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FPRreLuDnEe

PRELUDE

Welcome to Advent Horizon, a science fiction role playing game that is built upon the foundations
of the Open Gaming License. This title is based on the 0GLS5.1 and includes a host of new rules to take
your game to the stars.

| hope that Advent Horizon can be a tool to harness and direct your imagination into a fun and
constructive social outlet. The nature of role-playing games is one of community, camaraderie, and
adventure. These elements are exemplified in Advent Horizon, the focus of all characters and settings
should be one of adventure and teamwaork, as well as personal exploration, problem solving, and
having a good time!

Role playing games have really come in to their own in the last few years, and though a lot of the
sacial stigma associated with them has declined, so has an important element of what role play games
offer and teach players: think for yourself, guestion assumptions, keep an open mind.

A GALAXY OF ADVENTURE

While this game contains all the rules you need to create a science fiction universe of your own, the
specific historical accounts related to the races, places, and civilizations of the galaxy are components
a grand space opera taking place at the dusk of the third millennium in a corner of the galaxy
colloguially known as the Arc. With the Arc as a setting you can jump straight into making characters
and adventuring. You are also able to imagine your own unigue setting, based on the advanced rules
presented herein.

The universe of the Advent Harizon closely follows our understanding of natural laws, what's called
‘hard” science fiction. There are exceptions, however. The Horizon Drive, while based on the principles
of the Alcubierre drive and expanded upon by Extended Heim Theory to allow substantial gravity-
like fields through non-standard topological mutation of spacetime, is pure fiction. No alien life is
known to exist, and so the biology of these things is based on terrestrial analogues. Finally, this book
contains references to psychic and psionic phenomena. This is fantastical in the extreme and there
is absolutely no scientific basis for any of the psionic concepts presented as plausible in this book.
While the rules and lare of Advent Horizon aim to be both real, and realistic, liberties must be taken in
the name of fun and imagination.

It's up to the up to you to include as much, or as little, of the epoch of Advent Horizon as you

choose. Because that's what games such as Advent Horizon, and Dungeons and Dragons, are about:
choice.

Ashram Kain
March, 2019



SEcTioN Ol GETTING STARTED

PLaYING THE GAME

Advent Horizon is an operatic science fiction
role-playing game compatible with Dungeons
& Dragons 5™ Edition through the Open Gaming
License and the SRDS. A Role-Playing Game is two
parts improve theater, and one-part mechanics
for determining out-come. The first table top role-
playing games evolved from board games. The
newest generation is strongly influence by video-
games and interactive media [and vice-versal.

In Advent Horizon Players will take on the role
of imaginary characters they themselves have
crafted; one person will take on the mantel and
responsibility of the Game Master - the story
teller, director, and arbiter of the rules. With the
power of the imagination the Game Master sets the
stage and adventure for the players who, as their
characters, must face the challenges that await
them in the story of the Game Master is crafting.

How to Play

Set the Cast

As a player you will take on the persona of a
character of your own devising. You and your
fellow players each with their own characters
form the cast. Using your imagination take on the
role of this persona you have crafted, overcome
challenges, defeat enemies, and be a part of an
amazing story. This is the heart of a role-playing
game.

Your character is constructed from a series
of numbers and characteristics - Ability Scores,
Species, Class, and proficiencies to name a few.
As you craft your character you will develop a
history, personality and outlook unique to them,
and how they see the galaxy.

Chaiden, Marduke, and Isbeth could not be more
different - Chaiden: the merciless assassin and
former weapon of the Zaibatsu. While he is free of
the mind control that turned him in to the perfect
weapaon, he can never be free of the memories of
the things he has done. Marduke: cybernetic eco-
terrorist and soldier in the war to save the planet
from the Zaibatsu's Nano-technology. He was once
a loving father, husband, and scientist, but they
took that when they tried to take his life. Isbeth: the
daughter of the genius mind that gave rise to nano-
technology, she fights now to protect the world
from her father's creations.

Set the Stage

You will imagine the Scene that the Game
Master has described, and your character in it.
You will see and act upon this scene through
your character, in the guise of your character's
persona. The Game Master will tell you where you
are, what you see, and what the situation is like.
It will be your job to act upon this information in
character, thus, as a Player Character.

The Game Master says: You arrive at the reactor
a little after sundown. The wind is like a thousand
ice needles cutting through your cloths. You stand
at the cliff top overlooking the industrial complex
below - the blue-green glow of the nano-tech
lights drifts up through the snow. The reactor is
like an enormous pillar rising from a crater in the
ground, the ring of the crater is a huge wall. Metal
grated walkways snake out from the reactor pillar.
Below you can see the security patrol walking the
causeways and walls. There are maybe ten guards
you can see - all armed. As you look down through
the snow storm you see the movement of an
automated security drone as well. A big one. What
do you do?



CETTING STRARTED
Action!

The hardest part is deciding what YOU the
player character do. Do you leap down from
the cliff and attack the guards head on? Or do
you wait till you have an opportunity to attack
from the shadows? If you're really clever you
might be able to get in unnaoticed and disable the
security system. The best thing about an RPG is
that the character you are playing can do almost
anything. There are no limits on what choices or
actions you can take, although there are limits to
what you can know and do based on the abilities
of the character you are playing.

Marduke is neither patient nor subtle; with a gruff
"I''l make a distraction" The cyborg leaps from the
cliff and on to the wall a few dozen meters below.
Meanwhile Chaiden has already begun scaling down
the cliff to make best use of the guards’ surprise.
Isbeth is shocked and was completely unprepared
for Marduke's brash attack, so she waits to see what
unfolds before she gets caught in the middle.

As you choose what actions you take
remember, that you are experiencing the events
through your character’'s eyes. Choose actions
consistent with your character’s outlook,
knowledge, and personality.

What you need to Play

Role Playing games require at least two and
as many as ten (or more) players. One player is
the Game Master - the story teller and director.
The other players are Player Characters, who
experience and shape the story through their
character personas. All of this requires a great
deal of Imagination - the ability to visualize the
events that the Game Master and other players
describe.

Besides your Imagination - you will need a
pencil and paper, and a few polyhedral dice 4,
6, 8, 12, and 20-sided dice as well. Experienced
gamers tend to have huge dice collections and
keep them in weird bags.

Players will record their characters on a
character record sheet, a blank copy of which
is provided at the end of this book, and Game
Masters may wish to have "cheat sheets" available
that include quick reference for many of the rules
used in action.

Paper and pencil too analogue for you? We
live in an era of massive computing power, a
world where virtually everyone has access to a
mobile computer. So why not use those tools for
playing the game®? The electronic version of this
text includes an editable version of the character
record sheet, which can also be found online on
our web site.

Using the Text

As a player, you do not need to memorize the
text. As a matter of fact, you don't have to learn
everything there is to know about this game to
enjoy it and take part in an epic space adventure.
Use the books as a reference, a lot of this is fun
to read and think about the heroes, villains, and
the mysteries: and where your character fits in
to that. Admittedly some parts are bone dry - and
that is solely the fault of the author.

This book is broken down inta a number
of sections regarding rules for characters,
creatures, and adventures. Throughout these
pages you will find bits of information that hint at
a unique galaxy with its own history, legends, and
players, the Advent Horizon's primary campaign
setting. But this is not the only possible future of
humanity, and so the rules are written to account
in a large degree for any number of settings that
the Game Master can imagine set in the near or far
future, amid the black ocean of stars.



IMPERIAL AND METRIC
MEASUREMENTS

Throughout Advent Horizon you will notice
metric measurements are used for mass and
distance. Many Americans are not familiar with
the metric system, as such there is a conversion
chart below to help you understand the
measurements used throughout this book.

Distance

Imperial Metric

1 Inch (in, ") -- 2.54 cm

1 Foot [ft, ) 12 Inches 0.3048 m

1 Yard (yrd) 3 feet or 36 0.9144 m

Inches
1 Mile (mi) 1760 yrd or 1.6093 km
5280 ft

1 Nautical Mile 2025.4 yrd, 1.853 km
(mmi) 1.151 mi

1 Astronomical 92,955,807.273 149,597,870.7
Unit (AU] mi km

1 Light Year (LY] 5.8786x10'? mi 9.4607x10'"
Metric Imperial

1 Millimeter (mm) -- 0.03937in

1 Centimeter ([cm) 10mm 0.3937in

1 Meter (m) 100 cm 1.0936 yd

1 Kilometer (km] 1000 m 0.6214 mile

1 Nautical Mile 1.835 km 1.151 mi
(mmi)

1 Astronomical 149,597,870.7 92,955,807.273
Unit (AU] km mi

| Parsec [pc] 30.857x10'2 km 19.174x10'2 mi
Mass

Imperial Metric

1 Ounce (oz] -- 28.35 grams
1 Pound (lb.) 16 oz 0.454 kg

| Stone 14 lb. 6.35 kg

1 Hundredweight 112 lb. 50.8 kg

1 Short Ton (ton) 2000 lb. 907 kg
Metric Imperial

1 Milligram (mg) == ==

1 Gram (g) 1000 mg 0.0353 oz

1 Kilogram (kg] 1000 g 2.2046 lb.

1 Tonne (t] 1000 kg 1.1 ton

CETTING STARTED
Dice AND RoOLLS

In Advent Horizon, you will use d20 - twenty
sides dice - do decide the outcome of actions and
reactions, and all the other dice to determine the
effect of those actions. These are called Action
Rolls and Effect Rolls. Whenever a character is
attempting to do something, the player or Game
Master must make an Action roll. Whenever a
character has done something, and the exact
outcome is in question or varies, then make
an Effect roll to determine the specifics of the
outcome.

Action rolls are made whenever a character
tries to take some action that is either difficult or
contested, it is the roll used when you attack,
when you save against an attack, or when you
use a specialty. Attack rolls, skill checks, and
saving throws are the three main kinds of Action
rolls.

An Action roll is usually 1d20, and you might
add your Ability Score madifier or Proficiency
Bonus. Situational modifiers may add additional
bonuses or additional dice. The goal of the Action
roll is to meet or exceed a target number:; the
Difficulty Class.

In Action

Your Gamemaster says: “Alright Marduke, you
jumped off the cliff. Chaiden is on his way down.
Isbeth, since you still have the high ground, make
a Perception check for me”. Perception is a Skill
Isbeth is proficient in.

Isbeth’s player rolls her D20: “13", she reports.
“but wait, | have a +2 proficiency bonus on
Perception, and my Wisdom Modifier is +2 too,
which makes it 17!

Your Gamemaster says: “Not bad! You spot
a second wave of enemies waiting to ambush
Marduke and Chaiden as soon as they turn their
backs.”

Typical DiFFiculcy Classes

Task Difficulty b0c
Very easy )
Easy 10
Medium 15
Hard 20
Very hard 25
Nearly impossible 30



GETTNG STARTED

Action Rolls are made whenever there is a
meaningful chance of failure, or the player is
trying to accomplish something far outside the
bounds of day to day tasks. Any character is
assumed capable of performing a skill with no
chance of failure, under normal, uncontested,
ordinary situations.

Effect rolls include damage done by an attack
in combat, variable outcomes of the application of
Specialties or Feats, as well as random situational
modifiers. A weapon's damage, the duration of a
jury-rigging skill, or other numerical effects are
example of Effect rolls. This are usually other dice
besides d20, such as 2d8 or 3d6. Like action rolls,
Effect rolls will often include attribute maodifiers or
other situational modifiers.

RoLuing DicE

Action Rolls are made whenever there is a
meaningful chance of failure, or the player is
trying to accomplish something far outside the
bounds of day to day tasks. Any character is
assumed capable of performing a skill with no
chance of failure, under normal, uncontested,
ordinary situations.

Characters who can take the time to do it right
should not roll. For instance, a character with a
programming ability can write programs given
enough time; they needn't roll for this unless they
are attempting to solve a new complex problem, or
fix an unusual bug.

ProFiciency Bonus

Characters have a proficiency bonus
determined by level. Monsters also have this
bonus, which is incorporated in their stat blocks.
When you have Proficiency, you will add this
bonus to specialty checks such as skills and
attack rolls, and saving throws.

Your proficiency bonus can't be added to a
single die roll or other number more than once.
For example, if two different rules say you can
add your proficiency bonus to a Wisdom saving
throw, you nevertheless add the bonus only once
when you make the save.

Occasionally, your proficiency bonus might
be multiplied or divided ([doubled or halved, for
example) befare you apply it. If a circumstance
suggests that your proficiency bonus applies
more than once to the same roll, you still add it
only once and multiply or divide it only once.

By the same token, if a feature or effect allows
you to multiply your proficiency bonus when
making an ability check that wouldn't normally
benefit from your proficiency bonus, you still
don't add the bonus to the check. For that check
your proficiency bonus is O, given the fact that
multiplying O by any number is still O.

In general, you don't multiply your proficiency
bonus for attack rolls or saving throws. If a feature
or effect allows you to do so, these same rules

apply.

Sicuational ModiFiers

An ability or circumstance might apply
a situational modification to and action roll,
most commonly in the form of Advantage or
Disadvantage. When this happens, you roll a
second d20 when you make the action roll. Use
the higher of the two rolls if you have advantage
and use the lower roll if you have disadvantage.
For example, if you have disadvantage and roll
a 17 and a 5, you use the 5. If you instead have
advantage and roll those numbers, you use the
17.

If multiple situations affect a roll and each
one grants advantage or imposes disadvantage
on it, you don't roll more than one additional
d20. If two favorable situations grant advantage,
for example, you still roll only one additional
d20. If circumstances cause a roll to have both
advantage and disadvantage, you are considered
to have neither of them, and you roll one d20.
This is true even if multiple circumstances impose
disadvantage and only one grants advantage or
vice versa. In such a situation, you have neither
advantage nor disadvantage.



When you have advantage or disadvantage
and something in the game allows you to reroll
the d20, you can reroll only one of the dice. You
choose which one.

Contests

Sometimes one character’s efforts are directly
opposed to another’s. This can occur when both
of them are trying to do the same thing and only
one can succeed, such as attempting to catch
a detonator that has been tossed in the air. This
situation also applies when one of them is trying
to prevent the other one from accomplishing
a goal- for example, when an enemy tries to
force open a door that an adventurer is holding
closed. In situations like these, the outcome is
determined by a special method of ability check,
called a contest.

Both participants in a contest make ability
checks appropriate to their efforts. They apply all
appropriate bonuses and penalties, but instead
of comparing the total to a DC, they compare
the totals of their two checks. The participant
with the higher check total wins the contest.
That character either succeeds at the action or
prevents the other one from succeeding.

If the contest results in a tig, the situation
remains the same as it was before the contest.
Thus, one contestant might win the contest by
default. If two characters tie in a contest to grasp
the detonator, neither character grabs it. In a
contest between an enemy trying to breach a
door and a spacer trying to keep the door closed,
a tie means that the door remains shut.

BuiLbiINg CHARACTER

GETTNG STARTED

Advent Horizon characters are familiar if you
have played other OGL games - you will roll ability
scores, select a Species, select a Class, and then
determine features like feats and skills. You will
dictate the appearance, personality, and behavior
of your character as you play. In Advent Horizon
you take on the role of brave men and women at
the frontier of space, where skills and knowledge
are paramount in the face of adversity.

Before rolling your ability scores and selecting
a species and class, you should consider the
type of character you would like to play. Are you a
roguish smuggler or a stern imperial commando®?
Do you want to be on the front lines are you going
to be the one repairing the party’'s equipment?

Unlike fantasy games, characters of Advent
Horizon are not as defined by their Class: Skills
and Specialties play a crucial role in building
and defining what you can do as your character.
Through Skills you will gain skill proficiencies and
feats to customize your character. This is different
from similar OGL games, where skills are little more
than ability checks, open to every character. What
you know defines what you can do in a science
fiction game.

First, roll Abilicy Scores

All characters, regardless of how alien,
possess the same six ability scores: Strength,
Dexterity, Constitution, Intelligence, Wisdom,
and Charisma. Each ability score has a number
that will define your character’'s fundamental
capability. Characters with exceptional scores
receives a bonus to specialties and action related
to that ability score, whereas characters with
extra ordinarily low ability scores will suffer
penalties. Ability scores are discussed in depth in
Section 2.

Ability scores are generated by rolling two
six-sided dice and adding 6. Once you have
generated your initial ability scores, record them
on you character data sheet. Remember, your
scores will increase as you continue through
building your character.



CETTING STARTED

Second, select a Species

Every character is one of nine sentient species
that inhabit what is colloquially known as the
galactic community. Some of these species have
sub-species, which each have slightly different
traits. Your character’'s Species is critical in
understanding their cultural perspective, how
they see the galaxy, as well as unique genetic
traits they may possess.

