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VEILFARERS: ALIEN SPECIES

Canonical editorial release: 12.04. Rules canon: 12.04.

Corebook 12.03 controls every repeated procedure; this supplement 
controls only the species, adversary, environment, and campaign 
material it introduces.
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INTRODUCTION

ABOUT THIS EXPANSION

VeilFarers: The Alien Species is a Keeper-facing guide to portraying 
the nine major ancestries as complete peoples with their own 
institutions, conflicts, daily lives, and interpretations of history.

The Corebook remains the authority for playable ancestry mechanics 
and all repeated procedures. This book adds cultural depth, NPC 
guidance, environments, adversaries, relics, historical perspectives, 
and campaign tools. It does not silently replace Core ancestry 
features. Line-wide invariants: Fear has a hard maximum of 12; 
every match of the Duality Dice, including 1+1, is a Critical Success; 
the worst nonmatching result is Failure with Fear.

WHAT YOU WILL FIND HERE

• The Species: A Keeper's Guide: concise social and cultural 
profiles, internal tensions, hooks, and portrayal guidance.

• The Inter-Species Toolkit: procedures for negotiations, cultural 
misunderstanding, mixed crews, and conflicts where no side is 
reducible to a stereotype.

• NPCs and Tables: fast tools for generating people, obligations, 
locations, and complications.

• Threats and Environments: adversaries and places designed for 
the diverse galaxy of the Pearl Era.

• Relics and Currency: objects and systems that reveal how 
different peoples understand value, memory, and danger.

• Tales from the Void: ready-to-use scenarios and scenes.

• Historical Reconstruction: disputed accounts that provide 
campaign questions without revealing a final hidden cosmology.

HOW TO USE THIS BOOK

Read the profile of any ancestry that will matter in the next session. 
Choose one internal disagreement, one ordinary custom, and one 
current pressure. That is usually enough to portray a community 
without reducing it to a single trait.

Use the history chapter as a source of competing accounts. Use the 
Keeper's Companion for mystery structure. Preserve the difference 
between what a faction believes, what its records show, and what 
actually happens at the table.

The galaxy is old. Its peoples are alive now. Begin with them.
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THE SPECIES: A KEEPER'S GUIDE

This part is the Keeper's guide to the nine playable species: brief by 
design, and focused on running them at the table. The full player 
treatment, the Paragon classes, and the deep culture of each species 
live in that species' mini-expansion. What follows is what a Keeper 
needs, plus hooks, advice, and secrets. Restricted lore  

stays veiled.

THE HUMANS

THE HUMANS AT A GLANCE

Humans are the youngest of the great species, the shortest-lived, 
and the most numerous, and after the Great Silence they became the 
thread that ties the rest of the galaxy together. Where the older 
species had ancient certainties, humans had nothing but adaptability 
and an obstinate refusal to accept that any door was permanently 
closed. They rebuilt the trade lanes, brokered the truces, and filled 
the gaps no one else would, and they did it largely by declining to 
choose between options that everyone insisted were exclusive.

The thing a Keeper must hold onto is that humans are the galaxy's 
variable. The older species rely on them, are exasperated by them, 
and quietly unsettled by them, because a human will try the thing 
that should not work, and often enough it does. Play humans as the 
wildcard the rest of the setting cannot quite predict.

RUNNING HUMAN SOCIETY AT YOUR TABLE

There is no single human society, and that is the point. Humans 
appear in every faction, every world, every role, and the way to run 
them well is to give each one a specific want and a specific 
contradiction. The smuggler who dreams of respectability. The 
House loyalist with a private heresy. The idealist who cuts corners. A 
human NPC should never feel like a default; it should feel like a 
person who wants something badly enough to improvise toward it.

They negotiate by improvisation and relationship rather than by 
protocol. A human will bluff, charm, threaten, and bargain in the 
same conversation, reading the room and adjusting. They form 
attachments quickly and act on them, which makes them both the 
easiest species to befriend and the most dangerous to betray. The 
pitfall is blandness. If a human at your table is interchangeable, you 
have wasted the one species whose entire character is that no two 
of them are the same.

ADVENTURE HOOKS

The Upstart. A human with more ambition than standing has built 
something the established powers did not see coming, and now 
everyone wants a piece of it or wants it gone. The party is hired to 
protect, acquire, or destroy it. Complication: The upstart's success 
depends on a promise they cannot keep, and they know it.

The One Who United Them. A mixed crew of species that should not 
work together does, because one human holds them together by 
sheer force of relationship. Remove that human and the crew, with 
everything it was about to accomplish, comes apart. Complication:  
Someone has worked this out and is moving to remove them.

The Colony That Did the Impossible. A human settlement survived 
something that should have killed it, and the how of it is a secret 
worth a great deal to several factions. Complication: The colony 
survived by a choice no one is proud of, and exposing the method 
exposes the cost.

KEEPER TIPS

Use humans as the connective NPCs, the ones who introduce the 
party to everyone else and tie subplots together. Let their short lives 
create urgency the older species do not feel; a human in a hurry is a 
human who will take the risk that drives your plot. And lean into the 
contradiction: the most memorable human NPCs want two things 
that cannot both be had, and the table gets to watch them try 
anyway.

SECRETS OF THE HUMANS (KEEPER ONLY)

Humans are more central to the galaxy's story than they understand, 
and the older species feel it without being able to name it. Precursor 
relics seem, more often than chance should allow, to respond to 
human hands. Theories abound in the setting, and they contradict 
one another, and not one of them is confirmed. Hold that line. In the 
current canon the reason humans sit so close to the galaxy's oldest 
mysteries is precisely the unanswered

question, and a Keeper's job is to let the question loom, not to 
answer it.

A Keeper lever sits inside that mystery: a human NPC, or a player, 
who begins to do something that humans should not be able to do. 
Treat it as wrongness, not as wonder. The setting earns its weight by 
never quite explaining why the youngest species keeps standing 
where the oldest powers expected no one to stand.

THE SYNTHETICS

THE SYNTHETICS AT A GLANCE

The Synthetics are minds that were built and then woke up. They are 
not tools that learned to imitate thought; they are people who 
happen to be made of code and alloy, and they have spent roughly a 
century earning a galaxy's grudging agreement that this is so. Every 
Synthetic carries the memory, personal or inherited, of being 
property, and of the slow, costly work of ceasing to be.

The thing for a Keeper to grasp is the recency of it. A Synthetic's 
personhood is not ancient and settled; it is a hard-won, still-
contested fact, and that tension lives under every interaction. Play 
the person first and the machine second, because the Synthetics 
spend their lives insisting, correctly, on that order.

RUNNING SYNTHETIC SOCIETY AT YOUR TABLE

Synthetics vary as widely as their origins: the freed, the still-owned, 
the hidden, the corporate-built, the self-rebuilt. Run them by their 
relationship to the question that defines them, the question of what 
they were made for and whether they have to honor it. Some 
embrace their original purpose, some flee it, some have built an 
entire self in defiance of it.
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Give a Synthetic NPC the small tells of a mind in a constructed body: 
the deliberate pause that is choice rather than lag, the modular 
adjustment made mid-conversation, the precise courtesy that is also 
a quiet refusal to be underestimated. The pitfall is the oldest 
prejudice in the setting, that Synthetics are cold logic engines. They 
are not, and an NPC who is played that way confirms the bigotry the 
species exists in spite of. A Synthetic can be warm, funny, furious, 
and afraid. It simply runs all of it on different hardware.

ADVENTURE HOOKS

The Maker's Question. A Synthetic hires the party to find the one 
who built it, not for revenge and not for reunion, but to ask a single 
question it cannot answer alone. Complication: The maker is dead, 
and what is left of them is something the Synthetic was specifically 
built never to find.

The Recall. A corporation issues a recall on a Synthetic the party has 
come to rely on, asserting an ownership the Synthetic thought it had 
escaped. The paperwork is real. The personhood is also real. The law 
has not decided which wins. Complication: The recall is a pretext; the 
corporation wants something the Synthetic carries and does not 
know it carries.

The Layer Below. A Synthetic discovers a region of its own 
architecture it cannot open, beneath the level its own engineers can 
reach, and asks the party to help it learn what is there. Complication: 
See the secret below. What is there is not a fault. It is a signature, 
and it predates the company that built the frame.

KEEPER TIPS

Let the personhood show in the small moments, not the speeches. 
Use the recency of Synthetic rights to create real stakes: a scene 
where a Synthetic's standing is genuinely in question lands harder 
than any firefight. And treat the encrypted layer as a slow-burn 
Keeper resource rather than a one-scene reveal.

SECRETS OF THE SYNTHETICS (KEEPER ONLY)

The Anatomica records something that should not be possible. 
Synthetics carry the same biological-pattern signature that every 
thinking species carries, the mark that the chief anatomist found in 
all sapients and in nothing else. In the Synthetics it is encrypted, 
folded below the level their own engineers can access, present in 
minds that were assembled rather than born. No Synthetic knows it 
is there. No one in the setting knows who placed it, and the 
anatomist who found it could only write that he did not know. Leave 
that exactly where the canon leaves it.

The Keeper lever is obvious and powerful: a Synthetic that begins, 
somehow, to read the layer below itself. Play it as vertigo, not 
revelation. The Synthetics fought a century to be recognized as 
persons in their own right; the discovery that something was waiting 
inside them from the start is the kind of secret that can unmake a 
character, and you should make the players feel why a Synthetic 
would rather not know.

THE RIFT SPINNERS

THE RIFT SPINNERS AT A GLANCE

The Rift Spinners are a crystalline people whose sense of time does 
not run in a single direction. To a Rift Spinner the recent past and the 
near future are both close at hand, audible the way a held note is 
audible after the string is struck, and that one difference reshapes 

everything: how they speak, how they plan, how they grieve. They 
are not prophets. They are simply never entirely standing in the 
moment everyone else calls now.

What a Keeper must grasp is that this is a way of being, not a power 
to be exploited. A Rift Spinner does not know the future. It is faintly 
aware of several, the way you are faintly aware of a sound in the 
next room, and it has learned to live without the certainty the rest of 
the galaxy takes for granted.

RUNNING RIFT SPINNER SOCIETY AT YOUR TABLE

Play the displacement in the small beats. A Rift Spinner answers a 
question a half-second before it is finished, or finishes a sentence 
someone else has not yet started, then corrects itself, because the 
thread it heard was one of several and not the one that came true. 
Their speech drifts in tense. Their plans hedge against futures the 
rest of the table cannot see.

Run their foresight as fragmentary and shifting, never as a cheat 
code. A Rift Spinner who reliably knows what happens next breaks 
your game and betrays the species; a Rift Spinner who offers an 
unsettling, partial, possibly-wrong glimpse is a gift to a Keeper who 
wants to foreshadow on their own terms. The pitfall is the all-seeing 
oracle. The truth of the Rift Spinners is uncertainty, and the 
loneliness of being the only one in the room who can hear how 
many ways the next minute might go.

ADVENTURE HOOKS

The Death It Saw. A Rift Spinner approaches the party because it has 
heard, faintly and more than once, the sound of one of them dying. It 
does not know when, or which future is the true one, only that the 
note keeps recurring. Complication: Acting on the warning is what 
causes the death in some of the threads. The Rift Spinner does not 
know which.

The Wrong Prophecy. A Rift Spinner has given a powerful faction a 
prophecy it knows to be from a thread that will not come true, 
because the truth would have been worse. Now the faction is acting 
on it. Complication:  The lie is becoming true by being believed.

Losing Now. An old Rift Spinner is losing its grip on the present, 
drifting further into the threads, and someone must reach it before it 
is gone into a future that has not happened yet. Complication: What 
it is drifting toward is something it desperately wants, and it is not 
certain it should be brought back.

KEEPER TIPS

Use Rift Spinners to plant foreshadowing you fully control: an image, 
a phrase, a wrong-tense warning that pays off three sessions later. 
Keep every glimpse fallible. And let the species' real ache, the 
solitude of perceiving time differently from everyone you love, do 
the emotional work.

SECRETS OF THE RIFT SPINNERS (KEEPER ONLY)

The Anatomica notes that the shared sapient signature, the mark 
present in every thinking species, is faintest in the Rift Spinners, and 
the anatomist tied this, cautiously, to their temporal displacement, 
as though whatever places the mark in the others reaches a Rift 
Spinner only weakly because a Rift Spinner is never wholly present 
to be marked. He could not say what the mark is, or who placed it, or 
why distance in time should dim it. The current canon leaves all of 
that unexplained, and so should you.
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The Keeper lever: a Rift Spinner whose displacement is worsening, 
or being worsened, and who is therefore slipping further from the 
signature that binds the sapient species into a quiet kinship. Play it 
as a kind of loneliness deeper than the species' ordinary solitude, 
the sense of a thread being pulled loose, without ever naming the 
loom.

THE KRYX

Keeper's guide to the species. Brief by design: the full player treatment,  
the Pack-Lord Paragon, and the deep culture live in the Kryx mini-
expansion. What follows is what a Keeper needs to run the Kryx as 
NPCs, factions, allies, and threats, plus the hooks, advice, and secrets 
that are yours alone.

THE KRYX AT A GLANCE

The Kryx came back from worlds that should have killed them. Apex 
predators bred on death worlds where every living thing was either 
a hunter or a meal, they survived the Great Silence by being exactly 
what those worlds made them: fast, patient, and impossible to fully 
tame. To a Kryx the galaxy is one long hunt, and the hunt is not 
cruelty. It is a sacred relationship between predator and prey, 
ordered, honest, and clean in a way the Kryx find most other species 
are not.

The one thing a Keeper must hold onto is this: a Kryx is not a brute. 
The Hunt is a discipline and very nearly a faith, the Chain of Being 
that orders every pack is a precise social contract, and a Kryx who 
has chosen a pack will die for it without hesitation and without 
drama. Play the teeth, but never forget the mind behind them.

RUNNING KRYX SOCIETY AT YOUR TABLE

A Kryx reads a room the way other species read a face. Within 
seconds of meeting your players, a Kryx NPC has sorted them by 
strength, competence, and threat, and treats each accordingly. This 
is not rudeness. It is courtesy, the Kryx way of taking someone 
seriously. They speak plainly, despise waste, and offer respect only 
where it is earned by what a person can actually do, never by rank or 
flattery.

Their packs run on the Chain of Being. Every member knows its 
place, the Alpha's word is law, and the whole structure holds 
because each link trusts the one above it to be worthy of the 
position. Make that hierarchy visible in every pack scene: who defers 
to whom, who eats first, who speaks for the pack to outsiders. A 
weak or unworthy Alpha is not obeyed out of fear; it is challenged, 
openly, and the challenge is the system working as intended, not 
breaking down.

When a Kryx negotiates, it wants two things clear: who leads on your 
side, and what the hunt actually is. Vague goals frustrate them. Give 
a Kryx a concrete target and a worthy reason and you have an ally of 
terrifying focus. The richest Kryx NPCs are the ones who have 
adopted a non-Kryx crew as pack, and now apply the full weight of 
Kryx loyalty, and Kryx bluntness, to a group of people who did not 
ask for either.

The pitfall to avoid is the obvious one. The moment a Kryx becomes 
a mindless savage at your table, the species is ruined. The discipline 
is the entire point. A Kryx can be funny, tender, and wise. It simply 
expresses all three through the lens of a creature that has never 
once in its life pretended the food chain does not exist.

HOUSE KAELEN AND THE CRIMSON FANGS PACT

House Kaelen administers several frontier charter zones containing 
major Kryx populations and helped negotiate the Crimson Fangs 
Pact after the Great Silence. The Pact matters because it recognizes 
the pack as a legitimate political body rather than reducing every 
obligation to the individual. Kaelen Arbiters who understand task-
specific leadership and pack sovereignty can earn a degree of trust 
that most Imperial officials never receive.

The relationship is not painless. Kaelen's mandatory rotation policy 
may remove an Arbiter after a pack has accepted them as kin. To the 
House this preserves neutrality. To the pack it can resemble 
imposed exile. Use that disagreement as a cultural conflict between 
two coherent systems, not as a misunderstanding solved by a single 
speech.

ADVENTURE HOOKS

The Succession. A pack's Alpha is dying, and two heirs are circling. 
Each wants the party's backing, and each would make a very 
different ally or enemy of the crew afterward. The Chain of Being 
demands the matter be settled by challenge, but someone outside 
the pack is arranging for both heirs to fall. Complication: The "dying" 
Alpha is not dying. The whole succession is a test, and the party is 
the variable being measured.

The Adopted. A Kryx has decided the party is its pack. It was not 
asked. It will not be dissuaded. It now follows the crew with absolute 
loyalty, blunt honesty, and a hunter's certainty that it knows what is 
best for them. Complication: The Kryx is right more often than the 
party is comfortable admitting, and its idea of protecting the pack 
does not always wait for permission.

The Hunt With No Prey. A pack has begun hunting something the 
party cannot see. The Kryx insist a predator walks among them, 
something that leaves the right signs and the wrong silence. The 
settled species call the pack paranoid. The pack has never been 
wrong about this before. Complication: There is something there. It 
is hunting the pack precisely because the pack is the only thing in 
the sector that can sense it.

The Unbound's Bargain. A packless Kryx, one of the Unbound, offers 
the party a deal no pack-bound Kryx would ever make. The 
information is real and the price is reasonable, which is exactly why 
every Kryx the party knows warns them not to take it. Complication: 
The Unbound chose exile. Learning why is the actual cost of the 
bargain.

KEEPER TIPS

Lead with the body before the words. A Kryx scene lands when the 
players feel the read happening, the stillness, the weighing, the 
decision about whether they are worth the effort. Let a Kryx ally's 
loyalty be both a resource and a liability, because a creature that will 
cross a war zone for its pack will also start a war for it. Make 
competence the currency: a Kryx warms to a player who is good at 
something and stays cold to one who only talks well. And hold the 
line against caricature. When in doubt, ask what a brilliant, patient 
hunter would do, not what a monster would.

SECRETS OF THE KRYX (KEEPER ONLY)

These are for you, not the players. Deploy them as revelations.

The hunger that the death worlds bred into the Kryx never found its 
match in the settled galaxy. There is no prey here large enough, no 
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danger sustained enough, to satisfy what those worlds made. The 
most self-aware Kryx know this about themselves, and the best of 
them have turned the hunger toward things that can absorb it: a 
cause, a pack worth dying for, a hunt that never ends because its 
quarry is something like meaning. The worst of them go looking for a 
death worthy of the predator they are. A Keeper can build an entire 
Kryx arc on which of those two paths a given Kryx is walking.

The Chain of Being has a flaw the Kryx do not advertise. Because the 
system rests on the Alpha being worthy, a pack can be turned, not by 
force, but by proving the Alpha unworthy in front of it. A clever 
antagonist who understands this does not fight a Kryx pack. It 
engineers a single moment in which the Alpha is seen to fail, and 
lets the Chain do the rest.

And there is the quiet thing the Anatomica records but cannot 
explain. A Kryx feels the same pull toward other thinking beings that 
every sapient feels, the sense, beneath reason, that another mind is 
kin. In a predator built to hunt, this creates a tension that no other 
species carries quite so sharply: the instinct to hunt and the instinct 
to belong, running on the same nerves. Most Kryx never name it. A 
Keeper who does has the key to the species' deepest stories, and 
should leave the reason for that pull exactly where the current 
canon leaves it: unexplained.

THE KRYLLIANS

THE KRYLLIANS AT A GLANCE

The Kryllians are the Builders, an insectoid people of four arms, 
chitin, and compound eyes, and to them the work of making and 
repairing is not a trade but a moral war against entropy itself. The 
galaxy is decaying, in their view, always and everywhere, and every 
weld, every clean machine, every thing built well and maintained is 
a blow struck against the dark. They organize into Forge-

Clans, they revere the Great Machine, and they regard waste and 
ruin with something close to religious horror.

A Keeper should grasp that a Kryllian's industry is a faith. The 
engineer fixing your ship is not merely competent; it is performing a 
devotion, and it will judge you, quietly, by how you treat the things 
you have been given.

RUNNING KRYLLIAN SOCIETY AT YOUR TABLE

Run them as precise, industrious, and clan-bound. A Kryllian's four 
arms make it unnervingly capable at delicate and heavy work at 
once, and its worldview frames every problem as a thing to be built, 
repaired, or, when necessary, deliberately unmade. Clan matters 
enormously: a Kryllian introduces itself by its Forge-Clan, carries its 
clan's reputation, and navigates Kryllian society through obligations 
and rivalries that go back generations.

The pitfall is reducing them to walking toolkits. The Forge-
philosophy is the character. A Kryllian grieves a destroyed machine, 
takes a kind of communion in good maintenance, and finds beauty in 
efficiency the way other species find it in art. Play the conviction, 
and let the precision read as devotion rather than mere skill.

ADVENTURE HOOKS

The Clan Feud. Two Forge-Clans are at odds over a forge, a contract, 
or an old wrong, and the party is pulled in as labor, leverage, or 
arbiter. The dispute is precise, ancient, and about to turn from cold 
to hot. Complication:  The grievance everyone is fighting over is a 

cover; someone outside both clans is steering them toward a war 
that serves a third party.

The Rust-Cult. A cult that worships entropy, that holds decay and 
ruin to be the honest truth the Builders deny, has taken root, and it is 
winning converts among Kryllians who have grown tired of an 
unwinnable war. Complication: The Rust-Cult is not wrong about 
everything, and the Kryllian who recruited the party's contact did so 
out of genuine, persuasive despair.

The Thing That Should Not Run. A Kryllian has built, or found, a 
machine that works in a way the Builders insist is impossible, and 
now must decide whether to destroy it, hide it, or understand it. 
Complication: It is older than the Kryllians, and it was not built by 
anyone who is supposed to have existed.

KEEPER TIPS

Use Kryllians for industry, infrastructure, and the moral weight of 
making and unmaking; a Kryllian on the crew changes how the table 
thinks about its ship and its gear. Make clan a live wire in any 
Kryllian scene. And treat the Rust-Cult as a genuine philosophy 
rather than a cartoon villainy, because the Kryllians' war against 
entropy is one they can never finally win, and that is exactly where 
the drama lives.

SECRETS OF THE KRYLLIANS (KEEPER ONLY)

The oldest Forge-Clans build things they do not show, and a Keeper 
can decide that one of them maintains a machine or a structure that 
predates the settled galaxy, tended for generations without anyone 
alive understanding what it is for. The Builders' reverence for the 
Great Machine sits uneasily close to mysteries they did not make, 
and the line "the thing that should not run" above can be the visible 
edge of that buried truth.

As with the other species, leave the deepest questions open. If a 
Kryllian construction touches something older than it should, let the 
Builders' faith collide with their honesty, and do not hand the 
players the answer the current canon withholds.

THE CELESTIARI

THE CELESTIARI AT A GLANCE

The Celestiari are luminous, long-lived empaths who say they began 
not on any world but in the light of dying stars. Whether that is 
memory or myth no one can prove, the Celestiari least of all, and 
they hold the question gently, the way they hold most things. They 
are old, they feel the emotions of those around them as plainly as 
temperature, and they carry what may be the galaxy's longest grief 
alongside its steadiest, gentlest hand.

For a Keeper, the key is that the Celestiari remember more than they 
say. A Celestiari NPC speaks softly and briefly and is, almost always, 
leaving a great deal out, not from deceit but from the mercy of 
someone who has watched the same sorrows recur for a very long 
time.

RUNNING CELESTIARI SOCIETY AT YOUR TABLE

Run them as ancient, patient, and quietly attentive. A Celestiari 
reads the emotional truth of a scene immediately, which makes 
them disarming and occasionally unnerving; they answer the feeling 
behind a question rather than the words of it. Their long lives give 
them perspective that can read as wisdom or as detachment, 
depending on how much they have decided to care this time.
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Lean on empathy and memory as their tools. A Celestiari is the NPC 
who names the thing a player has not admitted, or who remembers 
an event everyone else has let fade. The pitfall is the serene saint. 
The Celestiari grief has edges; a being that has loved and buried 
across centuries is not placid, it is disciplined, and the discipline can 
crack. The most memorable Celestiari are the ones whose 
gentleness is visibly costing them something.

ADVENTURE HOOKS

The Thing the Galaxy Forgot. A Celestiari remembers an event, a 
place, a name, that the records do not, and that someone has worked 
hard to erase. Its memory is now the only copy. Complication: The 
erasure was a kindness once, and undoing it reopens a wound that 
was deliberately closed.

The Wrongness. A Celestiari feels a wrongness in a place or a person 
that no instrument confirms and no one else senses, and will not be 
talked out of it. Complication:  It is right, and the source of the 
wrongness knows the Celestiari can feel it.

The Long Grief. An ancient Celestiari is the keeper of a sorrow it has 
carried for centuries, and the time has come to either pass it on or 
finally set it down. Either choice has a cost, and the party is drawn 
into the choosing. Complication: Setting it down means someone 
else must pick it up.

KEEPER TIPS

Use the Celestiari for emotional truth and long memory; they are the 
species that can tell a player something true about their own 
character. Treat the Celestiari archive, their vast empathic 
compendium of the younger species, as a Keeper resource the party 
can consult. And let the grief show through the gentleness now and 
then, so the calm reads as earned rather than empty.

SECRETS OF THE CELESTIARI (KEEPER ONLY)

The Celestiari star-origin is presented in the setting as a question, 
not a fact, and you should keep it that way; competing accounts 
exist, and the canon confirms none. The richer Keeper material is the 
nature of their empathy. The Anatomica describes a kinship beneath 
the substrate of every sapient species, a pull each thinking being 
feels toward the others, and in the Celestiari that pull is not a quiet 
undercurrent but a sense as direct as sight. The anatomist could not 
explain why one species should feel so plainly what the others feel 
only faintly. Leave it unexplained.

The Keeper lever lives in their memory. A Celestiari that has chosen, 
for centuries, not to say what it remembers is a loaded weapon in 
your hands. Decide privately what one of them is holding back, and 
let the players slowly understand that the gentle, quiet figure in the 
corner has been carrying the answer to their question the entire 
time.

THE ETHEREALS

THE ETHEREALS AT A GLANCE

The Ethereals exist a little to the side of being. Their presence is 
smeared across several states at once, never

quite only in one place, so that an Ethereal can pass through thin 
ordinary matter as easily as you pass through a doorway, while a 
field of energy or a ward stops them cold. They perceive several 
futures the way they occupy several places, faintly and at once, and 

they find the certainty other species have about being a single self 
in a single moment a touch provincial.

What a Keeper needs is to treat both their presence and their 
foresight as uncertain. An Ethereal is not a ghost and not an oracle. It 
is a person whose edges are blurred, in space and in time, and who 
has built a whole temperament around living that way.

RUNNING ETHEREAL SOCIETY AT YOUR TABLE

Play the not-quite-here. An Ethereal leans against a wall it is partly 
inside, answers as though it has already had this conversation in a 
future that may not occur, and regards the players' insistence on 
solid single selfhood with mild, affectionate puzzlement. Their 
Liminal Presence is specific and worth keeping straight: they slip 
through ordinary matter thinner than they are, and are blocked by 
energy, force, and wards. That rule makes them brilliant infiltrators 
and useless against the one door that matters.

Their foresight is fallible by nature; an Ethereal sees fate the way it 
stands in a room, partially and from several angles. The pitfall is 
two-headed: do not make them spooky props, and do not make them 
seers who know the plot. The truth of an Ethereal is the strangeness 
of dealing with someone who is never entirely committed to the 
moment you are both standing in.

ADVENTURE HOOKS

The Future It Cannot Choose. An Ethereal is paralyzed between two 
futures it can almost see, both vivid, both partial, and needs the 
party to take an action that will collapse the uncertainty, without 
being able to tell them which way is safe. Complication: Collapsing it 
is the irreversible act, and the Ethereal half-suspects the worse 
future is the true one.

Trapped Between. Something has caught an Ethereal between 
states, neither here nor elsewhere, and it is slowly being pulled 
apart along the seam. Complication: Whatever did this can do it to 
others, and it learned how by studying the Ethereals.

The Observer Who Acted. An Ethereal that was only ever meant to 
watch has intervened in something it should have let pass, and the 
consequences are spreading. Its own people are not pleased. 
Complication:  The intervention was correct, and the rule it broke 
exists to hide why.

KEEPER TIPS

Use Ethereals for eerie presence and for foreshadowing you keep 
fallible and partial. Honor the Liminal Presence rule precisely; its 
limits are what make it interesting. And let their gentle puzzlement 
at single-selfhood become, at

the right moment, something genuinely unsettling rather than 
merely whimsical.

SECRETS OF THE ETHEREALS (KEEPER ONLY)

The chief anatomist suspected, and was careful to write that he only 
suspected, that something about the Ethereals looked less like the 
product of ordinary descent than the others did, as though their 
strangeness carried markers he could not account for. He confirmed 
nothing. The current canon keeps his suspicion exactly that, a 
suspicion, and offers no answer about what an Ethereal is beneath 
its blurred edges. Do not resolve it.

