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{ƻ ȅƻǳ ǿŀƴǘ ǘƻ ōŜ ŀ aŜǊŎŜƴŀǊȅΧ 
¸ƻǳΩǾŜ ƘŜŀǊŘ ǘƘŜ ǎǘƻǊƛŜǎΤ aŜǊŎŜƴŀǊƛŜǎ ǘǊŀǾŜƭƛƴƎ ǘƘŜ ƎŀƭŀȄȅ ƛƴ ǎŜŀǊŎƘ ƻŦ ŀŘǾŜƴǘǳǊŜΤ ŎƻǳǊŀƎŜƻǳǎ ƭƛōŜǊŀǘƻǊǎ ǊŜǎŎǳƛƴƎ ǎŜǘǘƭŜǊǎ ŦǊom oppressive 

Barons; powerful warriors raiding Corporate Labs and selling their secrets; crafty scoundrels flying one step ahead of the Galactic Coalition. 

hǊ ƳŀȅōŜ ȅƻǳΩǾŜ ƘŜŀǊŘ ŀ ŘƛŦŦŜǊŜƴǘ ǎŜǘ ƻŦ aŜǊŎŜƴŀǊȅ ǘŀƭŜǎΤ Řƻǿƴ-on-their-luck travelers without a home; opportunistic guns-for-hire who 

take advantage of settlers whom the Galactic Coalition ignores; unscrupulous Corporate saboteurs and thieves; violent sociopaths leaving a 

trail of death and destruction across the galaxy until they are captured or killed. 

Neither extreme tells the whole truth, but neither one is a complete fabrication either. The reality is significantly more complex, and simple 

ǘŀƭŜǎ ŎŀƴΩǘ ǇǊŜǇŀǊŜ ȅƻǳ ŦƻǊ ǘƘŜ ƭƛŦŜ ƻŦ ŀ aŜǊŎŜƴŀǊȅ ƻƴ ǘƘŜ DŀƭŀŎǘƛŎ CǊƻƴǘƛŜǊΦ 

¢ƘŜ ƎŀƭŀȄȅ ƛǎ ŀ ŘŀƴƎŜǊƻǳǎ ǇƭŀŎŜΣ ŀƴŘ ŀ aŜǊŎŜƴŀǊȅΩǎ ƭƛŦŜ ƛǎ ƳƻǊŜ ŘŀƴƎŜǊƻǳǎ ǘƘŀƴ ƳƻǎǘΦ !ƴ ǳƴǇǊŜǇŀǊŜŘ ƻǊ Ƨǳǎǘ Ǉƭŀƛƴ unlucky Mercenary can 

have a tragically short career. So, why do so many people turn to the Mercenary way of life? 

LǘΩǎ ǘǊǳŜ ǘƘŀǘ ǎƻƳŜ ŀǊŜ ǘƘǊƛƭƭ ǎŜŜƪŜǊǎ ŀƴŘ ǿƻǳƭŘ-ōŜ wƻōƛƴ IƻƻŘǎΣ ƭƻƻƪƛƴƎ ǘƻ ƭƛǾŜ ǘƘŜ ŀŘǾŜƴǘǳǊŜǎ ǘƘŜȅΩǾŜ ƻƴƭȅ ǊŜŀŘ ŀōƻǳǘ ƛƴ ōƻƻƪǎ ƻǊ ǎŜŜƴ ƛƴ 

mƻǾƛŜǎΦ LǘΩǎ ŀƭǎƻ ǘǊǳŜ ǘƘŀǘ ǎƻƳŜ ŘŜǎǇƛŎŀōƭŜ ƛƴŘƛǾƛŘǳŀƭǎ ǘŀƪŜ ǳǇ ǘƘŜ Ŏŀƭƭ ƻŦ ǘƘŜ aŜǊŎŜƴŀǊȅ ƭƛŦŜ ǘƻ ƳŀƪŜ ǘƘŜƛǊ ƭƛǾƛƴƎ ŀǘ ǘƘŜ ŜȄǇense of others. 

aŀƴȅ aŜǊŎŜƴŀǊƛŜǎ ŘƻƴΩǘ ŎƘƻƻǎŜ ŀ aŜǊŎŜƴŀǊȅ ƭƛŦŜΤ ƛǘ ŎƘƻƻǎŜǎ ǘƘŜƳΦ Lƴ ǘƘƛǎ ǿƻǊƭŘΣ ǘƘŜǊŜΩǎ ŀ ƭŀǊƎŜ ƎŀǇ ōŜǘǿŜŜƴ ǘƘŜ άƘŀǾŜǎέ ŀƴŘ άƘŀǾŜ-ƴƻǘǎΦέ 

The poor can hope for a better life, heed the call of colonization and move out to the Galactic Frontier where humanity is spread thin and the 

DŀƭŀŎǘƛŎ /ƻŀƭƛǘƛƻƴΩǎ ōŜƴƛƎƴ ƴŜƎƭŜŎǘ ƛǎƴΩǘ ŀƭƭ ǘƘŀǘ ōŜƴƛƎƴΦ 

People who move to the colonies have a hard life, often harder than the life they left behind. They extract the resources of the land, not for 

themselves, but for the behest and profit of powerful Corporations. They are paid low wages, often just enough to buy basic supplies from 

the samŜ /ƻǊǇƻǊŀǘƛƻƴΣ ŀƴŘ ŀ ƭƛǘǘƭŜ ōƛǘ ƻŦ ƭŀƴŘΦ LǘΩǎ ǘƘƛǎ ƭŀƴŘ ǘƘŀǘ ƳƻǘƛǾŀǘŜǎ ǘƘŜ ŎƻƭƻƴƛǎǘǎΦ ¢ƘŜȅ ƘƻǇŜ ǘƘŀǘ ǿƘŜƴ ǘƘŜ CǊƻƴǘƛŜǊ ŜȄǇŀƴŘs, their 

descendants will have valuable property and live better lives. 

LŦ ƻƴŜ ŘƻŜǎƴΩǘ ǿŀƴǘ ǘƻ ƭƛǾŜ ƭƛŦŜ ǎǳōƻǊŘƛƴŀǘŜ ǘƻ ŀ /ƻǊǇƻǊŀǘŜ taskmaster or a Galactic Coalition bureaucrat, becoming a Mercenary is one of the 

ŦŜǿ ŎƘƻƛŎŜǎ ǘƘƛǎ ƎŀƭŀȄȅ ƻŦŦŜǊǎΦ !ǎ ŀ aŜǊŎŜƴŀǊȅΣ ȅƻǳΩƭƭ ǘǊŀǾŜƭ ǘƻ ǘƘŜ ŦŀǊǘƘŜǎǘ ǊŜŀŎƘŜǎ ƻŦ ǘƘŜ ƎŀƭŀȄȅΣ ŦƛƭƭƛƴƎ ŀ ŎǊǳŎƛŀƭ ǾƻƛŘ Ŏreated by a population 

spread too thin for its oǿƴ ƎƻƻŘΦ ¸ƻǳΩƭƭ ƘŀǾŜ ƎƻƻŘ ǘƛƳŜǎ ŀƴŘ ōŀŘΤ ŦƻǊǘǳƴŜ ŀƴŘ ƳƛǎŦƻǊǘǳƴŜΦ ¢ƘŜǊŜ ǿƛƭƭ ōŜ Řŀȅǎ ȅƻǳΩǊŜ ƭŀǳŘŜŘ ŀǎ ŀ ƭƻŎŀƭ ƘŜǊƻΣ 

ōǳǘ ǘƘŜǊŜΩƭƭ ŀƭǎƻ ōŜ ǘƛƳŜǎ ǿƘŜǊŜ ȅƻǳΩƭƭ ōŜ ŎǳǊǎŜŘ ŀǎ ŀ ŎƻƳƳƻƴ ŎǊƛƳƛƴŀƭΦ wŜƎŀǊŘƭŜǎǎ ƻŦ Ƙƻǿ ǇŜƻǇƭŜ ǾƛŜǿ ȅƻǳΣ ȅƻǳΩƭƭ ƘŀǾŜ ǎƻƳŜǘƘing they never 

wƛƭƭΥ ȅƻǳΩƭƭ ōŜ ŦǊŜŜΦ 

See you out in the Black, 

- Jack Carson, 310 LE 
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The Mercenary Lifestyle 
[ŜǘΩǎ ƎŜǘ ƻƴŜ ǘƘƛƴƎ ŎƭŜŀǊΦ LΩƳ ƴƻǘ ŀ ǿǊƛǘŜǊΦ LΩƳ ŀ aŜǊŎŜƴŀǊȅΣ ŀ 

wŀƛŘŜǊ ōȅ ƻŎŎǳǇŀǘƛƻƴΣ ŀƴŘ Ǉƛƭƻǘ ƻŦ ǘƘŜ {ƘŀŘƻǿ IŀǿƪΦ aȅ ƴŀƳŜΩǎ 

Jane, Jane Carson. Everyone from the Shadow Hawk is helping 

write this guide. PŜǊǎƻƴŀƭƭȅΣ LΩŘ ǊŀǘƘŜǊ ōŜ ǇƭŀȅƛƴƎ ŎŀǊŘǎ ǿƛǘƘ ǘƘŜ 

ǊŜǎǘ ƻŦ ǘƘŜ ŎǊŜǿΣ ōǳǘ ƛǘΩǎ Ƴȅ ǘǳǊƴ ǘƻ ǎƛǘ ƛƴ ŦǊƻƴǘ ƻŦ ǘƘŜ ǘŜǊƳƛƴŀƭ ŀƴŘ 

ǘȅǇŜΦ {ƻ ƛŦ LΩǾŜ Ǝƻǘ ǘƻ ōŜ ǎǘǳŎƪ ƘŜǊŜΣ ŀǘ ǘƘŜ ǾŜǊȅ ƭŜŀǎǘΣ LΩƳ ƎƻƛƴƎ ǘƻ 

tell one embarrassing story about my brother Jack. 

Jack and I were born on Thallo, one of the moons of Horae in the 

Apollo System. Neither of us had ever left Thallo when we decided 

ǘƻ ōŜŎƻƳŜ aŜǊŎŜƴŀǊƛŜǎΦ WŀŎƪ ŘŜŎƛŘŜŘ ǘƘŀǘ ǿŜΩŘ ƘŀǾŜ ŀ ōŜǘǘŜǊ 

chance of being accepted onto a starship if he pretended he was 

an experienced Mercenary. So, we gathered some meager 

supplies and headed over to the Mercenary Bar at the local 

Spaceport. 

We get to the Mercenary Bar and immediately Jack starts talking a 

big game. Kept harping on and on about his exploits, trying to 

impress the people who clearly knew better. Fortunately the 

Mercenary Crew thought it was hilarious and pretended to buy 

WŀŎƪΩǎ ŀŎǘΦ ! aŜǊŎŜƴŀǊȅ ƴŀƳŜŘ ¢ƻƳ wȅŘŜǊ ŀǇǇǊƻŀŎƘŜŘ ƳŜ ŀƴŘ 

agreed to give us passage if I was willing to help him play a prank 

on my brother. I agreed immediately. 

Lǘ ǘǳǊƴǎ ƻǳǘ ǘƘŀǘ ƛǘΩǎ ŦŀƛǊƭȅ Ŝŀǎȅ ǘƻ ǊŜŎƻƎƴƛȊŜ ǎƻƳŜƻƴŜΩǎ ŦƛǊǎǘ ǘƛƳŜ ƛƴ 

ǎǇŀŎŜΦ ²Ŝ ŘƛŘƴΩǘ Řƻ WŀŎƪ ŀƴȅ ŦŀǾƻǊǎ ōȅ ǘŜƭƭƛƴƎ ƘƛƳ ǘƘŀǘ ǘƘŜ ǎƻǳƴŘ 

of the Vector Burst Drive activating was the ship being boarded by 

pirates. Tom told Jack that since he had claimed to be such a great 

fighter that he could be the first line of defense, by himself. I 

ǿƻƴΩǘ Ǝƻ ƛƴǘƻ ǘƘŜ ŘŜǘŀƛƭǎ ƻŦ ǘƘŜ ǊŜǎǘ ƻŦ ǘƘŜ ǎǘƻǊȅΣ ōǳǘ ǎǳŦŦƛŎŜ ǘƻ ǎŀȅΣ 

ƛǘ ǘǳǊƴŜŘ ƻǳǘ ŜȄŀŎǘƭȅ Ƙƻǿ ȅƻǳΩŘ ŜȄǇŜŎǘΦ 

After that little initiation, Jack and I gradually got the hang of the 

Mercenary business. We moved between several Mercenary 

Crews until we finally earned enough to purchase our own 

ǎǘŀǊǎƘƛǇΦ LŦ L ǳƴŘŜǊǎǘŀƴŘ ǘƘŜ ǇǳǊǇƻǎŜ ƻŦ ǘƘƛǎ DǳƛŘŜ ŎƻǊǊŜŎǘƭȅΣ ƛǘΩǎ 

ǎǳǇǇƻǎŜŘ ǘƻ ǎƘƻǿ ȅƻǳ ǘƘŜ ƎŀƭŀȄȅ ŦǊƻƳ ŀ aŜǊŎŜƴŀǊȅΩǎ ǇŜǊǎǇŜctive. 

{ƻ LΩƭƭ ǿǊƛǘŜ ŀōƻǳǘ ǘƘǊŜŜ ƛƳǇƻǊǘŀƴǘ ǘƘƛƴƎǎ ǘƘŀǘ ŜǾŜǊȅ aŜǊŎŜƴŀǊȅ 

should know about: Mercenary missions, Mercenary bars and 

space travel. 

Mercenary Missions 

Even though Mercenaries often perform illegal activities, they are 

legally recognized by the Coalition Government. The powerful 

families and corporations that control the Coalition Government 

often employ Mercenaries and therefore understand the niche 

that Mercenaries fill in the galaxy. There are four general 

categories of jobs that Mercenaries perform. The failure of any 

mission results in loss of pay and the Mercenaries gaining less 

status. Generally, Mercenaries that are caught are not imprisoned 

or killed unless they are performing the most illegal of jobs or do 

something to make it personal. 

Legal 
These jobs usually entail preventing some sort of illegal activity in 

place of the Galactic Coalition. This may be because the group 

does not want to involve the Galactic Coalition or is not capable of 

lobbying for Coalition support. Guard duty is a common example 

of this type of job. Since these jobs are legal failure generally only 

results in a loss of payment. 

Smuggling 
These types of jobs are illegal; however, they generally do not 

harm any particular group. As such, the Coalition tends to go easy 

on Mercenaries caught smuggling or breaking other similar laws. 

The consequence of being caught is usually a simple fine and 

confiscation of cargo. 

Sabotage 
{ŀōƻǘŀƎŜ ƛƴŎƭǳŘŜǎ ŘŀƳŀƎƛƴƎ ŀ ƎǊƻǳǇΩǎ ǇǊƻǇŜǊǘȅ ƻǊ ƪƛƭƭƛƴƎ ƛǘǎ 

personnel. A sabotage mission is usually commissioned by a rival 

group. Groups attacked by Mercenaries can usually manage a 

good guess as to who hired the Mercenaries. Rather than taking 

revenge on the Mercenaries, it is more common for a group to 

simply commission a counter-strike against their competitors. It is 

generally preferred that Mercenaries perform tactical sabotage 

strikes, since particularly brutal or damaging acts of sabotage 

encourage similar retaliation. Mercenary testimony is 

inadmissible in Coalition Courts. This allows powerful groups to 

commission strikes against their rivals, enemies or competitors 

without getting their own hands dirty. Mercenaries caught on a 

sabotage mission are usually tortured for information and then 

released. 

Assassination 
Assassination is completely illegal. Killing personnel, scientists, 

security guards, and other low level employees is not considered 

assassination. The term only applies to killing someone very 

wealthy or influential such as a Coalition Assemblyman, high 
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ranking member of the Coalition Military, the CEO of a Company 

or the family of anyone powerful enough to get the killing labeled 

ŀƴ ŀǎǎŀǎǎƛƴŀǘƛƻƴΦ LǘΩǎ ƴƻǘ ŦŀƛǊΣ ōǳǘ ǘƘŀǘΩǎ ƭƛŦŜΦ aŜǊŎŜƴŀǊƛŜǎ ǘƘŀǘ 

perform assassinations are usually hounded until they are 

captured or killed. Most Mercenaries avoid this line of work. 

Mercenary Bars 

aŜǊŎŜƴŀǊȅ .ŀǊǎ ŀǊŜƴΩǘ άƻŦŦƛŎƛŀƭέ ōǳƛƭŘƛƴƎǎΦ ¢ƘŜǊŜ ǿƻƴΩǘ ōŜ ŀ ōƛƎ 

ŦƭŀǎƘƛƴƎ ǎƛƎƴ ǘƘŀǘ ǎŀȅǎΥ άaŜǊŎŜƴŀǊƛŜǎ ƛƴ IŜǊŜΦέ aŜǊŎŜƴŀǊȅ .ŀǊǎ ŀǊŜ 

just regular bars that Mercenaries are known to frequent. People 

looking to deal with Mercenaries congregate to these locations. 

LǘΩǎ ƛƳǇƻǊǘŀƴǘ ǘƘŀǘ ǿƘŜƴŜǾŜǊ ȅƻǳ ǘƻǳŎƘ Řƻǿƴ ƛƴ ŀƴ ŀǊŜŀ ǘƻ ƘŜŀŘ 

for the nearest Mercenary Bar and meet the locals. 

Mercenary Bars exist on almost every colony and space station, 

even in the Galactic Core. Mercenaries frequent these locations 

for more than just food and drink. Mercenary Bars are a place to 

meet contacts for jobs, find other Mercenaries to form a crew, 

perform procedures, trade supplies and information. 

Oh, and make sure to bring plenty of credits. The most common 

form of currency in the galaxy is electronic credits. Unfortunately, 

the transfer of Coalition Credits requires a money transfer 

machine and is documented. Mercenaries often find it desirable 

ǘƻ ōŜ ǇŀƛŘ ƛƴ ǎƻƭƛŘ ŎǳǊǊŜƴŎȅ ŎŀƭƭŜŘ ά.ƭŀƴƪǎέ ŦƻǊ ōƭŀƴƪ ŎǊŜŘƛǘǎΣ ǿƘƛŎƘ 

are credit slips without payee or payer information attached. 

Inside the Prime System it is difficult to use blanks outside of 

Mercenary Bars, but they are fairly common on the Frontier. The 

majority of people in a Mercenary Bar will only deal in blank 

credits. 

People 
There are all sorts of people that frequent Mercenary Bars. 

Bartenders: Bartenders make it a point to know everyone that 

comes in and out of the Mercenary Bar. Many are retired 

Mercenaries themselves. Bartenders can be enormously helpful in 

ǇƻƛƴǘƛƴƎ ƻǳǘ ǿƘƻΩǎ ǿƘƻΦ 

Mission Contacts: Often Mercenary Bars are used as places to 

meet contacts for missions. Sometimes contacts will arrange 

ahead of time to meet Mercenary Crews in at a specific 

Mercenary Bar. Other times contacts will simply head to the 

nearest Mercenary Bar and look for a crew to hire. 

Information Brokers: Hackers, who often prefer to be called 

άƛƴŦƻǊƳŀǘƛƻƴ ōǊƻƪŜǊǎΣέ ƻŦǘŜƴ ǎǇŜƴŘ ǘƛƳŜ ŀǘ aŜǊŎŜƴŀǊȅ .ŀǊǎΣ 

waiting for Mercenaries to arrive that require specialized 

information. There is almost always an access terminal in the 

Mercenary Bar, and many Mercenary Crews have individuals 

capable of hacking computers. Even so, the local hackers can be 

very useful since their familiarity with the local networks enable 

them to obtain better information in less time. 

Black Market Traders: Locals with ties to the black market 

frequent Mercenary Bars quite often. They will be more than 

willing to buy, sell and trade equipment. 

Other Mercenaries: Space is a big place and sometimes we forget 

that there are other starships out there, full of Mercenaries just 

like yourselves. At times, you might find yourself at odds with rival 

Mercenary Crews that are after the same job. It pays to be polite. 

You never know when you might need to work together. 

Additionally, there are far too many procedures for any one crew 

to have access to them all. Trading procedure services can be a 

good way to foster good will between Mercenary Crews. 

Local Tough Guys: Most locals will avoid the Mercenary Bar 

unless they have specific business to take care of with 

Mercenaries. However, sometimes some rougher elements will go 

to the Mercenary Bar to relax. In the areas with heavier 

technology, one can expect to find cyberpunk gangs. In the less 

high-tech frontier, one can find groups of local ruffians. These 

ƭƻŎŀƭǎ Ŏŀƴ ōŜ ŦŀƛǊƭȅ Ŧǳƴ ƛŦ ȅƻǳΩǊŜ ƭƻƻƪƛƴƎ ǘƻ ƳŀƪŜ ŀ ŦŜǿ ǿŀƎŜǊǎ ƻǊ 

learn how to move about the area undetected. Just try to avoid 

getting into a bar fight, as the bartenders tend to frown on that 

sort of thing. 

Technology 
While each Mercenary Bar is unique and may have its own 

equipment, here is a list of technological items that are commonly 

found in most Mercenary Bars. 

Access Terminal: Access terminals are excellent sources of 

information. Mercenaries can use the access terminal to find out 

relevant information about areas that they are knowledgeable in. 

Vending Machine: Vending machines carry common Mercenary 

Supplies, such as energy cells and crystals.  

Energy Conduit: An energy conduit is hooked into the local power 

supply. It enables Mercenaries to regain their internal energies.  

Medical Machinery: Mercenary Bars often contain automated 

medical machinery. The most common configurations include the 

procedures restoration, return, dispelling, summon laborer and 

spiritquest. These services cost varying amounts of credits 

depending on the location. 
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Secret Rooms 
Many Mercenary Bars contain secret rooms that are nearly 

impossible to locate without being shown their location. 

Safe Houses: Some Mercenary Bars have hidden living quarters 

attached to them, where Mercenaries that need to hide can 

remain until the people searching for them leave. 

Escape Passages: Many Mercenary Bars have hidden escape 

passages built in. If Mercenaries are ever cornered in a Mercenary 

Bar, the Bartender might be able to point out a hidden passage 

that they can use to escape. 
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People of Neo-Eden 
!ǎ ŀ .ƻǳƴǘȅ IǳƴǘŜǊΣ LΩǾŜ ƘŀŘ ǘƻ ǘǊŀŎƪ Řƻǿƴ ǇŜƻǇƭŜ ŀƭƭ ŀŎǊƻǎǎ ǘƘŜ 

ƎŀƭŀȄȅΦ ²ƘŜƴ ȅƻǳΩǊŜ ŎƻƴŦƛƴŜŘ ǘƻ Ƨǳǎǘ ƻƴŜ ǇŀǊǘ ƻŦ ǘƘŜ ƎŀƭŀȄȅΣ ȅƻǳ 

ŘƻƴΩǘ ǊŜŀƭƛȊŜ just how different the people of the galaxy are. 

Traveling from the Prime System to the frontier is almost like 

entering another world. While Mercenaries stick out like a sore 

thumb wherever they travel, it pays to at least make an effort to 

understand the locals. 

- Talon 

Frontier Society 
The Barons own most of the frontier lands. When a planet is 

terraformed, a family will pay the expenses for initial colonization. 

As a reward they receive ownership over the planet. The Barons 

then sell small pieces of the land, after it is properly prospected, 

to settlers to initiate the colony. Barons rarely sell more than 10% 

ƻŦ ǘƘŜ ǇƭŀƴŜǘΩǎ ƭŀƴŘ ƛƴ ǘƘƛǎ ƳŀƴƴŜǊΦ hƴŎŜ ŎƻƭƻƴƛȊŜŘ ǘƘŜ ǇƭŀƴŜǘ 

receives a seat on the Galactic Assembly. 

Wealthy families, looking to become more influential, will send 

one family member to be the Baron of the planet and another 

family member to take the seat on the Galactic Assembly. In this 

manner, the Assemblyman for the frontier planets have often 

never set foot on the planet or moon that they represent. 

All in all, the Colonists get the worse side of the deal. The 

Colonists are hardworking folk that have moved to the frontier for 

the promise of owning land. They do all the work and make the 

least money of anyone in the galaxy. Most are motivated by the 

knowledge that in a few generations, when the frontier expands, 

their descendants will own a valuable, if small, piece of land. 

The frontier has less technology than the rest of the galaxy. As 

such, it makes for easy pickings for a certain breed of lowlifes. 

Generally, the colonists are protected by local Sheriffs. However, 

these folks are mostly a deterrent and are incapable of fending off 

any threats larger than local ruffians. 

CǊƻƴǘƛŜǊǎƳŜƴ ŀǊŜ Ŝŀǎȅ ǘƻ ƛŘŜƴǘƛŦȅ ōȅ ǘƘŜƛǊ ǿƻǊƪƳŀƴΩǎ ŎƭƻǘƘƛƴƎ 

consisting of tough materials, such as canvas or leather, which can 

withstand their work. Most clothing is colored with dull earth-

tones to make dirt less noticeable. Hats with large brims are not 

uncommon to protect workers from the sun. On worlds with loose 

dirt, bandanas are not uncommon, as they can be pulled up over 

the mouth and nose to avoid breathing in dust during a storm. 

Miners also use similar garb. Barons tend to flaunt their wealth 

and wear more expensive, less practical garments. 

Modern Society 
Outside of the frontier, the rest of the galaxy live prosperous lives 

permeated with technological comforts. The majority of citizens 

are working class people. Many are educated and work high end 

jobs. Others work service jobs. The upper echelon is extremely 

wealthy. They control the government and the most influential 

corporations. They are also appointed to the highest military 

ranks. The dissenting youth of society are often called 

Cyberpunks, because they mutilate their bodies with unsightly 

machinery. Recently, hover bikes have also become popular and 

Cyberpunks can often be found engaging in death defying races. 

Lawless Society 
The authority of the Coalition Government does not extend to all 

parts of the galaxy. Specifically, the Galactic Core is completely 

unpatrolled by the Coalition. In this power vacuum, there is only 

one rule: the strong survive. In this dangerous society, where 

people band together into gangs to survive, it is often best to 

avoid notice. The Galactic Core has no sun, so people often wear 

dark, unassuming clothes so they can easily hide. Many criminals 

flee to the Galactic Core as it is difficult to find people there. As 

Mercenaries, one might be sent after them. Additionally, 

Mercenaries might find the Galactic Core to be a good safe 

heaven if they are being hunted. 

Nomad Society 
The Nomads are a group of wanders. They do not live in any one 

place. Instead, they live on starships and fly across the galaxy in 

fleets. Each starship has a captain who is the authority on that 

vehicle. Nomad fleets have larger flagships called Rocs, which are 

capable of opening Jump Columns for the entire fleet to travel 

through. The captain of the flagship is the leader of the fleet. 

Mercenaries can sometimes catch rides with Nomad fleets. 

Nomads are well known traders and will often barter for goods 

and services. They wear flight suits, often grease stained from 

working on their starships. 
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Energy 
Energy is a finite resource throughout the galaxy. Without it, 

Mercenaries cannot use many of their skills. 

Mana 
Mystics were the first to realize that internal energy stored within 

an individual, called mana, could be used to activate powers. 

hƴŎŜ ƛǘΩǎ ǳǎŜŘ ǳǇ ǘƘŜ aŜǊŎŜƴŀǊȅ Ŏŀƴ ƴƻ ƭƻƴƎŜǊ ŀŎǘƛǾŀǘŜ ǇƻǿŜǊǎΦ 

Mana can be recharged at an energy conduit. Energy conduits are 

commonly found in Mercenary Bars, attached to power cores of 

ships, in military barracks, hotels, and so forth. 

Mana can also be charged in remote locations that have powerful 

energies associated with them. These places are called nodes, and 

they are can be thought of as naturally forming energy conduits. 

Mana is regained by tech based mercenaries by plugging directly 

into the conduit or node. Mystics can draw energy out of the 

conduit or node. 

Materials 

Materials contain stored energy that is used to power skills. There 

are two common sources of energy cells and crystals. Cells are 

used to energize equipment, perform procedures and just about 

everything else that requires energy.  Crystals are used by Mystics 

to energize their rituals and other Mystic skills requiring energy. 

Cells and crystals come in quality ratings quality 1, quality 2, 

quality 3, quality 4 and quality 5.  The first two quality ratings are 

manufactured in vast quantities and are easily found throughout 

the galaxy. Quality 3 rated cells and crystals are less common, as 

they are more difficult to make. The quality 4 and quality 5 are 

progressively more difficult to make and they availability is very 

rare. 

Cells and crystals cannot be recharged.  A cell can be substituted 

for a crystal and vice-versa, but rigging the device to operate or 

using the wrong power source in a skill requires one extra minute 

of time. This allows crystals to be used for procedures and cells to 

be used for rituals when the extra time is taken. 

Paying for Energy Conduits 
Generally speaking, using energy conduits to recharge mana is not 

free. However, Mercenaries that are on missions are typically 

given unlimited access to a local energy conduit as part of their 

contract. 

Energy Equipment 
Many items and equipment are charged with energy. When the 

energy stored within is used up, the energy equipment will no 

longer function until it is recharged. Energy equipment will note 

whether they require a quality 1 energy cell, quality 2 energy cell 

or quality 3 energy cell to be recharged.  

Energy equipment can be charged in five seconds by a quality 1, 

quality 2 or quality 3 energy cell, respectively. Recharging an item 

from an energy cell uses up the energy in that energy cell. Energy 

equipment can also be recharged at an energy conduit or node in 

one minute per the level of energy quality required. Finally, 

energy equipment can also be recharged with mana through the 

mete mana power. 

Vending Machines 
Mercenary Bars maintain a vending machine where quality 1 to 

quality 3 crystals and cells can be purchased. Quality 4 and higher 

substances are not widely available. They cannot be purchased 

and must be found. 



14 Mercenaries of the Galactic Frontier. For use with Mystic Realms® Core Rules. 

 

Becoming a Mercenary 
.ŜŎƻƳƛƴƎ ŀ ƳŜǊŎŜƴŀǊȅ ƛǎ ǎƛƳǇƭŜΦ 5ƻƴΩǘ ōŜ ƛƴǘƛƳƛŘŀǘŜŘ ōȅ ǘƘŜ 

hundreds of skills available. Iƴ ǘƘŜ ōŜƎƛƴƴƛƴƎΣ ƛǘΩǎ ǊŜŀƭ ǎƛƳǇƭŜ ŀƴŘ 

ȅƻǳ ŘƻƴΩǘ ƴŜŜŘ ǘƻ ǿƻǊǊȅ ŀōƻǳǘ ŀƭƭ ǘƘŜ ŘƛŦŦŜǊŜƴǘ ŀŘǾŀƴŎŜŘ ŎƘƻƛŎŜǎΦ 

!ŦǘŜǊ ȅƻǳΩǾŜ ōŜŜƴ ŀ ƳŜǊŎŜƴŀǊȅ ŦƻǊ ŀ ǿƘƛƭŜΣ ȅƻǳ ǿƛƭƭ ŀǇǇǊŜŎƛŀǘŜ ŀƭƭ 

ǘƘŜ ŎƘƻƛŎŜǎ ŀƴŘ ŎǳǎǘƻƳƛȊŀǘƛƻƴ ǇƻǎǎƛōƭŜ ƛƴ ǘƘŜǎŜ ƳŜǊŎŜƴŀǊȅΩǎ ǎƪƛƭƭ 

sets, but for now depth can be a little overwhelming. Hang on and 

ǿŜΩƭƭ ǎƛƳǇƭƛŦȅ ǘƘŜ ǇǊƻŎŜǎǎ ƛƴǘƻ ŀ ŦŜǿ ǎǘŜǇǎΦ 

(1) Race and Life Style:  ¸ƻǳΩǊŜ ǎǘǳŎƪ ǿƛǘƘ ȅƻǳǊ ǊŀŎŜ - ȅƻǳΩƭƭ ŜƛǘƘŜǊ 

be a human, cyber human, android, or genE. Yeah, there are 

different types of androids and gen9ǎΣ ōǳǘ ȅƻǳΩƭƭ ƪƴƻǿ ǿƘƛŎƘ ƻƴŜ 

ȅƻǳ ŀǊŜΣ ǎƻ Ƨǳǎǘ ǇƛŎƪ ȅƻǳǊǎŜƭŦΦ ¸ƻǳΩƭƭ ƴŜŜŘ ǘƻ ŘŜŎƛŘŜ Ƙƻǿ ƳǳŎƘ 

body and mana you will have. Next, pick your lifestyle which is 

how you were raised and what you believe in. 

(2) Racial Skills: Next, decide whether you want to take any of the 

unique skills available to your race, whatever that may be.  These 

are things you can learn to do based on what you are, rather than 

ǿƘŀǘ ȅƻǳΩǾŜ ǘǊŀƛƴŜŘ ǘƻ ŘƻΦ  ¸ƻǳ ŘƻƴΩǘ ƘŀǾŜ ǘƻ ǘŀƪŜ ŀƴȅ ƻŦ ǘƘŜǎŜ 

ǎƪƛƭƭǎ ƛŦ ȅƻǳ ŘƻƴΩǘ ǿŀƴǘ ǘƻΦ 

(3) Occupation: ¸ƻǳǊ ƻŎŎǳǇŀǘƛƻƴ ƛǎ ǎƛƳǇƭȅ Ƙƻǿ ȅƻǳΩǊŜ ƎƻƛƴƎ ǘƻ 

make your living. You have three main types ς Martial, Mystic or 

Tech ς ōǳǘ ǘƘŜȅΩǾŜ ŀƭƭ Ǝƻǘ ŎƘƻƛŎŜǎ ǳƴŘŜǊƴŜŀǘƘΦ Wǳǎǘ ǇƛŎƪ ƻƴŜ ǘƘŀǘ 

you like and learn all the basic skills for that occupation. Don't 

worry about expert occupations right now, because you can't get 

an expert occupation until you've learned certain skills. 

(4) Common Skills: Next, look at the Common Skills list and see if 

ǘƘŜǊŜ ŀǊŜ ŀƴȅ ǎƪƛƭƭǎ ȅƻǳ ǿŀƴǘ ǘƻ ƭŜŀǊƴΦ ¸ƻǳ ŘƻƴΩǘ ƘŀǾŜ ǘƻ ƭŜŀǊƴ ŀƴȅ 

skills from ǘƘƛǎ ƭƛǎǘΣ ōǳǘ ȅƻǳ Ŏŀƴ ƛŦ ȅƻǳ ƭƛƪŜΦ  ¸ƻǳΩƭƭ ŀƭƳƻǎǘ ŎŜǊǘŀƛƴƭȅ 

need to pick up a few skills from this list to fill out the Basic Skills 

of your chosen Occupation. 

(5) Expert Discipline Skills:  After learning the Basic Skills of your 

Occupation, use your remaining status to learn skills from the 

Expert Disciplines allowed through your chosen Occupation. 

Status 
As Mercenaries advance their career, they accumulate status by 

ŎƻƳǇƭŜǘƛƴƎ aŜǊŎŜƴŀǊȅ ƧƻōǎΦ ! ǇŜǊǎƻƴΩǎ Ǌŀƴƪ ƛǎ ŘŜǘŜǊƳƛƴŜŘ ōȅ ǘƘŜ 

amount of status they have spent. The base chance of a person to 

successfully survive the cloning process or Mystic spiritquest is 

determined by their status rank. 

Status Spent Status Rank Base 

SQ % 

Mercenary Title 

<5000 Unranked 0% Unknown Mercenary 

5000-5999 Rank I 90% Known Mercenary 

6000-7999 Rank II 80% Reputable Mercenary 

8000-11999 Rank III 70% Famous Mercenary 

12000-19999 Rank IV 60% Renowned Mercenary 

20000+ Rank V 50% Legendary Mercenary 
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Races 
There are four races in the galaxy: humans, cyber humans, androids and genEs. All four groups are classified as living beings and have spirits. 

Humans 

The human race migrated to the Neo-Eden Galaxy from Lost 

Earth. For the last hundred and fifty years, humans have 

terraformed and colonized dozens of planets and moons 

throughout the galaxy. Humans are by far the most populace race 

in the galaxy. Humans have the most opportunity to succeed 

within society. As a result, humans do not have the same 

majorities among Mercenaries as they do the overall population. 

A crew of Mercenaries is equally likely to contain all humans as it 

is to contain no humans at all.  

Classifications 

Greater being, alive 

Genetics 

Body: 8 
Mana: 16 

Abilities 

body increase I ς 100, body increase II ς 100, body increase III ς 
100, intelligence I-III ς 000, mana increase I ς 100, mana increase 
II ς 100, mana increase III ς 100, mana increase IV ς 100, mana 
increase V ς 100, manipulate I-II ς 000, move I-III ς 000, 
respiration (atmosphere) ς 000, strength I ς 000 

Human Lifestyles 

Frontier Colony, Agricultural 
You were from a colony town on the galactic frontier. Your colony 

had an abundance of fertile lands and most colonists harvested 

organic resources. 

Frontier Colony, Drilling 
You hail from a colony town on the galactic frontier. Your colony 

was placed near a large fuel supply and most colonists made their 

living drilling for energy resources. 

Frontier Colony, Mining 
You come from a colony town on the galactic frontier. Your colony 

rests near valuable ore deposits and most colonists made their 

living mining inorganic resources. 

Military 
You used to serve in the Coalition Military. What led you to leave 

and seek the life of a Mercenary? 

Space Nomad 
Your people travel space in fleets of ships, rarely setting foot on 

solid ground. 
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Cyber Humans 

Cyber humans have been modified by the implantation of 

cybernetic circuitry throughout their body. Cybernetic circuitry 

allows people to learn additional abilities through cyber 

modifications.  A cyber surgeon with the meta-morph (cyber) 

knowledge may implant cybernetic circuitry into willing humans 

(but not androids or genEs) through an operation. 

Genetics 
Body: 8 
Mana: 16 

Cyber Ability Implants 
absorption ς 600, body combat (chop) ς 200, body combat (crush) 

ς 200, body combat (cut) ς 200, body combat (reach) ς 600, 

dangersense ς 400, intelligence I-III ς 000, manipulate I-II ς 000, 

move I-III ς 000, nullification ς 200, projectiles (generic) ς 500, 

regeneration I ς 200, regeneration II ς 400, regeneration III ς 400, 

respiration (atmosphere) ς 000, respiration (liquid) ς 200, 

respiration (mush) ς 200, respiration (vacuum) ς 100, stealth ς 

200, strength I ς 000, strength II ς 400, strength III ς 200 

Cyber Human Lifestyles 

CyberCorp 
You grew up working for a corporation and they paid for all your 

upgrades. You were a drone, working out of a little cubical until 

you broke free and round the mercenary life. 