Your selection of species could help inform
you class selection to a degree, Ba'alur are
excellent Insurgents, and Seyvul make superb
Agents - but in Advent Horizon what you do and
what you know defines you more than what you
are. That said, many of your species’ traits will
augment class abilities and specialties.

Skills

Your Species will provide you with a suite
of Skills, including special skill specialties
and feats you will be able to select. You do
not automatically have proficiency in these
specialties, unless stated otherwise, but are free
to allocate specialty slots to them later on, as well
as use them Untrained.

Once you have chosen your species, be sure
to record it on your character data sheet, as well
as your movement speed and traits.

Third, select a Class

It takes special skill and experience to become
one of the few elites that can explore the space
ways with impunity. A character’s class is more
than a passion, it represents specialized training
and natural ability that is extraordinary.

Each class has a number of features, some of
which you may give you a selection, others that
are common to all members of the class. These
abilities set you apart from other classes as well
as from your average galactic citizen.

Your class will provide several Skill
proficiencies. Each Skill has several specialties
you may select once you have proficiency in
the Skill. Specialties are specific skills such as
weapon proficiency, engineering, or Feats, such
as combat maneuvers or even psionic potential.
You could think as each Skill as a skill tree that
Opens up once you are proficient in the basics.

Class Levels

Most adventurers begin at 1st level. As you
embark on missions, make discoveries, and defeat
enemies you will gain experience points, or XP.

As you accumulate XP you will increase your
level. Each level you achieve will increase your

hit points, unlock Nnew abilities from your class,
increases your proficiency bonus, and you might
gain specialties at some levels.

Hit Points

Hit points indicate how much damage your
character can sustain before succumbing to
their wounds. Each level you will roll a Hit Dice,
as determined by your class, and add it to your
hit point total. You get to add your constitution
modifier to this roll, and some traits, features, or
feats may increase this as well.

Proficiency Bonus

One of the most important values to remember
is your proficiency bonus. When you try to use a
skill with which you are proficient, you add your
proficiency bonus to that action roll. whether it is
firing a blaster or hacking a mainframe.

You also add your proficiency bonus to any
saving throws you are proficient in, and well as to
the DC of any saving throws made against your
more exatic attacks and actions such as combat
feats, special weapons, and psionic abilities.

Unless specific rules state otherwise, you can
only add your proficiency bonus to an action roll
once. However, you may gain additional bonuses
to the roll (or penalties) that impact this.

Reputation Modifier

As characters gain levels, their
accomplishments and deeds proceed them, and
their legend in the galaxy grows. This reflects as
a Reputation maodifier that increases as you gain
levels.

You will use your reputation madifier on
Contacts and Connections checks to gain useful
information, equipment, and favors. Like credit,
reputation is a measure of your character’s
resources, specifically interpersonal resources.

You will use your Reputation modifier primarily
on reputation checks to leverage contacts and
connections. Under special circumstances your
GM may allow you to add it to some specialties.

Fourth, build your
backgrounds

One of the defining characteristics of your
character is their Backgrounds: Education,
Profession, and Event. These building blocks
not only help you flesh out your character’'s
personality, story, and history, they provide
valuable character information. This section
also includes information on your age, physical
characteristics, and alignment axis.



Your education will help describe your
character’'s personality and training. Are you
driven by a lust knowledge and insatiable
curiosity? Or is your character at home being
told their place in the galaxy and following
orders”? Each educational background includes a
selection that are most closely associated with it,
but you are free to choose any you like.

Profession is rather self-explanatory - what
did your character do for money before taking up
adventure in the expanse of space? Your career
will provide some starting credit and reputation,
and perhaps some proficiencies.

Finally, the Event is the specific catalyst that
lead you to the outside of normal, and into a
life of adventure. This is what both haunts and
binds your character, and each even will have a
selection of Flaws in your personality to make
your character more human and believable. There
are multiples options for each event, but you are
free to make your own.

FiFch, Select Proficiencies

You gain a selection of proficiencies and open
praoficiency slots from your species, class, and
background. Your Intelligence modifier give you
a bonus to the number of proficiency slots you
have.

Later, you will spend proficiency slots to
develop proficiency on a core skill such as
athletics, sciences, and simple weapons, or to
develop a core skill further by selecting one of
the skills and feats under that core proficiency,
known as specialties. A Specialty Proficiency is an
advanced ability derived from that core skill, such
as advanced weapon proficiencies, or scientific
expertise.

Each slot will grant you proficiency in one core
skill, specialty skill or specialty feat. These will
combine to paint a picture of your character’s
capabilities and powers. In Advent Horizon, skills
are extremely important. Once you have allocated
your proficiency slots, recording these on your
character data sheet.

Sixth, Contacts and
Equipment

Rather than count every credit you have,
Advent Horizon uses a Credit modifier that reflects
your character’s purchasing power—-a composite
of income, credit rating, and savings. A character’s
Credit modifier is exactly like an ability score
modifier, and is added when you roll a Credit
check, which is used to purchase your equipment
and services.

CETTING STARTED

You also have a Reputation modifier, this is your
ability to leverage connections and influence
to gain favors and contacts. As with equipment
you may make Reputation rolls during character
creation to gain a number of helpful contacts
before you begin play.

Seventh, Finishing touches

Finally, bring this all together. Calculate your
final ability scores, select an Alignment Axis
for your character to help guide their personal
outlook if you haven't already and use the
optional character detail information to round out
your character's name, age, physical appearance,
and other characteristics.




GCeEeTTING STARTED
ADVANCEMENT

Throughout your career in the galaxy, you
will gain experience, credit, and reputation.
Experience in particular is count in Experience
Points, or Exp for short. As you accumulate exp
you will inevitably reach new plateaus: Levels of
Experience.

Each level of experience will bring with it new
gains; your hit point maximum will increase, your
reputation will increase, your proficiency bonus
may increase, you may gain new class features,
and you may gain new slots for specialties.

As you gain levels in most classes you receive
ability score bonuses, which may increase your
ability score modifiers. When your ability score
modifier changes, so to do its secondary effects
- if you increase your intelligence score from 15
to 16, and your modifier increases from +1 to +2
and you gain an additional specialty slot. Likewise,
if you increase you Constitution score from 13
to 14, you would gain +1 hit point per level you
have already attained because your constitution
modifier has increased from +0 to +1.

As you advance you have many options of how
to customize your character, you might continue
in your chosen class, or choose to multiclass. You
might develop unusual feats or focus on learning
skills. The choice is yours. The progression table
below describes the experience you need to gain
levels and what all character, regardless of class
levels, achieve as the grow.

Progression Table

Exp. Prof. Prof.
Level Points Bonus  Slots Rep.
1 0 +2 +1
2 300 +2 +1
3 900 +2 +1 +1
4 2,700 +2 +1
S 6,500 +3 +1
6 14,000 +3 +1 +1
7 23,000 +3 +1
8 34,000 +3 +1
9 48,000 +4 +1 +1
10 64,000 +4 +1
11 85,000 +4 +1
12 100,000 +4 +1 +1
13 120,000 +5 +1
14 140,000 +5 +1
15 165,000 +5 +1 +1
16 195,000 +5 +1
17 225,000 +6 +1
18 265,000 +6 +1 +1
19 305,000 +6 +1
20 355,000 +6 +1
Inspiration

The Game Master has the option to reward you
for role-playing your character faithfully to her
characteristics, such as personality traits, ideas,
and flaws, or for taking inspiring and dramatic
action in game. At the GM’'s discretion you may be
awarded a point of Inspiration to use or give to
another player.
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Even 'the most alien creatures have much in
common. Six abilities provide a quick description
of every creature’'s physical and mental
characteristics:

e Strength, measuring physical power

e Dexterity, measuring agility

e Constitution, measuring endurance

¢ Intelligence, measuring reasoning and
memory

¢ Wisdom, measuring perception and insight
e Charisma, measuring force of personality

Every character, and in fact every creature, can
be described with these characteristics, called
Ability Scores. These qualities - a creature’'s
assets as well as weaknesses - are rated from
1 to 30, with maost character ability scores falling
between 3 and 20.

The three main action rolls of the game - the
specialty check, the saving throw, and the attack
roll - are all modified by one of the six ability
scores.

GENERATING ABILITY SCORES

There are several options for ability scores.
The default option is to randomly generate each
ability score by rolling 2d6+6 six times and place
them in the abilities as you choose. Now take
these six numbers and write each beside one
of your character’s six abilities to assign scores
to Strength, Dexterity, Constitution, Intelligence,
Wisdom, and Charisma. Later be sure to make
any changes to your ability scores because of
your choice species. However, this is not the only
option for generating ability scores.

Static Abilicy Scores

If your GM would like to save time or does
not like the idea of randomly determining ability
scores, you can use the following scores instead:
15, 14,13, 13,12, 11.

After assigning your ability scores, determine
your ability modifiers using the ability sores and
Madifiers table. To determine an ability modifier
without consulting the table, subtract 10 from
the ability score and then divide the result by 2
(round down). Write the modifier next to each of
your scores.

Ability Point System

While randomly generated ability scores are
both fun and traditional, you Game Master may
opt to use more controlled character creation
systems. The optional Ability point system allows
players to generate balanced scores by buying
them with paints. The variant described here
allows you to build a character with a set of ability
scores you choose individually.

Using this method, you have 42 points to
spend on your ability scores. The cost of each
score is shown on the Ability Score Point Cost
table below. For example, a score of 14 costs
7 points. Using this method, 17 is the highest
ability score you can end up with, before applying
bonuses from your species and gaining levels.
You can't have a score lower than 6.

This method of determining ability scores
enables you to create a set of numbers that are
minimums and maximums at the cost of extreme
specialization.
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Ability Score Point Cost

ABILITY ScorReEs AND MODIFIERS

Ability Score Point Cost
6 0
7 1
8 2
9 3
10 4
11 S
12 6
13 7
14 8
15 9
16 10
17 11

Each of a creature’s abilities has a score, a
number that defines the magnitude of that ability.
An ability score is not just a measure of innate
capabilities, but also encompasses a creature’s
training and competence in activities related to
that ability.

A score of 10 or 11 is the normal human
average, but adventurers and many monsters are
a cut above average in most abilities. A score of
18 is the highest that a person usually reaches.
Adventurers can have scores as high as 20, and
monsters and divine beings can have scores as
high as 30.

Each ability also has a modifier, derived from
the score and ranging from 05 (for an ability score
of 1) to +10 (for a score of 30). The Ability Scores
and Maodifiers table notes the ability modifiers for
the range of possible ability scores, from 1 to 30.

Ability Scores Modifiers

Score Modifier
1 =35
2-3 —4
4-5 -3
6-7 —2
8-9 -1
10-11 +0
12-13 +1
14-15 +2
16-17 +3
18-19 +4
20-21 +5
22-23 +6
24-25 +7
26-27 +8
29-29 +9
30 +10

You can determine an ability modifier without
consulting the table, by subtracting 10 from
the ability score and then dividing the total by
2 [round down)]. Because ability modifiers affect
almost every attack roll, ability check, and saving
throw, ability madifiers come up in play more often
than their associated scores.



ABILITY Score DESCRIPTIONS

Strength

As an ability score, Strength measures bodily
power, athletic training, and the extent to which
you can exert raw physical Force. Strength skills
include armor proficiency, climbing, martial arts,
and melee weapons.

Strength Checks

A Strength check can model any attempt to lift,
push, pull, or break something, to force your body
through a space, or to otherwise apply brute
force to a situation. The GM might also call for a
Strength check when you try to accomplish tasks
like the following:

e Force open a stuck, locked, or barred door

e Break free of bonds

Attack Rolls and Damage

HauLTY Scores

the amount it can push, drag, or lift. For a Tiny
creature, halve these weights.

Oexterity

Your Dexterity is a measurement of hand-eye
coordination, kinesthetic intelligence, reflexes,
and balance. Specialties under Dexterity include
skills such as stealth, finesse-based weapon

proficiency, and most ranged weapon proficiency.

Dexterity Checks

A Dexterity check can model any attempt to
move nimbly, quickly, or quietly, or to keep from
falling on tricky footing. Beyond specialties, the
GM might call for a Dexterity check when you try
to accomplish tasks like the following:

* Balance on a ledge or beam but keep moving
at full speed

e Catch an item dropped by another character

Attack Rolls and Damage

You add your Strength modifier to your attack
roll and your damage roll when attacking with a
melee weapon such as a tonfa or sword, or with
martial arts. Strength is generally vital in hand to
hand combat, as well as some ranged attacks
such as how far you can throw a grenade.

Lifting, Carrying, and
Encumbrance

You add your Dexterity modifier to your attack
roll and your damage roll when attacking with
a ranged weapon, such as an energy pistol or
mass driver rifle. You can also add your Dexterity
madifier to your attack roll and your damage roll
when attacking with a melee weapon that has the

finesse property, such as a rapier or combat knife.

Armor Class

Your Strength score determines the amount of
weight you can bear. The following terms define
what you can lift or carry.

Carrying Capacity. Your carrying capacity
is your Strength score multiplied by 7kg. Most
characters can carry 20 or more kilograms of
weight with no warries. If you carry weight in
excess of 2 times your Strength score (in kg), you
are encumbered, which means your speed drops
by 3 meters.

If you carry weight in excess of 5 times your
Strength score, up to your maximum carrying
capacity, you are instead heavily encumbered,
which means your speed drops by 6 meters and
you have disadvantage on ability checks, attack
rolls, and saving throws that use Strength or
Dexterity.

Push, Drag, or Lift. You can push, drag, or lift
a weight in kilograms up to twice your carrying
capacity [or 15 times your Strength scorel. While
pushing or dragging weight in excess of your
carrying capacity, your speed drops to 2 meters.

Size and Strength. Larger creatures can bear
more weight, whereas Tiny creatures can carry
less. For each size category above Medium,
double the creature’s carrying capacity and

Depending on the armor you wear, you might
add some or all of your Dexterity modifier to your
Armor Class.

Initiative

At the beginning of every combat, you roll
initiative by making a Dexterity check. Initiative
determines the order of creatures’ turns in
combat.

Constitution

Constitution measures general health, stamina,

and will to live. Specialties under constitution are
all related to movement, endurance and stamina.

Constitution Checks

A Constitution check might be called for when
you attempt to push beyond normal physical
limits. The GM might call for a Constitution check
when you try to accomplish tasks like the
following:

e Hold your breath
e March or labor for hours without rest

¢ Go without sleep
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Hit Points

Your Constitution modifier contributes to your
hit points. Typically, you add your Constitution
modifier to each Hit Die you roll for your hit points.
If your Constitution maodifier changes, your hit
point maximum changes as well, as though you
had the new modifier from 1st level. For example,
if you raise your Constitution score with a bonus
from your class at 4th level and your Constitution
modifier increases from +1 to +2, you adjust
your hit point maximum as though the madifier
had always been +2. So you add 3 hit points
for your first three levels, and then roll your hit
points for 4th level using your new modifier. Or if
you're 7th level and some effect were to lower
your Constitution score so as to reduce your
Constitution modifier by 1, your hit point maximum
is reduced by 7.

Intelligence

Your character’s Intelligence measures
mental acuity, accuracy of recall, and the ability
to reason. Almast all technical and academic
specialties fall under Intelligence.

Intelligence Checks

An Intelligence check comes into play when
you need to draw on logic, education, memory,
or deductive reasoning. The GM might call for an
Intelligence check when you try to accomplish
tasks like the following:

« Communicate with a creature without using
words

« Memorize a long passage, set of numbers, or
password

Specialties

Because Intelligence reflects your ability to
learn and remember, your Intelligence Modifier
also impacts the number of Specialty Slots you
begin with at first level. At 1st level you may add
your intelligence modifier to known specialties.
These bonus specialties can be under any Skill.
If your Intelligence modifier changes, you gain or
lose specialties accordingly. So, if you increase
your Intelligence at level 8 that increases
your modifier from +1 to +2, you would gain an
additional Specialty. Likewise, if at 12th level some
effect causes your intelligence to decrease, and
your modifier were to change from +4 to +3 you
would lose one specialty of your choice.

Wisdom

A character's Wisdom speaks to their
mindfulness, foresight, philosophical
perceptiveness and intuition. Specialties
under wisdom include Perception, business
management, resolve and creative arts.

Wisdom Checks

A Wisdom check might reflect an effort to read
body language, understand someone’s feelings,
or notice things about the environment. Wisdom
checks that the GM may call for can include:

¢ INntuiting the best course of action under
pressure

¢ Understanding the motivations of an enemy

Credit

You add your Wisdom modifier to your Credit
madifier at first level, reflecting your intuition and
common sense with money. Unlike other ability
score-based bonuses, you do not gain or lose
Credit modifier as your Wisdom score changes.

