adventure, or an otherworldly beast. The
creature’s size must be maintained,
meaning medium creatures cannot grow to
be large, or shrink to become small.

While clothes and other assumed items
continue to fit the target, items are not
altered further. If the target is assuming the
role of another creature, other creatures
interacting with them may make an
Intelligence Check to discern the target as a
fake. Depending on the target’s
performance, the other creature’s
knowledge of the original creature, and
other factors, Penalties or Bonuses may be
applied to this Check.

GERMINATE UNLOCKED: Y

Hurt creatures are forced to make a
Resistance Check. On a failure, they take
2D6 acid damage and are Slowed for 1 hex
of Movement until the end of their next turn.
On a success, they take half as much acid
damage and are not Slowed.

Regardless of your choices, you may plant
an Infection in the chosen hex as a Free
Action. You may still only have a maximum
of 3 Infections active at once.

MULTIPLY UNLOCKED: 5

Like popping a balloon of mucus.
Requirements: 2 Actions
Range: 9 hexes

Uses: 3

You lob a glob of bile into a hex you can
see. It explodes on impact, releasing its
spawn onto the bodies of any creature
within 3 hexes of it. Objects like walls, High
Cover, or anything else which physically
blocks line of sight to the chosen hex blocks
the effects of Germinate for any creatures
behind it.

For each creature effected, choose to Help
or Hurt it. Helped creatures restore 1D6
Health Points, and gain 1 hex of Movement
until the end of their next turns.

Not exactly exponential, but still bigger.
Requirements: Coated Ammunition
Uses: Passive, constantly active

An Infection spreads Infected hexes 2
hexes away from itself instead of those
adjacent to it.

Spreading Plague now deals 1D8 acid
damage instead of 1D6. Spreading Plague’s
Range becomes 12 hexes instead of 9.

Coated Ammunition now adds an extra 1D6
acid damage to effected Attacks.

REPOSITION UNLOCKED: 5

Who needs to be proactive?
Requirements: 1 Action
Uses: 2

Choose an Infection and teleport to it. Any
Infections that are out of Range of
Spreading Plague are destroyed.

Passive: Once per turn as a Free Action,
you may move an Infection as if it had 3
hexes of Movement. You must be able to
see the hexes the Infection moves into.
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UNDEATH UNLOCKED: &k

FESTERED CHARGE UNLOCKED: 7

A real pick me up.
Requirements: None
Range: 9 hexes
Uses: 2

Once per round, if a creature you see in
Range were to take damage that reduces it
to ® Health Points, you may channel your
infectious powers into it, grasping what little
life it has left. You may also target creatures
in an Infected hex, regardless of distance
or line of sight.

Even on ® Health Points, the creature surges
to fight—its life depends on it. Until the end
of its next turn, the creature cannot take
damage, nor be Slowed, Rooted, or
Stunned. On its next turn, the creature
gains 3 hexes of Movement and an Action.

On the end of its turn the creature drops,
Downing itself and taking an amount of
Death Damage equal to its level.

However, if the creature kills another on its
turn, it instead restores 1D4 Health Points
and is not Downed.

RUPTURE UNLOCKED: 7

A real pick me up.
Requirements: None
Uses: Passive, constantly active

Whenever you Kkill a creature, or it dies while
in an Infected hex, its body erupts with
disease, dealing 1D12 acid damage to any
creatures of your choice up to 2 hexes away.
If the creature is larger or larger, deal 2D12
acid damage instead.

Whenever an Infection is dismissed, any
creatures of your choice within its zone take
1D6 acid damage.

Parenting done wrong.
Requirements: 3 Actions, Germinate
Uses: 2

You plant a collection of bile onto a surface
such as a wall, ceiling, under a rock, or
anywhere you could fit a handful for slime.

For the next 24 hours, the charge remains
dormmate, exploding when a certain
requirement is met. For example, you could
specify the charge explodes after a set
amount of time, when a creature passes by,
or a command is given.

Regardless of the distance from you to the
charge, you sense when it explodes. Until
the material is removed from the ground, or
a day passes, all hexes within Festered
Charge’s area of effect count as rough
terrain. Hexes behind Low are High Cover
are unaffected.

Creatures not behind Low or High Cover
within line of sight to the charge must make
an Agility Check. On a failure, they take 4D6
acid damage and are Stunned for 2
Actions. On a success, they take half as
much and are not Stunned. Creatures who
are unaware of the charge’s existence have
Disadvantage for their required Agility
Check.