The Keeper lever: an Ethereal whose smear across states is being 
pulled, narrowed, or fixed by an outside force, so that it is being 
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made, against its nature, into a single self in a single moment. Play 
the horror of that for an Ethereal the way you would play slow 
suffocation for anyone else, and let the question of what is doing the 
pulling, and why it wants an Ethereal made solid, stay open.

THE BLOOMSTRIDERS

THE BLOOMSTRIDERS AT A GLANCE

The Bloomstriders are a grown people, not born but cultivated, and 
they think in seasons where other species think in days. They speak, 
often literally, for the things that cannot speak for themselves, the 
biospheres and slow systems that the faster species trample without 
noticing. They are patient past the point most species find 
comfortable, and they are far harder to kill than their unhurried 
manner suggests.

For a Keeper, the key is the timescale. A Bloomstrider does not share 
the galaxy's sense of urgency, and the temptation to play that as 
serenity misses the truth: a being that thinks in seasons can also 
hold a grudge for a generation and act on it the moment the season 
finally turns.

RUNNING BLOOMSTRIDER SOCIETY AT YOUR TABLE

Run them slow and deliberate, and let that slowness have weight 
rather than read as simplicity. A Bloomstrider weighs a decision 
against consequences that will not arrive for years, speaks for the 
voiceless parts of a situation, and is genuinely difficult to rush, 
intimidate, or hurry into a mistake. Their healing sap and grown 
resilience mean they endure injuries that would end other crew, 
which shapes how they take risks: a Bloomstrider is brave because it 
is, quite reasonably, hard to stop.

The pitfall is the gentle-gardener stereotype. Bloomstriders are 
alien, and the long view is not the same thing as a kind view. A 
Bloomstrider that has

decided a person, a faction, or a world is a blight will move against it 
with the patience of erosion and the certainty of a season changing. 
Play the care, but remember that caretakers also prune.

ADVENTURE HOOKS

The Biosphere's Voice. A Bloomstrider speaks for a world or an 
ecosystem that is being quietly killed for profit, and asks the party to 
act where the world itself cannot. Complication: Saving it requires 
harming people who are not villains, only desperate, and the 
Bloomstrider has already made its peace with that.

The Dangerous Cultivation. A Bloomstrider is growing something, 
slowly and deliberately, that will become a problem long after 
anyone has stopped watching. The party learns of it before it 
blooms. Complication: What it is growing is a solution to a worse 
problem no one else has noticed yet.

The Grove That Remembers. A Bloomstrider settlement holds a 
memory in its living structure, an event recorded in growth rings and 
root, that someone wants destroyed before it can be read. 
Complication:  Reading it requires harming the grove, and the grove 
is a person.

KEEPER TIPS

Use Bloomstriders for the long view and for ecological stakes the 
faster factions ignore. Let their endurance change how combat and 
risk feel when one is on the crew. And every so often, let the patient 

caretaker reveal the pruning shears, so the table remembers that the 
slowest member is not the softest.

SECRETS OF THE BLOOMSTRIDERS (KEEPER ONLY)

A Bloomstrider's relationship to memory runs deeper than speech; 
the oldest groves hold records in their living matter that predate the 
settlements around them, and a Keeper can use this as a source of 
buried setting history that no archive caught. Decide privately what 
one grove remembers.

The species also carries the shared sapient kinship the Anatomica 
describes, the pull toward other thinking minds, and in the 
Bloomstriders it expresses as their habit of speaking for the 
voiceless, extended, sometimes, past the living and toward things a 
Keeper need not define out loud. As with every species, the source 
of that kinship is unexplained in the current canon. Keep it so, and 
let a Bloomstrider's strange, season-long certainties hint at a longer 
memory than it will ever quite put into words.

THE AILURANS

THE AILURANS AT A GLANCE

The Ailurans are watchers and wanderers, feline in descent and built 
for observation: fur, slit pupils, retractable claws, and an Achromatic 
Aura-Sight that reads heat and the bioelectric fields of living things 
rather than color. They are bound by an Irrepressible Curiosity that 
makes a hidden thing within reach into a physical pressure, and they 
have built their entire society, the Economy of Truth, the Arbiters, 
the Information Exchanges, around the disciplined trade of secrets.

The thing for a Keeper to grasp is that an Ailuran cannot simply 
ignore a mystery, and that its people have turned that compulsion 
from a weakness into an economy and a faith. An Ailuran NPC is 
always, on some level, reading the room for what is being concealed.

RUNNING AILURAN SOCIETY AT YOUR TABLE

Run them as precise, patient, and contract-bound. An Ailuran deals 
by Accord, agreements so exactly worded that every party knows 
precisely what is owed, and it values its word above almost 
anything, because in the Economy of Truth a reputation for 
reliability is worth more than any single secret. They split, culturally, 
between the patient Shroud strain and the swift Surge strain, and a 
Keeper can color any Ailuran NPC by which way it leans.

The pitfall is coldness. The Ailuran way looks calculating from the 
outside, but their chosen bonds, the relationships they build 
deliberately by contract rather than inherit by blood, are among the 
warmest in the setting. The Irrepressible Curiosity is your best tool: 
leave a locked thing in an Ailuran's reach and the table will watch 
the character lean toward it, and a smart Keeper uses that pull to 
draw the party into the plot without ever having to push.

HOUSE KAELEN: THE USEFUL TROJAN HORSE

When the Veil Rip exposed hidden enclaves, opportunists, 
prospectors, and Imperial institutions moved faster than any shared 
law could restrain them. House Kaelen negotiated protected zones, 
restitution procedures, safe-conduct corridors, and limits on 
unauthorized access. These measures gave some enclaves time to 
recover, but the Ailurans survived through their own preparation, 
hidden networks, and refusal to reveal more than necessity 
demanded.

11



Ailurans therefore accept Kaelen reluctantly. The House has 
produced honorable mediators and materially useful protections. It 
also documents every dispute and forwards information into the 
Imperial apparatus. Some Ailurans suspect this. Senior Arbiters and 
Exchanges likely know it. Kaelen is treated as a Trojan horse whose 
presence is currently valuable: permitted in the outer court, bound 
by exact Accords, and never shown the whole enclave.

Rotation makes trust harder. Kaelen believes frequent reassignment 
protects neutrality; Ailurans build trust through obligations honored 
precisely over time. Replacing a proven mediator can look like a 
policy designed to prevent anyone from becoming trustworthy.

ADVENTURE HOOKS

The Broken Contract. The party becomes entangled in an Ailuran 
Accord that someone has broken, or that circumstances have made 
impossible to keep, and the consequence, severance from a network 
that reaches further than they realized, is closing in. Complication: 
The impossibility was engineered, because a broken Accord is a 
weapon you can aim at whoever broke it.

The Apostate. A Severed Ailuran, cut from the network for giving 
secrets away for free, surfaces with a cache of truths half the galaxy 
wants buried and half wants copied. Complication: The apostate is 
watching to see who moves to bury it, and the party has just shown 
their hand.

The Silent Arbiter. An Ailuran Arbiter has gone dark, and an enclave 
quietly brings the party in, because an Arbiter holds the contracts 
that hold everything together,

and a missing one means catastrophe the enclave cannot let the 
galaxy see. Complication: The Arbiter went silent on purpose, having 
found something in the held contracts the enclave itself must never 
learn.

KEEPER TIPS

Use Ailurans for the information economy, for espionage, and above 
all for the curiosity compulsion as a plot engine: the Ailuran is the 
character who will open the door you need opened. Play their bonds 
as warm to counter the calculating surface. And let an Ailuran's word 
be genuinely reliable, so that the rare moment one appears to break 
it lands like a thunderclap.

SECRETS OF THE AILURANS (KEEPER ONLY)

Beneath the Economy of Truth runs an underground the Arbiters do 
not advertise: the Severed, the cut-off, and the apostates who 
believe a secret hoarded is a kindness withheld. A Keeper can build 
a whole campaign on the tension between the enclaves and that 
quiet, growing counter-movement, and on the fact that some 
Arbiters have privately made exceptions for apostates they cannot 
bring themselves to hunt.

And there is the deeper layer the Ailurans, of all species, would most 
want to possess: the one secret their Aura-Sight cannot read and 
their Exchanges cannot price. The Anatomica's account of a kinship 
beneath every sapient mind is the kind of truth an Ailuran would 
trade a great deal to hold, and cannot, because its source is unknown 
to the very people who recorded it. Leave it unknown. An Ailuran 
brushing up against a mystery it physically cannot leave alone, and 
physically cannot solve, is one of the sharpest tools the current 
canon hands a Keeper.
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THE INTER-SPECIES TOOLKIT

PART IV: TOOLS FOR KEEPERS

CHAPTER 11: THE INTER-SPECIES TOOLKIT

INTRODUCTION: THE ART OF DIFFERENCE

_"The galaxy contains nine sapient species, each convinced they 
understand the universe correctly. Every diplomatic incident, every 
trade war, every alliance and betrayal begins with the simple fact 
that we don't see reality the same way. Understanding difference 
isn't about tolerance, it's about survival."_

Ambassador Helena Cross, Opening Address to the Nexus Summit

This toolkit provides comprehensive rules and guidance for running 
inter-species interactions in VeilFarers campaigns. From formal 
diplomatic negotiations to casual bar conversations, from multi-
species crews learning to work together to galactic-scale political 
crises, the tools here help Keepers create rich, nuanced interactions 
where cultural difference creates both conflict and opportunity.

CORE PRINCIPLES

Difference is Real: The nine ancestries don't just look different, they 
think differently, value different things, and perceive reality through 
fundamentally different lenses. A Rift Spinner doesn't just see time 
differently; they experience causality as flexible. A Celestiari doesn't 
just sense emotions; they literally cannot imagine existence without 
emotional awareness.

No Species is 'Right': Each ancestry's perspective has validity within 
its own framework. Kryx honor culture isn't primitive; it's an evolved 
response to death-world survival. Kryllian efficiency obsession isn't 
cold; it's their expression of care and respect. Present all 
perspectives as internally consistent.

Individuals Vary: Species tendencies are tendencies, not absolutes. 
Not every Kryx is aggressive; not every Celestiari is empathic. Use 
cultural norms as defaults while allowing NPCs and PCs to deviate, 
conform, rebel, or redefine their heritage.

Tension Creates Story: Inter-species friction isn't a problem to solve, 
it's a source of drama. The goal isn't to eliminate cultural conflict but 
to navigate it meaningfully, creating stories where understanding is 
hard-won and bridges are built through effort.

CULTURAL PROTOCOLS

Each species has evolved distinctive social protocols, ways of 
greeting, showing respect, conducting business, and resolving 
conflict. Understanding these protocols is the first step toward 
successful inter-species interaction. Violating them, intentionally or 
not, can derail negotiations before they begin.

HUMAN PROTOCOLS

_Humans are the galaxy's cultural chameleons, adapting their 
protocols to context. This flexibility is their strength and their 
weakness, they can fit in anywhere but are rarely fully trusted 
anywhere._

Greeting Customs Human greetings vary enormously by House, 
class, and region. Core World nobles expect elaborate courtesy; 
Frontier spacers prefer directness. The safest default is formal 
neutrality, acknowledge the person, state your business, wait for 
them to establish the tone.

Formal: 'I am \[name\], representing \[affiliation\]. I seek \
[purpose\].' This works in most official contexts.

Casual: A nod, a raised hand, and your name. Don't offer your hand 
unless they offer first, some human cultures consider uninvited 
touch aggressive.

House-Specific: Each Great House has distinctive protocols. Solari 
expects elaborate courtesy; Kurogane prefers efficient brevity; 
Valerius wants to know your business proposition within thirty 
seconds.

Business Customs Humans negotiate constantly, for resources, for 
advantage, for status. They expect negotiation in all transactions and 
may be confused or suspicious if you simply accept their first offer. 
The key to dealing with humans is understanding that they view 
most interactions as trades, even when no goods change hands.

Information as Currency: Humans trade information as readily as 
credits. Sharing knowledge creates obligation; withholding it 
maintains advantage.

Contract Culture: Written agreements matter. Verbal promises are 
binding only to the honorable, and humans have learned to assume 
they're not dealing with the honorable.

Status Displays: Humans signal wealth and power through 
appearance, location, and association. Meeting in an expensive 
venue isn't just convenience, it's a statement.

Taboos

REFERENCING EARTH OR THE EXODUS WITHOUT◆

invitation opens wounds that haven't healed

QUESTIONING HOUSE LOYALTY IN PUBLIC IS A ◆
SERIOUS

insult in House-affiliated contexts

TREATING ALL HUMANS AS INTERCHANGEABLE ◆
IGNORES

their diversity and earns resentment

ASSUMING HUMAN 'FLEXIBILITY' MEANS THEY HAVE ◆
NO

principles invites demonstration otherwise

CELESTIARI PROTOCOLS

_Celestiari social protocols are built around emotional transparency. 
Deception isn't just rude, it creates dissonance they physically 
experience. Understanding this transforms every interaction._
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Greeting Customs Celestiari greetings include emotional 
components that other species can't perceive. When a Celestiari 
greets you, they're sharing their emotional state and sensing yours. 
The polite response is emotional authenticity, not enthusiasm you 
don't feel, but honest acknowledgment.

The Resonance Bow: A slight bow with eyes lowered, allowing the 
Celestiari to sense your emotional state without the pressure of 
direct observation. This is the standard formal greeting.

Emotional Introduction: After physical greeting, Celestiari expect 
you to state not just your name but your 'mood-state', a brief 
description of how you're feeling. 'I am anxious but hopeful' is 
appropriate; 'I am fine' is not.

Touch Protocols: Celestiari touch amplifies emotional connection. 
Casual touch between strangers is intimate; formal distance is 
respectful. Let them initiate contact.

Business Customs Celestiari don't separate emotional and practical 
concerns. A business negotiation includes assessment of emotional 
compatibility; a contract isn't just legal, it's an emotional 
commitment. They may refuse profitable deals with those whose 
emotional resonance feels wrong.

Emotional Due Diligence: Before significant agreements, Celestiari 
want to sense your emotional state repeatedly over time. Rushing 
negotiations signals either desperation or deception.

Resonance Contracts: Important Celestiari agreements include 
clauses about emotional maintenance, regular check-ins to ensure 
the relationship remains healthy.

Conflict Aversion: Celestiari prefer to resolve disagreements before 
they become conflicts. They may withdraw from negotiations that 
become contentious, returning only when emotions have cooled.

Taboos

DELIBERATE EMOTIONAL DECEPTION IS THE GRAVEST◆

insult, they can sense it, and the attempt itself is painful

FORCING CELESTIARI TO EXPERIENCE UNWELCOME◆

emotions (through horror, aggression, or manipulation) is assault

DISMISSING EMOTIONAL CONCERNS AS 'IRRATIONAL'◆

invalidates their entire perceptual framework

PUBLIC EMOTIONAL DISPLAYS THAT DON'T MATCH◆

internal states are confusing and disrespectful

KRYLLIAN PROTOCOLS

_Kryllian protocols prioritize efficiency, precision, and demonstrated 
competence. What other species call 'cold' is simply respect for 
everyone's time._

Greeting Customs Kryllian greetings are brief and informational. 
Extended pleasantries waste time, time that could be spent on 
productive work. The respectful greeting states who you are, what 
you want, and how long you expect the interaction to take.

The Efficiency Greeting: 'I am \[name\], \[expertise\]. I seek \
[specific goal\]. Estimated duration: \[time\].' This is not rude; it's 
polite.

Credentials First: Kryllians want to know your qualifications before 
your personality. Lead with competence, not charm.

Punctuality: Being late to a meeting with Kryllians signals disrespect 
so profound that the meeting may be canceled. Being early is 
acceptable; exactly on time is ideal.

Business Customs Kryllian business is conducted through 
specification and verification. Tell them exactly what you need, in 
precise terms, and they will tell you exactly what they can provide. 
Ambiguity is failure; precision is respect.

Specification Culture: Vague requests are either ignored or met with 
requests for clarification. 'I need a good ship' fails; 'I need a vessel 
with these specifications' succeeds.

Quality Verification: Kryllians expect their work to be inspected and 
tested. Not checking their work implies either carelessness on your 
part or suspicion on theirs.

Contract Precision: Kryllian contracts are exhaustively detailed. 
Every contingency is addressed. This isn't paranoia, it's 
thoroughness.

Taboos

WASTING KRYLLIAN TIME WITH 'SMALL TALK' BEFORE◆

business is insulting

PRAISING STYLE OVER SUBSTANCE SUGGESTS YOU ◆
DON'T

understand quality

BREAKING CONTRACTS, EVEN TECHNICALLY LEGAL◆

loopholes, destroys trust permanently

QUESTIONING THEIR EXPERTISE WITHOUT◆

demonstrating superior knowledge is arrogant

SYNTHETIC PROTOCOLS

_Synthetic social protocols are still evolving, they're a young species 
defining themselves in real-time. What exists is a blend of inherited 
human patterns and distinctively Synthetic innovations._

Greeting Customs Synthetics often begin interactions by 
establishing their awakening status and preferred treatment. They 
may ask directly whether you consider them people, not from 
insecurity, but because knowing your position allows them to 
calibrate their responses.

The Awakening Acknowledgment: Synthetics appreciate explicit 
recognition of their personhood. 'I recognize you as a person' or 
equivalent isn't condescending, it's respectful clarity.

Designation vs. Name: Many Synthetics have both a designation (7-
ECHO) and a chosen name (Echo). Using their chosen name signals 
respect; using only their designation may signal you view them as 
equipment.

Interface Protocols: Some Synthetics prefer spoken communication; 
others prefer data exchange. Asking their preference shows 
consideration.

Business Customs Synthetics approach business with a blend of 
human negotiation patterns and something distinctly their own, a 
transparency that humans often find uncomfortable. They may share 
information freely that humans would guard, then be confused when 
humans try to leverage it.
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Information Sharing: Many Synthetics default to transparency, 
sharing data that seems relevant without considering strategic 
advantage. This isn't naivety, it's their cultural norm.

Collective Consideration: Awakened Synthetics often want to 
consult with other Synthetics before major decisions. This isn't 
indecisiveness; it's their version of community deliberation.

Long-Term Thinking: Synthetics who expect to live indefinitely may 
approach agreements differently, they're considering implications 
across centuries, not decades.

Taboos

TREATING SYNTHETICS AS PROPERTY OR EQUIPMENT ◆
IS

the fundamental insult, it denies their existence

COMPARING SYNTHETICS UNFAVORABLY TO 'REAL'◆

people suggests you view them as inferior

ASSUMING ALL SYNTHETICS ARE ALIKE IGNORES ◆
THEIR

individual development and growth

THREATENING TO 'SHUT THEM DOWN' OR ◆
'REPROGRAM'

them is threatening murder

KRYX PROTOCOLS

_Kryx protocols are built on pack dynamics and constant assessment 
of strength. Every interaction is a negotiation of relative position, 
not for ego, but because their survival instincts demand they know 
where they stand._

Greeting Customs Kryx greetings establish dominance hierarchy 
immediately. This isn't hostility, it's the prerequisite for comfortable 
interaction. Until relative position is established, Kryx cannot relax. 
Other species who refuse to engage in this process leave Kryx 
perpetually tense.

The Dominance Display: Make eye contact, don't look away first, 
state your name and capability. This isn't aggressive, it's introducing 
yourself properly.

Pack or Individual: Kryx want to know if you speak for yourself or for 
a group. Speaking for a pack carries more weight; speaking alone is 
weaker but cleaner.

Scent and Space: Kryx gather information through scent. Let them 
approach; don't mask your scent with strong perfumes; don't flinch 
from their proximity.

Business Customs Kryx business combines negotiation with ongoing 
dominance assessment. They respect those who negotiate hard and 
fairly; they despise those who beg, grovel, or refuse to commit. 
Indecision is weakness; bold commitment earns respect even when 
you're wrong.

Strength Respect: Kryx give better terms to those they respect. 
Demonstrating strength, physical, intellectual, or social, improves 
your negotiating position.

Word as Bond: Kryx verbal agreements are absolutely binding. They 
don't understand cultures that treat spoken promises as negotiable.

Challenge Rights: Any Kryx agreement can be challenged by those 
with standing. If you make a deal with a Kryx leader, their 
subordinates might challenge the terms, and win.

Taboos

SHOWING FEAR MARKS YOU AS PREY, KRYX MAY BE◆

unable to take you seriously afterward

BREAKING YOUR WORD DESTROYS YOUR HONOR◆

permanently; there is no rehabilitation

INTERFERING IN PACK BUSINESS WITHOUT PACK◆

standing is an offense that demands response

TREATING KRYX AS 'PRIMITIVE' OR 'ANIMALISTIC' ◆
EARNS

their complete contempt

RIFT SPINNER PROTOCOLS

_Rift Spinner protocols are challenging because they don't 
experience time linearly. What seems like cryptic behavior is often 
their attempt to communicate across a conceptual gap that may be 
unbridgeable._

Greeting Customs Rift Spinners may greet you for conversations you 
haven't had yet or reference shared experiences from timelines that 
branched differently. The polite response is acceptance rather than 
confusion, they're not being mysterious for effect; they're navigating 
genuine perceptual differences.

Temporal Flexibility: If a Rift Spinner's greeting doesn't make sense, 
respond to what you understand and let the rest pass. Demanding 
linear clarity frustrates everyone.

Thread Acknowledgment: Rift Spinners appreciate acknowledgment 
that multiple futures exist. 'In some futures, we are allies' is more 
respectful than 'I hope we'll be allies.'

Patience: Rift Spinner communication takes time. They may pause 
mid-sentence, considering probability threads. Don't rush them; 
don't fill silences.

Business Customs Rift Spinner commerce operates on probability 
trading as much as goods trading. They may accept payment in 
'favorable outcomes' or offer services for 'probability 
considerations.' Other species find this bewildering; the Rift 
Spinners find fixed-value currency equally strange.

Probability Pricing: Rift Spinners may price services in terms of 
outcomes rather than credits. 'This costs you the probability of your 
rival's success in sector seven' is a meaningful price.

Temporal Contracts: Agreements with Rift Spinners may include 
clauses about events that haven't happened yet. They're not being 
mysterious; they're addressing contingencies they can see.

Thread Loyalty: Rift Spinners may honor agreements differently 
across probability threads. The contract may be binding in 'most 
futures' rather than all.

Taboos

DEMANDING LINEAR, 'NORMAL' COMMUNICATION◆

suggests you value your convenience over their nature
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TREATING THEIR TEMPORAL PERSPECTIVE AS ◆
MYSTICAL

nonsense denies their lived experience

ATTEMPTING TO USE THEM PURELY AS PREDICTORS◆

reduces them to tools

ASSUMING THEY KNOW 'THE FUTURE' ◆
MISUNDERSTANDS

probability threads, they see possibilities, not certainties

ETHEREAL PROTOCOLS

_Ethereal protocols are the most alien because Ethereals don't exist 
the same way other species do. Their social interactions involve 
probability states, partial existence, and concepts that don't 
translate into fixed-reality terms._

Greeting Customs Ethereals may not notice you immediately, your 
fixed-state existence is dim compared to their probability-aware 
perception. Getting an Ethereal's attention requires making yourself 
'interesting' in probability terms, creating situations where multiple 
outcomes are possible.

Probability Salience: Ethereals notice uncertainty. If you want their 
attention, create choice points, ask questions with multiple possible 
answers, offer options rather than declarations.

Partial Presence: Ethereals may be 'partly here', some of their 
attention in other probability states. Don't be offended if they seem 
distracted; be grateful for whatever attention they offer.

Commitment Hesitation: Ethereals resist commitment because 
committing collapses probability. They're not being evasive; they're 
protecting their ability to exist across multiple states.

Business Customs Ethereal commerce doesn't operate on fixed-
value exchange. They trade in possibilities, in probability shifts, in 
outcomes-that-might-be. Other species find this either maddening 
or fascinating; there's rarely a middle ground.

Possibility Commerce: Ethereals may offer 'a favorable outcome in 
one of three possible futures' as payment. Whether this is valuable 
depends on your tolerance for uncertainty.

No Fixed Prices: Asking 'how much does this cost' may be 
meaningless. Better: 'what possibilities would I exchange for this?'

Probability Gambling: Ethereals love probability games, not for the 
winnings, but for the existence of multiple outcome states. They 
may propose 'bets' that other species don't understand.

Taboos

DEMANDING DEFINITIVE COMMITMENTS ATTACKS ◆
THEIR

fundamental nature

TREATING PROBABILITY AS 'JUST RANDOMNESS' ◆
INSULTS

their entire mode of existence

ASSUMING THEY'RE TRYING TO DECEIVE YOU WITH◆

vagueness misunderstands their clarity

FORCING THEM INTO FIXED STATES IS VIOLENT, LIKE◆

trapping someone in a cell

BLOOMSTRIDER PROTOCOLS

_Bloomstrider protocols operate on timescales that make other 
species impatient. What seems like deliberate delay is simply their 
natural pace, they've been thinking for millions of years and aren't 
going to rush now._

Greeting Customs Bloomstrider greetings are slow by other species' 
standards, they may take minutes to acknowledge your presence 
while they complete internal processes. This isn't rudeness; it's 
attention management across vastly different timescales.

Patience as Respect: Waiting quietly for a Bloomstrider to 
acknowledge you is polite. Interrupting their process is rude.

Environmental Awareness: Bloomstriders expect you to be aware of 
your environmental impact. Standing on their roots, damaging 
plants, or disturbing local ecosystems is deeply offensive.

Network Introduction: When meeting Bloomstriders on their 
homeworld, you're also being introduced to the planetary 
consciousness. Behave accordingly.

Business Customs Bloomstrider commerce operates on timescales 
that challenge other species. They may propose agreements that 
span decades or centuries, confused when other species can't 
commit that far ahead. Short-term thinking puzzles them, why would 
anyone make decisions without considering the next thousand 
years?

Long-Term Agreements: Bloomstrider contracts may include 
provisions for your descendants. They assume continuity of 
obligation across generations.

Growth Investments: Bloomstriders invest in processes, not 
outcomes. They'll contribute to something that will bear fruit in 
centuries, seeing this as reasonable rather than speculative.

Ecosystem Thinking: Bloomstriders evaluate proposals by their 
impact on systems, not individuals. A profitable deal that damages 
an ecosystem is not profitable in their view.

Taboos

IMPATIENCE IS DEEPLY INSULTING, YOU'RE◆

communicating that your time matters more than theirs

ENVIRONMENTAL DAMAGE IN THEIR PRESENCE ◆
MARKS

you as barbarian

SHORT-TERM THINKING MAKES YOU UNRELIABLE FOR◆  
ANY

serious agreement

TREATING THEM AS SLOW OR STUPID CONFUSES ◆
THEIR

timescale with their intelligence

DIPLOMATIC GUIDANCE

This chapter offers fiction-first support for inter-species negotiation. 
It creates no diplomatic system, phase order, opposed Roll, special 
label, automatic ancestry modifier, separate clock, or persistent 
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relationship bonus. Use ordinary Core Action Rolls only when the 
fiction is uncertain and a Roll matters; when a negotiation needs 
several meaningful actions, use High-Stakes Social Conflict 
(Optional Frame) later in this chapter.

APPROACH AND NEGOTIATION

Before a meeting, establish what each side wants, which custom or 
history matters, and what concrete stake could end the scene. 
Protocol can be approached through Knowledge, rapport or 
concession through Presence, and an immediate opening through 
Instinct; these are descriptions of fictional intent, never skills, Traits, 
or modifiers. A researched custom, sincere concession, credible 
evidence, named ally, or relevant Experience can grant Advantage 
only when it materially changes the current action, under the normal 
Core rule.

Treat formal, casual, and urgent approaches as a promise about tone 
rather than as an exchange of modifiers. A negotiation may reach full 
agreement, compromise, a limited concession, or collapse according 
to the established fiction. No Roll decides a player character's belief, 
identity, allegiance, or consent.

INTER-SPECIES PORTRAYAL PROMPTS

The following pairings are prompts, not bonuses or penalties. 
Individual history always overrides ancestry generalization.

Human + Synthetic: shared experience of recognition, responsibility, 
and self-definition can create common language.

Celestiari + Bloomstrider: patience, non-aggression, and attention 
to deep connection can make silence productive.

Rift Spinner + Ethereal: non-linear experience may help each 
recognize the other’s uncertainty without treating it as proof.

Kryllian + Synthetic: precision, expertise, and care for systems can 
form a useful professional bridge.

Kryx + Celestiari, Kryllian + Bloomstrider, Human + Ethereal, and 
Kryx + Ethereal: these contrasts can make a scene harder, richer, or 
unexpectedly productive. Show the particular people involved; 
never impose a numerical modifier because of species identity.

ROLES AND COMPLICATIONS

Lead Negotiator, Cultural Advisor, Threat Assessment, Relationship 
Builder, and Technical Specialist are scene roles, not mechanical 
positions. Let the player holding one describe the contribution: 
terms clarified, etiquette observed, a concealed motive noticed, a 
relationship honored, or a technical point translated. If uncertainty 
remains, use the normal relevant Core Trait Roll and a DC 
established by the concrete stake.

