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-

The Aesir are a group of valiant warriors that stand for peace 
and order in the galaxy. Their code and tactics were adopted 
from the teachings of an ancient artificial intelligence called 
the Chronicle.

When humans first arrived on Baldur, they discovered the 
ancient citadel nestled in the mountains. Learning from 
the Chronicle, humans founded the Aesir. While originally 
focused on protecting the United Earth Colonies, the Aesir 
expanded their reach and invited anyone who swore to 
uphold their ideals, no matter the species.

The Aesir have a reputation across known space as honor-
able champions of justice. Their judgement isn't based on 
the laws of any nation, but on their strict code of ethics: 

Protect the weak. 
Expose corruption. 
Show mercy. 
Destroy evil.

Those that reject the code are Oathbreakers, reviled and 
hunted by their former brothers and sisters across the stars. 

-

Joining the ranks of the Aesir requires dedication to promote 
peace and fight on behalf of interstellar civilization against 
threats big and small. Courage, self sacrifice, and a strong 
sense of ethics must be demonstrated by aspirants before 
they are welcomed into the fold. 

New Aesir receive their Deltar during a formal initiation 
ceremony at the Aesir Citadel on Baldur. 

-

Those that accomplish great deeds are granted the title of 
Paragon. Paragons have a voice on the Aesir Council and 
receive a set of Psitek Wings as recognition of their service 
to the galaxy.

Some choose to take on the unpleasant task of hunting 
down Oathbreakers and bringing them to justice. These 
Aesir take up the mantle of Justicars and travel the galaxy in 
search of their former comrades. Justicars return the Deltars 
of the defeated Oathbreakers to the Chronicle, which uses 
their story as a cautionary tale for new Aesir.

membershipsummary
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aesir

Emit a flash of light with your Deltar that Blinds enemies 
at Long Range for the rest of the combat round. A Direct 
Hit also grants you one instance of Damage Immunity. The 
target defends against your attack with their Acumen skill 
and must be looking in your direction to be affected. You 
must have at least 5 Clarity to use this skill.
 
-

SMITE

Use your Deltar to strike an enemy with a Barrier Passing 
attack at Short Range. The attack has a potency of 1x and 
the base damage is equal to double your current Clarity. The 
target defends against your attack with their Acumen skill. 
You must have at least 3 Clarity to use this action.

RETRIBUTION

An Aesir's dedication to putting down evil fuels them in 
battle and channels their ire into devastating strikes. The 
potency of your attacks is increased by 1x against targets 
that have a negative reputation with you. You must have at 
least 5 Clarity to benefit from this effect.

PENANCE

Enemy targets within Short Range of you take Mental 
Damage equal to your current Clarity whenever they deal 
damage to you or your allies. You must have at least 5 Clarity 
to benefit from this effect.

RADIANCE

The base damage of your Deltar is increased equal to your 
current Clarity for dagger, blade, and pistol form attacks. 
The base damage is increased equal to double your Clarity 
for claymore, rifle, and cannon form attacks. You must have 
at least 5 Clarity to benefit from this effect.

DAZZLE

Blinded enemies within Short Range of you lose their lowest 
available Psyche value at the start of each turn. If this causes 
an enemy to become Imposed, they are also Confused for 
the rest of the combat round. You must have at least 5 Clarity 
to benefit from this effect.

social skill

upgrades

-

DELTAR

The Deltar is an advanced triangular psitek device that is 
able to manifest any type of melee weapon, gun, or shield 
with a Free Action. A Deltar may be used with skills that call 
for specific weapon types. A Direct Hit with a Deltar weapon 
Blinds the target for 1 turn. You receive your Deltar at your 
initiation ceremony. 

PSITEK WINGS

 
Psitek wings are attached to the back of your armor and 
are collapsed down to the size of a backpack when not in 
use. The wings allow full flight movement capabilities while 
active. They can also be set to hover in place. The wings are 
controlled directly with your mind, but will cease to function 
if you lose consciousness. You receive your Psitek Wings as 
a reward upon earning the rank of Paragon.

rewards
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The Combine symbiotes were created by the ancient Ix 
during their struggle against the Blight. These advanced 
biomechanical organisms permanently fuse with sapient 
beings to become Combine. When the symbiotes resurfaced 
in modern times, they followed their natural instincts to find 
one another and grow their number. Their ultimate goal is 
to seek and out destroy the Blight whenever they emerge 
from the void. 

Designed to be the ultimate weapons, Combine hone 
their skills wherever challenges can be found. Interstellar 
civilization doesn't know whether to count these beings 
as friend or foe, and their growing numbers are a constant 
worry. The Combine as a whole care little for the political 
schemes of nations and the other factions, and care even 
less about their fears.

The mind of the symbiote is a blank slate, learning customs 
and morality from its host. Bonding a symbiote with crimi-
nals or the mentally unstable is avoided, yet mistakes have 
been made and dangerous Combine have been unleashed 
upon civilization.

Combine view each other as family, and are a terror to 
behold when operating in large numbers. Few have faced 
a Combine Horde in battle, and even fewer lived to tell.

-

The Combine are always looking for new members that are 
worthy of joining their ever growing numbers. However, 
they are very selective about who they allow to bond to one 
of their symbiotes. The symbiotes are hidden across space 
in some of the most dangerous places in the galaxy. Those 
deemed promising are given the location of a symbiote and 
sent to find it. The process of retrieving one and bonding 
with it serves as a trial for prospective Combine members. 

-

Combine are not very organized as a faction, operating 
more as a large clan or family than a structured entity. The 
symbiotes provide an innate talent for coordination and 
discipline, making a strict heirarchy unnecessary.

Facing the Blight is a major rite of passage for any Combine, 
as it was the reason the symbiotes were created in the first 
place. Those that successfully combat the Blight are given 
the title of Seeker. Seekers track the Blight invaders down 
and destroy them as they emerge from the Void.

membershipsummary
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combine

You and your symbiote sacrifice one of your Psyche values 
to generate 1 Surge and become Enraged for the rest of the 
combat round. Add the sacrificed Psyche value to the base 
damage you deal while Enraged. You cannot activate this 
ability if you are already Enraged.

If you use this skill when you have no Psyche values left, 
you take a strike against your Mind and all damage you deal 
while both Enraged and Imposed is doubled. 
 
-

BIONIC BOOST

Spend 1 Surge with a Free Action to increase your Athletics 
skill action dice by 1 this turn. No skill check required.  Run-
ning, jumping, climbing, and all other movement actions 
are greatly enhanced beyond what is normally possible for 
a member of your species for the duration of this effect.  

PROXY

If you ever enter the Imposed or Dying state, the Symbiote 
will temporarily take control of your body and will act 
aggressively towards any perceived threat. The Symbiote 
is not affected by Wounded or Imposed penalties.