Passive: Germinate now restores 2D6
Health Points to creatures you Help, and
deals 4D6 acid damage to those you Hurt.
A Resistance Check is still required.
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PATIENT ZERO UNLOCKED: &

A real pick me up.
Requirements: None
Uses: Passive, constantly active

Your Infection radiates from you, effecting
all hexes around you as if you were an
Infection. Patient Zero does not count
towards your total number of active
Infections. You may dismiss this effect or
active it as a Free Action once per turn.

Furthermore, you may now have up to 4
Infections active at once, and you may
deploy up to 2 at once when taking an
Action to do so.

ARISE UNLOCKED: 9

EXPOSE PAIN UNLOCKED: 9

A real pick me up.

Requirements: 4 Actions, Undeath
Range: Touch

Uses: 1

You force your infectious energy into a
corpse, breathing false life into it. The
creature may remain intelligent, or act as a
mindless thrall (your choice). It is visibly
mutilated, and appears as such to other
creatures. The being lives for the next hour,
or until you choose for it to drop as a Free
Action.

The corpse acts on your turn, and obeys any
command. It has 30 Health Points, uses its
preexisting own Statistics, Actions, and
Movement, and has access to any abilities it
possessed before death.

Passive: Undeath gains a Use, totaling to 3.
If the effected creature scores a kill while
under its effects, it restores 1D12 Health
Points instead of 1D4.

Like pouring salt in a wound.
Requirements: 2 Actions
Range: 9 hexes

Uses: 3

Target a creature you can see within Range
and force it to make a Resistance Check. On
a failure, they become vulnerable to fire
damage, , ,
magic damage, or acid damage (your
choice). Whenever they take damage from
the chosen type, double it.

Expose Pain’s effects last for 1 minute. On
an effected creature’s turn, they make take
an Action and remake the required
Resistance Check with a Penalty of 10. If
they succeed, the effects of Expose Pain
end.

A creature may only be affected by one of
Expose Pain’s effects, but you may affect
multiple creatures at once.
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TIPS, TRICKS-

& RESOURCES

Stuff about using the appendix and how it
works and all that jazz its great I swear.

BUILD-A-BATTLE

PRINTABLE CHARACTER SHEET

This section contains everything a GM
needs to know about creating their own
creatures. It will give examples and a
system to base their encounters off of.

CREATING CREATURES
stuff

MAKING IMPORTANT CHARACTERS
stuff

PLANNING ENCOUNTERS
stuff

COMMON QUESTIONS

The character sheet goes here! It will be
explained as to how to use it in the USING
A CHARACTER section.

COCNEPT ART

Questions that continue to come up in play
testing (or things that we think are
important to clarify) go here. We should try
to fit as much into the normal book as
possible.

CUSTOM RULES

GENERAL
Anything that has to do with how the game

itself is played.

FLAVOR
Anything to do with flavoring a character,

which changes mechanics, go here.

CLASS SPECIFIC
Anything that has to do a class specific

things, outside of changing simple
mechanics like damage types.
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GUNSLINGER TEST FORMAT

A humble Gunslinger finds work in all places
of the Solar System. In a universe so
unforgiving, unkind, and cut throat, it pays to
pay others to keep you alive. Some choose a
life of danger, accepting risky missions
escorting illegal payloads, assassinating
public officials, or hunting deadly monsters
on distant planets. Others choose a safer
option: a normal life. They choose to work
average jobs, spending their lives wasting
away in a cramped downtown apartment,
only reaching for their equalizer if a
situation turns sour. Gunslingers are defined
by their expertise in firearms, luck, and grit—
not what they do with it.

Most Gunslingers rely on their tools
alone, not fancy magical effects. With the
barrier to entry set so low on the lifestyle, for
much it is hard to focus on another avenue
into the mercenary life. However, an
experienced Gunslinger knows the value of
a magics user, and if they have the
connections and Credits, never seems to far
away from one.

In the past, a “Gunslinger” lacked the
fire power they do today, as most firearms
shots one bullet at a time, or were too big to
holster. On Earth, humans discovered the
power of gunpowder thousands of years ago,
and never looked back. Ever since, they have
been lobbing high speed rounds of metal at
each other to wage wars over lines on a
map. Compared to every other known form
of intelligent life, humans—by far—have the
most brutish, gruesome technology.

While propulsion powered firearms
dominate the Solar System, some other
forms exist. Most firearms have a variant of
laser powered weapons which run off of a
power source instead of ammunition. They

are prone to overheating at times, but if
accounted for, offer unmatched reliability.
Exotic options such as stun guns,
flamethrowers, and gun-blades do exist—you
just have to know the right creature.