If at a later level your Wisdom modifier were to
increase from +2 to +3 you would not gain any
additional Credit, nor would you lose Credit should
your wisdom modifier decrease from +1 to +0 for
any reason.

Charisma

For most characters Charisma is a measure of
one's presence, confidence, charm, and savvy.
Some example Charisma specialties include
charm, command, and bluffing.

Charisma Checks

A Charisma check might arise when you try
to influence or entertain others, when you try
to make an impression or tell a convincing lie, or
when you are navigating a tricky social situation.
The GM might call for a Charisma check when you
try to accomplish tasks like the following:

* Appeal to someone’s sense of morality

¢ Overcome another character’'s influence on a
target

Reputation

Your charm and personality go a long way in
determining your reputation. You may add your
Charisma modifier to your Reputation modifier at
st level. This is representative of your ability to
get more out of your Contacts and Connections.

This bonus is only added at level 1, you do not
add it at additional levels, nor does a change in
your charisma reflect on your Reputation modifier.
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What you are is as important as what you can
do. The galaxy is a place teeming with various
intelligent races. On largest space stations
dozens of cultures and civilizations collide,
languages from across the cosmos fill bustling
bazaars. Strange creatures equipped with alien
gear create a menagerie of the known civilizations
on display. Enigmatic Ephari advisors and human
Imperials move through the crowds sure of their
authority, while rugged colonials look on. Here
and there a Seyvul darts under people’s feet busy
on some errand or mission, and chittering Ixaxian
haggle over the cost of some technological
wears. Proud Xhu commanders watch the market
for trouble, flanked by hulking Urroru guardsmen.

Yet lurking in the background of these great
markets more unusual beings can be seen, alien
Thothid moving through the crowed wearing great
hooded robes, and barbaric Ba'alur noisily drinking
and bellowing tails of their conquests.

SELECTING A SPECIES

Between the Colonials and the Imperium,
humanity makes up a huge majority of the galactic
community. Yet they share the cosmic star ways
with a number of alien creatures, some of whom
had been exploring the galaxy for millennia.

The galaxy is teeming with life, yet the majority
never reaches the kind of complexity which
gives rise to understandable intelligence. Even
with those that do, many never become tool
using creatures, or are so vastly alien that they
cannot be understood through the human lens.
This leave those rare few beings so similar in
size, shape, temperament, and biochemistry that
they can cohabitate - breath the same or similar
atmosphere, use tools crafted by other peoples,
and most importantly communicate.

The Species you select will determine
a number of fundamental aspects of your
character, beyond physiology and home world,
it can also help inform your choice of class and
proficiencies.

Each of the species is very different, with
inherent strengths and weaknesses, which can
augment some class choices, but the galaxy is a
big place, and there is nothing preventing a Ba'alur
from becoming a contemplative scientist, or an
Ephari a brutal warrior. Though, these might be an
unusual choice in their culture. Yet, these could
be the foundations of an interesting character,
with a deep and compelling history.

Remember it is your character, you create their
personality, history, motivations, and goals. Craft a
character that is as original or as relatable as you
want your character to be.
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Species Summery

Ba'alur. Winged reptilian brutes largely
considered barbarians, however they have
defeated far more advanced races and made their
way into space.

Colonial. Humans adapted to alien worlds,
descended from the early colonial missions set
out by corporations before the advent of the
horizon drive.

Ephari. Wandering enigmatic humanoids who
resemble early earthly depictions of aliens, born
from generations aboard massive world ships.

Empyrean. Genetically engineered super
beings that picked up after humanity wiped
themselves out in the Sol system.

Ixaxian. Large mantis like beings with a natural
predilection towards technology, and an innate
ability to communicate via radio frequencies.

Seyvul. Small furry trouble-makers from a
back-water world rich in resources who have
taken an unexpected place among the stars.

Thothid. Disturbing and arcane aliens who are
a mystery even to themselves.

Urroru. Hulking four-armed beast-men who are
as much builders and philosophers as they are
warriors.

Xhu Akreen. Blue skinned humanoids that
once dominated the Arc, until the arrival of the
Empyreans.

SPECIES TRAITS

The description of each race includes racial
traits that are common to members of that race.
The following entries appear among the traits of
most races.

Abilicy Score Increase

Each species increases one or more of your
character’s ability scores if you select that
species.

Age

The age entry notes the age when a member
of the race is considered an adult, as well as the
race's expected lifespan. This information can help
you decide how old your character is at the start
of the game. You can choose any age for your
character, which could provide an explanation
for some of your ability scores. For example, if
you play a young or very old character, your
age could explain a particularly low Strength or
Constitution score, while advanced age could
account for a high Intelligence or Wisdom.

Languages

Few peoples in the Arc are confined to simply
one language. Your species will indicate the
languages you will inherently speak, read and
write.

Size

Characters of most races are Medium, a size
category including creatures that are roughly
1.3 to 2.7 meters tall. Members of a few races are
Small [a meter talll, which means that certain rules
of the game affect them differently. The most
important of these rules is that Small characters
have trouble wielding heavy weapons, as
explained in "Equipment.”

Speed

Your speed determines how far you can
move when traveling through various modes of
movement.



BA’ALUR

Lo! What were once the gods of Baalur but
slavers, cruel masters of the people! In the age
of the twilight did the Ba'alur not rise, and topple
their gods” Did we not thrust spear and sword
through their flesh and lay them low? Did we not
crush the bones of the gods!? So too shall we
crush the metal sky boats of the invaders! So
too shall we lay them low: for if the gods cannot
stand against the Ba'alur, how can these naked
apes?

- War Cry of Kaikahn, leader of the Ba'alur troops
during the Encounter War.

The Ba'alur are a species of hulking warriors
whao, prior to contact with the Human Imperium,

were thought to have a pre-industrial civilization.

Yet, in the aftermath of their disastrous fist
contact, the race bellowed into the space age
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aboard stolen and salvaged technology repaired
and operated by their shamans. In a sense the
Ba'alur are the most naive race to explore the Arc;
still beholden to ancient superstitions and beliefs,
as a people they still have only the maost primitive
understanding of the sciences. But this fact has
not stopped them from spreading to dozens of
worlds and taking up a place among the intelligent
races of the galaxy.

Oraconic Brutes

An adult Ba'alur stands nearly 2 meters tall
and can weigh up to 90kg. Their broad heads are
lined with spines and horns and they possess
large membranous wings. This combined with
their scaled skin, digitigrade legs and long tails
has given them the nick name Dragons of Urkaar
(Urkaar being their home world). Each tribe of the
Ba'alur possess unique and generally specific
scale patterns, not dissimilar from melanin
pigmentation in humans ranging from deep
brassy patinas to dark back. On their home world
the thick foggy atmosphere and high pressure
allowed the Ba'alur limited flight - a skill they apply
deftly in micro gravity.

Ba'alur are an incredibly long-lived race, with
some living to 700 earth years, although it is not
considered an honor to die of old age. Still most of
the Ba'alur Elders were alive for centuries before
fist contact, which may be a reason that their
culture is so reticent to change.

Shamans ofF the Star ways

Even after nearly a century of contact with
spacefaring civilizations, the Ba'alur hold fast to
their shamanic traditions and beliefs. With few
exceptions, maost Ba'alur believe in an ancient
warrior code not unlike the earth ideals of Bushido
and Shamanistic animism. Called the Varkahnis,
this code was established by the mythological
warrior priests that the Ba'alur claim to have killed
their gods in ancient times.

This belief in the spirit of the void and the
power of honor to overcome spread among the
civilized worlds, even resonating with the ancient
Xhu Akreen Magisterium, who formally invited them
to join as serfs of the Magisterium, under threat of
annihilation. This show of strength was something
the Ba'alur could respect, unlike the humans
attempts at peace.

The ancient Shamans of the Ba'alur home world
UrKaar have accepted that their young must
venture into the void now that they are part of a
larger community, but that does not change that
fact that many concepts of advanced civilization
seem ludicrous or unimaginable to them.



20

SPreces

/ : : equipment designed for humanoids, such as
BE Ell_”_ In Dther SEEUHQS armoaor, clothing, and seats. Custom fitted armor,
These aliens are unique in that they're a more clothing, or other such equipment has a +1 Credit
primitive culture than most of the civilizations modifier cost.

presented in Advent Horizon. Their reliance on
magical thinking and superstition in s scientific
game makes them ideal for outsiders looking in,
or an uncontacted people. How Ba'alur appear
in other settings depends on these factors. This
could make Ba'alur antagonists in some settings,
or they could take on the role of the religious
peoples of the galaxy.

Ba’alur Traits

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

Age. Ba'alur maturate through a hatchling
stage to physical maturity after about thirty earth
years (though less than 10 rotations of their home
world). At this point they are considered Ur-Kai and
may attempt a right of adulthood. This is usually
a hunting mission or similar trial, should they
succeed they are considered adults and may be
a part of moots and claim properties and slaves.

Ba'alur Claws. You possess thick sharp claws
at the end of your three fingers. The claws are
natural weapons, which you can use to make
unarmed strikes. If you hit with them, you deal
slashing damage equal to 1d4 + your Strength
modifier, instead of the bludgeoning damage
normal for an unarmed strike.

Ba'alur Resilience. You have advantage on
saving throws against poison, and you have
resistance against poison and corrosive damage.

Languages. You speak your native Baalur
dialect and Magoi.

Size. On average the Ba'alur are taller than
humans, standing over 2 meters tall and
averaging 85kg. Your size is Medium.

Speed. Ba'alur base walking speed is
10 meters. You also may glide under some
circumstances.

Thick Scales. You possess thick natural scales
which provide you with a natural armor class of
13 + Dexterity maodifier while you are unarmored.

Wings. You have thick leathery wings which
are used to fly on your home world. In an
atmaosphere of at least 50 kilopascals (about half
of 1 earth atmosphere of pressure] you take half
damage from falling. The distance of your long
jumps is doubled. With a running start you can fly
with a movement speed of 10 meters. You have
advantage on Zero Gravity Movement checks and
Swimming checks.

Unusual Shape. Ba'alur sport wings, some
tail, and digitigrade legs. You cannot use some
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‘I've heard the legends of Earth, that mythical
blue jewel that mankind fled for money, for greed,
for all the reasons you leave a planet behind. But
mostly greed. The first corporate colony made
Instar Heavy Industries the wealthiest corporation
on earth, and wealthier than most nation states.
After that the race was on to dupe colonists in
to sleeping for fifty years and waking up on a
habitable world to be virtual slaves.”

- A Colonist's Memoir
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Humanity is an adaptable, capable species,
that has spread rapidly to the inhabitable planets
and moons that are close to their original home
world. Without FTL travel or Q-Bit communication
however, these worlds were cut off from Earth,
and in time, the pale blue dot was forgotten. But
life, and civilization, went on.

After centuries the Corporate Colonies arose
as discreet civilizations. Each world, or collection
of worlds, became its own culture. Languages
changed, genes changes. Forced to adapt to
alien biomes, people changed. Humanity became
more than humanity faster than any could
have predicted, not just through selection and
evolution. On dozens of worlds gene therapy and
new forms of biotic symbiosis arose. New kinds of
humans arose.

Adaptable survivors

Humankind is a uniquely adaptable race. What
sets them apart is their ability to survive in biomes
that are completely inhospitable. Depending on
their home's gravity, most colonial humans stand
between 1.5 and 2.2 meters tall and can weight
from S0kg to 120 kg. Each colony had its own
trials and the various peoples who immigrated
from earth crossed the spectrum of cultural
backgrounds, this means colonials can range
from extremely pail to deep complexions and have
hair and eye colors that are equally varied.

The colonies are not earth, and the variations of
these biomes have resulted in a huge number of
unexpected changes and adaptation. Each human
subrace has unique characteristics born of their
adaptation to their home world, as discussed
below.

Corporate rulers

Even before earth was lost, most colonies were
ruled by ruthless corporate dictatorships. With no
accountability and no repercussions, corporate
governments had complete autonomy. Those
that abused this too far were often overthrown in
brutal and bloody worker revolutions.

Colonials in Other Settings

The Colonial humans presented here are
changed by their respective home worlds. This
adds interesting diversity to the otherwise
homogeneous human race and can be used as
templates for what generations of living in alien
environments with different allotropic pressures
might be like. After all, humanity has proven to be
very adaptable.

21
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Colonial Traits

Ability Score Increase. Your Constitution
score increases by 2.

Adaptation. There are hundreds of human
colonies, space stations, and out-posts. Rather
than list the specific home, you may select from
one of the adaptations below. This represent the
allotropic pressures of your home colony.

Age. Colonials are still largely human, however,
advances in technology have prolonged the
life expectancy of many on the more advanced
worlds. Most are considered adults by 18 solar
years and will live to be 90 to 130 years old.

Proficiency Bonus. You have one bonus
proficiency slot.

Languages. You speak and read Colonial
Common.

Size. Colonial humans are extremely diverse,
ranging from 1.3 to over 2 meters tall, and
weighing anywhere from 35 to 120 kg. Your size is
Medium.

Speed. Your base walking speed is 10 meters.

Adaptations

Born from generations living on an alien world,
you are adept at surviving its specific conditions.
Select one of the Adaptations below, this
describes the conditions of your home colony, as
well as the benefits and drawbacks of adapting to
that environment.

Aquatic Colony. You are proficient in Athletics
and have Advantage on Breath Control checks.
Your swimming maovement speed is 10 meters.
Your Strength Score increases by 1.

Arctic Colony. You have Advantage on saving
throws against cold. You have Resistance to
Cryonic damage. Your Strength Score increases
by 1.

Arid Colony. You have Advantage on saving
throws against fire and thermal damage. You
only require half as much water per day. You
have Advantage on the constitution saving throw
to survive on half water. Your Dexterity Score
increases by 1.

Earth Analogue. You have Advantage on all
saving throws against disease. Your Charisma
Score increases by 1.

High Gravity Colony. You have Resistance to
Bludgeoning damage. You gain a +1 bonus to your
Strength. Reduce your base height by 50cm. You
have Disadvantage on Micro Gravity Movement
checks. Your Strength Score increases by 2.

lonic World. You have advantage on savings
throws against electromagnetic attacks. You
have proficiency in the Wilderness Skill. Your
Intelligence Score increases by 1.

Low Gravity Colony. Increase your
base height by S0cm. You are immune to
Decompression Sickness. Your movement speed
is only 7 meters under medium gravity or higher.
Your Dexterity Score increases by 1.

Primeval World. You gain proficiency in
Survival. Once per long rest, when you are
reduced to O hit points you may use your reaction
to spend one hit dice and recover that many hit
points. Your Wisdom Score increases by 1.

Shadow World. You gain Darkvision out to a
range of 60 meters. Darkvision is black and white
only, but otherwise works as normal sight. You
have disadvantage on attack rolls and on skill
checks that rely on sight when you are in an area
of bright illumination without eye protection. Your
Charisma Score increases by 1.

Stationer. You are proficient in Acrobatics. You
are extremely nimble increase your Dexterity
Score by 2. You suffer from light muscle atrophy,
reduce your Strength Score by 1.

Toxic Atmosphere. You have Advantage
on saving throws against Poisons. You have
Resistance to Poison damage. Your Wisdom Score
increases by 1.

Wasteland Colony. You gain advantage
on Constitution checks against starvation and
thirst. You have Advantage on saving throws
against radiation sickness and are immune to
casual radiation exposure. You have Resistance
to Radiation damage. You suffer from mild
disfigurement, reducing your Charisma score by 1.

From the 22nd Century with love

The original colony ships dispatched form
earth took decades to reach our nearest solar
neighbors, others took centuries. Expeditions
to worlds more than 100 light years away took
almost a thousand years - meaning there are
still ships from earth out there, in the void,
hurtling towards a future that they could
never have predicted.

Some colonies are only a few decades
old, and still buried in the mindset of the
Earth of the 22nd Century, complete with
their capitalist ideologies, reckless attitude,
and nationalistic prides. It's a hard thing to
swallow knowing that the world you were
born on no longer exists.




EPHARI

“We dreamed a waking dream. We dreamed
of the void, of the ocean of stars, of world upon
world that we were never to visit, never to know.
For ours was a course laid out many eons ago by

ancient law - immutable and unchanging were we.

Oreamers, awake and adrift. Until we came upon
you. Now we dream no longer”

- Ancient record of the Ephari Encounter
First extraterrestrials to contact humanity,

shortly after the original Horizon Drive was tested.

While the records of this encounter, and the
hundreds of years between the time the original
colonial ships leaving earth and the emergence
of the Imperium, are now lost. It is evident that
the Ephari, or at least their technology, played a
pivotal role in the Imperium’s creation.
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But who, and what, the Ephari really are
remains a mystery. They have no known home
world, and are birthed aboard an enormous
generation ship that, before mankind’'s
breakthrough, traveled the cosmos at merely
relativistic speed.