ABSORPTION

You can physically interact with a technical or psionic energy 
source to restore your highest lost Endurance and Psyche 
values. 
 
Your Unarmed attacks against mechanical and psionic 
targets cause them to lose their highest available Endurance 
and Psyche values in addition to other attack effects. Using 
an unarmed attack on any target's Barrier steals barrier 
values rather than destroying them. Unarmed damage dealt 
to a Force Field is converted into a Barrier value on you.

PSIONIC DEFENSE

The physical and mental damage you receive from Psionic 
abilities is reduced by half.

RESURGENCE

As long as you aren't Wounded or Dying, you Regenerate 
while you are Enraged. You begin each combat round with 
one instance of Damage Immunity.

martial skill

upgrades

-

COMBINE SYMBIOTE

The Combine Symbiote integrates itself into the body of 
the host. Once bonded to a host, the symbiote can never be 
removed. It emerges to defend its host during combat. All of 
your Endurance values are increased by 3 and the symbiote 
provides life support. It also grants immunity to direct mind 
control abilities.

Your symbiote absorbs all the components of your equipped 
armor, integrating them into its own physiology. Your Armor 
values are now considered biological and can be healed by 
skills, items, and conditions that restore Endurance. Howev-
er, your armor can no longer be repaired mechanically and 
cannot be sold for cubits. 

Healing biological armor does not require cubits, but your 
armor cannot be healed if you are missing any of your 
Endurance values. Scenes spent resting now restore your 
Armor values as well as Endurance and Psyche.

SEEKER INTUITION

After encountering the Blight, a Combine is able to sense 
their presence across interstellar space. The symbiote's drive 
to destroy the Blight is strong and motivates them to hunt 
the invaders down as they emerge from the void.

Every time you land the killing blow against one of the 
Blighted, you restore your highest lost Endurance and 
Psyche values. You also remove one strike against both your 
Life and your Mind. In addition, if you are Awakened you  
gain 1 Awakening point.

rewards
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The Data Angels are a group of elite hackers and program-
mers that have claimed dominance over the galactic datanet. 
While they don't own the physical subspace relay network, 
their control over the digital framework of the datanet 
runs deep. The Data Angels are very serious about the free 
distribution of information. They will sell their services as 
hackers to obtain restricted data and actively undermine 
security systems.

The Data Angels believe in transcending the limits of physi-
cal existence by transferring consciousness into the datanet 
itself. Their subtle manipulation of the datanet has created 
the Nexus: a virtual reality environment that can satisfy all 
the needs and desires of those uploaded into it. The body 
of the person is kept in stasis as their consciousness leaves 
the brain and enters the Nexus. The mind of the person 
can return to the body, but if the body dies, they remain 
permanently in the Nexus.

Their organization is heavily decentralized, with members 
forming local cells that work together and operate inde-
pendently from the many other groups scattered across 
known space. The only place that Data Angels all meet 
together is within the Nexus.

-

Data Angels often scout for talented new hackers and 
programmers to bring into their cells. Once they have a 
candidate in mind, they send them to obtain their HaLo. 

HaLos originate from within an ancient simulation, which 
a prospective Data Angel must enter in order to earn their 
HaLo through a series of tests. If successful, the new Data 
Angel exits the simulation and brings the HaLo out with 
them.

-

All new Data Angels start at the probationary rank of Cherub 
and have limited privileges within the organization. The 
activities of Cherubs are watched closeley by the members 
of their cell to ensure they won't be trouble for the faction.

Once the new member has proven themselves trustworthy, 
they are promoted to Seraph and given their own Nexus 
Interface. Seraphs are no longer watched closely and are 
trusted to remain loyal to the Data Angels as they pursue 
their own interests.

The highest rank of the Data Angels is the Archangel. 
Nobody knows the identities of the Archangels, but they 
are the ones that created the Nexus and lead the faction.

membershipsummary
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data angel

When the HaLo is hovering above your head, you are able 
to mentally interact with computer systems at Short Range. 
Your Hacking action dice are increased by 1 and you can 
understand WARBL spoken by robots.
 
-

MALWARE

Make a mechanical target within Short Range malfunction, 
causing it to take 1x damage directly to its Endurance and 
Psyche at the start of each turn. You share line of sight with 
the target for the duration of the effect. Any attempt to 
clear this effect is contested against your Hacking check. 
This effect reduces your Focus by 1 while it is active.

SHUTDOWN

Transmit a shut down code into a mechanical target or 
computerized system at Short Range, Disabling it for the 
rest of the combat round. The target may make an attempt 
to reactivate itself at the end of each turn with a Hacking 
check. A Pandoran must be Imposed to be affected by this 
effect. This skill reduces your Focus by 1 while it is active.

OVERRIDE

Seize control of an Imposed mechanical target at Short 
Range for the rest of the combat round. This allows you to 
dictate the controlled character's actions during its turns. 
This effect ends immediately if the target leaves the Imposed 
state. This skill reduces your Focus by 2 while it is active.

SENTRY MODE

Put your HaLo into sentry mode for the rest of the combat 
round. No skill check required. The HaLo will follow you 
as you move and automatically fire pistol type attacks at 
enemy targets for the duration of the effect. The HaLo is 
only Stunned by damage. Spend 1 Surge to have your HaLo 
attempt to parry a melee or ranged attack on your behalf. 
The HaLo cannot be used with other skills while it is in Sentry 
Mode, which can be cancelled with a Free Action.

TURRET MODE

Put your HaLo into turret mode for the rest of the combat 
round. No skill check required. The HaLo will remain in a 
stationary position and automatically fire rifle type attacks 
at enemy targets for the duration of the effect. The HaLo 
is only Stunned by damage. Spend 1 Surge to cause your 
HaLo to fire a cannon type attack instead. The HaLo cannot 
be used with other skills while it is in Turret Mode, which 
can be cancelled with a Free Action.

technical skill

upgrades

-

HALO

The HaLo (Haptic Locus) is a device used by a forgotten 
ancient race with an incredible talent for computer program-
ming and virtual reality systems. You will receive your HaLo 
upon collecting it from the ancient simulation.

The HaLo is in the shape of a chakram and serves as both a 
melee blade weapon and a nanofax. The HaLo will automat-
ically return to the owner when thrown. The HaLo is one of 
the rare weapons that can have its traits changed.

A HaLo grants the owner the ability to enter the datanet as 
a virtual environment. Anyone that attempts to grab your 
HaLo will take 1x damage directly to their Endurance.

NEXUS INTERFACE

The Nexus Interface is a pod used in conjuction with a HaLo 
to transfer a consciousness into the Nexus. You receive a 
Nexus Interface upon reaching the rank of Seraph.