Cyberpunk 
You grew up in a technologically advanced city or space station 

where you immersed yourself in the cyberpunk counterculture, 

filling your body with mechanical plates and piercings. Most of 

your cyber mods are second rate, but they work and that's all that 

matters. 

Cybersoldier 
The Galactic Coalition military paid for your cybermeds.  Are you a 

deserter, did you buy yourself out of your contract, or are you on 

a special mission? 
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Androids 

Androids are a recent advance in robotic technology and one that 

is not fully understood. By their physical appearance, androids are 

indistinguishable from humans. However, beneath their artificial 

skin, tissue and internal organs hides an inorganic neural network, 

instead of a brain and nervous system. Like the human brain, 

androids are capable of learning from their experiences. While 

ǎƻƳŜ ŀƴŘǊƻƛŘǎ ƘŀǾŜ ǿƘŀǘ ƛǎ ōŜǎǘ ŘŜǎŎǊƛōŜŘ ŀǎ ŀ ΨƳŜŎƘŀƴƛŎŀƭΩ 

personality, others develop full personalities and are perfectly 

capable of passing for human. 

Androids were initially designed to perform menial labor tasks for 

humans. The need for robots that could understand and interpret 

increasingly complex instructions led to the invention of the 

inorganic neural network. While some androids are created in 

laboratories, most are manufactured in factories and sold to 

ŎƻƴǎǳƳŜǊǎΦ !ǎ ŀƴ ŀƴŘǊƻƛŘΩǎ ƛƴƻǊƎŀƴƛŎ ƴŜǳǊŀƭ ƴŜǘǿƻǊƪ ƎǊƻǿǎ ŀǎ ƛǘ 

takes in new experiences and a low percentage develop sentience 

and free will. 

Sentient androids are such a new phenomenon that laws have not 

yet been created to account for their existence. There is ongoing 

debate as to whether sentient androids are the property of their 

owner or should be given rights similar to the genEs. 

Classifications 

Greater being, machine, alive 

Genetics 

Body: 8 
Mana: 16 

Abilities 
intelligence I-III ς 000, manipulate I-II ς 000, move I-III ς 000, 

regeneration I ς 200, regeneration II ς 400, regeneration III ς 400, 

respiration (vacuum) ς 200, respiration (atmosphere) ς 000, 

strength I ς 000 

Labor Model 
Labor model androids have increased physical attributes. They are 

traditionally used for work, but are becoming more common in 

combat capacities. 

Abilities: body combat (chop) ς 200, body combat (crush) ς 200, 
body combat (cut) ς 200, body combat (reach) ς 600, hide I ς 300, 
hide II ς 300, hide III ς 300, rage ς 500, robust ς 500, strength II ς 
400, strength III ς 200, strength IV ς 200 

Endurance Model 
Endurance model androids have increased energy capacity and 

are capable of high speeds and fast movements. 

Abilities: absorption ς 600, hindered mover I ς 200, hindered 
mover II ς 100, hindered mover III ς 100, invulnerable (electric) ς 
300,  invulnerable form (aural organs) ς 400, mana increase I ς 
100, mana increase II ς 100, mana increase III ς 100, meloriate 
(electric) ς 500, nonadhesive ς 300, pliant ς 500, projectiles 
(electric) ς 300, respiration (vacuum) ς 100, speed I ς 200 

Android Lifestyles 

Empathist 
You recall a time before your neural network evolved the 

mechanisms necessary to invoke emotions. Now, you want 

interact with humans to further increase your emotional capacity. 

Human Observer 
You view humans with interest, perhaps believing that by 

understanding them you can unlock the secrets of your own 

sentience. 

Logical Operator 
Your decision making process has more in common with a 

computer than a human brain. Perhaps you are still evolving your 

thought process, or maybe you have concluded that logical 

operation reach superior conclusions. 

Robot Supremacist 
You view humans with contempt and consider them to be inferior 

life forms compared to the supreme perfection of robot kind. 
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GenEs 

GenEs, short for Gen(eration) E(ngineered), are genetically 

engineered humans designed for the Coalition Military. Genetic 

scientists modify human embryos in a laboratory and grow the 

genE in an immersion tube where he or she undergoes 

accelerated physical growth.  During this period of growth, 

hypnosis programs educate the genE. Once genEs are fully grown, 

they are removed from the growth tubes. GenEs join a platoon 

and undergo three months of basic training with other genEs 

before engaging in active duty in the Coalition Military. 

In previous decades, genEs were modified with a subservience 

gene to ensure their loyalty until a mutation of the gene rippled 

through much of the genE population, leading to an uprising. 

Since that time, the subservience gene is no longer utilized. GenEs 

are considered indentured servants to the military and must pay 

off the cost of their creation if they wish to leave. Many in the 

galaxy still distrust genEs because some genE units committed 

horrific acts against civilians during the uprising.  Therefore, genEs 

have their foreheads tattooed when they leave the military. 

Enough time has passed that there are now some second 

generation genEs in the galaxy. When a female genE has a child, 

that child inherits the genetic engineered genes. Male genEs can 

ƘŀǾŜ ŎƘƛƭŘǊŜƴΣ ƘƻǿŜǾŜǊ ǘƘƻǎŜ ŎƘƛƭŘǊŜƴ Řƻ ƴƻǘ ƛƴƘŜǊƛǘ ǘƘŜƛǊ ŦŀǘƘŜǊΩǎ 

genetically enhanced genes. The law also requires that the 

children of female genEs have their foreheads tattooed. 

Some genEs have escaped having their foreheads tattooed. The 

most common way for this to occur is if a genE deserts the 

military. Some genE mothers also hide their children to prevent 

them from being tattooed. 

Creation 

First-generation genEs are grown in a lab. Scientists artificially 

inseminate donated eggs in a growth chamber. As the baby fetus 

grows, scientists carefully regulate its exposure to Genesis Cells. 

The Genesis Cells cause the human being to grow to maturity in 

the course of months instead of years. Additionally, the human 

inside the growth tube is instilled with genetic upgrades designed 

to give them a military advantage. After the first month of growth, 

electrodes are attached the genE. Electric impulses are sent 

ǘƘǊƻǳƎƘ ǘƘŜ ƎŜƴ9Ωǎ ōƻŘȅΣ ǎǘƛƳǳƭŀǘƛƴƎ ǘƘŜ ƳƛƴŘΦ {ǇŜŎƛŦƛŎ ŜŘǳŎŀǘƛƻƴ 

and training programs are run enabling the genEs mind to mature 

as the body grows. After nine months in the growth chamber, the 

genE wakes up, fully formed, and is released from the growth 

chamber. 

Training 

After awakening inside the growth chamber, the genE joins a 

platoon and goes through three months of basic training with 

other genEs. Following basic training, many genEs are selected to 

join special teams that require additional training. Alternatively, 

some are simply sent to join platoons with regular soldiers. Most 

genEs are given a standard genetic upgrade package that gives 

extra strength and endurance, while enabling them to perform 

combat feats beyond those of ordinary humans. Others are given 

different genetic upgrades specialized for espionage, surveillance, 

interrogation or countering energy manipulators. 

Life in the Military 

GenEs are treated well in the military. We receive fair pay, are 

able to obtain officer ranks and gain all the respect and authority 

that comes with rank. So why did I leave? It was a matter of 

ŎƘƻƛŎŜΦ L ŘƛŘƴΩǘ ǿŀƴǘ ǘƻ ǎǇŜƴŘ ǘƘŜ ǊŜǎǘ ƻŦ Ƴȅ ƭƛŦŜ ǘŀƪƛƴƎ ƻǊŘŜǊǎ ŀƴŘ 

serving the Galactic Coalition. I wanted to be my own woman, 

explore the galaxy and figure out my place in it. 

The GenE War & Leaving the Military 

DŜƴ9ǎ ŘƛŘƴΩǘ ŀƭǿŀȅǎ ƘŀǾŜ ŦǊŜŜ ǿƛƭƭΦ ¦ƴǘƛƭ нур [9Σ ŀ ǎǳōǎŜǊǾƛŜƴŎŜ 

gene was added to the genE population. In 285 LE, a genetic 

disease rippled through the military, breaking the Galactic 

/ƻŀƭƛǘƛƻƴΩǎ ŎƻƴǘǊƻƭ ƻǾŜǊ ǘƘŜ ƎŜƴ9 ŦƻǊŎŜǎΦ CƛƎƘǘƛƴƎ ƻŎŎǳǊǊŜŘ ŦƻǊ ǘƘŜ 

next five years until the rogue genEs were subdued. The 

ƎƻǾŜǊƴƳŜƴǘΩǎ ǊŜǎǇƻƴǎŜ ǘƻ ǘƘŜ ǿŀǊ ǿŀǎ ǘƻ ǎǘƻǇ ǳǎƛƴƎ ǘƘŜ 

subservience gene and instead to pay genEs. GenEs have no 

choice but to begin life in the military. We are considered 

indentured servants. If we want to leave the military we must pay 

back the cost it took to create us. This usually requires several 

years of saving, but can be shortened if the genE starts saving 

early and lives spartanly. 

Life in the Galaxy 

Many people in the galaxy remember the war and do not trust 

genEs. It is impossible for a genE to hide amongst normal humans. 

Upon paying their way out of the military, genEs are branded with 

a tattoo on their foreheads. The genE is allowed to choose the 

form of his tattoo, but the color is determined by their genetic 

ǳǇƎǊŀŘŜΦ tŜƻǇƭŜΩǎ ǊŜŀŎǘƛƻƴǎ ǘƻ ƎŜƴ9ǎ ŘƛŦŦŜǊ ŀŎǊƻǎǎ ǘƘŜ ƎŀƭŀȄȅΦ Lƴ 

some areas that were not greatly impacted by the GenE War, 

people may simply distrust genEs. In locations with people that 

were directly involved in the GenE War, it is possible to encounter 

outright hostility and even violence. As such, most genEs choose 
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to travel the galaxy rather than remain in any one spot for very 

long. 

Fugitives 

Some genEs escape from the military instead of buying their 

freedom. Some simply are not patient enough to buy their 

freedom, while others want to avoid the stigma of the tattoo. 

Either way, fugitive genEs are hunted by the Coalition Military. 

They must be very careful to avoid drawing attention to 

themselves, as military personnel will kill them on sight for 

desertion. 

Classification 

Greater being, alive 

Genetics 

Body: 8 
Mana: 16 

Abilities 
body increase I ς 100, intelligence I-III ς 000, mana increase I ς 
100, manipulate I-II ς 000, move I-III ς 000, respiration 
(atmosphere) ς 000, strength I ς 000 

Fade 
Tattoo Color: Black 

Spies and assassins of the military, the Fades genetic 

enhancements enable them to secretly board ships and carry out 

their missions. 

Fades who wish to improve their natural skills often follow 

Occupations that focus on stealth, guile, or both, such as:  

assassin, broker, exterminator, infiltrator, or smuggler.  Some 

become exterminators, finding toxic attacks useful against all 

kinds of creatures.  Those who become Mystics usually become 

Shadowwalkers. 

Abilities:  body combat (cut) ς 200, dangersense ς 400, invisibility 
ς 500, invulnerable (toxic) ς 300, meliorate (toxic) ς 500, 
respiration (vacuum) ς 200, stealth ς 200, transpose ς 400 

Parasite 
Tattoo Color: Green 

The parasites are frontline medics. They have retractable stingers 

on the palms of their hands, which they use in combat to feed on 

ǘƘŜƛǊ ŜƴŜƳƛŜǎΩ ƭƛŦŜ ŦƻǊŎŜ ŀƴŘ ǳǎŜ ƛǘ ǘƻ ƘŜŀƭ ǘƘŜƛǊ ŀƭƭƛŜǎΦ 

Parasites who wish to broaden their healing capabilities will 

follow any of a number of occupations, most commonly 

transfuser.  A Mystic parasite will often follow the path of the 

Ascetic, Binder, or Cabalist to gain the ability to heal using mana. 

Abilities:  body combat (cut) ς 200, body combat (reach) ς 600, 
devour ς 400, feeding (body) ς 200, healing touch I ς 400, healing 
touch II ς 200, invulnerable (vitalic) ς 300, meliorate (vitalic) ς 500 

Psychic 
Tattoo Color: Silver 

Psychics serve as interrogators for the Coalition Military. The most 

powerful psychics can even manipulate the minds of their 

enemies. 

Few Occupations focus on the mental skills which come naturally 

to a psychic.  These include mind bender, psionist, and Mystic 

Mentalist. 

Abilities: body combat (cut) ς 200, invulnerable (psi) ς 300, 
meliorate (psi) ς 500, projectiles (psi) ς 300, telepathy I ς 200, 
telepathy II ς 200, telekinesis I ς 600, thought scanning ς 400  

Stalker 
Tattoo Color: Red 

Officially, Stalkers exist as a counter to Dark Mystics. Unofficially, 

it is widely believed that Stalkers were created to safeguard 

against the growing influence of the Mystic Coven. 

Stalkers who wish to further improve their ability to counter 

Mystic powers typically follow the suppressor or Mystic Nemesis 

Occupations. 

Abilities: body combat (cut) ς 200, dangersense ς 400, feeding 
(mana) ς 200, invulnerable (profane) ς 300, meliorate (profane) ς 
500, nullification ς 200, regeneration I ς 200, regeneration II ς 
400, regeneration III ς 400,  

Shrieker 
Tattoo Color: Blue 

Shriekers were the first attempt by genetic engineers to replicate 

Mystic powers. They focused on the vocalizations that Mystics use 

casting powers and created genEs that could control sound. 

Shriekers serve in surveillance posts in the Coalition Military. 

Shriekers who want to use their sonic abilities in more varied 

ways will typically train in the sonicator or Mystic Resonator 

Occupations. 
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Abilities:  hover I ς 200, hover II ς 200, hover III ς 100, immunity 
sound (shriek) ς 100, invulnerable (sound) ς 300, meliorate 
(sound) ς 500, projectiles (sound) ς 300 

Trooper 
Tattoo Color: Brown 

Troopers serve as foot soldiers in the Coalition Military and are 

the most common type of genE created. Troopers are used 

throughout the military. In addition, the Coalition Military 

maintains many elite squads composed entirely of Troopers. 

Troopers have a broad range of Occupations which allow them to 

further their combat prowess.  The most iconic of these 

Occupations is the trooper, while others choose to become 

guards, raiders, or skirmishers.  A trooper who trains as a Mystic 

may gravitate toward the Avenger or Sentinel Occupations. 

Abilities: body combat (crush) ς 200, body combat (cut) ς 200, 
invulnerable (rad) ς 300, meloriate (rad) ς 500, regeneration I ς 
200, regeneration II ς 400, regeneration III ς 400, rage ς 500, 
robust ς 500, speed ς 200, strength II ς 400, strength III ς 200 

GenE Lifestyles 

Military Veteran 
You served in the Coalition Military, saved up enough credits and 

bought your freedom. Your forehead was tattooed as a result and 

you may face discrimination in parts of the galaxy. 

Military Deserter 
You escaped the military and have lived the life of a fugitive. You 

must pretend to be a human to avoid being recaptured. When 

you use your special genE skills you must be careful who sees you. 

Second Generation GenE 
Your mother was a genE, as possibly was your father. When you 

were born, you were registered with the Coalition and tattooed. 

Growing up, you most likely faced discrimination from other 

children. 

Secret Child 
Your mother was a genE and kept your birth a secret. The 

Coalition has no record of you being a genE. Growing up, people 

generally assumed you to be an ordinary human. Your mother 

most likely taught you how to control your genetic powers at an 

early age to avoid disrupting the ruse. 

GenE Orphan 
Your parents abandoned you to an orphanage. You grew up 

believing yourself an ordinary human until your genetic gifts 

began to manifest themselves. With no one to teach you control, 

this may have had dire consequences. 

Branded 
You are a genE caught without a tattoo. Your forehead was 

forcibly branded and you were imprisoned for a time. 
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Occupations
There are many ways for mercenaries to make their living on the 

Galactic Frontier, but most mercenaries choose an Occupation. 

Occupations allow humans, cyber humans, genEs and androids 

access to Expert Disciplines. Expert Disciplines can only be learned 

through specialty training in an Occupation. Once a person learns 

all the Basic Skills of an Occupation, they may declare themselves 

a practitioner of that Occupation and begin to learn skills from 

ǘƘŀǘ hŎŎǳǇŀǘƛƻƴΩǎ 9ȄǇŜǊǘ 5ƛǎŎƛǇƭƛƴŜǎΦ 

The following listed Occupations are the only Occupations in the 

Neo-Eden Galaxy that allow people to learn Expert Disciplines. 

Mercenaries do not need to follow an occupation. Mercenaries 

who do not follow these occupations may still learn the Common 

Skills listed in the next chapter, as well as any Racial Skills for 

which they qualify. 

There are two categories of Occupations: General Occupations 

and Mystic Occupations.  Both are very different. People can learn 

multiple Occupations within their category, but not from the 

other.  Thus, once a person becomes a Mystic they will not be 

able to learn General Occupations, and vice versa. 

A person can become a practitioner of any Occupation for which 

they have learned all of the Basic Skills. It is easier to expand to 

Occupations with similar Basic Skills. Dissimilar Occupations 

require very different Basic Skills and therefore require a larger 

expenditure of status in order to learn all the Basic Skills. 

Some Occupations have more basic skills than others. This reflects 

the more complex nature of that Occupation. These Occupations 

have a greater up front cost, but they will generally provide more 

diverse Expert Disciplines. 

General Occupations

Lƴ Ƴƻǎǘ ŎŀǎŜǎΣ ǇǊŀŎǘƛǘƛƻƴŜǊǎ ƻŦ DŜƴŜǊŀƭ hŎŎǳǇŀǘƛƻƴǎ ǘǊŀƛƴ ǘƘŜƛǊ ǇƘȅǎƛŎŀƭ ōƻŘƛŜǎ ǘƻ ŎŀǊǊȅ ƻǳǘ ǘƘŜƛǊ hŎŎǳǇŀǘƛƻƴΩǎ ǎƪƛƭƭǎΦ ¢ƻ ǳǎe powers, small 

circuits may be installed on the skin to tap body energies; some powers use internal nanite tech that supply the internal energy. Procedures 

require energy cells to perform. 

Androidist 
You study the inorganic neural network found in the specialized 

humanoid robots known as androids. While a small percentage of 

androids gain sentience on their own, as an androidist you can 

eventually learn to grant sentience to any android you work on. 

Mercenary androidists are capable of both making a machine 

more closely resemble a living being and making a living being 

more closely resemble a machine through their intricate 

knowledge of neural networks. 

Expert Disciplines 

accumulate (energy), basic mana, disable machine, machine 

mastery, powers (basic), powers (blasting), powers (controlling), 

super science (androids), super science (energy), super science 

(neurology), super science (robotics) 

Basic Skills 

Knowledge: biology ς 100, chemistry ς 100, computers I ς 100, 

computers II ς 300, electronics I ς 100, electronics II ς 300, 

enigmas ς 100, first aid ς 100, imaging ς 100, maintenance ς 400, 

mathematics ς 100, mechanics I ς 100, mechanics II ς 300, politics 

ς 100, psychology ς 100, physics ς 100, repair ς 100, scroungeς 

200, weapons (guns) I ς 200 

Artillerist 
¸ƻǳΩǾŜ ǎǇŜŎƛŀƭƛȊŜŘ ƛƴ ƘŜŀǾȅ ŀǊǘƛƭƭŜǊȅΦ aŀȅōŜ ȅƻǳ ǿŜǊŜ ƛƴ ǘƘŜ 

military or private security forces.  Maybe you got your weapon 

training living on a ship or hanging with a gang.  Regardless, 

ȅƻǳΩǊŜ ŀŘŜǇǘ ŀǘ ŘŜǾŀǎǘŀǘƛƴƎ ŜƴŜƳƛŜǎ ǿƛǘƘ ȅƻǳǊ ǎǳǇŜǊƛƻǊ ŦƛǊŜǇƻǿŜǊ 

and creating defensive perimeters using impermeable barriers to 

most effectively use those weapons. 

Artillerists who become Mercenaries frequently form a military 

order. In battle, artillerists prefer to fight at a range. 

Expert Disciplines 
barriers (impermeable), melee (basic cutting), melee (forceful 

striking), military order (basic), ranged (basic), ranged (decisive 

shot), ranged (gunner), training (armored combat) 

Basic Skills 

Knowledge: climb I ς 100, fatal finish ς 100, first aid ς 100, 

imaging ς 100, mathematics ς 100, military ς 100, physics ς 100, 
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regain feat (target practice) ς 200, repair ς 100, swim I ς 100, 

weapon (cutting) I ς 100, weapon (guns) I ς 200, weapon (thrown) 

I ς 100 

Assassin 
Whether dealing death by the knife or with poison, you are a 

master at killing from the shadows. Many distrust or fear you for 

how easily you can end their lives. 

The Galactic Coalition only deems the targeted killing of high 

ranking political, military and corporate personnel to be illegal 

assassinations. Some assassins choose to find legal Mercenary 

Ƨƻōǎ ŎƻƳƳƛǘǘƛƴƎ ŀŎǘǎ ƻŦ άǎŀōƻǘŀƎŜέ ŀƎŀƛƴǎǘ ƭƻǿ Ǌŀƴƪing, but 

critical, personnel for rival corporations. 

Expert Disciplines 
athletics (advanced), compounds (subversive), melee (basic 

cutting), melee (precise cutting), ranged (basic), ranged (decisive 

shot), ranged (trick shot), stealth (advanced), super science 

(transportation), training (subterfuge),  

Basic Skills 
Knowledge: blindfight ς 200, climb I ς 100, chemistry ς 100, 

compound combat ς 400, compound handling ς 200, coordinate ς 

200, crime ς 100, disarm trap ς 200, enigmas ς 100, fatal finish ς 

100, first aid ς 100, navigation ς 100, politics ς 100, sense I ς 100, 

splint ς 100, swim I ς 100, tracking ς 200, weapon (body) I ς 300, 

weapon (crushing) I ς 100, weapon (cutting) I ς 100, weapon 

(guns) I ς 200 

Brawler 
¸ƻǳΩǾŜ ǎǇŜƴǘ ŜƴƻǳƎƘ ǘƛƳŜ ƛƴ ŘŀƴƎŜǊƻǳǎ ǇƭŀŎes to have been in 

your fair share of brawls. Now, you can fight with the best of 

them. 

LǘΩǎ ƴƻǘ ǳƴŎƻƳƳƻƴ ŦƻǊ ŀ ōǊŀǿƭŜǊΣ ŀŦǘŜǊ ǎǇŜƴŘƛƴƎ ǎƻƳŜ ǘƛƳŜ ƛƴ ŀ 

Mercenary Bar, to get swept up in the Mercenary lifestyle. 

Brawlers find their combination of gun-slinging and close quarters 

combat well suited for Mercenary jobs.  

Expert Disciplines 

athletics (advanced), melee (basic body), melee (basic chopping), 

melee (basic crushing), melee (basic cutting), melee (forceful 

striking), melee (seizing), ranged (basic), training (body) 

Basic Skills 
Knowledge: climb I ς 100, commerce ς 100, coordinate ς 200, first 

aid ς 100, gambling ς 200, politics ς 100, psychology ς 100, regain 

feat (feasting) ς 200, region lore (<any>) ς 100, repair ς 100, 

resuscitate ς 100, rumors ς 100, survival ς 100, swim I ς 100, 

weapon (body) I ς 300, weapon (chopping) I ς 100, weapon 

(crushing) I ς 100, weapon (cutting) I ς 100, weapon (guns) I ς 

200, weapon (thrown) I ς 100, 

Broker 
You specialize at setting up meetings and ensuring they proceed 

smoothly. You dabble in a wide range of areas, including energy 

science to create safe enclosures, compounds to help persuade 

negotiations and genetic afflictions to punish deal breakers.  

Brokers are valuable assets for any Mercenary team. They are well 

used to placing themselves in dangerous situations and the 

information their knowledge and contacts provide can give their 

allies an important edge. 

Expert Disciplines 
compound (chemical), compound (subversive), melee (basic 

cutting), melee (defender), melee (precise cutting), mind control, 

powers (basic), powers (controlling), ranged (basic), ranged (trick 

shot), super science (energy), super science (genetic targeting), 

training (awareness), quick hands 

Basic Skills 
Knowledge: climb I ς 100, chemistry ς 100, commerce ς 100, 

compound handling ς 200, computers I ς 100, crime ς 100, fine 

arts ς 100, first aid ς 100, forgery ς 200, politics ς 100, regain feat 

(story telling) ς 200, repair ς 100, rumors ς 100, swim I ς 100, 

weapon (cutting) I ς 100, weapon (guns) I ς 200 

Cloaker 
You adapt at distracting the minds of those nearby, enabling you 

to proceed undetected. 

aŜǊŎŜƴŀǊȅ ŎƭƻŀƪŜǊǎ Ŏŀƴ ǘŀƪŜ ŀŘǾŀƴǘŀƎŜ ƻŦ ǘƘŜƛǊ ƻǇǇƻƴŜƴǘǎΩ 

momentary distraction to land devastating attacks. 

Expert Disciplines 

basic mana, isolation, mental manipulation, melee (basic cutting), 

powers (basic), powers (controlling), ranged (basic), stealth 

(basic), super science (hacking), training (subterfuge) 

Basic Skills 

Knowledge: climb I ς 100, coordinate ς 200, crime ς 100, disarm 

trap ς 200, electronics I ς 100, enigmas ς 100, first aid ς 100, pick 

locks ς 300, psychology ς 100, regain feat (stealth practice) ς 200, 

repair ς 100, swim I ς 100, weapon (cutting) I ς 100, weapon 

(guns) I ς 200 



23 Mercenaries of the Galactic Frontier. For use with Mystic Realms® Core Rules. 

 

Crusader 
You believe in causes and you're ready to fight for them. Some 

crusaders disregard the law using violence and terror to create 

revolution, while other crusaders work with or alongside 

governmental authorities to effectuate peaceful change.  Either 

way, you're on the front lines engaging the opposition.  

So long as the ideologies of the Mercenary team do not conflict 

with the crusader's value system, the crusader can be a valuable 

asset to any crew. 

Expert Disciplines 

melee (basic body), melee (basic cutting), melee (deep cutting), 

ranged (basic), super science (security), training (armored 

combat) 

Basic Skills 

Knowledge: climb I ς 100, crime ς 100, first aid ς 100, law ς 100, 

politics ς 100, psychology ς 100, regain feat (grievance) ς 200, 

repair ς 100, resuscitate ς 100, rumors ς 100, sense I ς 100,  

survival ς 100, swim I ς 100, weapon (cutting) I ς 100 

Cybercist 
As a cybercist, you are learning how to combine bodies and 

machines. Eventually, you can perform the surgery required to 

grant others cyber modifications. 

Cybercists will sometimes become Mercenaries where their 

ƘŜŀƭƛƴƎ ǇƻǿŜǊǎ Ŏŀƴ ƎǊŜŀǘƭȅ ŀǎǎƛǎǘ ǘƘŜƛǊ ŀƭƭƛŜǎΩ ǎǳǊǾƛǾŀƭ ƛƴ ŎƻƳōŀǘΦ Lƴ 

addition, cybercists can freeze opponents using the same cryo 

equipment that they use in surgery. 

Expert Disciplines 

accumulate (cold), compound (chemical), compound (medical), 

compound (subversive), healing & purification, powers (basic), 

powers (blasting), super science (cloning), super science 

(cybernetics), super science (medical), super science (neurology) 

Basic Skills 

Knowledge: biology ς 100, chemistry ς 100, climb I ς 100, 

computers I ς 100, computers II - 300, electronics I ς 100, 

electronics II ς 300, embalm ς 100, first aid ς 100, forensics ς 100, 

literature ς 100, mathematics ς 100, mechanics I ς 100, medicine 

ς 200, psychology ς 100, regain feat (examination) ς 200, repair ς 

100, sense I ς 100, splint ς 100, surgery ς 400, swim I ς 100 

Daredevil 
Inspired by the protagonists of popular culture, you have molded 

yourself into a regular daredevil. Others may view you as 

foolhardy but your training has given you the skills you need to 

come out on top when the odds are stacked against you. 

Daredevils adapt to the Mercenary lifestyle quite well. In battle, 

ǘƘŜȅΩǊŜ ƻŦǘŜƴ ǘƘŜ ŦƛǊǎǘ ǘƻ ŜƴǘŜǊ ǘƘŜ ŦǊŀȅ ŀƴŘ Ŝǉǳŀƭƭȅ ƭƛƪŜƭȅ ǘƻ ōŜ ǘƘŜ 

last to leave. 

Expert Disciplines 
athletics (advanced), melee (basic cutting), melee (defender), 

melee (forceful striking), ranged (basic), ranged (trick shot), 

training (melee) 

Basic Skills 

Knowledge: astronomy ς 100, climb I ς 100, coordinate ς 100,  

enigmas ς 100, first aid ς 100, gambling ς 200, history ς 100, 

literature ς 100, navigation ς 100, regain feat (boasting) ς 200, 

repair ς 100, rumors ς 100, sense I ς 100, survival ς 100, swim I ς 

100, weapon (cutting) I ς 100, weapon (guns) I ς 200 

Engineer 
You have studied the inner workings of some of the most 

powerful pieces of equipment in the galaxy. You can readily 

fashion common equipment and can also enhance existing items.  

You can work on anything from ship drives to medical equipment.  

LŦ ƛǘΩǎ ōǊƻƪŜΣ ȅƻǳ Ŏŀƴ ŦƛȄ ƛǘΦ 

Engineers who become Mercenaries are often seen wielding 

powerful pieces of artillery in battle and 

ǊŜǇŀƛǊƛƴƎκǊŜǇƭŜƴƛǎƘƛƴƎκǊŜŦƛƴƛƴƎ ǘƘŜƛǊ ŀƭƭƛŜǎΩ ŜǉǳƛǇƳŜƴǘ ōŜǘǿŜŜƴ 

jobs. 

Expert Disciplines 
barriers (impermeable), disable machine, fabrication, form items, 

melee (basic crushing), melee (forceful striking), powers (basic), 

ranged (basic), ranged (gunner), super science (equipment) 

Basic Skills 

Fabricating: Fashioning I ς 300 

Knowledge: computers I ς 100, electronics I ς 100, electronics II ς 

300, first aid ς 100, mechanics I ς 100, mechanics II ς 300, regain 

feat (innovate) ς 200, repair ς 100, swim I ς 100, weapon 

(crushing) I ς 100, weapon (guns) I ς 200 

Exterminator 
As an Exterminator, you specialize in damaging and disabling 

terraforming abominations. 

Exterminators who accept Mercenary jobs find their toxic attacks 

are effective against a wider range of enemies than just 

abominations. 
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Expert Disciplines 
accumulate (toxic), athletics (advanced), basic mana, compound 

(subversive), extermination, melee (basic chopping), melee (deep 

chopping), powers (basic), powers (blasting), ranged (basic), traps 

(rural) 

Basic Skills 

Knowledge: biology ς 100, chemistry ς 100, climb I ς 100, disarm 

trap ς 200, fatal finish ς 100, first aid ς 100, forensics ς 100, 

geology ς 100, navigation ς 100, regain feat (grievance) ς 200, 

repair ς 100, survival ς 100, swim I ς 100, tracking ς 200, weapon 

(chopping) I ς 100, weapon (guns) I ς 200 

Gadgeteer 
As a gadgeteer, you are learning to fabricate advanced 

technological devices known as gadgets. You can fabricate and 

repair pretty much everything and know procedures that can 

enhance most weapons and equipment. 

Mercenary gadgeteers are extremely useful to have around. In 

addition to being the ultimate fabricators, most gadgeteers carry 

a large arsenal of weapons and equipment and can be counted on 

to always have the right tool for the job at hand. 

Expert Disciplines 

basic mana, form items, gadgetry, melee (basic crushing), melee 

(seizing), ranged (basic), ranged (gunner), ranged (tangler), super 

science (energy), super science (equipment), super science (ray 

guns) 

Basic Skills 

Knowledge: binding ς 100, chemistry ς 100, climb I ς 100, 

computers I ς 100, computers II ς 300, electronics I ς 100, 

electronics II ς 300, enigmas ς 100,  first aid ς 100, literature ς 

100, maintenance  ς 400, mathematics ς 100, mechanics I ς 100, 

mechanics - II - 300, psychology ς 100, regain feat (innovate) ς 

200, scrounge ς 200, sense I ς 100, swim I ς 100 

Geneticist 
As a geneticist, you are trained in the technology of gene splicing.  

You can precisely manipulate individual Genesis Cells, which are 

then used to cause genetic mutations. 

Mercenary geneticists are both powerful opponents and allies. 

Their manipulations can cause both highly beneficial and 

devastatingly harmful changes in their targets. 

Expert Disciplines 

accumulate (radiation), basic mana, compound (chemical), 

compound (medical), compound (subversive), depletion, healing 

& purification, powers (basic), powers (blasting), powers 

(controlling), super science (cloning), super science (genetic 

engineering), super science (genetic targeting), super science 

(medical) 

Basic Skills 

Knowledge: biology ς 100, chemistry ς 100, compound combat ς 

400, compound handling ς 200, computers I ς 100, computer II ς 

300, embalm ς 100, electronics I ς 100, enigmas ς 100, first aid ς 

100, medicine ς 200, repair ς 100, sense I ς 100, sense II ς 300, 

sense III ς 200, splint ς 100, survival ς 100, swim I ς 100, weapon 

(guns) I ς 200 

Grappler 
As a grappler, you have learned to fight by restricting your 

oppoƴŜƴǘΩǎ ƳƻǾŜƳŜƴǘǎΦ ¸ƻǳ ŀǊŜ ŎŀǇŀōƭŜ ƻŦ ǎŜƛȊƛƴƎ ŀƴŘ ƻǳǘǊƛƎƘǘ 

immobilizing opponents in battle. 

Grapplers that become Mercenaries tend to prefer engaging in 

ƳŜƭŜŜ ŎƻƳōŀǘ ǿƘŜǊŜ ǘƘŜȅ ŘŜǎǘǊƻȅ ǘƘŜƛǊ ƻǇǇƻƴŜƴǘǎΩ ŦƻǊƳŀǘƛƻƴΦ 

Expert Disciplines 
athletics (advanced), immobilization, melee (basic crushing), 

melee (seizing), powers (basic), ranged (basic), ranged (tangler), 

training (armored combat), training (body) 

Basic Skills 

Knowledge: binding ς 100, climb I ς 100, computers I ς 100, 

electronics I ς 100, fatal finish ς 100, first aid ς 100, grappling ς 

300, mechanics I ς 100, regain feat (contest physical) ς 200, repair 

ς 100, sense I ς 100, swim I ς 100, weapon (body) I ς 300, weapon 

(guns) I ς 200, weapon (thrown) I ς 100 

Grav Ripper 
The Grav Ripper is adept at manipulating gravitational fields. 

Although it was originally intended for construction and labor 

work, you can exercise far more precise alterations for a variety of 

applications. 

Mercenary Grav Rippers are capable of altering gravitational fields 

to increase their own strength and the force of their strikes, alter 

the weight of objects and even pulverize foes under their own 

weight. 

Expert Disciplines 

accumulate (pulverize), basic mana, gravity, melee (basic 

crushing), melee (seizing), powers (basic), powers (blasting), 

ranged (basic), super science (transportation), training (armored 

combat) 
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Basic Skills 

Knowledge: astronomy ς 100, climb I ς 100, electronics I ς 100, 

fatal finish ς 100, first aid ς 100, mathematics ς 100, navigation ς 

100, physics ς 100, regain feat (theorize) ς 200, repair ς 100, 

sense I ς 100, sense II ς 300, swim I ς 100, weapon (crushing) I ς 

100, weapon (guns) I ς 200, weapon (thrown) I ς 100 

Guard 
¸ƻǳΩǾŜ ƭŜŀǊƴŜŘ Ƙƻǿ ǘƻ ƴƻǘ ƻƴƭȅ ǎǳǊǾƛǾŜ ǘƘŜ ǊƛƎƻǊǎ ƻŦ ŎƻƳōŀǘΣ ōǳǘ 

also how to keep nearby allies safe from harm. Your services are 

highly prized by government diplomats, corporate business men 

and anyone else whose money and power has earned them 

enemies. 

Guards that become Mercenaries put their talents to good use 

ǇǊƻǘŜŎǘƛƴƎ ŀƭƭƛŜǎ ǿƘƻ ǿƻǳƭŘƴΩǘ ƻǘherwise be able to withstand an 

ŜƴŜƳȅΩǎ ƻƴǎƭŀǳƎƘǘΦ 

Expert Disciplines 

melee (basic cutting), melee (defender), melee (forceful striking), 

ranged (basic), ranged (trick shot), super science (force fields), 

super science (security), training (armored combat) 

Basic Skills 

Knowledge: climb I ς 100, crime ς 100, first aid ς 100, law ς 100, 

regain feat (observation) ς 200, repair ς 100, resuscitate ς 100, 

sense I ς 100, shields I ς 300, survival ς 100, swim I ς 100, weapon 

(cutting) I ς 100 

Gunslinger 
You know how to make a living as a hired gun. The combination of 

quick hands and a sharp eye makes your gun one of the most 

dangerous on the Galactic Frontier. 

Gunslingers transition easily to the Mercenary lifestyle. 

Mercenary Gunslingers are welcome additions to any group of 

Mercenaries thanks to their deadly accuracy.  

Expert Disciplines 
athletics (basic), melee (basic cutting), ranged (basic), ranged 

(decisive shot), ranged (gunner), ranged (trick shot), super science 

(transportation), training (awareness), quick hands 

Basic Skills 

Knowledge: climb I ς 100, coordinate ς 200, fatal finish ς 100, first 

aid ς 100, regain feat (target practice) ς 200, repair ς 100, rumors 

ς 100, sense I ς 100, survival ς 100, swim I ς 100, weapon 

(cutting) ς 100, weapon (guns) I ς 200  

Hunter 
¸ƻǳΩǾŜ ƭŜŀǊƴŜŘ Ƙƻǿ ǘƻ ŦƛƴŘ ǇŜƻǇƭŜ ǘƘŀǘ ŘƻƴΩǘ ǿŀƴǘ ǘƻ ōŜ ŦƻǳƴŘΦ 

You track them down, bring them in dead or alive and claim your 

reward. 

Many hunters broaden their employment opportunities by 

accepting Mercenary work. Mercenary Hunters find their skills at 

tracking and capturing dangerous individuals useful at a variety of 

Mercenary jobs.  