Many Gunslingers end up in
underground mercenary guilds that span
planet to planet. Here, they can pick up odd
jobs from those too rich to do it themselves,
or rest in-between trips across the Solar
System. Guilds hide in plain sight; many
members chat in open markets, crowded
clubs and back alleyways. While a guild
usually takes a small cut of the deal, guild
members are rewarded handsomely for the
jobs they take. It only takes a few,
unfathomably wealthy persons or
corporations to keep the lights on for
dozens of mercenary guild.

In the public eyes, these guilds help
more than they harm. In the large, untamed
Solar System, there are just too many
corners for a centralized authority to watch
over. Mercenaries fill the cracks the police
cannot cover, and in many instances, do
their job better. Smuggling drugs to another
planet or hijacking a freight ship present
themselves as minor inconveniences to the
general public.

In a party, Gunslingers offer extreme fire
power and damage. Their Tactics keep
them flexible turn to turn, allowing them to
adapt to any situation that arrises on a
battlefield. For them, it is not all strategy
though... luck always finds a way into their
lives. Depending on how the cards fall,
Gunslingers could dish out massives bursts
of damage... only falling short if their hands
are a bust.
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Gunslingers are one of the most flexible
classes to build a back story on top of.
Almost any preexisting idea can
complement the themes of a Gunslinger!
When creating your character, consider how,
or why they picked up their first firearm.
What other tools do they use in their day to
day lives? How does their arsenal of deadly
weapons fit into it?

To a Gunslinger, firearms are great... but
unregulated, unknown firearms are better!
Does your character have a connection to a
black market? Do they only purchase
weapons, or are there other items they
secure through their chain? If your
character is a law-abiding citizen, how did
they build their collection of firearms?

Finally, consider how your character
interacts with the creatures around them. As
your character levels up, they will gain
access to Abilities which aid them outside
of combat. Are these Abilities fitting for your
character? Even if they do not match your
character’s exact personality, how do they
use them to manipulate those around them?

Tips for a Gunslinger: Below is a list of
tips for consideration when playing a
Gunslinger. It is not a step-by-step guide on
how to use the class, but some notes to
keep in mind from turn to turn during
combat, and outside of it as well.

e Remember to choose a Tactic at the
start of your turn! Tactics are powerful,
and free, bonuses that apply to a turn.
Consider what your goal for your turn is,
and which Tactic best supports it.

e Ranged weapons are key to any
Gunslinger, but which ones you choose
is up to you. As a Gunslinger levels up,
they gain access to Abilities which work
well when dual wielding weapons. Size is
not everything!

e Gunslingers augment their Ranged
Attacks with ranged weapons to deal
tons of damage. Do not forget to add
these passive effects to your damage.
For example, Brute Force Tactics adds a
flat amount of damage depending on
your Star Dice, while Free Spins gives a
chance reroll dice!
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Recommended Scores: At Level 1, the
following spread of scores is recommended
when creating a Gunslinger. Combat is the
most important Category to invest into,
while Dexterity and Speech are great
options as well.

Physique 50 (2 points)
Dexterity 55 (3 points)
Power 40 (O points)
Sense 45 (1 point)

Speech 55 (3 points)

Below is the list of Abilities available to the
Gunslinger. The Prominent Ability is listed
first then followed by a list of Additional
Abilities. Any Abilities with Uses (even if
Infinite) may be used once per round.

BRUTE FORCE TACTICS
UNLOCKED @ LEVEL 2

Choose a creature within melee range
and make a Luck Check. On a success,
you slam your active weapon into its face,
dealing 1D8 bludgeoning damage and
push it up to 3 hexes away. Regardless of
your Luck Check, you may reload your
active weapon as a Free Action. If you are

dual wielding, reload both weapons.
-- “Here, hold this!” --

BRUTE FORCE TACTICS
UNLOCKED @ LEVEL 1

Requirements: None

| Uses: Passive, constantlyactive | _________|
As a Free Action at the start of your turn,
choose a Tactic from the list below. Its
effect lasts until the start of your next
turn. You cannot choose a Tactic while

Downed.

e Aim: Gain a Temporary Star Die that
may only be added to Ranged Checks.

e Brace: Gain an additional D4 Armor
Die. You may roll it with or without
your original Armor Die.

e Dash: Gain 3 hexes of Movement.