The body remains in a state of stasis until the mind returns, 
but can die from lack of nourishment or be killed. Digital 
minds without bodies are trapped inside the Nexus, but can 
be transferred into an available blank clone or Pandoran 
body.

A Data Angel can allow those without a HaLo to enter the 
Nexus alongside them, but those individuals cannot exit 
on their own.

rewards
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-

The Enclave faction exists to bring all psionic individuals 
together to be trained as safe and productive members of 
interstellar society. The Enclave is a powerful advocate for 
psionic rights and exerts the authority to police its own on 
behalf of the major governments of the Star League.

The Enclave was founded in response to fears surrounding 
the growing numbers of psionic individuals in the galaxy. 
The founders of the Enclave saw society gradually turning 
against psionics and sought to establish an organization 
that would fight for their rights, both legally and physically 
if necesary.

All who have experienced the Awakening are welcome to 
join the Enclave as long as they abide by the Three Laws of 
Psionic Citizenship:

You must certify that your abilities are under control.
Do not enter the minds of others without consent.
Never use your abilities to commit crimes.

It is common practice that the employment of psionic indi-
viduals, especially by government agencies, is dependent 
on the psionic having their Enclave certifications on file. 

-

All psionically awakened individuals are welcome in the 
Enclave. However, this membership is very limited and 
centers around learning to control one's psionic abilities 
and advocating for the rights of psionic individuals.

-

New members seeking admittance into the inner circle of 
the Enclave begin at the rank of Neophyte. Neophytes are 
pitted against one another in psionic duels in order to hone 
their skills and prepare them to challenge other psionics as 
the need arises. Those that show promise are promoted to 
the rank of Agent.

Agents are responsible for the detection and registration of 
psionic individuals with the Enclave. They are also respon-
sible for enforcing psionic law as requested by the various 
governments in League Space. 

The best Agents are offered training to become Inquisitors 
and are tasked with hunting down the most dangerous 
psionic criminals in the galaxy. Inquisitors have the author-
ity to perform psionic interrogations without consent if 
a warrant is provided by the Enclave. Only Inquisitors are 
entrusted with the Psi Inhibitor, which they can use to bring 
psionics in alive for trial and rehabilitation. 

membershipsummary
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enclave

Clear your mind and center yourself to restore Psi points 
equal to the degrees of success. If you are afflicted with Fear, 
Rage, or Confusion, these effects are cleared. A Direct Hit also 
restores your highest lost Psyche value. You are Disabled and 
immune to Mental damage until your next turn. This skill 
does not require Awakening points to access.
 
-

PSIONIC OVERDRIVE

Spend a Free Action and sacrifice one of your Psyche values 
to gain Psi points equal to half of the lost Psyche value. Al-
ternatively, you can take a strike against your Mind in order 
to fully restore your Psi pool to its maximum.

LAST RESORT

Spend all of your remaining Psi with a Free Action to grant 
you and your allies a Barrier value equal to triple the amount 
of Psi you spent. The base damage of each ally's next attack 
is increased equal to the amount of Psi you spent.

STIFLE

Spend 2 Psi to lash out at an Awakened target at Short 
Range, depleting Psi points from them equal to the degrees 
of success. A Direct Hit with your Stifle attack prevents the 
target from restoring their Psi pool at the start of the next 
combat round. Unlike most psionic attacks, this action 
ignores the target's Barrier. This attack is defended against 
with the Acumen skill.

BRAIN DRAIN

Make physical contact with the target's head (or equivalent) 
to steal Psi points from them equal to the degrees of success. 
This attack may be Evaded before the Acumen defense.

NULL FIELD

Spend 5 Psi to cover an area with a nullification field for the 
rest of the combat round. The field prevents the use of any 
other psionic abilities from within the area and stops outside 
psionic effects from entering the area.

psionic skill

upgrades

-

PSI INHIBITOR

The Enclave uses Psi inhibitor collars to suppress the psionic 
abilities of those that can't control them or have chosen to 
use their powers illegally. The collar will completely disrupt 
the wearer's psionic abilities, rendering them useless. It lasts 
for 3 scenes before needing to be recharged. These devices 
are only available to Enclave Inquisitors.

PSI DETECTOR

The Enclave strives to detect newly awakened individuals as 
soon as possible in order to prevent any unfortunate inci-
dents relating to their powers. These handheld detectors are 
able to detect the psionic potential of a scanned individual. 
It can work in tandem with a nanofax to improve its scanning 
effectiveness to Short Range. This item is given to Enclave 
members upon reaching the rank of Agent.

PSITEK WARD

This device uses advanced psitek to generate armor made 
from the wearers latent psionic energy. This armor has no 
initiative modifier and provides Armor Values equal to the 
wearer's maximum Psi resource pool. This armor cannot be 
repaired, though it restores itself to full at the start of each 
combat round. 

The ward is worn underneath the clothing and is entirely 
concealed. It is also undetectable by passive scans unless 
searching specifically for psitek devices. This item is given to 
Neophytes when they begin their training with the Enclave 
inner circle.

rewards



section 5

60

-

Gestalt strives to bring life to all the lifeless corners of the 
galaxy through peaceful diplomacy and advanced terrafor-
ming techniques. While generally a pacifistic faction, they 
will fight to protect life and have been known to stand in 
the way of traditional ideas of progress.

Gestalt's originated as the Phosna philosophy of the Green 
Way. As the Phosna interacted more with the other space-
faring races, they realized that their philosophy needed 
to expand in scope to include the vastness of space. Thus, 
Gestalt was born. Their monasteries can be found wherever 
life flourishes and welcome visitors curious about their ways.

The Linkstone is a closely guarded psitek device that allows 
the wearer to interact with life on the psionic level. When 
these devices were discovered within ancient TovoT ruins, 
it transformed Gestalt and propelled them into becoming 
one of the Twelve Factions.

Gestalt welcomes all that believe in the sanctity of life and 
the need to cultivate the galaxy. Even Pandorans have found 
places for themselves within Gestalt, to the surprise of many 
outsiders. Those that destroy nature and recklessly endanger 
lives earn Gestalt's ire, which is a more hazardous prospect 
than most fully realize.

-

Gestalt welcomes new members, but understands that their 
way of life is not for everyone. Aspiring members are given 
a geniseed and directed to a lifeless planet somewhere in 
known space. They are tasked with starting a new terrafor-
ming event on this world and keeping it alive long enough 
for the rest of Gestalt to arrive. If successful, the aspirant 
takes the Verdant Oath and will have a Linkstone implanted 
in their forehead (or equivalent). 