Expert Disciplines 
athletics (basic), melee (basic cutting), melee (forceful striking), 

ranged (basic), ranged (tangler), stealth (basic), super science 

(security), training (subterfuge), traps (urban), traps (rural) 

Basic Skills 
Knowledge: binding ς 100, climb I ς 100, commerce - 100, crime ς 

100, disarm trap ς 200, fatal finish ς 100, first aid ς 100, history ς 

100, law ς 100, navigation ς 100, regain feat (scheming) ς 200, 

repair ς 100, rumors ς 100, swim I ς 100, tracking ς 200, weapon 

(guns) I ς 200 

Incinerator 
Incinerators are adept at generating extreme temperatures that 

are capable of melting down even sturdy items.  Their back 

ground is often in mining or manufacturing, but the incinerator 

can make a potent combatant as well. 

Mercenary incinerators use their thermal energies against not 

ƻƴƭȅ ǘƘŜƛǊ ŜƴŜƳƛŜǎΩ ŜǉǳƛǇƳŜƴǘ ōǳǘ ŀƭǎƻ ǘƘŜƛǊ ōƻŘƛŜǎΦ 

Expert Disciplines 

accumulate (disintegrate), accumulate (fire), basic mana, destroy 

items, disable machine, melee (basic chopping), melee (forceful 

striking), powers (basic), powers (blasting), ranged (basic), training 

(melee) 

Basic Skills 

Knowledge: climb I ς 100, computers I ς 100, coordinate ς 100, 

electronics ς 100, fatal finish ς 100, first aid ς 100, mathematics ς 

100, mechanics I ς 100, mechanics II ς 300, physics ς 100, regain 

feat (grievance) ς 200, repair ς 100, survival ς 100, swim I ς 100, 

weapon (chopping) I ς 100, weapon (guns) I ς 200 

Infiltrator 
Infiltrators specialize in entering computer systems, opening locks 

and shutting down machines. They get their training as special ops 

soldiers in the Coalition Military, or sometimes in private security 

forces, where they participate in corporate espionage and 

hacking. 
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Infiltrators frequently become Mercenaries, where they can put 

their skills to use bypassing security systems and even blasting 

enemies with electricity. 

Expert Disciplines 

accumulate (electric), athletics (advanced), basic mana, disable 

machine, melee (basic crushing), powers (basic), powers 

(blasting), ranged (basic), stealth (basic), super science (hacking), 

training (subterfuge) 

Basic Skills 

Knowledge: climb I ς 100, computers I ς 100, computers II ς 300, 

crime ς 100, electronics I ς 100, first aid ς 100, imaging ς 100, 

mathematics ς 100, mechanics I ς 100, pick locks ς 300, regain 

feat (scheming) ς 200, swim I ς 100, weapon (crushing) I ς 100, 

weapon (guns) I ς 200 

Inker 
You can use inks that are capable of healing and protecting your 

patients. You are also capable of placing your electronic inks on 

canvas and equipment for a wide range of effects. 

Inkers use mana to create Glyphs as well as Runes, Scripts and 

Sigels. Some Inkers choose to become Mercenaries for a variety of 

reasons. For some, Mercenary travel is a practical matter; they go 

ǿƘŜǊŜ ǘƘŜƛǊ ǎƪƛƭƭǎ ŀǊŜ ŀǇǇǊŜŎƛŀǘŜŘΦ CƻǊ ƻǘƘŜǊǎΣ ƛǘΩǎ ŀƴ ŀǊǘƛǎǘƛŎ 

choice; traveling the galaxy searching for inspiration. 

Expert Disciplines 

basic mana, compound (medical), healing & purification, melee 

(basic cutting), melee (forceful striking), powers (basic), ranged 

(basic), ranged (trick shot), super science (force fields), super 

science (nano inks) 

Basic Skills 

Knowledge: biology ς 100, chemistry ς 100, climb I ς 100, 

compound handling ς 200, electronics I ς 100, fine arts ς 100, first 

aid ς 100, imaging ς 100, medicine ς 200, regain feat (symbolize) ς 

200, repair ς 100, sense I ς 100, splint ς 100, swim I ς 100, 

weapon (cutting) I ς 100, weapon (guns) I ς 200 

Interceptor 
Interceptors are masters of movement, allowing them to 

intercept most attacks.  They are employed not only as military 

experts, but in the private sector as financial consultants, where 

their ability to foresee complex events provides an extreme 

economic advantage. 

Mercenary interceptors learn skills that help them move through 

a battlefield quickly so they can always be where they are needed. 

Expert Disciplines 

athletics (advanced), melee (basic cutting), melee (defender), 

melee (mana destroyer), ranged (basic), ranged (tangler), ranged 

(trick shot), super science (force fields), training (armored 

combat), training (awareness) 

Basic Skills 
Knowledge: climb I ς 100, computers I ς 100, electronics I ς 100, 

fatal finish ς 100, first aid ς 100, imaging ς 100, mathematics ς 

100, mechanics I ς 100, navigation ς 100, physics ς 100, regain 

feat (combat training) ς 200, repair ς 100, sense I ς 100, swim I ς 

100, tracking ς 200, weapon (cutting) I ς 100, weapon (guns) I ς 

200 

Medic 
¸ƻǳΩǾŜ Ǝƻǘ ŜȄǇŜǊƛŜƴŎŜ ǘǊŜŀǘƛƴƎ ǿƻǳƴŘǎ ŀƴŘ ƛƴƧǳǊƛŜǎΣ ǇŜǊƘŀǇǎ ƛƴ 

the military, private security force, or maybe even as a civilian first 

responder. You have some basic combat training and are skilled in 

advanced medical procedures, including the restoration of life. 

Medics who become Mercenaries frequently form a military 

order. In battle, medics use their combat training to support 

melee and ranged combatants. Their medical talents are best 

employed outside of combat because they are not trained to 

manipulate mana for instantaneous healing. Most medics learn 

surgery and carry a surgical laser to greatly reduce the time it 

takes for them to close a wound. 

Expert Disciplines 

compound (medical), healing, melee (basic cutting), melee 

(forceful striking), melee (precise cutting), military order (basic), 

ranged (basic), ranged (trick shot), super science (cloning), super 

science (medical) 

Basic Skills 

Knowledge: biology ς 100, chemistry ς 100, climb I ς 100, 

compound handling ς 200, electronics I ς 100, first aid ς 100, 

forensics ς 100, medicine ς 200, military ς 100, regain feat 

(examination) ς 200, repair ς 100, sense I ς 100, splint ς 100, 

swim I ς 100, weapon (cutting) I ς 100, weapon (guns) I ς 200 

Mind Bender 
aƛƴŘ ōŜƴŘŜǊǎ ŜƴǘŜǊ ƻǘƘŜǊ ǇŜƻǇƭŜΩǎ ǘƘƻǳƎƘǘǎΣ ŀƭǘŜǊƛƴƎ ǘƘŜƛǊ ƳŜƴǘŀƭ 

states or causing psychic damage. 

Expert Disciplines 

accumulate (psi), basic mana, melee (basic cutting), mind control, 

powers (basic), powers (blasting), powers (controlling), ranged 

(basic), super science (neurology) 
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Basic Skills 

Knowledge: biology ς 100, climb I ς 100, enigmas ς 100, first aid ς 

100, forensics ς 100, psychology ς 100, regain feat (contest 

mental) ς 200, repair ς 100, rumors ς 100, sense I ς 100, sense II ς 

300, swim I ς 100, tracking ς 200, weapon (cutting) I ς 100, 

weapon (guns) I ς 200 

Officer 
¸ƻǳΩǾŜ ǎǇŜƴǘ ǘƛƳŜ ƛƴ ŀ ƳƛƭƛǘŀǊȅΣ ǎŜŎǳǊƛǘȅ ƻǊ ƻǘƘŜǊ ƻǊƎŀƴƛȊed unit, 

obtaining an officer rank. You have access to a wide range of 

useful procedures and are an extremely valuable combatant, 

especially when it comes to creating defensive positions. 

Officers who become Mercenaries frequently form a military 

order, taking advantage of the advanced military procedures that 

comes with their officer rank. 

Expert Disciplines 

melee (basic cutting), melee (defender), military order 

(advanced), ranged (basic), ranged (gunner), ranged (trick shot), 

super science (security), super science (transportation), training 

(armored combat) 

Basic Skills 

Knowledge: astronomy ς 100, climb I ς 100, computers I ς 100, 

first aid ς 100, gaming ς 200, history ς 100, military ς 100, 

navigation ς 100, politics ς 100, regain feat (tactical discussion) ς 

200, repair ς 100, shields I ς 300, swim I ς 100, weapon (cutting) I 

ς 100, weapon (guns) I ς 200 

Pilot 
!ǎ ŀ ǇƛƭƻǘΣ ȅƻǳΩǊŜ ŀƴ ŜȄǇŜǊǘ ŀǘ ŘǊƛǾƛƴƎ ŀƴȅ ŀƴŘ ŀƭƭ ǾŜƘƛŎƭŜǎ ƛƴ 

addition to training in weapons. 

Mercenary pilots will typically bring smaller, personal vehicles 

ǿƛǘƘ ǘƘŜƳ ƻƴ ƳƛǎǎƛƻƴǎΣ ǿƘŜƴ ǘƘŜȅ ŎŀƴΩǘ ǳǎŜ ǘƘŜƛǊ ǎǘŀǊǎƘƛǇǎΦ 

Expert Disciplines 
athletics (advanced), melee (basic crushing), ranged (basic), 

ranged (decisive shot), ranged (gunner), ranged (trick shot), super 

science (force fields), training (awareness) 

Basic Skills 

Knowledge: astronomy ς 100, climb I ς 100, electronics I ς 100, 

first aid ς 100, imaging ς 100, mechanics I ς 100, navigation ς 100, 

regain feat (observation) ς 200, repair ς 100, swim I ς 100, 

vehicles I ς 200, vehicles II ς 200, vehicles III ς 200, weapon 

(crushing) I ς 100, weapon (guns) I ς 200 

Programmer 
As a programmer, you excel at commanding machines.  You can 

even program use nanite particles to control machines, and you 

can even use these particles to assimilate automatons from dead 

bodies. They also enable you to mend machines. 

Mercenary programmers have been known to assimilate the 

bodies of allies and enemies alike in battle. 

Expert Disciplines 
accumulate (electric), basic mana, machine mastery, melee (basic 

crushing), powers (basic), powers (blasting), powers (controlling), 

ranged (basic), super science (force fields), super science 

(robotics) 

Basic Skills 
Knowledge: climb I ς 100, computers I ς 100, electronics I ς 100,  

fatal finish ς 100, first aid ς 100, mechanics I ς 100, mechanics II ς 

300, military ς 100, psychology ς 100, regain feat (assembly) ς 

200, repair ς 100, sense I ς 100, survival ς 100, swim I ς 100, 

weapon (crushing) I ς 100, weapon (guns) I ς 200 

Psionist 
As a psionist, your neurological expertise has been honed into a 

precision instrument, enabling you to open new doorways into 

the inner workings of the mind. 

Expert Disciplines 

accumulate (psi), basic mana, mental manipulation, mind control, 

powers (basic), powers (blasting), powers (controlling), super 

science (neurology), super science (thought augmentation), super 

science (thought manipulation), super science (thought 

projection) 

Basic Skills 
Knowledge: biology - 100, climb I ς 100, computers I ς 100, crime 

ς 100, enigmas ς 100, extrasensory perception ς 200, fine arts ς 

100, first aid ς 100, hypnosis ς 400, occult I ς 100, occult II ς 300, 

politics ς 100, psychology ς 100, regain feat (commune) ς 200, 

repair ς 100, rumors ς 100, sense I ς 100, sense II ς 300, sense III ς 

200, swim I ς 100 

Raider 
YoǳΩǾŜ ƭŜŀǊƴŜŘ Ƙƻǿ ǘƻ ŦƻǊŎŜŦǳƭƭȅ ŦƛƎƘǘ ȅƻǳǊ ǿŀȅ Ǉŀǎǘ ǎǘŀǊǎƘƛǇǎ 

guards and planetary security forces. Your skills at disarming traps 

locks and hacking computers ensure that you get what you came 

for.  
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Raiders who become Mercenaries find that Mercenary jobs give 

them ample opportunity to put their lock picking and combat 

talents to good use. 

Expert Disciplines 

athletics (basic), melee (basic chopping), melee (deep cutting), 

melee (forceful striking), ranged (basic), ranged (decisive shot), 

super science (hacking), training (armored combat), training 

(melee) 

Basic Skills 

Knowledge: astronomy ς 100, climb I ς 100, computers I ς 100, 

disarm trap ς 200, fatal finish ς 100, first aid ς 100, imaging ς 100, 

navigation ς 100, pick locks ς 300, regain feat (combat training) ς 

200, repair ς 100, survival ς 100, swim I ς 100, weapon (chopping) 

I ς 100, weapon (guns) I ς 200 

Roboticist 
¸ƻǳΩǾŜ ǎǇŜŎƛŀƭƛȊŜŘ ƛƴ ǘƘŜ ŘŜǾŜƭƻǇƳŜƴǘ ŀƴŘ ŎǊŜŀǘƛƻƴ ƻŦ ǊƻōƻǘǎΦ 

Robots are high functioning machines that can be found almost 

everywhere in socƛŜǘȅΦ !ǎ ŀ ǊƻōƻǘƛŎƛǎǘΣ ȅƻǳΩǊŜ ǎƪƛƭƭŜŘ ƛƴ ŎƻƳǇǳǘŜǊǎΣ 

mechanics and other high level sciences. 

Mercenary roboticists can destroy or disable machines with their 

in-depth knowledge of machine weaknesses or even control 

machines using remote hacks. 

Expert Disciplines 

barriers (impermeable), basic mana, disable machine, fabrication, 

machine control, melee (basic crushing), melee (seizing), powers 

(basic), powers (controlling), ranged (basic), super science 

(equipment), super science (hacking), super science (robotics) 

Basic Skills 

Knowledge: climb I ς 100, computers I ς 100, computers II ς 300, 

electronics I ς 100, first aid ς 100, imaging ς 100, mathematics ς 

100, mechanics I ς 100, mechanics II ς 300, regain feat (innovate) 

ς 200, repair ς 100, swim I ς 100, weapon (crushing) ς 100, 

weapon (guns) I ς 200 

Sapper 
You mix compounds, acid and explosives into a dangerous cocktail 

of destruction. 

Mercenary sappers tend to favor large munitions to supplement 

their already impressive repertoire of mass destruction.  

Expert Disciplines 
accumulate (acid), basic mana, compound (chemical), destroy 

items, fabrication, melee (basic crushing), powers (basic), powers 

(blasting), ranged (basic), ranged (gunner), training (armored 

combat) 

Basic Skills 

Knowledge: chemistry ς 100, climb I ς 100, compound handling ς 

200, electronics I ς 100, explosives ς 200, first aid ς 100,  geology 

ς 100, mechanics I ς 100, military ς 100, regain feat (grievance) ς 

200, repair ς 100, survival ς 100, swim I ς 100, weapon (crushing) 

I ς 100, weapon (guns) I - 200, weapon (thrown) I ς 100 

Skirmisher 
¸ƻǳΩǾŜ ǎǇŜƴǘ ǘƛƳŜ ƛƴ ŀ ƳƛƭƛǘŀǊȅ ǳƴƛǘ ǎŜǊǾƛƴƎ ŀǎ ŀ ƳŜƭŜŜ ŎƻƳōŀǘŀƴǘΦ 

You are capable of both holding the line and aggressively moving 

it forward. 

Skirmishers who become Mercenaries frequently form a military 

order. In battle, skirmishers prefer to engage enemies in melee. 

Expert Disciplines 
melee (basic cutting), melee (deep cutting), melee (forceful 

striking), melee (precise cutting), military order (basic), ranged 

(basic), training (armored combat), training (melee) 

Basic Skills 

Knowledge: climb I ς 100, fatal finish ς 100, first aid ς 100, 

gambling ς 200, mechanics I ς 100, military ς 100, regain feat 

(procession) ς 200, repair ς 100, rumors ς 100, sense I ς 100, 

splint ς 100, survival ς 100, swim I ς 100, weapon (cutting) I ς 100, 

weapon (guns) I ς 200, weapon (thrown) I ς 100, weapon 

(thrown) II ς 100 

Smuggler 
¸ƻǳΩǾŜ ǘǊŀǾŜƭŜŘ ǘƘŜ ƎŀƭŀȄȅΣ ƘƛŘƛƴƎ ŎŀǊƎƻ ŦǊƻƳ ǘƘŜ ǿŀǘŎƘŦǳƭ ŜȅŜǎ ƻŦ 

the Galactic Coalition. You prefer to remain unseen but can put on 

a flashy display of martial prowess as needed. 

Many smugglers take on Mercenary jobs to supplement their 

normal income. In battle, smugglers are equally adept at striking 

from the shadows and pulling off impressive feats of gun-play. 

Expert Disciplines 
athletics (advanced), melee (basic crushing), melee (precise 

crushing), ranged (basic), ranged (trick shot), stealth (basic), super 

science (hacking), training (subterfuge), quick hands 

Basic Skills 
Knowledge: astronomy ς 100, climb I ς 100, commerce ς 100, 

computers I ς 100, crime ς 100, fine arts ς 100, first aid ς 100, 

forgery ς 200, law ς 100, navigation ς 100, politics ς 100, regain 
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feat (stealth practice) ς 200, repair ς 100, rumors ς 100, swim I ς 

100, weapon (crushing) I ς 100, weapon (guns) ς 200 

Slasher 
As a slasher, you are capable of generating lacerating blasts that 

can rip apart your enemies. 

Slashers that become Mercenaries are extremely dangerous 

ŎƻƳōŀǘŀƴǘǎΣ ŎŀǇŀōƭŜ ƻŦ ǉǳƛŎƪƭȅ ǊƛǇǇƛƴƎ ǘƘǊƻǳƎƘ ŀƴ ŜƴŜƳȅΩǎ 

defenses. 

Expert Disciplines 
accumulate (lacerate), athletics (basic), melee (basic cutting), 

melee (deep cutting), powers (basic), powers (blasting), ranged 

(basic), training (armored combat), training (melee) 

Basic Skills 

Knowledge: climb I ς 100, computers I ς 100, coordinate ς 100, 

electronics I ς 100, fatal finish ς 100, first aid ς 100, mechanics I ς 

100, military ς 100, mutilate ς 100, regain feat (stomp) ς 200, 

repair ς 100, rumors ς 100, sense I ς 100, survival ς 100, swim I ς 

100, weapon (cutting) I ς 200, weapon (guns) I ς 200, weapon 

(thrown) I ς 100 

Soldier 
¸ƻǳ ŀǊŜ ŀ ǎƻƭŘƛŜǊΦ ¸ƻǳ Ŏŀƴ ōŜ ŦƻǳƴŘ ƛƴ ǘƘŜ ŎƻŀƭƛǘƛƻƴΩǎ ŜƭƛǘŜ ƳƛƭƛǘŀǊȅ 

squadrons and in top-level corporate security forces. 

Expert Disciplines 

athletics (basic), melee (basic cutting), melee (deep cutting), 

military order (basic), ranged (basic), ranged (decisive shot), 

ranged (gunner), training (armored combat), training (melee) 

Basic Skills 

Knowledge: climb I ς 100, fatal finish ς 100, first aid ς 100, 

gambling ς 200, mechanics I ς 100, military ς 100, regain feat 

(procession) ς 200, repair ς 100, rumors ς 100, sense I ς 100, 

splint ς 100, survival ς 100, swim I ς 100, weapon (cutting) I ς 100, 

weapon (guns) I ς 200, weapon (thrown) I ς 100, weapon 

(thrown) II ς 100 

Sonicator 
As a sonicator, you use sound to locate and drive back enemies, 

shattering ƻǇǇƻƴŜƴǘǎΩ ŜǉǳƛǇƳŜƴǘ ŀƴŘ ŜŀǊŘǊǳƳǎΦ 

Expert Disciplines 
accumulate (sound), basic mana, destroy items, melee (basic 

cutting), powers (basic), powers (blasting), ranged (basic), ranged 

(decisive shot), super science (force fields), training (awareness), 

ultrasonics 

Basic Skills 

Knowledge: climb I ς 100, fine arts ς 100, first aid ς 100, imaging ς 

100, mathematics ς 100, navigation ς 100, physics ς 100, regain 

feat (observation) ς 200, repair ς 100, sense I ς 100, sense II ς 

300, sense III ς 200, swim I ς 100, weapon (cutting) I ς 100, 

weapon (guns) I ς 200 

Suppressor 
You are a suppressor, bridging the gap between science and 

Mystic. While a capable combatant in your own right, your 

ǎǇŜŎƛŀƭǘȅ ƭƛŜǎ ƛƴ ǎƘǳǘǘƛƴƎ Řƻǿƴ ȅƻǳǊ ƻǇǇƻƴŜƴǘΩǎ ŀōƛƭƛǘȅ ǘƻ ǳǎŜ ǘƘŜƛǊ 

skills. 

Expert Disciplines 

basic mana, depletion, melee (basic cutting), melee (mana 

destroyer), obstruct conjuration, powers (basic), powers 

(controlling), ranged (basic), seal mana, turn undead 

Basic Skills 

Knowledge: biology ς 100, climb I ς 100, fatal finish ς 100, first aid 

ς 100, forensics ς 100, occult I ς 100, regain feat (scheming) ς 200, 

repair ς 100, sense I ς 100, sense II ς 300, swim I ς 100, tracking ς 

200, weapon (cutting) I ς 100, weapon (guns) I ς 200 

Terraformer 
You are trained in the use of a technological terraforming device 

that controls swarms of Genesis Cells to create and manipulate 

physical landscapes as well as flora and fauna. 

While most terraformers make a living acting as individual 

prospectors or working with large teams to create new colonies, 

Mercenary terraformers employ Genesis Cell swarms to attack 

enemies in combat and to dominate terraforming abominations. 

Expert Disciplines 
abomination mastery, accumulate (swarm), athletics (advanced), 

basic mana, melee (basic chopping), powers (basic), powers 

(blasting), powers (controlling), ranged (basic), super science 

(terraforming) 

Basic Skills 

Knowledge: astronomy ς 100, biology ς 100, chemistry ς 100, 

climb I ς 100, computers I ς 100, electronics I ς 100, first aid ς 

100, geology ς 100, imaging ς 100, mathematics ς 100, navigation 

ς 100, physics ς 100, regain feat (theorize) ς 200, repair ς 100, 

survival ς 100, swim I ς 100, weapon (chopping) I ς 100, weapon 

(guns) I ς 200 
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Tracer 
You watch your surroundings and use the data to rapidly calculate 

trajectories that assist your ability to aim and avoid attacks. 

Expert Disciplines 

accumulate (lacerate), athletics (advanced), life bane, melee 

(basic cutting), powers (basic), powers (blasting), ranged (basic), 

ranged (decisive shot), training (armored combat), training 

(awareness) 

Basic Skills 

Knowledge: climb I ς 100, computers I ς 100, electronics I ς 100, 

enigmas ς 100, fatal finish ς 100, first aid ς 100, imaging ς 100, 

mathematics ς 100, navigation ς 100, physics ς 100, regain feat 

(target practice) ς 200, repair ς 100, sense I ς 100, swim I ς 100, 

tracking ς 200, weapon (cutting) I ς 100, weapon (guns) I ς 200 

Transfuser 
¸ƻǳ ŀǊŜ ǘǊŀƛƴŜŘ ƛƴ ƘŜŀƭƛƴƎ ȅƻǳǊ ŀƭƭƛŜǎΩ ǿƻǳƴŘǎ ŀƭƳƻǎǘ 

instantaneously or inflicting harm upon your opponents. 

Expert Disciplines 

basic mana, compound (medical), healing & purification, inflict 

harm, melee (basic cutting), melee (forceful striking), powers 

(basic), powers (blasting), ranged (basic), super science (cloning), 

super science (medical) 

Basic Skills 

Knowledge: biology ς 100, chemistry ς 100, climb I ς 100, 

compound handling ς 200, computers I ς 100, electronics I ς 100, 

first aid ς 100, forensics ς 100, medicine ς 200, regain feat 

(examination) ς 200, repair ς 100, sense I ς 100, splint ς 100, 

swim I ς 100, weapon (cutting) I ς 100, weapon (guns) I ς 200 
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Mystic Occupations

aȅǎǘƛŎǎ ŦƛǊǎǘ ŀǇǇŜŀǊŜŘ ŘǳǊƛƴƎ ƘǳƳŀƴƛǘȅΩǎ ƧƻǳǊƴŜȅ ŦǊƻƳ [ƻǎǘ 9ŀǊǘƘ 

to the Neo-9ŘŜƴ DŀƭŀȄȅΦ Lǘ ƛǎ ǘƘŜƻǊƛȊŜŘ ǘƘŀǘ ƛǘ ǿŀǎ ƘǳƳŀƴƛǘȅΩǎ ƭƻƴƎ 

exposure to the energies of the Jump Column that transformed 

some humans into Mystics, enabling them to internalize energy, 

which they named mana, and harness it to manipulate the world 

around them. Not everyone has the potential, called the Mystic 

Spark, to become a Mystic. Masters from the Mystic Coven, with 

the knowledge meta-morph (Mystic), test those interested in 

learning Mystic Occupations for the Mystic Spark. 

The skill to detect Mystics is difficult to learn, so a comprehensive 

census has never been conducted. However, it is believed that in 

recent years the number of humans born with the Mystic Spark 

has increased. In addition, genEs and even some androids have 

been discovered with the Mystic Spark. 

Those who have the potential can become an Acolyte at a Coven 

Temple. While there, the Mystic Spark is awakened within them 

as they train their minds and bodies under the tutelage of a 

Mystic Master. Acolytes must wear earth-toned robes, as a 

symbol of humility, until they complete their training. Once the 

Acolyte has learned all the basic skills of a Mystic Occupation and 

the temple elders deem that the Acolyte is ready, the Acolyte is 

declared a Mystic. 

At this point in their training, Mystics are practitioners of any 

Mystic Occupations for which they know all the basic skills. The 

Mystic is given a Mystic Blade and encouraged to leave the Coven 

Temple and travel the galaxy. They are no longer required to wear 

Acolyte robes. Many Mystics choose to wear earth-tones as a 

continued measure of humility, while others prefer to wear bright 

colors to inspire those around them. Mystics rarely wear dark 

colors, to avoid being mistaken as a Dark Mystic. 

Mystics can internalize mana and use it to cast powers. They use 

energy crystals to perform rituals. 

Practitioner Requirement: Practitioners of Mystic Occupations 

must have their Mystic Spark identified and awakened by a 

Temple Master with the knowledge meta-morph (Mystic), in 

ŀŘŘƛǘƛƻƴ ǘƻ ƭŜŀǊƴƛƴƎ ŀƭƭ ƻŦ ǘƘƛǎ hŎŎǳǇŀǘƛƻƴΩǎ .ŀǎƛŎ {ƪƛƭƭǎΦ 

Mystic Alchemist 
With direct insight into the correlation between matter and 

energy, you are a Mystic Alchemist, capable of creating fantastic 

compounds to aid your allies and hinder your foes. 

Alchemists are often welcome in a Mercenary crew, since their 

compounds are often a great boon to the rest of the crew.  Their 

ability to generate heat, normally used in preparing compounds, 

often serves Alchemists for direct offense as well. 

Expert Disciplines 
alchemy, athletics (basic), coalesce (heat), melee (basic cutting), 

mystic training, powers (basic), powers (controlling), ranged 

(basic), quick hands 

Basic Skills 

Knowledge: astronomy ς 100, compound handling ς 200, 

chemistry ς 100, climb I ς 100, first aid ς 100, geology ς 100, law ς 

100, regain feat (examination)ς 200, repair ς 100, sense I ς 100, 

sense II ς 300, sense III ς 200, swim I ς 100, theology ς 100, 

weapon (cutting) I ς 100 

Mystic Artificer 
As a Mystic Artificer, you are a builder, capable of fabricating 

mundane equipment and artifacts. 

Artificers that join Mercenary crews typically offer their services 

enchanting equipment and calling forth the element of earth 

against enemies. 

Expert Disciplines 
artificing, athletics (basic), coalesce (earth), enchantment (items), 

melee (basic cutting), melee (deep cutting), melee (forceful 

striking), mystic training, powers (basic), powers (blasting) 

Basic Skills 
Knowledge: climb I ς 100, commerce ς 100, fine arts ς 100, first 

aid ς 100, geology ς 100, law ς 100, mechanics I ς 100, regain feat 

(assembly) ς 200, repair ς 100, sense I ς 100, sense II ς 300, sense 

III ς 200, splint ς 100, swim I ς 100, theology ς 100, weapon 

(cutting) I ς 100 

Mystic Ascetic 
A bastion of holy divine powers, you are a Mystic Ascetic. You 

seek to understand the universe and share that enlightenment 

with others. 

Ascetics will sometimes join Mercenary crews to travel the galaxy, 

broadening their experiences and refining their philosophy on the 

nature of existence. 
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Expert Disciplines 

athletics (basic), coalesce (holy), divine faith (holy), healer, 

isolation, melee (basic cutting), melee (forceful striking), mystic 

training, powers (basic), powers (blasting), powers (controlling), 

protection 

Basic Skills 
Knowledge: biology ς 100, climb I ς 100, first aid ς 100, geology ς 

100, history ς 100, law ς 100, psychology ς 100, regain feat 

(prayers) ς 200, repair ς 100, sense I ς 100, sense II ς 300, sense III 

ς 200, splint ς 100, swim I ς 100, theology ς 100, weapon (cutting) 

I ς 100 

Mystic Avenger 
As a Mystic Avenger, you are a potent combatant and a Dark 

aȅǎǘƛŎΩǎ ǿƻǊǎǘ ŜƴŜƳȅΦ 

Avengers that travel the Galactic Core, fighting the undead 

created by Dark Mystics, are sometimes referred to as Solar 

Avengers. A Mercenary Crews that counts an Avenger among 

their members is better prepared than most to deal with Dark 

Mystics. 

Expert Disciplines 

athletics (advanced), coalesce (holy), melee (basic cutting), melee 

(deep cutting), melee (mana destroyer), mystic training, powers 

(basic), powers (blasting), purifier, turn undead 

Basic Skills 

Knowledge: climb I ς 100, fatal finish ς 100, first aid ς 100, 

geology ς 100, law ς 100, navigation ς 100, occult I ς 100, regain 

feat (contest physical) ς 200, repair ς 100, sense I ς 100, sense II ς 

300, sense III ς 200, survival ς 100, swim I ς 100, theology ς 100, 

weapon (cutting) I ς 100 

Mystic Beastlord 
As a Mystic Beastlord, You seek understanding of the Unseen 

World through its reflections among the beasts across the galaxy, 

including both regular animals and abominations wrought by 

mankind.  Your powers allow you to command, combat, and 

become like the beasts. 

Beastlords are often poorly understood by other Mercenaries, 

ōŜƛƴƎ ǾƛŜǿŜŘ ŀǎ ŜǾŜƴ ƳƻǊŜ άōŀŎƪǿŀǊŘέ ǘƘŀƴ ƻǘƘŜǊ aȅǎǘƛŎǎΦ  9ǾŜƴ 

so, many Beastlords become Mercenaries to be able to observe 

new and different creatures firsthand.  Their abilities to deal with 

abominations and to fight without weapons can be useful to many 

Mercenary crews. 

Expert Disciplines 

athletics (basic), beast mastery, coalesce (lacerate), 

extermination, melee (basic body), melee (basic cutting), melee 

(deep cutting), melee (seizing), mystic training, powers (basic) 

Basic Skills 
Knowledge: biology ς 100, climb I ς 100, first aid ς 100, geology ς 

100, law ς 100, navigation ς 100, regain feat (nostalgia)ς 200, 

repair ς 100, sense I ς 100, sense II ς 300, sense III ς 200, swim I ς 

100, theology ς 100, tracking ς 200, weapon (cutting) I ς 100 

Mystic Binder 
You have no need to kill or destroy. You are a Mystic Binder, able 

to bind the bodies of your enemies and the wills of conjurations 

to you using your mana. 

aŜǊŎŜƴŀǊƛŜǎ Ƴŀȅ ŦƛƴŘ ŀ .ƛƴŘŜǊΩǎ ƴƻƴ-lethal attacks odd, but there 

is no arguing against their effectiveness.  

Expert Disciplines 

athletics (basic), conjuration control, healer, immobilization, 

melee (basic cutting), melee (mana destroyer), melee (precise 

cutting), mystic training, powers (basic), powers (controlling), 

purifier 

Basic Skills 

Knowledge: binding ς 100, climb I ς 100, enigmas ς 100, first aid ς 

100, geology ς 100, law ς 100, mathematics ς 100, psychology ς 

100, regain feat (contest mental) ς 200, repair ς 100, sense I ς 

100, sense II ς 300, sense III ς 200, swim I ς 100, theology ς 100, 

weapon (cutting) I ς 100 

Mystic Cabalist 
As a Mystic Cabalist, you study the ways of Dark Mystics and learn 

some of their powers. Your path is a treacherous one, to touch 

the corruptions of Dark Mystics without being consumed by their 

power. 

Many people, even other Mystics, view Cabalists with suspicion. 

LǘΩǎ ǘƘŜǊŜŦƻǊŜ ƭƛǘǘƭŜ ǎǳǊǇǊƛǎŜ ǘƘŀǘ Ƴŀƴȅ /ŀōŀƭƛǎǘǎ ŦƛƴŘ ŀ ƘƻƳŜ 

among Mercenary Crews, who are used to walking a fine line 

themselves.  

Expert Disciplines 

athletics (basic), coalesce (profane), divine faith (profane), healer, 

melee (basic cutting), melee (precise cutting), mystic training, 

powers (basic), powers (blasting), powers (controlling), spiritual 

corruption, undead control 
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Basic Skills 

Knowledge: climb I ς 100, enigmas ς 100, first aid ς 100, geology 

ς 100, law ς 100, literature ς 100, mutilation ς 100, occult I ς 100, 

regain feat (nefarious rites) ς 200, repair ς 100, sense I ς 100, 

sense II ς 300, sense III ς 200, swim I ς 100, theology ς 100, 

weapon (cutting) I ς 100 

Mystic Mentalist 
You are a Mystic Mentalist, one who is capable of using the 

strength of their mind to influence others. You can even become 

capable of controlling the actions of the weak willed. 

Many Mercenaries find the skills of Mentalists to be a great boon 

in combat, where even a small mental push can turn the tide of a 

battle. 

Expert Disciplines 

athletics (basic), coalesce (psi), enchantment (mind), melee (basic 

cutting), melee (defender), mental manipulation, mentalism, mind 

control, mystic training, powers (basic), powers (blasting), powers 

(controlling) 

Basic Skills 

Knowledge: climb I ς 100, enigmas ς 100, first aid ς 100, geology 

ς 100, law ς 100, psychology ς 100, regain feat (commune) ς 200, 

repair ς 100, rumors ς 100, sense I ς 100, sense II ς 300, sense III ς 

200, splint ς 100, swim I ς 100, theology ς 100, weapon (cutting) I 

ς 100 

Mystic Nemesis 
Those who stand against your views of justice cannot hide, for you 

are a Mystic Nemesis.  You can track your foes across the galaxy, 

bringing them down either in person or from another planet.  You 

possess knowledge which helps you break the powers of Dark 

Mystics, which can also aid you in capturing rogue Mystics or 

high-tech foes. 

As part of a Mercenary crew, a Nemesis can keep his allies well-

protected, and is well-equipped to track down foes from afar and 

to breach ritual or procedural defenses. 

Expert Disciplines 

athletics (basic), coalesce (energy), detection, distant nemesis, 

enchantment (warding), melee (basic cutting), melee (precise 

cutting), melee (mana destroyer), mental manipulation, purifier, 

mystic training, powers (basic), powers (controlling), terror 

Basic Skills 

Knowledge: climb I ς 100, first aid ς 100, geology ς 100, law ς 

100, regain feat (divination)ς 200, occult I ς 100, psychology ς 

100, repair ς 100, sense I ς 100, sense II ς 300, sense III ς 200, 

swim I ς 100, theology ς 100, tracking ς 200, weapon (cutting) I ς 

100 

Mystic Resonator 
! aȅǎǘƛŎ wŜǎƻƴŀǘƻǊ άƘŜŀǊǎέ ǘƘŜ ¦ƴǎŜŜƴ ²ƻǊƭŘ ŀǎ ŎƭŜŀǊƭȅ ŀǎ ǘƘŜȅ 

can hear a person talking next to them ς sometimes more so.  

They can alsƻ άōǊƻŀŘŎŀǎǘέ ǿƘŀǘ ǘƘŜȅ ƘŜŀǊΣ ƳŀƴƛŦŜǎǘƛƴƎ ŀǎ ōǳǊǎǘǎ 

of sound. 

Resonators tend to be the restless sort, eager to hear the 

άƳŜƭƻŘȅέ ƻŦ ǘƘŜ ¦ƴǎŜŜƴ ²ƻǊƭŘ ƛƴ ƴŜǿ ƭƻŎŀǘƛƻƴǎΦ  ¢ƘŜƛǊ ŀōƛƭƛǘȅ ǘƻ 

damage and disorient foes with their sonic powers makes them 

capable Mercenaries. 

Expert Disciplines 
athletics (basic), coalesce (sonic), destroy items, detection, melee 

(basic cutting), melee (precise cutting), mystic training, powers 

(basic), powers (blasting), protection, ultrasonics 

Basic Skills 

Knowledge: climb I ς 100, fine arts ς 100, first aid ς 100, history ς 

100, geology ς 100, imaging ς 100, law ς 100, literature ς 100, 

regain feat (appreciation)ς 200, repair ς 100, sense I ς 100, sense 

II ς 300, sense III ς 200, swim I ς 100, theology ς 100, weapon 

(cutting) I ς 100 

Mystic Scrivener 
You channel mystic energy through inscriptions. Your symbols 

contain raw power capable of protecting people from attacks, 

warding areas from intruders, hiding yourself from detection and 

sealing off enemies from their mana. 

Scriveners power their Glyphs as well as their Runes, Scripts and 

Sigels with mana. Scriveners who become Mercenaries use their 

inscriptions to protect their allies while using their stealth 

capabilities to strike at enemies. 

Expert Disciplines 

athletics (basic), inscriber, melee (basic cutting), melee (precise 

cutting), mystic training, powers (basic), powers (controlling), 

purifier, stealth (basic) 

Basic Skills 
Knowledge: climb I ς 100, fine arts ς 100, first aid ς 100, geology ς 

100, imaging ς 100, law ς 100, mathematics ς 100, regain feat 

(symbolize) ς 200, repair ς 100, sense I ς 100, sense II ς 300, sense 

III ς 200, splint ς 100, swim I ς 100, theology ς 100, weapon 

(cutting) I ς 100 
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Mystic Sentinel 
As a Mystic Sentinel, you are a guardian, capable of defending 

against both mundane and arcane attacks, and freezing enemies 

with your powers. 