Ephemeral Strangers

The Ephari are willowy, thin and elegantly
tall creatures, with large oversized heads and
eyes, but their physiology resembles humans
to an improbable degree - much as the Xhu. The
Epharis are especially adapted at low gravity
movement, with the long limbs and delicate
structures. Most stand 2 meters in height yet
rarely weigh more than 60kg. display sexual
dimorphism, although they demonstrate no
reproductive capability.

Ephari procreate asexually through artificial
facilities abroad their massive ship. A new Ephari
is born when one is confirmed to have died
through injury or illness, or when a specific need
is identified within the community of the ship
Nneeds to be filled. Though this strict population
contral is no longer essential for their survival,
their culture has been slow to adapt to their new
circumstances.

Ancient Wanderers

For millennia the Ephari knew only the depth
of the void. They drifted a course through the
Cosmos, journeying from star system to star
system on a seemingly endless journey, their
course predetermined in the ages before they
embarked towards it. So, obediently and with great
care the nameless race journeyed, ever onward.

Most did not question their place aboard their
ancient ship, or the teachings of their people. By
all accounts they have been wanderers drifting in
the vast interstellar void for thousands of years.
Humanity, and the Horizon Orive changed this, and
suddenly the ancient wanderers were no longer
tied to the chains of relativity.

In their time among the stars the Ephari
cultivated a unique philosophy, practice of
meditation, and sciences unlike terrestrial races.

Ephari in Ocher Settings

In a way Ephari make the perfect alien for
settings that take place in more contemporary
future. The arrival of their world ship before
humans became a galactic civilization could have
changed the course of history.
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Ephari Traits

Ability Score Increase. Your Wisdom and your
Charisma score increase by 1.

Age. Most Ephari reach maturity around 25
solar years of age and will live for a little over 200.

Alien Senses. You can't be surprised while
you are conscious. Other creatures don't gain
advantage on attack rolls against you as a result
of being hidden from you.

Esper. You have proficiency in the Telepathy
skill. For more on psionics see section 11.

Languages. You read and speak your native
Ephari, and Imperial.

Purpose. The Ephari are made, not born.
Each is cultivated in the depths of their ancient
WorldShip to serve a purpose and fulfill a rale in
Ephari society. Select one Intelligence or Wisdom
Skill - regardless of why you are an adventurer,
this skill represents the role you were meant to,
and perhaps still do, fill in the universe. You have
Advantage on all skill checks under this skill.

Size. Although somewhat delicate your size is
medium.

Speed. Your movement speed is 10 meters.

Ephari Mystery

That the Ephari know so little of their
origins and mission is an accident, and not
a choice. Thousands of years ago a bloody
civil war shook the Ephari WorldShip. The
separatist forces destroyed the Ephari's
ancient libraries and murdered the high
council. The Separatists fled to an inhabited
planet near the course of the WorldShip, but
the damage left an irreparable scar on the
Ephari culture. They lost their leadership and
history to the conflict, and the damage to the
WorldShip was never fully repaired.

What became of these rebels is unknown.
It is presumed they lived and died on that
alien world millennia ago, as they had no
means to reproduce. Still, the legend of these
violent aberrations continues to exist in the
Ephari subconscious, a specter of the past
that haunts the old and is used to teach fear
of disunity to the young.




EMPYREAN

Weather and wars, burning storms, famine and
fear. This is how the system came to an end. The
poor and unwanted were abandoned, the rich,
powerful, and those that served them fled to the
outer colonies.

We remained. We the Perfected. We are the
burning resurrection that emerged from the ruins
of Sol. While our scattered ancestors fled to other
worlds, we remained to rise. They had created us
to be the superior, to be what they would never
become. They thought we died with Earth and
Mars, we did not, and now we are the Empyrean.

e Historia Imperious

SPeCcieSs

The Empyrean are not humankind like you and
|, but something different. Something with more
of our strengths, and fewer of our weaknesses.
Born from the super soldiers created at the end
of the last era, these beings were modified to be
stronger, faster, immune to diseases and radiation,
but never meant to be able to breed, and created
to be controlled. In the aftermath of the atomic
wars that ended civilization in the sol system,
these soldiers evolved.

Mankind, PerfFected

In the final days of the old-worlds, artificially
enhanced genetically isozymic soldiers fought
over the dwindling food, water, and air. At the end
of the 23rd century nuclear war erupted between
Earth and Martian powers. As the scattered
peoples of the solar system looked on in haorror,
the inner planets burned bright in nuclear fire,
and fell silent. As the worlds ended, there were
several unique models of genetically recombinant
soldiers, each purpose engineered to a specific
task. Most survived:; they needed less air, less
water, and resisted radiation and disease much
better than humans.

Modern Empyreans stand between 1.6 and 2
meters tall, and eight 60 to 100 kg. Their coloration
is generally a tawny tan, with some lighter or
darker variations occurring but not common, their
hair is usually dark brown or black, though pale
brown can occur. Empyreans are created from a
small selection of genes, and although mutation
happens, they have far fewer recessive and
anomalous genes than other humans.

The Imperium

All empyreans are members of the most
powerful human civilization: The Imperium. This
strict meritocracy arose from multiple competing
cultural and economic bodies but was driven
by the powerful Earthly Emperaor, the semi
mythological figure that united the remaining
survivors of Rex Terra and awoke those that had
Nnot been activated. As the last humans died out,
the Empyreans rose to power.

Though Empyreans had conquered and
colonized the Sol system, the creation of the
Horizon drive marked the birth of the Imperium in
earnest. Industrious and determined the Horizon
Drive rapidly advanced the Imperium to a level of
civilization only matched by the Xhu. With this one
breakthrough the balance of power in the galaxy
shifted. Suddenly the supremacy of an ancient
alien race was in threat, and no one yet realized.
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From the edge of the galaxy and a forgotten
world came a fleet that could cross lightyears
in days and would change the nature of space
travel forever. First, they encountered the Ephari,
then they came for what they believed was owed
by right: The Colonies.

Empyrean in 0Other Settings

The Empyrean are the perfect template for a
refined spacefaring humanity, especially one that
has eliminated maost of their weaknesses and
flaws and has reverted to aristocratic merisms.
Perhaps they are the decedents of genetically
engineered colonist sent to a distant and
inhaospitable world, or the creation of humans who
tinkered with the building blocks of life.

Empyrean Traits

Age. While Empyreans reach physical maturity
in 18 to 20 years like normal humans, they are not
considered adults and citizens of the Imperium
until they are 35. To date, the oldest Empyrean
lived to be over 500 years old, having been
created during the Final War.

Languages. You speak and read Imperial and
Colonial Common.

Perfected Abilities. Increase your Strength,
Constitution, Intelligence, and Charisma ability
scores by 1.

Perfected Resistance. You have Advantage
on saving throws against Disease, Radiation, and
Poison.

Perfected Stamina. Owing to your engineered
genome, you have superior stamina and
have advantage on all saving throws against
exhaustion. Following a long rest, you recover
from 1 extra rank of exhaustion.

Perfected Proficiencies. You have 1 bonus
proficiency slot.

Size. Empyreans are almost identical to
colonial humans. Your size is medium.

Speed. Your base speed is 10m.

Humans of the Imperium

The Empyreans are not human. Mutation
and Engineering have created a completely
new species. An Empyrean will view a human
much how humans view chimpanzees.
Clearly, they're related, but the distance
seems insurmountable.

Moreover, rumor persists that some fraction
of the population may have survived the Final
War, and that it was the genetically superior
soldiers that engaged in a massive campaign
of genocide across the solar system,
hunting the tattered remnants of humanity to
extinction.

Something changed when the Empyrean’s
encountered the Ephari, something tempered
them. Certainly, the people of Higil did not see
the Empyrean armada as a unifying force, but
as a dark horse, harbinger of the end of their
civilization.

Still humans make up the majority of the
Imperium’'s workforce and polity, even though
the colonists live as second class citizens.
As the oldest colonies these worlds have the
most pronounced adaptations.

Higil. An Arid Colony.

Huoui. A Low Gravity Colony.

Proxima Colony. A Shadow World.

Aegeris. A Primaeval World.

Cygani. An Arctic colony.




IXAXIAN

‘“What do you mean that we offend you? You
say that your race has annihilated segments of
your population, not once, but multiple times!

And you destroyed your home world with atomic
weapons! What else would you expect our word
for you to be other than Terrors from the Sky’, you
humans are the stuff of fear and death.

Remarkably adaptive and curious, during the
rise of their industrialization - their steam age -
the Ixaxian people realized that their little world
was under the great eye of minds both powerful
and alien. So, they vowed to progress their
sciences in a quiet and peaceful way, one that
was slow, steady, and rational.

So silently, on the edge of the galaxy, a
thousand-year plan was enacted by a race that
had the potential to become so much more.
Sciences were explored deep in the earth, while
life above progressed at a slow, but meaningful
rate. Nuclear technology, antimatter, heavy atom
collisions, all done with never an obvious show.
Until a Xhu dreadnought stopped in their system
to refuel.

SPeciEeSs

Mantis oF Ixax

These creatures resemble enormous mantises,
with four legs for mobility, and two arms with
dexterous manipulators. Thick grey black
exoskeleton covers them, and this chitinous armor
segments around their mobile thorax like tail and
joints. Their two large black eyes provide and
increased field of vision, and two antennae like
protrusions give them a superior sense of smell
and air vibrations. Though the resemble earthly
insects, they are bulkier, and have internal multi
chambered lungs, as well as complex nervous
systems.

Like earthly insects, the Ixaxian will molt
multiple times in their life, generally once every
four to six years until they reach maturation at
fifteen to eighteen solar years. This last molting
is called their “tzzac'tk” or finally. Afterwards
the Ixaxian will no longer grow, and their chitin
patterns are fixed.

Children oF the Hive

On first encounter, many believed that the
Ixaxian possessed a hive mind, though this is
Nnot true. The Ixaxians possess a limited ability
to communicate through short bursts of radio
signals between 1.8 and 2.6 GHz. This is not a
primary form of communication. For an Ixaxian the
signals are resembling facial expressions or body
language or even scent, something that adds
nuance to language. Yet, like sign language, some
sub-cultures developed this ability into extremely
effective means of communication and even
methods to interface with technology.

Ixaxian techno-cant is most effective at
expressing mathematical and logical process
information. This lets Ixaxians constantly
share their understanding with peers, allowing
information to transmit with shocking alacrity
among their people. In a sense, they do have
a hive like connection, with information and
solutions disseminating among the population in
bursts and pulses.

Ixaxian in other Settings

These curious, industrious, and capable
creatures make an interesting addition to galactic
space operas and settings in which the truly alien
is not feared and shunned. In more contemporary
settings Ixaxians may be seen as too alien and
xenophobic to co-exist with setting the stage for
interstellar drama as the powers of earth argue
for a first strike in what would be a long and
devastating war.
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Ixaxian Traits

Ability Score Increase. Your Intelligence score
is increased by 2, and your Dexterity score by 1.

Age. An Ixaxian will reach physical and mental
maturity in around fifteen solar years, and live for
fifty to eighty solar years, sometimes longer.

Chitin Carapace. You have a thick hard
carapace, giving you a natural armor class of
13 + Dexterity Modifier while you are unarmored.
Because you have a strong exoskeleton, you
are also highly resistant to extreme gravity
and depressurization, gaining Advantage on
Decompression saving throws and doubling
your G-tolerance. Finally, you have Resistance
to Thermal and Cryonic damage. Collectively this
allows you to operate in EVA without a full space
suit.

EM sense. As an Ixaxian, your antenna can pick
up and emit localized radio and electromagnetic
frequencies. This gives you a number of abilities.
In addition to communicating with other Ixaxians
and potentially some special devices, this sense
gives you Advantage on checks when building,
repairing, modifying, or bypassing electronics.

You can also feel when devices nearby are
emitting wireless signals. While you cannot
understand or interpret digital noise, you can
detect it. This gives you the ability to locate
and the offending radios or computers within 5
meters. Unseen attacks who are emitting such
signals lose their advantage against you, because
you can feel their location and distance.

Languages. You speak and read Uxian, and
one bonus languages of choice.

Multi-limbed. You have four powerful legs that
allow you to navigate difficult terrain on land with
no movement penalties. Your powerful hind legs
allow you to perform amazing leaps (three times
strength maodifier for a long jump, or ITm + 0.3m
per point of your Strength modifier, minimum 1,
for high jumpsl). You have advantage on Climbing
Checks.

Size. Ixaxian stand around 1.3 meters at the
head, and close to 2 meters at the tip of the tail.
You are a medium size creature.

Speed. Bespite having four legs, you are
not noticeable faster than other races. Your
movement speed is 10 meters.

Spectrum Vision. Ixaxian eyes are large and
have a huge field of view in a spectrum deeper
than most other creatures. You have advantage
on visual Perception Checks and can see into the
low ultraviolet spectrum.

Unusual Shape. Ixaxians are not humanoid.
They are large and quadrupedal, with thick spiny
exoskeletons. You cannot use most equipment

designed for humanoids, and have trouble piloting
any machines built for humanoids, suffering
Disadvantage. You can only use weapons, arm
mounted equipment, belt mounted equipment,
harnesses, and back packs. Custom fitted armor,
clothing, or other such equipment has a +2 Credit
modifier cost.

Ixaxians who are knocked prone have
significantly more trouble standing than bipeds.
Standing from prone costs all your movement for
your turn, and you cannot crawl while prone.

Corporate Sponsors

Ixaxians are the most technologically
advanced species in the Arc. Without them,
the Colonists would likely have never been
able to hold out against the Imperium or the
Magisterium. As a result of exposure to the
Ixaxian advanced technology, humans were
able to quickly adapt and develop in ways that
shocked the cautious creatures.

The Colonists were willing to risk everything
to explore and expand and proved capable
of reverse engineering any technology they
were given. This also meant the Ixaxians
needed to find a way to keep the colonists in
inline. Luckily for them the humans had built
in power structures for the Ixaxian's to exploit,
leading to a number of wise investments that
gave Ixaxians majority control of most of the
allied corporations. Despite this, the Ixaxians
are a socialist culture, with no currency or
form of capitalism.




SEYVUL

“‘No no no human Joe, me Jarak did not steal.
You left the control card on your bed, clearly you-
you did not need it. It is gift to Jarak then, because
you did not need it like me, and is now mine. | will
not give it to you yet, as | still need the Starship.”

No race has infuriated the galaxy nor proved
the fallibility of the supposedly superior races as
often as the Seyvul. First encountered by second
generation corporate colonists transported
aboard Ixaxian freight, the Seyvul proved to be
an intelligent, empathic, and highly capable
race. With absolutely no concept of personal
property, personal space, decorum, or manners.
The creatures are compulsively honest, and while
capable of solving complex technical problems
with little challenge, have troubles with why many
creatures are so averse to sharing.

SrPecies

The Seyvul evolved on a world with a bounty of
natural resources, and following a mass extinction
event, became the dominant species and
developed intelligence. But for these creatures
there was never a competition for resources, so
the kinds of territorialism that arose among similar
organisms never developed among these small
furry creatures.

Fox in the Henhouse

The first encounter of the Seyvul compared
them to an earth animal long thought extinct
called a fennec. These beings stand at most 1.2
meters tall, and rarely weigh more than 35 Kg.
entirely covered in fur that can range from black
to white, with spots, stripes or ranges of red and
yellow, the Seyvul run a colorful gamut in their
appearance. What all have in common is a long
almost canine snout and jaw, very large ears, and
four optical organs that adorn their heads.

Naturally, humankind found the creatures,
with their childlike naivety and appearance,
extremely adorable. Until the Seyvul began to
'‘borrow' the Colonist’'s equipment. After quickly
reverse engineering the EM drives the Seyvul
commandeers several colonial ships and set out
to explore their own solar system. Thirty years
later, all the ships were abandoned in orbit around
their home planet of Erswhe. It caused a serious
issue.

Owned by None

Upon first contact, the species had been in
a strange kind of postindustrial civilization with
a progress that baffled the humans - they had
learned about and subsequently abandoned
many kinds of technology - including fossil
fuels, nuclear power, and artificial intelligence.
Instead they had focused on programable
matter and renewable resources. Most lived
simple agrarian lifestyles, yet all had access to
advanced communication, and a kind of universal
income and community call the Share. No Seyvul
“‘owned” a thing unless they literally had it in their
possession and were using it. But as soon as a
tool or resource was set aside it ceased to exist,
became free, became part of the Share.