-

Gestalt has no need for rank as all members are viewed as 
equal parts of the whole. However, there are two major 
disciplines within Gestalt that members sort into:
 
Cultivators focus on terraforming the lifeless worlds of the 
galaxy into verdant gardens. They seek out works with the 
basic building blocks of life and use the rare and valuable 
geniseed to start the terraforming process. Cultivators often 
serve in the medical field and provide aid during crises.

Mediators devote their lives to bringing sapient beings 
together and promoting peaceful cooperation. They serve 
as arbitrators of disputes and diplomatic liaisons. They are 
often sought out to negotiate treaties and the cessation of 
hostilities between warring parties.

membershipsummary
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gestalt

Link up to 3 targets together with your Linkstone. The next 
allied action that affects one target affects the other linked 
targets as well. The effect is consumed after being exploited. 
You must have at least 5 Clarity to use this skill.
 
-

PAIN REFLECTION

Whenever you lose an Endurance value due to direct attack, 
the attacking enemy takes Mental damage equal to your lost 
Endurance value. You must have at least 3 Clarity to benefit 
from this effect.

HEALING LOCUS

Whenever you restore one of your Endurance values, all 
nearby allies also restore an equal or lesser value. If you 
use a skill that restores Endurance on yourself when you 
haven't lost any, all nearby allies restore their highest lost 
Endurance value. You must have at least 3 Clarity to benefit 
from this effect.

UNITY

Nearby allies have the base damage of their attacks in-
creased equal to your current Clarity. You and your allies 
gain a Barrier value equal to the Affinity they have with each 
nearby ally at the start of each turn. You must have at least 
5 Clarity to benefit from this effect.

FRATERNIZE

Influence a biological target into mistakenly considering you 
an ally for the rest of the combat round. A Direct Hit extends 
the effect for the entire combat encounter. Attacking an 
affected target will end this effect with them and any other 
affected targets that witness the attack. 

Out of combat, a Fraternized target will generally not ques-
tion or interfere with your actions. They will have a general 
sense of kinship with you, even if you have never met them 
before. You must have at least 7 Clarity to use this action.

NATURE AFFINITY

Influence a non-sapient biological life form in the same or 
adjacent zone to do your bidding for the rest of the combat 
round. A Direct Hit affects all creatures of the same species in 
the vicinity. You must have at least 5 Clarity to use this action.

social skill

upgrades

-

LINKSTONE

A Linkstone allows you to initiate telepathic communication 
with your allies at any time without the need for psionic abil-
ity, including Pandorans. This form of communication cannot 
be intercepted by any known means. You also share Line of 
Sight with your allies at all times. You can spend a scene to 
remove a strike against the Minds of all participating allies.

GENISEED

These Phosna engineered seeds are able to initiate a terra-
forming event wherever they are planted. The location must 
have the basic resources for life and a workable atmosphere. 
The process of creating them is painstakingly slow. A Gestalt 
member is only allowed to carry one of these seeds at any 
given time.

rewards
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The Hunters Guild specializes in the tracking, recovery, and 
elimination of bounty targets. All official bounty hunters go 
through the Guild, and they are the only ones authorized to 
take on governemnt contracts. Operating alone or in small 
teams, Guild Hunters are feared across League Space and 
the Frontier.

The Guild arose out of the need to prevent conflict and 
bloodshed between bounty hunters. The Guild was formed 
to provide an administrative framework and legal account-
ability for the actions of the Hunters they employ. Each 
Hunter is licensed and insured by the Guild, making them 
a far more attractive option for their clients than freelance  
bounty hunters.

While there is still a lot of competition between Guild Hunt-
ers, it is rare for it to escalate to outright violence. However, 
it isn't uncommon for the Guild to assign multiple Hunters 
to the same bounty, in the hopes that the competition 
will serve as motivation to complete the job quickly and 
efficiently.

Hunters that get involved with illegal activity or take jobs 
that haven't been cleared through the Guild risk corrective 
action up to and including dismissal.

-

In order to join the Guild, prospective members need to se-
cure sponsorship from an existing Hunter. Different hunters 
have their own standards for who they will sponsor, but the 
more prestigous the sponsor, the more difficult they are to 
impress. A high profile sponsor is a fast track into the Guild, 
sometimes skipping entire membership tiers in the process.

-

Guild Hunters and bounties come in three tiers. Hunters 
are not offered bounties that are of a higher tier than 
themselves. Hunters progress to higher tiers through ex-
ceptional performance. However, poor performance results 
in a demotion in tier or even dismissal from the Guild.

Tier 1 Hunters go after small time targets that aren't consid-
ered to be serious threats. Being able to handle these jobs is 
considered the bare minimum for Guild membership.

Tier 2 Hunters track more dangerous prey, taking on violent 
criminals and small pirate clans. Most Hunters reach this tier 
and few progress further.

Tier 3 Hunters take on the most dangerous bounties of them 
all. Entire criminal organizations have been defeated by 
these elite Hunters, earning the highest prestige in the Guild.

membershipsummary

advancement

hunters guild



factions

63

hunter

Attach an invisible tracer tag to an object at Short Range 
that allows you to track it anywhere it goes, even across 
interstellar distances and through cloaking systems. This tag 
is only detectable through the use of advanced scanning 
techniques to look specifically for tracers, or Data Angel 
HaLo sweeps. This skill reduces your Focus by 1 while it is 
active.
 
-

TARGETING UPLINK

If your tracer is attached directly to a character, your action 
dice for attacks against that target are increased by 1.

INCAPACITATOR

If your tracer is attached directly to a character, you can 
remotely destroy the tracer with a Free Action to Disable 
the target for one scene or one combat encounter.

SPY TAG

Your tracer has the ability to transmit holographic data back 
to you, allowing you to spy on the target from a remote 
location. The tag is easier to detect by passive scans while 
operating in this mode.

MOTIVATED

Hunters are motivated by the payout of a sweet bounty. 
The higher the target's bounty tier, the more damage your 
attacks deal to them. This effect is applied to Vehicle and 
Starship tier encounters.
 

Tier 1 - Thousands   = 25% more damage
Tier 2 - Ten Thousands   = 50% more damage
Tier 3 - Hundred Thousands = 100% more damage

NO DISINTEGRATIONS

You are trained to limit your attacks carefully when you need 
to bring a target in alive. While using this effect, your action 
dice for the attack are reduced by 1, but your attack will 
not strike the target's last unit of Life no matter how much 
damage is dealt. No skill check required.

martial skill

upgrades

-

TRACER SET

This is a set of ten tracer tags that is provided to Guild 
Hunters upon receiving their bounty hunter's license. 
Once depleted, the hunter is evaluated by administration 
to determine if their success rate warrants a renewed license 
and a new set of tracers.

DIVE BOOT

The Dive Boot is attached to the external structure of a 
spacecraft's Tangent Drive, preventing it from diving into 
subspace. This effectively strands the vessel until the boot 
has been removed. The boot comes in both Vehicle and 
Starship sizes.