Some Sentinels are content to remain as Temple guards. 

However, many travel the galaxy with Mercenary crews, accepting 

jobs offered by colonists in need of assistance. 

Expert Disciplines 
athletics (advanced), coalesce (cold), detection, melee (basic 

cutting), melee (defender), melee (mana destroyer), mystic 

training, powers (basic), powers (blasting), protection, purifier, 

training (armored mystic) 

Basic Skills 
Knowledge: biology ς 100, climb I ς 100, fatal finish ς 100, first aid 

ς 100, forensics ς 100, geology ς 100, law ς 100, regain feat 

(calisthenics) ς 200, repair ς 100, sense I ς 100, sense II ς 300, 

sense III ς 200, survival ς 100, swim I ς 100, theology ς 100, 

weapon (cutting) I ς 100 

Mystic Shadowwalker 
A Mystic Shadowwalker has the ability to become as unseen as 

the Unseen World, excelling in the arts of stealth. 

A Shadowwalker tends to blend in well with most Mercenary 

crews, working with crewmates to flank and disorient their foes.  

They can harness the wind to aid them when the need to be more 

direct presents itself. 

Expert Disciplines 

athletics (advanced), coalesce (wind), enchantment (deception), 

isolation, melee (basic cutting), melee (precise cutting), mental 

manipulation, mystic training, powers (basic), powers 

(controlling), stealth (advanced) 

Basic Skills 

Knowledge: climb I ς 100, crime ς 100, enigmas ς 100, fatal finish 

ς 100, first aid ς 100, geology ς 100, law ς 100, regain feat (stealth 

practice)ς 200, repair ς 100, rumors ς 100, sense I ς 100, sense II 

ς 300, sense III ς 200, swim I ς 100, theology ς 100, weapon 

(cutting) I ς 100 

Mystic Stormer 
A master of the elements, you are a Mystic Stormer. You are 

capable of assembling elementals and commanding the elements 

themselves in battle. 

While some Stormers are content to simply study the elements in 

the confines of a temple, others wish to push the limits of their 

power in battle by joining Mercenary crews. 

Expert Disciplines 
athletics (basic), coalesce (earth), coalesce (heat), coalesce 

(water), coalesce (wind), conjuration mastery, healer, melee 

(basic cutting), melee (deep cutting), mystic training, powers 

(basic), powers (blasting), powers (controlling) 

Basic Skills 
Knowledge: biology ς 100, climb I ς 100, enigmas ς 100, first aid ς 

100, geology ς 100, law ς 100, occult I ς 100, regain feat 

(meditation) ς 200, repair ς 100, sense I ς 100, sense II ς 300, 

sense III ς 200, splint ς 100, swim I ς 100, theology ς 100, weapon 

(cutting) I ς 100 

Mystic Technomancer 
You focus your powers on an unusual source: technology. As a 

Mystic Technomancer you learn to use your mana to manipulate 

electricity. 

Mystic Temples often lack complex technology, so many 

Technomancers choose to travel with Mercenary Crews where 

their specialization can find greater appreciation. 

Expert Disciplines 

athletics (basic), coalesce (electric), disable machine, healer, 

machine control, melee (basic cutting), melee (mana destroyer), 

mystic training, powers (basic), powers (blasting), powers 

(controlling), purifier 

Basic Skills 

Knowledge: climb I ς 100, computers I ς 100, electronics I ς 100, 

first aid ς 100, geology ς 100, law ς 100, mathematics ς 100, 

regain feat (innovate) ς 200, repair ς 100, sense I ς 100, sense II ς 

300, sense III ς 200, splint ς 100, swim I ς 100, theology ς 100, 

weapon (cutting) I ς 100 



35 Mercenaries of the Galactic Frontier. For use with Mystic Realms® Core Rules. 

 

Skills 
Common Skills are available to people throughout the galaxy. They learn these skills as they go through life and can use them to fulfill the 

Basic Skill requirements of an Occupation. People practicing an Occupation are not limited to only Common Skills. Once all the Basic Skills are 

learned, they may learn skills from their Expert Disciplines.  

Common Skills List 

These skills are common to all people. All persons may learn skills 

of this list at anytime, even characters without occupations. 

Fabricating  
Fabricating skills allow a person to make items. Normal people 

can take a long time to make items, but supers can do it more 

quickly using mana-imbued materials. The entry here represents 

the fashioning used by normal people to build items. 

constructing - 200, fashioning I - 200, fashioning II - 200, 

fashioning III - 200, fashioning IV - 200, fashioning V - 200, 

manufacturing - 100. 

Feats  
These skills are combat actions that allow the person to attack 

and defend. Each are individual techniques that require energy to 

ǇŜǊŦƻǊƳΦ !ŦǘŜǊ ȅƻǳ ǳǎŜ ǘƘŜ ŦŜŀǘ ƻƴŎŜ ȅƻǳΩƭƭ ƴŜŜŘ ǘƻ ǊŜǎǘ ōŜŦƻǊŜ 

you can use the feat again. 

Feats General 

fend I - 200, fend II - 200, strength I - 100, strength II - 100, 

strength III - 200, willpower I - 200, willpower II - 200. 

Feats Melee 

critical melee I - 200, critical melee II - 200, critical ranged I - 200, 

critical ranged II - 200,  knockback I - 200, limb chop I - 200, limb 

crush I - 200, limb cut I - 200, stun I - 200, stun II - 200 

Feats Ranged 
limb pierce I - 200, limb shot I - 200, limb throw I - 200, propel I - 

200, quick aim I - 200, quick aim II - 200, quick load I - 200, quick 

load II - 200, stagger I - 200, stagger II - 200 

Feats Responsive 
dodge I - 200, dodge II - 400, evade I - 400, negate sp&p - 400, 

parry I - 200,  parry II - 400, 

Knowledge  
Knowledge skills represent broad base of information and 

technique and have been broken down into their groups 

according to their use. Italics has been used to offset the basic 

normal skills of which every person must know 700 status worth. 

Athletic Knowledge 
balance - 200, climb I - 100, climb II - 200, climb III - 100, 

coordinate - 200, escape - 200, hold breath - 100, leap - 300, 

pratfall - 300, swim I - 100, swim II - 200, swim III - 100 

Combat Knowledge 

armor I - 200, armor II - 200, armor III - 200, armor  IV - 200, armor 

V - 200,  armor VI - 200, armor VII, armor VIII -100, blindfight - 

200, compound combat - 400, fatal finish - 100, grappling - 300  

Commercial Knowledge 

commerce - 100, scrounge - 200, wealth I - 200, wealth II - 200, 

wealth III - 200, wealth IV - 200, wealth V - 200 

Communicative Knowledge 

illiterate - +100, interrogation - 400, interrogation resistance - 

200, language <additional> - 100, performance - 100, politics - 

100, psychology - 100 

Medical Knowledge 

compound handling - 200, first aid - 100, forensics - 100, medicine 

- 200, mutilation - 100, resuscitate - 100, splint - 100, surgery - 

100, survival - 100 

Observation Knowledge 

compound sleight - 300, enigmas - 100, extrasensory perceptions - 

200, hypnosis - 400, mettle I - 400, mettle II - 200, mettle III - 200, 

navigation - 100, sense I - 100, sense II - 300, sense III - 200 

Region Lore 
region lore (Prime system) ς 100, region lore (Galactic Core) ς 

100, region lore (Gemini system) ς 100, region lore (Ravian 

system) ς 100, region lore (Khoros system) ς 100, region lore 

(Balder system) ς 100, region lore (Apollo system) ς 100 

Social Knowledge 
regain feat (appreciation) - 200, regain feat (boasting) - 200, 

regain feat (combat training) - 200, regain feat (commune) - 200, 
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regain feat (contest mental) - 200, regain feat (contest physical) - 

200, regain feat (debate) - 200, regain feat (decadence) - 200, 

regain feat (divination) - 200, regain feat (examination) - 200, 

regain feat (feasting) - 200, regain feat (flirting) - 200, regain feat 

(gossip) - 200, regain feat (grievance) - 200, regain feat (innovate) 

- 200, regain feat (investigation) - 200, regain feat (jocularity) - 

200, regain feat (meditation) - 200, regain feat (nefarious rites) - 

200, regain feat (nostalgia) - 200, regain feat (prayers) - 200, 

regain feat (revival) - 200, regain feat (scheming) - 200, regain feat 

(stealth practice) - 200, regain feat (story telling) - 200, regain feat 

(tactical discussion) - 200, regain feat (target practice) - 200, 

regain feat (theorize) - 200 

Study Knowledge 

astronomy - 100, biology - 100, chemistry - 100, computers I - 100, 

computers II - 300, computers III - 200, embalm - 100, geology - 

100, history - 100, imaging - 100, law - 100, literature - 100, 

mathematics - 100, military - 100, occult I - 100, occult II - 300, 

occult III - 200, physics - 100, region lore (<location>) - 100, teach I 

- 100, teach II - 100, theology - 100, tracking - 200 

Subterfuge Knowledge 

crime - 100, disarm trap - 200, forgery - 200, gambling - 200, 

gaming - 200, pick locks - 300, pocket pick - 300, pocket place - 

300, rumors - 100, vermin handling - 200 

Technical Knowledge 

bindings - 100, electronics I - 100, electronics II - 300, electronics 

III - 100, explosives I - 200, explosive II - 400, fine arts - 100, 

maintenance - 200, mechanics I - 100, mechanics II - 300, 

mechanics III - 200, repair - 100 

Transportation Knowledge 
animal handling - 100, ride I - 100, ride II - 100, ride III - 200, 

vehicles I - 200, vehicles II - 100, vehicles III - 200 

Weapons Knowledge 
weapons (body) I - 200, weapons (body) II - 200, weapons (body) 

III - 200, weapons (bow) I - 200, weapons (bow) II - 200, weapons 

(bow) III - 200, weapons (bow) IV - 100, weapons (bow) V - 100, 

weapons (chopping) I - 100, weapons (chopping) II - 100, weapons 

(chopping) III - 100, weapons (crushing) I - 100, weapons 

(crushing) II - 100, weapons (crushing) III - 100, weapons (cutting) 

I - 100, weapons (cutting) II - 100, weapons (cutting) III - 100, 

weapons (gun) I - 200, weapons (gun) II - 200, weapons (gun) III - 

200, weapons (gun) IV - 100, weapons (gun) V - 100,  weapons 

(shield) I - 300, weapons (shield) II - 200,  weapons (throw) I - 100, 

weapons (throw) II - 100, weapons (throw) III - 200. 

Expert Disciplines 

Certain Occupations prepare people to learn specific groups of 

advanced skills known as Expert Disciplines. Before a person may 

learn from these lists, they must have learned all of the Basic Skills 

listed under their Occupation. 

A break in the chain of required prerequisite skills will prevent a 

character from learning a skill. 

Abomination Mastery 
Knowledge: vermin handling ς 200 

Powers:  beastify ς 400, befriend beast ς 400, call beasts ς 400, 

command beast ς 600, declaw ς 200, pass exposure ς 200, 

speaking beast ς 200 

Procedures: call vermin ς 300 

Abominator 
Feats: elude woodlands I ς 200, elude woodlands II ς 200, elude 

woodlands III ς 200 

Knowledge: vermin handling ς 200 

Powers: beastify ς 400, befriend beast ς 400, call beasts ς 400, 

command beast ς 600, declaw ς 200, speaking beast ς 200 

Procedures: beast skin ς 200, call vermin ς 300, empower beast ς 

200, enclosure (natural) ς 300, morph beast ς 300 

Accumulate (Acid) 
Abilities: invulnerable (acid) ς 300, projectiles (acid) ς 300 

Powers: blast (acid) ς 200, enhance weapon (acid) ς 100 

Procedures: dome (permeable acid) ς 100, enclosure (acid) ς 200, 

projectile device (acid) ς 200, wall (permeable acid) ς 100 

Accumulate (Cold) 
Abilities: invulnerable (cold) ς 300, projectiles (cold) ς 300 

Powers: blast (cold) ς 200, enhance weapon (cold) ς 100 
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Procedures: dome (permeable cold) ς 100, enclosure (cold) ς 200, 

projectile device (cold) ς 200, wall (permeable cold) ς 100 

Accumulate (Disintegrate) 
Abilities: projectiles (generic) ς 500 

Powers: damage (disintegrate) - 500 

Procedures: dome (permeable disintegrate) ς 200, enclosure 

(disintegrate) ς 200, wall (permeable disintegrate) ς 200 

Accumulate (Electric) 
Abilities: invulnerable (electric) ς 300, projectiles (electric) ς 300 

Powers: blast (electric) ς 200, enhance weapon (electric) ς 100 

Procedures: dome (permeable electric) ς 100, enclosure (electric) 

ς 200, projectile device (electric) ς 200, wall (permeable electric) 

ς 100 

Accumulate (Energy) 
Abilities: projectiles (generic) ς 500 

Powers: damage (energy) - 500 

Procedures: dome (permeable energy) ς 200, enclosure (energy) 

ς 200, wall (permeable energy) ς 200 

Accumulate (Heat) 
Abilities: invulnerable (heat) ς 300, projectiles (heat) ς 300 

Powers: blast (heat) ς 200, enhance weapon (heat) ς 100 

Procedures: dome (permeable heat) ς 100, enclosure (heat) ς 

200, projectile device (heat) ς 200, wall (permeable heat) ς 100 

Accumulate (Lacerate) 
Abilities: projectiles (generic) ς 500 

Powers: damage (lacerate) - 500 

Procedures: dome (permeable lacerate) ς 200, enclosure 

(lacerate) ς 200, wall (permeable lacerate) ς 200 

Accumulate (Psi) 
Abilities: invulnerable (psi) ς 300, projectiles (psi) ς 300 

Powers: blast (psi) ς 200, enhance weapon (psi) ς 100 

Procedures: dome (permeable psi) ς 100, enclosure (psi) ς 200, 

projectile device (psi) ς 200, wall (permeable psi) ς 100 

Accumulate (Pulverize) 
Abilities: projectiles (generic) ς 500 

Powers: damage (pulverize) - 500 

Procedures: dome (permeable pulverize) ς 200, enclosure 

(pulverize) ς 200, wall (permeable pulverize) ς 200 

Accumulate (Radiation) 
Abilities: invulnerable (rad) ς 300, projectiles (rad) ς 300 

Powers: blast (rad) ς 200, enhance weapon (rad) ς 100 

Procedures: dome (permeable rad) ς 100, enclosure (rad) ς 200, 

projectile device (rad) ς 200, wall (permeable rad) ς 100 

Accumulate (Sound) 
Abilities: invulnerable (sound) ς 300, projectiles (sound) ς 300 

Powers: blast (sound) ς 200, enhance weapon (sound) ς 100 

Procedures: dome (permeable sound) ς 100, enclosure (sound) ς 

200, projectile device (sound) ς 200, wall (permeable sound) ς 

100 

Accumulate (Swarm) 
Abilities: projectiles (generic) ς 500 

Powers: damage (swarm) - 500 

Procedures: dome (permeable swarm) ς 200, enclosure (swarm) ς 

200, wall (permeable swarm) ς 200 

Accumulate (Toxic) 
Abilities: invulnerable (toxic) ς 300, projectiles (toxic) ς 300 

Powers: blast (toxic) ς 200, enhance weapon (toxic) ς 100 

Procedures: dome (permeable toxic) ς 100, enclosure (toxic) ς 

200, projectile device (toxic) ς 200, wall (permeable toxic) ς 100 

Alchemy 
Compounds: curative ς 500, disabler ς 500, enabler ς 500, hazard 

ς 300, infection ς 300, narcotic ς 300, poison ς 500, toxicant ς 300 

Knowledge: compound sleight ς 300 
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Rituals: enclosure (gaseous) ς 400, laboratory ς 200, preservation 

ς 100, purify blood ς 200 

Artificing 
Fabricating: artificing I ς 100, artificing II ς 100 

Powers: form melee weapon ς 400, form ranged weapon ς 200, 

form shield ς 200, form tool ς 400, mend ς 600 

Rituals: bridge ς 200, node (mending) ς 400, restore item ς 200, 

site of mana (monolith) ς 200, spirit legacy (schematics) ς 100, 

work bench ς 200 

Athletics (Basic) 
Feats: dodge I ς 200, dodge II ς 400, evade I ς 400, evade II ς 400, 

pursue I ς 200, pursue II ς 400 

Knowledge: balance ς 200, climb I ς 100, hold breath ς 100, leap 

ς 300, swim I ς 100, swim II ς 200 

Athletics (Advanced) 
Feats: catch I ς 200, catch II ς 200, dodge I ς 200, dodge II ς 400, 

dodge III ς 400, evade I ς 400, evade II ς 400, evade III ς 600, 

pursue I ς 200, pursue II ς 400, pursue III ς 400 

Knowledge: balance ς 200, climb I ς 100, climb II ς 200, escape ς 

200, hold breath ς 100, leap ς 300, pratfall ς 300, swim I ς 100, 

swim II ς 200 

Barriers (Impermeable) 
Procedures: dome (impermeable) ς 200, wall (impermeable) ς 

200 

Basic Mana 
Powers: attenuate ς 100, dispel ς 200, mete mana ς 200 

Procedures: dispelling ς 100 

Beast Mastery 
Feats: elude woodlands I ς 200, elude woodlands II ς 200, elude 

woodlands III ς 200 

Knowledge: vermin handling ς 200 

Powers: beastify ς 400, befriend beast ς 400, call beasts ς 400, 

command beast ς 600, declaw ς 200, speaking beast ς 200 

Rituals: beast skin ς 200, call vermin ς 300, claws (chop) ς 200, 

claws (crush) ς 200, claws (cut) ς 200, divine beast ς 100, 

empower beast ς 200, enclosure (natural) ς 300, morph beast ς 

300 

Coalesce (Earth) 
Abilities: invulnerable (earth) ς 300, projectiles (earth) ς 300 

Powers: blast (earth) ς 200, enhance weapon (earth) ς 100 

Rituals: dome (permeable earth) ς 100, enclosure (earth) ς 200, 

projectile device (earth) ς 200, wall (permeable earth) ς 100 

Coalesce (Electric) 
Abilities: invulnerable (electric) ς 300, projectiles (electric) ς 300 

Powers: blast (electric) ς 200, enhance weapon (electric) ς 100 

Rituals: dome (permeable electric) ς 100, enclosure (electric) ς 

200, projectile device (electric) ς 200, wall (permeable electric) ς 

100 

Coalesce (Energy) 
Abilities: projectiles (generic) ς 500 

Powers: damage (energy) - 500 

Rituals: dome (permeable energy) ς 200, enclosure (energy) ς 

200, wall (permeable energy) ς 200 

Coalesce (Lacerate) 
Abilities: projectiles (generic) ς 500 

Powers: damage (lacerate) - 500 

Rituals: dome (permeable lacerate) ς 200, enclosure (lacerate) ς 

200, wall (permeable lacerate) ς 200 

Coalesce (Heat) 
Abilities: invulnerable (heat) ς 300, projectiles (heat) ς 300 

Powers: blast (heat) ς 200, enhance weapon (heat) ς 100 

Rituals: dome (permeable heat) ς 100, enclosure (heat) ς 200, 

projectile device (heat) ς 200, wall (permeable heat) ς 100 

Coalesce (Holy) 
Abilities: invulnerable (holy) ς 300, projectiles (holy) ς 300 
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Powers: blast (holy) ς 200, enhance weapon (holy) ς 100 

Rituals: dome (permeable holy) ς 100, enclosure (holy) ς 200, 

projectile device (holy) ς 200, wall (permeable holy) ς 100 

Coalesce (Profane) 
Abilities: invulnerable (profane) ς 300, projectiles (profane) ς 300 

Powers: blast (profane) ς 200, enhance weapon (profane) ς 100 

Rituals: dome (permeable profane) ς 100, enclosure (profane) ς 

200, projectile device (profane) ς 200, wall (permeable profane) ς 

100 

Coalesce (Psi) 
Abilities: invulnerable (psi) ς 300, projectiles (psi) ς 300 

Powers: blast (psi) ς 200, enhance weapon (psi) ς 100 

Rituals: dome (permeable psi) ς 100, enclosure (psi) ς 200, 

projectile device (psi) ς 200, wall (permeable psi) ς 100 

Coalesce (Sonic) 
Abilities: invulnerable (sonic) ς 300, projectiles (sonic) ς 300 

Powers: blast (sonic) ς 200, enhance weapon (sonic) ς 100 

Rituals: dome (permeable sonic) ς 100, enclosure (sonic) ς 200, 

projectile device (sonic) ς 200, wall (permeable sonic) ς 100 

Coalesce (Water) 
Abilities: invulnerable (water) ς 300, projectiles (water) ς 300 

Powers: blast (water) ς 200, enhance weapon (water) ς 100 

Rituals: dome (permeable water) ς 100, enclosure (water) ς 200, 

projectile device (water) ς 200, wall (permeable water) ς 100 

Coalesce (Wind) 
Abilities: invulnerable (wind) ς 300, projectiles (wind) ς 300 

Powers: blast (wind) ς 200, enhance weapon (wind) ς 100 

Rituals: dome (permeable wind) ς 100, enclosure (wind) ς 200, 

projectile device (wind) ς 200, wall (permeable wind) ς 100 

Compound (Chemical) 
Abilities: immunity smell (chemical aromas) ς 100 

Compounds: disabler ς 500, enabler ς 500, hazard ς 300 

Knowledge: compound sleight ς 300 

Procedures: enclosure (gaseous) ς 400, laboratory ς 200, 

preservation ς 100, purify blood ς 200 

Powers: flee smell (chemical aroma) ς 200, mass flee smell 

(chemical aroma) ς 600 

Compound (Medical) 
Abilities: immunity smell (chemical aromas) ς 100 

Compounds: curative ς 500, infection ς 300, narcotic ς 300 

Knowledge: compound sleight ς 300 

Procedures: laboratory ς 200, preservation ς 100, purify blood ς 

200 

Powers: flee smell (chemical aroma) ς 200, mass flee smell 

(chemical aroma) ς 600 

Compound (Subversive) 
Abilities: immunity smell (chemical aromas) ς 100 

Compounds: poison ς 500, toxicant ς 300 

Knowledge: compound sleight ς 300 

Procedures: laboratory ς 200, preservation ς 100, purify blood ς 

200 

Powers: flee smell (chemical aroma) ς 200, mass flee smell 

(chemical aroma) ς 600 

Conjuration Control 
Powers: assemble corpse ς 400, conjurate ς 600, control 

conjuration ς 400, master conjuration ς 200, speaking element ς 

200 

Conjuration Mastery 
Powers: assemble corpse ς 400, assemble elemental I ς 600, 

assemble elemental II ς 400, assemble elemental III ς 200, 

conjurate ς 600, control conjuration ς 400, master conjuration ς 

200, speaking element ς 200 

Rituals: enclosure (conjuration) ς 300, node (assembling) ς 600 
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Dark Mystic Rituals (Common) 
Rituals: afflict I ς 100, afflict II ς 200, afflict III ς 200, curse ς 200, 

mana item (skull) I ς 200, mana item (skull) II ς 200, site of mana 

(grave stone) ς 200, spiritual activity (fealty) ς 100, summon 

construct (revenant) ς 200, summon spirit strengthener 

(soothsayer) ς 100, talisman (bone) ς 100 

Depletion 
Procedures: purgation ς 600 

Powers: death ς 200, disorient ς 200, enfeeble ς 200, exhaust ς 

200, fatigue ς 200, incapacitate ς 300, lethargy ς 200, weakness ς 

200, weary ς 200 

Destroy Items 
Powers: deteriorate item ς 400, disable item ς 400, disenchant 

item ς 200, fragment item ς 400 

Detection 
Ability: dangersense ς 400 

Powers: find items ς 200 

Rituals: alertness ς 200, ascertain ς 200, locate ς 200 

Disable Machine 
Powers: avert all machines ς 400, destroy machine ς 200, disrupt 

machine ς 400, kill machine ς 300, pacify machine ς 400, rebuke 

machine ς 200, slow machine ς 400, stop machine ς 200 

Distant Nemesis 
Rituals: afflict I ς 100, afflict II ς 200, afflict III ς 200, curse ς 200, 

voices I ς 100, voices II ς 200, voices III ς 200 

Divine Faith (Holy) 
Rituals: conjure devout (archon) ς 200, creation circle ς 200, 

divine allegiance ς 200, divine altar ς 400, divine avatar ς 400, 

divine benevolence ς 100, divine body ς 200, divine bond ς 200, 

divine homage ς 100, divine mana ς 200, divine mark ς 200, 

divine prayers ς 200, divine reliquary ς 300, divine shrine ς 200, 

divine symbol ς 200, divine vestment ς 300, enclosure (pious) ς 

300 

Divine Faith (Profane) 
Rituals: conjure devout (bane) ς 200, creation circle ς 200, divine 

allegiance ς 200, divine altar ς 400, divine avatar ς 400, divine 

benevolence ς 100, divine body ς 200, divine bond ς 200, divine 

homage ς 100, divine mana ς 200, divine mark ς 200, divine 

prayers ς 200, divine reliquary ς 300, divine shrine ς 200, divine 

symbol ς 200, divine vestment ς 300, enclosure (pious) ς 300 

Enchantment (Deception) 
Abilities: stealth ς 200 

Rituals: alter aura ς 200, astray ς 200, mask ς 200, smuggle ς 200 

Enchantment (Items) 
Rituals: armor clothing ς 300, bottomless bag ς 300, buoyant item 

ς 100, lock ς 200, engraved shield ς 200, engraved weapon ς 200, 

mana storing (crystal) I ς 200, mana storing (crystal) II ς 200, 

polishing rag ς 200, replenish ammunition ς 200, restore item ς 

200, time reducer (tome) ς 200, weight ς 200, work station ς 200 

Enchantment (Mind) 
Rituals: ascertain ς 200, astray ς 200, bolster mana ς 200, 

education ς 200, enclosure (tranquil) ς 400, pass lore ς 400, spirit 

activity (fealty) ς 100, subservience I ς 600, subservience II ς 200, 

subservience III ς 200, subservience IV ς 1000 

Enchantment (Warding) 
Abilities: vigilant ς 400 

Feats:  pursue I ς 200, pursue II ς 400 

Rituals: astray ς 200, divine benevolence ς 100, lock ς 200, 

perimeter ς 100, pursuance ς 200, recover item ς 200, theft 

protection ς 100 

Extermination 
Feats: elude woodlands I ς 200, elude woodlands II ς 200, elude 

woodlands III - 200 

Powers: avert all beasts ς 400, destroy beast ς 200, kill beast ς 

300, pacify beast ς 400, pass exposure ς 200, rebuke beast ς 200, 

slow beast ς 400, stop beast ς 200 

Fabrication 
Fabricating: fashioning I ς 300, fashioning II ς 300, fashioning III ς 

300, fashioning IV ς 300, fashioning V ς 300 

Knowledge: mechanics III ς 200 
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Form Items 
Powers: form melee weapon ς 400, form ranged weapon ς 200, 

form shield ς 200, form tool ς 400, mend ς 600 

Procedures: bridge ς 200, node (mending) ς 400, restore item ς 

200, spirit legacy (schematics) ς 100 

Gadgetry 
Fabrication: gadgeteering I ς 100, gadgeteering II ς 100,  

Gravity 
Abilities: hover I ς 200, telekinesis I ς 600 

Powers: drop all ς 200, weight decrease ς 200, weight increase ς 

400 

Healer 
Powers: heal ς 400 

Rituals: healing location (stone circle) ς 400, node (healing) ς 200, 

purify blood ς 200, restoration ς 300, requiem ς 400return ς 200, 

spiritquest ς 400, summon construct (revenant) ς 200, summon 

spirit strengthener (ecclesiastic) ς 100, talisman (religious) ς 100, 

ward (undead) ς 400 

Healing & Purification 
Powers: heal ς 400, purify food & drink ς 100 

Procedures: node (healing) ς 200, purify blood ς 200, restoration 

ς 300, return ς 200 

Immobilization 
Powers: attach ς 200, crush ς 200, immobilize arms ς 300, 

immobilize body ς 300, immobilize legs ς 300, immobilize vocals ς 

300, petrify ς 300, restrain arm ς 300, slow ς 300, stop 300 

Inflict Harm 
Abilities: feeding (body) ς 200, projectiles (generic) ς 500 

Powers: harm ς 500, injure body ς 500, injure mana ς 200 

Procedures: dome (permeable harm) ς 200, enclosure (harm) ς 

200, wall (permeable harm) ς 200 

Inscriber 
Glyphs: glyphs I ς 200, glyphs II ς 200, glyphs III ς 200 

Rituals: spirit coloring (painting) ς 200, spirit legacy (artistic 

endeavor) ς 100 

Runes, Scripts and Sigels: runes, scripts and sigels I ς 300, runes, 

scripts and sigels II ς 300, runes, scripts and sigels III ς 300, runes, 

scripts and sigels IV ς 300, runes, scripts and sigels V ς 300 

Isolation 
Abilities: spatial location ς 500 

Powers: blind ς 400, deafen ς 200, dull senses ς 200, mute ς 400, 

snuff ς 200 

Life Bane 
Abilities: immunity smell (rotting stenches) ς 100 

Powers: avert all living beings ς 600, flee smell (rotting stench) ς 

200, hemorrhage ς 400, hobble leg ς 400, kill ς 400, maim arm ς 

400, mass flee smell (rotting stench) ς 600rebuke living being ς 

400 

Machine Control 
Powers: assimilate corpse ς 400, control machine ς 400, 

machinate ς 600, master mechanical creation ς 200, speaking 

machine ς 200 

Machine Mastery 
Powers: assimilate automaton I ς 600, assimilate automaton II ς 

400, assimilate automaton III ς 200, assimilate corpse ς 400, 

control machine ς 400, machinate ς 600, master mechanical 

creation ς 200, mend ς 600, speaking machine ς 200 

Procedures: assimilate automaton I ς 300, assimilate automaton II 

ς 100, enclosure (mechanical) ς 300, node (assimilating) ς 600, 

node (mending) ς 400 

Melee (Basic Body) 
Feats: critical melee I ς 200, critical melee II ς 200, critical melee 

III ς 200, critical melee IV ς 400, disarm I ς 200, feint I ς 200, 

knockback I ς 200, knockback II ς 200, knockback III ς 200, parry I 

ς 200, parry II ς 400, seize I ς 400, seize II ς 400, stun I ς 200, stun 

II ς 200, stun III ς 200 

Knowledge: escape ς 200, grappling ς 300 
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Melee (Basic Chopping) 
Feats: critical melee I ς 200, critical melee II ς 200, critical melee 

III ς 200, critical melee IV ς 400, feint I ς 200, kill chop ς 600, 

knockback I ς 200, knockback II ς 200, knockback III ς 200, limb 

chop I ς 200, limb chop II ς 400, limb chop III ς 400, parry I ς 200, 

parry II ς 400, stun I ς 200, stun II ς 200, stun III ς 200 

Melee (Basic Crushing) 
Feats: bash I ς 200, critical melee I ς 200, critical melee II ς 200, 

critical melee III ς 200, critical melee IV ς 400, feint I ς 200, 

knockback I ς 200, knockback II ς 200, knockback III ς 200, 

knockback IV ς 200, knock out I ς 400, limb crush I ς 200, limb 

crush II ς 400, parry I ς 200, parry II ς 400, stun I ς 200, stun II ς 

200, stun III ς 200, stun IV ς 200 

Melee (Basic Cutting) 
Feats: critical melee I ς 200, critical melee II ς 200, critical melee 

III ς 200, critical melee IV ς 400, disarm I ς 200, feint I ς 200, feint 

II ς 400, knockback I ς 200, knockback II ς 200, knockback III ς 

200, limb cut I ς 200, limb cut II ς 400, parry I ς 200, parry II ς 400, 

stun I ς 200, stun II ς 200, stun III ς 200, vocal cut ς 400 

Melee (Deep Chopping) 
Feats: critical melee V ς 400, kill chop ς 600, limb chop III ς 400, 

parry III ς 400, rend I ς 600 

Knowledge: blindfight ς 200 

Melee (Deep Crushing) 
Feats: critical melee V ς 400, kill crush ς 600, limb crush III ς 400, 

parry III ς 400, rend I ς 600 

Knowledge: blindfight ς 200 

Melee (Deep Cutting) 
Feats: critical melee V ς 400, kill cut ς 600, limb cut III ς 400, parry 

III ς 400, rend I ς 600 

Knowledge: blindfight ς 200 

Melee (Defender) 
Feats: deflect strike I ς 200, deflect strike II ς 400, fend I ς 200, 

fend II ς 200, fend III ς 400, hero stand ς 600, parry III ς 400 

Knowledge: blindfight ς 200, shield II ς 200 

Melee (Forceful Striking) 
Abilities: strength II ς 400, strength III ς 200 

Feats: bash I ς 200, bash II ς 400, bash III ς 400, knockback III ς 

200, knockback IV ς 200, knockout I ς 400, knockout II ς 400, 

parry III ς 400, strength V ς 400, stun III ς 200, stun IV ς 200 

Knowledge: blindfight ς 200 

Melee (Mana Destroyer) 
Abilities: nullification ς 200 

Feats: deplete mana I ς 200, deplete mana II ς 400, deplete mana 

III ς 400, negate SP&P I ς 400, negate SP&P II ς 400, negate SP&P 

III ς 600, repulse SP&P I ς 400, repulse SP&P II ς 600 

Knowledge: blindfight ς 200 

Melee (Precise Chopping) 
Feats: critical melee V ς 400, disarm I ς 200, disarm II ς 400, eye 

chop ς 600, feint II ς 400, parry III ς 400, vocal chop ς 400 

Knowledge: blindfight ς 200 

Melee (Precise Crushing) 
Feats: critical melee V ς 400, disarm I ς 200, disarm II ς 400, eye 

crush ς 600, feint II ς 400, parry III ς 400, vocal crush ς 400 

Knowledge: blindfight ς 200 

Melee (Precise Cutting) 
Feats: critical melee V ς 400, disarm I ς 200, disarm II ς 400, eye 

cut ς 600, feint II ς 400, parry III ς 400, vocal cut ς 400 

Knowledge: blindfight ς 200 

Melee (Seizing) 
Abilities: strength II ς 400, strength III ς 200 

Feats: constrict I ς 200, constrict II ς 200, constrict III ς 200, 

disarm I ς 200, disarm II ς 400, fling I ς 400, fling II ς 400, fling III ς 

600, parry III ς 400, seize I ς 400, seize II ς 400, seize III ς 600, 

strength V ς 400 

Knowledge: blindfight ς 200 

Mental Manipulation 
Abilities: vigilant ς 400 
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Powers: aggression ς 400, awaken ς 200, distract ς 200, emotions 

ς 200, laughter ς 200, sleep ς 400 

 

Mentalism 
Abilities: thought scanning ς 400 

Feats: mental extraction I ς 400, mental extraction II ς 400 

Knowledge: extrasensory perception ς 200 

Rituals: Alertness ς 200, ascertain ς 200, education ς 200, locate ς 

200, pass lore ς 400, purgation - 600 

 

Military Order (Basic) 
Procedures: military allegiance ς 200, military code ς 200, military 

shield ς 200, military standard ς 200, military uniform ς 300, 

military weapon ς 200 

Military Order (Advanced) 
Procedures: military allegiance ς 200, military armory ς 300, 

military award - 200, military barracks ς 300, military body ς 200, 

military code ς 200, military mana ς 200, military memorial ς 200, 

military retreat ς 100, military shield ς 200, military standard ς 

200, military stronghold ς 100, military tour of duty ς 100, military 

uniform ς 300, military weapon ς 200 

Mind Control 
Powers: amnesia ς 200, bewilder ς 200, compliant ς 400, confuse 

being ς 400, dazzle ς 200, dominate being ς 600, fugue ς 200, 

manipulate being ς 400, pacify being ς 400 

Mystic Training 
Knowledge: extrasensory perception ς 200 

Powers: attenuate ς 100, dispelς 200, mete mana ς 200, moving 

force ς 200 

Rituals: dispelling ς 100, divine allegiance ς 200, restoration ς 

300, return ς 200, spirit activity (revival) ς 100, spirit legacy 

(commemoration) ς 100, spirit remembrance (eulogy) ς 100 

Obstruct Conjuration 
Powers: avert all conjurations ς 400, destroy conjuration ς 200, 

kill conjuration ς 300, pacify conjuration ς 400, rebuke 

conjuration ς 200, slow conjuration ς 400, stop conjuration ς 200 

Powers (Basic) 
Feats: double SP&P I ς 200, double SP&P II ς 400, double SP&P III 

ς 400, negate SP&P I ς 400, negate SP&P II ς 400, quick cast SP&P 

I ς 200, quick cast SP&P II ς 200, quick cast SP&P III ς 200, recover 

I ς 200, recover II ς 200, recover III ς 200 

Powers (Blasting) 
Feats: breaching SP&P ς 400, breaking SP&P I ς 200, breaking 

SP&P II ς 200, breaking SP&P III ς 400, bursting SP&P I ς 400, 

bursting SP&P II ς 600, impacting SP&P I ς 200, impacting SP&P II 

ς 200, impacting SP&P III ς 400, negate SP&P III ς 600 

Powers (Controlling) 
Feats: augment SP&P I ς 200, augment SP&P II ς 200, augment 

SP&P III ς 400, conceal SP&P I ς 200, conceal SP&P II ς 200, 

conceal SP&P III ς 400, negate SP&P III ς 600, repulse SP&P I ς 400 

Protection 
Powers: fortitude ς 400, shell ς 500 

Rituals: armor clothing ς 300, bolster body ς 200, breathe water ς 

100, dome (impermeable) ς 200, wall (impermeable) ς 200 

Purifier 
Abilities: purgation ς 600 

Powers: attenuate ς 100, dispel ς 200, drain mana ς 200, seal 

source ς 100, squelch ς 200 

Rituals: dispelling ς 100, enclosure (anti-ritual & procedure) ς 

300, enclosure (anti-spell, prayer & power) ς 300, purify blood ς 

200, return ς 200, talisman (religious) ς 100, ward (undead) ς 400 

Ranged (Basic) 
Feats: critical ranged I ς 200, critical ranged II ς 200, critical 

ranged III ς 200, critical ranged IV ς 400, critical ranged V ς 400, 

dodge I ς 200, dodge II ς 400, double range I ς 200, double range 

II ς 200, propel I ς 200, propel II ς 200, propel III ς 200, propel IV ς 

200, quick aim I ς 200, quick aim II ς 200, quick aim III ς 200 
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Ranged (Decisive Shot) 
Feats: dodge III ς 400, kill shot ς 600, limb shot I ς 200, limb shot 