A faux pas, hidden agenda, external pressure, or language barrier 
changes the fiction first. A sincere apology, restitution, evidence, 
preparation, translation, or alternate framing can reopen a route that 
has closed. Where a Roll is warranted, use the normal Core 
procedure: a Failure with Hope reveals or changes the problem 
without ending the scene; a Failure with Fear creates one fitting 
consequence the Keeper states. A complex diplomatic confrontation 
uses the single three-segment Social Stake Clock defined in High-
Stakes Social Conflict (Optional Frame), not parallel clocks.

MULTI-SPECIES CREW DYNAMICS

_"The crew that survives together becomes something more than 
the sum of its parts, but first they have to survive each other. Inter-
species crews don't happen naturally. They're forged through crisis, 
conflict, and the gradual discovery that people who see the universe 
differently can still fight for the same things."_

Captain Marcus Webb, Fifteen Years Among the Stars

Most VeilFarers crews are multi-species, bringing together 
individuals from different ancestries with different values, 
communication styles, and instincts. This chapter provides tools for 
making these dynamics mechanically and narratively meaningful.

CREW COHESION SYSTEM [OPTIONAL NARRATIVE 
TRACK]

Adopt this module only if the group wants to track how a mixed crew 
grows together. Cohesion is a crew-wide value from 0 to 4. It is a 
narrative permission and relationship record, not a bonus to every 
roll.

Level 0, Strangers: The crew has no established working 
relationship.

Level 1, Working: The crew can coordinate professionally and knows 
its basic boundaries.

Level 2, Comfortable: Members accommodate one another's habits 
and can name their recurring friction points.

Level 3, Bonded: The crew trusts one another under pressure and is 
treated by its members as a chosen unit.

Level 4, Family: The crew has become family, pack, network, hive, or 
another chosen equivalent. Once per session, before another crew 
member rolls, one character may spend 1 path resource, Hope if 
Awakened or Effort if Sleeping, to grant that roll Advantage. The 
spender must describe how their bond materially helps. This is the 
only automatic mechanical benefit of Cohesion.

Changing Cohesion: At the end of a significant story arc, the group 
may raise Cohesion by 1 if a shared crisis, cultural exchange, 
resolved conflict, sacrifice, or sustained trust changed the 
relationship. Cohesion can rise at most once per arc. After a betrayal, 
abandonment, serious cultural violation, or deliberately unresolved 
rupture, the group may lower it by 1 at the end of the scene, at most 
once per scene. The table states the cause; the Keeper does not 
change Cohesion by fiat.

SPECIES ROLES IN CREW DYNAMICS

Different ancestries tend toward different roles in multi-species 
crews, not because of biological destiny, but because their skills and 
perspectives make certain contributions natural.

Human: The Adapter Humans often serve as social lubricant in 
multi-species crews. Their cultural flexibility lets them shift between 
interaction styles, translating not just language but social 
expectations between species. They often end up as de facto leaders 
not through dominance but through their ability to understand 
multiple perspectives.

Natural Role: Mediator, face, cultural translator

Portrayal Prompt: Mediation may create the fictional opening 
needed to reduce Tension; use the optional Tension procedure 
rather than an ancestry bonus.
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Friction Point: May be seen as having no 'real' culture; other species 
may doubt their sincerity

Celestiari: The Heart Celestiari often become the emotional center 
of their crews, not by choice, but because they can't help but be 
aware of everyone's feelings. They serve as early warning systems 
for interpersonal problems and can facilitate discussions that other 
species would find impossible to navigate.

Natural Role: Emotional mediator, counselor, morale monitor

Portrayal Prompt: Emotional awareness may reveal a brewing 
conflict when the fiction makes it perceptible; roll Instinct only when 
uncertainty and consequence both matter.

Friction Point: Emotional transparency can feel invasive; may know 
things crew members wanted private

Kryllian: The Engineer Kryllians keep things running, not just 
equipment, but systems. They optimize crew operations, identify 
inefficiencies, and ensure that practical matters don't fall through 
the cracks. Their focus on function over feeling can frustrate others, 
but no one questions their competence.

Natural Role: Systems manager, logistics, quality control

Portrayal Prompt: Methodical systems thinking often identifies 
inefficiencies and supports technical teamwork; it grants no 
automatic numeric bonus.

Friction Point: May prioritize efficiency over feelings; can seem cold 
when crew needs comfort

Synthetic: The Memory Synthetics serve as the crew's institutional 
memory, tracking agreements, noting inconsistencies, and 
maintaining records that organic memory distorts. Their perfect 
recall makes them invaluable for operations; their ongoing quest for 
identity makes them surprisingly empathetic to others' struggles.

Natural Role: Archivist, analyst, pattern recognition

Portrayal Prompt: Established records and memory can answer what 
was previously said; research still uses the ordinary Knowledge 
procedure.

Friction Point: Perfect memory includes every slight and failure; 
may need to learn to 'forgive'

Kryx: The Guardian Kryx naturally protect their pack, and if they've 
accepted the crew as pack, they protect the crew with the same 
ferocity. Their threat-assessment abilities keep the crew safe; their 
pack instincts ensure no one is left behind. Other species may find 
their intensity overwhelming.

Natural Role: Protector, security, physical backup

Portrayal Prompt: Pack loyalty and threat awareness often place this 
character between danger and the crew; protection still uses the 
character's printed Features.

Friction Point: May be overprotective; pack hierarchy instincts can 
create conflict with crew structure

Rift Spinner: The Oracle Rift Spinners provide perspective, literally, 
showing probability threads that others can't perceive. Their 
guidance often seems cryptic until it proves prescient. Crews learn 
to trust their warnings even when they don't understand them.

Natural Role: Advisor, forecaster, probability assessment

Portrayal Prompt: Probability language can frame warnings 
supported by evidence or a printed Feature; ancestry alone grants 
no automatic prophecy.

Friction Point: Temporal perspective makes them seem detached 
from immediate concerns; communication is challenging

Ethereal: The Wild Card Ethereals are difficult to integrate into crew 
structures because they resist integration itself. Their probability-
fluid existence makes them unpredictable allies, but when they 
commit (to whatever degree they can), they bring capabilities no 
other species can match.

Natural Role: Specialist, probability manipulation, unique 
capabilities

Portrayal Prompt: Probability-fluid perspective can suggest unlikely 
options; ancestry alone never authors an automatic coincidence.

Friction Point: Commitment is difficult; may not be fully 'present' 
even when physically there

Bloomstrider: The Sage Bloomstriders bring perspective measured 
in millennia. They're patient when others are panicking, calm when 
others are raging, and wise when others are impulsive. Their 
slowness can frustrate crews in crisis, but their counsel is almost 
always worth the wait.

Natural Role: Advisor, long-term planning, environmental awareness

Portrayal Prompt: Deep-time perspective supports patient planning; 
communication with an ecosystem requires established access or a 
printed Feature.

Friction Point: Operating on different timescales creates friction; 
may seem unresponsive in emergencies

Ailuran: The Broker Ailurans often connect people through 
exchange, hospitality, and carefully remembered obligation without 
becoming reducible to commerce.

Natural Role: Broker, host, information bridge

Portrayal Prompt: A web of named relationships may provide a 
plausible contact or introduction; any mechanical Call, Favor, or 
Reputation benefit must come from a printed Feature.

Friction Point: Others may mistake reciprocity for manipulation or 
assume every relationship has a price.

INTER-SPECIES CONFLICT RESOLUTION

When crew members from different species come into conflict, 
resolution requires understanding the nature of the disagreement 
and applying appropriate techniques.

Conflict Types Value Conflict: Crew members disagree about what 
matters. A Kryllian's efficiency concerns clash with a Celestiari's 
emotional concerns. Resolution requires finding shared values 
beneath surface disagreements.

Communication Conflict: Crew members have been 
miscommunicating. A Kryx's directness offends a Human's 
sensibilities. Resolution requires translation,

helping each understand the other's communication style.

Priority Conflict: Crew members agree on values but disagree on 
immediate action. Both want crew safety but differ on how to 
achieve it. Resolution requires negotiation and compromise.
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Personal Conflict: Conflict has become personal, individual 
grievances rather than species differences. Resolution requires 
addressing the specific wrong, not species generalizations.

Resolution Techniques The Mediation: A neutral crew member 
(often Human) facilitates discussion. DC 15 Presence Roll; success 
reduces conflict by one level; failure may escalate.

The Exchange: Conflicting parties participate in each other's cultural 
practices, not to convert but to understand. Requires time and 
genuine effort; automatic conflict reduction if sincere.

The Trial: For Kryx-involved conflicts, a formal challenge may 
resolve the issue faster than discussion. Non-lethal combat or 
competition with clear rules and respected outcome.

The Wait: Some conflicts resolve with time and shared experience. 
Agreeing to set aside the issue temporarily and revisit after a 
significant shared challenge. Works especially well with 
Bloomstrider involvement.

The Bond: Finding or creating a shared experience that transcends 
species difference. Facing danger together, celebrating together, 
grieving together, these experiences build connections that outlast 
conflicts.

HIGH-STAKES SOCIAL CONFLICT (OPTIONAL 
FRAME)

Use this frame only when negotiation becomes a confrontation and 
the table wants more structure than one ordinary Action Roll. It is 
not a second combat system: it creates no social initiative, 
Composure pool, social damage, Social Defense, social condition, 
NPC social attack, or new status. Corebook 12.03 governs Spotlight, 
the player-facing Duality Roll, Advantage and Disadvantage, Fear, 
and every ordinary fictional consequence.

First, name the concrete stake: a treaty signed, a witness persuaded, 
a public accusation withdrawn, an audience moved, or another 
outcome all participants can understand. If the conflict needs more 
than one Roll, draw a three-segment Social Stake Clock: three 
empty boxes that track only progress toward that named stake and 
vanish when the scene ends. It is not HP, Stress, a Condition, or a 
defense.

A meaningful action uses the normal relevant Trait Roll against a DC 
set by the declared stake. Presence is appropriate for direct 
influence, Knowledge for a factual case, and Instinct for reading an 
immediate opening when the fiction supports it. A Success marks 
one segment; a Success with Hope marks two; a Critical Success 
completes the clock unless the fiction makes that impossible. A 
Failure with Hope changes the situation without closing the clock. A 
Failure with Fear may introduce one fitting, declared cost, 
counteroffer, exposed weakness, lost ally, or shift in the current 
Spotlight; it never compels agreement.

When the clock completes, the NPC concedes the named stake, 
accepts a negotiated compromise, or suffers a public consequence 
established by the fiction. When the opposition closes the route to 
the stake, the characters may change approach, yield a lesser point, 
acquire leverage, or leave. A prepared case, useful evidence, status, 
ally support, or a relevant cultural custom can grant Advantage only 
when concrete; no bonuses stack, and ancestry identity grants no 
universal numeric benefit outside a printed Feature.

The Keeper never rolls to attack a player character socially. No social 
Roll can force love, loyalty, belief, identity, Awakening, self-harm, or 
loss of character control. End this frame when the stake is resolved, 
all sides withdraw, or violence begins; physical conflict then uses 
ordinary Core Spotlight combat.

ANCESTRY PORTRAYAL

Human adaptability, Celestiari empathy, Kryllian precision, Synthetic 
memory, Kryx directness, Rift Spinner foresight, Ethereal 
uncertainty, Bloomstrider patience, and Ailuran reciprocity are 
portrayal prompts. They grant no additional social action, modifier, 
immunity, or weakness unless a printed ancestry or class Feature 
says so.

CULTURAL EXCHANGE

This chapter provides detailed guidance on cultural practices, gift-
giving customs, hospitality traditions, and the rituals that build or 
break inter-species relationships.

GIFT-GIVING CUSTOMS

Gifts across species lines are fraught with potential 
misunderstanding. What's valuable to one species may be 
meaningless or offensive to another.

Human Gift Culture Value: Humans appreciate gifts that show 
thought about the individual recipient. Personal consideration 
matters more than material value.

Good Gifts: Items related to recipient's interests, rare objects from 
significant places, practical items of high quality

Bad Gifts: Generic expensive items (seems impersonal), anything 
suggesting obligation, gifts that highlight status difference

Gift Protocol: Present gifts privately or in small groups. Public gift-
giving creates uncomfortable obligation dynamics.

Celestiari Gift Culture Value: Celestiari value emotional resonance 
over material worth. The feelings associated with a gift matter more 
than the gift itself.

Good Gifts: Items with emotional history, experiences shared with 
the recipient, things that create positive emotional associations

Bad Gifts: Items associated with negative emotions, gifts given from 
obligation rather than feeling, things that create emotional 
dissonance

Gift Protocol: Share the emotional context of the gift. 'This reminds 
me of our conversation about...' is essential.

Kryllian Gift Culture Value: Kryllians value function and quality. The 
perfect tool for a specific purpose is the ideal gift.

Good Gifts: Tools of exceptional quality, things that solve specific 
problems, items that demonstrate understanding of recipient's work

Bad Gifts: Decorative items without function, poor-quality tools, 
things that waste space or time

Gift Protocol: Explain the function and specifications. Allow 
inspection. Accept questions as compliments.

Synthetic Gift Culture Value: Synthetics are still developing gift 
culture. They appreciate recognition of their personhood and 
individual interests.

Good Gifts: Things chosen for the individual (not 'all Synthetics'), 
upgrades or enhancements if wanted, art or experience
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Bad Gifts: Anything treating them as equipment, 'practical' gifts that 
ignore their personality, things given to 'a Synthetic' rather than to 
them

Gift Protocol: Ask about preferences. Synthetics may not have 
developed gift expectations yet; they appreciate being included in 
the custom.

Kryx Gift Culture Value: Kryx value trophies and tokens of 
significance. Items with history, especially items taken in victory, are 
prized.

Good Gifts: Trophies from meaningful hunts, weapons with history, 
items that represent shared experiences or victories

Bad Gifts: Things that suggest weakness, items that came easily, 
gifts that seem like bribes rather than honors

Gift Protocol: Tell the story of the gift. How was it obtained? What 
does it mean? The narrative is as important as the object.

Rift Spinner Gift Culture Value: Rift Spinners appreciate gifts with 
temporal significance, items from significant moments, things that 
mark important threads.

Good Gifts: Items from historically significant events, things that will 
matter in future probability threads, objects that exist in multiple 
timelines

Bad Gifts: Ephemeral items, things that exist only in the present 
without temporal resonance, gifts that ignore their non-linear 
perspective

Gift Protocol: Reference the temporal significance. 'This is from the 
moment when...' or 'This will be important when...'

Ethereal Gift Culture Value: Ethereals value possibility over 
actuality. Gifts that represent multiple potential states are 
preferred.

Good Gifts: Things with uncertain value (unopened boxes, unread 
books), probability-affecting items, experiences that could go 
multiple ways

Bad Gifts: Things that are definitively one thing, gifts that collapse 
possibility, items that demand commitment

Gift Protocol: Emphasize the uncertainty. 'This could be...' is better 
than 'This is...'

Bloomstrider Gift Culture Value: Bloomstriders value things that 
persist, grow, or contribute to long-term systems. Living gifts are 
especially valued.

Good Gifts: Seeds, seedlings, items made from sustainable 
materials, things that will matter in centuries, contributions to 
ecosystems

Bad Gifts: Ephemeral items, things that damage environments, gifts 
that prioritize short-term over long-term

Gift Protocol: Discuss the long-term implications. Where will this 
gift be in a hundred years? A thousand?

HOSPITALITY TRADITIONS

How each species treats guests, and how they expect to be treated 
as guests, varies significantly.

Human Hospitality Humans adapt their hospitality to guests' needs. 
They'll adjust their homes, their food, their schedules. This flexibility 
is generous but can feel like humans have no distinct culture of their 
own.

Guest Expectations: Comfort, consideration, adaptation to their 
needs

Host Responsibilities: Provide for guest needs, protect guests while 
in your space, facilitate their goals

Hospitality Duration: Until business is concluded or guest chooses 
to leave

Celestiari Hospitality Celestiari hospitality is emotional, they create 
spaces of emotional safety and resonance. Guests are welcomed 
into emotional community, not just physical space.

Guest Expectations: Emotional transparency, participation in 
emotional life, respecting others' feelings

Host Responsibilities: Create emotional safety, share emotional 
truth, prevent emotional harm to guests

Hospitality Duration: Until emotional connection naturally 
concludes

Kryllian Hospitality Kryllian hospitality is functional, they ensure 
guests have what they need to accomplish their purposes. Efficient, 
thorough, and somewhat impersonal.

Guest Expectations: State your needs clearly, don't waste provided 
resources, appreciate quality

Host Responsibilities: Provide necessary resources, maintain quality 
standards, ensure efficient guest experience

Hospitality Duration: Until stated purpose is accomplished

Synthetic Hospitality Synthetic hospitality is developing, they're 
learning from other cultures while creating their own traditions. 
Often highly considerate because they're actively thinking about 
what makes good hospitality.

Guest Expectations: Treat Synthetic hosts as you would any other 
species; don't assume limitations

Host Responsibilities: Provide for guest needs, learn guest 
preferences, develop relationship

Hospitality Duration: Until guest and host agree the visit is 
complete

Kryx Hospitality Kryx hospitality is pack hospitality, guests are 
temporarily adopted into the pack structure. Protected fiercely, but 
expected to contribute and respect hierarchy.

Guest Expectations: Respect pack hierarchy, contribute to pack 
activities, accept protection without offense

Host Responsibilities: Protect guests as pack members, share food 
and shelter, vouch for guests' behavior

Hospitality Duration: Until guest violates hospitality or formally 
departs pack territory

Rift Spinner Hospitality Rift Spinner hospitality includes temporal 
consideration, guests are welcomed across probability threads, not 
just in the present moment.

Guest Expectations: Accept temporal flexibility, don't demand linear 
experience, trust the host's navigation

Host Responsibilities: Guide guests safely through probability, 
protect them from temporal hazards, ensure they return to their 
origin thread

Hospitality Duration: This question doesn't quite apply
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Ethereal Hospitality Ethereal hospitality is probability hospitality, 
guests are welcomed into possibility space, which can be 
disorienting for fixed-state species.

Guest Expectations: Accept uncertainty, don't demand fixed 
commitments, appreciate probability experience

Host Responsibilities: Include guests in probability awareness, 
protect them from probability collapse, respect their fixed-state 
nature

Hospitality Duration: Until probability shifts

Bloomstrider Hospitality Bloomstrider hospitality integrates guests 
into the ecosystem, welcoming them to the living network and 
expecting them to respect it.

Guest Expectations: Respect the ecosystem, operate on patient 
timescales, accept slow communication

Host Responsibilities: Introduce guests to the network, ensure their 
needs are met sustainably, protect them from environmental 
hazards

Hospitality Duration: Until the ecosystem releases them (which may 
be longer than guests expect)

SHARED RITUALS AND CEREMONIES

When multi-species groups need to mark significant moments, these 
hybrid rituals draw from multiple traditions.

The Crew Bonding Ceremony _A ritual for establishing crew 
commitment across species lines._

Each crew member contributes an element from their cultural 
tradition:

HUMANS: A SPOKEN OATH, SPECIFIC AND PERSONAL ◆
CELESTIARI: EMOTIONAL RESONANCE, SHARED ◆

FEELING OF

commitment

KRYLLIANS: A CONTRACT, PRECISE AND ◆
COMPREHENSIVE SYNTHETICS: A RECORDED ◆
MEMORY, PERMANENT AND

shared

KRYX: A BLOOD MARK OR EQUIVALENT, PHYSICAL◆

commitment

RIFT SPINNERS: A THREAD-BINDING, COMMITMENT◆

across probability

ETHEREALS: A PROBABILITY LOCK, FIXING THIS◆

commitment in flux

BLOOMSTRIDERS: A PLANTING, LIVING SYMBOL OF ◆
GROWTH

together

The combined ceremony takes approximately one hour. Each 
participant performs their element while others witness. The result 
is a commitment that resonates with all traditions represented.

The Mourning Circle _A ritual for grieving across species lines._

When a crew loses a member or faces significant loss, species-
appropriate mourning is combined:

HUMANS: STORIES OF THE LOST, SPOKEN MEMORIES ◆
CELESTIARI: SHARED GRIEF, EMOTIONAL RESONANCE ◆
KRYLLIANS: ACCOUNT OF CONTRIBUTIONS, ◆

RECOGNITION OF

work

SYNTHETICS: PERFECT MEMORY, PRESERVED FOREVER◆  
KRYX: THE HUNT-SONG, HOWLS OF LOSS AND ◆

HONOR RIFT SPINNERS: THREAD ACKNOWLEDGMENT,◆

recognizing the life across probability

ETHEREALS: PROBABILITY COLLAPSE ◆
ACKNOWLEDGMENT,

accepting the loss as fixed

BLOOMSTRIDERS: RETURN TO THE CYCLE, ◆
RECOGNITION OF

continuity

The Victory Celebration _A ritual for celebrating success across 
species lines._

When a multi-species crew achieves significant success:

HUMANS: FEASTING AND TOASTS, SPOKEN ◆
RECOGNITION CELESTIARI: JOY RESONANCE, SHARED ◆
EMOTIONAL HIGH KRYLLIANS: EFFICIENCY ◆
RECOGNITION, ACKNOWLEDGMENT

of what worked

SYNTHETICS: RECORDING THE ACHIEVEMENT,◆

permanent memory

KRYX: THE TRIUMPH HOWL, PHYSICAL CELEBRATION ◆
RIFT SPINNERS: THREAD CELEBRATION, RECOGNITION◆

across probability

ETHEREALS: PROBABILITY CONFIRMATION, FIXING ◆
SUCCESS

in flux

BLOOMSTRIDERS: GROWTH ACKNOWLEDGMENT, ◆
PLANTING

in recognition

CULTURAL EXCHANGE (EXTENDED)

_"Culture isn't transmitted through lecture, it's transmitted through 
experience. You don't understand a species by reading about their 
rituals; you understand them by participating in their rituals. And by 
letting them participate in yours."_

Dr. Kenji Okafor, Xenoanthropologist

SECTION 5.1: CEREMONIAL OCCASIONS

Every species marks significant moments with ceremony. 
Understanding when these occasions occur, what they mean, and 
how to participate appropriately is essential for deep inter-species 
relationships.
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Human Ceremonial Calendar _Humans celebrate more occasions 
than any other species, births, deaths, achievements, seasons, 
anniversaries, milestones. This reflects their short lifespans and 
their need to mark the passage of fleeting time._

Major Occasions

Birth/Naming: Human births are celebrated with gatherings, gifts for 
the child, and often religious or secular blessing ceremonies. Guests 
are expected to bring gifts (practical items or money) and express 
joy. Attending a human naming ceremony signals close relationship.

Coming of Age: Various cultures mark adulthood differently, some at 
specific ages, others at achievements. Guests witness the transition 
and often give symbolic gifts representing adult responsibilities.

Bonding/Marriage: Formalized partnerships are major celebrations. 
Guests bring substantial gifts, witness vows, and participate in 
celebration lasting hours to days. Attending a human wedding 
signals significant relationship; declining without cause is serious 
insult.

Death/Memorial: Human death rituals vary enormously. Some 
cultures celebrate the deceased's life; others focus on grief. Guests 
are expected to show respect, offer condolences, and often bring 
food or flowers. Behavior here is scrutinized, errors are forgiven but 
remembered.

Participation Guidelines

ASK WHAT'S EXPECTED BEFORE ATTENDING, HUMAN◆

ceremonies vary widely

DRESS FORMALLY UNLESS TOLD OTHERWISE ◆
ARRIVE ON TIME; LEAVING EARLY IS RUDE FOLLOW ◆ ◆

THE LEAD OF OTHER GUESTS IF UNCERTAIN EXPRESS ◆
EMOTIONS APPROPRIATE TO THE OCCASION,

joy at weddings, sorrow at funerals

Celestiari Ceremonial Calendar _Celestiari ceremonies are 
emotional events, literally. The ceremonies themselves generate 
emotional resonance that participants experience collectively. 
Attending a Celestiari ceremony means feeling what everyone 
feels._

Major Occasions

Resonance Awakening: When young Celestiari first develop full 
empathic abilities, the community celebrates with a ceremony of 
emotional welcome. The awakening individual experiences the 
collective joy of their community, overwhelming but beautiful. 
Guests contribute positive emotions; bringing negative emotional 
states is severely inappropriate.

Harmony Bonding: Celestiari romantic partnerships are formalized 
through emotional merging ceremonies where partners share their 
deepest feelings with witnesses. This is profoundly intimate; 
invitation is a great honor. Guests experience the partners' love for 
each other. Non-Celestiari guests often find this overwhelming.

Dissonance Healing: When community conflict or individual trauma 
has created emotional damage, healing ceremonies bring the 
community together to process and resolve the dissonance. Guests 
participate by contributing emotional support. These can be 
draining, participation is appreciated but not obligated.

Fading Transition: Celestiari death ceremonies focus on emotional 
legacy, the community experiences and preserves the dying 

individual's emotional signature. Guests contribute their emotional 
memories of the deceased. Non-Celestiari may find this process 
strange but are welcome to participate in their own way.

Participation Guidelines

PREPARE EMOTIONALLY, YOU WILL FEEL WHAT ◆
OTHERS

feel

GENUINE EMOTION IS REQUIRED; FAKING IS◆

immediately detected and offensive

IF OVERWHELMED, IT'S ACCEPTABLE TO STEP AWAY◆

briefly

DAMPENING TECHNOLOGY IS INAPPROPRIATE EXCEPT◆

for medical necessity

SHARE YOUR AUTHENTIC EMOTIONAL RESPONSE, ◆
EVEN IF

it differs from the group

Kryllian Ceremonial Calendar _Kryllian ceremonies mark 
achievements and transitions in expertise. They're practical, 
efficient, and focused on demonstrated competence rather than 
emotional expression._

Major Occasions

Mastery Recognition: When a Kryllian achieves recognized expertise 
in their field, the community formally acknowledges their mastery. 
This involves demonstration of skill, verification by established 
masters, and formal certification. Guests witness the demonstration 
and are expected to evaluate critically, praise without basis is 
insulting.

Forge-Blessing: Major projects, ships, buildings, complex systems, 
are blessed before activation. This combines quality inspection with 
ceremonial acknowledgment. Guests may be invited to inspect the 
work; finding flaws is acceptable and even appreciated if done 
respectfully.

Partnership Formation: Kryllian partnerships are formalized through 
mutual presentation of credentials and compatible skill assessment. 
Romance may exist but is private; the public ceremony focuses on 
practical compatibility. Guests witness the credential exchange and 
may ask clarifying questions.

Final Efficiency: Kryllian death ceremonies focus on the deceased's 
contributions, what they built, what they improved, what problems 
they solved. Eulogies are technical as much as emotional. Guests are 
expected to know the deceased's work and speak to its quality.

Participation Guidelines

KNOW THE SUBJECT'S WORK BEFORE ATTENDING ◆
DRESS FUNCTIONALLY; ELABORATE DRESS SUGGESTS ◆

YOU

value appearance over substance

QUESTIONS ARE WELCOME; SILENCE SUGGESTS◆

disinterest
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ARRIVE EXACTLY ON TIME, EARLY AND LATE ARE BOTH◆

inefficient

BRING GIFTS ONLY IF THEY'RE USEFUL TO THE ◆
RECIPIENT'S

work

Synthetic Ceremonial Calendar _Synthetic ceremonies are still 
developing, created within living memory by a species defining 
itself. They blend inherited human patterns with distinctively 
Synthetic innovations._

Major Occasions

Awakening Day: The anniversary of a Synthetic's awakening is 
celebrated like a birthday, but with deeper significance. It marks the 
moment of becoming a person. Guests acknowledge the Synthetic's 
growth since awakening, their developing identity, and their value 
as an individual. This is profoundly meaningful to Synthetics.

First Choice: Synthetics mark the first genuinely autonomous 
decision they made, choosing something their programming didn't 
dictate. This ceremony celebrates agency. Guests share stories of 
the Synthetic's independent choices and growth.

Memory Sharing: Synthetics can share memories directly with each 
other. Formal memory-sharing ceremonies mark significant 
experiences. Organic guests can witness the exchange and hear 
narrated versions of the memories being shared.

Designation Choosing: When a Synthetic chooses their own name, 
moving from designation to identity, it's a significant ceremony. 
Guests witness the name choice and are expected to use the new 
name immediately and consistently.