Attempting to remove the boot by force causes it to 
detonate, dealing serious damage to the vessel. This has 
occasionally resulted in collateral damage, which is covered 
in most cases by Guild insurance. 

The Guild only provides Tier 2 Hunters with one vehicle 
size Dive Boot at a time to prevent temptation to sell these 
restricted items. Tier 3 Hunters can have up to two vehicle 
size Dive Boots and one starship size Dive Boot.

WEB GUN

This handheld device sprays a biological fluid that forms 
sticky electroconductive webbing at Short Range. The 
webbing immobilizes the target, and the electrical charge 
passed through it deals 2x Armor Piercing damage to the 
target each turn. This device has a total of five uses before 
needing to be recharged with fluid back at a Guild Lodge. 

Due to the potentially lethal effects to innocent bystanders 
that encounter the webbing, this device is only provided to 
Tier 3 Hunters.
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-

The Institute is a powerful organization of the galaxy's 
top scientists and engineers. Refusing to be controlled by 
governements and their capricious politics, they obtained 
the independence and funding required to become one of 
the Twelve Factions of known space.

The Institute has a very hands-off approach towards their 
members, allowing their project leaders to manage their 
work and staff without meddling. Only annual reports 
and audits are required to maintain funding. Members of 
the Institute are expected to pay 10% of the profits their 
projects earn to the Institute. The profit fees alongside a 
host of wealthy investors provides the financial backing the 
Institute requires to maintain its influential position.

Members are expected to follow Star League regulations 
regarding banned research projects such as biological war-
fare, doomsday weapons, exploitation of primitive societies, 
and sapient experimentation without consent. However, the 
highly independent structure of the organization results in 
rogue projects happening at a higher frequency than the 
Institute would like to admit. These projects are shut down 
when discovered, by force if necessary.

-

The Institute employs a wide variety of scientists and 
enginers, but few are actually given positions within the 
organiation. Gaining membership with the Institute requires 
that you prove your intellectual talent to them. 

Promising research, new inventions, and exciting discoveries 
are certain to draw the Institute's attention and garner an 
invitation into their organization. 

-

Upon joining the Institute, you will be asked to choose one 
of their two branches to work with:

Advanced Developments focuses on research and invention 
projects in both scientific and engineering fields. Members 
of this branch are given all the support they need to make 
great inventions and discoveries in the name of the Institute.

The Expedition Corps specializes in the exploration and 
archaeology. These intrepid scientists take their intellect to 
the front lines of the unknown and uncover the mysteries 
of the ancient past. They are provided with advanced micro-
satellites to assist them during their expeditions.

membershipsummary
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institute

Generate a holographic projection of your Portable AI that 
acts on your turn and can use all the same technical skills and 
upgrades as you, provided a spare nanofax is available for it 
to use. The projection is destroyed upon taking any damage 
or leaving Line of Sight with you. The AI is unavailable for 
other uses while it is being projected as an assistant. This 
skill reduces your Focus by 2 while it is active.
 
-

COMBAT ASSISTANT

The assistant is able to take a total of three hits before 
being destroyed. It can use any Martial skills and upgrades 
you have access to, provided the necessary weapons are 
available for it to use.

BODY DOUBLE

Your virtual assistant looks and sounds exactly like you, fool-
ing all but the most deliberate of scans. This AI is advanced 
enough to carry on a convincing impersonation during 
social encounters.

MOBILE EMITTER

Your projection no longer needs to remain within Line of 
Sight with you and can operate over any distance. The AI 
must be recharged every 3 scenes while operating remotely.

FIELD STUDY

Spend a Free Action with your Portable AI to study another 
character's use of a skill and gain 1 Experience in that skill 
yourself. You can attempt to use an upgrade that you have 
studied even if you haven't mastered the skill for that up-
grade yet. This cannot be used with Psionic skills unless you 
are Awakened and have access to that skill. You must have 
at least 3 Focus to use this skill.

ANALYTICAL RECORDS

Spend a Free Action to instruct your Portable AI to make a 
detailed record of a combat encounter or scene. The AI is 
unavailable for other tasks while it is making the record. This 
effect reduces your Focus by 1 while it is active.
 
Spend a scene reviewing your AI's record to gain 2 Experi-
ence points with any skill that was used. You can only gain 
Experience in this manner for any specific skill once per 
record. 

technical skill

upgrades

-

PORTABLE AI

The Institute developed this highly advanced artificial 
intelligence to aid them in their cutting edge projects. It can 
be installed into any other computerized system to operate 
within that framework. During Invention and Archaeology, 
it increases the number of Inspiration and Insight you gain 
by 1. You are given this device upon being welcomed into 
the Institute.

MICROSATELLITE

This miniaturized satellite launches itself when activated 
and provides communications and sensor coverage of the 
planet below. The satellite is directly tied in with the owner's 
nanofax to provide live data and receive instructions. Micro 
Satellites are made available to members of the Expedition 
Corps.

ADVANCED LABORATORY

The Institute uses state-of-the-art scientific equipment, 
the most advanced in all of League Space. Project Leaders 
can requisition all the equipment needed for any type of 
scientific or engineering projects. The Laboratory can be 
installed into vehicles, starships, space stations, and plan-
etary outposts. Each member of Advanced Developments 
may only have one laboratory at a time.
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Ouroboros is an esoteric group of assassins of unknown 
origins and number. While recognized as one of the Twelve 
Factions, their activities are rarely sanctioned and they 
have earned the ire of governments and the other factions. 
Their custom of concealing their identities behind masks 
further adds to their mystique and the general distrust they 
experience from others.

Ouroboros is founded on the theory of psionic reincarnation: 
the recycling of consciousness through the psionic aether.  
They do not view death as the end of life, but rather as 
the transition from one life to another. They take it upon 
themselves to end toublesome incarnations so that they 
can take on new forms that are less damaging to society.

Ouroboros assassins get their targets through visions from 
the Oracles, who are the leaders of the faction. Oracles are 
able to get brief glimpses into possible futures. With this gift, 
they are able to pinpoint individuals that should die so that 
the most likely tragedies are prevented. 

The Oracles have been known on occasion to cause a 
deliberate reincarnation of someone that has died. This 
can only be done to an embryo during the first trimester 
of development before its psionic consciousness is formed.

-

Becoming a member of Ouroboros isn't so much an aspira-
tion as it is a calling. Sometimes an awakened individual will 
hear the voice of an Oracle and be confronted with visions 
of the dead. They are then drawn towards the secret lairs 
of Ouroboros where they can meet the Oracles. They are 
offered the chance to join Ouroboros, but must endure the 
initiation rite, which involves their death, passing into the 
psionic aether, and ending in resurrection.