II ς 400, limb shot III ς 400, strafe I ς 600, strafe II ς 600 

Ranged (Decisive Throw) 
Feats: dodge III ς 400, kill throw ς 600, limb throw I ς 200, limb 

throw II ς 400, limb throw III ς 400 

Ranged (Gunner) 
Feats: dodge III ς 400, quick load I ς 200, quick load II ς 200, quick 

load III ς 200 

Knowledge: Weapon (guns) I ς 200, weapon (guns) II ς 200, 

weapon (guns) III ς 200, weapon (guns) IV ς 100, weapon (guns) V 

ς 100 

Ranged (Hurler) 
Abilities: strength II ς 400, strength III ς 200 

Feats: dodge III ς 400, hurl I ς 200, hurl II ς 200, hurl III ς 200, 

strength I ς 100, strength II ς 100, strength III ς 200, strength IV ς 

200, strength V ς 400 

Ranged (Tangler) 
Knowledge: escape ς 200 

Feats: distance drop I ς 400, distance drop II ς 400, dodge III ς 

400, tangle body I ς 400, tangle body II ς 600, tangle limb I ς 200, 

tangle limb II ς 400 

Ranged (Trick Shot) 
Feats: distance drop I ς 400, distance drop II ς 400, dodge III ς 

400, eye shot ς 600, intercept I - 200, intercept II - 400, vocal shot 

ς 400 

Ranged (Trick Throw) 
Feats: catch I - 200, catch II - 200, distance drop I ς 400, distance 

drop II ς 400, dodge III ς 400, eye throw ς 600, intercept I - 200, 

intercept II - 400, vocal throw ς 400 

Seal Mana 
Abilities: nullification ς 200 

Powers: attenuate ς 100, dispel ς 200, drain mana ς 200, seal 

source ς 100, squelch ς 200 

Procedures: dispelling ς 100, enclosure (anti-ritual & procedure) ς 

300, enclosure (anti-spell, prayer & power) ς 300 

Spiritual Corruption 
Abilities: feeding (mana) ς 200 

Powers: anchor spirit ς 200, damnation ς 400, sever soul ς 400 

Rituals: conjure haunt ς 200, conjure spiritual attendant ς 200, 

creation circle ς 200, obliteration ς 600, séance I ς 400, séance II ς 

200, spirit legacy (phylactery) ς 100 

Stealth (Basic) 
Feats: bypass I - 200, elude shadows I ς 200, elude shadows II ς 

200, surprise strike I ς 200, surprise strike II ς 200, surprise strike 

III ς 200, waylay I ς 400, waylay II ς 400 

Knowledge: blindfight ς 200 

Stealth (Advanced) 
Abilities: invisibility ς 500 

Feats: assassinate ς 800, bypass I - 200, bypass II - 400, elude 

shadows I ς 200, elude shadows II ς 200, elude shadows III ς 200, 

parry I ς 200, parry II ς 400, surprise strike I ς 200, surprise strike 

II ς 200, surprise strike III ς 200, surprise strike IV ς 400, waylay I ς 

400, waylay II ς 400, waylay III ς 600, waylay IV ς 600 

Super Science (Androids) 
Knowledge: computers III ς 200, maintenance ς 400, meta-morph 

(sentient android) ς 1000, mechanics III ς 200 

Powers: mend ς 600 

Procedures: education ς 200, enclosure (mechanical) ς 300, node 

(mending) ς 400, pass lore ς 400 

Super Science (Cloning) 
Procedures: requiem ς 400, spiritquest ς 400, summon construct 

(golem) ς 200, summon spirit strengthener (laborer) ς 100 

Super Science (Cybernetics) 
Knowledge: mechanics III ς 200, meta-morph (cyber) ς 1000, 

surgery ς 400 

Procedures: death awareness ς 200, deform ς 300, firm grip ς 

100, infirmary ς 200, invulnerable limb ς 400, purify blood ς 200, 

restoration ς 300, return ς 200, visage (automaton) ς 200 
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Super Science (Energy) 
Abilities: absorption - 600 

Procedures: alter aura ς 200, bestow mana ς 200, dispelling ς 

100, dome (permeable energy) ς 200, enclosure (anti-ritual & 

procedure) ς 300, enclosure (anti-spell, prayer & power) ς 300, 

enclosure (energy) ς 200, enclosure (spirit bane) ς 400, mana item 

(orb) I ς 200, mana item (orb) II ς 200, obliteration ς 600, site of 

mana (recharger) ς 200, wall (permeable energy) ς 200 

Super Science (Equipment) 
Procedures: armor clothing ς 300, buoyant item ς 100, polish rag 

ς 200, reinforce shield ς 200, reinforce weapon ς 200, replenish 

ammunition ς 200, restore item ς 200, spirit legacy (schematics) ς 

100, time reducer (tool) ς 200, work station ς 200 

Super Science (Force Fields) 
Procedures: armor clothing ς 300, dispelling ς 100, dome 

(impermeable) ς 200, wall (impermeable) ς 200 

Super Science (Genetic Engineering) 
Knowledge: meta-morph (genE) ς 1000 

Procedures: alter aura ς 200, breathe water ς 100, education ς 

200, healing location (bath) ς 400, infirmary ς 200, pass lore ς 

400, purify blood ς 200, restoration ς 300, return ς 200 

Super Science (Genetic Targeting) 
Procedures: afflict I ς 100, afflict II ς 200, afflict III ς 200, curse ς 

200, talisman (polished) ς 100, voices I ς 100, voices II ς 200, 

voices III ς 200 

Super Science (Hacking) 
Knowledge: computers I ς 100, computers II ς 300, computers III 

ς 200, electronics I ς 100, mechanics I ς 100, pick locks ς 300 

Procedures: ascertain ς 200, dispelling ς 100 

Powers: open lock ς 200 

Super Science (Medical) 
Knowledge: surgery ς 400 

Procedures: deform ς 300, healing location (bath) ς 400, infirmary 

ς 200, purify blood ς 200, restoration ς 300, return ς 200, 

talisman (polished) ς 100 

Super Science (Nano Inks) 
Glyphs: glyphs I ς 200, glyphs II ς 200, glyphs III ς 200 

Procedures: engraved shield ς 200, engraved weapon ς 200, spirit 

coloring (painting) ς 200, spirit legacy (artistic endeavor) ς 100, 

talisman (polished) ς 100 

Runes, Scripts and Sigels: runes, scripts and sigels I ς 300, runes, 

scripts and sigels II ς 300, runes, scripts and sigels III ς 300, runes, 

scripts and sigels IV ς 300, runes, scripts and sigels V ς 300 

Super Science (Neurology) 
Knowledge: extrasensory perception ς 200 

Procedures: ascertain ς 200, bolster mana ς 200, education ς 200, 

electroshock ς 200, pass lore ς 400, purgation ς 600, spirit activity 

(therapy) ς 100 

Super Science (Projectiles) 
Procedures: projectile device (generic) - 400, projectile device 

(acid) ς 200, projectile device (cold) ς 200, projectile device 

(earth) ς 200, projectile device (electric) ς 200, projectile device 

(heat) ς 200, projectile device (psi) ς 200, projectile device (rad) ς 

200, projectile device (sound) ς 200, projectile device (toxic) ς 

200, projectile device (water) ς 200, projectile device (wind) ς 

200, projectile device (wither) ς 200 

Super Science (Robotics) 
Knowledge: maintenance ς 400, mechanics III ς 200 

Powers: mend ς 600 

Procedures: assimilate automaton I ς 300, assimilate automaton II 

ς 100, enclosure (mechanical) ς 300, node (mending) ς 400, 

return ς 200, site of mana (recharger) ς 200, summon construct 

(simulacrum) ς 200, visage (automatons) ς 200 

Super Science (Security) 
Abilities: vigilant ς 400 

Feats:  elude shadows I - 200, elude shadows II ς 200, elude 

woodlands I - 200, elude woodlands II ς 200, pursue I ς 200, 

pursue II ς 400 

Procedures: lock ς 200, perimeter ς 100, pursuance ς 200, 

recover item ς 200, talisman (polished) ς 100, theft protection ς 

100 
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Super Science (Terraforming) 
Knowledge: vermin handling ς 200 

Procedures: bridge ς 200, call vermin ς 300, dome (permeable 

swarm) ς 100, earthworks ς 400, enclosure (natural) ς 300, 

enclosure (swarm) ς 200, morph beast ς 300, pass exposure ς 

200, return ς 200, transmutation ς 200, wall (permeable swarm) ς 

100 

Super Science (Thought Augmentation) 
Abilities: thought scanning ς 400 

Feats: mental extraction I ς 400, mental extraction II ς 400 

Procedures: Alertness ς 200, ascertain ς 200, education ς 200, 

locate ς 200, pass lore ς 400 

Super Science (Thought Manipulation) 
Procedures: alter aura ς 200, astray ς 200, disguise ς 200, 

electroshock ς 200, smuggle ς 200, subservience I ς 600, 

subservience II ς 200, subservience III ς 200, subservience IV ς 

1000 

Super Science (Thought Projection) 
Abilities: telepathy I ς 200, telepathy II ς 200 

Procedures: enclosure (tranquil) ς 400, send thoughts ς 100, 

voices I ς 100, voices II ς 200, voices III ς 200 

Super Science (Transportation) 
Procedures: bottomless bag ς 300, buoyant item ς 100, invisibility 

ς 400, open portal ς 400, recover item ς 200, weight ς 200, 

transpose ς 300 

Terror 
Abilities: fearless ς 500 

Powers: cower ς 200, fear ς 200, screaming ς 200, spook ς 200, 

tremble ς 200 

Training (Armored Combat) 
Knowledge:  armor I ς 200, armor II ς 200, armor III ς 200, armor 

IV ς 200, wear armor V ς 200, armor VI - 200, armor VII - 200, 

armor VIII - 100 

Feats:  tough I ς 400, tough II ς 400 

Procedures: polishing rag ς 200 

Training (Armored Mystic) 
Knowledge: :  armor I ς 200, armor II ς 200, armor III ς 200, armor 

IV ς 200, wear armor V ς 200, armor VI - 200, armor VII - 200, 

armor VIII - 100 

Feats:  tough I ς 400, tough II ς 400 

Rituals: polishing rag ς 200 

Training (Awareness) 
Abilities: dangersense ς 400 

Knowledge: blindfight ς 200 

Procedures: alertness ς 200, ascertain ς 200, locate ς 200 

Training (Body) 
Abilities: body combat (crush) ς 200 

Feats:  tough I ς 400, tough II ς 400,  

Procedures: bolster body ς 200, spirit activity (competition) ς 100 

Training (Melee) 
Procedures: bolster body ς 200, firm grip ς 100, polishing rag ς 

200, spirit activity (competition) ς 100 

Training (Subterfuge) 
Abilities: stealth ς 200 

Procedures: astray ς 200, disguise ς 200, smuggle ς 200 

Traps (Urban) 
Traps: box traps ς 200, door traps ς 200, pressure plate traps ς 

300 

Traps (Rural) 
Traps: hanger traps ς 300, obstacle traps ς 400, snare traps ς 300 

Turn Undead 
Powers: avert all undead ς 400, destroy undead ς 200, kill undead 

ς 300, pacify undead ς 400, rebuke undead ς 200, slow undead ς 

400, stop undead ς 200 

Ultrasonics 
Abilities: immunity sounds (shriek) ς 100, spatial locationς 500 
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Powers: deafen ς 200, flee sound (shriek) ς 100, mass flee sound 

(shriek) ς 500, sending (song) ς 100 

Undead Control 
Powers: animate corpse ς 400, beckon corpses ς 200, control 

undead ς 400, corpsify ς 600, feign death ς 100, master undeadς 

200, speaking corpse ς 200 

Undead Mastery 
Powers: animate corpse ς 400, animate skeleton or zombie I ς 

600, animate skeleton or zombie II ς 400, animate skeleton or 

zombie III ς 200, beckon corpses ς 200, control undead ς 400, 

corpsify ς 600, feign death ς 100, master undeadς 200, speaking 

corpse ς 200 

Rituals: animate undead I ς 300, animate undead II ς 100, dome 

(permeable necromantic) ς 100, enclosure (necromantic) ς 200, 

enclosure (undead) ς 300, node (animating) ς 600, protection ς 

100, wall (permeable necromantic) ς 100 

Quick Hands 
Feats: catch I ς 200, catch II ς 200 

Knowledge: pocket place ς 300, pocket pick ς 300 
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History 
In the late twenty-first century, a technology boom inadvertently 

brought about the end of the world, and humanity was forced to 

flee Lost Earth. Three centuries have passed since humanity left 

Lost Earth and colonized the Neo-Eden Galaxy in an uncharted 

part of the universe. 

In the intervening years, humanity has faced, and overcome, 

many trials, including being stranded for 40 years in a Jump 

Column and another 100 years in deep space. The awakening of 

Mystics led to the discovery of the energy known as Mana, but it 

also led to the destruction of the remaining leadership from Lost 

Earth at the hands of Dark Mystics. The emergence of the Galactic 

Coalition and the successful colonization of several star systems 

have created opportunity as well as hardship, and in one case led 

to a bloody but ultimately unsuccessful rebellion. The failure to 

tame the Galactic Core has created a safe haven for criminals and 

worse. The consolidation of the private sector has created a 

handful of Corporations with nearly unchecked wealth, power and 

influence that have resulted in great scientific advances but also 

widened the divide between the haves and have-nots. Humanity 

witnessed the rise of a new, genetically engineered race, and paid 

the price for attempting to enslave it. More recently, a new 

sentient race, this time robotic in nature, has evolved, and it 

remains to be seen if humanity will repeat the mistakes of its 

recent past.  

The ever expanding Galactic Frontier has emerged as a critical 

region. The worlds of Neo-Eden are not as rich in resources as 

Lost Earth and humanity has been forced to spread itself thin. The 

Frontier has become a place of opportunity and danger where the 

call of Mercenaries has never been greater. 

Chronological History of Neo-Eden 

Although humanity no longer lives on Lost Earth, the unit of days still refers to the amount of time it would take Lost Earth to rotate about its 

axis. Likewise, a year refers ǘƻ ǘƘŜ ŀƳƻǳƴǘ ƻŦ ǘƛƳŜ ƛǘ ǿƻǳƭŘ ǘŀƪŜ [ƻǎǘ 9ŀǊǘƘ ǘƻ ƻǊōƛǘ ƛǘǎ ǎǳƴΦ IǳƳŀƴƛǘȅΩǎ ŦƻǊŎŜŘ ŜȄƻŘǳǎ ŦǊƻƳ [ƻǎǘ 9ŀǊǘƘ ǿŀǎ ŀ 

monumental turning point in history. Years are recorded from that point on, using the suffix LE for Lost Earth. So, 100 LE is one hundred years 

after humanity left Lost Earth. 

0 LE 

Humanity leaves Lost Earth onboard the Ark for a new solar 

system but the Ark becomes trapped inside a Jump Column for 40 

years. 

7 LE 
Onboard the Ark, some humans develop the capability to store an 

energy they call Mana inside their bodies and use it to manipulate 

the world around them. These humans are called Mystics. 

19 LE 
Dark Mystics subvert the leadership on the Ark. A coalition of 

regular humans, allied with Mystics, fights back and defeats the 

Dark Mystics. The coalition takes over leadership duties on the 

Ark. The Mystic Coven is founded with the writing of the Mystic 

Laws. 

24 LE 
A unifying Theory of Mana and Energy is developed, enabling 

scientists to fabricate technological devices that allow ordinary 

humans to manipulate mana. 

40 LE 

The Ark escapes the Jump Column, leaving humanity stranded in 

deep space, in an unknown part of the universe. 

40-140 LE 

Humanity remains stranded on the Ark for 100 years while a new 

Jump Drive is tested and nearby galaxies are scanned. 

140 LE 
The Ark opens a new Jump Column, taking humanity to the Neo-

Eden Galaxy. Terraforming operations begin in the Prime System 

on planet Terra. 

141 LE 
tƭŀƴŜǘ ¢ŜǊǊŀΩǎ ǘŜǊǊŀŦƻǊƳƛƴƎ ƛǎ ŎƻƳǇƭŜǘŜ ŀƴŘ ǘƘŜ ŦƛǊǎǘ ŎƻƭƻƴƛŜǎ ŀǊŜ 

established. 

150 LE 
Terraforming of the Prime System is complete. Coalition leaves 

the Ark and the Galactic Assembly is sworn in on the Planet 
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Themis for the first time, as humanity celebrates the first Dawn 

Day. 

162 LE 

Medea is officially recognized as the home of the Mystic Coven. 

167 LE 

The Ark travels to the Gemini System and sets up stable Jump 

Columns that will eventually connect the Prime System to Frontier 

Systems across the galaxy. The Ark then travels into the Galactic 

Core on mission of exploration and terraforming while new ships 

head to the Ravian System to begin the terraforming process 

there. 

172 LE 

The Ark makes its final transmission from the Galactic Core, just 

before it disappears. The fate of the Ark remains unknown today. 

179 LE 

Terraforming of the Ravian System is completed and colonization 

begins. 

181 LE 

Dark Mystics are spotted in Galactic Core. Plans to continue 

terraforming and colonizing the Galactic Core are aborted. 

200 LE 
Ravian monarchy is established and declares independence from 

the Galactic Coalition, beginning the Ravian Rebellion as the first 

Galactic War. 

211 LE 
Galactic Coalition wins war against the Ravian Rebellion, reuniting 

the galaxy under Coalition rule. War criminals from the Ravian 

Rebellion flee to the Galactic Core. 

223 LE 

Following recovery from the Ravian Rebellion, the Galactic 

Coalition again looks to expanding the Frontier and sends 

terraformers to the Balder System. 

235 LE 

The terraforming of the Balder System is complete and 

colonization begins. 

241 LE 

Terraforming of the Khoros System begins. 

243 LE 

GenEs developed by Genesis Foundation using Genesis Cells to 

modify human embryos. A subservience gene is thought to ensure 

the dominance of humans over the genetically enhanced GenEs. 

252 LE 

Khoros System terraforming completed and colonization begins. 

258 LE 

Terraforming of the Apollo System begins. 

266 LE 

The expanding Galactic Frontier forces the Galactic Coalition to 

officially discontinue its ineffective attempts to patrol the 

ǘǊƻǳōƭƛƴƎ DŀƭŀŎǘƛŎ /ƻǊŜΣ ŎǊŜŀǘƛƴƎ ŀƴ ƻŦŦƛŎƛŀƭ bƻ aŀƴΩǎ [ŀƴd. 

267 LE 
The Eclipse criminal organization consolidates power in the 

Galactic Core. 

273 LE 

Apollo System terraforming is completed and colonization begins. 

278 LE 

A genetic virus spreads through the military GenE population. In 

some cases, removing the subservience GenE and granting GenEs 

free will for the first time. In other cases, the subservience GenE is 

mutated, transforming the GenE soldiers into a renegade enemy 

army, beginning the GenE Revolt. 

282 LE 

!ŦǘŜǊ ŦƻǳǊ ȅŜŀǊǎΣ ǘƘŜ ƎŀƭŀȄȅΩǎ ǎŜŎƻƴŘ ǿŀǊ ŎƻƳŜǎ to a close, as the 

renegade GenE fleet makes its last stand and is destroyed in a 

climatic battle over the skies of Enyo in the Galactic Core. 

289 LE 

The Eclipse, which had been in decline since the GenE Revolt 

brought war to the Galactic Core, finally fragments. Eclipse 

Remnants fights amongst themselves for control of Tartarus. The 

Galactic Core, as a whole, becomes ruled by smaller gangs whose 

authority only extends to the territory they hold at any given 

moment.  

303 LE 

First inorganic neural network developed by Genesis Foundation, 

enabling the creation of sentient Androids. 

304 LE 
A group of Dark Mystics board the Genesis Foundation flagship 

Omega-One, sacrificing their lives to release a terraforming swarm 

and send it to the Prime System. The plan is stopped by a group of 

Mercenaries who collapse a Jump Column on the ship to save the 

Prime System. 

305 LE 
A renewed push for Genesis Cell safety leads to new studies. A 

second generation of Genesis Cell technology is invented that is 
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incapable of self replication. Remaining generation one Genesis 

Cells are destroyed. 

309 LE 

Terraforming begins in the System designated 1408. 
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The Story of Lost Earth 

The Story of Lost Earth chronicles how humanity came to leave the planet of its origin and begin again in a new galaxy. While many versions 

ƻŦ ǘƘƛǎ ǘŀƭŜ ŜȄƛǎǘΣ Ƴƻǎǘ ŀƎǊŜŜ ǘƘŀǘ ǘŜƭƭƛƴƎ ƻŦ ǘƘŜ ǎǘƻǊȅ ƻŦ [ƻǎǘ 9ŀǊǘƘ ōŜƎƛƴ ǿƛǘƘ ǘƘŜ ŘƛǎŎƻǾŜǊȅ ǘƘŀǘ ŎƘŀƴƎŜŘ ŜǾŜǊȅǘƘƛƴƎΧΦ 

Discovery of the Genesis Cell 
In the late twenty-first century, a technological boom occurred on Lost Earth. Supercomputers enabled scientists to model materials at the 

atomic scale, leading to major breakthroughs in nearly every field. Electronic devices became ubiquitous with the invention of stable polymer 

semiconductors that could be printed like newspaper or woven into fabric. Agricultural advances fed the people of the world. Improvements 

to manufacturing led to advanced factories capable of building versatile, robotic machines. Advances in physics led to the understanding of 

quantum gravity as a unifying scientific principle allowing man to reach for the stars as never before. At the height of this achievement, no 

one could predict that disaster was just around the corner. 

When Dr. Hendrik Adams, already a two time Nobel laureate, called a press conference to announce that his team had discovered the 

Genesis Cell, the fundamental building block of life, it was heralded as the crowning achievement of the 21
st

 Century. Dr. Adams became the 

first man to be awarded the Nobel Prize by all three committees. He used the prize money and patent royalties to establish the Genesis 

CƻǳƴŘŀǘƛƻƴ ŀǎ ǘƘŜ ǿƻǊƭŘΩǎ ǇǊƛƳŜǊ ǊŜǎŜŀǊŎƘ ƛƴǎǘƛǘǳǘƛƻƴΦ 

¢ƘŜ DŜƴŜǎƛǎ /ŜƭƭǎΩ ƛƳǇŀŎǘ ƻƴ ƳŜŘƛŎƛƴŜ ŀƭƻƴŜ ŎŀǘŀǇǳƭǘŜŘ ǘƘŜ DŜƴŜǎƛǎ CƻǳƴŘŀǘƛƻƴ ƛƴǘƻ ŀ Ǉƻǎƛǘƛƻƴ ŀǎ ƻƴŜ ƻŦ ǘƘŜ Ƴƻǎǘ ǇƻǿŜǊŦǳƭ ǇǊƛvate entities 

on the planet. Experimentation in terraforming, using swarms of Genesis Cells, began on Mars, as humanity made its final preparations to 

extend life beyond its home planet. The Genesis Foundation constructed the Ark, an enormous research vessel capable of supporting the 

ǇƻǇǳƭŀǘƛƻƴ ƻŦ ŀ ƭŀǊƎŜ ŎƛǘȅΣ ŦƻǊ ƘǳƳŀƴƛǘȅΩǎ ŦƛǊǎǘ ǾƻȅŀƎŜ ƛƴǘƻ ǘƘŜ ŎƻǎƳƻǎΦ  

The Exodus from Lost Earth 
The details leading to the final days of Lost Earth remain shrouded in mystery. Genesis Cell experimentation was banned on the planet for 

fear that a catastrophic mistake could lead to a self-replicating swarm of terraforming Genesis Cells that would render Lost Earth 

uninhabitable. However, few companies, or governments for that matter, had the budget for massive space laboratories. The temptation of 

Genesis Cells was too great and this ban was widely ignored. 

When a containment field at one such facility in Asia failed, the resulting swarm proved worse than anyone imagined. Whole countries were 

devoured in a matter of days. Within months, the swarm had consumed all of Europe, Asia and Africa. In North America, as a measure of last 

resort, segments of the population were evacuated to space stations and moon bases. Even this proved insufficient, as the terraforming 

swarm managed to overcƻƳŜ ǘƘŜ ǇƭŀƴŜǘΩǎ ƎǊŀǾƛǘȅ ŀƴŘ ǎǇǊŜŀŘ ǘƻ ǘƘŜ ƳƻƻƴΦ CƛƴŀƭƭȅΣ ƛƴ ŀƴ ŀŎǘ ƻŦ ŘŜǎǇŜǊŀǘƛƻƴΣ ǘƘŜ ǊŜƳƴŀƴǘǎ ƻŦ ŎƛǾƛƭƛȊŀǘƛƻƴ ǿŜǊŜ 

gathered onboard the Ark, which was outfitted with a prototype Jump Drive. The experimental engine, designed to take humanity to Alpha 

Centauri, was activated. The very fabric of reality was parted, opening a pathway through which humanity escaped the terraforming swarm. 

Precisely timed pulse charges were launched at the Sun, causing it to go supernova, destroying the Solar System and ending the threat of the 

Genesis Cells. 

The Mystic Laws 
Reaching Alpha Centauri should have taken only a few hours. However, the prototype Jump Drive malfunctioned, trapping the Ark inside the 

Jump Column. Being trapped inside the Jump Column altered humanity. Some humans began to develop sensitivity to the energy that 

pervaded the Jump Column. They named this energy Mana. Soon these humans learned how to store mana in their bodies and use it  alter 

the physical world around them. People began referring to these humans as Mystics. The increasing pervasiveness of science and technology 

on Earth had caused religion to dwindle and the subsequent apocalypse had broken it completely. Now, as humanity was lost in the universe, 

their desire for spirituality returned, and people began looking to the Mystics for a sense of order and meaning. 
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Mystics gained a prominent position in society onboard the Ark. Some Mystics began to take advantage of the situation, learning to 

ƳŀƴƛǇǳƭŀǘŜ ŀ ƘǳƳŀƴΩǎ ŜƴŜǊƎȅ ŦƛŜƭŘ ƛƴ ǎǳŎƘ ŀ ƳŀƴƴŜǊ ǘƘŀǘ they could make humans obey their every command. These Mystics began forming 

cults around themselves as they grew in power, eventually discovering the now forbidden discipline to raise the dead as subservient thralls. 

These Mystics were the first Dark Mystics. For a time, no authority onboard the Ark could stop them, and they nearly overran the Ark, killing 

ƻǊ ŜƴǘƘǊŀƭƭƛƴƎ ƳǳŎƘ ƻŦ ǘƘŜ !ǊƪΩǎ ƻǊƛƎƛƴŀƭ ƭŜŀŘŜǊǎƘƛǇΦ 

Finally, a Coalition formed among the humans. Armed with likeminded Mystics, the Coalition tracked down and defeated the Dark Mystics, 

retaking the Ark. The remaining Mystics banded together, forming a society called the Mystic Coven. Laws were set down, establishing a code 

that the Mystics would live by. The First Law required all Mystics to become members of the Mystic Coven. The Second Law encouraged 

Mystics to offer guidance but forbade Mystics from having a vote or using their power to buy votes in the newly formed Coalition 

government. The Third Law made it illegal to learn or teach Dark Mystic dƛǎŎƛǇƭƛƴŜǎΦ ¢ƘǊƻǳƎƘ ǘƘŜǎŜ aȅǎǘƛŎ [ŀǿǎΣ ƘǳƳŀƴƛǘȅΩǎ ǘǊǳǎǘ ƛƴ ǘƘŜ 

Mystics was returned. Soon Mystics were no longer simply spiritual leaders but also serve, upon request, as impartial arbitrators of disputes. 

Mystics were also viewed, unofficially, as enforcers of the peace, due to their mana enhanced prowess in battle. This made the Coalition 

government uneasy. They feared that the Mystic Coven might become a threat to their authority and sought a way to gain the upper hand. 

Scientists were dispatched to study the Mystic phenomenon and their source of power known as Mana. A unifying theory of Mana and 

Energy was developed, beginning a second technological revolution. Scientists were able to create devices capable of storing and 

manipulating Mana that could be wielded by regular humans. The unifying theory also provided new insight into the Jump Column, enabling 

the Ark to finally escape its dimensional prison. 

Humanity Wanders in Space 
Humanity had been trapped in the Jump Column for forty years. When the Ark finally exited the Jump Column, the Alpha Centauri System 

could not be detected. The malfunction made it impossible to determine where the Ark had ended up. Humanity was lost, and with no 

reference point to start from, scientists began remapping the universe while engineers tried to repair the faulty Jump Drive. This phase of 

ƘǳƳŀƴƛǘȅΩǎ ƧƻǳǊƴŜȅ ƭŀǎǘŜŘ ŀ Ŧǳƭƭ ƘǳƴŘǊŜŘ ȅŜŀǊǎΦ 

When the Ark began its journey, it held 6,035,500 humans onboard that were culturally distinct, with ethnicities and homelands from their 

life on Earth. The Ark itself was initially designed to hold 5,000,000 people and overcrowding quickly became a problem. Without the Earth, 

or even any knowledge of where it once was, these distinctions became meaningless. While humanity wandered space these differences 

disappeared as cultures and customs merged or were lost. English became the only spoken language. The new civilization was not utopian by 

any means, but it was culturally amalgamated. 

Significant socioeconomic differences developed onboard the Ark. Despite overcrowding, the social elite had large, expansive dwellings, 

while others were forced to live in small, group homes. One hundred years after exiting the Jump Column, the Jump Drive was finally 

repaired. At that time, the Ark held 6,017,300 passengers with no ties to old countries or cultures. 

The Doorway to Neo-Eden 
One hundred and forty years after Lost Earth, the Ark was ready to open another Jump Column. Scientists had since examined the nearby 

DŀƭŀȄƛŜǎ ŀƴŘ ŎƘƻƻǎŜ ƻƴŜ ǘƻ ōŜ ƘǳƳŀƴƛǘȅΩǎ new home. They named this galaxy Neo-Eden. The galaxy contained many solid planets, although 

they were not as resource rich as Lost Earth. Furthermore, the planets were not habitable. This problem was easily surmountable as Genesis 

Cell research had continǳŜŘΣ ŘŜǎǇƛǘŜ ǘƘŜ ŘŜǎǘǊǳŎǘƛƻƴ ƻŦ [ƻǎǘ 9ŀǊǘƘΦ Lǘ ǿŀǎ ŀƴǘƛŎƛǇŀǘŜŘ ǘƘŀǘ ǘƘŜ ƪŜȅ ǘƻ ƘǳƳŀƴƛǘȅΩǎ ŦǳǘǳǊŜ ǿƻǳƭŘ ƭƛŜ ƛƴ 

terraforming technology. In the years since Lost Earth, the terraforming procedure had become safer, and failsafe mechanisms had been 

established. 

! Ǉƭŀƴ ǿŀǎ ŎǊŜŀǘŜŘ ŦƻǊ ƘǳƳŀƴƛǘȅΩǎ ƴŜǿ ƘƻƳŜΦ ¢ƘŜ Ƴƻǎǘ ǊŜǎƻǳǊŎŜ-abundant system, the Prime System, would be the first solar system 

colonized. From there, as economic conditions demanded, new systems would be terraformed and colonized. The leaders of humanity 

recalled the strife between nations on Lost Earth. Determined to avoid future conflicts, between planets or solar systems, the temporary 

Coalition government, supported by the upper echelon of society, ratified an agreement, creating a single, united Galactic Coalition that 

would govern humanity regardless of location. 
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The newly formed Galactic Coalition began dividing the most desirable system before humanity had even arrived. The most powerful, richest 

families were given planets or moons in what was to be called the Prime System. Less powerful families were given the promise that when 

humanity was ready to expand, they could control new colonies, thus gaining representation in the Galactic Coalition. So it was that one 

hundred and forty years after Lost Earth, the Ark opened a new Jump Column and arrived in the Prime System of the Neo-Eden Galaxy. 

The Ark traveled from planet to planet in the Prime System, releasing terraforming swarms, which had a mere 140 years earlier destroyed 

Lost Earth, were now the saviors of humanity. 
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Planets and Other Places 
¢ƘŜ ŎǊŜǿ ƻŦ ǘƘŜ {ƘŀŘƻǿ Iŀǿƪ Ƙŀǎ ǘǊŀǾŜƭŜŘ ŀƭƭ ƻǾŜǊ ǘƘŜ ƎŀƭŀȄȅΦ LΩǾŜ ŀǊǊŀƴƎŜŘ ŦƻǊ ŜŀŎƘ ƻƴŜ ǘƻ ǘŜƭƭ ȅƻǳ ŀōƻǳǘ ǘƘŜ ǇƭŀŎŜǎ ǘƘŜȅ ƪƴow best. 

- Jack Carson 

The Prime System 

The heart of civilization in the Neo-Eden Galaxy is the Prime 

System. It has the most people and resources. It has the best 

technology and education. The Prime System easily controls the 

majority of the galactic economy and is the safest place in the 

ƎŀƭŀȄȅΦ ¢ƘŜǊŜ ŀǊŜƴΩǘ Ƴŀƴȅ ƭŀōƻǊ ƻǊƛŜƴǘŜŘ ƧƻōǎΦ LǘΩǎ ƘŀǊŘ ǘƻ ƎŜǘ 

ahead as a member of the lower class in the Prime System, 

causing many to migrate to the Frontier Systems. Security in the 

tǊƛƳŜ {ȅǎǘŜƳ ƛǎ ǘƘŜ ōŜǎǘ ƛƴ ǘƘŜ ƎŀƭŀȄȅΣ ŀƴŘ ŀǎ ǎǳŎƘΣ ǘƘŜǊŜΩǎ ƭƛǘǘƭŜ 

privacy. 

The Prime System has a single, yellow sun named Helios. My 

understanding is that Helios is very similar to the sun from Lost 

Earth. Overall, the Prime System was chosen for its similarity to 

the Solar System of Lost Earth. There are four small inner planets 

and four outer planets, some of which are gas giants. A small 

asteroid ring separates the inner and outer planets. The asteroid 

ring is small and easy to navigate. Each inhabitable planet 

contains numerous cities and varied resources. 

- Grady 

Chloris 
Chloris is the closest planet to Helios. It is a beautiful world that is 

blessed with spring weather for most of the year. 

Demeter 
The next planet out from Helios is Demeter. Demeter has the 

most fertile soil of any planet in the galaxy. 

Terra 
The first planet terraformed was the third planet from Helios, the 

ǇƭŀƴŜǘ ¢ŜǊǊŀΦ ¢ƘŜ ŦƛǊǎǘ Ŏƻƭƻƴȅ ŀŦǘŜǊ ƘǳƳŀƴƛǘȅΩǎ ǾƻȅŀƎŜ ƻƴ ǘƘŜ !Ǌƪ 

was on this planet. Terra has a large museum containing artifacts 

from Lost Earth. 

Themis 
Center of Government for the Galactic Coalition is on the planet 

Themis. In a manner of speaking, this also makes Themis the 

ŎŜƴǘŜǊ ƻŦ ǘƘŜ ƎŀƭŀȄȅΦ ¢ƘŜ /ƻŀƭƛǘƛƻƴ aƛƭƛǘŀǊȅΩǎ Ƴŀƛƴ ōŀǎŜ ŀƴŘ ōŜǎǘ 

training academies are on Themis. 

Medea 
Medea is the first planet in the Outer Prime System. It is the home 

to the Mystic Coven. Like the other planets of the Prime System, 

Medea has many diverse resources. However, it also has large 

quantities of energy crystals that are used in rituals. 

Eos & Selene 
Eos is one of the two gas giants in the Prime System. As such, it is 

completely uninhabitable. It has one moon called Selene. Selene 

is a luxury resort that offers a spectacular and colorful view of Eos. 

Rhea 
Rhea is the other gas giant in the Prime System. It has two moons: 

Hera and Hestia. Both moons are nearly the size of small planets 

and have many cities. Hestia is well known for the theaters in its 

capital. 

Janus 
The furthest planet out from the sun Helios is known as Janus. 

Janus lies near the edge of the system, and there is a nearby Jump 

Gate that allows starships to travel to the Gemini System. Janus is 

a gateway for travelers and a haven for smuggling. 
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The Gemini System 

¢ƘŜ ǇǊƻǾŜǊōƛŀƭ άƘǳōέ ƻŦ ƛƴǘŜǊǎǘŜƭƭŀǊ ǘǊŀǾŜƭΣ ǘƘŜ DŜƳƛƴƛ {ȅǎǘŜƳΩǎ 

two binary stars (Gemini-Alpha and Gemini-Beta) disrupt the 

gravitational field, enabling Jump Columns to open a wŜŜƪΩǎ 

Vector Burst from the center of the system. The destabilizing 

effect has also prevented any planets or moons from forming in 

the Gemini System. There are, however, eleven major space 

colonies: Cancer, Leo, Virgo, Libra, Scorpio, Sagittarius, Capricorn, 

Aquarius, Pisces, Aries and Taurus. The space colonies are owned 

and operated by Zodiac Corp. If it helps, think of the entire Gemini 

System as one big corporate town. Zodiac Corp. also developed 

and owns the Jump Gates in the system. The Cancer Station is 

located near the Jump Gate leading to the Prime System. The 

stations proceed clockwise around the edge of the system with 

Virgo leading to the Ravian System, Scorpio leading to the Balder 

System, Aquarius leading to the Apollo System and Aries leading 

to the Khoros System. Sagittarius and Capricorn are the closest 

stations to the Galactic Core. 

- Jane 

Frontier Systems 

Welcome to the 25th Century:  A world filled with unprecedented 

ǇǊƻǎǇŜǊƛǘȅΣ ƳŜŘƛŎƛƴŜΣ ǎŎƛŜƴŎŜΣ ǎŜŎǳǊƛǘȅ Χ ƻƘΣ ŀƴŘ ǘƘŜƴ ǘƘŜǊŜΩǎ ǘƘŜ 

frontier. The colonies on the Frontier Systems have limited 

technology, the colonists are largely uneducated and distances 

between colonies are such that there is little security outside of a 

local lawman. Settlers move to the Frontier not for themselves, 

but for their children. In a few generations, when the Frontier 

moves forward, the settlements of today will be major cities and 

ǘƘŜ ǎŜǘǘƭŜǊǎΩ ŘŜǎŎŜƴŘŀƴǘǎ ǿƛƭƭ ƻǿƴ ǎƳŀƭƭ ǇƛŜŎŜǎ ƻŦ ǘƘŜƳΦ hŦ 

course, the majority of the land will be controlled by the rich. 