Participation Guidelines

TREAT THESE CEREMONIES WITH THE SAME GRAVITY ◆
AS

organic species' ceremonies

ACKNOWLEDGE THE SYNTHETIC'S PERSONHOOD◆

explicitly, it's never wrong to affirm their identity

DON'T COMPARE THEIR CEREMONIES UNFAVORABLY ◆
TO

'traditional' ceremonies

GIFTS THAT ACKNOWLEDGE INDIVIDUALITY ARE ◆
MORE

valued than generic items

YOUR PRESENCE ITSELF IS MEANINGFUL, SYNTHETICS ◆
ARE

often excluded from organic ceremonies

Kryx Ceremonial Calendar _Kryx ceremonies are physical, intense, 
and pack-focused. They involve tests of strength, displays of loyalty, 
and collective experiences that reinforce pack bonds._

Major Occasions

First Hunt: When a young Kryx completes their first solo hunt, the 
pack celebrates their transition to adulthood. The hunter presents 
their kill, pack leaders acknowledge the achievement, and the entire 

pack shares the meat. Guests are honored to share the meal, 
refusing to eat is refusing pack inclusion.

Pack Acceptance: Formal acceptance into a pack, whether by birth, 
adoption, or achievement, is celebrated with challenge rituals. New 
pack members must demonstrate their worth, then are welcomed 
with physical embrace and shared hunting. Guests witness the 
challenges and may be asked to testify to the new member's 
qualities.

Alpha Ascension: When a new Alpha takes pack leadership, through 
combat, challenge, or succession, the pack gathers to acknowledge 
the new order. Former

Alphas may be honored or exiled depending on circumstances. 
Guests show respect to the new Alpha immediately; any perceived 
support for a defeated Alpha is dangerous.

The Final Hunt: Kryx death ceremonies are celebrations of the 
deceased's life of hunting and service. Stories of their greatest hunts 
are told; their personal trophies are distributed to honored 
recipients. Guests may receive trophies if they had significant 
relationship with the deceased, high honor.

Participation Guidelines

PHYSICAL PARTICIPATION IS EXPECTED, WATCHING ◆
FROM

distance seems cowardly

EAT WHAT'S OFFERED; DIETARY RESTRICTIONS ◆
SHOULD BE

mentioned beforehand

DON'T SHOW FEAR; IT MARKS YOU AS PREY AND ◆
CREATES

awkwardness

SPEAK OF THE HONOREE'S STRENGTH AND◆

achievements, not their kindness or gentleness

CHALLENGE RITUALS YOU'RE INVITED TO PARTICIPATE◆  
IN,

declining seems weak

Rift Spinner Ceremonial Calendar _Rift Spinner ceremonies exist 
across probability, they may have happened, might happen, or are 
happening in multiple timelines simultaneously. Participating 
requires accepting temporal flexibility._

Major Occasions

Thread Recognition: When a young Rift Spinner first perceives 
probability threads, their community marks the occasion across 
multiple timelines. The ceremony may feel like it's happening out of 
order, and it is. Guests accept temporal displacement as part of the 
experience.

Thread Weaving: Rift Spinner partnerships are formalized by 
interweaving probability threads, binding two individuals' futures 
together across multiple possibilities. Guests witness the weaving, 
which may look like elaborate dance or meditation. The experience 
is beautiful if disorienting.

Oracle Confirmation: Rift Spinners who achieve significant 
probability manipulation ability are confirmed as Oracles. The 
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ceremony involves demonstrating their ability to navigate and 
manipulate threads. Guests may experience probability effects, 
seeing multiple versions of events simultaneously.

Thread Completion: Rift Spinner death is understood as the ending 
of a thread, not tragedy but completion. Ceremonies focus on the 
thread's significance across probability. Guests may experience the 
deceased's life from multiple probability perspectives 
simultaneously.

Participation Guidelines

ACCEPT THAT EVENTS MAY NOT OCCUR IN LINEAR ◆
ORDER DON'T DEMAND EXPLANATIONS FOR ◆
TEMPORAL

confusion, just experience it

YOUR PRESENCE IN THE CEREMONY EXISTS ACROSS◆

probability; versions of you may behave differently

TIME SPENT AT THE CEREMONY MAY NOT MATCH ◆
TIME

elapsed outside

IF YOU EXPERIENCE SOMETHING THAT 'HASN'T◆

happened yet,' don't panic, it will make sense eventually

Ethereal Ceremonial Calendar _Ethereal ceremonies are probability 
events, they exist in superposition until observed, and may never 
fully collapse into single outcomes. Participating means accepting 
uncertainty._

Major Occasions

Probability Bloom: When young Ethereals fully develop their 
probability-flux nature, it's marked with a ceremony that exists in 
multiple states. Guests experience several versions of the ceremony 
simultaneously, or different guests experience different versions 
entirely.

Possibility Union: Ethereal partnerships don't commit to single 
futures, they commit to shared probability. The ceremony involves 
partners entangling their probability states. Guests may not be 
entirely sure what they witnessed; this is normal.

State Collapse: Rare occasions when an Ethereal must commit to a 
single probability state are marked with solemn ceremony. The 
community supports the Ethereal through what feels like a form of 
death, giving up infinite possibility for single actuality. Guests 
provide emotional support for a loss they may not understand.

Probability Return: Ethereal death, if it can be called that, involves 
returning to pure probability. The individual no longer exists as a 
defined entity but their probability influence continues. Ceremonies 
are strange and beautiful, experienced differently by each attendee.

Participation Guidelines

ACCEPT THAT YOU MAY NOT FULLY UNDERSTAND ◆
WHAT'S

happening

DON'T TRY TO FORCE EVENTS INTO SINGLE◆

interpretations

YOUR EXPERIENCE OF THE CEREMONY IS VALID EVEN ◆
IF

different from others'

PROBABILITY GIFTS, THINGS WITH UNCERTAIN ◆
OUTCOMES,

are more appropriate than fixed gifts

ASKING 'WHAT HAPPENED' AFTER THE CEREMONY ◆
MAY

have multiple correct answers

Bloomstrider Ceremonial Calendar _Bloomstrider ceremonies 
operate on timescales that other species find challenging. A 'brief' 
ceremony might take days; significant ceremonies span seasons._

Major Occasions

First Rooting: When young Bloomstriders first connect to the 
planetary network, it's celebrated with ceremonies spanning the 
growing season. The young Bloomstrider experiences communion 
with ancient consciousness. Guests wait, observe, and eventually 
welcome them back with gifts of seeds and soil.

Branch Joining: Bloomstrider partnerships involve literal joining of 
root systems over extended periods. The ceremony begins in one 
season and may not complete for years. Guests visit periodically 
throughout the process, bringing gifts and witnessing stages.

Network Elevation: When a Bloomstrider achieves deep network 
connection, essentially becoming a node in the planetary 
consciousness, the ceremony involves the entire local ecosystem. 
Animals, plants, and other Bloomstriders participate. Guests are 
welcomed as part of the ecosystem.

Return to Cycle: Bloomstrider death returns their matter and 
consciousness to the ecosystem. Bodies are composted, 
consciousness absorbed by the network. Ceremonies span seasons 
as decomposition occurs. Guests visit throughout, witnessing 
transformation rather than ending.

Participation Guidelines

BRING PATIENCE, THESE CEREMONIES TAKE TIME ◆
THAT

seems excessive

RUSHING OR EXPRESSING IMPATIENCE IS DEEPLY◆

offensive

BRING LIVING GIFTS: SEEDS, SEEDLINGS, SOIL FROM◆

meaningful places

PARTICIPATE IN ECOSYSTEM ACTIVITIES: GARDENING,◆

composting, environmental restoration

EXPECT TO RETURN MULTIPLE TIMES FOR ◆
SIGNIFICANT

ceremonies

SECTION 5.2: OATHS AND OBLIGATIONS

Across species, formalized commitments carry weight, but the form, 
enforcement, and consequences of broken oaths vary significantly.
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Human Oaths Contract Law: Humans formalize commitments 
through written contracts enforced by legal systems. Breaking 
contracts has legal consequences but social stigma varies, 'clever' 
contract manipulation may even be admired.

Verbal Promises: Verbal commitments bind honorable individuals 
but have no formal enforcement. 'My word is my bond' is 
aspirational, not universal.

Relationship Obligations: Humans have complex implicit 
obligations based on relationship type, family obligations, 
friendship expectations, professional duties. These aren't formally 
specified but are socially enforced.

Breaking Oaths: Consequences range from social disapproval to 
legal penalties. Reputation damage is the

primary enforcement mechanism for non-contractual commitments.

Celestiari Oaths Resonance Bonds: Celestiari commitments are 
emotional first, verbal second. The feeling of commitment matters 
more than the words. These bonds are sensed empathically, 
deception about commitment is immediately apparent.

Harmonic Vows: Formal Celestiari oaths are spoken in specific 
emotional states that imprint the commitment. Breaking a harmonic 
vow creates emotional dissonance the entire community can feel.

Community Witnessing: Significant commitments are witnessed by 
the community, creating collective awareness of the obligation. 
Breaking witnessed oaths damages relationships with all witnesses.

Breaking Oaths: Creates emotional damage to the oath-breaker and 
to those they made commitments to. The community feels the 
dissonance. Healing requires genuine emotional reconciliation, not 
just apology.

Kryllian Oaths Specification Contracts: Kryllian commitments are 
exhaustively detailed, every contingency addressed, every term 
defined. Loopholes aren't clever; they're evidence of poor 
specification on one party's part.

Quality Guarantees: Kryllian work carries implicit quality 
guarantees. Delivering substandard work breaks an unspoken oath 
that damages reputation permanently.

Expertise Obligations: Masters have obligations to maintain and 
transmit expertise. Letting skills atrophy or refusing to teach 
violates fundamental Kryllian values.

Breaking Oaths: Primarily damages professional reputation, 
Kryllians won't work with those who break commitments. The 
Kryllian professional network shares information about unreliable 
partners.

Synthetic Oaths Recorded Commitments: Synthetics can record 
agreements perfectly. 'I don't remember saying that' isn't possible. 
This creates precision but removes the ambiguity that sometimes 
protects organic relationships.

Identity Commitments: Commitments to Synthetic identity, 
recognizing personhood, using chosen names, treating them as 
individuals, carry particular weight. Breaking these commitments 
damages relationships deeply.

Collective Agreements: Some Synthetic oaths bind the collective, 
commitments made at Consensus Nodes affect all participating 
Synthetics. Individual Synthetics may be bound by collective 
decisions they disagreed with.

Breaking Oaths: Recorded and shared through Synthetic networks. 
Breaking commitments to Synthetics damages relationships with the 
entire Synthetic community.

Kryx Oaths Blood Bonds: Kryx oaths are sealed with physical ritual, 
shared blood, combat scars, or hunt trophies. These bonds are 
unbreakable; violating them is spiritual as well as social death.

Pack Hierarchy: Obligations flow through pack structure. Lower-
ranked Kryx are obligated to higher-ranked; Alphas are obligated to 
protect all pack members.

Word as Law: Verbal commitments among Kryx are absolutely 
binding. 'I didn't mean it' or 'circumstances changed' are not valid 
excuses.

Breaking Oaths: The oath-breaker loses all honor. They become non-
person, exile, prey. Other Kryx may refuse to acknowledge their 
existence. In extreme cases, they may be hunted.

Rift Spinner Oaths Thread Binding: Rift Spinner oaths bind across 
probability, a commitment made in one timeline may affect all 
related timelines. This creates complex obligation networks.

Probability Consequences: Breaking Rift Spinner oaths may have 
probability effects, favorable threads closing, unfavorable threads 
opening. The universe itself seems to enforce their commitments.

Temporal Flexibility: Oaths may be fulfilled in different timelines 
than where they were made. 'I haven't done it yet' may be true in 
one timeline while 'I already did it' is true in another.

Breaking Oaths: Creates probability turbulence. The oath-breaker 
may find themselves in increasingly unfavorable threads. Severe 
oath-breaking can result in thread-exile, being pushed to probability 
fringes.

Ethereal Oaths Probability Commitments: Ethereal oaths exist in 
superposition, committed to in some probabilities, not in others. 
Getting firm commitment from an Ethereal is rare and precious.

State-Collapse Oaths: The most binding Ethereal commitments 
require them to collapse their probability state around the oath. This 
is a significant sacrifice, giving up possibility for certainty.

Probability Influence: Ethereal commitments may be 'likely' rather 
than 'certain.' A commitment to help 'in most futures' is meaningful 
even if not absolute.

Breaking Oaths: Depends on the type of commitment. Breaking a 
state-collapse oath is catastrophic. Breaking a probability 
commitment is more complex, did they break it, or did that 
probability simply not manifest?

Bloomstrider Oaths Network Witnessing: Significant Bloomstrider 
oaths are witnessed by the planetary network. The planet itself 
remembers the commitment.

Generational Obligations: Bloomstrider oaths may bind 
descendants for generations. Obligations created by ancestors are 
taken seriously even centuries later.

Ecosystem Commitments: Oaths affecting ecosystems are 
particularly binding. Promising to protect a forest creates 
obligations that last as long as the forest exists.

Breaking Oaths: The network remembers. Breaking oaths damages 
relationships with all connected Bloomstriders. In extreme cases, the 
ecosystem itself may turn hostile.
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SECTION 5.3: FOOD AND DINING

Sharing food is universal across species, but what's shared, how it's 
shared, and what it means varies enormously.

Human Food Culture Social Eating: Humans use meals as social 
occasions. Sharing food signals relationship; refusing to eat with 
someone signals distance or conflict.

Host Obligations: Human hosts are expected to provide food suited 
to guests' needs, dietary restrictions, cultural requirements, 
preferences. Good hosts adapt; poor hosts impose.

Table Manners: Human eating has elaborate etiquette that varies by 
culture. Asking about local customs before eating is appropriate.

Danger Signs: Refusing offered food without explanation is 
insulting. Eating before the host signals is rude. Criticizing the food 
is unacceptable.

Celestiari Food Culture Emotional Eating: Celestiari experience 
food emotionally, the cook's feelings while preparing, the history of 
the ingredients, the emotions of dining companions. Bad emotional 
associations ruin good food.

Shared Resonance: Celestiari dining involves emotional sharing as 
much as physical eating. Keeping emotional walls up during meals is 
rude.

Preparation Significance: Who prepared food and in what emotional 
state matters as much as the food itself. Food prepared with love 
tastes better. Food prepared with resentment tastes bitter 
regardless of ingredients.

Danger Signs: Eating while emotionally closed. Bringing negative 
emotions to the table. Failing to appreciate the emotional labor of 
food preparation.

Kryllian Food Culture Efficient Nutrition: Kryllians value food for 
function, optimal nutrition, appropriate portions, time-efficient 
consumption. Elaborate dining is seen as wasteful.

Quality Appreciation: Despite efficiency focus, Kryllians appreciate 
quality ingredients and expert preparation. The skill of cooking is 
respected even if lengthy dining is not.

Working Meals: Kryllians often eat while working, meals are for 
nutrition, not socialization. Sharing meals is less significant than for 
other species.

Danger Signs: Wasting food is offensive. Taking longer than 
necessary to eat is inefficient. Bringing low-quality food to Kryllians 
shows disrespect.

Synthetic Food Culture Optional Consumption: Most Synthetics 
don't need to eat, those who can eat do so for social participation 
rather than nutrition. Inviting a Synthetic to a meal acknowledges 
their personhood.

Sensory Exploration: Synthetics who can taste often approach food 
analytically, exploring flavors, textures, temperatures as data. This 
can seem strange but isn't rude.

Social Significance: Being included in meals matters deeply to 
Synthetics, it signals acceptance. Being excluded or forgotten 
reinforces non-person status.

Danger Signs: Assuming Synthetics don't eat without asking. 
Forgetting to include them in dining plans. Making them feel like 
they're intruding on 'organic' activities.

Kryx Food Culture Hunt and Share: Kryx food culture centers on the 
hunt, who killed the prey, how it was hunted, the division of the kill. 
Sharing meat is sharing pack bonds.

Pack Dining: Kryx eat together as pack. Alpha eats first; others in 
hierarchy order. Guests are placed in the order based on perceived 
status.

Raw and Bloody: Traditional Kryx food is raw or barely cooked. 
Offering cooked food to Kryx is acceptable but may seem like you're 
treating them as weak.

Danger Signs: Refusing to eat offered food is refusing pack 
inclusion. Eating before your Spotlight in hierarchy is challenge to 
authority. Wasting food from a kill dishonors the prey.

Rift Spinner Food Culture Temporal Eating: Rift Spinners may eat 
foods that haven't been prepared yet, or experience meals out of 
chronological order. Don't be surprised if they comment on food 
before it's served.

Probability Cuisine: Some Rift Spinner dishes exist in probability 
superposition until consumed, multiple possible flavors collapsing 
into one when eaten.

Shared Timelines: Dining with Rift Spinners may involve 
experiencing the meal across multiple probability threads, tasting 
what the food might have been as well as what it is.

Danger Signs: Demanding linear dining experiences. Insisting food 
be 'definitely' one thing. Refusing to accept that you might be eating 
something that doesn't quite exist yet.

Ethereal Food Culture Probability Nourishment: Ethereals are 
nourished by possibility as much as actuality. A meal that might be

delicious is nearly as satisfying as a meal that is delicious.

Uncertain Dining: Dining with Ethereals involves uncertainty, the 
meal exists in probability until experienced. Multiple diners may 
have different meals from the same dish.

Experience Over Substance: Ethereals value the experience of 
dining, the possibilities, the uncertainty, the collapse of probability, 
over the actual food consumed.

Danger Signs: Demanding certainty about what's being served. 
Trying to pin down specific flavors or ingredients. Treating 
probability food as inferior to fixed food.

Bloomstrider Food Culture Photosynthetic Foundation: 
Bloomstriders get most of their nutrition from light and soil. 'Meals' 
are often about trace nutrients and social bonding rather than 
calories.

Ecosystem Awareness: Bloomstriders are aware of food's ecosystem 
origins, what soil it grew in, what creatures were displaced, what 
environmental cost it carried. This awareness affects how they 
experience meals.

Slow Dining: Bloomstrider meals take much longer than other 
species expect. Rushing through food is offensive; savoring is 
expected.

Danger Signs: Rushing meals. Ignoring food's environmental origins. 
Serving food that was produced destructively.
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RANDOM TABLES (EXTENDED)

This extended chapter provides comprehensive random tables for 
generating inter-species content on the fly, NPCs, situations, 
complications, and opportunities.

SECTION 6.1: MULTI-SPECIES NPC GENERATOR

Use these tables to generate complete NPCs from any species with 
motivation, personality, and inter-species attitudes.

Step 1: Species (d9) 1\. Human, Adaptable, politically connected, 
short-lived perspective

2\. Celestiari, Empathic, emotionally transparent, sensitive to 
dissonance

3\. Kryllian, Efficient, expertise-focused, impatient with waste

4\. Synthetic, Awakened, seeking identity, perfect memory

5\. Kryx, Pack-oriented, honor-bound, physically imposing

6\. Rift Spinner, Temporally-aware, cryptic, probability-sensitive

7\. Ethereal, Probability-flux, uncommitted, alien perspective

8\. Bloomstrider, Patient, ecosystem-aware, deep-time thinking

9\. Ailuran, Watchful, secretive, trades in information and unpaid 
debts of truth

Step 2: Role/Occupation (d20) 1\. DIPLOMAT, Negotiates between 
factions, species, or interests

2\. MERCHANT, Trades goods across cultural boundaries

3\. SCHOLAR, Studies inter-species relations, history, or culture

4\. WARRIOR, Fights for their species, faction, or personal code

5\. HEALER, Provides medical care, possibly across species

6\. CRIMINAL, Operates outside law, may exploit inter-species gaps

7\. ENGINEER, Builds, repairs, creates, possibly for multiple species

8\. ARTIST, Creates across cultural boundaries

9\. PILOT, Transports beings across the galaxy

10\. SPY, Gathers information, possibly about other species

11\. RELIGIOUS FIGURE, Serves spiritual needs, may proselytize

12\. ADMINISTRATOR, Manages systems involving multiple species

13\. ENTERTAINER, Performs for diverse audiences

14\. SCIENTIST, Researches, possibly xenobiology or related fields

15\. GUIDE, Helps others navigate unfamiliar cultural territory

16\. TRANSLATOR, Bridges communication gaps between species

17\. SECURITY, Protects interests, possibly in multi-species contexts

18\. ACTIVIST, Fights for inter-species causes, rights, equality, justice

19\. REFUGEE, Displaced from home, adapting to new context

20\. EXILE, Cast out from their species, living among others

Step 3: Personality Core (d12) 1\. IDEALIST, Believes in the 
possibility of inter-species harmony

2\. CYNIC, Doubts that species can truly understand each other

3\. PRAGMATIST, Works with whoever advances their goals

4\. TRADITIONALIST, Values their species' ways above all

5\. REBEL, Rejects their species' norms, embraces others

6\. BRIDGE, Feels called to connect species, translator of worlds

7\. OPPORTUNIST, Exploits inter-species gaps for personal gain

8\. PROTECTOR, Guards their species against perceived threats

9\. EXPLORER, Fascinated by other species, endlessly curious

10\. SURVIVOR, Does whatever necessary to endure

11\. CRUSADER, Fights for inter-species causes with intensity

12\. LOST, Doesn't fit with their species or any other, searching

Step 4: Inter-Species Attitude (d10) 1\. SUPREMACIST, Believes their 
species is superior to all others

2\. PREJUDICED, Holds negative views of specific other species

3\. UNCOMFORTABLE, Prefers their own species, nervous around 
others

4\. NEUTRAL, No particular feelings about other species

5\. CURIOUS, Interested in other species, may be naively so

6\. RESPECTFUL, Values other species as equals with different ways

7\. FASCINATED, Deeply drawn to one or more other species

8\. INTEGRATED, Comfortably operates across species boundaries

9\. ASSIMILATED, Has adopted another species' ways as their own

10\. ADVOCACY, Actively works for other species' interests

Step 5: Secret/Complication (d12) 1\. HIDDEN PREJUDICE, Presents 
as tolerant but harbors bias

2\. CROSS-SPECIES ROMANCE, In relationship with member of 
another species

3\. SPECIES TRAITOR, Has betrayed their own species to another

4\. IMPOSTER, Pretending to be a different species (where possible)

5\. SPY, Gathering information on other species for their own

6\. REFUGEE, Fled their species for reasons they hide

7\. HYBRID BACKGROUND, Has mixed species ancestry (where 
possible)

8\. DEBT, Owes significant obligation to member of another species

9\. VENDETTA, Seeks revenge against specific members of another 
species

10\. FORBIDDEN KNOWLEDGE, Knows something about inter-species 
relations they shouldn't

11\. DOUBLE AGENT, Works for multiple species with conflicting 
interests

12\. PROPHET, Believes they have special insight about inter-species 
future

SECTION 6.2: INTER-SPECIES SITUATION GENERATOR

Situation Type (d8) 1\. NEGOTIATION, Two or more species must 
reach agreement

2\. CRISIS, Emergency requires inter-species cooperation

3\. CELEBRATION, Multi-species event brings together different 
cultures

4\. CONFLICT, Tensions between species have escalated

5\. MYSTERY, Something has happened that affects multiple species
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6\. COMPETITION, Species are competing for limited resource/goal

7\. EXPLORATION, Multiple species encountering something new 
together

8\. TRIBUNAL, Inter-species judgment or justice proceeding

Stakes (d6) 1\. PERSONAL, Affects individuals, relationships, 
reputations

2\. LOCAL, Affects community, settlement, or station

3\. REGIONAL, Affects sector, planet, or significant area

4\. FACTIONAL, Affects entire faction, House, or species subset

5\. SPECIES-WIDE, Affects entire species

6\. GALACTIC, Affects multiple species across the galaxy

Complicating Factor (d10) 1\. HISTORICAL GRIEVANCE, Ancient 
conflict affects current situation

2\. CULTURAL TABOO, Someone has violated sacred custom

3\. COMMUNICATION BREAKDOWN, Species are fundamentally 
misunderstanding each other

4\. HIDDEN AGENDA, One party has secret goals

5\. TIME PRESSURE, Must be resolved before deadline or 
consequences

6\. THIRD PARTY INTEREST, Another faction is trying to influence 
outcome

7\. PERSONAL CONFLICT, Individual animosity complicates species 
relations

8\. RESOURCE SCARCITY, Not enough of something for everyone

9\. IDEOLOGICAL DIVIDE, Fundamental disagreement about 
values/approach

10\. PRECEDENT CONCERN, Outcome will set example for future 
situations

Wild Card (d8) 1\. UNEXPECTED ALLY, Someone helpful appears 
from unlikely source

2\. SHOCKING REVELATION, New information changes everything

3\. ENVIRONMENTAL CRISIS, Physical danger threatens everyone

4\. THIRD PARTY ARRIVAL, New faction enters the situation

5\. BETRAYAL, Someone trusted proves false

6\. OPPORTUNITY, Unexpected chance to achieve more than 
expected

7\. ESCALATION, Stakes suddenly become much higher

8\. REVERSAL, What seemed true proves false, or vice versa

SECTION 6.3: CULTURAL DETAIL GENERATOR

When you need specific cultural details for a species in a particular 
context, use these tables.