Furthermore, your proficiency in firearms
increases your potency with them. Your
Ranged Attacks deal extra damage,
equal to your total number of Star Dice.
The damage is the same as the
weapon’s.

COMPENSATION
UNLOCKED @ LEVEL 3

Using your pure wit, charismatic
personality, or extensive arsenal of
ballistic weapons you are able to reroute
a failing conversation. After failing a
Check under the Speech Category, you
may choose to remake it with a Bonus of
10. Compensation cannot be used on the

same Check multiple times.
-- The oversized arsenal isn’t helping... --

FREE SPINS
UNLOCKED @ LEVEL Y4

Requirements: None
| Uses: Passive, constantly active | ___________.]
Whenever you roll a die for a Ranged
Attack’s damage and roll its highest
value, roll the die again. Free Spins
applies to all dice for a Ranged Attack’s
damage and can trigger off of itself—
infinitely!

-- Let’s go gambling! --

-- A Gunslinger’s Prominent Ability --
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ADVANCED TACTICS
UNLOCKED @ LEVEL 5

Requirements: None
Uses: Passive, constantly active

You may choose 2 Tactics per turn
instead of 1. You cannot choose the same
Tactic twice. You also gain 2 additional
Tactics to choose from.

e Gamble: Roll a D4. If the rolled value
is even, the bonus damage granted by
Brute Force Tactics is doubled. If the
value is odd, this Tactic has no effect.

e Stagger: Your first successful Ranged
Attack against a creature Slows them
for 3 hexes of Movement on their
next turn.

-- Thinking smarter to hit harder. --

SPRAY AND PRAY
UNLOCKED @ LEVEL 5

As a Free Action, make a Ranged Attack
with a ranged weapon, regardless of its
Attack Speed. If you are dual wielding
two ranged weapons, make an Attack

with both.
-- Just close your eyes and hope you hit! --

Range: 8 hexes

You produce and throw a smoke grenade
into a hex you can see, shrouding the hex
you aimed for and up to 5 hexes away.
The thick smoke curves around walls, and
cover. Walls can contain the smoke if it
fully cuts off access to hexes, however.

For the next minute, all hexes are
obscured, blocking line of sight in and out
of the affected area.

A creature can spot another within the
smoke if they are at least within 2 hexes
of each other. If a target cannot be seen,
Attacks cannot be made against them.
Attack made against other creatures

while in the smoke have Disadvantage.
-- Who needs to see their target anyways? --

SMOKESCREEN
UNLOCKED @ LEVEL &

Requirements: 1 Action
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BUMP
UNLOCKED @ LEVEL 7

Requirements: None
Uses: Infinite

[ Once per round, after you roll one of the |
following dice, you can modify them as

listed below...

e Dice rolled for damage may be
increased or reduced by 1.

e Armor and Resistance Dice may be
increased or reduced by 1.

e Star Dice may be increase or
decrease by 5 or less.

A die’s value can wrap around itself. For
example, if a D4 rolls a 4, you can
increase it, reducing it down to 1. If a D6
rolls a 6, you can decrease it to a 6.

Furthermore, you take these skills to the
table. You have a Bonus of 10 when
making any Luck Checks involving

gambling, cards, or other luck games.
-- “I'm just going to nudge that...” --

PACKED GUNPOWDER
UNLOCKED: ?

Requirements: 4 hours of time, 10 credits of
materials
Uses: Infinite

You create a magazine that may be
loaded into any weapon. When it is, the
weapon’s Attacks deal an additional 1D4
until the magazine
runs dry. The number of bullets within the
unstable magazine is the same as the
weapon’s Magazine Size.
Passive: Improvised Reload now deals
2D8 bludgeoning damage instead of
1D8.

-- “Flavor text!” --

PLAY THE ODDS

Requirements: None
Uses: Infinite

You always come prepared, gaining two
more Tactics, listed below...

e Hunker: When creatures attempt to
make Ranged Attacks against you
while you are partially obstructed by
Low Cover, you are instead treated as
fully behind it.

e Flank: Your first Attack against a
creature who is next to Cover, but not
imposing a Penalty on you, gains a
Bonus of 10.

Furthermore, you Tactics provided by
Brute Force Tactics are imporved, as
listed below...

e When the Temporary Star Die for
Aim is rolled, add 5 to its the value; if
adds up to over 20.

e Brace grants an additional D6 Armor
Die instead of a D4.

e Dash now grants 4 hexes of
Movement instead of 3.

-- “Flavor text!” --

UNLOCKED @ LEVEL 7
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