Powerful families pay for a settlement to be created and get the 

poor to live there. A representative of the family becomes a local 

baron and the settlers are almost indentured servants. The 

ōŀǊƻƴΩǎ ŦŀƳƛƭȅ ǊŜŀǇǎ ǘƘŜ ōŜƴŜŦƛǘǎ ǿƘƛƭŜ ǘƘŜ ǎŜǘǘƭŜǊǎ Řƻ ǘƘŜ ǿƻǊƪΦ 

Not all settlements are that bad, but it is an accurate description 

of many. Of course there are always people willing to settle for 

the promise of a better future. In this harsh environment, where 

ǘƘŜ ǊƛŎƘ ƘƻƭŘ ŀƭƭ ǘƘŜ ŎŀǊŘǎ ŀƴŘ ǘƘŜǊŜΩǎ ƭƛǘǘƭŜ ǇǊƻǘŜŎǘƛƻƴ ŦƻǊ ǘhe 

ǎŜǘǘƭŜǊǎΣ aŜǊŎŜƴŀǊƛŜǎ Ŏŀƴ ŦƛƴŘ ƭƻǘǎ ƻŦ ǿƻǊƪΦ ²ƘŜǘƘŜǊ ƛǘΩǎ ƳƻǾƛƴƎ 

cargo between worlds or defending a local population against a 

ǘƘǊŜŀǘΣ ǘƘŜǊŜΩǎ ǇƭŜƴǘȅ ƻŦ ƻǇǇƻǊǘǳƴƛǘȅ ŦƻǊ aŜǊŎŜƴŀǊƛŜǎ ǘƻ ŜŀǊƴ ŀ 

living. 

- Talon 

Naming Conventions 
Celestial bodies of the Frontier Systems have been given names 

corresponding to ancient mythologies from Lost Earth. The 

celestial bodies of the Apollo System are given names from Greek 

mythology. The Ravian System uses names from Hindu 

mythology. Names from Norse mythology were given to the 

Balder System. Finally, elements of Slavic mythology are used for 

the Khoros System. 

Colonies 
Most colonies start with around 1000 people. The average family 

on the frontier has six children. Successful colonies approximately 

triple their population every 25 years. Unsuccessful colonies tend 

to die out very quickly. Unless otherwise noted all planets and 

moons mentioned in this guide of the Frontier have only one 

colony. Most frontier planets were colonized 50 years ago and 

have 10,000 people. Older colonies can have as many as 100,000 

people, while new or unsuccessful colonies have less than 3000 

colonists. 

Terraforming 
Genesis Cell colonies are used to terraform planets to make them 

suitable habitats for human beings. This process is not an exact 

science. There are many variables about the original planet itself 

that can cause imperfections, giving many planets unique 

characteristics. Additionally, sometimes the Genesis Cells 

unintentionally create strange lifeforms that populate the planet. 
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The Frontier Systems: 

Apollo 

The Apollo System has no solid planets. All the planets are gas 

giants. Some of the planets have solid moons that have been 

terraformed. The Apollo System is named after the Greek deity 

Apollo from Lost Earth. The Apollo System is the most recently 

colonized system in the galaxy. Most of its colonies are in their 

first or second generation and are still quite small. Unlike the 

Ravian System, the moons around each planet in the Apollo 

System have varied resources, leading to a more cooperative 

environment between moons, but competition between planets. 

Delphi 
The planet Delphi is the closest planet to the Apollo Sun that has 

ǎƻƭƛŘ ƳƻƻƴǎΦ !ƭƭ ŦƻǳǊ ƻŦ 5ŜƭǇƘƛΩǎ ƳƻƻƴǎΣ ƴŀƳŜŘ bŜǘŜΣ aŜǎŜΣ 

Hypate and Arche, are solid. 

Helicon 
The next planet with solid moons is Helicon. Helicon has nine solid 

moons: Calliope, Clio, Erato, Euterpe, Melpomene, Polyhymnia, 

Terpsichore, Thalia and Urania. 

Parnassus 
Parnassus has several solid moons: Dionysus, Eros, Aphrodite, 

Harmonia and Himerus. 

Charites 
All thǊŜŜ ƻŦ /ƘŀǊƛǘŜǎΩǎ ƳƻƻƴǎΣ !ƎƭŀƛŀΣ 9ǳǇƘǊƻǎȅƴŜ ŀƴŘ ¢ƘŀƭƛŀΣ ŀǊŜ 

solid. 

Horae 
The furthest planet with solid moons is Horae. Its moons, Thallo, 

Auxo, Carpo, Dike, Eirene, Euporie and Orthosie, are all solid. 

Uninhabitable Planets 
There are a dozen gas giants in the Apollo System without moons. 

Starting closest to the sun they are: Auge, Anatole, Mousika, 

Gymnastike, Nymphe, Mesembria, Sponde, Elete, Akte, Hesperis, 

Dysis, Arctos 

The Frontier Systems: 

Balder 

The Balder System is split into an inner and outer ring by an 

asteroid field. The Balder System is named after the Lost Earth 

Norse deity Balder. Millions of years ago, the Balder System was a 

binary star system. However, the second sun was extinguished. 

The husk of the dead sun, called Hod, still orbits the Balder Sun. 

The Inner Ring 

Nanna 
The closest planet to the Balder Sun, Nanna, has one moon: 

Forseti. Forseti has a large penal colony. 

Vili 
The second closest planet to the Balder Sun, the planet Vili is the 

home of the first University outside of the Prime System. The 

Planet Vili has one moon: Ve. 

Odin 
¢ƘŜ ƭŀǊƎŜǎǘ ǇƭŀƴŜǘ ƛƴ ǘƘŜ .ŀƭŘŜǊ {ȅǎǘŜƳΩǎ LƴƴŜǊ wƛƴƎΣ hŘƛƴ Ƙŀǎ ŦƛǾŜ 

moons: Frigg, Bragi, Tyr, Vali and Vidar. The Odin colonies were 

originally set up to broadcast illegal gladiatorial death-matches. 

The Coalition Government stepped in and put a stop to the illegal 

activity; however, the moons still have a brutal reputation. 

Thor 
The planet Thor has two moons: Sif and Ullr. All three have 

thriving colonies. 

Heimdall 
The outermost planet on the Inner Ring, Heimdall has a Coalition 

Military training base on it that specialized in training fighter 

pilots. Heimdall has two moons: Idunn and Loki. Both moons have 

ŀ ƳƛƴƛƴƎ Ŏƻƭƻƴȅ ƻƴ ǘƘŜƳ ǘƘŀǘ ǘŀƪŜ ŀŘǾŀƴǘŀƎŜ ƻŦ ǘƘŜ ƳƻƻƴǎΩ ŀƴŘ 

ƴŜŀǊōȅ ŀǎǘŜǊƻƛŘΩǎ ƴŀǘǳǊŀƭ ǊŜǎƻǳǊŎŜǎΦ 

The Outer Ring 

Gullveig 
The planet Gullveig has a major Mystic Temple and is the best 

source of energy crystals in the Balder System. 
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Mimir 
The planet Mimir is the seat of government for the Balder System. 

The planet has a single moon: Honir. 

Freya 
The oldest successful colony in the Balder System is on Freya. The 

planet has a beautiful landscape. It has no moons but two rings: 

Odr and Hnoss. 

Kvasir 
¢ƘŜ ǇƭŀƴŜǘ YǾŀǎƛǊΩǎ ǎƻƛƭ ƛǎ ƛŘŜŀƭ ŦƻǊ ƎǊƻǿƛƴƎ ƎǊŀǇŜǎΦ YǾŀǎƛǊ ǿƛƴŜ ƛǎ 

considered the best in the galaxy. 

Freyr 
The planet Freyr is an uninhabitable gas giant. It has a large moon, 

DŜǊŘΣ ǿƘƛŎƘ ƛǎ ǾŜǊȅ ŦŜǊǘƛƭŜ ŀƴŘ ǇǊƻǾƛŘŜǎ Ƴƻǎǘ ƻŦ ǘƘŜ ǎȅǎǘŜƳΩǎ ŦƻƻŘΦ 

Njord & Skathi 
These are two gas giants at the edge of the Outer Ring. Neither 

can be colonized, but both have space stations set up to assist 

travelers in reaching the inhabited parts of the System. 

The Frontier Systems: 

Khoros 

The Khoros System contains several planets, most of which have 

one or more moons. The Khoros sun's name originates from the 

Slavic winter sun god Khors from Lost Earth. The inner most part 

of the Khoros System contains an asteroid field named Zorya that 

surrounds the Khoros sun. 

Danica 
The closest planet to Khoros, Danica is a small mining planet 

located in the Zorya Asteroid Field that fills that orbits closely 

around the sun. 

Zir 
Zir is a tiny planetoid, rich in energy crystals, on the outskirts of 

the Zorya Asteroid Field. A major Mystic Temple exists on Zir. 

Svarog 
The planet Svarog is an industrialized frontier planet. It imports 

materials from Danica and builds starships. Svarog has two 

moons: Dazhbog and Dabog. Dazhbog is always on the side of 

Svarog facing the sun. It is blistering hot and unsuitable for human 

life. Dabog is always in Svarog's shadow. It is a cold and barren 

rock incapable of supporting life. 

Matka 
The fourth planet from Khoros, Matka is supposedly very similar 

in size to Lost Earth. It has a single moon called Majesjac. 

Mokosh 
Mokosh is a fertile world with two moons: Radigost and Vesna. 

Both moons are also quite fertile, making Mokosh and its moons 

the crop center of the system. 

Bialos & Zarnos 
Bialos and Zernos are two binary gaseous planets that orbit each 

other. Bialos is composed of lightly-colored, highly reflecting gases 

while Zarnos is composed of dark colored, highly absorbing gases. 

The moon Jav orbits Zarnos. The moon Nav orbits Bialos. The 

moon Prav orbits both planets. Prav is the center of government 

in the Khoros System. 

Volos 
The settlers of Volos are primarily cattle farmers. The Volos 

settlement also has a market for interplanetary commerce. Volos 

has a single moon, Flins. Originally, Flins contained toxic minerals. 

The terraforming was successful in making the planet a suitable 

habitat for humans. However, there are rumors of unnatural 

beasts with deadly toxins that were created as a byproduct of the 

terraforming. 

Morana 
The planet Morana's orbit is between Volos and Perun. Morana 

has a single, large moon: Jarilo. Both Morana and Jarilo contain 

settlements. 

Perun 
Prior to terraforming the planet, Perun was subject to intense 

electrical storms that created pockets of fuel that the settlers 

mine. Terraforming was not completely successful, and there are 

large regions known as Wastelands on the planet where electrical 

storms are still common. Perun has a single moon: Perperuna that 

is terraformed but does not yet have a settlement. The comet 

Slava moves near Perun's orbit and can sometimes be seen in the 

Perun sky. 
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Marzanna 
The furthest planet from Khoros, Marzanna has a long elliptical 

orbit, causing it to have an extremely long winter. Marzanna is 

commonly referred to as Winter World. 

The Frontier Systems: 

Ravian 

The Ravian System was the first Frontier System colonized. It has 

three large planets, each with many moons. The Ravian system 

also holds an enormous asteroid field known as Durga. All three 

planets pass near the asteroid field during part of their orbits. It is 

believed that the many moons of the Ravian system formed as the 

large planets pulled asteroids from the field into orbit around 

themselves. The asteroids crashed together, forming moons. The 

first settlements went on the planets and later settlements were 

placed on the moons. The moons of each planet have similar 

resources, resulting in fierce competition. However, the planets 

cooperate and even rely on interplanetary trade for survival. The 

Ravian sun derives its name from the deity Ravi from Hindu 

mythology on Lost Earth. 

Brahma 
Named after the creator deity in Hindu mythology, Brahma is the 

ŎƭƻǎŜǎǘ ǇƭŀƴŜǘ ǘƻ ǘƘŜ wŀǾƛŀƴ ǎǳƴΦ .ǊŀƘƳŀΩǎ ǘŜƴ Ƴƻƻƴǎ ŀǊŜ ƴŀƳŜŘ 

aŦǘŜǊ ǘƘŜ ƳȅǘƘƻƭƻƎƛŎŀƭ .ǊŀƘƳŀΩǎ ƳŜƴǘŀƭƭȅ ŎǊŜŀǘŜŘ ǎƻƴǎΥ aŀǊƛŎƛΣ 

Atri, Angiras, Pulastya, Pulaha, Kratuj, Pracetas, Vashishta, Bhrgu 

and Narada. Brahma is mainly a center of commerce. Its moons 

have large ore deposits and are primarily mining colonies. 

Vishnu 
The second closest planet to the Ravian sun is named after 

±ƛǎƘƴǳΣ ǘƘŜ ǇǊŜǎŜǊǾŜǊ ŘŜƛǘȅ ƻŦ IƛƴŘǳ ƳȅǘƘƻƭƻƎȅΦ ±ƛǎƘƴǳΩǎ ǘŜƴ 

planets are named after the ten incarnations of Vishnu: 

Matsyavatara (fish), Koorma (tortoise), Varaaha (boar), Narasimha 

(man lion), Vaamana (dwarf), Parasurama (angry man), Rama 

(perfect human), Balarama (divine statesman), Krishna (divine 

statesman), Kalkim (not yet arrived, deluge). Vishnu and its moons 

have very fertile soil and grow most of the food for the Ravian 

System. 

Shiva 
The outermost planet of the Ravian System is named after the 

ŘŜǎǘǊƻȅŜǊ ŘŜƛǘȅΣ {ƘƛǾŀΣ ŦǊƻƳ IƛƴŘǳ ƳȅǘƘƻƭƻƎȅΦ {ƘƛǾŀΩǎ ŜƛƎƘǘ 

Ƴƻƻƴǎ ŀǊŜ ƴŀƳŜŘ ŀŦǘŜǊ {ƘƛǾŀΩǎ ǿƛǾŜǎΥ {ŀǘƛΣ tŀǊǾŀǘƛΣ DŀǳǊƛΣ 5ǳǊƎŀΣ 

Kali, Shakti, Ganesha and Kartikeya. Shiva is the center of 

government for the Ravian System. Its moons hold bases and 

factories for the Coalition Military.  

The Galactic Core 

Ψ·Ω ƛǎ ŀƴ ƛƴŦƛƭǘǊŀǘƻǊ ǘƘŀǘ ƳŀŘŜ ŀ ōŀŘ ƳƛǎǘŀƪŜ ŀōƻǳǘ ŀ ȅŜŀǊ ōŀŎƪ 

ǿƘƛƭŜ ƘŀŎƪƛƴƎ ŀ /ƻŀƭƛǘƛƻƴ aƛƭƛǘŀǊȅ ŎƻƳǇǳǘŜǊ ǎȅǎǘŜƳΦ IŜΩǎ ōŜŜƴ 

lying low in the Galactic /ƻǊŜ ŜǾŜǊ ǎƛƴŎŜΦ IŜΩǎ ŀ ǉǳƛŎƪ ǎǘǳŘȅ ŀƴŘ 

has managed to adapt to life in the Galactic Core very quickly. 

IŜΩǎ Ǝƻǘ ŀ ƭƻǘ ƻŦ ǳǎŜŦǳƭ ƛƴŦƻǊƳŀǘƛƻƴ ƻƴ ƻƴŜ ƻŦ ǘƘŜ Ƴƻǎǘ ǎŜŎǊŜǘƛǾŜ 

ǇƭŀŎŜǎ ƛƴ ǘƘŜ ƎŀƭŀȄȅ Χ ŀƴŘΣ ƴƻ Χ Ƙƛǎ ǊŜŀƭ ƴŀƳŜκŀƭƛŀǎ ƛǎ ƴƻǘ Ψ·ΦΩ IŜ 

insisted I censor it for this guide. 

 

- Jack Carson 

 

JCarson::>X are you there?  

X::>Here and ready to go. Do you have specific questions or 

should I just start? 

W/ŀǊǎƻƴΥΥҔDƻ ŀƘŜŀŘ ŀƴŘ ǎǘŀǊǘΦ LΩƭƭ ǘƻǎǎ ǎƻƳŜ ǉǳŜǎǘƛƻƴǎ ƛƴ ŀǎ 

needed. 

·ΥΥҔ!ƭǊƛƎƘǘΣ ǿŜƭƭ LΩǾŜ ōŜŜƴ ƘƛŘƛƴƎ ƻǳǘ ƛƴ the Galactic Core for the 

ƭŀǎǘ ȅŜŀǊ ǿƘƛƭŜ LΩƳ ǿŀƛǘƛƴƎ ŦƻǊ ǘƘŜ ƘŜŀǘ ǘƻ ŘƛŜ Řƻǿƴ ǎƛƴŎŜ Ƴȅ 

botched hacking job. The Galactic Core is both enormous and 

lawless, making it the ideal place to hide out from the Coalition 

Military. Unfortunately, many of the people in the Galactic Core 

ŀǊŜ ǘƘŜ ǎƻǊǘǎ ǘƘŀǘ ǿŀƴǘ ǘƻ ŀǾƻƛŘ ǘƘŜ /ƻŀƭƛǘƛƻƴΦ {ƻƳŜ Ƨǳǎǘ ŘƻƴΩǘ ƭƛƪŜ 

authority, but others are quite dangerous individuals. Before we 

Ǝƻ ŀƴȅ ŦǳǊǘƘŜǊ ƛƴ ǘƘŀǘ ŀǊŜŀΣ LΩƳ ƎƻƛƴƎ ǘƻ ǘŀƭƪ ŀ ōƛǘ ŀōƻǳǘ ǘƘŜ 

physical layout of the Galactic Core. 

X::>The Galactic Core is fundamentally different from the other 

inhabited systems. There is no sun in the Galactic Core. Instead 

ǘƘŜ ǎȅǎǘŜƳ ƛǎ ŎŜƴǘŜǊŜŘ ƻƴ ŀ ōƭŀŎƪ ƘƻƭŜΦ ¢ƘŜ ōƭŀŎƪ ƘƻƭŜΩǎ 

gravitational field is over ten times stronger than any of the 
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systeƳΩǎ ǎǳƴǎΦ ¦ǎƛƴƎ ŀ ±ŜŎǘƻǊ .ǳǊǎǘΣ ƛǘ ŀŎǘǳŀƭƭȅ ǘŀƪŜǎ ƻǾŜǊ ǘŜƴ 

months to get from one side of the Galactic Core to the other. To 

ǎǳƳ ǳǇΣ ǘƘŜ DŀƭŀŎǘƛŎ /ƻǊŜ ƛǎ ŜƴƻǊƳƻǳǎΦ LǘΩǎ ŀƭǎƻ ƴƻǘ ŜƴǘƛǊŜƭȅ 

ŜȄǇƭƻǊŜŘΦ LŦ ȅƻǳΩǊŜ ŘŜǘŜǊƳƛƴŜŘ ǘƻ ƘƛŘŜ ǘƘŜǊŜΩǎ ƴƻ ōŜǘǘŜǊ ǇƭŀŎŜ 

than the Galactic Core. The Galactic Core is also highly accessible. 

¸ƻǳ ŘƻƴΩǘ ƴŜŜŘ ŀ WǳƳǇ /ƻƭǳƳƴ ǘƻ ƎŜǘ ǘƻ ǘƘŜ DŀƭŀŎǘƛŎ /ƻǊŜΦ Lǘ ƛǎ 

close enough to the Gemini System that it can be reached in 

ǳƴŘŜǊ ŀ ǿŜŜƪΩǎ ±ŜŎǘƻǊ .ǳǊǎǘΦ 

W/ŀǊǎƻƴΥΥҔ²ƘŜǊŜΩǎ ǘƘŜ ŦƛǊǎǘ ǇƭŀŎŜ ȅƻǳ ŀǊrived when you went into 

the Galactic Core? 

X::>There are some known locations in the Galactic Core. Just 

about everyone traveling into the Galactic Core makes their first 

stop at Cerebus. Cerebus is a small moon orbiting the planet 

Hades. One of the first things one needs to understand about the 

/ƻǊŜ ƛǎ ǘƘŀǘ ǿƘƛƭŜ ƛǘ ƛǎ ƭŀǿƭŜǎǎΣ ǘƘŜǊŜΩǎ ƴƻ /ƻŀƭƛǘƛƻƴ ǇǊŜǎŜƴŎŜΣ ǘƘŜǊŜ 

is rule of the strong. People band together into gangs for 

protection with those that have the most guns. The Charon 

Shadow Gang, or CharS for short, has been in undisputed control 

of Cerebus and Hades for over a decade. The CharS maintain their 

control through an advanced planetary defense system that 

automatically targets and destroys any incoming ships. All visitors 

must land on Cerebus and ride transports down to the surface of 

Hades. Hades has an amazing black market. Even more 

importantly, smugglers from all over the galaxy frequent Hades as 

well as anyone traveling into the Galactic Core, making it one of 

the best places in the galaxy to find information.  

JCarson::>Are there any other places in the Galactic Core that 

Mercenaries should know about? 

·ΥΥҔ/ŜǊǘŀƛƴƭȅΦ ¢ƘŜǊŜΩǎ ŀ ƭŀǊƎŜΣ Ƴƻǎǘƭȅ ǳƴŎƘŀǊǘŜŘ ŜȄǇŀƴǎŜ ƪƴƻǿƴ ŀǎ 

the Erebus Expanse. The Erebus Expanse contains numerous small 

planetoids and asteroid fields. Navigation can be extremely 

difficult since the asteroids and planetoids interfere with sensors 

ŀƴŘ ōƭƻŎƪ ǘƘŜ ƭƛƎƘǘ ƻŦ ǎǘŀǊǎΦ ¢ƘŜǊŜΩǎ ƻƴŜ ƪƴƻǿƴ ǇƭŀƴŜǘ ǿƛǘƘƛƴ ǘƘŜ 

9ǊŜōǳǎ 9ȄǇŀƴǎŜ ƪƴƻǿƴ ŀǎ bȅȄ ǘƘŀǘΩǎ ƭƻŎŀǘƛƻƴ ƛǎ ǿŜƭƭ ƪƴƻǿƴΦ 

Moving deeper into the Galactic Core requires traveling through 

the Erebus Expanse or spending an extra year traveling around. 

The safe routes through the Erebus Expanse are constantly 

changing. Current maps of the Erebus Expanse can be found on 

Nyx for a price. The planet Hecate, the home of the Dark Coven is 

rumored to exist somewhere inside the Erebus Expanse. 

JCarson::>And what lies beyond the Erebus Expanse? 

X::>Very little is known about the Galactic Core beyond the Erebus 

Expanse. There are almost certainly abandoned Eclipse hideouts 

Χ ŀƘΣ ōǳǘ L ƘŀǾŜ ƴƻǘ ȅŜǘ ƳŜƴǘƛƻƴŜŘ ǘƘŜ 9ŎƭƛǇǎŜΦ [Ŝǘ ƳŜ ǎŜŜΣ L ƘŀǾŜ 

ǘƘŜƛǊ ǎȅƳōƻƭ ǎƻƳŜǿƘŜǊŜΧ 

X::>Named for the missing sun in the Galactic Core, the Eclipse 

was once the most powerful criminal organization in the galaxy. 

Although they were criminals, they lived by a code that demanded 

honor amongst thieves. The Inner Circle employed bounty hunters 

that enforced the code, hunting down and bringing those that 

ōǊƻƪŜ ǘƘŜ 9ŎƭƛǇǎŜΩǎ ǊǳƭŜǎ ǘƻ ƧǳǎǘƛŎŜΦ {ƭƻǿƭȅΣ ŀǎ ǘƘŜ ƭŜŀŘŜǊǎƘƛǇ 

changed, the code was honored less and less, until finally the 

Inner Circle turned on itself and the organization fragmented. 

Now, there are many independent cells of Eclipse Remnants and 

other space pirates that operate throughout the galaxy and make 

their bases in the Galactic Core. Few of these follow the old code. 

They are ruthless and extremely dangerous. Some of them have 

secret bases beyond the Erebus Expanse, making it a dangerous 

part of space. 

X::>There are two other planets of note inside the Galactic Core 

that I should mention before I forget: Enyo and Tartarus. Both 

used to have large colonies, similar to the one on Hades. Enyo is a 

ǿŜŜƪΩǎ ƧƻǳǊƴŜȅ ƛƴǎƛŘŜ ǘƘŜ DŀƭŀŎǘƛŎ /ƻǊŜΣ ōŜǘǿŜŜƴ IŀŘŜǎ ŀƴŘ ǘƘŜ 

Erebus Expanse. It was the location of final stand of the rogue 

GenEs during the GenE Wars. Tartarus is located on the other side 

of the Erebus Expanse. It was the main base for the Eclipse. 

Eclipse Remnants often fight each other over control of Tartarus, 

although none have managed to hold it for very long. 

W/ŀǊǎƻƴΥΥҔ¸ƻǳΩǾŜ ōŜŜƴ ƎǊŜŀǘΦ Lǎ ǘƘŜǊŜ ŀƴȅǘƘƛƴƎ ŜƭǎŜ ǘƘŀǘ ȅƻǳΩŘ ƭƛƪŜ 

to add?  

·ΥΥҔL ǘƘƛƴƪ ǘƘŀǘ Ƨǳǎǘ ŀōƻǳǘ ŎƻǾŜǊǎ ƛǘΦ LΩƳ ƘŀǇǇȅ ǘƻ ōŜ ƻŦ ǎŜǊǾƛŎŜΦ 
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Noteworthy Groups 
There are many influential, powerful and dangerous groups in the 

galaxy. Sometimes, you will be hired by representatives of these 

groups to go on missions. Sometimes, you will be hired to go on 

missions against these groups. 

- Jack Carson 

Coalition Government 
The only government in the Neo-Eden Galaxy is titled the Galactic 

Coalition. Its power is consolidated in the Prime System, where it 

protects the wealthy and elite of society. The Galactic Assembly, 

where representatives of the coalition planets meet, is the ruling 

body of the Galactic Coalition. The Galactic Assembly is 

democratically elected. In theory, it is a government of the people 

Χ ƛƴ ǘƘŜƻǊȅΦ hƴƭȅ ǿŜŀƭǘƘȅ ƭŀƴŘƻǿƴŜǊǎ Ƴŀȅ ǾƻǘŜ ǘƻ ŜƭŜŎǘ 

Assemblymen. The ones that own the most land get the most 

votes. The Assemblymen themselves spend most of their time on 

Themis. Many Assemblymen for the frontier planets have never 

even set foot on the planet they represent. The number of 

Assemblymen a planet or moon receives is based on its 

population. So, the Prime System, which has the greatest 

population, controls the most votes. It is commonly known 

throughout the galaxy that many Assemblymen vote according to 

the interests of their corporate supporters. Those in the upper 

echelons of society strongly support the Galactic Coalition, which 

upholds the peace by maintaining a virtual police state 

throughout the Prime System. 

Coalition Military 
The Coalition Military is both military and police for the galaxy. 

The best enforcement is in the Prime System, while the Frontier 

Systems receive little protection. The Coalition Military is 

composed of untrained bureaucrats, barely-trained police and 

guards, standard soldiers and elite squadrons, including genEs, 

cybersoldiers and armored troopers. Richer, more influential 

groups receive better protection. It is not unheard of for powerful 

corporations to have their own Coalition Military garrisons in 

addition to their private security forces. 

Influential Corporations 
The large and powerful corporations of the galaxy hold great 

influence over the Galactic Coalition. They employ much of the 

population of the galaxy and control most of the wealth. Many 

families have long standing ties to specific corporations going 

back generations. It is very difficult for someone without the 

proper parentage to climb to the highest rungs of the corporate 

ladder. 

Genesis Foundation 
This corporation spawned from the invention of the Genesis Cell. 

It is the sole supplier of Genesis Cells in the galaxy. The Genesis 

Foundation is the largest and most powerful corporation in 

ŜȄƛǎǘŜƴŎŜΦ Lǘ ŜƳǇƭƻȅǎ ƴŜŀǊƭȅ ŀ Ŧǳƭƭ ŦƛǾŜ ǇŜǊŎŜƴǘ ƻŦ ǘƘŜ ƎŀƭŀȄȅΩǎ 

population. The Genesis Foundation has a long history of 

influential inventions. Most recently, they created the Inorganic-

Organic Neural Network, allowing for fully sentient androids. 

Interestingly, the current CEO, Ms. Lilith Inanna, is a self-made 

woman. She started with nothing and worked her way up to 

arguably the most powerful position in the galaxy. Under her 

leadership, the Genesis Foundation has become extremely 

aggressive and more than willing to bend laws and morals to 

achieve success. 

Mitzuro Industrial 
Mitzuro Industrial was instrumental in developing spacefaring 

technology. They developed the Jump Drive, enabling ships to exit 

physical space and reappear far away, faster than even light can 

travel. The company makes the best starships and other vehicles 

in the galaxy. It owns numerous mining facilities and shipyards 

throughout the galaxy. It is also a leading player in robotics and 

cybernetics. 

Zodiac Corporation 
The Zodiac Corporation invented Jump Gate technology. It owns 

and operates five Jump Gates and eleven large space stations in 

the Gemini System. This enables the Zodiac Corporation to have 

its fingers in most interstellar transportation and trade. The 

Zodiac Corporation is expected to become increasingly influential 

as humanity continues to expand throughout the galaxy. 

Mystics 

Mystics can manipulate energy fields without the aid of 

technology. Many people in the galaxy trust Mystics more than 

other Mercenaries. Mystics that are good at dealing with locals 

can be a great benefit to a Mercenary crew. Mystics also have a 

range of powers at their disposal. 



61 Mercenaries of the Galactic Frontier. For use with Mystic Realms® Core Rules. 

 

The Unseen World lies beyond the physical senses. Science will 

tell you that radio waves travel through a room undetectable to 

our eyes, ears or other senses. However, place a radio in the room 

and music can clearly be heard. In this manner, technology 

enables humans to interact with the Unseen World, be it genetic 

ƳŀƴƛǇǳƭŀǘƛƻƴǎΣ ŎȅōŜǊƴŜǘƛŎ ƛƳǇƭŀƴǘǎΣ ƎŀŘƎŜǘǊȅ Χ ǘƘŜ ƭƛǎǘ ƎƻŜǎ ƻƴΦ 

Mystics are born different. We do not manipulate the Unseen 

World with technology; we manipulate it with our own beings. 

bƻǿΣ LΩƳ ƴƻǘ ǎŀȅƛƴƎ ŀ aȅǎǘƛŎ ƭŜŀǊƴǎ Ƙƻǿ ǘƻ ŘŜŎƛǇƘŜǊ ǊŀŘƛƻ ǿŀǾŜǎ 

without a radio. The Physical World is only a small part of the 

whole. The Unseen World is much more diverse, and we have 

only learned to manipulate and interact with a small part of it. 

Through the use of our Mystic skills, we can sense aspects of the 

Unseen World, and by intentionally manipulating it, we can affect 

the Physical World. 

Life as a Mystic 
Mystics begin their lives the same as anyone else in this galaxy. 

Many are even unaware that they are Mystics. There are aspects 

of a person that exist beyond the perception of the senses. Like 

everything else that exists in the Physical World, people have 

aspects in the Unseen World. Some refer to the part of a person 

that lies beyond the physical senses as a spirit. The spirit of a 

Mystic and an ordinary human are subtly different. There are 

those among us that have learned to sense the difference, and we 

travel the galaxy seeking out new Mystics. 

When a new Mystic is discovered, the parents are encouraged to 

allow the child to travel to a Temple where he or she can be 

trained. Most parents agree, for the people of this galaxy trust the 

Mystics and are proud that their child will become one. Some 

parents do not accept. When this occurs, the child stays with his 

family. When the child is old enough to make decisions, we return 

and extend the same offer. While it is rare, the child sometimes 

declines. When this occurs, our laws forbid us to make further 

attempts to recruit the child. Some seek us out later in life; others 

live their whole lives without learning to sense the Unseen World. 

There are many Temples scattered throughout the galaxy, 

although not every inhabited planet has a Temple. The only planet 

with more than one Temple is Medea in the Prime System. Once a 

Mystic begins their training, they are taken to a Temple where 

they become a Mystic Acolyte. To be trained as a Mystic is to be 

raised in a family. The Acolytes address fully trained Mystics using 

the honorific Father or Mother, while they address their peers as 

Brother or Sister. Similarly, fully trained Mystics refer to each 

other as Brother or Sister, while they refer to Acolytes with the 

title Child. These honorifics are more than just titles. Throughout 

ŀ aȅǎǘƛŎΩǎ ǘǊŀƛƴƛƴƎΣ ǘƘŜȅ ŀǊŜ ǘŀǳƎƘǘ ǘƻ ƭƻƻƪ ŀƳƻƴƎǎǘ ŜŀŎƘ ƻǘƘŜǊ ŀǎ 

family. 

Mystic Training 
Learning to sense and manipulate the Unseen World is complex, 

and there is no way to fully describe the experience to one that 

has not gone through the training themselves. Mystic training 

involves learning of the relationship between the Spirit (or Self) 

and the Unseen World (or Universe). In other words, we learn 

how to understand the fundamental nature of existence. 

There are two separate schools of thought regarding how one 

should learn. The Cabalists believe that one must seek knowledge 

ƻŦ ǘƘŜ ¦ƴƛǾŜǊǎŜ ƛƴ ƻǊŘŜǊ ǘƻ ǳƴŘŜǊǎǘŀƴŘ ƻƴŜΩǎ {ŜƭŦΦ ¢ƘŜ !ǎŎŜǘƛŎǎ 

ōŜƭƛŜǾŜ ǘƘŀǘ ƻƴŜ Ƴǳǎǘ ǎŜŜƪ ƪƴƻǿƭŜŘƎŜ ƻŦ ƻƴŜΩǎ {ŜƭŦ ƛƴ ƻǊŘŜǊ ǘƻ 

understand the Universe. The two groups approach the same 

problem, how to understand all of existence, from opposite sides. 

There are many diverse beliefs on the nature of the Self and the 

Universe. Existence is too large and complex for any one person 

to completely understand. As such, there is no central doctrine 

amongst Mystics. Separate beliefs are, in fact, encouraged. 

Regardless of whether a Mystic is taught by Cabalists or Ascetics, 

the Mystic learns from teachers and also creates his or her own 

understanding of the Self and the Universe. Upon completing 

their training, Mystics learn to perform a ritual baptism in order to 

share their spiritual understanding with others. 

Cabalists: ! άǘȅǇƛŎŀƭέ /ŀōŀƭƛǎǘ ƛǎ ŀ ǊƛƎƻǊƻǳǎ ǎǘǳŘŜƴǘ ƻŦ ǘƘŜ ŀǊŎŀƴŜΦ 

They are hermetics that believe the Unseen World represents a 

power greater than themselves. Only through absolute belief in 

this power can a Mystic learn to master the Unseen World. 

Cabalists train to perform precise ordinances that strengthen their 

Spirit and their connection to the Unseen World. 

Ascetics: ! άǘȅǇƛŎŀƭΩέ !ǎŎŜǘƛŎ ōŜƭƛŜǾŜǎ ǘƘŀǘ ƳŀǎǘŜǊȅ ƻǾŜǊ ƻƴŜΩǎ {ŜƭŦ 

is required to sense and manipulate the Unseen World. Ascetics 

practice martial combat and meditation in order to bring the 

body, mind and spirit into harmony. Only when these three are in 

balance can a Mystic master the Self and gain anything beyond a 

superficial understanding of the Unseen World. 

²ƘƛƭŜ ŀ aȅǎǘƛŎΩǎ ŀōƛƭƛǘȅ ǘƻ ƳŀƴƛǇǳƭŀǘŜ ǘƘŜ ¦ƴǎŜŜƴ ²ƻǊƭŘ ǿƛǘƘƻǳǘ 

the aid of technology might be considered by many to be our 

most important skill, it is only one aspect of our training. The 

people of the galaxy need us to act as spiritual leaders, 

peacekeepers and impartial arbitrators. Unfortunately, not all 

Mystics are skilled in these areas. Mystics must learn to deal with 

the people of this galaxy. The uneducated, especially those on the 

Frontier, can be so superstitious that the mere presence of a 

Mystic can cause a great disturbance. Oppositely, the highly 
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educated can sometimes be blinded by their knowledge of 

science. They cannot understand how a Mystic manipulates the 

Unseen World without the aid of technology and become 

skeptics. Others, in particular those in positions of authority, 

resent our position in society. Fulfilling our responsibilities 

amongst such a diverse people can be especially difficult. The life 

of an Acolyte is constrained, ritualized and sometimes isolated. 

Thus, many Acolytes, upon becoming full Mystics, will join up with 

Mercenary crews to broaden their knowledge of the galaxy and its 

people. 

Mystic Coven 
All Mystics belong to the Mystic Coven, a loosely structured self-

governing organization. A council of seven Mystics on the Planet 

Medea, who are given the title Prophets, provides leadership to 

the Mystic Coven. When one Prophet passes away or steps down, 

the remaining Prophets on the Council deliberate to decide which 

Mystic will become their new peer. Outside of the Council of 

Prophets, the only hierarchal structure within the Mystic Coven 

exists at local Temples, where the new generations of Mystics, 

called Acolytes, are trained. Each Temple has an Elder and 

Teachers, but their power does not extend beyond the Temple. 

Mystics wear bright-colored or earth-toned robes in public so they 

can be easily recognized. 

Upon occasion, the Council of Prophets will find it necessary to 

excommunicate a Mystic. Excommunicated Mystics are forbidden 

to wear robes, identify themselves as Mystics or act in the name 

of the Mystic Coven. They are banished from Medea and may not 

enter Temples. 

It should be noted that Mystics are not above the law. The Mystic 

Coven does not exert political power within the Galactic Coalition 

to protect Mystics from legal troubles. A Mystic that acts 

improperly might find him or herself excommunicated and 

spending time in a Coalition prison. 

Laws of the Mystic Coven 
1. The Mystic Coven is Family. Respect your Family and do it no 

Harm. 

2. Manipulating the Unseen World is a Responsibility. It is not a 

path to personal gain. One must share spiritual guidance freely 

with all who seek it. One may not abuse their position as a 

spiritual advisor to influence people. 

3. The Spirit is Sacred. The Manipulation, Corruption or 

Destruction of a Spirit is Unforgivable. A Mystic shall not learn or 

use forbidden lore. 

Mystic Temples 
The Temples of Mystics have diverse architecture depending on 

the local environment and the preference of the Mystics that 

reside within it. All Temples are split into four sections called 

quarters. 

At the entrance is the Public Quarter, where anyone may travel 

freely. This section usually houses guest space for travelers and 

larger meeting rooms where Mystics can address a small 

community. 

Adjacent to the Public Quarter lie the Spiritual and Residential 

Quarters. Local Mystics and Acolytes live in the Residential 

Quarter, where others may not enter. The Spiritual Quarter is 

utilized to train Acolytes and hold spiritual ceremonies with non-

Mystics. Non-Mystics may only enter the Spiritual Quarter while 

Mystics are present. 