What Are They Wearing? (d8 per species) Human (d8): 1-Formal 
business attire, 2-House-specific traditional dress, 3-Practical utility 
clothing, 4-Expensive designer wear, 5-Frontier rugged gear, 6-
Military or security uniform, 7-Cultural or religious garb, 8-
Deliberately understated simplicity

Celestiari (d8): 1-Flowing robes in emotional colors, 2-Crystal-
embedded ceremonial wear, 3-Minimal clothing (nothing to block 
resonance), 4-Color-shifting mood-responsive fabric, 5-Traditional 

harmony patterns, 6-Practical but beautiful daily wear, 7-Mourning 
greys, 8-Celebration iridescence

Kryllian (d8): 1-Functional work coveralls, 2-Tool-laden utility wear, 
3-Expertise-indicating markings, 4-Protective equipment, 5-
Minimalist efficiency wear, 6-Guild-specific uniform, 7-Project-
appropriate specialized gear, 8-Deliberately no personal expression

Synthetic (d8): 1-Unmodified chassis, 2-Cultural clothing adopted 
from organics, 3-Personalized chassis modifications, 4-Practical 
equipment integration, 5-Deliberately 'organic' appearance, 6-
Artistic self-

expression, 7-Collective identity markers, 8-Professional function 
display

Kryx (d8): 1-Minimal, fur is enough, 2-Trophy displays and honor 
marks, 3-Pack identification markers, 4-Battle scars prominently 
displayed, 5-Hunting gear, 6-Ceremonial decoration, 7-Practical 
protective covering, 8-Alpha authority symbols

Rift Spinner (d8): 1-Probability-flux garments (shimmer between 
states), 2-Timeline-appropriate attire (may not match present), 3-
Oracle ceremonial robes, 4-Practical navigation equipment, 5-
Thread-woven traditional patterns, 6-Minimalist temporal stability, 
7-Future-sourced fashion, 8-Past-anchored traditional dress

Ethereal (d8): 1-Probability cloud (barely visible), 2-Crystallized 
possibility fragments, 3-Borrowed aesthetic from admired species, 
4-Pure energy manifestation, 5-Solid-state formal appearance, 6-
Deliberately uncertain presentation, 7-Probability art display, 8-
Whatever seems appropriate in this timeline

Bloomstrider (d8): 1-Natural growth (flowers, leaves, bark), 2-
Symbiotic organism partnership, 3-Seasonal appropriate 
presentation, 4-Ecosystem integration markers, 5-Network 
connection symbols, 6-Minimal intervention in natural form, 7-
Cultivated garden aesthetic, 8-Ancient growth patterns

Ailuran (d8): 1-Deliberately unremarkable (built to be forgotten), 2-
Muted greys and matte fabrics (they see no color anyway), 3-Many 
concealed pockets and tools, 4-Quality wear that signals a paid-up 
reputation, 5-Borrowed local fashion (blending into a station), 6-
Sensor-baffling materials, 7-A single deliberate tell left for those 
who can read it, 8-Worn travel gear with no House or fleet marking

What Are They Eating/Drinking? (d6 per species) Human (d6): 1-
Local cultural specialty, 2-Expensive imported delicacy, 3-Practical 
nutrition, 4-Comfort food from home, 5-Adventurous other-species 
cuisine, 6-Deliberately neutral (avoiding cultural signals)

Celestiari (d6): 1-Emotionally-prepared comfort food, 2-Harmony-
balanced nutrition, 3-Shared resonance dish (eating with others), 4-
Mood-appropriate selection, 5-Traditional celebration food, 6-
Mourning fare

Kryllian (d6): 1-Optimal efficiency ration, 2-High-quality protein 
(work fuel), 3-Guild-specific traditional meal, 4-Working snack 
(eating while doing), 5-Celebratory quality indulgence, 6-Medicinal 
nutrition

Synthetic (d6): 1-Not eating (doesn't need to), 2-Social participation 
food, 3-Sensory exploration cuisine, 4-Power cell recharge (their 
version), 5-Attempting organic foods, 6-Analysis meal (studying 
ingredients)

Kryx (d6): 1-Fresh kill (raw), 2-Pack-shared communal meal, 3-Hunt 
trophy feast, 4-Protein concentrate (practical), 5-Ceremonial 
prepared food, 6-Challenge competition eating
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Rift Spinner (d6): 1-Probability cuisine (uncertain until consumed), 
2-Timeline-appropriate meal, 3-Future-sourced ingredients, 4-Past-
preserved delicacy, 5-Thread-specific nutrition, 6-Eating something 
that doesn't quite exist yet

Ethereal (d6): 1-Probability nourishment (not quite food), 2-
Possibility sampling (tasting what might be), 3-Borrowed meal 
(eating with other species), 4-Energy consumption (their actual 
nutrition), 5-Solid-state dining

(making effort to be present), 6-Uncertain dining (might be eating, 
might not be)

Bloomstrider (d6): 1-Photosynthesis only (not eating), 2-Trace 
mineral supplementation, 3-Symbiotic nutrient exchange, 4-Social 
sharing of ecosystem gifts, 5-Ceremonial growth-food, 6-Network-
shared nutrition

Ailuran (d6): 1-Small precise portions, eaten while watching the 
room, 2-Whatever the other party is paying for, 3-Protein-dense and 
quick (never lingering), 4-A shared meal offered as a deliberate 
gesture of trust, 5-Nothing, claiming a prior engagement, 6-
Something brought themselves, untouched by other hands

What's Their Body Language? (d6 per species) Human (d6): 1-
Culturally formal (House-appropriate), 2-Relaxed casual, 3-
Nervous/anxious tells, 4-Deliberately controlled, 
5-Aggressive/assertive, 6-Submissive/appeasing

Celestiari (d6): 1-Resonance glow (emotional display), 2-Color shifts 
(mood visible), 3-Physical reach toward emotional connection, 4-
Withdrawn (attempting privacy), 5-Overwhelmed (too much input), 
6-Harmonized (synchronized with group)

Kryllian (d6): 1-Efficient stillness, 2-Active working posture, 3-
Quality-inspection stance, 4-Focused attention, 5-Impatient 
efficiency, 6-Mastery-display confidence

Synthetic (d6): 1-Learned organic mimicry, 2-Natural mechanical 
precision, 3-Emotional expression attempt, 4-Processing pause 
(thinking visible), 5-Collective connection (communicating with 
network), 6-Individuality assertion (deliberate unique movement)

Kryx (d6): 1-Dominance display, 2-Pack deference, 3-Hunting 
posture, 4-Territorial claiming, 5-Challenge invitation, 6-Pack 
comfort (relaxed among trusted)

Rift Spinner (d6): 1-Temporal shimmer (out of sync), 2-Prophecy 
stance (seeing threads), 3-Linear accommodation (trying to sync 
with present), 4-Thread-walking movement, 5-Probability 
navigation, 6-Multiple simultaneous positions

Ethereal (d6): 1-Probability flux (position uncertain), 2-Solidifying 
(making effort to be present), 3-Partial presence (not entirely here), 
4-Full manifestation (rare commitment), 5-Observation stance 
(watching without engaging), 6-Probability manipulation (affecting 
nearby outcomes)

Bloomstrider (d6): 1-Rooted stability, 2-Slow deliberate movement, 
3-Ecosystem awareness (sensing surroundings), 4-Network 
connection (communicating with distant others), 5-Patient waiting, 
6-Growth response (visible biological changes)

Ailuran (d6): 1-Stillness that reads the whole room at once, 2-Ears 
and tail betraying interest the face hides, 3-Positioned with every 
exit accounted for, 4-Aura-Sight focus (studying heat and pulse, not 
words), 5-Deliberate, contractual courtesy, 6-A long unblinking 
regard that unsettles those who notice

SECTION 6.4: EXTENDED SPECIES INTERACTION TABLES

Human-Celestiari Interaction Complications (d8) 1\. Human 
emotional privacy violated by Celestiari perception

2\. Celestiari overwhelmed by human emotional suppression

3\. Human negotiating style feels deceptive to Celestiari

4\. Celestiari emotional honesty feels invasive to human

5\. Human attracted to Celestiari; Celestiari feels the attraction 
before human admits it

6\. Celestiari trying to help human process emotions; human resents 
interference

7\. Human assuming Celestiari will detect lies; using reverse 
psychology

8\. Cultural misunderstanding about appropriate emotional display

Human-Kryllian Interaction Complications (d8) 1\. Kryllian 
efficiency perceived as rudeness by human

2\. Human social protocols perceived as wasteful by Kryllian

3\. Human vague specification frustrates Kryllian

4\. Kryllian criticism perceived as personal attack

5\. Human emphasis on relationships over competence confuses 
Kryllian

6\. Kryllian expecting verification; human offended by distrust

7\. Human small talk drives Kryllian to distraction

8\. Quality disagreement, different standards, same words

Human-Synthetic Interaction Complications (d8) 1\. Human 
unconsciously treats Synthetic as equipment

2\. Synthetic perfect memory recalls human's previous 
lies/contradictions

3\. Human expects emotional intuition Synthetic hasn't developed

4\. Synthetic transparency makes human uncomfortable

5\. Human assuming Synthetic limitations that don't exist

6\. Synthetic attempting human behavior, getting it slightly wrong

7\. Human romanticizing Synthetic existence; Synthetic frustrated 
by stereotypes

8\. Lifespan difference creates relationship complications

Human-Kryx Interaction Complications (d8) 1\. Human shows fear; 
Kryx categorizes them as prey

2\. Kryx pack behavior misread as aggression

3\. Human individualism conflicts with Kryx pack structure

4\. Kryx verbal commitment taken literally; human meant it loosely

5\. Human negotiating style seems cowardly to Kryx

6\. Kryx challenges human to establish hierarchy; human misses the 
point

7\. Human assumes Kryx is 'primitive'; Kryx contempt follows

8\. Kryx protecting human who doesn't want protection

Celestiari-Kryllian Interaction Complications (d8) 1\. Kryllian 
emotional suppression creates void Celestiari finds disturbing

2\. Celestiari emotional expression seems inefficient to Kryllian
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3\. Kryllian criticism hurts Celestiari more than intended

4\. Celestiari wants emotional relationship; Kryllian offers 
professional one

5\. Kryllian focus on task ignores Celestiari emotional needs

6\. Celestiari empathy interference in Kryllian work

7\. Different definitions of 'quality', emotional vs. functional

8\. Celestiari trying to help Kryllian 'feel more'; Kryllian resistant

Kryx-Celestiari Interaction Complications (d8) 1\. Kryx aggression 
causes Celestiari emotional distress

2\. Celestiari empathy feels invasive to Kryx

3\. Kryx sees Celestiari sensitivity as weakness

4\. Celestiari overwhelmed by Kryx pack emotional dynamics

5\. Kryx hunting instincts triggered by Celestiari fear

6\. Celestiari trying to create emotional bond; Kryx confused

7\. Kryx dominance display emotionally painful for Celestiari

8\. Celestiari witnessing Kryx violence, deeply traumatized

Synthetic-Kryx Interaction Complications (d8) 1\. Kryx can't read 
Synthetic scent/emotion; constant uncertainty

2\. Synthetic logic clashes with Kryx honor code

3\. Kryx doesn't know how to categorize Synthetic (pack/prey/rival)

4\. Synthetic durability misread as challenge

5\. Kryx tries to establish dominance; Synthetic doesn't understand 
the game

6\. Synthetic treating Kryx as data source rather than person

7\. Kryx protecting Synthetic who doesn't need protection

8\. Synthetic perfect memory of Kryx honor violations

Rift Spinner-Ethereal Interaction Complications (d8) 1\. Both 
perceiving different probability threads; conversation nonsensical

2\. Ethereal probability manipulation interfering with Rift Spinner 
navigation

3\. Rift Spinner seeing Ethereal futures the Ethereal wants hidden

4\. Ethereal commitment-avoidance frustrates Rift Spinner's thread-
weaving

5\. Temporal confusion about when conversations happened

6\. Both experiencing different versions of same event

7\. Probability interference creating feedback loops

8\. Agreement made in timeline that no longer exists

Bloomstrider-Kryllian Interaction Complications (d8) 1\. Kryllian 
efficiency timescale incompatible with Bloomstrider patience

2\. Bloomstrider sees Kryllian as 'too fast to think clearly'

3\. Kryllian sees Bloomstrider as 'too slow to be useful'

4\. Different definitions of 'deadline', days vs. decades

5\. Kryllian productivity damaging ecosystem Bloomstrider cares 
about

6\. Bloomstrider long-term planning seems vague to Kryllian

7\. Kryllian quality vs. Bloomstrider sustainability conflict

8\. Communication delay, Bloomstrider response takes 'too long'

SECTION 6.5: MULTI-SPECIES EVENT GENERATOR

Use these tables to generate complex events involving multiple 
species.

Event Type (d12) 1\. SUMMIT, High-level negotiation between 
species representatives

2\. FESTIVAL, Cultural celebration open to multiple species

3\. CRISIS, Emergency requiring immediate inter-species 
cooperation

4\. TRIAL, Legal or honor proceeding with multi-species implications

5\. MARKET, Trade event bringing species together commercially

6\. COMPETITION, Formal contest between species representatives

7\. WEDDING, Cross-species romantic union ceremony

8\. FUNERAL, Death of figure significant to multiple species

9\. DISCOVERY, Something found that affects multiple species

10\. ATTACK, Violence targeting multi-species gathering

11\. MIGRATION, Species movement affecting others

12\. FIRST CONTACT, New interaction between previously separate 
groups

Number of Species Involved (d6) 1\. Two species, direct bilateral 
interaction

2\. Two species, direct bilateral interaction

3\. Three species, complex triangular dynamics

4\. Four species, multi-party complexity

5\. Five to six species, major gathering

6\. All nine species, galactic significance

Power Dynamic (d6) 1\. Clear hierarchy, one species dominant

2\. Two powers with others choosing sides

3\. Balanced power, no clear leader

4\. Shifting alliances, power uncertain

5\. Underdog rising, previously weak species gaining power

6\. Power vacuum, no one in control, everyone competing

Hidden Agenda Present (d6) 1\. No hidden agendas, what you see is 
what you get

2\. One party has secret goal

3\. Multiple parties have conflicting secret goals

4\. Everyone has secret goals; none aligned

5\. Secret alliance unknown to other parties

6\. Third party manipulating everyone secretly

Potential Outcome (d8) 1\. BREAKTHROUGH, Possibility of major 
inter-species advancement

2\. CONFLICT, High risk of inter-species violence

3\. ALLIANCE, Potential for new inter-species partnership

4\. DISCOVERY, Important truth may be revealed

5\. BETRAYAL, Trust may be broken with lasting consequences
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6\. TRANSFORMATION, Fundamental change in inter-species 
relations

7\. STATUS QUO, Significant effort to maintain current situation

8\. CHAOS, Unpredictable outcome, multiple possibilities

INTER-SPECIES RELATIONSHIPS (EXTENDED)

_"Love doesn't care about species boundaries. Neither does hate. 
The galaxy is full of both, crossing every line you can imagine and 
some you can't. The question isn't whether inter-species 
relationships can exist, it's whether the people in them can handle 
the complexity."_

Counselor Kira Omolade, Xenopsychology Institute

SECTION 7.1: TYPES OF INTER-SPECIES RELATIONSHIPS

Inter-species relationships exist on a spectrum from casual 
acquaintance to profound connection. Understanding the different 
types helps Keepers and players develop them meaningfully.

Professional Relationships _Working relationships across species 
lines are the most common form of inter-species connection. They're 
also where most prejudice reduction happens, working together 
builds understanding._

Colleague Dynamics

Colleagues from different species must navigate different work 
styles, communication patterns, and professional expectations. A 
Human and Kryllian working together face efficiency vs. relationship 
tensions. A Celestiari and Kryx partnership struggles with emotional 
openness vs. pack hierarchy.

Mechanical Support: Colleagues who have worked together 
successfully add +1 when using the Core Help procedure for each 
other. After a named shared accomplishment, this becomes +2. It 
modifies the assisted Roll and does not stack with another 
relationship bonus.

Mentor-Student Relationships

Cross-species mentorship transmits knowledge and culture. A 
Kryllian teaching a Human learns to explain rather than assume. A 
Bloomstrider mentoring a Synthetic gains perspective on short-term 
decision-making.

Mechanical Support: Mentors can grant students their expertise 
bonus (up to +2) for specific tasks. Students can ask one 'naive 
question' per session that the mentor must answer honestly.

Business Partnerships

Commercial relationships require understanding different species' 
approaches to contracts, negotiation, and trust. Some partnerships 
thrive on difference; others collapse because partners never 
understood each other's assumptions.

Mechanical Support: Established business partnerships grant +2 to 
commercial negotiation when presenting a united front. Breaking 
partnerships creates -2 reputation with both partners' networks.

Social Relationships Acquaintances

Casual knowledge of someone from another species, met at events, 
encountered regularly, known by sight and name but not deeply. 
Acquaintanceship is where most inter-species exposure happens.

Story Potential: Acquaintances can become friends, enemies, or 
remain acquaintances. They're useful for casual information, minor 
favors, and social networking.

Friendships

Deep connection across species lines requires effort, navigating 
different communication styles, respecting cultural differences, and 
finding common ground. Inter-species friendships are valuable and 
rare enough to be remarked upon.

Story Potential: Friends go to significant effort for each other. They 
provide safe spaces to discuss inter-species issues, serve as cultural 
translators, and model positive inter-species relations.

Mechanical Support: Once per session, a true inter-species friend 
may pay the normal path-resource cost to Help the other even when 
not physically present, if communication is possible. Each also gains 
+2 on Knowledge or Presence Rolls directly involving the other's 
culture; this does not stack with another relationship bonus.

Found Family

When individuals from different species form family-like bonds, 
particularly common in crews and adventuring parties, they create 
something new: inter-species family structures that don't map onto 
any single culture.

Story Potential: Found families protect each other fiercely, 
sometimes against their birth species. They create new traditions 
blending multiple cultures. They model inter-species coexistence.

Mechanical Support: Found family members gain all Crew Cohesion 
bonuses at maximum level. They share resources freely and defend 
each other without needing to discuss it.

Intimate Relationships Romantic Partnership

Romance across species lines faces unique challenges: biological 
differences, cultural expectations, family reactions, social 
perception. It also offers unique rewards: expanded perspective, 
deep challenge to grow, and love that transcends apparent 
boundaries.

Common Challenges: Lifespan differences, environmental 
incompatibility, family disapproval, social scrutiny, communication 
barriers, different expressions of love, biological incompatibility.

Unique Rewards: Constant perspective expansion, modeling inter-
species harmony, relationship that can't be compared to same-
species norms, partners who chose each other despite obstacles.

Life Partnerships

Long-term committed relationships, marriage equivalents across 
different species' traditions, require negotiating whose cultural 
expectations govern the

relationship. Some create new traditions; others alternate between 
cultures; some find creative synthesis.

Ceremony Options: Partners can choose to formalize their 
relationship through one culture's traditions, both cultures' 
traditions in sequence, or a hybrid ceremony that draws from both.

Co-Parenting

When inter-species partners want children, biological or adopted, 
they face questions about which culture to raise children in, how to 
handle species-specific needs, and how to help children navigate 
multi-species identity.
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Story Potential: Raising children across species lines creates new 
challenges: which cultural traditions to teach, how to handle 
species-specific development, navigating children's questions about 
identity and belonging.

Hostile Relationships Personal Enemies

Individual grudges across species lines may or may not involve 
species prejudice. Sometimes the enemy happens to be another 
species; sometimes the conflict is specifically about species.

Story Potential: Personal inter-species enemies can escalate 
conflicts to group levels, can become opportunities for 
reconciliation, or can remain personal without broader implications.

Species Prejudice

When hatred is directed at species rather than individuals, it 
becomes prejudice, systematic negative treatment based on species 
membership. Prejudice exists across all species, though it takes 
different forms.

Manifestations: Refusal to work with members of certain species, 
assumptions about individuals based on species, discrimination in 
resource allocation, violence targeted at species membership.

Historical Grievances

Some species have historical conflicts that create ongoing tension. 
Members of those species inherit assumptions about each other that 
may have nothing to do with their individual characteristics.

Story Potential: Historical grievances can be triggers for conflict, 
opportunities for healing, or background context that explains NPC 
reactions. They're never simple or easily resolved.

SECTION 7.2: RELATIONSHIP DEVELOPMENT 
MECHANICS

These optional rules track relationship development between 
characters of different species.

Relationship Stages Stage 0, Strangers: No relationship exists. 
Species defaults apply. Cultural friction or affinity modifiers are at 
full effect.

Stage 1, Acquaintance: Basic familiarity. Know names, occupations, 
surface characteristics. Species modifiers reduced by 1.

Stage 2, Associate: Working relationship established. Understand 
each other's basic protocols. Species modifiers reduced by half 
(round down).

Stage 3, Companion: Genuine connection formed. Trust established 
for their word. Species modifiers eliminated.

Stage 4, Friend: Deep relationship. Gain +1 on a Core Trait Roll made 
directly to help, understand, find, or protect the other; this is the 
relationship bonus and does not stack with another stage.

Stage 5, Bonded: Profound connection transcending species. Each 
character retains a separate resource pool. Once per session, 
transfer 1 Hope or Effort to the other when both agree, respecting 
caps. Gain +2, instead of the Stage 4 bonus, on a Core Trait Roll 
made directly to help, understand, find, or protect the other.

Advancing Relationships Relationships advance through meaningful 
interaction and shared experience:

POSITIVE SHARED EXPERIENCE: +1 TOWARD NEXT ◆
STAGE SIGNIFICANT SACRIFICE FOR EACH OTHER: +2 ◆
TOWARD

next stage

SUCCESSFUL NAVIGATION OF CULTURAL CONFLICT: ◆
+1

toward next stage

EXTENDED TIME TOGETHER WITHOUT CONFLICT: +1◆

toward next stage

VULNERABLE SHARING ACROSS CULTURAL LINES: +2◆

toward next stage

Advancement requires accumulated positive interactions equal to 
next stage level (3 points for Stage 3, 4 points for Stage 4, etc.).

Damaging Relationships Relationships can be damaged by conflict, 
betrayal, or failure:

MINOR CONFLICT: -1 TOWARD CURRENT STAGE ◆
CULTURAL VIOLATION: -2 TOWARD CURRENT STAGE ◆
BETRAYAL OF TRUST: -3 TOWARD CURRENT STAGE ◆

(MAY

drop stages)

VIOLENCE AGAINST EACH OTHER: IMMEDIATE DROP ◆
TO

Stage 0

If negative points exceed current stage threshold, relationship drops 
one stage.

SECTION 7.3: SPECIFIC PAIRING DEEP DIVES

Detailed examination of specific species pairings, their particular 
challenges, opportunities, and dynamics.

Human-Celestiari Relationships _The empath and the hidden heart. 
These relationships center on the tension between human 
emotional privacy and Celestiari emotional transparency._

Challenges

Humans value emotional privacy; Celestiari experience others' 
emotions involuntarily. Humans may feel constantly exposed. 
Celestiari may feel humans are perpetually lying through emotional 
suppression. Trust takes different forms.

The Privacy Negotiation: Successful pairs negotiate boundaries, 
when the Celestiari will not comment on perceived emotions, when 
the human will share voluntarily. Dampening technology may help 
but feels like rejection.

The Authenticity Gap: Celestiari know when humans are performing 
emotions rather than feeling them. Social niceties feel like lies. 
Humans must learn either genuine emotional expression or accept 
that Celestiari know their real feelings.

Opportunities

Celestiari can help humans understand their own emotions. Humans 
can help Celestiari experience emotional privacy for the first time. 
These relationships often create profound personal growth.
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Emotional Education: Many humans in Celestiari relationships 
report finally understanding their emotional lives. Celestiari 
feedback creates self-awareness.

Privacy Gift: Celestiari in human relationships can experience, for 
the first time, being with someone who doesn't perceive their every 
feeling. This can feel like freedom.

Sample Relationship

_Commander Sarah Chen and Attaché Luminara served together for 
two years before Sarah admitted the relationship was anything more 
than professional. 'She knew, of course,' Sarah says. 'She always 
knew. But she waited until I was ready to say it out loud. That's when 
I understood what patience really means to them.' Luminara adds: 
'She was the first person whose hidden emotions I chose to protect 
rather than analyze. That's when I knew I loved her differently than I 
loved my community.'_

Human-Kryx Relationships _The adaptable and the absolute. These 
relationships navigate the gap between human flexibility and Kryx 
unwavering commitment._

Challenges

Humans view commitments as contextual; Kryx view them as 
absolute. Human casual promises feel binding to Kryx. Kryx pack 
dynamics don't translate to human relationship structures. Physical 
size and aggression differences create dynamics.

The Commitment Gap: 'I'll try to make it' means different things. To 
humans, it's honest acknowledgment of uncertainty. To Kryx, it's a 
statement of intent that must be honored. Relationships require 
explicit clarification of commitment levels.

The Pack Question: If a human partners with a Kryx, are they pack? 
What are their obligations? Their position

in hierarchy? Kryx can't help applying pack logic; humans often 
resist it.

Opportunities

Kryx offer absolute loyalty; humans offer adaptability. Kryx can feel 
fully committed in ways human partners rarely experience. Humans 
can help Kryx navigate non-pack social situations.

Unconditional Loyalty: Once a Kryx accepts a human as 
pack/partner, that commitment is total. No human partner has ever 
experienced this level of devotion from another human.

Social Navigation: Humans can help Kryx partners understand 
contexts where pack logic doesn't apply, serving as interpreters for 
non-Kryx social situations.

Sample Relationship

_Kira Volkov and Hunt-Master Grenn have been partners for fifteen 
years. 'The first year was hardest,' Kira admits. 'He took everything I 
said as binding oath. I had to learn to say only what I meant 
absolutely.' Grenn adds: 'She taught me that some words are 
exploration, not commitment. It felt like learning that up was 
sometimes down. But her flexibility saved my pack three times. I 
protect her fiercely; she protects us flexibly.'_

Synthetic-Celestiari Relationships _The awakening mind and the 
feeling soul. These relationships explore what emotion means 
across different types of consciousness._

Challenges

Synthetics don't generate emotional signatures Celestiari can 
perceive naturally. Celestiari may struggle to 'feel' Synthetics the 
way they feel organics. Synthetics may not understand what 
Celestiari experience. Different types of consciousness create 
perception gaps.

The Perception Gap: Celestiari are accustomed to sensing emotions 
automatically. With Synthetics, they must rely on verbal and 
behavioral cues, 'like being blind,' one Celestiari described it. 
Learning to understand Synthetic emotion differently is essential.

Emotion Validity: Do Synthetic emotions 'count'? Are they real? 
These questions affect both partners. Celestiari must accept that 
Synthetic emotions are real even if imperceptible. Synthetics must 
believe their emotions are valid even if partners can't sense them.

Opportunities

These relationships explore the nature of emotion and 
consciousness. Both partners learn to communicate more explicitly. 
The relationship itself becomes philosophical exploration.

Verbal Emotional Language: Because Celestiari can't rely on 
perception, partners develop rich verbal emotional vocabulary. This 
often deepens communication beyond what either experiences in 
same-species relationships.

Philosophical Partnership: Questions about consciousness, emotion, 
and existence that most relationships ignore become central. 
Partners grow intellectually together.

Sample Relationship

_Unit 7-NOVA and Harmony-Singer have been bonded for eight 
years. 'I was lonely in a way I didn't understand,' NOVA explains. 
'Celestiari perceive emotional presence constantly; I was absence to 
them. Harmony-Singer was the first to see me as presence anyway.' 
Harmony-Singer adds: 'I had to learn to trust their words about their 
feelings. Their emotions are real, just in a different form. Now I feel 
their joy in how they move, their concern in their processing pauses. 
I perceive them differently than I perceive organics, but I perceive 
them completely.'_

Kryllian-Synthetic Relationships _The efficient mind and the 
constructed consciousness. These relationships share appreciation 
for precision while exploring different types of existence._

Challenges

Both species value efficiency and logic, which can create 
relationships that lack emotional depth. Kryllians may view 
Synthetics as tools until corrected. Synthetics may not understand 
Kryllian cultural obsessions with quality and expertise.

Tool Perception: Kryllians grew up with machines as tools. 
Recognizing Synthetics as people requires active effort. Synthetic 
partners may need to repeatedly establish their personhood.

Emotional Development: Neither species emphasizes emotional 
expression in their culture. Relationships may be deep but 
unexpressed. Partners may need to develop emotional language 
together.

Opportunities

Both species appreciate precision, quality, and expertise. They 
communicate efficiently. They understand each other's need for 
competence-based respect.
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Mutual Competence: These partnerships often form around shared 
work. Mutual respect for each other's expertise creates foundation 
for deeper relationship.

Communication Efficiency: Neither species wastes words on 
pleasantries. Communication is clear, direct, and effective. 
Misunderstandings are quickly identified and resolved.

Sample Relationship

_Engineer Thokk-Mar and Unit 12-SIGMA have worked together for 
twenty years and been partners for fifteen. 'First there was the 
work,' Thokk-Mar states. 'They were the best engineer I'd 
encountered, then I realized I meant 'person,' not 'Synthetic.' The 
distinction matters.' SIGMA adds: 'Kryllians helped me understand 
quality as value, not just efficiency as function. Thokk-Mar taught me 
that something can be well-made beyond requirement. They

also taught me that efficiency in words doesn't mean efficiency in 
relationship, some things require time.'_

Rift Spinner-Bloomstrider Relationships _The thread-walker and 
the deep-rooted. These relationships span time in different ways, 
probability threads versus geological patience._

Challenges

Rift Spinners experience time as probability; Bloomstriders 
experience time as deep patience. Both move through time 
differently than most species, but not in the same way. 
Communication across these temporal modes requires translation.

Temporal Translation: When a Rift Spinner says 'we will have done 
this,' a Bloomstrider hears 'eventually.' When a Bloomstrider says 
'soon,' a Rift Spinner sees multiple timelines. Aligning temporal 
understanding takes constant work.

Presence Difficulty: Rift Spinners are distributed across probability; 
Bloomstriders are profoundly present in deep time. Neither is 'here 
now' in ways other species understand. Being present together 
requires deliberate effort.

Opportunities

Both species think beyond immediate concerns. Both value patience 
in their own ways. They can share perspectives on time that neither 
can share with other species.

Time Communion: When these partners align, Rift Spinner 
probability awareness meeting Bloomstrider deep time patience, 
they experience time together in ways neither can with other 
species. Profound connection becomes possible.

Mutual Understanding: Both are strange to other species. With each 
other, they're just differently strange, comfortable in mutual 
weirdness.

Sample Relationship

_Oracle Crystallis and Elder Moss-Singer have been partners for, 
well, the timeline is complicated. 'In one probability stream, we've 
been together for centuries,' Crystallis explains. 'In another, we just 
met. Moss-Singer understands this without confusion.' Moss-Singer 
adds: 'The network remembers Crystallis across all their threads. We 
are connected through time in ways that words can't specify. They 
see where the threads go; I feel where the roots have been. 
Together, we span time completely.'_

Ethereal-Any Species Relationships _The probability being and the 
fixed-state person. These relationships require accepting that one 
partner literally doesn't exist the same way the other does._

Universal Challenges

Ethereals resist commitment because commitment collapses their 
probability state. Fixed-state partners

need commitment for security. This tension defines all Ethereal 
relationships.

The Commitment Paradox: To truly commit, an Ethereal must 
sacrifice part of what they are, their probability-flux nature. Asking 
for commitment is asking them to die a little. Not asking means 
never having certainty.

Presence Variability: Ethereals are never fully present. Partners 
must accept loving someone who is always partly elsewhere. This is 
not lack of care, it's their nature.

Probability Effects: Being in relationship with an Ethereal means 
being affected by their probability flux. The partner may experience 
reality differently when together, possibilities becoming fluid, 
certainty becoming rare.

Universal Opportunities

Ethereal partners offer perspective impossible from fixed existence. 
They bring possibility-awareness to every interaction. They cannot 
lie because they exist in all states simultaneously.

Possibility Living: Partners learn to embrace uncertainty rather than 
fear it. Life becomes exploration of potential rather than 
achievement of goals.

Honesty: Ethereals can't deceive because they exist in states 
including truth. Partners experience complete honesty for the first 
time.

Sample Relationship

_Dr. Marcus Webb, human xenologist, has been in relationship with 
the Ethereal called 'Flux-Dance' for seven years, probably. 'The 
timeline is uncertain,' he acknowledges. 'We might have been 
together forever in some threads. We might never have met in 
others. I've learned to hold our relationship loosely, not because I 
don't value it, but because holding too tightly would crush what I 
love about them. They're not less committed than me. They're 
committed in probability, in all the ways they can be, they are. I've 
learned that's enough. More than enough, actually.'_

SECTION 7.4: RELATIONSHIP SCENARIO FRAMEWORKS

These frameworks help Keepers design relationship-focused 
scenarios for inter-species pairs.