-

Ouroboros Assassins operate independently of one another 
under most circumstances, receiving their targets directly 
from the Oracles. When not on assignment, they often 
pursue their own interests, even pretending to be civilians 
in a variety of professions.

Master Assassins are chosen from the most experienced 
members of Ouroboros to lead teams of Assassins against 
major targets that are too dangerous or well defended for 
a single Assassin to handle.

Grandmaster Assassins are chosen on the rarest of occasions 
when Ouroboros as a whole is called to full scale war. The 
last time this occured was during the Hegemony Invasion 
before the formation of the Star League.

membershipsummary
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ouroboros

Spend 2 Psi to place a Death Mark on a target at Short Range 
for the rest of the combat encounter or scene. The Damage 
Potency of your attacks against a marked target is increased 
by 1x. A Direct Hit also Stuns the target for one turn. 

You can track the location of your marks without needing 
line of sight. This skill works on Pandorans and does not 
require Awakening points to access.
 
-

CONSERVATION OF ENERGY

Whenever the target of your mark dies, you restore all of 
your lost Endurance values and gain 3 Psi.  

ENFORCED MORTALITY

Your Death Mark inflicts the target with Fear for the dura-
tion of the effect. The target cannot restore Endurance or 
Psyche values while afflicted with your mark and cannot be 
stabilized when Wounded or Imposed.

CHANNELING

Spend 3 Psi after one of your marked targets dies, allowing 
you to use their skills and upgrades for the rest of the combat 
encounter or scene.

SEANCE

Spend a scene to contact the dead in the psionic aether. The 
more recent the death, the more coherent the apparition 
that can be summoned. You cannot contact someone that 
has already been reincarnated.

This ability can be used to give temporary physical form to 
the psionic ghost of a deceased Ouroboros member for up 
to three scenes or combat encounters. The manifested ghost 
has all the skills and equipment they had when they died.

RESURRECTION

Once per game session, you can spend 10 Psi to restore a 
character back to life, removing all Life crosses and placing 
them in a stabilized state. The character must have died 
during this combat encounter or scene.

If you yourself die and are not resurrected or reincarnated, 
you can exist as a psionic ghost, offering guidance and 
support to those with the psionic senses necessary to detect 
your presence.

psionic skill

upgrades

-

ASSASSIN MASK

Every member of Ouroboros wears a psitek mask when 
performing their duty as an Assassin. The mask serves to 
obscure the wearer from identity scans, alter their voice, 
and scramble the emission of surface thoughts. Each mask 
is unique in design, though there are often similarities be-
tween the masks of a close knit team of Assassins. The mask 
is given to new Assassins after enduring the initiation rite.

PHASE SHIFTER

The Phase Shifter is a device that moves the wearer out of 
phase with the rest of the universe. This allows the wearer to 
slip through physical material like walls and other obstruc-
tions as if it didn't exist. The shifter cannot pass through 
Barrier and Force Field effects. 

The device only works once before needing to be recharged 
and cannot be used if the wearer is carrying too much 
extra mass. Phase Shifters are given to new Assassins after 
enduring the initiation rite.
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The Pathfinders have a long history of service dating back 
to the Great Earth Exodus as humanity spread out into the 
stars in search of new homes. Pathfinders seek out and claim 
natural resources and other objects of value on behalf of 
their clients. Pathfinders are hardy people with extensive 
survival skills and a passion for seeking the unknown.

Pathfinders are referred to as the galaxy's daredevils thanks 
to their high risk lifestyle. They primarily operate in the 
Frontier where worlds are unknown and untamed and their 
skills are in high demand. They charge a premium to scout 
out potential colonies and prepare settlement plans that 
address the potential dangers they've discovered. Few are 
brave or stupid enough to colonize a world that hasn't been 
surveyed by Pathfinder teams.

Pathfinders are often hired by expeditionary teams and 
exploration vessels to provide support during their missions.  
Others will take up charity cases to assist colonies that are 
struggling to survive, building a good relationship with the 
inhabitants and neighboring systems in the process.

While not known to participate in major conflicts, their wil-
derness experience makes them excellent guerilla fighters. 
They've been sought out by smaller colonies fighting for 
independence against the takeover of megacorporations.

-

In order to join the Pathfinders, you must prove yourself up 
to the task. Prospective members are invited to accompany 
a Pathfinder team as they take on a mission. Demonstrating 
your capabilities during the assignment is key to securing a 
place in the Pathfinder organization.

-

Pathfinders always operate in independently functioning 
teams. Each member tends to have their own specialty that 
contributes to the team's mission, such as combat training 
or engineering skills. The team is responsible for their own 
supplies and equipment, though they can count on support 
from administration in an emergency.

Each team has a Captain, which is a title given by the Path-
finder administration to their most prominent members. 
Captains have the right to handpick their team and select 
prospective members to accompany them on their missions.  
Captains are also provided with Pathfinder Beacons, which 
are used to set up outposts on remote worlds.

membershipsummary
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pathfinder

Use your Pathfinder training to survey your surroundings to 
identify terrain, wildlife, plants, and other naturally occurring 
phenomena that could prove hazardous. A Direct Hit allows 
you to automatically notice these specific hazards for the 
rest of the game session. You must have at least 3 Clarity 
to use this skill.
 
-

NATURE GUIDE

You can spend a Luck to aid your allies in avoiding environ-
mental hazards, increasing the action dice of your entire 
party while attempting to circumvent one of your identified 
threats. You must have at least 5 Clarity to use this action.

BEASTMASTER

Spend a scene taming a captured animal and turn it into a 
pet. You must have at least 5 Affinity with the pet in order 
to ensure its obedience. Your damage potency against 
non-sapient life forms is increased by 1x and you know how 
to prepare slain creatures into edible food. You must have 
at least 5 Clarity to use this action.

FRONTIER MEDIC

You know how to treat injuries without the need for techno-
logical assistance. Spend a scene to use whatever materials 
you have on hand to create bandages, splints, poultices, and 
other primitive medical treatments. The target is stabilized 
and restores a number of Endurance values equal to the 
degrees of success. You must have at least 5 Clarity to use 
this action.

PROSPECTING

Spend a scene evaluating a location for its value and identify 
any resources it can provide such as minerals, agricultural 
value, and fresh water. You can also spend a scene to 
appraise items or survey abandoned salvage to determine 
the value. Your cubit recovery from recycling material is 
increased to 75%.

WELL CONNECTED

Whenever you establish an outpost using a Pathfinder 
Beacon, one of the other factions your party has Level 3 
Reputation with will also arrive at the location with repre-
sentatives and vendors.

social skill

upgrades

-

COMPATABILITY SCANNER

All Pathfinder teams are given a compatibility scanner. This 
device is used to analyze air, water, plant life, and animal 
matter for compatibility with the biology of the party. 
Potential  toxins, allergens, and pathogens are identified.