Behind the Spiritual Quarter is the Unseen Quarter. Only full 

Mystics may enter the Unseen Quarter, where our most delicate 

ceremonies are performed. Within the Unseen Quarter, there is a 

forbidden room where only the Temple Elder may enter while 

performing specific ceremonies. At all other times it is off limits to 

everyone. 

Dark Coven 
The planet Hecate, somewhere inside the Galactic Core, is the 

base of power for a dangerous group known as the Dark Coven. 

Very little is known about the Dark Coven. The true location of the 

planet Hecate is not even known. What little is known about the 

Dark Coven is deeply disturbing. Its members are Mystics only in 

the loosest definition of the word. They can manipulate the 

Unseen World without the aid of technology. Beyond that, the 

Mystics of the Dark Coven hold nothing in common with true 

Mystics. Dark Mystics are fanatic cultists that take pleasure in the 

manipulation, corruption and destruction of the Spirit. 

The traditions of the Dark Coven are maintained by a priest-like 

caste of Dark Mystics known as Obliterators. The Obliterators 

believe that the End of Days was meant to occur when humanity 

fled from Lost Earth. These, the most dangerous of Dark Mystics, 

hunger for the destruction of humanity. Most Obliterators reside 

at their seat of power on Hecate, where they initiate new Dark 

Mystics to their cause and perform the most dangerous of Rites, 

the most perverse of which is the Rite of Initiation. 

Initiation 
All Dark Mystics begin their transformation with a Rite of 

Initiation on Hecate. The Dark Mystic Initiate and a sacrificial 

victim are ritually obliterated simultaneously under the direction 
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of the Obliterators. In order for the Rite of Initiation to be 

ǎǳŎŎŜǎǎŦǳƭΣ ǘƘŜ LƴƛǘƛŀǘŜ Ƴǳǎǘ ǎǳǊǾƛǾŜ ǘƘŜ Ǌƛǘǳŀƭ ǿƘƛƭŜ ǘƘŜ ǾƛŎǘƛƳΩǎ 

spirit must be utterly destroyed. In this manner, the Dark Mystic 

touches what lies beyond the Physical World of the living and 

becomes intrinsically connected to the Unseen World. This Rite 

gives the Dark Mystic great power but comes at a great cost, 

forever corrupting their spirit. The Rite of Initiation can be 

performed on ordinary humans if the victim is a Mystic. Initiates 

that were once Mystics do not require a Mystic victim, but always 

choose someone of great power. 

Very little is known about other Rites, but many are believed to 

involve human sacrifice. Only very foolish Mercenaries will work 

with Dark Mystics, as there have been documented cases of 

whole Mercenary crews being abducted and presumably 

sacrificed in these Rites. 

Training 
After a Dark Mystic is initiated, they take a new personal name 

and assume the surname of their mentor. These newly initiated 

Dark Mystics do not leave Hecate until their training is complete. 

Training techniques are believed to vary with each mentor. 

Deathlords and Lines 
The surnames of Dark Mystics originate with the progenitor of the 

Dark Mystic line. Lines may only be founded by the most powerful 

of Dark Mystics, known as Deathlords. When a Dark Mystic 

becomes a Deathlord, he or she gives up their assumed surname. 

They are referred to by their personal name preceded by the title 

Deathlord. Any new initiates that the Deathlord mentors take the 

5ŜŀǘƘƭƻǊŘΩǎ ǇŜǊǎƻƴŀƭ ƴŀƳŜ ŀǎ ǘƘŜƛǊ ǎǳǊƴŀƳŜΣ ōŜƎƛƴƴƛƴƎ ŀ ƴŜǿ 

line. There are no strict requirements to become a Deathlord. 

However, claiming the title is considered an affront to the Dark 

aȅǎǘƛŎΩǎ ƳŜƴǘƻǊ ŀƴŘ ƻǊƛƎƛƴŀƭ line. Dark Mystics will destroy those 

that abandon their line prematurely. 

Obliterators 
Obliterators do not belong to any Dark Mystic lines. When a Dark 

Mystic is selected to become an Obliterator they leave behind 

their line. Unlike when a Dark Mystic becomes a Deathlord, when 

a Dark Mystic is selected to join the Obliterators there are never 

any repercussions. The Obliterators hold the secrets of the Rites 

of Initiation. Any line that moved against them would find itself 

without progeny. 

Organization 
The Deathlords are fiercely competitive and obsessed with power. 

As such, they do not work together willingly or well. When 

necessary, they will gather to discuss matters of great importance 

to the Dark Coven as a whole. Additionally, the Obliterators form 

their own council. When the two councils have a difference of 

opinion, the Obliterators, who are better organized, usually get 

their way. 

Eclipse Remnants 
The Eclipse was a powerful criminal organization that operated 

throughout the galaxy. The Eclipse enforced a criminal code of 

conduct. Eventually, more brutal and less honorable members 

caused the Eclipse to fracture. Today, numerous splinter 

organizations fight for control in the Galactic Core. Eclipse 

Remnants are some of the most dangerous criminals in the galaxy. 

They will occasionally hire Mercenaries. Be careful, any such 

mission will be very violent and you may be betrayed by the 

Eclipse Remnants at the end. 
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Technological Revolutions 
hƴ [ƻǎǘ 9ŀǊǘƘΣ ƛƴ ǘƘŜ ŎŜƴǘǳǊȅ ǇǊŜŎŜŘƛƴƎ ƘǳƳŀƴƛǘȅΩǎ ƭŜƎŜƴŘŀǊȅ 

voyage on the Ark, a brilliant researcher named Dr. Hendrik 

Adams made a phenomenal discovery that revolutionized our 

understanding of the universe, leading to many of the 

technological marvels that are now possible. That discovery was 

the Genesis Cell, the fundamental building block of the universe. 

Dr. Adams proved the existence of three categories of Genesis 

Cells: organic, inorganic and a third that was originally unnamed. 

Combining these cells in precise procedures, Dr. Adams 

demonstrated that he could synthesize both raw materials and 

life forms. Dr. Adams theorized that everything in the universe 

could be synthesized utilizing Genesis Cells in the correct 

procedure. Another team later discovered that all objects and 

beings in the universe have an energy flow, and the final category 

of Genesis Cell was named energy. 

bŜŀǊƭȅ ŦƻǳǊ ŎŜƴǘǳǊƛŜǎ ƘŀǾŜ ǇŀǎǎŜŘ ǎƛƴŎŜ 5ǊΦ !ŘŀƳǎΩ ƘƛǎǘƻǊƛŎ 

discovery. Our understanding of the nature of the universe has 

greatly increased since then, and I will attempt to outline some of 

these achievements. Many of the areas I will cover are extremely 

complex and could, individually, require years of schooling to 

understand fully. As such, this document will only attempt to give 

a cursory exposure to some of the more-important theories in our 

galaxy. 

Quantum Gravity 
The discovery of the energy flow around all objects and beings in 

the universe led to the Theory of Quantum Gravity. This unifying 

theory explains how gravity is related to all the other forces in the 

universe, thus finally explaining how all fundamental forces are 

linked. 

There exists an Energy Plane alongside the three-dimensional 

physical plane that we humans reside within. Think of this Energy 

Plane as a pool of water. A small ball is continuously bobbing up 

and down in the pool, creating small waves. A much larger object, 

ƭŜǘΩǎ ǎŀȅ ŀ ŎƘƛƭŘΣ ƛǎ ŀƭǎƻ ōƻōōƛƴƎ ƛƴ ǘƘŜ ǿŀǘŜǊΦ ¢ƘŜ ŎƘƛƭŘΣ ōŜƛƴƎ 

much larger than the ball, creates bigger waves. Both the child 

ŀƴŘ ǘƘŜ ōŀƭƭ ŀǊŜ ǎǘǊǳŎƪ ŀƴŘ ƳƻǾŜŘ ōȅ ǘƘŜ ƻǘƘŜǊǎΩ ǿŀǾŜǎΦ ¢ƘŜ ōŀƭƭΣ 

being much smaller, is affected much more by the larger waves of 

the child than the child is affected by the smaller waves of the 

ball. The Theory of Quantum Gravity explains how the Energy 

Plane affects our three-dimensional world, and we in turn affect 

the Energy Plane. This tells us why the gravitational pull of a black 

ƘƻƭŜ Ŏŀƴ ōŜ ŦŜƭǘ ŜǾŜƴ ǘƘƻǳƎƘ ƴƻ ƭƛƎƘǘ Ŏŀƴ ƭŜŀǾŜ ƛǘΦ ¢ƘŜ ōƭŀŎƪ ƘƻƭŜΩǎ 

energy field extends far beyond its localized point where the black 

hole exists. Its mass has a great impact on the Energy Plane for a 

large distance in all directions. 

The knowledge of Quantum Gravity enabled engineers to create 

the Jump Drive. This device allows a starship to leave three-

dimensional physical space and to enter the Energy Plane. The 

Jump Drive draws the starship and its immediate surroundings 

into what is called a Jump Column, where three-dimensional 

physical space is maintained within the confines of a column 

surrounded, essentially, by solid, prismatic energy. The ship 

moves through the Jump Column for a short time and then 

reenters normal three-dimensional physical space many light 

years away from where it started. The biggest problem with this 

technique is that the Jump Drive cannot be used too close to a 

large mass (such as a planet, star or black hole). The presence of 

the large mass causes too much interference in the Energy Plane 

for the Jump Drive to function. At the speeds most starships 

operate, it takes a month to travel from a star to where the Jump 

Drive can operate. One must be nearly a full year travel away 

from a black hole in order use a Jump Drive. 

There is a similar technology that exists to quickly send 

communications over long distances, called Wave Channels. This 

technology does not have the same limitations of Jump Drives. 

Wave Channels can be used anywhere to securely communicate 

instantly with anyplace else. However, Wave Channels are very 

expensive to operate. A more economical method for long range 

communications is the Subnet. The Subnet is a massive message 

relay system that enables users to post messages from access 

terminals anywhere in the galaxy. Many Mercenaries check the 

Subnet to watch for important alert bulletins and to make job 

contacts. 

Another application of Quantum Gravity is artificial gravity 

systems for starships. Artificial gravity systems enable passengers 

in a vehicle to experience a uniform 1 g-force pull towards the 

floor during travel. Artificial gravity systems can operate up to 10 

g-forces before passengers feel any disturbance. This enables 

starships to take tight turns while traveling at speeds similar to jet 

planes without disturbing the passengers inside. 

Energy Manipulation 
!ŦǘŜǊ ǘƘŜ ŘƛǎŎƻǾŜǊȅ ƻŦ ǘƘŜ 9ƴŜǊƎȅ tƭŀƴŜΣ ƛǘ ǿŀǎƴΩǘ ƭƻƴƎ ōŜŦƻǊŜ 

devices capable of manipulating the Energy Plane were 

developed. These devices, called gadgets, enabled humans to 

alter or perceive the Energy Plane. Eventually, gadgets were 

created that allowed an ordinary human to tap into and utilize 
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their own energy fields to produce spectacular effects that only 

Mystics had been able to do previously. 

The military provided the initial funds for energy manipulation 

research. The military felt that the liability of having a gadget 

destroyed was too great a risk. Cybernetic implants were 

developed to overcome this problem. Machinery is embedded 

into a huƳŀƴΩǎ ƴŜǊǾƻǳǎ ǎȅǎǘŜƳΦ ¢ƘŜ ŎȅōŜǊƴŜǘƛŎ ƳŀŎƘƛƴŜǊȅ ŜƴŀōƭŜǎ 

the human to overcome their ordinary limitations and affect the 

Energy Plane. Since the machinery is implanted, there is no 

danger of the device being destroyed during an engagement. 

Interestingly, cybernetics only work for ordinary humans. Mystics 

cannot use cybernetics. Cybernetics have not yet been developed 

that will work with genEs or androids. 

Medicine 
Medical techniques have benefitted from the knowledge of 

energy manipulation. Perceiving a persoƴΩǎ ŜƴŜǊƎȅ ŦƛŜƭŘ Ŏŀƴ ƘŜƭǇ 

in diagnosing patients, and manipulating their energy field can 

lead to greatly increased recovery times. Restorative medicine can 

cure nearly all conditions. 

Mercenaries with exceptionally strong energy fields can even be 

restored from death. These Mercenaries can even recover from 

having their bodies destroyed; the Mercenary maintains control 

over their energy, and is able to move about as a spirit. It was 

determined that cloning usually does not work because the 

energy field is missing. However, Mercenaries with a strong 

enough will can force their spirit into a cloned body (or a new 

body in the case of androids), essentially coming back to life even 

though their original body no longer exists. This procedure is 

called a spiritquest. The more skilled the Mercenary is, the harder 

it is for the spirit to accept a new body Fortunately, temporary 

forms called spirit strengtheners, can acclimate the spirit to this 

change. The chance of a successful spiritquest is improved by 1% 

for every hour spent in that form. 

Genetic Engineering 
More so than any other scientific area, Genesis Cells have directly 

influenced the field of genetic engineering. Genetic engineering 

enables beings to perceive and manipulate the Energy Plane in 

specific ways. Although as advanced as we have become, there 

are still problems left to solve. No one has yet created a genetic 

upgrade that is compatible with cybernetics. 

GenEs 
GenEs are created by carefully exposing a human fetus to Genesis 

Cells. The fetus is continuously treated as it is rapidly aged in a 

ƭŀōΦ 9ŘǳŎŀǘƛƻƴ ǇǊƻƎǊŀƳǎ ŀǊŜ ǊǳƴΣ ŜƴŀōƭƛƴƎ ǘƘŜ ƎŜƴ9Ωǎ ƳƛƴŘ ǘƻ 

develop rapidly along with its body. Once completed, a genE is a 

living being with special abilities that set them apart from the rest 

of humanity. Much more can be said on the subject of genEs, but I 

understand that there will be another section in this document 

devoted entirely to them. 

Androids 
Fully sentient androids are now possible, thanks to Genesis Cells. 

The invention of the Inorganic-Organic Neural Network was a 

recent achievement from the Genesis Foundation. Genesis Cells 

were used to create a composite brain that contains both 

inorganic and organic materials and functions similar to both a 

human brain and a computer system. Inorganic-Organic Neural 

Networks are placed inside robotic android bodies. The Inorganic-

Organic Neural Network grows and adapts to the android body. 

How an Inorganic-Organic Neural Network adapts is 

unpredictable. Like humans, it is impossible to predict what jobs 

an android will want to perform, and be capable of performing. 

Inorganic-Organic Neural Networks have only been around for a 

few years, but many have been produced. An Inorganic-Organic 

Neural Network can be fully functional within a month of its 

creation. Further development of human-like traits and reasoning 

can occur slowly or quickly depending on the particular Neural 

Network. 

Genetic Drones 
Genetic Drones are artificially created life forms using Genesis 

Cells. Unlike genEs, they are not fully sentient. The military 

recently created a new Genetic Drone called a NOVA that can 

harness solar energy. NOVAs appear as human, but not all Genetic 

Drones have human form. 

Genesis Swarms 
Unlike DNA, where only specific sequences will create life forms 

and the process takes a long time, Genesis Cells will react almost 

instantaneously, devouring everything in their wake and creating 

new life forms in the process. When Genesis Cells are released 

into the atmosphere, the resulting swarm can be devastating. A 

Genesis Swarm was responsible for the destruction of Lost Earth. 

Fortunately, Genesis Cells are better understood now, and 

failsafes exist to prevent another disaster from occurring. 

Genesis Cell Counteragent 
This compound can be released into the atmosphere, destroying 

Genesis Cells. Using the Genesis Cell Counteragent into the 

atmosphere correctly requires the dispelling procedure or ritual. 

Genesis Cells are stored in double layered devices, with the 

Genesis Cells in the core and the Counteragent in the shell. This 
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way, if the Genesis Cells are released incorrectly they are instantly 

neutralized by the Counteragent. Releasing the Genesis Cells 

correctly requires the procedure enclosure (swarm). 

Genesis Colonies 
Genesis Cells can be bonded to a computer that functions as a 

control device. This enables technicians to control how the 

Genesis Cells assemble, thereby controlling what is produced. 

Genesis Colonies are utilized for a variety of operations, including 

synthesizing materials, creating genetic drones and terraforming 

planets. There is one documented case of Genesis Cells bonding 

to a sentient being, an android prototype known as CYNN. CYNN 

became able to control Genesis Swarms using only his will. This 

made the android exceptionally dangerous until he was destroyed 

by collapsing a Jump Column on him. 

Flexible Electronics 
Standard computers have continued to become increasingly 

powerful and expensive. However, more importantly, cheaper 

and less powerful options exist, such as electronic fabric. The 

electronic fabric process enables computer devices to be printed 

on flexible rolls, such as paper or fabric. While not nearly as 

powerful as their inflexible counterparts, flexible electronics are 

quite affordable, costing only marginally more than paper. 

Mercenaries can also purchase computer equipment that is 

directly incorporated into their clothing. Such computers can be 

accessed in three ways. Wrist pads contain a tiny monitor and 

keypad. Microphone headsets enable speech-based 

communication, with the computer speaking back through an 

audible device. Finally, visor displays are available that enable the 

wearer to control the computer using eye movements. 

Vector Burst Drive 
This powerful propulsion system works in space, enabling 

starships to travel at speeds approaching 1/10th the speed of 

ƭƛƎƘǘΦ !ǘ ǘƘŜǎŜ ǎǇŜŜŘǎΣ ƛǘΩǎ ƛƳǇƻǎǎƛōƭŜ ŦƻǊ ŀ ǎǘŀǊǎƘƛǇ ǘƻ ǘǳǊƴ ƻǊ 

maneuver at all, since the centripetal force at those speeds would 

tear the vehicle in half. So, the Vector Burst Drive can only be 

used for long trips between planets in a system. Starships use 

powerful navigation computers to plot an exact Vector Burst 

course, as maneuvering is completely impossible once the trip has 

begun. Less powerful engines, capable of traveling up to jet 

speeds, are utilized for precise maneuvering between Vector 

Bursts. Blockades can be set up that will force the navigation 

computer to slow the starship down prematurely to avoid 

collisions. Galactic Coalition patrols and pirates will often take 

advantage of this to force starships to end their Vector Bursts, so 

they can engage at speeds where maneuvering is possible. 

Space Travel 

There are three different types of travel in a starship. There are 

the jet engines, which are, to be quite honest, the most fun. Using 

the jet engines is the only part of space travel that requires any 

real skill. They are primarily used to move short distances. You can 

Ŧƭȅ ŀǊƻǳƴŘ ƛƴǎƛŘŜ ŀ ǇƭŀƴŜǘΩǎ ŀǘƳƻǎǇƘŜǊŜΣ ƳŀƪŜ ǎƘƻǊǘ ǘǊƛǇǎ ǘƘǊƻǳƎƘ 

ǎǇŀŎŜ ōŜǘǿŜŜƴ ŀ ǇƭŀƴŜǘΩǎ ƳƻƻƴǎΣ ŘƻŎƪ ǿƛǘƘ ƻǘƘŜǊ ǎƘƛǇǎ ƻǊ ƭŀƴŘ ƻƴ 

planets and take-off using the jet engines. You also use jet engines 

to align the starship for Vector Bursts. 

¢ƘŀǘΩǎ ǘƘŜ ǎŜŎƻƴŘ ǘȅǇŜ ƻŦ ǘǊŀǾŜƭ ƛƴ ŀ ǎǘŀǊǎƘƛǇΦ {ǘŀǊǎƘƛǇǎ ƘŀǾŜ 

Vector Burst Drives that enable the ship to move great distances 

through space. The majority of time spent traveling through 

systems is during Vector Bursts. 

The final type of travel is Jump Columns. Jump Columns are holes 

in the fabric of space that starships can travel through to reach 

other systems. One uses the jet engines to fly the starship through 

Jump Columns, but this is usually a fairly mundane exercise as 

ǘƘŜǊŜΩǎ ƻƴƭȅ ƻƴŜ ǿŀȅ ǘƻ Ǝƻ Χ ǎǘǊŀƛƎƘǘΦ 

Taking Off 
The jet engines are warming up. The exterior doors are sealed. 

The comm unit turns on as flight control gives us the go ahead. 

The jet engines fire up as the pilot grasps the throttle. The 

ǎǘŀǊǎƘƛǇ ƧŜǊƪǎ ŀƴŘ ǿŜΩǊŜ ƻŦŦ ǘƘŜ ƎǊƻǳƴŘΦ ¢ƘŜ ǎǘŀǊǎƘƛǇ ǊƛǎŜǎ ǘƘǊƻǳƎƘ 

ǘƘŜ ŀǘƳƻǎǇƘŜǊŜΦ !ǎ ǘƘŜ ǇƭŀƴŜǘΩǎ ƎǊŀǾƛǘȅ ōŜŎƻƳŜǎ ǿŜŀƪŜǊΣ ǘƘŜ 

ŀǊǘƛŦƛŎƛŀƭ ƎǊŀǾƛǘȅ ǎƭƻǿƭȅ ǇƻǿŜǊǎ ǳǇ ǘƻ ŎƻƳǇŜƴǎŀǘŜΦ L ŎŀƴΩǘ ǘŜƭƭ ǘƘŜ 

difference. Motion sensitƛǾŜ ǇŜƻǇƭŜ ŦŜŜƭ ǎƻƳŜ ŘƛǎŎƻƳŦƻǊǘΦ LΩǾŜ 

ōŜŜƴ ǘƻƭŘ ƛǘΩǎ ƭƛƪŜ ŀ ƳƛƭŘ ŦƻǊƳ ƻŦ ǾŜǊǘƛƎƻΣ ōǳǘ L ǿƻǳƭŘƴΩǘ ƪƴƻǿΦ 

CƛƴŀƭƭȅΣ ǿŜΩǊŜ ŦǊŜŜ ƻŦ ǘƘŜ ǇƭŀƴŜǘΦ LǘΩǎ ǉǳƛǘŜ ǘƘŜ ǎƛƎƘǘΦ ²ƛǘƘƻǳǘ ǘƘŜ 

ǇƭŀƴŜǘΩǎ ŀǘƳƻǎǇƘŜǊŜ ǘƻ ƻōǎŎǳǊŜ ǘƘŜƳΣ ǘƘŜ ǎǘŀǊǎ ŀǊŜ ōǊƛƎƘǘŜǊΦ ¢ƘŜ 

jet engines move us away from the planet. Seeing the planet itself 

ŘƛǎŀǇǇŜŀǊ ƛƴǘƻ ŀ ǎǇŜŎƪ ƛƴ ǘƘŜ ŘƛǎǘŀƴŎŜ ƛǎ ǉǳƛǘŜ ŀ ǎƛƎƘǘΦ hƴŜ ŎŀƴΩǘ 

help but to stare their first few times in space. 
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Initiating a Vector Burst 
Ships use Vector Bursts for any trips further than a planet and its 

moons. The pilot uses the jet engines to position the starship and 

then enters the destination in the navigation computer. The 

navigation computer carefully performs millions of calculations as 

the Vector Burst Drive warms up. Once the calculations are 

finished, the pilot switches control to the navigation computer 

and the Vector Burst begins. The starship begins to accelerate 

ǿƘƛƭŜ ǘƘŜ ŀǊǘƛŦƛŎƛŀƭ ƎǊŀǾƛǘȅ ŎƻƳǇŜƴǎŀǘŜǎΦ LΩǾŜ ƴŜǾŜǊ ƳŜǘ ŀƴȅƻƴŜ 

ǘƘŀǘΩǎ ōŜŜƴ ōƻǘƘŜǊŜŘ ōȅ ǘƘƛǎ ǇŀǊǘ ƻŦ ǘƘŜ ƧƻǳǊƴŜȅΦ ¢ƘŀǘΩǎ ǇǊƻōŀōƭȅ a 

good thing, since it takes a good ten hours for the ship to reach 

top speed, right around 1/10th the speed of light. The starship 

ŎŀƴΩǘ ǘǳǊƴ ŀƴŘ ƴƻ ŎƘŀƴƎŜǎ Ŏŀƴ ōŜ ƳŀŘŜ ǘƻ ǘƘŜ ŎƻǳǊǎŜ ƻƴŎŜ ŀ 

Vector Burst starts. The forces are so strong that even the 

slightest correction in course would rip the starship in half. Once 

the starship reaches the proper point, the navigation computer 

starts to slowly power down the Vector Burst Drive. The ship 

slows over the course of the next ten hours until the jet engines 

switch back on and the navigation computer returns control to 

the pilot. The only option that the navigation computer or the 

passengers have during a Vector Burst is to end it prematurely. It 

still takes ten hours to slow down, but the ship will stop only part 

ǿŀȅ ǘƻ ƛǘǎ ŘŜǎǘƛƴŀǘƛƻƴΦ hƴŎŜ ŀ ǎǘƻǇ Ƙŀǎ ōŜƎǳƴΣ ǘƘŜǊŜΩǎ ƴƻ ǿŀȅ ǘƻ 

start it up again until the Vector Burst Drive completely finishes 

powering down. Once that happens, the navigation computer can 

calculate a new Vector Burst. 

Jumping Between Systems 
Vector Bursts are used to travel within a system (the Prime 

System, Gemini System the Frontier Systems and the Galactic 

Core). Vector Bursts are too slow to travel between systems, 

except the Gemini System and the Galactic Core, which happen to 

be very close to each other. Otherwise, if you want to travel 

between systems, you need to use a Jump Column. 

While in a Jump Column the pilot flies the starship straight 

through what appears to be a prismatic column of solid energy. 

Starships impacting the walls of the Jump Column ricochet 

ŘŀƴƎŜǊƻǳǎƭȅ ƻŦŦ ǘƘŜ ǎƛŘŜǎΦ LŦ ǘƘŜ Ǉƛƭƻǘ ŎŀƴΩǘ ǉǳƛŎƪƭȅ ǊŜƎŀƛƴ ŎƻƴǘǊƻƭΣ 

then it is likely that a particularly bad impact with the Jump 

Column walls will destroy the starship. After a few hours of travel 

through the Jump Column, one reaches the end of the Column 

and reenters normal space at the edge of another system. 

In order to get in to a Jump Column, one needs to use either a 

Jump Drive or a Jump Gate. Jump Drives are large pieces of 

equipment that can only be installed on larger ships, called 

interstellar ships. The rest of us are stuck using Jump Gates, 

stationary rings placed at the edges of systems, which are 

operated and patrolled by the Coalition Military. 

LΩƳ ƴƻǘ ƎƻƛƴƎ ǘƻ ōƻǘƘŜǊ ŜȄǇƭŀƛƴƛƴƎ Ƙƻǿ ŀ WǳƳǇ /ƻƭǳƳƴ ǿƻǊƪǎΦ L 

ƘŜŀǊ ǘƘŜǊŜΩǎ Ǝoing to be another section of this guide dedicated to 

that sort of techno-babble. What I will tell you is that Jump 

/ƻƭǳƳƴǎ ŎŀƴΩǘ ƻǇŜǊŀǘŜ ǘƻƻ ŎƭƻǎŜ ǘƻ ŀ ōƛƎ ƎǊŀǾƛǘȅ ǎƻǳǊŎŜΦ ¢ƘŜ tǊƛƳŜ 

System and the Frontier Systems all have Jump Gates set up about 

two weeks distance by Vector Burst from the center of the 

System. This is as close to the star as Jump Columns can operate. 

The Gemini System has two binary stars. They cancel each other 

out, allowing Jump Gates to be set up a mere three days from the 

ǎȅǎǘŜƳΩǎ ŎŜƴter. As such, the Gemini System is used as a hub. All 

Jump Gates go to the Gemini System. There are no Jump Gates to 

the Galactic Core. The black hole in the center of the Galactic Core 

prevents Jump Columns from working within nearly a five month 

Vector Burst from the black hole. 

Each check point has two Jump Gates: one for leaving, one for 

arriving. Jump Gates are constantly patrolled and have space 

stations nearby as well as a garrison. Starships dock at the space 

stations and get the proper papers to use the Jump Gate. Forgers 

and bribable officials make more than a few credits helping 

smugglers and others that want to travel incognito get the 

άǇǊƻǇŜǊέ ǇŀǇŜǊǿƻǊƪΦ ¢ǊǳǘƘ ƛǎΣ ǘƘŜ ŎƘŜŎƪ Ǉƻƛƴǘǎ ŀǊŜ Ƴƻǎǘƭȅ ŦƻǊ 

ǎƘƻǿΦ ¢ƘŜǊŜΩǎ ǘƻƻ ƳǳŎƘ ǘǊŀŦŦƛŎ ŦƻǊ ŜǾŜǊȅ ǎƘƛǇ ǘƻ ōe checked 

individually. However, in extreme circumstances, the Coalition 

aƛƭƛǘŀǊȅ Ŏŀƴ ǊŜǎǘǊƛŎǘ Ŧƭƻǿ ǘƘǊƻǳƎƘ ǘƘŜ WǳƳǇ DŀǘŜǎΦ hƴŎŜΣ L ŎƻǳƭŘƴΩǘ 

get the proper paperwork and had to piggyback off a military 

ǎƘƛǇΩǎ WǳƳǇ 5ǊƛǾŜΦ ¢ƘŜ ƳƛƭƛǘŀǊȅ ǎƘƛǇ ƻǇŜƴŜŘ ǘƘŜ WǳƳǇ /olumn. I 

flew in before the entrance closed. I had to keep dangerously 

close to the military ship so I could exit before the Column closed. 

I ran it too close and got detected as we were leaving the Column 

and had a thrilling escape to avoid capture. It was a close one, but 

LΩŘ ǎǘƛƭƭ ǊŀǘƘŜǊ ƎŜǘ ŘŜǘŜŎǘŜŘ ǘƘŀƴ Ǌƛǎƪ ƘŀǾƛƴƎ ǘƘŜ /ƻƭǳƳƴ ŎƻƭƭŀǇǎŜ 

on me. 

Things You May Come Across in Space 
For the most part, space is empty. However, there are some 

things you might come across during your travels, some good, 

some bad. This is not a complete list, as there are always surprises 

waiting out there. 

Asteroid Fields: ±ŜŎǘƻǊ .ǳǊǎǘ 5ǊƛǾŜǎ ŎŀƴΩǘ ŎŀǊǊȅ ŀ ǎǘŀǊǎƘƛǇ ǘƘǊƻǳƎƘ 

an asteroid field. Instead, Vector Bursts are plotted to the edge of 

asteroid fields and the pilot manually drives through the asteroid 

field. A new Vector Burst is initiated once the starship has cleared 

the asteroid field. Some fields are more difficult to fly through 

than others. Personally, I like maneuvering through them. It really 

gives me the chance to pƭŀȅ ǿƛǘƘ ǘƘŜ ǎǘŀǊǎƘƛǇΩǎ ƧŜǘ ŜƴƎƛƴŜǎΦ 
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Burst Disruptors: Pirates love using Burst Disruptors to trap 

starships. They set up a series of Burst Disruptor buoys along 

trade routes. This enables them to hack the navigation computer 

of starships in a Vector Burst. If they can overcome the computer 

locks, they can force the ship to stop the Vector Burst 

prematurely. After the ship finishes slowing down, the pirates 

begin their attack. One can either fight back or try to get away 

and start a new Vector Burst. Moral ƻŦ ǘƘŜ ǎǘƻǊȅΣ ŘƻƴΩǘ ŎƘŜŀǇ ƻǳǘΥ 

Buy a good navigation computer with a complex computer lock 

for your starship. 

Coalition Military Patrols: The Coalition Military usually leaves 

Mercenaries well enough alone. However, if they want to, a patrol 

can completely Ǌǳƛƴ ŀ aŜǊŎŜƴŀǊȅ ŎǊŜǿΩǎ ŘŀȅΦ LǘΩǎ ƛƭƭŜƎŀƭ ǘƻ ƻǇŜǊŀǘŜ 

a ship with weapons. Mercenaries can get licenses to have 

weapons, but it leaves them open to being drafted by the 

Coalition Military as privateers. Some Mercenaries conceal their 

weapons rather than getting a license or venturing through space 

defenseless. 

Energy Storms: {ǇƛƪŜǎ ƛƴ ǘƘŜ ƎŀƭŀȄȅΩǎ ŜƴŜǊƎȅ ŦƛŜƭŘǎ Ŏŀƴ ŦƻǊƳ 

unpredictably in space. Physically, this results in an energy storm 

that can damage a ship passing through its boundaries. 

Worm Holes: Occasionally, Jump Columns open naturally. Good 

sensors can read the destination on the other side. Jump Columns 

that open naturally are often called worm holes. Worm holes can 

ŜǾŜƴ ƻǇŜƴ ƛƴǎƛŘŜ ŀ ǎȅǎǘŜƳΣ ǿƘŜǊŜ ŀƴ ŀǊǘƛŦƛŎƛŀƭ WǳƳǇ /ƻƭǳƳƴ ŎŀƴΩǘ 

operate. Lucky travelers will sometimes find worm holes that can 

greatly reduce their travel time or help them elude pursuers. 

Sensors can predictably detect how long a worm hole will remain 

open. 

Nomad Fleets: The Nomads are a group of people that live on 

ships, traveling the galaxy and never settling on land. Nomad 

fleets can be very helpful for Mercenaries having ship trouble, or 

just looking to purchase some supplies. They also tend to know 

routes through space that others do not. 

Planning a Trip 
[ŜǘΩǎ ǎŀȅ ƻƴŜ ƛǎ ƻƴ ŀ ǎƳall frontier planet and wants to travel to 

the Prime System. You get on a ship, and take off from the planet. 

Position the ship for a Vector Burst to the nearest Jump Gate. The 

pilot uses the jet engines to dock with the space station at the 

Jump Gate. The ship refuels while you get your papers in order. 

The pilot takes the ship into the Jump Gate and flies it until 

arriving at another Jump Gate in the Gemini System. After leaving 

the Jump Gate, the pilot flies a ways using the jet engines to get 

clear of the Jump Gate traffic. Then, the Vector Burst is initiated 

taking the ship to the Jump Gates going to the Prime System. 

After another stop at the space station to get papers, the ship 

goes through the Jump Column and finally arrives in the Prime 

System. Once in the Prime System, the ship can make one last 

Vector Burst to its destination. The pilot then uses the jet engines 

to make the final approach and land. 

Fuel Consumption: It takes normal sized Mercenary ships about 

one base of ship fuel to take off from a planet or moon. Space 

ǎǘŀǘƛƻƴǎ ŘƻƴΩǘ ǊŜǉǳƛǊŜ ƳǳŎƘ ŦǳŜƭ ǘƻ ƭŜŀǾŜΦ aƻǾƛƴƎ ǘƘŜ ǎƘƛǇ ŀǊƻǳƴŘ 

in space using the jet engines requires negligible fuel. It costs 

ŀōƻǳǘ ƻƴŜ ōŀǎŜ ƻŦ ŦǳŜƭ ŜǾŜǊȅ ƘƻǳǊ ǘƻ ƳƻǾŜ ƛƴ ŀ ǇƭŀƴŜǘΩǎ ƻǊ ƳƻƻƴΩǎ 

atmosphere. Each Vector Burst costs one base. Activating a Jump 

Drive requires five or more base worth of fuel, depending on the 

size of the ship. Flying through a Jump Column barely uses any 

fuel. So, most trips within a system use up about two base worth 

of fuel, one to take off and another to Vector Burst. Trips between 

ǎȅǎǘŜƳǎ ǳǎǳŀƭƭȅ Ŏƻǎǘ ŦƻǳǊ ōŀǎŜ ǿƻǊǘƘ ƻŦ ŦǳŜƭΣ ǎƛƴŎŜ ȅƻǳΩƭƭ ƴŜŜŘ ǘƻ 

take off and perform a Vector Burst in your starting system, one in 

the Gemini System and one in the system of your destination. 

- Jane Carson 
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Starships 
¢ƘŜǊŜ ŀǊŜ ƴǳƳŜǊƻǳǎ ǎƘƛǇ ƳƻŘŜƭǎ ƛƴ ǘƘŜ ƎŀƭŀȄȅΦ LΩƭƭ ƳŜƴǘƛƻƴ ǎƻƳŜ 

of the more common ones here. There are three types of ships: 

space ships, starships and interstellar ships. Space ships are short 

ǊŀƴƎŜ ŀƴŘ ŘƻƴΩǘ ƘŀǾŜ ±ŜŎǘƻǊ .ǳǊǎǘ ŎŀǇŀōƛƭƛǘƛŜǎΦ {ǘŀǊǎƘƛǇǎ Ƙave 

Vector Burst Drives but not Jump Drives. Interstellar ships have 

both Vector Burst Drives and Jump Drives. 

Mercenary Starships 
All Mercenaries begin their career with a small starship, capable 

of transporting themselves around a star system and reaching 

other stars through jump columns. As a Mercenary completes 

missions and gains status, the Mercenary also upgrades their 

starship. Every team of Mercenaries has a ship. 

hƴŜ ŘƻŜǎƴΩǘ ƴŜŜŘ ǘƻ ōŜ ŀƴ ŜȄǇŜǊǘ Ǉƛƭƻǘ ǿƛǘƘ ǘƘŜ ǾŜƘƛŎƭŜǎ ǎƪƛƭƭ ǘƻ 

travel the galaxy in a starship. Starship controls can be greatly 

simplified using computer interfaces that allow anyone to pilot 

them across the galaxy. However, such interfaces add to the cost 

of the starship. Many Mercenaries find it worthwhile to learn the 

vehicles knowledge so they can remove such interfaces from their 

starship, freeing their maintenance budget for more critical 

starship components. 

These starships are a good fit for a crew of five. They are the 

current model ships being used in the galaxy. Larger Mercenary 

ships are not available because there is no demand. Most groups 

cannot afford to hire larger groups of Mercenaries. 

Phoenix-SN06: The Phoenix model is a ship whose power cells run 

at an incredibly high temperature. The electronics system on 

board converts the radiation to mask the ship among the 

background stellar radiation. 

Gargoyle-DZ04: The Gargoyle model is a tough, well armored, and 

slow ship. It is often used in convoys to carry delicate valuables. 

Sphinx-AR03: ¢ƘŜ {ǇƘƛƴȄ ƳƻŘŜƭΩǎ ŀŘǾŀƴŎŜŘ ŎƻƳǇǳǘŜǊ and sensor 

suite makes it ideal for exploration and use by prospectors. 

Dragon-MN02: The Dragon model is a powerful fighting ship that 

is employed by the Coalition Military. The ship is also available for 

non-military personnel. 

Zephyr-LS07: The Zephyr model is a swift ship often favored by 

smugglers. 

Basilisk-PE11: The Basilisk model ship has an enormous 

electromagnetic cannon, enabling a single gunner to unleash the 

full firepower of the vehicle. 

Harpy-WK04: The Harpy model was initially designed for use in 

construction yards. Its powerful grapplers can tear a ship apart, a 

feature many space pirates use to their advantage. 