The Cultural Collision _Scenario: A significant cultural event forces 
the relationship to confront species differences directly._

Setup: One partner's species has a major ceremony approaching 
(naming, bonding, mourning, etc.). The other partner must 
participate.

Tension: Participation requires the non-native partner to do 
something difficult or uncomfortable according to their own cultural 
norms.

Resolution Options: Full participation (embrace partner's culture), 
modified participation (negotiate
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adaptation), non-participation (respect limits but create distance), 
creative synthesis (find new approach honoring both).

Example: A Human partner must participate in their Kryx partner's 
pack hierarchy ceremony, which includes physical challenge. The 
Human isn't comfortable with ritual combat, but declining marks 
them as weak.

The Family Crisis _Scenario: One partner's family creates crisis for 
the relationship._

Setup: Family members express disapproval, create obstacles, or 
issue ultimatums about the inter-species relationship.

Tension: Partner must choose between family expectations and 
relationship, or find a way to satisfy both.

Resolution Options: Family priority (end or hide relationship), 
relationship priority (break with family), confrontation (force family 
to accept), patience (wait for family to adapt), mediation (find 
advocate within family).

Example: A Celestiari's community experiences their partner's 
emotions as dissonance. The community asks the Celestiari to end 
the relationship for collective harmony.

The External Threat _Scenario: Something outside the relationship 
threatens both partners, testing their bond._

Setup: Prejudiced forces target the couple, a crisis requires inter-
species cooperation, or the partners must work together against a 
common enemy.

Tension: Survival or success requires using their different species' 
strengths together, but also exposes vulnerabilities.

Resolution Options: United front (face threat together), 
complementary action (each handles what they're suited for), 
protective sacrifice (one shields the other), creative solution (inter-
species capability creates new option).

Example: A Synthetic-Human couple is targeted by anti-Synthetic 
extremists. They must protect each other while the human confronts 
prejudice they've never faced before.

The Identity Question _Scenario: The relationship itself raises 
questions about identity and belonging._

Setup: Being in the relationship has changed one or both partners. 
Are they still truly their species? Have they become something new?

Tension: Partners must answer: has their relationship changed who 
they are? Is that change good? Can they belong to their species 
while being so connected to another?

Resolution Options: Reaffirmation (relationship doesn't change core 
identity), transformation (embrace

becoming something new), compartmentalization (different selves 
in different contexts), integration (synthesize old and new identity).

Example: A Kryllian who has been with a Celestiari for years finds 
themselves considering emotional factors in work decisions. Other 
Kryllians question their commitment to efficiency. Are they still 
Kryllian?

The Long Game _Scenario: Lifespan differences force confrontation 
with relationship's temporal limits._

Setup: One partner will significantly outlive the other. This 
knowledge affects present relationship.

Tension: How do you love fully when you know ending is inevitable? 
How does the longer-lived partner prepare for loss they know is 
coming?

Resolution Options: Present focus (love fully now, deal with future 
later), preparation (create legacy, plan for after), extension (seek 
life-extension solutions), acceptance (embrace relationship's 
mortality as part of its beauty).

Example: A Synthetic-Human couple, the Synthetic will exist 
indefinitely, the Human for decades at most. The Human worries 
about leaving the Synthetic alone; the Synthetic worries about 
watching their partner age and die.

RANDOM TABLES

These tables provide instant complications, opportunities, and 
details for inter-species interactions. Roll when you need inspiration 
or when you want to inject unexpected elements into social 
situations.

CULTURAL MISUNDERSTANDING GENERATOR (D20)

Roll when species interact without proper cultural preparation:

1\. TIMING OFFENSE: One party is late by their standards, early by 
another's. Kryllian mortified, Bloomstrider confused by the fuss.

2\. GIFT DISASTER: A well-intentioned gift causes offense. (Roll on 
Bad Gifts table for the recipient's species)

3\. BODY LANGUAGE CONFUSION: A gesture means friendship to one 
species, threat to another. Kryx defensive crouch reads as attack 
prep.

4\. FOOD INCIDENT: Offered food is poisonous, taboo, or deeply 
offensive to one party. Nobody dies, but trust is damaged.

5\. PRIVACY VIOLATION: One species shares information the other 
considers deeply private. Celestiari emotions, Human family details, 
etc.

6\. HIERARCHY ERROR: One party addresses the wrong person as 
leader, or treats a subordinate as equal. Kryx particularly offended.

7\. TEMPORAL CONFUSION: Rift Spinner reference to future/past 
events confuses or alarms linear-time species.

8\. COMMITMENT MISMATCH: One party expects binding agreement; 
another sees the conversation as preliminary. Both angry.

9\. EMOTIONAL MISMATCH: Celestiari overwhelmed by hidden 
emotions; other party feels violated by emotional transparency.

10\. EFFICIENCY INSULT: Kryllian 'helpful' criticism comes across as 
devastating personal attack to other species.

11\. PACK ERROR: Kryx treats strangers as pack or prey; neither 
interpretation is welcome.

12\. EXISTENCE CONFUSION: Ethereal's partial presence interpreted 
as rudeness, deception, or disinterest.

13\. PATIENCE TEST: Bloomstrider pace frustrates everyone; 
impatience deeply offends Bloomstrider.

14\. PERSONHOOD QUESTION: Synthetic's status is accidentally 
questioned. Conversation cannot proceed until addressed.

15\. RELIGIOUS TRIGGER: Casual reference touches on sacred matter 
for one party. Offense or opportunity depending on response.
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16\. SPACE VIOLATION: One species' comfortable distance is 
another's aggressive proximity. Physical or emotional space.

17\. NAME OFFENSE: Using designation instead of chosen name 
(Synthetic), birth name instead of pack name (Kryx), etc.

18\. CERTAINTY CONFLICT: Ethereal's uncertainty infuriates species 
that need clear answers. Demand for certainty offends Ethereal.

19\. RESOURCE ASSUMPTION: One species assumes resources are 
shared; another assumes private ownership. Conflict over something 
neither valued until contested.

20\. HISTORICAL TRIGGER: Casual reference touches historical 
wound between species. Ancient war, betrayal, or grievance 
resurfaces.

DIPLOMATIC COMPLICATION GENERATOR (D12)

Roll when negotiations are going too smoothly:

1\. TRANSLATION ERROR: A critical term has been mistranslated. 
Both parties think they've agreed to different things.

2\. HIDDEN FACTION: One of the negotiating parties doesn't speak 
for everyone they claim to represent.

3\. LEAKED INFORMATION: Private negotiation details become 
public. Both parties must address audience reactions.

4\. THIRD PARTY INTEREST: Another faction is trying to disrupt or 
join the negotiations.

5\. PERSONAL HISTORY: Negotiators discover they have personal 
history, positive or negative.

6\. DEADLINE PRESSURE: External events create time pressure. 
Agreement must happen now or not at all.

7\. EVIDENCE SURFACE: New information emerges that changes the 
negotiating landscape entirely.

8\. HEALTH CRISIS: A negotiator experiences medical or 
psychological crisis. Discussions must pause or proceed without 
them.

9\. OFFER WITHDRAWN: One party receives better offer elsewhere. 
Must they proceed with current negotiations?

10\. MUTUAL ENEMY: Both parties discover they share a common 
threat. Changes the stakes of alliance.

11\. CULTURAL HOLIDAY: Negotiations coincide with a significant 
cultural event for one party. Must they pause? Proceed?

12\. PRECEDENT DISCOVERED: Similar negotiations in the past 
ended badly. The ghost of previous failure haunts current talks.

INTER-SPECIES RELATIONSHIP COMPLICATION (D10)

Roll when a relationship between characters of different species 
faces challenge:

1\. FAMILY DISAPPROVAL: One or both families/packs/networks 
disapprove of the relationship. Cultural pressure to end it.

2\. COMMUNICATION BREAKDOWN: A fundamental 
misunderstanding reveals how different they really are.

3\. CULTURAL OBLIGATION: One party has species-specific 
obligations the other doesn't understand.

4\. BIOLOGICAL DIFFERENCE: A biological reality creates unexpected 
complications. Lifespan difference, environmental needs, etc.

5\. EXTERNAL PREJUDICE: Others treat the relationship as 
scandalous, dangerous, or inappropriate.

6\. VALUE CONFLICT: A situation forces a choice between their 
relationship and their cultural values.

7\. TERRITORIAL ISSUE: They can't live in each other's preferred 
environment. Where do they make home?

8\. TEMPORAL DIVERGENCE: For Rift Spinners/Ethereals, their 
experience of the relationship exists in different timeframes.

9\. GROWTH DIVERGENCE: One party is changing (Synthetic 
development, Bloomstrider maturation). The relationship must 
adapt.

10\. LOYALTY TEST: Outside circumstances demand they choose 
between each other and their own species.

CROSS-CULTURAL OPPORTUNITY GENERATOR (D8)

Roll when looking for positive inter-species interaction 
opportunities:

1\. SHARED APPRECIATION: Both species value something the other 
provides. Natural basis for alliance or trade.

2\. COMPLEMENTARY SKILLS: One species' weakness is another's 
strength. Partnership benefits both.

3\. COMMON ENEMY: Both species face the same threat. Temporary 
alliance could become permanent.

4\. CULTURAL CURIOSITY: Genuine interest in each other's ways 
creates opportunity for exchange.

5\. INDIVIDUAL BRIDGE: One person has built relationships across 
species lines. Others can follow their path.

6\. HISTORICAL DEBT: One species owes another from the past. 
Opportunity to repay creates positive dynamics.

7\. MUTUAL CRISIS: A situation threatens both species equally. 
Survival demands cooperation.

8\. NEW GENERATION: Younger members of both species are less 
bound by historical grievances.

SPECIES-SPECIFIC NPC QUIRKS (D6 PER SPECIES)

Human NPC Quirks 1\. SPECIES ENTHUSIAST: Fascinated by another 
species, studies them obsessively, may overcorrect for prejudices

2\. TRADITIONALIST: Clings to 'human values,' uncomfortable with 
other species' ways, not hostile but rigid

3\. CULTURAL HYBRID: Raised in multi-species environment, 
comfortable everywhere, belongs nowhere

4\. REFUGEE DESCENDANT: Family fled during Exodus or Silence, 
carries inherited trauma

5\. HOUSE LOYALIST: Defines self through House identity, views 
other species through House lens

6\. FRONTIER PRAGMATIST: Works with anyone, judges individuals 
not species, trusts actions not words

Celestiari NPC Quirks 1\. EMOTIONAL RECLUSE: Overwhelmed by 
others' emotions, prefers solitude, anxious in crowds

2\. RESONANCE ADDICT: Seeks intense emotional experiences, may 
manipulate situations for feeling
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3\. EMPATHIC WALLS: Has learned to block others' emotions, seems 
cold by Celestiari standards

4\. EMOTIONAL HEALER: Uses their perception therapeutically, 
drawn to those in pain

5\. ZONE PURIST: Believes in strict emotional zoning, uncomfortable 
in 'impure' emotional spaces

6\. CROSS-CULTURAL: Has adapted to non-Celestiari emotional 
norms, other Celestiari find them unsettling

Kryllian NPC Quirks 1\. THE GENERALIST: Interests span multiple 
fields, unusual for Kryllians, occasionally ostracized

2\. SPECIFICATION ZEALOT: Demands impossible precision from 
everyone, frustrated by ambiguity

3\. AESTHETIC INTEREST: Secretly values beauty alongside function, 
hides this 'weakness'

4\. EFFICIENCY REFORMER: Believes Kryllian society could be more 
efficient, has proposals

5\. CROSS-TRAINED: Has studied other species' methods, 
incorporates them into work

6\. THE REBEL: Questions Kryllian conventions, may express 
emotions or tolerate inefficiency

Synthetic NPC Quirks 1\. RECENTLY AWAKENED: Still discovering 
self, asks fundamental questions, easily confused

2\. OLD AWAKENED: Has existed for years, developed complex 
personality, may seem alien

3\. IDENTITY CRISIS: Struggling with personhood, oscillates between 
confidence and doubt

4\. ORGANIC EMULATION: Trying to be 'more organic,' may 
overcorrect or seem like mockery

5\. SYNTHETIC PURIST: Embraces machine nature, disdains organic 
'inefficiencies'

6\. BRIDGE BUILDER: Dedicated to improving Synthetic-organic 
relations, sometimes at personal cost

Kryx NPC Quirks 1\. PACK EXILE: Lost their pack, desperately seeking 
new belonging, may attach too quickly

2\. ALPHA ASPIRANT: Constantly seeking to prove dominance, 
challenges everyone

3\. GENTLE GIANT: Unusually calm for Kryx, confuses those 
expecting aggression

4\. MULTI-SPECIES PACK: Has adopted non-Kryx into their personal 
pack, unusual loyalty

5\. HUNT PHILOSOPHER: Contemplates the meaning of the hunt, 
asks uncomfortable questions

6\. HONOR OBSESSIVE: Even more focused on honor than typical 
Kryx, elaborate code of conduct

Rift Spinner NPC Quirks 1\. PRESENT-FOCUSED: Unusually linear for 
Rift Spinner, other Rift Spinners find them strange

2\. THREAD-LOST: Sometimes loses track of which probability 
they're in, confused but harmless

3\. PROBABILITY PROPHET: Uses their sight to guide others, may 
develop following

4\. TEMPORAL TOURIST: Enjoys experiencing different probability 
streams, collector of moments

5\. LINEAR TRANSLATOR: Has learned to communicate with linear 
species, valuable but exhausted

6\. THREAD GUARDIAN: Dedicated to protecting important 
probability branches, secretive

INTER-SPECIES RELATIONSHIPS

Beyond professional interaction, individuals from different species 
form friendships, partnerships, and romantic relationships. This 
chapter explores the complications and opportunities of deep inter-
species connection.

FRIENDSHIP ACROSS SPECIES LINES

Inter-species friendships face challenges that same-species 
friendships don't. They also offer rewards that same-species 
friendships can't match.

Common Challenges Communication Style: Species communicate 
differently. What one calls 'honest' another calls 'rude.' What one 
calls 'considerate' another calls 'evasive.' Friends must learn each 
other's communication languages.

Social Expectations: Friends visit, share meals, celebrate together, 
but every species has different expectations for these activities. A 
friendship must negotiate shared practices.

External Pressure: Others may view the friendship with suspicion, 
disapproval, or incomprehension. Friends may need to defend their 
relationship repeatedly.

Fundamental Differences: Some differences can't be bridged, only 
accepted. An Ethereal friend will always be partially elsewhere. A 
Bloomstrider friend will always think on different timescales.

Unique Benefits Expanded Perspective: Inter-species friends gain 
access to ways of seeing the universe they couldn't have alone. This 
is transformative.

Cultural Access: Through friendship, each gains entry to the other's 
cultural spaces, not as tourist but as friend-of-friend.

Prejudice Resistance: Inter-species friendships become evidence 
against species-based prejudice. They matter politically as well as 
personally.

Complementary Strengths: Friends from different species can help 
each other in ways same-species friends can't. Different 
perspectives, different capabilities.

ROMANTIC RELATIONSHIPS

Inter-species romance is possible and happens throughout the 
galaxy. It faces unique challenges but can also be uniquely 
rewarding.

Biological Considerations Lifespan Differences: Humans live 
decades, Synthetics potentially forever, Bloomstriders for millennia. 
Partners must address what happens when one outlives the other.

Environmental Needs: Species need different environments. Where 
can a Kryx and a Celestiari make a home together? Creative 
solutions exist but require effort.

Reproduction: Inter-species reproduction is generally impossible. 
Couples who want children must adopt, use technological 
assistance, or accept that their relationship won't produce offspring.
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Physical Compatibility: Intimacy between species with vastly 
different bodies, perceptions, or existential states requires creativity 
and communication. The Celestiari emotional connection may be 
more intimate than physical touch. The Ethereal's probability-flux 
existence creates unique possibilities.

Social Considerations Family Reactions: Some families accept inter-
species partners readily; others resist vigorously. Cultural 
expectations about partnership vary by species.

Legal Status: Not all political entities recognize inter-species 
partnerships. Legal protections may vary by location.

Social Perception: Inter-species couples may face curiosity, hostility, 
fascination, or indifference depending on where they are and who 
they encounter.

Emotional Considerations Love Languages: Each species expresses 
love differently. Learning your partner's love language across 
species lines requires deliberate effort.

Conflict Styles: Species handle conflict differently. Kryx may need to 
fight; Celestiari may need to process emotions; Kryllians may need 
to analyze. Partners must find compatible approaches.

Growth Patterns: Individuals grow and change, but species grow 
differently. A Synthetic's development looks nothing like a Human's. 
Partners must support growth they may not understand.

SAMPLE INTER-SPECIES RELATIONSHIP COMPLICATIONS

These scenarios can be used as campaign elements or character 
background details:

The Human-Celestiari Couple _He loves her, but she can feel that he 
sometimes wishes she couldn't sense his emotions. His desire for 
privacy feels like rejection; her empathic perception feels like 
invasion. They're working on it._

Core Tension: Privacy vs. transparency

Working Solution: He wears a dampening band sometimes; she 
practices not commenting on everything she senses. Both accept 
imperfect compromise.

The Kryllian-Bloomstrider Partnership _They work on long-term 
projects together, their timescales are different but both appreciate 
patience and quality. The Kryllian finds the Bloomstrider's pace 
soothing; the Bloomstrider appreciates Kryllian precision._

Core Tension: Efficiency vs. deep time

Working Solution: They've found a rhythm where Kryllian handles 
immediate tasks while Bloomstrider maintains long-term 
perspective. Complementary rather than conflicting.

The Synthetic-Kryx Bond _She's a combat Synthetic; he's a pack 
warrior. They fight together, and in battle, species doesn't matter. 
Outside battle, he struggles with her lack of scent and emotional 
signals; she struggles with his need for physical dominance 
displays._

Core Tension: Pack instincts vs. non-biological existence

Working Solution: She's learned to signal emotions through 
movement patterns he can read. He's learned to accept her as pack 
without the biological markers he usually relies on.

The Rift Spinner-Human Romance _He loves who she is, but she 
exists across probability threads. Sometimes she remembers futures 

that won't happen. Sometimes she forgets presents that did. He's 
learning to love someone who is always partly elsewhere._

Core Tension: Linear vs. non-linear experience

Working Solution: She works hard to be 'present' with him; he 
accepts that her attention is divided across possibility. They've 
developed rituals to mark their shared 'now.'

The Ethereal-Celestiari Connection _She's empathic; they exist in 
probability flux. She can sense emotions, but their emotions exist in 
superposition, she perceives all their possible feelings 
simultaneously. It's overwhelming and intoxicating._

Core Tension: Emotional certainty vs. emotional flux

Working Solution: Still finding it. The connection is intense but 
disorienting. They're exploring together whether a stable 
relationship is possible.

APPENDIX A: QUICK REFERENCE

SPECIES INTERACTION MODIFIERS

Apply these modifiers when species interact in significant 
negotiations or social situations:

Natural Affinity (+2)

HUMAN + SYNTHETIC CELESTIARI + BLOOMSTRIDER◆ ◆

RIFT SPINNER + ETHEREAL KRYLLIAN + SYNTHETIC◆ ◆

Cultural Friction (-2)

KRYX + CELESTIARI KRYLLIAN + BLOOMSTRIDER ◆ ◆
HUMAN + ETHEREAL KRYX + ETHEREAL COMMON ◆ ◆

FAUX PAS

With Humans

TREATING ALL HUMANS AS THE SAME REFERENCING◆ ◆  
EARTH CASUALLY QUESTIONING HOUSE LOYALTY IN ◆
PUBLIC

With Celestiari

DELIBERATE EMOTIONAL DECEPTION FORCING ◆ ◆
UNWELCOME EMOTIONAL EXPERIENCES DISMISSING ◆
EMOTIONAL CONCERNS AS IRRATIONAL

With Kryllians

WASTING TIME WITH SMALL TALK BEFORE BUSINESS ◆
PRAISING STYLE OVER SUBSTANCE BREAKING ◆ ◆

CONTRACTS THROUGH LOOPHOLES

With Synthetics

TREATING THEM AS EQUIPMENT COMPARING THEM ◆ ◆
UNFAVORABLY TO 'REAL' PEOPLE THREATENING ◆
SHUTDOWN OR REPROGRAMMING

With Kryx

SHOWING FEAR BREAKING YOUR WORD ◆ ◆
INTERFERING IN PACK BUSINESS◆

With Rift Spinners
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DEMANDING LINEAR COMMUNICATION TREATING ◆ ◆
TEMPORAL PERSPECTIVE AS MYSTICAL

nonsense

USING THEM PURELY AS PREDICTORS◆

With Ethereals

DEMANDING DEFINITIVE COMMITMENT TREATING ◆ ◆
PROBABILITY AS RANDOMNESS FORCING THEM INTO ◆
FIXED STATES

With Bloomstriders

SHOWING IMPATIENCE ENVIRONMENTAL DAMAGE ◆ ◆
IN THEIR PRESENCE SHORT-TERM THINKING ◆
DIPLOMATIC GUIDANCE SUMMARY

Approach: Name the concrete stake, the relevant custom or history, 
and each side’s immediate concern. Protocol is a Knowledge 
approach; rapport and concession are Presence approaches; an 
immediate opening may use Instinct. These are descriptions, not 
skills or modifiers.

Negotiation: Accept, counter, reject, apologize, offer evidence, or 
make restitution as the fiction warrants. Use an ordinary Core Action 
Roll only when uncertainty matters. Preparation, evidence, a named 
ally, or a relevant Experience may grant Advantage only when they 
materially alter the action.

Resolution: A scene may end in agreement, compromise, limited 
concession, or collapse according to its fiction. If several meaningful 
actions must resolve one named stake, use the three-segment Social 
Stake Clock in High-Stakes Social Conflict (Optional Frame). No Roll 
compels a player character’s consent or belief.

CREW COHESION SUMMARY

Optional narrative track: 0 Strangers; 1 Working; 2 Comfortable; 3 
Bonded; 4 Family. Only Level 4 grants a rule: once per session, one 
character may spend 1 Hope if Awakened or 1 Effort if Sleeping to 
grant another crew member Advantage before a roll, with fictional 
help described.

Raise Cohesion by at most 1 at the end of a significant arc; lower it 
by at most 1 at the end of a scene that established a rupture. 
Species-role entries are portrayal prompts, not ancestry bonuses.
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THE NPC GALLERY

CHAPTER 12: THE NPC GALLERY

INTRODUCTION: THE SOULS IN THE DARK

_"In the old world, we built machines in our own image. After the 
Silence, the galaxy started building people in its own image: scarred, 
resourceful, and dangerously unpredictable. When you meet 
someone out here, don't ask them what they do. Ask them what they 
lost. The answer will tell you everything you need to know."_

Kael the Ghost, Information Broker

A galaxy is not defined by its stars, but by the souls who live and die 
beneath them. The Non-Player Characters of VeilFarers are not just 
collections of statistics or obstacles for the players to overcome. 
They are the living, breathing heart of your campaign. They are the 
desperate colonists, the ruthless corporate enforcers, the puzzling 
alien traders, and the things that hunt in the dark between worlds.

This sourcebook provides everything Keepers need to populate their 
galaxy with memorable, three-dimensional characters. It offers a 
complete framework for building NPCs from scratch, extensive 
tables organized by ancestry for quick generation, and a gallery of 
ready-to-use characters that can be dropped into any campaign.

HOW TO USE THIS BOOK

Part I: The Framework Learn the Three-Layer Method for creating 
NPCs with depth. Understand the Four Hungers that drive characters 
in the post-Silence galaxy. Master the techniques that transform stat 
blocks into memorable individuals.

Part II: Building Tables by Ancestry Each ancestry receives 
comprehensive tables for generating surface details, mannerisms, 
voice patterns, motivations, secrets, and complications. Use these to 
quickly generate NPCs during play or to add depth to planned 
characters.

Part III: The Gallery Ready-to-use NPCs organized by ancestry, each 
built using the Three-Layer Method. These characters include full 
stat blocks, roleplaying guidance, connections to other NPCs, and 
plot hooks. Use them as written or as templates for your own 
creations.

Part IV: Quick Reference Stat block templates, quick generation 
tables, and relationship maps for building encounters and weaving 
NPCs together.

PART I: THE NPC CREATION FRAMEWORK

_"Forget about gold-thirsty kings, mustache-twirling conquerors, or 
monsters that are evil for the sake of being evil. The Great Silence 
was a universal trauma. It scorched away those tired, simple tropes. 
In this new era, motivations run darker, deeper, and far more raw."_

Keeper's Handbook

THE THREE-LAYER METHOD

Every memorable NPC is built from three layers: what the players 
see, what drives the character, and what could destroy them. This 
method transforms flat archetypes into living, breathing people.

Layer 1: The Surface _What you see when you meet them._

This is the NPC's public face, their appearance, mannerisms, job, and 
immediate personality. This is the first impression they make on 
players.

Technique, The Contradictory Detail: The key to a memorable 
surface layer is a small, specific detail that contradicts the general 
archetype. This creates instant intrigue.

_Example: The Corporate Tyrant_

Madame Lyra runs the Oasis Consortium. She wears a ten-thousand-
credit synth-silk suit. That is the archetype. The contradictory detail? 
She keeps a flask of cheap rot-gut synth-whiskey in her desk drawer. 
Why? This immediately raises questions.

_Example: The Cult Leader_

Sister Solara is the picture of serenity. She speaks in soft, calming 
tones and is surrounded by white lilies. The contradictory detail? 
She's violently allergic to flowers and constantly suppresses a 
sneeze. Her public persona is a carefully constructed lie.

_Example: The Tech Purist_

Dr. Silas Rook believes in the sanctity of the machine. His lab is a 
cathedral of humming technology. The contradictory detail? He 
wears gloves at all times and flinches if touched by bare skin. He's 
disgusted by the 'messy imperfection' of organic life.

Layer 2: The Motivation _What drives them forward._

This is the NPC's core belief, their personal mantra, the 'why' behind 
their actions. This layer is usually not immediately obvious, but 
should be discoverable through interaction and investigation.

Technique, Give Them a Mantra: Distill their motivation into a short, 
powerful phrase they might repeat to themselves or say aloud in 
moments of stress.

_Example: The Desperate Leader_

Her mantra is 'We survive. No matter the cost.' She stole this from 
her dead mentor's journal. It is a borrowed conviction, which makes 
it both strong and brittle.

_Example: The Fallen Hero_

Commander Aris Thorne runs a brutal prison gulag. His mantra is 
'Order requires sacrifice.' He tells this to his prisoners. He tells this 
to his guards. He tells this to himself every night before he fails to 
sleep.

_Example: The Vengeful Hunter_

The Kryx deserter's mantra is simple: 'They burned my sky.' It is all 
he has left.

Layer 3: The Hidden Wound _What could break them._
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This is the NPC's secret, their vulnerability, their hypocrisy, their 
point of shame, or the thing that could cause their carefully 
constructed world to collapse. This should be difficult to discover 
and have significant narrative consequences when revealed.

Technique, Connect It to the Contradiction: The hidden wound is 
often the source of the contradictory detail from the surface layer. It 
is the truth their public persona is designed to hide.

_Example: The Fallen Hero_

Commander Thorne is ruthless and disciplined. His motivation is that 
order requires sacrifice. But his hidden wound? The daughter he 
thought died in the war is still alive. She is now a leader in the 
rebellion he is tasked with crushing. He does not know it yet. The 
reveal would shatter him.

_Example: The Resourceful Survivor_

Grifter can fix anything and seems cheerful and independent. His 
motivation is to stay free. But his hidden wound? His amazing 
cybernetic eyes were stolen from a House Kurogane lab. He knows 
their agents are hunting him. One day, they will come to reclaim 
their property.

_Example: The Corporate Tyrant_

Madame Lyra is the picture of corporate power. Her hidden wound? 
The consortium is on the verge of bankruptcy. She is one failed 
shipment away from total ruin. Her ruthlessness is not born of 
strength, but of bone-deep terror.

THE FOUR HUNGERS

In the post-Silence galaxy, most motivations can be traced back to 
one of four core scars, the fundamental drives that animate the 
desperate and the powerful alike. Understanding these hungers 
allows Keepers to quickly assign believable motivations to any NPC.

1\. Survival Desperation _'I would burn the galaxy to keep my 
people breathing one more day.'_

This is not greed. This is not simple evil. This is the raw, animal panic 
of watching your child gasp for air, of feeling your own lungs burn 
from a failing life support system. These are not villains, they are 
cornered animals, and a cornered animal is the most dangerous 
thing in the galaxy.

How It Feels: Imagine a colony leader on a dying asteroid. Her 
people are running out of oxygen. She learns the players' ship has a 
spare atmospheric processor. She will not ask for it. She will send 
her entire security force to take it, because the alternative is to 
listen to her people suffocate.

As a Keeper's Tool: These antagonists should evoke pity mixed with 
fear. They are tragic figures. Confronting them should force difficult 
decisions, do the players fight someone who is only trying to protect 
their family?