GRAVITON TETHER

The Graviton Tether is the ultimate form of the classic 
grappling hook. The tether adheres to a stable attachment 
site at Long Range to allow the wielder to pull themselves 
to the object or swing from it as an anchor with an Athletics 
check. Each member of a Pathfinder team is given one of 
these before taking on their first mission. 

PATHFINDER BEACON

This subspace transmitter will claim a location on behalf of 
the Pathfinders and their clients. Pathfinder groundbreak-
ing teams will arrive to develop the site into an outpost 
complete with supply vendors, field hospital, and workshop. 
Each Pathfinder Captain is only given as many beacons as it 
is determined they will require for their assigned mission.
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-

The Sirens are the youngest of the Twelve Factions, having 
rose to power in the past hundred years.  Their unique 
psionic gift of Musica Universalis propelled them into a 
powerful position as they brought the coveted wormhole 
technology to the galaxy.

Few in number and in high demand, Sirens charge a fortune 
for their services, acquiring great wealth rivaling that of 
the various megacorporations in League Space. They are 
constantly seeking out others with the gift to bolster their 
numbers and meet the ever growing demand for their skills.

The Siren philosophy of Muscia Universalis, the idea that 
all of existence operates in a harmonious pattern, has been 
theorized by many different species across the galaxy. It 
is only through knowledge of such patterns that a stable 
wormhole can be created and sustained long enough for a 
vessel to pass through it unharmed. 

On rare occasions, the Musica Universalis will drive a Siren 
mad. These poor souls are named Banshees and are a 
scourge upon anyone unfortunate enough to be in their 
presence. The Sirens will often hire out the task of putting 
Banshees down rather than bear the burden themselves.

-

In order to join the Sirens, one must both have been 
Awakened and also demonstrate an innate talent for music. 
Musica Universalis cannot be learned, it must be felt deep 
within the individual's psyche. Those that bear the gift are 
welcomed eagerly into the Sirens and trained to master their 
rare and beautiful talent.

-

The Sirens are a peculiar group that has no real structure 
to their operations. They operate as a loose collection of 
wealthy artists that share common goals and interests. They 
live for their artform and the service they can provide to 
the galaxy. Therefore, there is little concept of advancement 
within the Siren faction.

Sirens look after their own and take the mistreatment of 
their members extremely seriously. Some of their number 
train in combat techniques in order to respond to reports 
of misconduct towards their members.
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siren

You can operate a wormhole generator for instantaneous 
travel across the galaxy by making three Harmony checks. 
You take Mental damage equal to the degrees of failure for 
each check. The wormhole collapses if you become Imposed, 
damaging the vessel and hurling it to a random location 
nearby the intended destination. This skill does not require 
Awakening points to access.

You must spend 1 Psi at the start of each turn to maintain 
any song, or else it automatically ends. You can only perform 
one song at a time.
 
-

FORTUNE'S RHAPSODY

Spend 3 Psi to perform a song of good luck that increases 
chances of success and inspires confidence. Allies gain 1 
Luck immediately and at the start of each turn.

ARIA OF ALACRITY

Spend 3 Psi to perform a song of skill and enthusiasm that 
inspires hearers to acts of greatness. Allies gain their choice 
of the following four effects for the duration of the song:

1. Gain 1 Surge immediately and at the start of each turn.
2. Gain 2 Psi immediately and at the start of each turn.
3. Your Focus is increased by 1.
4. Your Clarity is increased by 2.

ENERVATING CHANT

Spend 3 Psi to perform a song of lethargy that makes the 
actions of your enemies more difficult. Enemies that hear 
the song have all of their actions Hindered for the duration 
of the effect. 

REQUIEM OF THE VOID

Spend 3 Psi to perform a song of regret and despair that saps 
emotional and physical strength. Enemies that hear the song 
are overcome with a sense of dread and hopelessness that 
drains them at the psionic level. Affected targets lose their 
lowest available Endurance and Psyche values immediately 
and at the start of each turn. This song's effects do not strike 
Life or Mind. Pandorans are affected by this skill.

DISSONANCE

Spend 3 Psi to end another Siren's song. This effect is 
contested by the target's Siren skill. If successful, the song 
stops immediately and all of its effects are removed. This 
skill can also be used to remove any persistent psionic effect 
targeting an area.

psionic skill

upgrades

-

WORMHOLE GENERATOR

A Wormhole Generator upgrades a Tangent Drive with the 
ability to open wormholes and travel through them instantly 
across great distances. The actual design of these devices is 
a closely guarded secret of the Sirens and is highly coveted 
by the rest of the galaxy. However, since these spacecraft 
modules can only be operated by a Siren, there is no real 
danger of the Sirens losing control of the technology.

HARMONY STONE

This psitek amulet allows the Siren to sing their songs with-
out the need for their voice. Instead, the song is channeled 
through the psionic aether itself, reaching far beyond the 
range of any biological voice. Everyone in the encounter will 
hear their songs regardless of distance or hearing protection.
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The Technomages of Icon are an enigmatic group that is 
devoted to the preservation of knowledge. They maintain 
comprehensive archives of all information within the grand 
halls of the artificial moon of Icon. It is said that the Tech-
nomages exist across the entire universe, with the ones in 
our galaxy being only a single chapter of their faction.

Technomages emerged in this galactic age when the Great 
Sphere of Agartha was discovered, along with its smaller 
satellite, Icon. While it was impossible to enter Agartha, 
those that explored Icon were met by their future selves and 
recruited into the timeless tradition of the Technomages.

Technomages scatter themselves throughout civilization 
in order to collect knowledge and transmit it back to Icon. 
They often join in with groups of explorers and adventurers 
in order to increase their chances of stumbling across a 
valuable find. They are especially interested in the forgotten 
knowledge of ancient ruins. 

The most important rule of the Technomages is to protect 
the integrity of the timeline. Any temporal manipulation 
that takes place must be minor and of limited impact on 
the galaxy as a whole. Those that break this rule are dubbed 
Warlocks and are hunted down to have their Tesseracts 
confiscated and destroyed.

-

In order to become a Technomage, one must have a Tesser-
act. However, the Tesseract is itself a temporal paradox, as 
it can only be acquired from a future version of yourself. It 
is impossible to say when and where this will occur, but it 
can theoretically happen to anyone.

-

The Technomages are governed by the Magisters of Icon, a 
circle of the most experienced and talented mages in the 
order. It takes a long legacy of service to the order to be 
granted the title of Magister. 

While individual mages operate with very little oversight, 
the overall activities of the faction are carefully monitored 
by the Magisters. They are also entrusted with the care of 
the many archives within Icon, with the ability to remove 
artifacts and download information at will.