Pegasus-TriAlpha: Considered a luxury model, the Pegasus is the 

sports car of starships. 

Gryphon-QM10: The Gryphon model is a very defensive ship that 

is often used by the Galactic Coalition to deliver diplomats and 

other essential personnel. 

Hippogriff-YS06: The Hippogriff model is often utilized as a patrol 

ship due to its excellent engines and sensor systems. 

Siren-JT08: The Siren model is so named for its extremely loud 

engine. Space does not carry noise, but while in atmosphere or 

docking with a space station, the engines emit booming sonics. 

Shrieker genEs often report that they feel especially at home on 

Sirens. 

Chimera-KT03: The Chimera models are usually junkers. However, 

they have good frames that allow for lots of customization, 

ƳŀƪƛƴƎ ǘƘŜƳ ŀ ƳŜŎƘŀƴƛŎΩǎ ŘǊŜŀƳΦ ¢Ƙƛǎ ƭƛƴŜ ƛǎ ŎǳǊǊŜƴǘƭȅ 

discontinued but many still fly. 

Military Ships 
Fighter: A small space ship built for one person. It can be custom 

modified into a starship. 

Double Fighter: Like the fighter, but built for two. Generally, one 

person is the pilot and the other the gunner. 

Goliath: The smallest interstellar ship, Goliath class ships are 

powerful combat ships. They compose the majority of the Galactic 

/ƻŀƭƛǘƛƻƴΩǎ ǎƘƛǇ ŦƭŜŜǘΦ ²ƘƛƭŜ ƴƻǘ ŜƴƎŀƎŜŘ ƛƴ ŀ ǿŀǊΣ DƻƭƛŀǘƘ Ŏƭŀǎǎ 

ships are often used to guard convoys and patrol sectors of space. 

They only carry a dozen fighters. Goliaths have one main gun that 

can deal impressive damage. In large-scale combat, a Goliath class 

ship will use its main gun to attack the larger ships that are too 

large for fighters to be effective against. Goliaths are small 

enough that swarms of fighters can destroy them. 

Deimos: These medium-sized interstellar ships carry powerful 

sensor arrays and can carry dozens of fighter ships. Deimos class 

ships are often used for recon missions where the threat of 
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combat is a possibility. They can hold their own against a sizable 

threat. In large-scale combat, they form the battle line. 

Nemesis: A Nemesis class is the largest class of interstellar ships. 

They carry hundreds of fighters and form the flagships of fleets. 

Outside of large-scale combat, Nemesis class ships act as portable 

bases of operations. Only the most decorated officers in the 

Coalition Military are awarded command of a Nemesis class ship. 

Other Ships 
Roc: A class of interstellar ship that make up the flagships of 

Nomad Fleets. They open Jump Columns that enable the entire 

fleet to travel between systems. 
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Mercenaries Equipment 
The following is a list of commonly available equipment. 

Base Substances 
catalysts (compounds) 
inks (glyphs, runes) 
materials (fashioning, traps) 
energy crystals (Mystic rituals) 
energy cells (tech procedures) 

General Gear 
boots 
coat, winter 
shirt, dress 
shirt, work 
shoes 
skirt 
spectacles 
trouser 
backpack 
blanket roll 
candle 
canteen 
case, Map 
flashlight 
pick 
shovel  

Artistic Endeavors 
art object 
obelisk 

Camping Equipment 
fishing tackle 
fire starting kit 
tent 
thick-wall tent 

Climbing Equipment 
climbing rope 
climbing rope, sturdy 
descender 
grappling hook 
pitons 
ascender 
rappel harness 

Container 
container, normal 

container, sturdy 

Door 
door, normal 
door, sturdy 

Explosives 
detonator, fuse 
depth charge 
detonator, manual mechanical 
detonator, manual, wireless 
detonator, timer, electronic 
detonator, timer, mechanical 
explosive, burst bomb 
explosive, focused bomb 
explosives, suicide bomb 

Locks 
basic lock 
lock (computer, electronic or mechanical) 

Medical Equipment 
bandages 
crutches and canes 
poultice 
splint 
splint, sturdy 
syringe 
surgical kit 

Navigation Equipment 
compass 
global positioning system 
maps 

Observation Equipment 
binoculars 
camera 
detector (compounds) 
detector (disease) 
detector (emf) 
detector (invisibility) 
detector (ion) 
detector (mana) 
detector (metal) 
detector (radiation) 
light source 
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motion sensor 
night vision goggle 
spyglass 
telescope, mounted 
time piece 

Protection Equipment 
anti-electric footwear 
anti-electric gloves 
damage protection (<type>) 
survival suit 

Restraining Devices 
ball and chain 
control collar 
control cuff 
gag 
manacles, arm 
manacles, leg 
stockade 
telepathic muzzle 

Riding Gear 
harness & saddle 

Tools 
bar 
battering ram 
block and tackle 
broom 
chainsaw 
chisel 
crowbar 
communicator 
fire extinguisher 
flotation device 
gas mask 
mallet 
music box 
parachute 
rope 
rope, sturdy 
scale 
shears 
shovel 
torch 
wagon 
welding torch 
wrench 

Tool Kits 
construction tools 
electrician tools 
laboratory 
lock picking tools 
mechanic's tools 
repair tools 
surgical tools 
trap tools 

Weapons, Melee  
axes (axe, great axe, hand axe, small axe, war axe) 
axe-blunt combo (club, great axe-blunt, hand axe-blunt, 
small axe-blunt, war axe-blunt) 
broom (hand broom, broom, big broom, great broom) 
clubs (club, great club, hand club, small club, war club) 
flexible weapons (chain, flail whip) 
crowbar (small crowbar, short crowbar, crowbar, long 
crowbar, great crowbar) 
hammers (hammer, great hammer, hand hammer, small 
hammer, war hammer) 
mace (mace, great mace, hand mace, small mace, war 
mace) 
pole (bladed staff, bladed/blunt staff, blunt staff, broom 
staff, chopping pole arm, crushing pole arm, cutting pole 
arm, thrusting spear, walking staff) 
shovel (small shovel, short shovel, shovel, long shovel, great 
shovel) 
swords (sword, great sword, short sword, small sword, war 
sword) 
torch (short torch, torch, long torch, great torch) 
wrench (wrench, great wrench, hand wrench, small wrench, 
long wrench) 

Shields 
shield I (buckler) 
shield II (crescent) 
shield II (kite) 
shield II (round) 
shield II (teardrop) 

Weapons, Ranged (Bows) 
bow 
bow, military 
bow, pulley 
bow, short 
crossbow 
crossbow, ballista, heavy (M) 
crossbow, ballista, light (M) 
crossbow, hand 
crossbow, military 
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crossbow, pulley 
sling shot 
sling shot, catapult, break model (M) 
sling shot, catapult, burst model (M) 
sling shot, pulley 

Weapons, Ranged (Bow) Ammunition 
arrows for bow 
quarrels for crossbow 
balls (stones) for sling 
cold, electric, & heat arrows 
cold, electric, & heat quarrels 
cold, electric, & heat balls (stones) 

Weapons, Ranged (Guns) 
 *all guns are beam or bullet 

assault gun 
blow gun 
burst gun & burst gun, repeater 
cannon, solid (M) 
cannon, burst (M) 
dart gun 
handgun 
machine gun (M), heavy and light 
military gun 
rocket gun, heavy and light 
sporting gun 
sniper gun 
spray gun (M) 
submachine gun 

Weapons, Ranged (Guns) Ammunition 
bullets for bullet guns 
beams for beam guns 

acid, cold, electric, heat and sound bullets 
acid, cold, electric, heat and sound beam 

Weapons, Ranged (Throwing) 
atlatl 
balanced, large 
balanced, small 
bola 
compound container 
dynamite stick 
grenade (3 inch, 6 inch, 9 inch, 12 inch) 
grenade (break) 
grenade (burst) 
grenade (impact) 
grenade (spec dam acid, cold, electric, heat, sound) 
javelin, thick shaft 
javelin, thin shaft 
lasso 
net 
rock, large 
rock, small 
sling 
spirit tether 

Weapons, Composite Melee and Ranged 
automatic gun club 
handgun balanced throwing 
handgun short club 
handgun short sword 
military gun war club 
military gun bladed and blunt staff 
sling staff 
 * all can be beam or bullet 
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Armor and Weapon Extras 

Armor Type 
Armor Items are made from certain materials. The type of armor 

determines its effectiveness for canceling injury causing feats. The 

following armor materials are commonly available in the realm. If 

they are of the sufficient thickness they may cancel injuries as 

descrbed in the item guide. 

Dense Polymer 
Fabrication: Chemistry, fashioning II 
Physical Representation: Armor item made of dense polymer pads 

that appears futuristic 

Kevlar 
Fabrication: Chemistry, fashioning II 
Physical Representation: Kevlar armor item 

Metal Lamellar 
Fabrication: Mechanics I, fashioning III 
Physical Representation: Aluminum, steel or titanium metal 

lamellar armor item that appears futuristic 

Metal Plate 
Fabrication: Mechanics II, fashioning IV 
Physical Representation: Protective armor item made of 

aluminum, steel or titanium metal plates that appear futuristic 

Molded Plastic 
Fabrication: Chemistry, fashioning III 
Physical Representation: Stiff plastic armor item that appears 

futuristic 

Reflective 
Fabrication: Chemistry, fashioning II 
Physical Representation: Reflective armor item that appears 

futuristic 

Woven Synthetic 
Fabrication: Chemistry, fashioning I 
Physical Representation: Protective armor item made of woven 

synthetic materials 

Artifact Mystic Armor 
Fabrication: Astronomy, chemistry, geology, occult I-III, physics, 
artificing V 

Physrep: A crystal-encrusted molded foam, plastic, latex or metal 
armor that appears medieval-looking.  The item must cover 
enough of the body part to meet the standards of armor. 
 
Artifact Mystic Armor cancels injuries and unconsciousness 
delivered by melee, ranged and surprise feats while the armor has 
structure remaining.  Allows armor skill items permitted in realm. 

Gadget Powered Armor 
Fabrication: Chemistry, computers I, electronics I, mechanics I-III, 
physics, gadgeteering V 
Physrep: Molded foam, plastic, latex or metal armor that appears 
futuristic. The item must cover enough of the body part to meet 
the standards of armor. 

Shields 
Shields are items that can be used to defend the body against 

attack. Shields have historically been made of diverse materials, 

including primitive shields made of thick hides over a sturdy wood 

frame, wood shields with metal rims, super-strong plastic shields 

and ceramic plating over steel. All of these physical shields have 

proven insufficient to withstand the weapons of the galaxy, and 

therefore have non-sturdy structure.  

Force Shields 
Instead of physical materials, small, handheld force fields known 

as force bucklers and force shields are unbreakable shields. They 

are not affected by break damage.   

LIVE-ACTION! Force shields are all black. Black duct tape is used in 

equal parts. 

Melee Weapons 
Close quarter fighting has become more prevalent due to a 

number of factors, including the need to fight in confined ship 

corridors and high tech armor reducing the overall effectiveness 

of guns. This has led to the use of melee weapons becoming as 

prevalent as guns for wounding and injuring opponents in 

combat. 

Melee weapons in the Neo-Eden Galaxy are advanced 

technological items that have advantages over their mundane 

counterparts. Mundane melee weapons exist and are available 

(see game item guide) but do not have the advantages of high 

tech weaponry. Furthermore, weapon improvement gadgets can 
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only be applied to specific, high tech weaponry. Mundane 

weapons cannot be improved in this manner. 

Force Weapons 
Any melee weapon can be made as a force weapon. The cost of 

the weapon is increased by one.  All force weapons are rending 

weapons. Force weapons are unbreakable. Anyone with the 

proper weapon skill can use a force weapon. 

LIVE-ACTION! Black duct tape is used to construct the weapon.  

Mystic Blades 
Mystic blades are cutting weapons commonly used by Mystics. 

Only the practitioners of a Mystic Occupation can fabricate or 

safely wield a Mystic Blade.  Anyone else that attempts to wield a 

mystic blade suffers 1/2d damage every 10 seconds. 

Mystic blades consist of a blade mounted on a hilt, and cannot 

have a basket hilt or curved blade. They can either have no cross 

guard or they can have a circular cross guard that extends no 

ŦǳǊǘƘŜǊ ǘƘŀƴ ѹέ ŦǊƻƳ ǘƘŜ ōƭŀŘŜΦ 

Mystic blades deal generic damage and specific damage. The 

fabricator must use the enhance weapon power during the 

ŎǊŜŀǘƛƻƴ ƻŦ ǘƘŜ aȅǎǘƛŎ ōƭŀŘŜ ǘƻ ŘŜǘŜǊƳƛƴŜ ǘƘŜ ōƭŀŘŜΩǎ ŀŘŘƛǘƛƻƴŀƭ 

damage type. A Mystic blade cannot be enhanced with more than 

one damage type in this manner. The empower weapon SP&P will 

allow a temporary additional damage type when cast on a Mystic 

blade. 

All Mystic blades are rending weapons.  Mystic Blades are 

unbreakable. Each Mystic Blade must have the symbol of the 

mana type repeated along the edge of the blade. 

After a brief moment of concentration, the user of the mystic 

blade can cause the weapon to flare up on the next attack with 

the specific damage type of the weapon. Each activation is only 

good for a single attack and then the weapon must be 

reactivated. 

A mystic blade can only have one type of specific damage 

associated with it. All mystic blades strike for generic damage 

when they are not focused. After activation of the mana energy, 

the mystic blade strikes for both generic and the specific damage 

type announced. 

Compounds, exotic materials and other enhancements to 

weapons (including the sp&p enhance weapon) may be applied to 

a mana weapon but are immediately destroyed should a mana 

weapon be activated when they are present on the weapon. 

LIVE-!/¢LhbΗ ¦ǎƛƴƎ ǘƘŜ Ƴŀƴŀ ǿŜŀǇƻƴΩǎ ŜƴƘŀƴŎŜŘ ŘŀƳŀƎŜ ǘȅǇŜ 

requires a 3 count activation (the brief moment of concentration) 

before each weapon attack. The user of a melee weapon who 

wants to strike with the specific damage must audibly count 

άŦƻŎǳǎ ώŘŀƳŀƎŜ ǘȅǇŜϐ мΣ ŦƻŎǳǎ ώŘŀƳŀƎŜ ǘȅǇŜϐ нΣ ŦƻŎǳǎ ώŘŀƳŀƎŜ 

ǘȅǇŜϐ оέ ōŜŦƻǊŜ ŜŀŎƘ ǿŜŀǇƻƴ ǎǿƛƴƎ ǘƘŀǘ ǿƛƭƭ ōŜ ŜƴƘŀƴŎŜŘΦ LŦ ǘƘŜ 

count is not made the weapon damage is not enhanced and the 

weapon strikes for only generic damage. After the count is made, 

the user may strike the target and if the attack is successful the 

user will announce the enhanced damage as part of the damage 

statement. If the user does not make an immediate attack after 

activation, the user may keep the enhancement active by stating 

άŦƻŎǳǎ ώŘŀƳŀƎŜ ǘȅǇŜϐέ ǿƘƛŎƘ ǎƛƎƴƛŦƛŜǎ ǘƘŜ ǳǎŜǊǎ ŎƻƴǘƛƴǳŜŘ 

concentration to maintain the activation. After the user swings 

the weapon, the activation is expended and the weapon must be 

reactivated. 

Elemental Air Blade: Elemental air blades deal generic and wind 

damage. They have a solid teal striking surface. 

Elemental Earth Blade: Elemental earth blades deal generic and 

earth damage. They have a solid green striking surface. 

Elemental Fire Blade: Elemental fire blades deal generic and heat 

damage. They have a solid red striking surface. 

Elemental Water Blade: Elemental water blades deal generic and 

water damage. They have a solid blue striking surface. 

Holy Blade: Holy blades deal generic and holy damage. They have 

a gold surface.  

Ice Blade: Ice blades deal generic and cold damage. They have a 

solid cyan (light blue) striking surface. 

Life Blade: Vitalic blades deal generic and vitalic damage. They 

have a solid magenta striking surface. 

Lightning Blade: Lightning blades deal and electric damage. They 

have a solid yellow striking surface. 

Mind Blade: Mind blades deal generic and psi damage. They have 

a solid pink striking surface. 

Profane Blade: Profane blades deal generic and profane damage. 

They have a silver striking surface. 

Radiation Blade: Radiation blades deal generic and rad damage. 

They have a solid purple striking surface. 

Dark Mystics know how to create Mystic blades of damage types 

that are unknown to the Mystic Coven. One cannot buy one of 

these Mystic Blades; they can only be found. Mercenaries that 

find one may bring it on missions if they use starting resources to 
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Ǉŀȅ ǳǇƪŜŜǇ Ŝǉǳŀƭ ǘƻ ǘƘŜ ōƭŀŘŜΩǎ ŎƻǎǘΦ tƻǎǎƛōƭŜ ŘŀƳŀƎŜ ǘȅǇŜǎ ŀƴŘ 

colors: 

Decay Blade: Decay blades deal generic and wither damage. They 

have a solid tan striking surface. 

Undead Blade: Undead blades deal generic and necromantic 

damage. They have a grey striking surface. 

Weapons, Ranged 
While close quarter fighting has become more common as more 

potent armor has reduced the effective range of guns, ranged 

weapons still play an extremely important role in combat. 

Mercenaries can expect to take part in both melee and ranged 

combat, and Mercenaries without a ranged weapon do not 

survive very long.  

Beam Guns 
Beam guns use energy cells for ammunition to shoot beams that, 

unless otherwise specified, deal generic damage. An energy cell of 

ǘƘŜ ǎǇŜŎƛŦƛŜŘ ǘȅǇŜ Ƴǳǎǘ ōŜ ǳǎŜŘ ǘƻ ŎƘŀǊƎŜ ŀ ƎǳƴΩǎ ƛƴǘŜǊƴŀƭ 

capacitors. The total number of shots a gun can produce from an 

energy cell is its charge capacity. It takes five seconds for a skilled 

person to transfer the charge from an energy cell to their gun. 

Bullet Guns 
Long ago, on Lost Earth there were many types of bullet guns 

available. With the advent of beam guns, the variety of bullet 

guns has dwindled, but has not vanished completely as a viable 

low-tech method of killing. 

Bows, Slingshots, Etc. 
Bows, slingshots and other weapons have seen significant 

improvement in their construction, but still suffer from the limits 

of their primitive design. 

Thrown Weapons 
Thrown weapons have not changed much in their form over the 

centuries. 
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Artifact and Gadgets 

Mystic artificers and tech-based gadgeteers can learn to make 
items that emulate skills. Artifacts are arcane mana-infused items 
created by Mystic artificers with the skill artificing that can only be 
used by Mystics. Gadgets are technological items created by 
technology-based gadgeteers with the skill gadgeteering that can 
be used by everyone, except those with a Mystic occupation. Both 
artifact and gadget items are specialized equipment known as skill 
items, as they replicate skills that a person can learn naturally. 
The following is a list of Mystic artifacts and technological gadgets 
in the Neo-Eden Galaxy.  In addition to the stated prerequisite 
skills, all artifacts require occult II to use, and all gadgets require 
mechanics II to use. 

Adhering Bands   
Item Abilities: adhesion (item) - 150 
Structure: 1 unbreakable 
Weight: 1 
Description: three inch band worn on each arm 

Bounding Bands  
Item Abilities: bound (item) - 150 
Weight: 1 
Structure: 1 unbreakable 
Description: three inch band worn on each leg 

Extender Stilts  
Item Abilities: size (increase) (item) - 150 
Weight: 1 
Structure: 1 unbreakable 
Description: stilts worn on the legs 

Flight Tubes  
Item Abilities: flight I (item) - 350, flight II (item) - 350 
Structure: 1 unbreakable 
Weight: 1 
Description: one tube six inches long by one inch in diameter 
worn on each leg or two tubes worn side by side on the back 

Hovering Bands  
Item Abilities: hover I (item)  - 150, hover II (item)  - 150, hover III 
(item) - 150 
Structure: 1 unbreakable 
Weight: 1 
Description: one three inch band worn on each leg or one three 
inch band worn around waist 

Invul (Spec Dam) Disk  
Item Abilities:  invulnerable (a single type of specific damage) 
(item) - 250 
Structure: 1 unbreakable 
Weight: 1 

Description: three inch disk 

Life Disk  
Item Abilities: regeneration I (item) - 150, regeneration II (item) - 
350], regeneration III (item) - 350 
Structure: 1 unbreakable 
Weight: 1 
Description: three inch disk 

Liquid Tubes  

Item Abilities: aquatic (item) - 350 
Structure: 1 unbreakable 
Weight: 1 
Description: one tube six inches long by one inch in diameter 
worn on each leg or two tubes worn side by side on the back 

Movement Bands  
Item Abilities: immovable  (item) - 450, speedy (item) - 150, 
unstoppable (item) - 450 
Structure: 1 unbreakable 
Weight: 1 
Description: three inch band worn on each leg 

Respiration Band  
Item Abilities: respiration (liquid) (item) - 50, respiration (mush) 
(item) - 50, respiration (vacuum) (item) - 50 
Structure: 1 sturdy 
Weight: 1 
Description: one inch head band or neck band 

Secrets Band  
Item Abilities: danger sense (item) - 350, invisibility (item) - 450,  
stealth (item) - 150, transpose (item) - 350 
Structure: 1 unbreakable 
Weight: 1 
Description: one inch head or neck band 

Strength Band  
Item Abilities: strength II (item) - 350, strength II (item) - 150, 
strength IV (item) - 150, robust (item) - 350 
Structure: 1 unbreakable 
Weight: 1 
Description: three inch band worn around waist or one three inch 
band worn on each arm 

Wound Block  
Item Abilities: healing touch I (item) ς 350, healing touch II ς 150 
Structure: 1 unbreakable 
Weight: 1 
Description: 36 cubic inch block 
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Feat Items  
Skill item feats are used just like normal feats. Responsive item 
feats may be announced to cancel effects provided the character 
is wearing the item.  Melee and ranged item feats are announced 
in the same manner except that the user must be wielding the 
weapon containing the feat. 
Item feats are not progressive skills, they do not have ranks and 
there is only one form of each, so a character can only learn an 
item feat once. Having multiple gadgets of the same feat does not 
grant additional feats as the feat is the learned skill from the item 
skill and the item only allows that feat to be used.   All item skill 
feats have a pre-requisite as stated below. 

Parry Disk  
Item Feats: parry (item) - 550 
Pre-requisite Skills: parry I 
Structure: 1 unbreakable 
Weight: 1 
Description: three inch disk 

Dodge Disk  
Item Feats: dodge (item) - 550 
Pre-requisite Skills: dodge I 
Structure: 1 unbreakable 
Weight: 1 
Description: three inch disk 

Negate Disk  
Item Feats: negate sp&p (item) - 550 [chest] 
Pre-requisite Skills: negate sp&p I 
Structure: 1 unbreakable 
Weight: 1 
Description: three inch disk 

Phase Disk  
Item Feats: phase (item) - 550 [chest] 
Pre-requisite Skills: phase I 
Structure: 1 unbreakable 
Weight: 1 
Description: three inch disk 

Shell Disk  
Item Feats: body shell (item) - 950 [chest] 
Pre-requisite Skills: none 
Structure: 1 unbreakable 
Weight: 1 
Description: three inch disk 

Toughness Disk  
Item Feats: tough (item) - 550 [chest] 
Pre-requisite Skills: tough I 
Structure: 1 unbreakable 
Weight: 1 
Description: three inch disk 
Knowledge Items   

Skill item that grant knowledge skills. Knowledge skill items can be 
in the form of a beam or block. They must be held in one hand to 
be used. 
Information  
Item Skill: astronomy (item) - 50, biology (item) - 50, chemistry 
(item) - 50, embalm (item)  - 50, enigmas (item) - 50, fine arts 
(item) - 50, geology (item) - 50, history (item) - 50, imaging (item) 
- 50, law (item) - 50, literature (item) - 50, mathematics (item)  - 
50, military (item) - 50, navigation (item) - 50, occult I (item)  - 50, 
occult II (item) - 250, occult III (item) - 150, physics (item) - 50, 
rumor (item) - 50, theology (item) - 50, tracking (item) - 200. 
Pre-requisite Skills: none 
Hands: 1 
Structure: 1 unbreakable 
Weight: 5 
Description: 108 cubic inch block 

Medical  
Item Skills: first aid (item) - 50, forensics (item)  - 50, medicine - 
(item) 150, mutilation (item) - 50, resuscitate (item) - 150, splint 
(item) - 50, surgery (item) - 350, survival (item) - 50, survival 
(item) - 50 
Pre-requisite Skills: none 
Hands: 1 
Structure: 1 unbreakable 
Weight: 5 
Description: 108 cubic inch block 

Examination  
Item Skills: enigmas (item) - 50, extrasensory perceptions (item) - 
200, fine arts (item) - 50, hypnosis (item) - 350,  sense I (item) - 
50, sense II (item) - 50, sense III (item) - 150, tracking (item) - 50. 
Pre-requisite Skills: none 
Hands: 1 
Structure: 1 unbreakable 
Weight: 5 
Description: 108 cubic inch block 

Technical  
Item Skills: computers I (item) - 50, computers II (item) - 250, 
computers III (item)  - 150, electronics I (item)  - 50, electronics II 
(item)  - 250, electronics III (item)  - 50, maintenance (item)  - 350, 
mechanics I (item) - 50, mechanics II (item) - 250, mechanics III 
(item) - 150, repair (item) - 50. 
Pre-requisite Skills: none 
Hands: 1 
Structure: 1 unbreakable 
Weight: 5 
Description: 108 cubic inch block 

Power Items  
Mercenaries and Mystics can use these gadgets and artifacts to 
cast powers. 

Arcanea Aversion  
Powers:  avert all arcanea (item) - 350, destroy arcanea (item) - 
250, kill arcanea (item) - 250, hurt arcanea (item) - 150, protest 
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arcanea (item) - 350, slow arcanea (item) - 350, stop arcanea 
(item) - 150, rebuke arcanea (item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Arcanea Dominion  
Deamonic Powers: arcaneate (item) - 350, arise corpse (item) - 
150, arise deamon I (item) - 550, arise deamon II (item) - 150, 
arise deamon III (item) - 150, control arcanea (item) - 350, master 
arcanea (item) - 150, speaking sentience (item) - 150 
Elemental Powers: arcaneate (item) - 350, assemble corpse (item) 
- 150, assemble elemental I (item) - 550, assemble elemental II 
(item) - 150, assemble elemental III (item) - 150, control arcanea 
(item) - 350, master arcanea (item) - 150, speaking sentience 
(item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Anatomic Health  
Item Powers: heal (item) - 350, feign death (item) - 50, fortitude 
(item) - 250, pass exposure (item) - 150, purify food and drink 
(item) - 50 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 
Anatomic Injury And Harm  
Item Powers: blind (item) - 350, damage (harm) (item) - 450, 
deafen (item) - 150, dull senses (item) - 150, hemorrhage (item) - 
350, hobble leg (item) - 350, injure body (item) - 450, injure mana 
(item) - 150, maim arm (item) - 350, kill (item) - 350, snuff (item) - 
150, mute (item) - 350 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Beast Aversion  
Powers :  avert all beasts (item) - 350, destroy beast (item)  - 250,   
kill beast (item) - 250, protest beast (item) - 350, rebuke beast 
(item) - 150, slow beast (item) - 350, stop beast (item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Beast Dominion  
Powers : beastify (item) - 350, call beasts (item) - 150, command 
beast (item) - 550,  devolve being (item) - 350, placate beast 
(item) - 150, speaking beast (item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 
Damage  
Generic Powers: damage (disintegrate, energy, harm, lacerate, 
pulverize, swarm or truncate) (item) - 450 

Specific Powers: damage specific (acid, cold, demonic, earth, 
electric, heat, holy, necromantic, profane, psi, radioactive, sound, 
toxic, vitalic, water, wind, wither) (any) (item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 
Depletion  
Powers: death (item) - 150, drain (item) - 150, enfeeble (item) - 
150, exhaust (item) - 150, fatigue melee (item) - 150, fatigue 
ranged (item) - 150, fatigue responses (item) - 150, forestall (item) 
- 150, incapacitate (item) - 150, muddle (item) - 150, weakness 
(item) - 50, weary (item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Immobilization  
Powers: attach (item) - 150, crush (item) - 150, immobilize arms 
(item) - 150, immobilize body (item) - 150, immobilize legs (item) - 
150, immobilize vocals (item) - 150, impede melee (item) - 150, 
impede ranged (item) - 150, impede responses (item) - 150, 
petrify (item) - 150, restrain arm (item) - 150, slow (item) - 150, 
stop (item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Item  
Powers (item alteration): alter melee weapon (item) - 150, alter 
ranged weapon (item) - 150, drop all (item) - 150, enhance 
weapon (item) - 50, find items (item) - 150, impervious item 
(item) - 150, mend (item) - 550, open lock (item) - 150, 
unbreakable item (item) - 150, weight decrease (item) - 150, 
weight increase (item) - 350 
Powers (item decay): deteriorate items (item) - 350, disable item 
(item) - 150, disenchant item (item) - 150, fragment item (item) - 
350 
Powers (item formation): form melee weapon (item) - 350, form 
ranged weapon (item) - 150, form shield (item) - 150, form tool 
(item) - 350 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Machine Aversion  
Powers: avert all machines (item) - 350, destroy machine (item) - 
250, disrupt machine (item) - 350, kill machine (item) - 250, hurt 
machine (item) -  150, protest machine (item) - 350, rebuke 
machine (item) - 150, slow machine (item) - 350, stop machine 
(item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Machine Dominion  
Powers: assimilate corpse (item) - 150, assimilate automaton I 
(item) - 550, assimilate automaton II (item) - 150, assimilate 
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automaton II (item) - 150, control machine (item) - 350, 
machinate (item) - 350, master machine (item) - 150, speaking 
machine (item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Mana  
Powers: attenuate (item) - 50, daze (item) - 150, dispel (item) - 
150, foible (item) - 50, mete mana (item) - 150, seal source (item) 
- 50, shell (item) - 450, squelch (item) - 150, steal mana (item) - 
150, stupefy (item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Mental Dominion  
Powers: bewilder (item) - 150, compliant (item) - 350, confuse 
being (item) - 350, dazzle (item) - 150, dominate being - 550, 
fugue (item) - 150, protest being (item) - 350 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 
Mental Manipulation  
Powers: aggression (item) - 150, amnesia (item) - 150, awaken 
(item) - 150, distract (item) - 150, emotions (item) - 150, laughter 
(item) - 150, sleep (item) - 350, taunt (item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Mental Terror  
Powers: cower (item) - 150, fear (item) - 150, screaming (item) - 
150, spook (item) - 150, tremble (item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Motion Power 
Flee Smell: flee smell (body odor) - 50, mass flee smell (body odor) 
- 450; flee smell (rotting stench) - 50, mass flee smell (rotting 
stench) - 450; flee smell (chemical aroma) - 50, mass flee smell 
(chemical aroma) - 450; flee smell (foul stink) - 50, mass flee smell 
(foul stink) - 450 
Flee Sound: flee sound (boom) - 50, mass flee sound (boom) - 450; 
flee sound (howl) - 50, mass flee sound (howl) - 450; flee sound 
(shriek) - 50, mass flee sound (shriek) - 450; flee sound (roar) - 50, 
mass flee sound (road) - 450 
Movement: moving force - 200, mass moving force - 550; moving 
wave - 50, mass moving wave - 550; rebuke living being - 200, 
avert all living beings - 550; repellant - 200, mass repellant - 550 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 
Spirit  

Powers (Spirit): anchor spirit (item) - 150, damnation (item) - 150, 
despirit (item) - 350, exodus - 550, sever soul (item) - 350, soul 
sear (item) - 150, soul wrack (item) - 350 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 
Undeath Aversion  
Powers: avert all undead (item) - 350, destroy undead (item) - 
250, kill undead - 250, hurt undead (item) - 150, protest undead 
(item) - 350, rebuke undead (item) - 150, slow undead (item) - 
350, stop undead (item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Undeath Dominion  
Powers: animate corpse (item) - 150, animate undead I  (item) - 
550,  animate undead II (item) - 150,  animate undead III (item) - 
150, call corpses (item) - 150, control undead (item) - 350, corpses 
follow (item) - 150, corpsify (item) - 350, master undead (item ) - 
150, speaking corpse (item) - 150 
Structure: 1 unbreakable 
Weight: 5 
Description: rod thirty inches in length with a one inch diameter 

Mystic Armor and Powered Armor 

Materials 
In the Neo-Eden Galaxy, there are two kinds of armor material 
that can serve as a base for skill armor:  Mystic Armor and 
Powered Armor.  The former is mana-crafted, whereas the latter 
is technologically based. 

Mystic Armor 
Cost: 5 
Structure: 1 
Prerequisite Skill: occult II, wear armor V 
Function: Cancels injuries and unconsciousness delivered by 
melee, ranged and surprise feats while the armor has structure 
remaining.  Allows armor skill items permitted in realm. 
Fabrication (Artifact only): astronomy, chemistry, geology, occult 
I-III, physics, wear armor I, artificing V 
Physrep: Crystal-encrusted molded foam, plastic, latex or metal 
armor that appears medieval-looking.  The item must cover 
enough of the body part to meet the standards of armor. 

Powered Armor 
Cost: 5 
Structure: 1 
Prerequisite Skill: mechanics II, wear armor V 
Function: Cancels injuries and unconsciousness delivered by 
melee, ranged and surprised feats while the armor has structure 
remaining. Allows armor skill items permitted in realm. 
Fabrication (gadget only): Chemistry, computers I, electronics I, 
mechanics III, physics, wear armor I, gadgeteering V 
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Physrep: Molded foam, plastic, latex or metal armor that appears 
futuristic. The item must cover enough of the body part to meet 
the standards of armor. 

List of Armor Items  
The following is a list of armor items and the skills that can be 

contained in each item. 

Arm Armor Items  

Abilities: adhesion (item)  - 50, body combat (cutting)   (item) - 

150, body combat (cutting)   (item) - 150, body combat (cutting)   

(item) - 150, invulnerable form (manipulation limbs) (item)  - 550, 

healing touch I (item) - 350, healing touch II (item) - 150, 

nullification (item) - 50, projectiles (generic) (item) - 450, 

projectiles (acid) (item) - 250, projectiles (cold) (item) - 250, 

projectiles (demonic) (item) - 250, projectiles (earth) (item) - 250, 

projectiles (electric) (item) - 250, projectiles (heat) (item) - 250, 

projectiles (holy) (item) - 250, projectiles (necromantic) (item) - 

250, projectiles (profane) (item) - 250, projectiles (psi) (item) - 

250, projectiles (rad) (item) - 250, projectiles (sound) (item) - 250, 

projectiles (toxic) (item) - 250, projectiles (vitalic) (item) - 250, 

projectiles (water) (item) - 250, projectiles (wind) (item) - 250, 

projectiles (wither) (item) - 250.  

Torso Armor Items  
Abilities: flight I (item) - 350, flight II  (item) - 350, flight III (item) - 

150, invisibility  I (item) - 450, invulnerable ([specific damage])  

(item) - 250, invulnerable form (vital)  (item) - 950, nonadhesive 

(item) - 250, nullification (item) - 50, pliant  (item) - 450, 

regeneration I  (item) - 150, regeneration II (item) - 350, 

regeneration III  (item) - 350, robust  (item) - 350, stealth   (item) - 

150, transpose   (item) - 350,  strength II   (item) - 350, strength III   

(item) - 150 

Feat: body shell  (item) - 350, dodge  (item) - 150, evade  (item) - 

350, negate sp&p   (item) - 350, parry  (item) - 150, phase  (item) - 

350, tough  (item) - 350 

Head Armor Items  

Abilities: danger sense    (item) - 350, invulnerable form (aural)  

(item) - 150, invulnerable form (olfactory)  (item) - 350, 

invulnerable form (vision)  (item) - 750, invulnerable form (vocal)  

(item) - 550, rage (item) - 450, respiration (liquid)  (item) - 50, 

respiration (mush)   (item) - 50, respiration (vacuum)  (item) - 50  

Leg Armor Items  
Abilities: aquatic (item) - 350, bound (item) - 150, flight I (item) - 

350, flight II  (item) - 350, flight III (item) - 150, hindered mover I 

(item) - 150, hindered mover II (item) - 50, hindered mover III 

(item) - 50, hover I   (item) - 150, hover II (item) - 150, hover III  

(item) - 150, immovable  (item) - 450, invulnerable form 

(locomotion)   (item) - 550, mush mover I (item) - 150, mush 

mover II (item) - 50, much mover III (item) - 50, size (increase) 

(item) - 150, speed I (item) - 150, speed II (item) - 50, speed III 

(item) - 50, speed IV (item) - 50, unstoppable (item) - 450 

Note: Only Mystics may learn to use invulnerable (holy, 
necromantic, profane and vitalic).  Only dark mystics can learn to 
use projectiles (necromantic) 

Armor Feats 
All armor feats are placed in the chest. 
body shell (item) - 550, dodge (item) - 150, evade (item) - 350, 
negate SP&P (item) - 350, parry (item) - 150, phase (item) - 350, 
strength (item) - 50, tough (item) - 350 

Armor Powers 
The following is a list of armor powers found in artifact and 
gadget armors of the Neo-Eden Galaxy. 
 
Accumulators:  Armor accumulators are powerful technological 
weapons that can be built into powered armor.  SP&P modifiers 
may be used with accumulators.  The wearer may learn multiple 
types, but they may only shoot one type in a single shot. 
  
Specific Powers Accumulators: acid - 200, cold - 200, demonic - 
200, earth - 200, electric - 200, heat - 200, holy - 200, necromantic 
- 200, profane - 200, psi - 200, radioactive - 200, sound - 200, toxic 
- 200, vitalic - 200, water - 200, wind - 200, wither - 200 
 
Coalescers:  Armor coalescers are powerful weapons that can be 
built into Mystic armor.  SP&P modifiers may be used with 
accumulators.  The wearer may learn multiple types, but they may 
only shoot one type in a single shot. 
 
Specific Powers Coalescers: acid - 200, cold - 200, demonic - 200, 
earth - 200, electric - 200, heat - 200, holy - 200, necromantic - 
200, profane - 200, psi - 200, radioactive - 200, sound - 200, toxic - 
200, vitalic - 200, water - 200, wind - 200, wither - 200 
 
Damagers: Armor damagers are powerful weapons that can be 
built into both powered and Mystic armor.  SP&P modifiers may 
be used with the damagers.  The wearer may learn multiple types. 
 
Generic Powers Accumulators: disintegrate - 500, energy - 500, 
lacerate - 500, pulverize - 500, swarm -500, truncate - 500 
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