They would sleep where they were found
a nest, ate where they found food, picked up
and left tools the moment they were done with
them, or in many cases invented and developed
a tool or technology to solve a problem, then,
abandoned it. It was incomprehensible to the
colonists who first encountered the creatures,
and tried to teach them ownership, property, and
similar notions. These were understood fully and
promptly ignored. No one on Erswhe ever had
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to warry about hunger or homelessness. Those
who loved knowledge and research were free to

pursue it as they saw fit, and they could generate
capitol for research simply by conversing others

to contribute.

Seyvul in Oeher Settings

These curious mischievous creatures make an

interesting first contact option in other settings.
The unique social communism and technical
advancement make integrating them into space
operas easy, and their strange outlook and alien
behavior can add to their contribution to a more
grounded setting.

Borrow, not Steal

While Seyvuls tend to take things that
don't belong to them, they don't keep them for
long, and don't hoard things. In fact, the idea
of “owning” something larger than personal
jewelry is absurd to these creatures. You
cannot ‘own” a portion of a planet or a ship
which required the work of hundreds or
thousand to build, it's ridiculous. For a Seyvul
to own implies a deep personal intimacy. A
Seyvul owns their thoughts and ideas, their
feelings, and imagination. By extension, the
only things that a Seyvul will think of as theirs
are things that they meticulously craft that
shows who they are, but not things like tools,
food, or resources.

When a Seyvul thinks they won't need
something again that day, they will drop
them, or give them to their friends. In Seyvul
communities there is usually a store house or
common house that is used for the share.

Seyvul Traits

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

Age. A Seyvul matures at around twenty solar
years but may live for close to a century.

Languages. You speak and read Fennish and
Colonial Common.

Multi-Spectrum Eyes. Seyvul can see deep
into the ultraviolet and infrared spectrum. This
gives you thermal vision to a range of 30 meters,
and Darkvision to the range of 90 meters. You
can see through all known methods of optical
camouflage. You have Advantage on any rolls to
visually detect hidden persons or objects.

This also allows you to see things that you
may not have thought of, if someone has a fever
or high tempurature, or is very cold, you will know.
You can see targeting lasers and the infrared
beams of motion sensors and remot controls.

Size. Most Seyvul stand between 1 and 1.5
meters tall and weigh less than 50kg. Your size is
small.

Speed. Your speed is 8 meters.

Quick Feet. As small creatures, when you take
the dodge action in combat you add an additional
+2 to your armor class against medium or larger
creatures in melee range, and +2 to yoru armor
class against all ranged attacks.

Quick Hands. Seyvul are notoriously sticky
fingered and quick hands. You have Advantage on
Dexterity (sleight of hand) checks.
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“We live on a placid island of ignorance in
the midst of black seas of infinity, and it was not
meant that we should voyage far.

Perhaps ignorance is bliss, in so far as to the
truth and nature of the Thothid. These creatures
are by far the most alien and disturbing of any
of the intelligent races that have populated the
sea of stars. In eons past, the Thothid served to
enlighten and elevate the Xhu Akreen. Bringing
them from an industrial society into the position of
dominion over the whole of the galaxy. Yet, as the
regency of the Xhu spread, the Thothid receded
to the shadows of the galaxy.

The arrival of humanity in its varied incarnation
seems to have set something in motion. Amid a
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tense galaxy, these alien beings returned from
ancient legends to once again offer guidance to
the Xhu Akreen and take up again their place in the
Magisterium.

Eldricch Horrors

The Thothid resemble the kinds of nightmares
ancient authors and thinkers of earth feared
may lurk deep in space. Very little is known
about these creatures in a mature state. The
adolescents are upright and bipedal, the heads
of the Thothid resemble a bony cephalopaod,
with eight to twelve front facing tentacles that
range between 0.3 and 1 meter in length. They
have six eyes that form a ridge up their head with
bifurcated pupils. These gaunt creatures stand
between 1.6 and 2.2 meters tall, and often weigh
more than 70 kg. Their two large membranous
wing limbs are often draped around themselves
like a robe. Their hands feature six bony elongated
fingers.

Thothid possess multiple biological life cycles,
their larval stage and their fully matured stage
are closely guarded secrets. In their adolescent
stage they are sent to explore the galaxy and
serve the Magisterium. Young Thothid are not
privy to the secrets of their people, only the
vague warning that as they reach the end of
their adolescents (after nearly two hundred
solar years) they will be judged. The worthy will
progress into adulthood.

As the Thothid matures, its wings expand, and it
continues to grow. Older adolecents are well over
2.5 meters tall, some taller. They also grow much
darker with paterns of dark blue or navy being
reported, as well as green or red highlights.

A Dark Star

Thothid hate the light, and most of their
colonies are found in orbit of dim, dying stars.
Here, the adults will craft tools and ships from a
slurry of biological material and bacteria sized
organisms that are programmable and can
replicate most advanced machines. Thothic
Armors and Weapons are rare however, and
generally not gifted to the young sent out on
missions for the greater purpose of their people.
When one does recive these weapons they are
keyed to that individual, rendering teh organism
useless if stolen, or looted.

Their mysterious nature, and the fact that even
their emissaries are ignorant as to the nature or
intent of their civilization has created all kinds of
rumors surrounding their goals, and their origins.
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Thothid in other Settings

Thothid are a unique race in that player
character Thothid are often not privy to the
secrets of their people. In other settings lone
Thothid diplomates and spies could have
ulterior motives on a near future earth or be the
harbingers of grave danger in a fantastic space
opera. These immature Thothid adventurers could
be forced to choose between their companions
and their people.

Thothid Traits

Ability Score Increase. Your Intelligence and
Wisdom score increase by 1.

Age. Unknown. Thothid adolescence emerge
mature from a kind of pupa and after at least
twenty years have reached the necessary mental
maturity to be assigned a role in the Thothid arm
of the Magisterium. How long these creatures live
is unknown, even to the adventuring young.

Esper. You have proficiency in the
Biomanipulation psionic ability. For more on
psionics see section 11.

Languages. You Speak Magoi and Quithal.

Regeneration. The adolescent Thothid
possess remarkable regeneration ability. At the
end of your turn you may take a bonus action to
regenerate | hit point. You only have one bonus
action each round and may not heal if you have
used your bonus action prior to this.

Size. Thothid stand 2 meters or taller and can
weigh more than 75kg. Your size is medium.

Speed. You have a movement speed of 10
meters on the ground, and 5 flying.

Tentacles. You have eight, ten, or twelve front
facing prehensile tentacles. These limbs are
usually too weak to be used in combat (1/4th
Strength and Dexterity Score) but can hold items,
and give you advantage on attempts to grapple.
The number of tentacles you possess has no
bearing on this bonus.

Wings. You have two leathery wings, primarily
used for aquatic movement. These appendages
allow you to swim with a speed of 10m and fly
with a movement speed of 15m in pressurized
micro gravity. You have advantage on Zero Gravity
Movement checks.

Alien, even to yourself

The Thothid are one of, if not the oldest
species, in the Arc. According to the Protogen
Archives, the Thothid represent a civilization
more than two and a half million years old.
This makes the mystery of their aims and
ambitions only deeper. With millions of years
to expand and advance why aren't they ruling
the galaxy? The young have no answers.

When a Thothid emerges from its larval
state it is developmentally similar to an
adult human, but devoid of education or
language. Their first years are spent in a kind
of school that teaches them of their place in
Magisterium society, and their expectations.
Here very old Adolescents and Xhu Akreen
raise them up, and after a decade they are
discharged, often to pursue an education or
career that they gravitate towards.




URRORU

We serve the Xhu for they have elevated us,
enlightened us, and defined us. For a thousand
years, we have served the Magisterium. For a
thousand years we have been loyal. And we shall
be for a thousand more.

Many millennia ago, the Xhu encountered
the Urroru as a primitive race on the edge of the
galaxy. The Xhu in arrogance thought little of
the savage peoples as the established a colony
on the Urroru world. When the tribes gathered
and retaliated for the violation of their territory,
the mighty Xhu were caught wholly unprepared.
Although a temporary victory, it proved to the
Xhu that the Urroru were a formidable force,
when motivated. So, the Urroru were offered a
truce: in exchange for eternal servitude, the Xhu
would elevate the Urroru to that of an interstellar
civilization.

Since then, the Xhu have kept their word, the
industrious and robust race was integrated into
the production and military of the Magisterium,
becoming the chief architects and engineers of
the Xhu's vast fleets.
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Beasts oF Urous

The Urroru are native to a
world with high gravity, a thick
atmosphere, and freezing winters
- Urous. Like all the life on this
world they developed a hexapod
form, with six limbs, Two powerful
legs, two large powerful arms, and
then a secondary set of arms with
fine manipulators. An adult Urroru
stands between 1.8 and 2.5 meters
tall and boast a thick coat of wooly
fur. Most can weight more than 150
kg.

An Urartu's face sports a
short snout framed by two dark
eyes above a mouth filled with
sharp teeth and two pronounced
mandibular tusks. Though fearsome
in appearance, as a people these
creatures prefer building to battle,
a legacy of the Urartu's place
among the Xhu or an evolution, it is
impossible to say.

Hammer ofF the Magisterium

It cannot be said that the Urroru are equals in
the empire of the Xhu, but they are not slaves.
And for the most part they have expectations and
rights fitting their station - they are the crafters
and builder of the galactic community. While no
Urroru would rise to the rank to command a ship
or fleet in the empire, they are free to command
industry or business, and may of the generation
families of these creatures exorcise as much
power in the Magisterium as any Xhu aristocrat.

They are also employed in the military as shock
troopers for boarding and landing groups. This
has created a dichotomy among the people, who
see themselves as the builders and protectors of
the largest civilization in the galaxy.

Urroru in Ocher Settings

These industrious, capable creatures make an
interesting piece of a setting in which a humanity
is new to the stars, or one where mankind is still
locked in our solar system. A lone explorer or
merchant might find earth with its comparatively
primitive and young race and decide to
investigate.
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Urroru Traits

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

Age. Urroru mature slowly compared to the
other races. Most are considered adults around
50 solar years, with the average life expectancy
to be around 300 solar years.

Arms. Your upper arms are primarily used for
lifting and climbing, and end in thick claws. On
your turn you may make an additional unarmed
attack with your claws against a target with in
2m. Your caws deal 1d4 slashing damage on a hit.
Having four arms also provides you Advantage
on Grapple checks, and Advantage on Climbing
checks.

Cold Resistance. Urroru can survive freezing
temperatures. You have Resistance to Cold.

Languages. You speak Magoi and one bonus
language of choice.

Toughness. Your hit points maximum
increases by 1, and it increases by 1 every time
you gain a level.

Size. An Urroru might reach 2.5m in heights and
weigh will over 100kg. Your size is Medium.

Speed. Your speed is 10 meters.

Gentle Giants

The greatest merits in Urroru culture are
craftsmanship, patience, and solidarity.
These creatures view martial prowess with
resignation, not respect. Being a maker is
viewed as the highest honor, while being a
warrior is viewed as a sad, life.




XHU AKREEN

When our star was young, the Old Ones
brought us to a barren world, and said, “sow life
as we do”. And we did. When Our world bloomed
like none other in the cosmos, they returned and
said, “fight the darkness, as we do”. And we did. For
an eon, we would wage war against the timeless
and the unknowable, until once again the Old Ones
came and said, “Our time has come. You must
protect the galaxy, as we did”. We locked then
upon the stars, and said: We have become the
Ancient.

The empire of the Xhu Akreen, known as
the Magisterium of the Congress, has been a
space fairing culture for between fifteen and
forty thousand years. The first signs of Akreen
architecture in the galaxy stretch back over
forty millennia, but the canonical history of the
empire begins with a granite slate etched with the
cavenant of the stars, commanding the congress
of the Xoho Anhkrean’ to guard the galaxy against
some nameless threat and watch over the highly
coveted network of stable wormholes. That stone
is between 13 and 14 thousand years old.

SPeECIES

Impossible Similarities

Xhu Akreen resemble hominids to an
improbably degree, standing 1.7 to 2.2 meters tall
and weighing 100 kg on average for an adult male.
These physically imposing creatures are hairless,
and have skin that ranges from deep purple to a
light blue. Otherwise their characteristics closely
mirror humans - ears, eyes, five fingered hands
and toes. Even similar organ structure, although
Xhu blood is blue-black when it oxidizes, unlike
that of humans.

These similarities did not go unnoticed, even
in so far as many Xhu colloquially believe the
humans are some kind of reverted cousins,
maybe decedents of some lost colony or Pre-
Magisterium expedition. The physiologic and
genetic differences are extreme however on
closer examination. Xhu have levels of silver in
their bodies that would kill a human. They are
extremely resistant to microbial infections and
radiation and appear to have no natural Hayflick
limit [the number of times their cells can divide
before they diel. Yet, the biosphere of the Xhu
home world of Yehai is abnormally like Earth's.

The Endless Empire

Stretching from one corner of the galaxy
to the next, the Magisterium of the Xhu Akreen
has ruled over known space for thousands of
years. This is all the more incredible when you
consider that they never exactly developed
faster than light travel, only a kind of quantum
entangled communication and the technology
to exploit naturally occurring spatial anomalies
to travel thousands of light years quickly. Every
technology, structure, and law had to be builtin a
such a way as to survive for a thousand years aor
more. Thus, was the way of the Endless Empire,
an empire of ageless stone and millennium
vessels.

And for all those ages the superiority of the
Xhu was never guestioned. Until the arrival of the
Empyreans and their ability to travel the vastness
of the cosmos in an instant. Shattering the ancient
paradigms of the Magisterium, the greatest power
in the galaxy was suddenly forced to change.

Xhu Akreen in 0Other Settings

What the Xhu represent is the guard left by
the first races of the galaxy. In other settings one
might see their civilization as the antagonists
and players as anti-heroes, or they could as a
whole represent the established authority and
governance of a galactic community unified by
their predecessors.
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Xhu Akreen Traits

Ability Score Increase. Your Strength,
Constitution, and Charisma score increase by 1.

Age. Xhu are considered “Ke'hi”, innocent, unti
they are 22 solar years of age. At this time, they
take part in a ritual of adulthood, depending on
their specific Regency [family or housel. Xhu do

not noticeably age after reaching an age of about
40 solar years and tend to retire after 700 and live

for another century or so.

Endless Education. You have practiced many

skills and gain 1 proficiency slot.

Endless Endurance. Once per long rest, if you
are reduced to O hit points, but not killed outright

and not subject to further damage, you instead
are reduced to 1 hit point.

Endless Immunity. You are immune to
infection and disease and have Advantage on
saving throws against Radiation.

Languages. You speak Magoi and a number
of bonus languages equal to your intelligence
modifier.

Size. You are medium sized.

Speed. Your speed is 10 meters.

l

Rank and Regency

Because of their complex diaspora, the Xhu
have several independent ruling structures,
called regencies. Each regency is its own
political and economic power, and each has a
separate form of government, with most some
flavor of democratic meritocracy.

Ai Kin Ka. The House of the Ai, or the first
ones, is said to be the oldest Regency. They
hold most of the control on Yehai.

Anu Ar Ke. The regency of shipwrights,
know to build maintain and man the great
fleets. They have long held the secrets of the
ancient Gate network.

Anup Ane. A regency of farmers
and agrarians, they are also masters of
terraformation, who claim to have been the
original workers that turned Yehai from a
barren rock to a garden world.

Killa Ke. The Regency most commonly
associated with scholars and history, the
Killa Ke man and maintain the great Protogen
Archives, and often travel as the census
takers of the magisterium.

Koho Ke. The regency of stone workers
long made and maintained the monoliths that
were paced on Magisterium worlds. They also
served as the caretakers of the quantum
netwaork.

OTHER SPECIES

The intelligent beings described above make
up only a small selection of the alien life in the
galaxy, but they are the most common, and most
wide spread. The Horizon drive has allowed for the
discovery and introduction of dozens of intelligent
organisms from across the arc, but these beings
remain few, and far between.




SEcTioN 04 CLASSES

Player characters in Advent Horizon represent
the extraordinary - people with the ability to rise
above and change the course of history. These
adventurers have the will to face unknown and
unknowable mysteries in the depths of space,
delve into ancient alien ruins, and explore the
edge of the galaxy.

Your class is one of many mechanisms that will
define what you can do. Each class represents a
meeting of talent, passion, and training. As your
calling, it will color how you perceive your career,
how you interact with society, and what role you
play in a team of adventurers. A combat specialist
is @ going to take point in dangerous situations
and might see the cosmos through the lens of a
soldier. A Technophile could be the parties go-
to technology guy, responsible for maintaining
their gear, and operating some of their high-
tech toys. Yet these are only suggestions, your
backgrounds and alignment axis will help you
shape this further. What specialties you select
will refine your character from the outline your
class provides.