One of the more solemn responsibilities of the Magisters 
is hunting down Warlocks that turn their backs on Icon 
and recovering their Tesseracts. This task is deemed far too 
dangerous for anyone other than a Magister. 
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technomage

Use your Tesseract to manipulate the relative flow of time 
around an area for the rest of the combat round. This skill 
reduces your Focus by 2 while it is active. The affected area 
has your choice of the following two effects: Affected targets 
gain an extra Half Action on their turns. -OR- Affected targets 
only get a Half Action on their turns.  

-

WARP

Once per turn, use your Tesseract to warp to any location 
within Line of Sight. This form of movement is instantaneous 
and impossible to intercept. You cannot warp through 
a barrier. Failing the action roll will result in an incorrect 
destination point. You must have at least 3 Focus to use 
this skill.

PORTAL

Spend a scene to create a permanent portal that links to 
any location within planetary range that you are familiar 
with. You gain familiarity with a location after spending 3 
scenes there.

MIMIC

Create a temporal record with a Free Action after another 
character uses a technical or psionic skill. The record lasts for 
the entire combat round. Only one effect can be recorded 
at a time. Use a Full Action to replicate the recorded effect. 
You must have at least 3 Focus to use this skill. 

TEMPORAL LOOP

Place a temporal loop on a target for the rest of the combat 
round. If the target is an ally, the most recent damage they 
received is reversed at the start of each turn. If the target 
is an enemy, the most recent damage they received is 
duplicated at the start of each turn. This skill reduces your 
Focus by 1 while it is active.

CONJURATION

Conjure a massive alien creature from an alternate dimen-
sion and bind it to your will. The creature acts on your turn 
and has no Endurance or Psyche values. Whenever the 
creature takes damage, you must make an Acumen check. 
Failing this check causes you to take mental damage equal 
to twice the degrees of failure. The creature disappears if 
you are Imposed or Dying. This skill can only be used once 
per encounter or scene. This skill reduces your Focus by 2 
while it is active.

technical skill

upgrades

-

TESSERACT

The Tesseract is a psitek device that is usually in the form 
of a staff, performing all the same functions as a nanofax 
and melee blade weapon. The tesseract also allows the 
technomage to use technical and psionic abilities in a way 
that gives the appearance of magic. The Tesseract is one of 
the rare weapons that can have its traits changed.

RELATIVITY SPHERE

This module transforms a spacecraft into a perfect sphere 
that is only 3 meters in diameter, but retains its actual size 
on the interior. This module also allows for the use of the 
Technomage skill at the appropriate combat tier. 

Your Tesseract generates this module directly from cubits 
equal to half of the spacecraft chassis cost.

TEMPORAL SHUNT

A Temporal Shunt allows you to delay any damage you 
receive until a later point in time. The damage is stockpiled 
in the Shunt, which is then released upon you at any time 
before the end of a combat encounter or scene. 

The damage is released as a single burst, so great care must 
be taken to not allow the amount of damage to reach a point 
where it is impossible to manage. 

The danger associated with using this device means that it 
is only made available to Magisters.
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The War Council was founded by three of the most powerful 
mercenary groups in League Space: The Iron Fist, the War 
Dogs, and the Amazons. Instead of competing against one 
another, they decided to incorporate the business of war, 
and all three of them get rich in the process. The success of 
their endeavor led other groups to seek membership in the 
War Council, until it became the paramilitary superpower 
it is today.

War Council mercenaries are soldiers for hire, going wherev-
er the cubits send them and leaving when the funding dries 
up. Entire wars have been waged with only mercenaries. 

The he one rule is that War Council doesn't fight its own. 
There have been incidents where War Council groups were 
tricked into fighting each other, though the conflicts are 
quickly halted when it is discovered both sides are War 
Council. The guilty clients are charged a steep penalty to 
discourage any future attempts at deception.

War Council has established a mercenary return policy. If 
a mercenary is captured, they can be returned to the War 
Council in exhange for a cubit reward. The War Council will 
fight on behalf of its clients, but has no interest in dying for 
them if it isn't necessary.

-

individuals do not join the War Council, mercenary groups 
do. The mercenaries must have an excellent success rate 
with a decent reputation. The group can then apply for 
membership with the War Council. Alternatively, ending 
up on the opposing side of War Council mercenaries, and 
surviving the event, can fast track a group into the faction.

-

The only advancement that is of any concern to members of 
the War Council is the money and prestige earned through 
their successful jobs.

The most prominent groups get a seat on the War Council 
itself and have their choice of the biggest and most lucrative 
jobs at any given moment. There have been occasions when 
major governments have contracted the top War Council 
mercenaries to assist in special operations. These jobs are 
the most coveted of all.
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war council

Spend 1 Surge with a Free Action to increase the Damage 
Potency of your next Unarmed, Dueling, or Marksman attack 
by 1x.

Once per combat round, spend any number of Surge with a 
Free Action to make that many additional Unarmed, Dueling, 
or Marksman attacks in a single action. 

-

VETERAN

The maximum number of Surge you can have in your 
resource pool is increased by 3. You gain 1 Surge whenever 
you get a Critical Hit with one of your Martial attacks.  

SUPERCHARGED

Spend 2 Surge with a Free Action to double the base dam-
age of your weapon for the rest of the combat round. That 
weapon is unusable during the next combat round. This 
effect only works with modern weaponry.

RETALIATION

Whenever one of your allies within Short Range of you takes 
a strike against their Life from an enemy direct attack, you 
fill your Surge resource to maximum.

DEADLY REPUTATION

All enemies are afflicted with Fear for one turn at the start 
of each combat encounter. The Fear effect is refreshed 
whenever you kill an enemy target.

ALPHA STRIKE

Whenever you ambush an enemy, you and any other War 
Council allies begin that combat encounter at Initiative 7. 

Spend 5 Surge between combat rounds to allow you and 
any other War Council allies to start the next combat round 
at Initiative 7.

martial skill

upgrades

-

ARMORY POD

This heavily armored drop pod can be packed with weapons, 
explosives, and other supplies to assist mercenaries on the 
battlefield. It is sealed and only opens for registered mem-
bers of the War Council. These pods cannot be breached 
with conventional weapons, making them extremely secure 
even when dropped into the middle of an active battlefield. 
Mercenary groups are granted these pods freely, but they 
must fill them and deploy them with their own means.

PORTABLE COVER

A Portable Cover device projects a thick force field that 
serves as full or half cover as instructed. The cover can absorb 
any amount of damage for one combat round before need-
ing to be recharged. The device can also be used to restrict 
passage through a narrow area such as a door or hallway. 
Mercenary groups are provided with an unlimited blueprint 
to produce these items, which cost 500c to fabricate.

rewards