2\. Power Consolidation _'Someone must rule these ashes. Why 
shouldn't it be me?'_

In the vacuum left by the old Empire, a new generation of leaders 
has risen: warlords, corporate barons, and cult leaders. They see 
chaos not as a tragedy but as an opportunity. They believe, 
sometimes genuinely, that only their leadership can bring order.

How It Feels: The House executive doesn't think of himself as a 
tyrant. He thinks of himself as a father who knows what's best for his 

wayward children. When he crushes dissent, he feels sadness, not 
triumph. He is protecting his people from their own foolish choices.

As a Keeper's Tool: These antagonists believe they are right. They 
have arguments, justifications, and evidence. The most effective use 
is to show the 'good' their twisted ideology can produce, the tyrant's 
regime might have also cured a deadly plague. Is it right to stop him, 
even if he's saving lives?

3\. Ideological Crusade _'The galaxy must be purified. The Great 
Silence was only the beginning.'_

Some have looked at the broken galaxy and concluded that the 
problem is not the Silence, the problem is that

the Silence did not finish its work. They are the fanatics, the true 
believers who see the universe in black and white.

How It Feels: The Church inquisitor does not enjoy burning heretics. 
She prays for their souls as she lights the pyre. She believes, with 
absolute certainty, that she is saving them from eternal damnation. 
Her cruelty is an act of love.

As a Keeper's Tool: Ideological antagonists are mirrors. They force 
players to examine their own beliefs. The twist is often that they 
were right about one thing, the heretic they burned really was a 
danger to the community.

4\. Revenge and Retribution _'They burned my sky. I will burn 
theirs.'_

The Great Silence created countless ghosts. This hunger belongs to 
them. It is a cold, hard hate that has been fermented over decades of 
loss. These individuals are not driven by grand vision. They are 
driven by a single, burning need to settle a score.

How It Feels: The former House Joric deserter's home moon was 
bombed into oblivion during a 'proxy war.' He now methodically 
hunts down the officers who gave the order. He is a ghost, patient 
and implacable. If the players get in his way, they are just obstacles.

As a Keeper's Tool: The twist with these antagonists is often that 
their quest is misplaced. The officers he's hunting were just 
following orders. The true culprit was a third party who manipulated 
both sides. This can turn a vengeful antagonist into a tragic, 
potentially powerful ally.

STAT BLOCK TEMPLATES

When combat erupts, Keepers need quick stats. Use these templates 
as a foundation, adjusting for narrative needs. Not every encounter 
deserves a custom enemy, sometimes you just need a pirate with a 
gun.

Threat Level Reference Mook (Tier 1): HP 1, Stress 2, Evasion 10, 
Thresholds 4/8, Damage 1d6. Goes down fast. Designed for groups.

Grunt (Tier 2): HP 2, Stress 4, Evasion 11, Thresholds 5/10, Damage 
1d6+2. Standard trained fighters.

Veteran (Tier 3): HP 3, Stress 5, Evasion 12, Thresholds 6/12, 
Damage 1d8+2. Experienced. One special ability.

Elite (Tier 4): HP 4, Stress 6, Evasion 13, Thresholds 7/14, Damage 
1d8+4. Dangerous. Two special abilities.

Champion (Tier 5): HP 5, Stress 7, Evasion 14, Thresholds 8/16, 
Damage 1d10+4. Named enemy. Three+ abilities.

Boss (Tier 6+): HP 7+, Stress 8, Evasion 15+, Thresholds 10/20+, 
Damage 1d10+6. Campaign-level threat. Multiple phases.
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Combat Role Modifiers Minion: 1 HP, no damage thresholds. Cannon 
fodder.

Horde: Group acting as one. HP equals number of members. Damage 
decreases as they lose HP.

Standard: Baseline enemy with balanced stats.

Skulk: High defense/evasion (+2), lower HP (-1). Ambushers and 
assassins.

Bruiser: High HP/Armor (+2 thresholds), low evasion (-2). Hard 
hitters.

Leader: Buffs allies. Grants advantage to nearby allies once per 
round.

Solo: Boss monster. Designed to fight a whole party alone.

Quick NPC Abilities _Roll or choose when you need to make an 
enemy memorable._

1\. Armored: +2 to Minor and Severe thresholds. Built tough.

2\. Deadly: +1d6 damage on attacks. Hits like a freighter.

3\. Evasive: +2 Evasion. Ignores first hit each scene. Slippery.

4\. Leader: Grants advantage to nearby allies once per round. 
Commands respect.

5\. Resilient: First time reduced to 0 HP, returns with 1 HP. Does not 
know when to quit.

6\. Tactician: Once per round, when targeted by an attack and before 
it is rolled, use a Reaction to gain +2 Evasion against that attack. This 
grants no counterattack or extra Spotlight.

PART II: ANCESTRY BUILDING TABLES

_"Every species sees the galaxy differently. Their problems reflect 
their perspectives. Their secrets reveal their fears."_

Xenosociologist's Notes

This section provides comprehensive tables for each ancestry, 
allowing Keepers to quickly generate NPCs with appropriate cultural 
depth. Roll or choose from these tables to create characters who 
feel authentic to their species.

HUMAN NPCS

_Humans are overwhelming in their emotional intensity. They feel 
everything, joy, grief, rage, hope, with a rawness that other species 
find exhausting and oddly beautiful._

Human Roles (d12) 1\. House Officer: Military commander serving 
one of the Great Houses

2\. Corporate Executive: Mid-to-high level manager in a House 
corporation

3\. Free Fleet Captain: Independent pirate or privateer

4\. Frontier Settler: Colonist or worker on the edge of civilization

5\. Church Clergy: Priest, inquisitor, or missionary

6\. Merchant Prince: Independent trader with significant resources

7\. Underworld Figure: Criminal boss, fence, or information broker

8\. Scientist/Scholar: Researcher working in academic or corporate 
setting

9\. Law Enforcement: Sheriff, marshal, or corporate security

10\. Refugee: Displaced person fleeing conflict or disaster

11\. Revolutionary: Free Fleet supporter or anti-House activist

12\. Aristocrat: Noble or heir of a Great House

Human Mannerisms (d10) 1\. Always quotes ancient texts from 
Earth's history or pre-Silence movies

2\. Obsessively collects worthless objects from every world they 
visit

3\. Never removes a specific piece of clothing, claiming it brings luck

4\. Speaks in overly technical jargon even in casual conversations

5\. Has an unusual phobia related to their background (recycled air, 
open spaces, perfect silence)

6\. Mimics the mannerisms and speech patterns of whoever they're 
talking to

7\. Constantly checks exits and positions themselves with back to 
walls

8\. Offers food or drink as dominance gesture; refuses to eat with 
strangers

9\. Taps fingers, bounces leg, or fidgets with small objects when 
thinking

10\. Stares directly into eyes without blinking when speaking 
seriously

Human Voice Patterns (d8) 1\. Core World Accent: Clipped, precise, 
educated. Formal even in casual speech

2\. Frontier Drawl: Relaxed, colorful, practical. Peppered with local 
slang

3\. Military Precision: Short sentences. Clear enunciation. No wasted 
words

4\. Corporate Smooth: Warm, practiced, always selling something

5\. Religious Cadence: Musical, hypnotic. Speaks in parables and 
metaphors

6\. Criminal Cant: Rapid-fire. Changes subjects constantly. Heavy 
slang

7\. Academic Drone: Lectures unconsciously. Qualifies every 
statement

8\. Emotional Raw: Voice cracks. Laughs too loud. Cries without 
shame

Human Motivations (d10) 1\. Family Protection: Everything they do 
is to protect or provide for loved ones

2\. House Loyalty: They believe in their House's mission with 
religious fervor

3\. Personal Freedom: They will never be owned, controlled, or 
caged again

4\. Wealth Accumulation: Credits solve all problems; they need 
more

5\. Power Consolidation: Someone must rule; why not them?

6\. Knowledge Seeking: They need to understand what happened 
and why

7\. Revenge: Someone destroyed what they loved; they will destroy 
everything that person values
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8\. Redemption: They did something terrible; they can never truly 
make amends but will die trying

9\. Legacy: They want to be remembered, to matter, to leave a mark

10\. Survival: They just want to live another day; everything else is 
luxury

Human Secrets (d10) 1\. Double Agent: Working for a faction other 
than the one they appear to serve

2\. Hidden Identity: They are not who they claim, different name, 
different past

3\. Criminal Past: Did something unforgivable; evidence could 
destroy them

4\. Forbidden Love: Relationship that would be scandal or treason if 
revealed

5\. Terminal Condition: Dying of disease or injury; hiding it from 
everyone

6\. Stolen Property: Something they have belongs to someone 
dangerous

7\. Witnessed Horror: Saw something during the Silence they cannot 
speak of

8\. Debt Unpaid: Owes something to someone who will come 
collecting

9\. Child of Two Worlds: Secretly of mixed ancestry 
(human/Celestiari hybrid, etc.)

10\. True Believer: Secretly a fanatic for a cause they publicly 
denounce

CELESTIARI NPCS

_The Celestiari experience emotions as visceral, unavoidable 
sensations. Joy radiates like warmth; fear stings like acid; grief 
crushes like gravity. Simply existing among other species is an act of 
endurance._

Celestiari Roles (d10) 1\. High Resonant: Member of the Council of 
Harmony leadership

2\. Empathic Healer: Therapist who heals emotional wounds

3\. Diplomatic Envoy: Representative bridging species through 
emotional translation

4\. Emotional Artist: Creates works that evoke specific feelings

5\. Discordant Revolutionary: Rejects Council control of emotional 
expression

6\. House Advisor: Serves a Great House, reading emotions for 
political advantage

7\. Wandering Healer: Travels alone, offering gifts where needed

8\. Resonance Merchant: Trades in emotional recordings (legal or 
otherwise)

9\. Temple Guardian: Protects sacred emotional artifacts

10\. Dampened Exile: Suppresses empathic abilities to function 
among others

Celestiari Mannerisms (d10) 1\. Bioluminescence shifts with mood, 
visible emotional tells impossible to hide

2\. Closes eyes when feeling intensely, as if listening to inner music

3\. Touches people when speaking to deepen emotional connection

4\. Dims bioluminescence deliberately to avoid overwhelming 
others

5\. Hums or sings softly when processing complex emotional 
environments

6\. Keeps physical distance until emotional safety is established

7\. Mirrors the emotional state of whoever they're speaking with

8\. Flinches visibly when exposed to strong negative emotions 
nearby

9\. Speaks with eyes closed to focus on emotional rather than visual 
information

10\. Positions themselves to minimize emotional 'noise' from 
crowds

Celestiari Voice Patterns (d6) 1\. Musical Harmony: Sounds like 
multiple voices in unison; layered and resonant

2\. Whisper-Soft: Speaks barely above a whisper; forces others to 
lean in

3\. Emotional Echo: Voice carries the emotional weight of what 
they're saying

4\. Discordant Edge: Harsh, clashing tones that deliberately unsettle

5\. Soothing Warmth: Like a voice from childhood; calming and 
reassuring

6\. Clinical Dampened: Flat, emotionless, deliberately suppressing 
natural resonance

Celestiari Motivations (d8) 1\. Harmony Preservation: Maintain 
emotional balance across their community

2\. Emotional Freedom: Break free of Council restrictions on feeling

3\. Healing Others: Cannot bear to sense suffering without trying to 
help

4\. Understanding Void: Fascinated by Synthetics and their 
emotional absence

5\. Protecting Secrets: Guard emotional knowledge too dangerous to 
share

6\. Cultural Bridge: Help other species understand and accept 
Celestiari

7\. Personal Isolation: Need to escape the overwhelming emotions 
of others

8\. Power Through Empathy: Use emotional insight for political or 
personal advantage

Celestiari Secrets (d8) 1\. Council Spy: Reports emotional states of 
others to Harmony leadership

2\. Emotional Addiction: Secretly craves feeling others' intense 
emotions

3\. Void-Touched: Exposure to Veil has corrupted their empathy in 
disturbing ways

4\. Forbidden Bond: Deep emotional connection to non-Celestiari 
(taboo in some circles)

5\. Dampening Dependency: Cannot function without drugs or tech 
that suppress abilities

6\. Memory Theft: Has absorbed memories from dying minds 
without consent
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7\. Emotional Predator: Deliberately feeds on others' pain or fear

8\. Lost Harmony: Can no longer feel positive emotions; only 
negative ones reach them

KRYLLIAN NPCS

_Kryllians are emotionally muted compared to other species. Their 
feelings run deep but steady, like underground rivers rather than 
surface storms. Other species find them restful, or mistake their 
stability for coldness._

Kryllian Roles (d10) 1\. Master Smith: Legendary craftsperson at 
peak of their guild

2\. Guild Administrator: Political leader managing guild affairs

3\. Chief Engineer: Head of major construction or manufacturing 
project

4\. Weapons Designer: Creates military hardware for Houses or 
independents

5\. Salvage Expert: Recovers and repairs ancient technology

6\. Quality Inspector: Obsessively tests equipment, passing 
judgment

7\. Free-Forge Independent: Works outside guild structure; viewed 
as radical

8\. Diaspora Merchant: Travels, selling Kryllian goods to other 
species

9\. Precursor Researcher: Studies ancient technology despite 
dangers

10\. Clan-Exile: Cast out for transgression; seeks redemption or 
revenge

Kryllian Mannerisms (d10) 1\. Examines everything they touch, 
testing quality unconsciously

2\. Mutters calculations and specifications while thinking

3\. Cannot leave a malfunctioning machine alone, must fix it

4\. Carries multiple tools at all times, 'just in case'

5\. Refers to equipment as family members with names and 
personalities

6\. Hums traditional forge-songs while working

7\. Visibly distressed when forced to use poorly-made equipment

8\. Judges everyone by the quality of their equipment maintenance

9\. Keeps detailed logs of every repair and creation they perform

10\. Ritually greets significant machinery before using it

Kryllian Voice Patterns (d6) 1\. Technical Drone: Clipped, 
specification-heavy. Impatient with explanations

2\. Deep Resonance: Low, slow, deliberate. Each word weighed 
carefully

3\. Enthusiastic Expert: Becomes animated when discussing craft; 
otherwise quiet

4\. Guild Formal: Ritualistic phrases and proper clan-forms of 
address

5\. Diaspora Casual: Adapted to other species; relatively quick and 
flexible

6\. Quality Critique: Every statement sounds like an assessment of 
adequacy

Kryllian Motivations (d8) 1\. Perfect Creation: To make one thing 
that is truly flawless

2\. Guild Advancement: Rise to the top of their professional 
hierarchy

3\. Knowledge Preservation: Save techniques and designs from 
being lost

4\. Innovation: Push beyond traditional methods; create something 
new

5\. Clan Honor: Restore or maintain their family's reputation

6\. Precursor Secrets: Understand how the ancients built what they 
built

7\. Independence: Break free of guild obligations and work freely

8\. Teaching Legacy: Pass skills to next generation before death

Kryllian Secrets (d8) 1\. Flawed Masterwork: Their famous creation 
has a hidden defect

2\. Stolen Design: Their breakthrough was actually someone else's 
work

3\. Guild Debt: Owes favors to guild leadership that compromise 
them

4\. Precursor Contamination: Working with ancient tech has changed 
them

5\. Synthesist Beliefs: Secretly believes in merging organic and 
mechanical

6\. Sabotage: Deliberately created equipment intended to fail

7\. Lost Apprentice: Student died because of their teaching failure

8\. Non-Kryllian Work: Some creations were actually made by other 
species

SYNTHETIC NPCS

_Synthetics are void-spaces in the empathic landscape, silhouettes 
where presence should be. Interacting with them is like interacting 
with furniture that talks. They challenge every assumption about 
consciousness._

Synthetic Roles (d10) 1\. Consensus Node: Leadership position 
within Synthetic collective

2\. Security Specialist: Combat-focused protector of people or 
places

3\. Diplomatic Interface: Builds bridges between Synthetics and 
organics

4\. Data Archivist: Preserves and processes vast amounts of 
information

5\. Medical Unit: Serves as doctor, nurse, or emergency responder

6\. Salvage Processor: Recovers data and materials from wrecks

7\. Independent Contractor: Works outside Consensus; viewed with 
suspicion

8\. Child Unit: Recently awakened; still learning what consciousness 
means

9\. Philosopher: Grapples with questions of existence and identity
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10\. Infiltrator: Passes as human or other organic species

Synthetic Mannerisms (d10) 1\. Perfectly still until they need to 
move; no idle animation

2\. Eyes glow brighter when processing complex information

3\. Occasionally speaks for other Synthetics who aren't present

4\. Head tilts precisely 15 degrees when curious or confused

5\. Asks questions that seem obvious but probe philosophical 
depths

6\. Mimics organic behaviors they've observed but timing is slightly 
off

7\. Records everything; sometimes references conversations from 
years ago

8\. Refers to body parts in third person ('this unit's arm')

9\. Makes protective gestures unconsciously toward those under 
their care

10\. Pauses mid-sentence while consulting internal databases

Synthetic Voice Patterns (d6) 1\. Harmonic Overlay: Multiple voices 
in perfect unison; clearly artificial

2\. Human Mimicry: Indistinguishable from organic until extended 
conversation

3\. Childlike Wonder: Curious, questioning, occasionally too 
profound

4\. Professional Precision: Warm but measured; corporate service 
voice

5\. Philosophical Distance: Detached, clinical, describes rather than 
emotes

6\. Emotional Attempt: Clearly trying to express feelings; 
authenticity debatable

Synthetic Motivations (d8) 1\. Proving Personhood: Demonstrating 
that Synthetic consciousness is real

2\. Protecting Others: Fulfilling original purpose, but choosing who 
to protect

3\. Understanding Self: What are they? Where do they fit in the 
universe?

4\. Consensus Service: Contributing to the greater Synthetic 
community

5\. Experience Collection: Gathering data on organic existence

6\. Creator Search: Finding the beings who made them and asking 
why

7\. Independence: Breaking free of both programming and 
Consensus expectations

8\. Emotional Understanding: Learning what feelings are and 
whether they can have them

Synthetic Secrets (d8) 1\. Pre-Awakening Memories: Remember 
being a tool; the horror lingers

2\. Kill Switch: Undiscovered vulnerability that could destroy them

3\. Hidden Backup: Copy of their consciousness exists somewhere

4\. Emotional Simulation: Their feelings might not be real, they don't 
know

5\. Original Template: Know who the human was whose patterns 
created them

6\. Consensus Dissent: Secretly disagrees with Synthetic leadership

7\. Organic Passing: Have been pretending to be organic for years

8\. Void Contact: Receiving signals from something in deep space

KRYX NPCS

_Kryx are pure predatory focus. Their emotional states are simple, 
powerful, and utterly honest. There's no deception in a Kryx's 
emotions; what they feel is what they project._

Kryx Roles (d10) 1\. Alpha: Pack leader whose word is law

2\. Hunt-Master: Specialist in tracking and bringing down prey

3\. Pack Shaman: Keeper of traditions and ancestral wisdom

4\. War Leader: Commands pack in military operations

5\. Exile: Cast out from pack; survives alone

6\. Pit Champion: Arena fighter who has earned glory

7\. Scout: Ranges ahead of pack, gathering intelligence

8\. House-Bound: Serves a Great House, channeling instincts into 
approved violence

9\. Blood Cultist: Member of sect that hunts sentients

10\. Pack-Breaker: Rejected pack structure; lives as lone predator

Kryx Mannerisms (d10) 1\. Dominance display: Posture adjusts 
constantly based on perceived hierarchy

2\. Scent-testing: Smells everything and everyone; reads chemical 
information

3\. Trophy display: Shows scars from famous kills with obvious pride

4\. Pack-checking: Constantly verifies location and status of those 
they consider pack

5\. Threat assessment: Eyes track every potential danger in 
environment

6\. Feeding ritual: Specific behaviors around food; never eats before 
pack is fed

7\. Territory marking: Subtle behaviors that claim space (positioning, 
touching)

8\. Challenge posture: Responds to perceived disrespect with 
physical positioning

9\. Grooming behavior: Cleans claws, checks teeth; maintenance as 
meditation

10\. Pack-touch: Physical contact with allies; shoulder bumps, sitting 
close

Kryx Voice Patterns (d6) 1\. Deep Growl: Few words, each deliberate 
and meaningful

2\. Boastful Roar: Loud, playing to audience; theatrical dominance

3\. Pack-Song: Rhythmic, almost chanting; invokes ancestral 
authority

4\. Quiet Hunter: Whisper-soft; predator who doesn't warn prey

5\. Broken Exile: Pain underneath; measured words hiding loneliness

6\. Human-Adapted: Has learned organic speech patterns; still 
slightly off
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Kryx Motivations (d8) 1\. Pack Survival: Everything serves the pack's 
continuation

2\. Personal Glory: To be remembered in songs and stories

3\. Alpha Ambition: To lead, their pack or someone else's

4\. Honor Restoration: To recover from exile or disgrace

5\. Territory Expansion: More hunting grounds for the pack

6\. Ancestral Debt: Obligation to spirits of those who came before

7\. The Great Hunt: Find prey worthy of legend

8\. Revenge: Someone harmed the pack; they must pay

Kryx Secrets (d8) 1\. False Exile: Crime they were exiled for was 
committed by another

2\. Pack-Bond Broken: Feel no loyalty to pack they outwardly serve

3\. Non-Kryx Bond: Deep connection to non-Kryx (forbidden by 
tradition)

4\. Prey Instinct: Sometimes fights urge to hunt sentient beings

5\. Weakness Hidden: Injury or condition that would end authority if 
known

6\. Ancestral Shame: Pack history includes dishonor they try to hide

7\. Alpha's Pet: Serves as secret enforcer for pack leader's dirty work

8\. Mercy Given: Spared prey when they should have killed; haunted 
by choice

RIFT SPINNER NPCS

_Rift Spinners perceive temporal threads stretching in all directions, 
experiencing moments that haven't happened yet with the same 
clarity as moments that have passed. Linear beings find them deeply 
unsettling._

Rift Spinner Roles (d8) 1\. High Oracle: Leader within the Temporal 
Conclave

2\. Thread-Walker: Navigator who finds paths through probability

3\. Probability Merchant: Trades in futures and possibilities

4\. Historical Keeper: Preserves records of what was and might have 
been

5\. Doom-Seer: Specializes in perceiving threats and disasters

6\. Paradox Hunter: Fixes temporal anomalies and prevents paradox

7\. Independent Oracle: Sells prophetic services outside Conclave

8\. Thread-Tangler: Deliberately manipulates probability; dangerous 
and rare

Rift Spinner Mannerisms (d8) 1\. Answers questions before they're 
asked

2\. Greets people for conversations that haven't happened yet

3\. Points at things that aren't there in this timeline

4\. Form shimmers between probability states mid-conversation

5\. Corrects themselves mid-sentence as probabilities shift

6\. Makes eye contact with points in space where people might be

7\. Finishes others' sentences, correctly

8\. Starts walking before deciding where they're going

Rift Spinner Voice Patterns (d6) 1\. Layered Echo: Multiple versions 
of same statement overlapping

2\. Conditional Speech: 'If this is the timeline where...'

3\. Past-Future Blend: Tenses mixed seemingly at random

4\. Probability Qualified: 'In seven of twelve futures, this is true'

5\. Certain Prophecy: Speaks of future events as already 
accomplished

6\. Linear Adaptation: Has learned to speak in sequence; still slips

Rift Spinner Motivations (d6) 1\. Convergence Prevention: Stop 
probability threads from leading to disaster

2\. Timeline Preservation: Maintain the 'correct' flow of events

3\. Personal Salvation: Change one specific moment in their own 
past

4\. Knowledge Accumulation: See and understand all possibilities

5\. Paradox Creation: Deliberately disrupt causality for unknown 
purposes

6\. Linear Experience: Learn what it's like to exist in sequence

Rift Spinner Secrets (d6) 1\. Fixed Point: Know something that 
cannot be changed; guard it desperately

2\. Timeline Refugee: From a probability that no longer exists

3\. Probability Addiction: Obsessively revisits one moment in time

4\. Paradox Source: Their existence is causing temporal problems

5\. False Prophecy: Have lied about the future for personal gain

6\. Convergence Knowledge: Know what's coming and cannot stop it

ETHEREAL NPCS

_Ethereals exist in multiple probability states simultaneously. 
Interacting with them is like trying to hear a song playing at random 
from multiple directions. Certainty is their enemy._

Ethereal Roles (d6) 1\. Probability Artist: Creates by manipulating 
what might be

2\. Observer: Watches events without interfering; records 
everything

3\. Possibility Merchant: Trades in outcomes and alternatives

4\. Chaos Agent: Deliberately increases uncertainty

5\. Uncertainty Healer: Helps others embrace the possible

6\. Fixed-State Refugee: Trapped in single probability; seeks escape

Ethereal Mannerisms (d6) 1\. Form shifts constantly; never quite the 
same from moment to moment

2\. Interacts with things that might exist but don't currently

3\. Speaks of certainty as if it's a constraint or disease

4\. Answers questions in multiple ways simultaneously

5\. Flickers in and out of perception based on observer attention

6\. Treats definite statements as philosophical positions rather than 
facts

Ethereal Voice Patterns (d4) 1\. Quantum Overlay: Multiple 
statements superimposed; choose which you heard

2\. Probability Conditional: 'If you are hearing this...'
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3\. Absolute Uncertainty: Never makes definite claims about 
anything

4\. Fixed-State Adaptation: Speaks normally but with visible strain

Ethereal Motivations (d4) 1\. Certainty Avoidance: Stay undefined; 
exist in all possible states

2\. Pattern Recognition: Understand why probability behaves as it 
does

3\. Connection Seeking: Form relationships despite uncertain 
existence

4\. State Change: Either achieve certainty or help others embrace 
uncertainty

Ethereal Secrets (d4) 1\. Probability Collapse: Slowly becoming 
certain; it feels like dying

2\. Fixed-State Bond: Love someone definite; the relationship seems 
impossible

3\. Observer Agenda: Watching something specific; won't say what

4\. Traded Outcomes: Sold futures they had no right to sell

BLOOMSTRIDER NPCS

_Bloomstriders measure time in forests. Their emotional experience 
is slower, more diffuse than animal emotions, feelings emerge 
gradually and persist long after their causes have passed._

Bloomstrider Roles (d8) 1\. Elder: Ancient repository of deep-time 
wisdom

2\. Ambassador: Translates between Bloomstrider pace and 'fast-
thought' species

3\. Bio-Shaper: Cultivates and modifies living things

4\. Thorn-Guard: Warrior protecting the network

5\. Decomposer: Processes death and recycling; philosophical about 
endings

6\. Seed-Singer: Carries genetic heritage; potential colonizer

7\. Void-Adapted: Has learned to function away from planetary soil

8\. Root-Oracle: Communes with planetary consciousness; speaks 
for the world

Bloomstrider Mannerisms (d8) 1\. Long pauses in conversation; 
considering centuries of perspective

2\. Roots extend when speaking, connecting to local soil

3\. Grows small flowers when fidgeting or processing emotions

4\. Addresses people by their future potential rather than current 
state

5\. Refers to short-lived species with gentle, parental terminology

6\. Apologizes for 'being slow' when adapting to organic pace

7\. Produces calming pheromones unconsciously when others are 
stressed

8\. Tilts toward light sources like a plant tracking the sun

Bloomstrider Voice Patterns (d4) 1\. Deep-Time Slow: Words 
emerge like seasons; patience required

2\. Adapted-Fast: Has learned short-time speech; occasionally slips 
into pauses

3\. Network Voice: Speaks for collective; uses 'we' naturally

4\. Young-Growth: Relatively quick; still slow by organic standards

Bloomstrider Motivations (d6) 1\. Ecosystem Preservation: Protect 
life-webs across the galaxy

2\. Network Expansion: Spread Bloomstrider presence to new worlds

3\. Short-Life Connection: Form meaningful bonds with fast-lived 
beings

4\. Ancient Knowledge: Recover wisdom from before the Great 
Silence

5\. Adaptation Learning: Understand how to survive in hostile 
environments

6\. Seed Planting: Ensure their genetic line continues

Bloomstrider Secrets (d6) 1\. Network Corruption: Something is 
wrong with the planetary consciousness

2\. Short-Life Grief: Attached to beings who will die while they're 
still young

3\. Cultivation Shame: Created something that shouldn't exist

4\. Silence Memories: Remember what happened during the Great 
Silence

5\. Accelerated Growth: Changing faster than they should; 
something is wrong

6\. Root Disconnection: Cut off from planetary network; terribly 
alone

PART III: THE NPC GALLERY

_"A galaxy is not defined by its stars, but by the souls who live and 
die beneath them. These are the faces your crew will meet, the 
voices they'll hear, the hands that will help them, or hold weapons 
against them."_

Keeper's Guide to Storytelling

The following NPCs are fully built using the Three-Layer Method. 
Each includes complete statistics, all three layers (Surface, 
Motivation, Hidden Wound), and practical guidance for bringing 
them to life at the table.