Classes also provide a number of features,
such as the Diplomat’s ability to calm others, or
the Agent's sabotage. These combine with your
Specialties - special skills and feats - to create
a robust suite of ability for your character. As
you gain levels, your class will provide additional
features, or one of your features may gain
potency. Your class entry will have a compressive
description of each feature. Generally, you will
add a feature at levels 1, 3,5, 7, 10, 14, and 20
in a class. Some Abilities, particularly the first or
second ability in a class will grow as you add
levels in that class.

People change and grow, as they do, so too do
their interests and abilities. As you gain levels you
may elect to gain levels in an additional number
of classes. This is called Multi-Classing. You may
multi-class beginning at 2nd level. Selecting an
additional class will provide you with several
additional abilities, but your Proficiency Bonus and
new specialties are always dependent on your
total level.

The eleven basic classes are outlined on the
table below. Each class features a specific Hit
Dice, Primary Ability Scores, Saving throws, and
Proficiencies.
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Hit Slots

Class Name Description Dice Saving Throws Proficiencies

Agent An Interstellar intelligence ds Dexterity & Simple Weapons, Hand to 14
and espionage specialist. Intelligence Hand, Stealth, and Security

Combat A highly trained warrior and dio Strength & Athletics, Light Armor, and 15

Specialist pbattlefield tactician. Wisdom Simple Guns

Diplomat A negotiator, mediator, and d6 Intelligence &  Bureaucracy, Insight, and 15
peacekeeper. Charisma Persuasion

Explorer A scientist and adventurer ds Constitution &  Athletics, Simple Guns, 14
with a hearty rugged side. Wisdom Survival, and Wilderness

Insurgent A brutal guerilla combatant dio Strength & Simple weapons, Hand to 14
and asymmetrical warfare Dexterity Hand, Simple Guns, and
specialist. Vehicles.

Marshal Commanders and field dio Dexterity & Simple Weapons, Light Armor, 15
officers that specializes in Charisma Persuasion
boosting moral.

Science An academic master of one or db Intelligence & Computers and Sciences 16

Specialist many hard sciences. Wisdom

Spacer An EVA and Zero Gravity as Dexterity & Acrobatics, Piloting, and 15
specialist trained in space Constitution Weapon Systems.
ship systems.

Spiritualist A philosopher, religious figure, d8 Constitution &  Intuition and Persuasion 16
or wanderer seeking the truth Wisdom
of the universe.

Tactician A cunning political operator ds Wisdom & Investigation, Perception, and 15
who specializes in Charisma Deception
manipulation.

Technophile An operations specialist, dé Intelligence & Computers, Engineering, 14
mechanic, and technical wiz. Constitution Vehicles and Repair Kit

Beyond Paths

You will find that there is no concept of a path
or sub-class built into the character classes
in Advent Horizon. Some classes may have the
option to select from an array of abilities, and
other will be broadly generalized. Classes only ‘
represent the foundation of your character and
their abilities. Rather than select a sub-class you ‘
will customize your characters unique abilities
through Proficiencies. Core Proficiencies unlock
Specialty Proficiencies that allow you to deeply
customize your character.

You are in control of your characters abilities
and destiny. Whether you want to be a cold
blooded assassin or a preacher turned ace
pilot, by selecting the right combination of class
and proficiencies you can create virtually any
character you can imagine.




AGENT

An elegant woman drapes herself over the
arm of a nervous gentleman, he is her hostage
though none could tell as, smiling and sipping her

champagne as she listens for secrets to sell later.

Everyone expects eavesdroppers at a party, but
she takes advantage of the loose tongues that
come from expensive Terran champagne.

The shadowy figure trades his worker's
overalls for the casual garb of a traveler. Perfect
for shaking off anyone who might have seen him
leave the towering government building. The hard
drive in his pocket feels like it's burning, and he
is careful not to run and attract more attention to
himself.

One swift strike knocks the gun out of the
saoldier's hands and another blow to the skull
renders him unconscious. They had mistaken him
for a simple vagabond, and it would prove a to be
their last.

Espionage operatives and information brokers,
Agents might make use of guile and stealth, or
they may be master martial artists. Regardless of
your methods, as an agent you will make use of a
spycraft to distract, disable, and defeat enemies
and overcome obstacles.

CLAsseEs

Prof. Class Prof.
Level Bonus Features Slots
st +2 Sabotage, Spycrafts 14
2nd +2
3rd +2 Improvised Proficiency, +1
Spycraft
4th +2 Ability Score Improvement
Sth +3 Extra Attack
6th +3 Ability Score Improvement  +1
7th +3 Improved Reaction,
Spycraft
8th +3 Ability Score Improvement
oth +4 +1
10th  +4 Evasive Movement,
Spycraft
11th  +4
12th  +4 Ability Score Improvement  +1
13th  +5
14th  +5 Mental Fortitude
15th  +5 Spycraft +1
16th +5 Ability Score Improvement
17th  +6
18th  +6 +1
19th  +6
20th +6 Impossible Mission

Operatives and Informers

Information and reputation are as dangerous
as a plasma cannon in the right hands. The
agent specializes in identifying weaknesses
and leveraging intelligence. The backbone of an
agent’s skillset is their spycraft, techniques and
tools used to infiltrate, instigate, and undermine
the enemy. Some might think of the Agent as an
assassin, but that is like calling a laser a flashlight.
Agents are trained to kill, but unlike a combat
specialist, they are never trained to dehumanize
their targets. What makes an agent so dangerous
is not any combat skills, it is their ability to get
close to people, manipulate them, and then stab
them in the back.

In the end, Agents will use whatever is at their
disposal to get the job done. Because no matter
what that job is, for most of them, that is all that
matters. One could argue that an agent is defined
by this mission driven attitude. Agents are often
experts in a wide range of Skills, from sciences to
combat training, depending on their own goals,
motivations, and interests.
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Galactic Espionage

Sabotage

Agents come from all walks of life in the galaxy,
from planetary nobles to corporate spies, these
brokers and movers make up the backbone
of every intelligence operation, underground
syndicate, and corporate zaibatsu in the arc.
Becoming an Agent - whether they are a
freelancer or a servicemember - takes extensive
training, time, and a certain moral flexibility.

Most members of intelligence operations
are not true agents, but generally analysts
and engineers. Agents are provocateurs, field
operatives, and asset accessors who do the
dirty work. They undermine their enemies, spread
misinformation, and often act with complete legal
impunity - or complete disregard for the law.

Most Agents become adventurers following an
unsuccessful operation that leads to them getting
burned; blacklisted by the organization that
trained them. In more rare cases, an agent might
be have gone rogue, seeking out their fortune and
future in the frontier of the arc.

Agent Characters

Characters in Advent Horizon are a lot more
than a card-board cut-out. While you build your
Agent, you should consider what type of training
and background they had. Were they a super-
spy for one of the corporations, or did they serve
at the behest of the Magisterium in a mare lethal
capacity” Did the retire, or were they burned and
kicked out”? Maybe you were a rogue freelancer
from the very start? Because Intelligence is as
important as Dexterity to a successful agent, you
might find that you want to make an investigator
and linguist, rather than a stealth assassin. The
choice is yours.

Class Features

As an Agent, you have the following class
features.

Hit Points

Hit Dice: 1d8 per Agent level

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

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

Proficiencies

Saving Throw Proficiencies: Dexterity,
Intelligence

Proficiencies: Simple Weapons, Hand to Hand,
Stealth, and Security tools.

Proficiency Slots: 14

At first level you learn a suite of techniques
called Spycraft, which are fueled by your
Sabotage Dice, special dice unique to agents.

Spycraft. At first level you learn 2 Spycrafts of
your choice, which are detailed below. Spycrafts
often interfere with enemies or aid you in
subterfuge. You may only use one spycraft per
round, regardless of your number of attacks.

You learn one additional spycraft of your
choice at Agent levels 3, 7, 10 and 15. Each time
you learn a new spycraft, you can also replace
one you know with a different one.

Sabotage Dice. You begin with four sabotage
dice. These are db, and are expended each time
you use a Spycraft. You recover your Sabotage
dice following a short or long rest. At level 10, all
your sabotage dice become d8s.

At Agent levels 5, 10, and 15 you gain an
additional sabotage dice.

Saving Throws. Many spycrafts require that
the target make a saving throw. The saving throw
DC to resist your Spycraft is 8 + proficiency
bonus + your Dexterity or Intelligence modifier,
depending on the specific craft.

Spycrafts
Spycrafts are presented in alphabetical order.

Advantageous Shot. Making a ranged attack
against the target, you strike at the vial areas,
dealing extra damage. Add a sabotage dice to
damage. If you have Advantage on the attack, you
add two dice (but only expend onel. On a critical
hit you add four of your sabotage dice (still only
expending one) to damage.

Advantageous Strike. Making a melee attack
against the target, you strike at the vial areas,
dealing extra damage. Add a sabotage dice to
damage. If you have Advantage on the attack, you
add two dice (but only expend onel. On a critical
hit you add four of your sabotage dice (still only
expending onel to damage.

Chink in the armor. Using precision, you
create an opening in the target’'s armor. Roll
your Sabotage die - the target's armor rank and
armor class are reduced by this amount until
the end of your next turn unless they succeed a
Constitution saving throw.

Cover Identity. You have a carefully cultivated
cover identity that you can exploit for a superior
reputation. You can expend one of your sabotage
dice to assume this cover for an interaction with
an NPC. Roll your sabotage die and add it to your
reputation checks for this encounter. Beware, any
contacts or connections made at this time belong
to your cover, not you.

Cripple. On your turn you make a targeted



attack action against the target, throwing them
off balance. If the attack hits, expend one of your
sabotage dice to lower the target’s initiative by

a number equal to the sabotage die roll + your
Dexterity modifier.

Disable. By attacking a machine or power
armaor, you can attempt to impair its function.
If you successfully make an attack against
the target, roll your sabotage die. The target
subtracts this number from all attack rolls, unless
it makes a Strength saving throw. This penalty
lasts until it is repaired.

Disappear. Taking a Disengage action, you
can move your full movement speed, and expend
your sabotage die, and adding it to your prowl
check. If this is greater than an onlooker’'s passive
perception check, you simply vanish.

Disarm Attack. When you hit a creature with a
melee attack, you can expend one Sabotage die to
attempt to disarm them, forcing the target to drop
one item that it's holding of your choice. You add
the sabotage die to the attack's damage roll, and
the target must make a Strength saving throw. On
a failed save, it drops the object you choose. The
object lands at its feet.

Divisive Advantage. Using your action to aid
another, you can create a superb opening, adding
your sabotage dice to your ally's attack roll, in
addition to the normal advantage. If the two dice
combined are more than 20, the roll is considered
a critical 20.

Intercept. When you are attacked in melee,
you may use your reaction to roll your sabotage
die and add it to your armor rank for that attack.

Passive Interrogation. By leading a subject
into a false sense of security, you can force
them to divulge secrets and plans they would
otherwise never reveal. You can expend your
Sabotage die and add it to a Persuasion, Cold
Reading or Insight check.

Perfect Lie. You can add one sabotage dice
to a seduction, coercion, or deception check. If
the check is successful, the target is considered
Charmed for a number of minute equal to you
Charisma Madifier. If the roll fails, they become
hostile towards you.

Precision Attack. When you make a weapon
attack roll against a creature, you can expend one
superiority die to add it to the roll. You can use
this spycraft before or after making the attack roll,
but before any effects of the attack are applied.

Sweep. You learn to assess a situation with
a glance. This sweep lets you double your
praoficiency bonus to Perception checks to notice
anything within 10 meters. You can use this
bonus at the start of an encounter. Anything
not concealed can be spotted in a sweep with a
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successful check (OC 10). The DC for concealed
or less obvious threats is equal to their prowl or
concealment check result.

Improvised Proficiency

At 3rd level, you are considered proficient
in improvised weapons. Further, you can
make do without proper equipment in certain
circumstances. You do not have Disadvantage on
Intrusion, Bypass, First-Aid, and Repair checks
made without proper tools.

Ability Score Improvement

When you reach 4th, 6th, 8th, 12th, 16th, and
18th level, you can increase one ability score of
your choice by 2, or you can increase two ability
scores of your choice by 1. As normal, you can't
increase an ability score above 20 using this
feature.

Extra Attack

Beginning at 5th level you can attack twice,
instead of once, when you take the attack action
on your turn.

Improved Reaction

Beginning at 7th level you have learned to act
instantly. You may add your proficiency bonus to
all Initiative checks.

Evasive Movement

Once you reach 10th level, when you take
the dodge or disengage action, you add your
Proficiency Bonus to your Armor Class until the
beginning of your next turn.

Mental Fortitude

Beginning at 14th level, your willpower
becomes apparent. You gain Proficiency with
Wisdom saving throws

Impossible Mission

At 20th level, you become the ultimate spy.
If your attack misses a target within range, or if
you fail a skill check, you can treat the d20 roll as
a natural 20 instead of a fail. Once you use this
feature, you can't use it again until you finish a
short or long rest.
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CoMBAT SPECIALIST

with a missing arm dives into a fight, her team at
her heals. None of them have as much experience
as she does, but they'll learn, and they'll learn
fast. If they don't, they'll wash out and she'll find
better to replace them.

Whether you are a professional soldier or
street tough merc, as a combat specialist you are
a warrior to your core. You will make use of unit
tactics and a combat specialty to crush your foes
and defend your team, be it as a rifle toting bad-
ass, or elite pilot. Regardless, Combat specs take
the front line.

A bright-eyed young man examines his rifle
carefully. The drop zone is coming up, and it's
his first mission with this crew. A dozen others
just like him do the same. He hopes they're as
nervous, and as excited, as he is. The comms
crackle overhead. The drop zone is only ten more
minutes ahead.

An old man leans back in his chair, blaster
causally pointed at the offending brawler who
brought a fight into his space. He doesn't smile,
but no one doubts that he's faster on the trigger
than any other man in the room. No one moves.
Old soldiers get old by being the best at what
they do.

A sword flashes from a scabbard, leaving an
attacker dead. In less than an instant the woman

Prof. Class Prof.
Level Bonus Features Slots
1st +2 Unit Tactics 15
2nd +2
3rd +2 Combat Specialty +1
4th +2 Ability Score Improvement
Sth +3 Multi-Attack, Tactic
6th +3 +1
7th +3 Brutal Critical
8th +3 Ability Score Improvement
9th +4 +1
10th  +4 Combat Specialty, Tactic
11th  +4
12th  +4 Ability Score Improvement  +1
13th  +5
14th  +5 Tactical Critical
15th  +5 Tactic +1
16th +5 Ability Score Improvement
17th  +6
18th  +6 Ability Score Improvement  +1
19th  +6
20th +6 Force Majeure

Soldiers and Sentinels

Anyone can fight, but it takes special training
to not only fight in a real battle but keep calm
and operate as part of a team. This separates
that Combat Specialist from a rank and file soldier
or a backwater guerilla. Combat Specialists are
masters of unit tactics, giving them, and their
allies, unique advantages as they operate as one
organism and work together to overcome their
enemies. Make no mistake however, the Combat
Specialist is a warrior trained to fight and kill. But
by working together or with other fighters they
become something far more formidable: they
become an army.



Every major power in the galaxy fields a division
of special forces. Trained to work together,
but also trained to specialize, no two are the
same. Some might focus on heavy weapons
deployments while another may be an expert in
anti-mechanized combat. These unconventional
tactics and their deployment make teams of
Combat Specialists dangerous in the extreme.

Elite Forces

The path from enlisted man to elite force is
a long and difficult one. It takes iron will and
dangerous training to reach the level of a Combat
Specialist. Taught to fight behind enemy lines as
mobile assault forces and expected to achieve
military victories with surgical precision, Combat
specialist usually take to adventuring for money
and freedom.

Acting as soldiers of fortune, Combat
Specialists use their tactical training and combat
experience to explore hostile worlds, defending
researchers and scientists, or simply living as a
gun for hire. These mercenaries can command a
high price for their dangerous skills and battlefield
experience.

Combat Specialist Characters

The Combat Specialist is a trained soldier,
having served in the special directive of some
military force. This could be a galactic empire
such as the Magisterium or the Imperium, or it
could be a colonial Corporation or Mercenary
Corp. But you should also consider why you
left that service. Were you court-marshaled
and expelled for a false crime, or did you retire
after your term of service? Was your enlistment
voluntarily or were you drafted against your will?
As you build your character’s skills, remember,
your most advantages abilities rely on weapons
and your team-mates.

As you consider your most likely military
equipment you should think about where this
came from - did you pick up this gear as the
spoils of war or was it a black-market purchase?
Did you steal it when you left the military
perhaps?
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Class Features

As a Combat Specialist, you have the following
class features.

Hit Points

Hit Dice: 1d10 per Combat Spec level

Hit Points at 1st Level: 10 + your Constitution
modifier

Hit Points at Higher Levels: 1d10 (or 7) + your

Constitution modifier per Combat Spec level after
st

Proficiencies

Saving Throw Proficiencies: Strength, Wisdom

Proficiencies: Athletics, Light Armor, and Simple
Guns.

Proficiency Slots: 15

Unit Tactics

Combat Specialists are masters of battlefield
tactics. While dangerous alone, you are lethal
with a team at your back. Beginning at level 1
you know three tactical maneuvers that support
your team, which are described in the section
below. Unless stated otherwise, each of these
maneuvers require an action on your turn.

You develop a new tactical maneuver at levels
5, 10, and 15. When you learn a new tactic,
you may replace one you already know with a
different tactic.

Overwatch. You use your action to provide
cover for your allies. Until the beginning of your
next turn all team members within your weapon’s
normal range may move without provoking an
attack of opportunity.

Command Control. If an ally provides you
Advantage on a weapon attack roll through the
Aid action, or some other ability, you may make
one extra weapon attack against that target as a
bonus action.

Mark Target. You can use your action to paint a
priority target that you can see within 20 meters.
Until the beginning of your next turn, when one of
your allies hits the target with a weapon attack, it
takes an additional 1d6 damage.

Suppressing Fire. You use your action to lay
down covering fire with a ranged weapon in a
10-meter area of your choosing up to 50 meters
away. All enemies in this area have Disadvantage
on attack rolls and Skill checks until the beginning
of your next turn, any creature who attempts to
maove through or out of this area is subject to an
attack of opportunity from you. This consumes at
least 6 rounds of ammunition.

Tactical Movement. By moving in a tight
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defended formation, at the cost of your action,
you and all allies within 2 meters can move up to
half your movement as a reaction. This movement
does not provoke attacks of opportunity.

Breach and Clear. At the beginning of an
encounter, as a bonus action you can sacrifice
your turn to detonate a grenade or explosive.
This is resolve like a normal grenade attack,
however, all enemies in the area of effect are now
considered surprised. You must have and expend
an explosive to use this maneuver.

Battlefield Signaling. You use your action to
signal the paosition of enemies in view. So long as
you can see a target, it is considered in view by
all members of your unit until the end of your next
turn.

Coordinated Attack. Select a target and make
a normal attack. If you hit with this attack, all allies
within 20 meters receive Advantage on attack rolls
against that target until the beginning of your next
turn.

Coordinated Assault. You declare a
coordinated assault. If you may make an attack
of opportunity against a target as a reaction, all
members of the unit within 20 meters may use
their reaction to attack the target if they are in
range or reach until the end of your next turn.

Combat Specialty

When you reach 3rd level you select a combat
specialty. Choose one of the following options.

Armored

You specialize in armored infantry engagement.
Your Armor Rank in Tactical and Power Armor is
twice your proficiency bonus if you are proficient
in the armor you are wearing.

Force Recon

Your specialty is rapid engagement. When you
make a weapon attack on your turn, you can make
another attack with the same weapon against a
different creature that is within 2 meters of the
original target and within range of your weapon as
your bonus action.

Infantry

When using an automatic firearm with at least
five bullets loaded, you may fire a short burst
as a single attack action against the target. The
character receives a -4 penalty on the attack
roll, but deals +4 dice of damage. Firing a burst
expends five bullets and can only be done if the
weapon has five bullets in it. You may only fire a
burst once per turn.

Marksmen

You are an expert Marksmen. You are +2 to
attack rolls with ranged weapons. If you have

Advantage on an attack roll with a ranged weapon
you add 1 die of damage to the attack.

Mechanized Countermeasures

You specialize in damaging and disabling power
armor and robot vehicles. Once per turn your
weapon attack against mechanized units such as
power armaor, mechs and robots can deal an extra
1d8 damage.

CQcC

You are an expert in melee and hand you hand
combat. When you successfully hit with a melee
weapon or unarmed attack, until the beginning
of your next turn you can use your reaction to
intercept any melee attacks made against you.
When you do so, the damage you take from
the attack is reduced by 1d10 + your Dexterity
modifier + your Combat Spec level. If you attempt
to grapple following the use of this ability you
have Advantage.

Shock Trooper

Taking point in battle you are a specialist
in leading the charge. At the beginning of an
encounter you can choose to recklessly attack, if
you do so, you gain the initiative for the first turn,
regardless of your roll. Until the beginning of your
next turn all attacks against you are made with
Advantage.

Weapons Specialist

Choose one weapon proficiency you possess.
You make all attacks with these weapons at +2.
When you roll a 1 or 2 on a damage die for this
weapon, you can reroll the die, using the new roll,
even if the new rollisa 1 ora 2.

Ability Score Improvement

When you reach 4th, 8th, 12th, 16th, and 18th
level, you can increase one ability score of your
choice by 2, or you can increase two ability
scores of your choice by 1. As normal, you can't
increase an ability score above 20 using this
feature.

Multi-attack

Beginning at 5th level, you can make two
attacks whenever you take the Attack action on
your turn. When you reach 11th level in this class
the number of attacks you can make increases
to three and to four when you reach 20th level in
this class.

Brutal Critical

Beginning at 7th level, your weapon attacks
score a critical hit on a roll of 19 or 20. When you
score a critical hit, you add one additional damage
dice of the appropriate type.




Secondary Combat Specialty

Once you reach 10th level as a Combat
Specialist you are able to select an additional
Combat Specialty.

Tactical Critical

At 14th level when you provide advantage to
an ally, either through the Aid action or through a
Tactical Maneuver which gives the ally Advantage
on an attack roll, they score a critical hitona 19
or 20.

Force Majeure

Once you reach level 20 fighting together
makes you unstoppable. When an ally gives
you advantage on an attack through the Aid
action, flanking, or another means your weapon
attacks are automatically considered critical
hits. Additionally, anytime you score a critical
hit with a weapon attack the target must make a
Constitution saving throw [BC 8 + your Dexterity or
Strength maodifier + your proficiency bonus). On a
failed save, double the damage of your critical hit
against the creature.
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DipLOMAT

The peacekeeper stepped into the room to a
feeling of expectation. No one was happy with the
situation, and an outside perspective was clearly,
desperately, needed. That outside perspective
was, in this case, not even human.

They had not come in peace. With a glance the
seasoned diplomat had sized up the leadership of
this pirate armada and found them wanting. With a
few platitudes and hollow complements, they had
completely dropped their guard. The fools never
saw the missiles coming.

An elegant woman passed through the room,
resting a hand on an arm here, or greeting
someone there. Smiles followed in her wake. Every
step and word were perfectly polished, even as
she paused to speak with a different group for a
few moments and moved on.

With the ability to bring people to the table, to
help people understand and accept each other,
the diplomat can be an envoy of peace in the
galaxy. Or they can be one of the most dangerous
weapons in a team’s arsenal. Regardless of
how, the Diplomat will use their ability to create
accords to prevent violence to their allies.

Prof. Class Prof.

Level Bonus Features Slots

st +2 Accord 15

2nd +2

3rd +2 Enemies to Allies +1

4th +2 Accord 2/d, Ability Score
Improvement

Sth +3 Know the Enemy

6th +3 Ability Score Improvement  +1

7th +3 Access

8th +3 Ability Score Improvement

oth +4 +1

10th  +4 Ability Score Improvement
Privilege

11th  +4

12th +4 Ability Score Improvement  +1

13th  +5

14th 45 Power

15th  +5 +1

l6th +5 Ability Score Improvement

17th  +6 Accord 3/d

18th  +6 Ability Score Improvement  +1

19th  +6

20th +6 Lasting Accord
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The Essence of Peace

The galaxy if rife with conflict and danger,
yet it need not be. The known races are all so
similar that setting aside our differences should
be simple, yet it is not. Those that seek to bridge
these divides and build meaningful accords in the
galaxy do so at considerable risk. Diplomats must
be masters at reading people, become calm and
collected even in the face of grave danger, and
eventually learn to leverage favors and broker in
compromise.

Yet when it comes to the adventuring sort,
Diplomats act as the first contact specialist, the
deal maker, and the face of their team. Diplomats
strength is in their words. Each is chosen
carefully, and each can have a lasting impact.
Their words are, almost always of peace, and this
is what they will strive for, even among a party of
the most blood thirsty mercenaries.

Galactic Ambassadors

While tens of thousands are employed by the
governments, corporations, and political forces
as ambassadors and diplomatic envoys, true
diplomats, those with the wherewithal to speak
and build a meaningful accord are surprisingly
rare. When one appears, their impact on the
galactic political climate gets noticed. Those that
take up wondering and adventure can never lead
an ordinary life. The Arc is rife with conflict, so
a trail of chaos can go unnoticed, but a trail of
peace, of harmony? That gets attention.

It is usually disillusionment in the
establishment which drives Diplomates into a
life of adventure. Joining adventuring teams is
usually a means for them to see the galaxy and
make things better one small victory at a time.
Moreover, not every diplomat is a benevolent soul.
Some are selfish and cruel and manipulate people
into situations where their guard is down so that
they can be taken advantage of.

Diplomat Characters

As you create your Biplomat consider who
and why they have taken to adventure. For the
diplomat the background Event is probably
the most crucial aspect, after all they could
have done almost anything before becoming a
diplomat. Were you a peacekeeper before you
became and adventurer, or did you only really
become capable of meaningful accords after
some traumatic encounter?

Diplomat have the potential to have many skills
unrelated to their class abilities which makes
them a versatile class. You should consider that
while your charisma and wisdom are essential
you could have a secondary role you fill though
your proficiencies, such as support or even as a
medic.

Class Features

As a Diplomat, you have the following class
features.

Hit Points

Hit Dice: 1d6 per Diplomat level

Hit Points at 1st Level: 6 + your Constitution
modifier

Hit Points at Higher Levels: 1d6 (or 4] + your
Constitution modifier per Diplomat level after 1st

Proficiencies

Saving Throw Proficiencies: Intelligence,
Charisma

Proficiencies: Bureaucracy, Insight, and
Persuasion.

Proficiency Slots: 15

Accord

As an action you can engage with every
creature who can hear and understand you
within 20 meters. Your peaceful words and calm
demeanor foster a sense of trust and peace. Until
the beginning of your next turn, any creature
who wishes to make an attack or use a harmful
ability must first make a Wisdom saving throw with
a DC of 8 + your proficiency bonus + Reputation
madifier + Charisma modifier. On a failed save, the
creature must choose a new action, or leave the
area. The effect ends immediately if you or any
of your perceived allies make an attack or use
a hostile ability, or if any of the audience take
damage. The accord can be maintained as long as
you continue to use your turn to engage with the
audience.

While your party is immune to this effect, you
are not, and may not take attacks of opportunity
or make offensive reactions while the accord
is in effect. Targets of attack by your allies are
considered surprised if they are still under
the effect of the accord at the time of attack.
Creatures who save and those creatures you or
your party have attacked are immune to this effect
until they complete a long rest.

You can create an accord once and must
complete a short or long rest before you can use
this feature again. At 4th level, you may use this
ability twice, and three times at 17th level. The GM



is encouraged to make you role play this ability
and your speech.

Enemies to Allies

At level 3, you have become so non-
threatening you can convince enemies to ignore
you. You attempt to win over an intelligent
creature who can understand you and is within
10 meters. At the end of your action, it must
make a Wisdom saving throw with a DC of 8 +
your proficiency bonus + Reputation modifier +
Charisma modifier. The target has Advantage if
you or your companions are fighting it. If it fails
the saving throw, it is charmed by you until it
completes a short or long rest or until you or
your companions do anything harmful to it. Your
new ally will see you as a friendly and potential
ally but will not instantly become hostile to your
enemies or its former allies; rather it just sees no
reason to attack you.

Ability Score Improvement

When you reach 4th, 6th, 8th, 10th, 12th, 16th,
and 18th level, you can increase one ability score
of your choice by 2, or you can increase two
ability scores of your choice by 1. As normal, you
can't increase an ability score above 20 using this
feature.

Know the Enemy

Beginning at 5th level, if you spend at least
1 minute cbserving or interacting with another
creature outside combat, you can learn certain
information about its capabilities compared to
your own. The GM tells you if the creature is your
equal, superior, or inferior in regard to two of the
following characteristics of your choice:

e Intelligence score

e Wisdom score

e Charisma score

e Number of Charisma Skills

e Presences of Genetic or Cybernetic
Augmentation

e Current hit points
e Total class levels (if any)

e Diplomat class levels (if any]

Access

When you reach 7th level you may select
one class of Restricted goods, you are able to
purchase these good without the appropriate
contact through your existing contacts. If you
select a class of restricted goods already
provided by your contacts or connections, you
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purchase these goods at -2 to the item's Credit
modifier. This Access is granted you in good faith,
with the assumption you mean well, so buying
enough illegal weapons to arm a small militia
might still raise some eyebrows.

Privilege

At 10th level your reputation as a mediator
and peacekeeper proceeds you. Add your
Reputation modifier to your Armor class, as
people are hesitant to hurt you. Resting on your
privilege, you may add your reputation modifier to
Persuasion, Command and Deception Skill Checks.

Power

Starting at 14th level your accord affords you
some measure of authority. While your accord
is in effect, you may use your bonus action to
suggest actions to one creature of your choaosing
who is affected by your accord. The creature
must make a charisma saving throw DC of 8 +
your proficiency bonus + Reputation modifier +
Charisma modifier. Suggestions must be actions
the creature can take, and do not directly conflict
with their nature or are self-destructive, nor can
they be hostile.

You could suggest that they put down their
weapons, sit and speak their mind, turn off a
ship, or give you an item they are holding. You
could not suggest that they attack their allies,
or themselves, but could suggest they tell their
allies to stop attacking, for example.

Lasting Accord

Once you achieve 20th level as a Diplomat, you
can foster meaningful peace. If you can maintain
an Accord for S full rounds, all participants will
remain under the effect for a number of days
equal to your Wisdom madifier. You can forge
a lasting accord once, and recover the ability
following a long rest.
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ExXPLORER

It was that one big score. The score that every
praospector hoped for. His little claim was loaded
with valuable minerals. Of course, now he would
have to hide it, defend it, or both. But none of that
mattered as the young man turned in a circle to
admire his incredible find.

Charting the asteroid belt was difficult, but the
old woman just couldn’t get enough of it. The thrill
of knowing that no human had ever been there
before kept her going, even long after she should
have retired and left the game to the younger
generation.

The maps were wrong. For anyone else, that
might have been frightening, but for them, it was
exciting. No one knew what was actually out
here; even the ancient Thothid. Their tentacles
wriggled, the thrill of exploration was completely
irresistible. It was an opportunity to put their name
on the map, and to discover things unseen by any
other.

Fearless prospector, rugged navigator,
mystery-hungry adventurer, regardless of all
else, explorers are always on the edge of the
unknown. The Arc accounts for less than a
quarter of the milky way, and that means a lot of
galaxy to explore.

Prof. Class Prof.
Level Bonus Features Slots
st +2 Into the Frontier 14
2nd +2
3rd +2 Uncanny Perception +1
4th +2 Ability Score Improvement
Sth +3 Environmental Awareness
6th +3 Ability Score Improvement  +1
7th +3 Extra Attack
8th +3 Ability Score Improvement
oth +4 +1
10th +4 Ability Score Improvement

Evasive

11th  +4
12th  +4 Ability Score Improvement  +1
13th  +5
14th  +5 Into the Unknown
15th  +5 +1
16th +5 Ability Score Improvement
17th  +6
18th  +6 Ability Score Improvement  +1
19th  +6
20th +6 The Final Frontier

Adapt and Discover

Explorers are uniquely capable of adapting
to the unknown and adverse conditions. They
employ their knowledge of survival tactics and
their will to survive combined with the lure of the
unknown to overcome. Above the Explorer craves
new worlds and adventure.

What drives the explorer forward is the
need to see what has never been seen before.
Their abilities allow them to lead their team into
unknown situations with confidence and survive
even the most hostile waorld.

Edge of the Unknown

The human colonists who set out to worlds
unknown in the past eon were by all rights
explorers, and every year millions of prospectors
set out to the edges of the Arc is search of new
wonders and new worlds. But the true explorer
don't just stop when they find the edge of the
unknown, for they most go beyond, go further.

And so, those who are possessed by the
wonder of the unknown set out to push that
frontier back. They come from all walks of life and
backgrounds from scientists to soldiers.



Class Characters

When you are creating your explorer the most
important question is what they hope to find out
in the unknown. Are they searching for a lost
civilization? Are they hunting a human colony ship
lost in the void? Maybe they are looking for the
origin of the Protogens? No matter the reason,
remember that as an explorer you are always
looking to the unknow with anticipation, not
anxiety.

How you get around and what you travel with
are probably major considerations for explorer
characters. Unlike most characters who may have
a home on a station or planet, as an explorer you
home is probably aboard a ship, maybe even one
you own.

Class Features

As an Explorer, you have the following class
features.

Hit Points

Hit Dice: 1d8 per explorer level

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

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

Proficiencies

Saving Throw Proficiencies: Constitution,
Wisdom

Proficiencies: Athletics, Simple Guns, Survival,
and Wilderness.

Proficiency Slots: 14

Into the Frontier

As a trailblazer you are accustomed to quickly
adapting to new environments. Beginning at 1st
level, once you have spent more than 48 hours
in an environment, you and your group gain the
following benefits:

 Difficult terrain doesn't slow your group’s
overland travel. It still affects you and your
allies in combat.

e Your group can't become accidentally lost so
long as you are leading the way. Intentional acts
by hostile forces might cause you to lose your
bearing, however.

e You remain alert to danger, even while using
skills or engaging in aother activities. You may
always make a perception skill check to detect
surprise attacks, ambushes, and danger while
you are traveling.

¢ In the wilds or wilderness, you and your allies
automatically recover 1 hit dice of hit points
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following a short rest, these hit dice are not
spent.

Your experience and adventures also provide
you an insight into alien technology and
environment. You ignore the penalty for using
alien weapons and using skills like find food and
water in a foreign environment.

Once you have become accustomed to an
environment, if you enter a new environment, it
takes two days for you to regain these bonuses.

Uncanny Perception

Beginning at level 3, any time you are called
upon to make a perception skill check, you have
advantage on that check if you are accustomed
to the environment. Beginning at 9th level you
add twice your proficiency bonus to perception
checks, if you are proficient in that skill.

Ability Score Improvement

When you reach 4th, 6th, 8th, 10th, 12th, 16th,
and 18th level, you can increase one ability score
of your choice by 2, or you can increase two
ability scores of your choice by 1. As normal, you
can't increase an ability score above 20 using this
feature.

Environmental Awareness

Starting at 5th level you develop an almost
preternatural sense of changing weather and
dangerous conditions. In an environment you are
accustomed, you become aware of dangerous
natural phenomena no less than one hour
before they occur, including dangerous weather
patterns, earthquakes, volcanos, and more
unusual events such as plasma storms solar
bombardments, meteor showers, etc.

You will even become aware of potentially
cataclysmic events, although in the case of a
planetary disaster you simply have a vague
feeling of unease and danger.

Extra Attack

Beginning at 7th level you can attack twice,
instead of once, when you take the attack action
on your turn.

Evasive

Once you reach level 10 you develop a
knack for getting out of harm's way. You become
proficient with Dexterity Saving throws. When
you are subject to an attack that calls for a
Dexterity saving throw for half damage, if you save
successfully you instead take no damage. If you
should Fail, you take only half damage.
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Into the Unknown

Beginning at level 14 you can become
accustomed to a new environment after
completing a long rest. In an environment you
are accustomed to, your movement speed is
increased by 2 meters.

Additionally, when you are the subject of an
attack and you can see the attacker, you may use
your reaction to make a Dexterity Saving Throw,
with a DC equal to the opponent’s attack roll. If
you save successfully, you suffer half damage
from the attack.

The Final Frontier

What holds more promise than the unknown®?
At level 20 you have become a fearless
adventurer.

e You have Advantage on any saving throw to
resist fear or intimidation and are immune to
anxiety.

e [f you roll a 1 on a death saving throw, you may
reroll once, and must keep the second roll, even
ifitisa 1.

INSURGENT

The woman shoved her friends behind her and
yanked out the pin on her homemade explosive
before she lobbed it over the barricade with the
kind of accuracy that came with practice. As soon
as it was in the air, another was pressed into her
hand, and she took aim again, looking for the best
place to cause a big, showy distraction.

The former slave kept his head down and tried
not to attract attention. He had a slip of paper
clenched in his fist, directions to the next step in
the underground railroad to freedom. Guards were
everywhere, but running would only make him
more obvious.

The gunslinger scrubbed grit out of his favorite
gun and watched the rest of the crew go about
their business. They didn't like him much, but that
was fine. His job was to keep them alive. For now,
anyway. If someone offered him more money than
this team was, that could change.

The insurgent is a fighter, and regardless of
why he fights - for freedom, for justice, or for
money - he fights against the odds. Th insurgent
will make use of tactics and weapons to get the
job done. Unlike the combat specialist who figs
in units and is improved by their comrades, the
insurgent fights alone, and often to brutal effect.

Prof. Class Prof.
Level Bonus Features Slots
st +2 Brutal Strategy 14
2nd +2
3rd +2 Ride or Die +1
4th +2 Ability Score Improvement
Sth +3 Multi-Attack
6th +3 Ability Score Improvement  +1
7th +3 Merciless
8th +3 Ability Score Improvement
oth +4 +1
10th  +4 Brutal Critical
11th  +4
12th  +4 Ability Score Improvement  +1
13th  +5
14th +5 Improved Critical
15th  +5 +1
16th +5 Ability Score Improvement
17th  +6
18th  +6 Ability Score Improvement  +1
19th  +6
20th +6 Against an Armada



Fighting Dirty
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Hit Points

Specializing in asymmetric warfare means that
the insurgent makes a point of fighting superior
military forces and winning. Their combat abilities
assume that they are at a tactical disadvantage
in combat fighting a superior force. And the
insurgent wouldn't have it any other way, after all
there is a reason they are fighting.

Insurgent rarely join the fight because they
had a happy life and good schooling. Most come
from a background where they were subjected to
the oppression, tyranny, and slavery. Insurgents
develop their skillsets as a means of fighting back.
Many learn the basics of engineering and tooling
to create improvised weapons, of hacking to
access dangerous information, and demoaolitions to
cripple infrastructure.

Place in the Galaxy

It could be said that you don't choose to
become an insurgent, you live long enough
fighting to become one. And maybe that is the
hardest lesson one has to learn to go from
untrained rebel and real insurgent. Live, live
through bloody one-sides battles. Live through
oppression and hardship. Live while you lose
allies, friends, and family.

When an insurgent takes up adventure it
usually means the battle was won, or lost. When
you survive fighting so long for a cause, and there
is nothing left to fight for, it takes a unique and
terrible tole. Some insurgents take to adventuring
to flee the horrors of their past. Some are trapped
in an awful moment that can never escape.

Insurgent Characters

Defined by the will to fight, when creating
your insurgent, you should focus on the cause
or reason that you became a fighter. Were you
from a Xhu occupied world, or are you a colonist
fighting against the Imperium®? Maybe you were
from a corporate colony that suffered under the
rule of bureaucrats or a zaibatsu?

Your Insurgent could be a veteran of their
crusade, or they could be the result of a war for
independence won. Something to consider with
your insurgent is the consequences of their war:
are they now wealthy from spoils, are they locked
into a cruel corporate debt. Choosing a criminal
background could mean you character is wanted
by the victors in a rebellion lost.

Class Features

As an Insurgent, you have the following class
features.

Hit Dice: 1d10 per Insurgent level

Hit Points at 1st Level: 10 + your Constitution
modifier

Hit Points at Higher Levels: 1d10 (or 8) + your
Constitution modifier per Insurgent level after 1st

Proficiencies

Saving Throw Proficiencies: Strength,
Dexterity

Proficiencies: Simple weapons, Hand to Hand,
Simple Guns, and Vehicles.

Proficiency Slots: 14

Brutal Strategy

¢ You specialize in fighting dirty, but effectively.
Your training focuses on winning against the
odds. At level 1 you gain the following benefits.

« When you make an attack on an opponent and
you have Advantage on your attack roll, you will
score a critical hit on a natural 19 or 20.

« When you score a critical hit against a target,
they must make a successful Wisdom saving
throw (BC = 8 + your Constitution Modifier +
Proficiency Bonus) or become frightened until
the end of your next turn.

« When you score a critical hit against an
unaware target, you add one additional dice of
damage.

*« When you provoke a saving throw with an area
of effect weapon or explosive, enemies caught
in the area who roll a 1 on their saving throw will
suffer double damage.

Ride or Die

Fighting against superior forces requires
a ride or die mentality. Beginning at level 3, if
you become frightened or provoke an attack of
opportunity against you, on your turn you may
use your bonus action to turn your fear into
mindless rage and unleash a wild attack upon the
opponent that frightened you or whom used their
opportunity attack.

Until the end of your next turn you gain no
bonus to Armor Class from Dexterity but have
Advantage on all attack rolls against your target
and their allies.

Ability Score Improvement

When you reach 4th, 6th, 8th,12th, 16th, and
18th level, you can increase one ability score of
your choice by 2, or you can increase two ability
scores of your choice by 1. As normal, you can't
increase an ability score above 20 using this
feature.
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Multi-Attack

Beginning at Sth level, you can make two
attacks whenever you take the Attack action on
your turn. When you reach 15th level in this class
the number of attacks you can make on your turn
increases to three.

Merciless

At 7th level, when you are provided an attack
of opportunity, you may make two attack actions,
instead of one. The saving throw against traps
or explosives you set is increased by your
Proficiency Bonus.

Brutal Critical

Once you have reached 10th level, you roll one
additional weapon damage die when determining
the extra damage for a critical hit. At 15th level this
increases to two additional dice, and at 20th level
three additional dice.

Improved Critical

At level 14 you are an extremely dangerous
opponent. You will now score a critical hitona 19
or 20, if you have advantage on your attack roll,
you will score a critical hit on an 18 through 20.

Against an Armada

Beginning at 20th level, when you and your
allies are outnumbered by at least two to one in
an encounter you gain the following bonuses:

e You cannot be flanked

e \WWhen you provoke an attack of opportunity, any
allies within 10 meters may use their reaction to

maove without provoking an attack of opportunity.

e Each time you or an ally who can see and hear
you scores a critical hit, all allies who can see
and hear you can recover 2 hit points.

e |f one of your allies who you can see or hear
is reduced to 0 hit points, you gain a + 2 to
attack and +4 to damage until the end of the
encounter.

You may gain the benefits of this advantage
once per long rest.

MARSHAL

The commander surveyed the battle-data on
the holo-screens and ran the numbers in her
head again. The odds were bad, but the odds had
been bad before and they made it this far. A few
decisive commands entered on the display and
the battle shifted. If she wavered, the crew would
lose heart, then their already-bad chances would
get considerably worse.

“On me!” the commando shouted as he vaulted
out of the trench, bullets and beams screamed all
around as his team followed him up and into the
firefight. An explosion behind them urged them
forward toward the enemy lines.

A noble by birth, the man had a commanding
aura that bolstered up anyone who agreed with
him and daunted anyone who didn't. He was an
army in his own person, and his very presence
boosted the moral of everyone in the room. Saber
in hand he raised the blade high, signaling the
fleet to engage.

Whether they are a field commander, squad
leader, or stationed aristocrat, the marshal uses
their ability to command and direct to lead their
teams in conflict. Marshals are a force multiply in
the party. While most are capable fighters, they
augment the combat abilities of their team.



Prof. Class Prof.
Level Bonus Features Slots
st +2 Command Action 15
2nd +2
3rd +2 Battle Commands +1
4th +2 Ability Score Improvement
Sth +3 Extra Attack
6th +3 +1
7th +3 Demoralize
8th +3 Ability Score Improvement
oth +4 +1
10th  +4 Rallying Call
11th  +4
12th  +4 Ability Score Improvement  +1
13th  +5
14th 45 No Man Behind
15th 45 +1
16th +5 Ability Score Improvement
17th  +6
18th  +6 Ability Score Improvement  +1
19th  +6
20th +6 With you into Hell

Officers and Generals
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party, perhaps they don't want to make the big
decisions, and rarely do they have the head for
long term strategy, but in the heat of the moment
they are the one people turn to call the shots.

Marshal Characters

Like the combat specialist, marshals tend to
have backgrounds that represent some sort
of military training. Were you educated at a
prestigious Military Academy®? Perhaps you served
as a soldier or in Law Enforcement. These are just
a few examples, but this kind of leadership ability
is as much a trained skill as it is a natural aptitude.

Compared to other characters, the Marshal is
best in a team, and as such they will probably find
a hard time fighting alone. When you are creating
your marshal, you should keep this in mind, and
select abilities that either augment their support
role, or attempt to compensate.

Class Features

As a marshal, you have the following class
features.

Hit Points

Marshals are leaders and commanders who
augment the abilities of their team mates. With
the use of the command actions that can give
their allies bonus, additional actions, the Marshal
becomes the center of a team.

With their superior leadership, most Marshals
make the best of what they have. While a Tactician
may move people like pieces on a game board, the
Marshal stands shoulder to shoulder with those
they lead, often choosing to save their men over
achieve their strategic goals.

Place in the Galaxy

Hit Dice: 1d10 per marshal level

Hit Points at 1st Level: 10 + your Constitution
modifier

Hit Points at Higher Levels: 1d10 (or 8) + your
Constitution modifier per marshal level after 1st

Proficiencies

Saving Throw Proficiencies: Dexterity,
Charisma

Proficiencies: Simple Weapons, Light Armor,
Persuasion.

Proficiency Slots: 15

Command Action

The galaxy is suffused with officers, generals,
nobles, and commanders. Most thrust into
positions of leadership are ineffectual, though a
few do rise to rally those under them. Becoming
a true leader, one that can inspire and drive,
command and impress will, takes a unique kind
of training and practice. Most Marshals are raised
to be leaders form a young age, or are the elite
students of private military academies, though not
all.

Marshals pushed into a life of adventure
usually become the field commanders of their

At first level, when you give a command to
an ally they are filled with a sense of purpose
and direction. To use this feature, you must use
your bonus action to command one target who
can hear you. That creature gains one command
action die, a db.

Within the next 10 minutes, when the creature
attempts to enact your command, it can roll the
die and add the number rolled to one skill check,
attack roll, or saving throw it makes. The creature
can only use this die on the action directed by
you. Once the Command Action die is rolled, it is
used up, and can only have one command action
die at a time.
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You can use Command Action a number of
times equal to 1+ your Charisma modifier (a
minimum of oncel. You regain any expended uses
when you finish a long rest.

Your Command action die becomes a d8 at 5th
level, a d10 at 10th level, and a d12 at 15th level.

Battle Commands

Beginning at 3rd level you learn to give your
allies tactical commands in the heat of the action.
Select two of the following Battle Commands, and
one more at levels 7 and 14. Each battle command
consumes one use of your Superior Command
Action feature.

Assault Reaction. If you have the chance
to make an opportunity attack as your reaction,
you may use one of your Command actions as a
bonus action to give this command. You and up to
five of your allies who can hear you may use your
reaction to attack the target that has provoked the
Attack of Opportunity.

Charge. You command an ally to charge the
enemy, making a melee attack after taking a full
movement. If the ally you command can make
this attack before the beginning of your next turn,
they may add your command action die to the
damage on their melee attack.

Coordinate Assault. Choose one ally who can
hear you. You command an attack on a target you
can see, and your ally can use their reaction to
immediately take the Attack action. If the target is
out of range of your ally the action is wasted.

Designate Target. On your turn you call out a
target you must be able to see and who does not
have cover. Until the beginning of your next turn,
your allies add your Command Action die to attack
rolls against that target.

Force Movement. On your turn you may use or
action to command movement. Choose a number
of allies who can hear you within 20 meters up to
your Charisma modifier. Using their reaction, each
ally can move their full speed, toward an objective
you set.

Marshal Shatter. You command one of your
comrades to make an attack which creates an
opportunity, if the target is struck before the
beginning of your next turn, if you use your action
to attack that target, you add your Command
Action dice to damage on the first attack you make
against that target.

Valorous Command. Commanding a wounded
ally, you roll your command action die. The ally,
who must be able to hear you gains temporary hit
points equal to your command action die roll.

Virtuous Command. You command an ally to
praovide aid to another. So long as the aid takes
place before the beginning of your next turn, the

action to which the aid is applied may add your
command action die, as well as your charisma
madifier, to the roll.

Ability Score Improvement

When you reach 4th, 8th, 12th, 16th, and 18th
level, you can increase one ability score of your
choice by 2, or you can increase two ability
scores of your choice by 1. As normal, you can't
increase an ability score above 20 using this
feature.

Extra Attack

Beginning at 5th level you can attack twice,
instead of once, when you take the attack action
on your turn.

Demoralize

Starting at 7th level, using your action, you can
attempt to demoralize your enemies. All enemies
who can hear and understand you must make an
intelligence saving throw DC 8 + your Proficiency
bonus + your Reputation modifier. Those that fail
the save are demoralized. Any time with in the
next ten minutes, you can choose to activate this
effect on your reaction, reducing the affected
target’s roll by your Command Action die. This
uses one of your Command Actions for the day.

Rally