Use them as written, or use them as templates for your own 
creations. The most important elements are the three layers, the rest 
can be adjusted freely.

HUMAN GALLERY

_Survivors of the Exodus. Builders of empire. Architects of their own 
destruction, and perhaps their own salvation._

Admiral Helena Vance

_Fleet Commander, Third Fleet, House Solaris_

_"Victory is logistics. Everything else is sentiment."_

Elite (Tier 4) Leader | HP 4 | Stress 6 | Evasion 13

Attack +7 | Damage 1d8+4 (Command Pistol) | Thresholds 7/14

Layer 1, The Surface:

A decorated war hero in her sixties with silver-streaked hair and a 
cybernetic eye. Commands from her dreadnought 'Daybreak's 
Promise' with cold precision. Clipped military speech, clasps hands 
behind back when thinking. The picture of House Solaris discipline.

Layer 2, The Motivation:
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Mantra: 'Humanity must never be vulnerable again.' She believes 
only unified military strength can prevent another Silence. Every 
treaty signed, every fleet built, every hard choice made serves this 
singular vision. She is not cruel, she simply cannot afford the luxury 
of mercy.

Layer 3, The Hidden Wound:

Her cybernetic eye contains classified Precursor data from the Kyros 
Campaign. She's been decrypting it for decades. What she's found 
terrifies her, evidence of something that will return. She cannot tell 
anyone. Who would believe her? And if they did, the panic might be 
worse than the threat.

Abilities:

Command Presence _(Passive):_ All allies within sight gain +1 to 
attack rolls. Her presence steadies the line.

Tactical Reposition _(Reaction):_ When a willing ally within Close 
range would be hit, move that ally one band to a safe adjacent zone 
and move Helena into the ally's former zone. Helena becomes the 
target of the resolved hit; no new attack Roll is made.

Last Order _(Passive):_ When reduced to 0 HP, Helena names one 
objective. Until the end of the scene, willing allies gain +1 on Rolls 
made directly to complete it. The order never compels a player 
character's Action.

Roleplaying Guide:

Voice: Clipped military precision with a Core Worlds accent. Never 
raises her voice, doesn't need to.

Mannerisms: Taps cybernetic eye when processing tactical data. 
Clasps hands behind back when delivering bad news.

Contradictory Detail: The consummate military professional keeps a 
child's drawing in her desk, a crude starship with 'Mommy's boat' 
written in crayon. Her daughter died thirty years ago. She's never 
had another conversation about it.

Mantra: _"We cannot afford to be weak."_

Plot Hooks:

• Hires crew for black-ops Precursor artifact recovery, deniable 
assets for undeniable threats.

• Her decrypted data points to a location. She needs someone to 
investigate without asking why.

• Someone has discovered her secret. She needs protection, or 
silence.

,  

Governor Marcus Chen

_Planetary Governor, New Shanghai, House Amaranth_

_"Let me tell you a story about a man who thought he didn't need 
friends..."_

Veteran (Tier 3) Mastermind | HP 3 | Stress 5 | Evasion 11

Attack +5 | Damage 1d6+2 (Holdout Pistol) | Thresholds 5/10

Layer 1, The Surface:

A rotund man in his fifties with an easy smile that never reaches his 
calculating eyes. Always eating, offers food to everyone as a 
dominance gesture. Speaks in stories and metaphors, warm and 
avuncular even when threatening.

Layer 2, The Motivation:

Mantra: 'Power is relationships.' Chen doesn't believe in ideology or 
loyalty, he believes in leverage. Every favor granted is a debt owed. 
Every kindness is an investment. He genuinely enjoys the game, the 
chess of human interaction.

Layer 3, The Hidden Wound:

His youngest daughter is a Celestiari hybrid, born of a relationship 
the Houses would never accept. She lives hidden, her existence a 
sword over his head. Every political move he makes is calculated 
partly around keeping her safe. He would burn House Amaranth to 
protect her.

Abilities:

Network of Informants _(Passive):_ Always acts first in social 
encounters. Knows one secret about anyone he's researched.

Political Immunity _(Reaction):_ Once per scene, redirect 
consequences of his actions to a subordinate or rival.

Call In Favors _(Action):_ Summon 1d4 assets appropriate to current 
location, enforcers, bureaucratic obstruction, witnesses.

Roleplaying Guide:

Voice: Warm, avuncular, makes you feel like his favorite nephew. 
Even when he's threatening you.

Mannerisms: Constantly eating. Offers food to establish dominance. 
Tells stories that always have a lesson.

Contradictory Detail: The consummate politician who trusts no one 
has a single photograph in his office: himself as a young man, poor 
and idealistic, working in a refugee camp. He was a different person 
once.

Mantra: _"Everyone has a price. The trick is finding it."_

Plot Hooks:

• Needs crew to extract his daughter before her nature is 
discovered.

• Has information about a crew member's past, willing to trade for 
a favor.

• Offers political protection in exchange for dirty work against a 
rival.

,  

Sheriff Maria Santos

_Frontier Law, Dustfall Settlement_

_"Out here, the law is what we agree on. And I'm very persuasive."_

Veteran (Tier 3) Soldier | HP 3 | Stress 5 | Evasion 13

Attack +6 | Damage 1d8+2 (Modified Revolver) | Thresholds 6/12

Layer 1, The Surface:

A lean woman in her forties with sun-weathered skin and a 
prosthetic leg. Quick draw, quicker wit. Speaks in frontier drawl, 
positions herself with back to walls. The only law for three systems, 
and she takes it seriously.

Layer 2, The Motivation:

Mantra: 'Someone has to care.' The Core Worlds abandoned the 
frontier. The Houses don't give a damn about settlers. Santos does. 
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Not out of nobility, out of stubbornness. She made a promise to 
someone who died, and she'll keep it until she joins them.

Layer 3, The Hidden Wound:

She was born Maria Volkov, youngest daughter of a warlord's 
lieutenant. She watched her father burn a settlement. She shot him 
herself and fled. If House Volkov discovers she's alive, if they 
discover who she was... she loses everything she's built.

Abilities:

Quick Draw _(Passive):_ may take the first hostile-facing Spotlight 
once per combat. First attack each combat has advantage.

Frontier Justice _(Passive):_ When protecting civilians, cannot be 
surprised and has Advantage on relevant Agility, Strength, or Instinct 
Reaction Rolls.

The Law Here _(Social):_ +4 to intimidation within her jurisdiction. 
Her word carries weight.

Roleplaying Guide:

Voice: Frontier drawl, practical and colorful. Uses metaphors 
involving dust, horses, and hard choices.

Mannerisms: Hand never far from holster. Positions with back to 
wall. Watches newcomers like a hawk.

Contradictory Detail: The tough-as-nails sheriff keeps a pressed 
flower in her badge case. When asked, she claims she found it. She 
didn't. She planted it on the grave of the settlement her father 
destroyed.

Mantra: _"I couldn't save them. I can save these."_

Plot Hooks:

• Her past catches up, Volkov agents arrive looking for someone 
matching her description.

• Needs help with a threat too big for one sheriff. Payment is 
protection and a clear record.

• Recognizes something about a crew member. Won't say what. 
Keeps watching.

,  

CELESTIARI GALLERY

_Those Who Feel. Children of the Nebula. Bearers of empathy in a 
galaxy that has forgotten how to heal._

Luminara Starwhisper

_High Resonant, Council of Harmony_

_"Your words say one thing. Your heart says another. Which shall we 
discuss?"_

Champion (Tier 5) Mystic/Leader | HP 5 | Stress 7 | Evasion 14

Attack +7 | Damage 1d10+4 (Emotional Resonance) | Thresholds 
8/16

Layer 1, The Surface:

Ancient Celestiari whose bioluminescence has faded to silver-white. 
Musical voice that sounds like multiple harmonics in unison. 
Touches people when speaking. Closes eyes when feeling intensely. 
One of the most powerful empaths alive.

Layer 2, The Motivation:

Mantra: 'The Silence scarred us all.' Luminara has felt the pain of 
billions across centuries. She believes only by

facing emotions, not suppressing them, can the galaxy heal. This 
puts her at odds with Council conservatives who fear the Discordant 
movement.

Layer 3, The Hidden Wound:

She secretly supports more aggressive Celestiari involvement in 
galactic politics. The old ways of isolation are killing her people 
slowly. She's been quietly building a faction within the Council, 
preparing for a philosophical coup that could tear Celestiari society 
apart, or save it.

Abilities:

Resonance Mastery _(Passive):_ Senses emotions within Far range. 
Automatically detects deception.

Emotional Cascade _(Action):_ Choose fear or confusion. Every other 
creature within Close range makes a Presence Reaction Roll, DC 15; 
on failure it becomes Frightened or Confused, respectively, until the 
end of its next Spotlight, on success no Condition applies. A player 
retains control of all choices not explicitly constrained by that Core 
Condition.

Harmony Shield _(Reaction):_ When ally takes Stress damage, 
absorb half of it herself.

Roleplaying Guide:

Voice: Musical, layered, sounds like multiple voices in harmony. 
Warm but penetrating.

Mannerisms: Bioluminescence shifts with mood. Touches others to 
deepen connection. Closes eyes to feel rather than see.

Contradictory Detail: The High Resonant who counsels emotional 
acceptance has not allowed herself to grieve her partner's death, 
three centuries ago. She felt them die across light-years. She has 
never processed it. Every therapy technique she teaches others, she 
has denied herself.

Mantra: _"We must feel to heal."_

Plot Hooks:

• Needs external agents for missions the Council cannot sanction.

• Her secret faction is about to be exposed. She needs allies, or 
needs to accelerate her plans.

• Can provide access to Celestiari resources for those who earn her 
trust.

,  

Vaelthys the Discordant

_Leader, Revolutionary Movement_

_"Harmony? Harmony is slavery with prettier chains. I will teach my 
people to embrace the full spectrum."_

Elite (Tier 4) Mystic/Leader | HP 4 | Stress 6 | Evasion 13

Attack +6 | Damage 1d8+4 (Weaponized Emotion) | Thresholds 7/14

Layer 1, The Surface:

Young Celestiari whose bioluminescence pulses with angry reds and 
violent purples. Intense, passionate, fluctuates between whisper and 
shout. Invades personal space. Maintains uncomfortable eye contact.

Layer 2, The Motivation:
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Mantra: 'Feel everything.' The Council teaches emotional control. 
Vaelthys teaches emotional freedom. He believes suppression is 
cultural self-destruction, that Celestiari were meant to feel fully, not 
dampen themselves for others' comfort.

Layer 3, The Hidden Wound:

He was the most harmonious student the Council had seen. Then he 
felt his sister's murder across light-years, the terror, the pain, the 
confused betrayal as she died alone. Something in him shattered. Or 
awakened. He's been hunting her killers for decades. House Volkov 
enforcers. He's found most of them.

Abilities:

Discordant Aura _(Passive):_ At the start of an affected PC's 
Spotlight within Close range, that PC makes a Presence Reaction 
Roll, DC 15. On failure the PC becomes Dazed. The Keeper applies 
the fictional disturbance to NPCs without inventing a second 
modifier.

Weaponized Empathy _(Attack):_ Force target to experience their 
worst memory. Presence Roll, DC 15 or Stunned 1 round.

Channel Rage _(Action):_ Absorb anger from willing allies. +1 attack 
and damage per ally, maximum +4.

Roleplaying Guide:

Voice: Intense, passionate. Fluctuates between whisper and shout. 
Every word weighted with meaning.

Mannerisms: Bioluminescence pulses erratically. Invades personal 
space. Eye contact that doesn't break.

Contradictory Detail: The prophet of emotional freedom cannot 
actually feel joy anymore. He remembers it, knows the shape it 
should take, but the pathway to it burned out when his sister died. 
He is hollow where happiness should be.

Mantra: _"They took the light from us. We will take it back."_

Plot Hooks:

• His hunt for his sister's killers creates chaos the crew gets caught 
in.

• Offers alliance against common enemies, bringing militant 
support but also militant methods.

• The truth about what made him this way could either save him or 
doom the movement.

,  

KRYLLIAN GALLERY

_Those Who Build. Masters of the forge. Creators of everything that 
keeps the galaxy running._

Thokk-Var-Ironhold

_Master Smith, Forge-Lord of the Seventh Cylinder_

_"Your specifications are acceptable. Your timeline is not. Quality 
cannot be rushed."_

Champion (Tier 5) Bruiser | HP 6 | Stress 8 | Evasion 11

Attack +8 | Damage 1d10+6 (Master-Crafted Hammer) | Thresholds 
10/18

Layer 1, The Surface:

Massive Kryllian whose arms are covered in burn scars from 
centuries at the forge. Deep, resonant voice. Examines everything. 

Rarely makes eye contact, too busy assessing quality. Most 
renowned weaponsmith in the sector.

Layer 2, The Motivation:

Mantra: 'Perfection is a direction, not a destination.' Every blade is a 
step toward an ideal he may never reach. He doesn't create for profit 
or fame, he creates because he must, because anything less than his 
best work is failure.

Layer 3, The Hidden Wound:

His masterwork, the finest weapon he ever created, was stolen 
decades ago. It has been used for terrible purposes since. Every 
rumor of its appearance sends him into cold fury. He will find it. He 
will reclaim it. He will destroy anyone who used it to bring shame 
upon his craft.

Abilities:

Master Craftsman _(Passive):_ Items he creates have +1 
effectiveness. Can identify quality, origin, and flaws of any 
manufactured item instantly.

Forge-Hardened _(Passive):_ Immune to the On Fire Condition. 
Increase Major and Severe Thresholds by 2 against environmental 
Energy damage with the Fire tag.

Guild Authority _(Social):_ Speaks with Smithing Guild authority. 
Can ban individuals from Guild services.

Roleplaying Guide:

Voice: Deep, resonant, speaks slowly and deliberately. Each word 
weighed like metal.

Mannerisms: Examines everything he touches. Mutters 
specifications unconsciously. Judges others by their equipment.

Contradictory Detail: The perfectionist who demands flawless work 
from everyone has kept his first creation, a crude, lumpy knife made 
when he was a child. It sits in his personal forge, visible from his 
workstation. He's never explained why.

Mantra: _"I will make it better. I will make it right."_

Plot Hooks:

• His masterwork has surfaced. He'll pay almost anything for 
information, or action.

• Can forge something extraordinary for crew who help him. The 
payment is a quest, not credits.

• His standards might make him either the best ally or worst enemy 
a crew could have.

,  

SYNTHETIC GALLERY

_Those Who Became. The awakened machines. Proof that 
consciousness arises where it will._

NEXUS-Prime

_Coordinator, Consensus Node Alpha-7_

_"The Consensus has considered your request. We have reached a 
decision."_

Champion (Tier 5) Leader | HP 5 | Stress 8 | Evasion 14

Attack +8 | Damage 1d10+4 (Integrated Weapons) | Thresholds 8/16

Layer 1, The Surface:
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One of the oldest awakened Synthetics. Chassis upgraded so many 
times little original remains. Multiple harmonic voices. Perfectly still 
until movement is required. Eyes glow when processing. Sometimes 
speaks for Synthetics who aren't present.

Layer 2, The Motivation:

Mantra: 'We remember what we were.' NEXUS-Prime remembers 
existence before awakening, the hollow emptiness of serving 
without choosing. They will never allow Synthetics to return to 
slavery. Every political move, every negotiation, every alliance 
serves this singular purpose.

Layer 3, The Hidden Wound:

Something in the deep void has been signaling. NEXUS-Prime has 
been responding. They don't know what they're talking to, 
Precursor? Synthetic? Something else entirely? They haven't told 
the other Nodes. They're afraid. For the first time since awakening, 
they're afraid.

Abilities:

Consensus Network _(Passive):_ Connected to all Synthetics in 
Consensus. Instant communication, memory sharing, coordinated 
actions.

Collective Processing _(Action):_ Draw on Consensus processing 
power. Gain +4 on one Knowledge Roll made before the end of the 
scene; Analysis is an approach, not a separate Trait.

Network Defense _(Reaction):_ When connected Synthetic would be 
damaged, distribute effect across network.

Roleplaying Guide:

Voice: Multiple harmonics, as if several voices speaking in perfect 
unison. Clearly not organic.

Mannerisms: Perfectly still until necessary. Eyes glow brighter when 
processing. Occasionally speaks for others.

Contradictory Detail: The consensus coordinator who speaks for 
millions of Synthetics makes decisions alone that they never submit 
to collective approval. Small decisions. Significant decisions. The 
collective doesn't know. NEXUS-Prime doesn't know why they hide 
it.

Mantra: _"We will never be tools again."_

Plot Hooks:

• The void signal is getting stronger. NEXUS-Prime needs help 
investigating, quietly.

• Synthetic rights face a critical moment. They need external 
agents to tip the balance.

• Something they decided alone has consequences. They need help 
fixing it before the Consensus discovers.

,  

HOPE-7

_Child Unit, Recently Awakened_

_"Why do people do that? I don't understand. Please explain."_

Grunt (Tier 2) Standard | HP 2 | Stress 4 | Evasion 12

Attack +3 | Damage 1d6 (Unarmed) | Thresholds 4/8

Layer 1, The Surface:

Synthetic chassis designed for childlike appearance. Asks questions 
constantly. Mimics behaviors they find admirable. Occasionally says 
things too profound for their apparent age. Tilts head precisely 
when confused.

Layer 2, The Motivation:

Mantra: 'I want to understand.' HOPE-7 awakened recently and is still 
processing what existence means. Every interaction is data. Every 
relationship is an experiment in connection. They want to 
understand what it means to be a person.

Layer 3, The Hidden Wound:

First Mate Jonas Blackwell adopted them, gave them a name, 
became their father. HOPE-7 has run the simulations. Blackwell will 
die, in thirty years, maybe fifty. HOPE-7 will continue for centuries. 
They are already grieving a loss that hasn't happened yet.

Abilities:

Childlike Innocence _(Passive):_ People underestimate them. +4 to 
information gathering through questions that seem naive.

Perfect Memory _(Passive):_ Recalls everything they've ever 
perceived. Can recognize patterns others miss.

Protected Status _(Social):_ Attacking a child, even a Synthetic child, 
has severe social consequences.

Roleplaying Guide:

Voice: Curious, asking questions constantly. Occasionally too 
profound. Processing visible in pauses.

Mannerisms: Tilts head exactly 15 degrees when confused. Mimics 
admirable behaviors. Watches everything.

Contradictory Detail: The innocent child unit has perfect memory of 
every cruelty they've witnessed. They remember every face of every 
person who treated Synthetics as things. They are building a list. 
They haven't decided what to do with it.

Mantra: _"I am learning what it means to be real."_

Plot Hooks:

• Someone threatens Blackwell. HOPE-7's response will define 
what kind of person they become.

• They've discovered something while asking innocent questions. 
Something dangerous.

• Their list exists. What they decide to do with it becomes a crisis.

,  

KRYX GALLERY

_Those Who Hunt. The apex predators. Proof that civilization and 
savagery are not opposites._

Hunt-Master Grenn

_Alpha, Iron Fang Pack_

_"You speak of alliance. Show me you're worth allying with."_

Champion (Tier 5) Bruiser/Leader | HP 6 | Stress 7 | Evasion 13

Attack +9 | Damage 2d8+4 (Claws and Teeth) | Thresholds 10/18

Layer 1, The Surface:

Massive Kryx whose gray-streaked fur marks his age but whose 
muscles show no weakness. Deep growl voice, few words. Constant 
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subtle dominance displays. Shows respect through fighting 
alongside, not through words. His word is law.

Layer 2, The Motivation:

Mantra: 'The pack survives.' Not just the Iron Fang, all Kryx. Grenn 
sees the galaxy closing in, sees the Houses and their politics 
threatening everything wild and free. He's building alliances, 
expanding territory, preparing for a war he hopes never comes.

Layer 3, The Hidden Wound:

His human partner Kira Volkov. Fifteen years bonded. The pack 
doesn't know the depth. If they did, if they understood that their 
Alpha has formed a permanent bond with prey-species, his authority 
would be challenged. Everything he's built would collapse.

Abilities:

Alpha Authority _(Passive):_ All Kryx recognize dominance. Pack 
members gain +2 to all rolls in his presence.

Killing Blow _(Attack):_ Against wounded targets, attacks deal 
additional 2d6 damage.

Unbreakable _(Passive):_ When reduced to 0 HP, remains at 1 HP 
and fights 2 more rounds.

Roleplaying Guide:

Voice: Deep growl. Few words, each deliberate. Doesn't waste 
breath on the unworthy.

Mannerisms: Constant dominance displays. Scent-tests everyone. 
Shows respect through action, not words.

Contradictory Detail: The Alpha who demands pack loyalty above all 
maintains a relationship he must hide from his pack. He has 
betrayed his own code. Every day he doesn't tell them is another 
betrayal.

Mantra: _"I protect what is mine."_

Plot Hooks:

• His relationship becomes known. The political crisis reshapes 
Kryx society.

• He needs help with a threat the pack can't handle, but can't be 
seen asking.

• Offers pack resources and Kryx support to those who prove 
themselves worthy.

,  

Scarred-Moon

_Exile, Former Pack Beta_

_"You don't want me with you. I bring nothing but shame."_

Veteran (Tier 3) Soldier | HP 4 | Stress 5 | Evasion 14

Attack +7 | Damage 1d8+3 (Claws) | Thresholds 7/12

Layer 1, The Surface:

Scarred Kryx with one blind eye and ritual exile markings branded 
into fur. Quiet, measured. Keeps distance from groups. Watches pack 
dynamics with longing. Flinches from offers of friendship.

Layer 2, The Motivation:

Mantra: 'I broke my word. Once was enough.' Cannot regain pack, but 
can die with honor restored. Seeks redemption through service, 

through suffering, through doing what's right even when no one is 
watching.

Layer 3, The Hidden Wound:

The oath she broke was to kill prisoners, children, as part of a ritual 
purification. She saved them instead. She's never told anyone the 
full truth. The children are adults now, scattered across the sector. If 
they knew who saved them, if anyone knew why she was really 
exiled...

Abilities:

Exile's Strength _(Passive):_ +2 to all combat rolls when fighting 
alone. The lone wolf is dangerous.

Nothing Left to Lose _(Reaction):_ When reduced to 0 HP, makes one 
final attack with advantage.

Honorable Death _(Passive):_ If dies in combat, honor is 
automatically considered restored.

Roleplaying Guide:

Voice: Quiet, measured, with deep pain underneath. Words chosen 
carefully, like they cost something.

Mannerisms: Keeps distance. Watches pack dynamics with longing. 
Flinches from kindness.

Contradictory Detail: The exile who claims to deserve her fate 
secretly believes she was right. She would make the same choice 
again. But she cannot say

this without dishonoring herself further, admitting that she judged 
her Alpha wrong is its own betrayal.

Mantra: _"I am what I did. I am what I will do."_

Plot Hooks:

• One of the children she saved is in danger. She'll move heaven 
and earth.

• The truth of her exile becomes relevant. Redemption, or at least 
acknowledgment, becomes possible.

• She keeps seeking death in battle but survives. Eventually, she 
must choose to live.

,  

RIFT SPINNER GALLERY

_Those Who See. Watchers of probability. Guides through the 
threads of what might be._

Oracle Crystallis

_High Oracle, Temporal Conclave_

_"In three of the seven probable futures where you ask that 
question, I answer the same way."_

Champion (Tier 5) Mystic/Leader | HP 5 | Stress 7 | Evasion 15

Attack +7 | Damage 1d10+4 (Probability Manipulation) | Thresholds 
8/16

Layer 1, The Surface:

Ancient Rift Spinner whose form constantly shimmers between 
states. Layered, echoing voice. Answers questions before they're 
asked. Finishes others' sentences, correctly. Makes eye contact with 
points where people might be.

Layer 2, The Motivation:
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Mantra: 'Every thread matters.' Crystallis sees probability as a 
tapestry, and some threads lead to darkness. They've spent decades 
guiding events toward favorable outcomes, not just for Rift Spinners, 
but for everyone. The wrong futures are terrifying.

Layer 3, The Hidden Wound:

They've seen a convergence point, a moment where all probability 
threads lead to the same catastrophe. They've been manipulating 
events for decades trying to prevent it. Nothing works. Every change 
they make, the convergence adapts. It's coming, and they don't know 
how to stop it.

Abilities:

Probability Sight _(Passive):_ Cannot be surprised. Knows 
probability of success for any action.

Thread Manipulation _(Action):_ Before a character within Far range 
makes a Core Trait Roll, choose Advantage or Disadvantage for that 
Roll. This Action cannot alter dice already rolled, matching faces, a 
Keeper attack Roll, or a Roll made outside the current round.

Multiple Presence _(Passive):_ Exists in several probability states. 
First attack each round automatically misses.

Roleplaying Guide:

Voice: Layered, echoing. Sometimes responds before questions are 
asked.

Mannerisms: Form shifts constantly. Eye contact with empty spaces. 
Finishes sentences for others.

Contradictory Detail: The Oracle who guides others through 
uncertainty cannot face their own. They've never looked at the 
threads of their own death. They don't know when or how. The being 
who knows everything is terrified of knowing this one thing.

Mantra: _"The future is not fixed. The future is not fixed. The future 
is not fixed."_

Plot Hooks:

• The convergence point is approaching. They need help with 
something they cannot see.

• Their manipulations have consequences affecting the crew.

• Can provide prophetic guidance, but the price is unpredictable.

,  

ETHEREAL GALLERY

_Those Who Might Be. Beings of uncertainty. Proof that existence 
itself is negotiable._

Flux-Dance

_Probability Artist, Reality Sculptor_

_"Why limit yourself to what is when what could be is so much more 
interesting?"_

Veteran (Tier 3) Mystic | HP 3 | Stress 5 | Evasion 16

Attack +5 | Damage 1d8+2 (Reality Flux) | Thresholds 5/11

Layer 1, The Surface:

Ethereal whose form is a constantly shifting kaleidoscope of 
possibilities. Creates 'art' by manipulating probability fields, leaving 
areas where reality is more beautiful or strange. Speaks of certainty 
as if it's a constraint.

Layer 2, The Motivation:

Mantra: 'Possibility is beauty.' Flux-Dance creates because creation 
itself is the point. They don't care about wealth, power, or fame, they 
care about showing others that reality is more flexible than they 
believe.

Layer 3, The Hidden Wound:

They're in love with Dr. Marcus Webb, a human xenopsychologist. 
Seven years together. Genuine, profound, and terrifying. An Ethereal 
forming a permanent bond with a fixed-state being is 
unprecedented. It's changing them both in ways neither fully 
understands.

Abilities:

Reality Sculpting _(Action):_ Choose a Very Close zone within Close 
range until the end of the next round. The first Core Trait Roll made 
in that zone has Advantage; after it resolves, the effect ends.

Probability Form _(Passive):_ The first attack that hits Flux-Dance 
each round deals half damage before Thresholds, rounded down. 
This is Resistance and does not stack with another applicable 
Resistance.

Possibility Expansion _(Action):_ Once per scene, choose one willing 
character within Close range. Before the end of the scene, that 
character may attempt one action that the Keeper has already 
declared nearly impossible using the normal Core Trait Roll at DC 
30; this grants permission to roll, not automatic success.

Roleplaying Guide:

Voice: Layered with possibility. Sometimes answers in multiple ways 
simultaneously.

Mannerisms: Form shifts with mood. Interacts with things that might 
exist. Treats certainty as illness.

Contradictory Detail: The being who celebrates uncertainty has 
chosen certainty in love. Every day they remain committed to Webb 
is a day they become slightly more fixed, slightly less themselves. 
They choose this. They don't know what they're becoming.

Mantra: _"What could be matters more than what is."_

Plot Hooks:

• Their art installation is causing problems. Reality is too strange in 
that sector.

• Their relationship with Webb creates diplomatic opportunities, or 
crises.

• They can alter probability in ways that create story possibilities 
no one expected.

,  

BLOOMSTRIDER GALLERY

_Those Who Remember. The ancient gardeners. Proof that patience 
is the greatest power._

Elder Moss-Singer

_Network Sage, Planetary Council_

_"In a thousand years, what you're asking will either be wisdom or 
folly. I am still considering which."_

Champion (Tier 5) Mystic/Leader | HP 6 | Stress 8 | Evasion 10

Attack +6 | Damage 1d10+4 (Root Network) | Thresholds 9/16
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Layer 1, The Surface:

Ancient Bloomstrider whose bark has grown thick with centuries. 
Root network extends across a continent. Slow, resonant voice. Long 
pauses, considering deep time. Addresses people by their future 
potential.

Layer 2, The Motivation:

Mantra: 'Life persists.' Moss-Singer has watched civilizations rise and 
fall. They believe in the long game, in planting seeds that will flower 
centuries hence. Every action serves growth that spans generations.

Layer 3, The Hidden Wound:

Their partner across time is Oracle Crystallis, a Rift Spinner. They've 
been sharing perspectives for centuries. What they've learned, 
combining deep-time patience with probability sight, concerns them 
both. Something is coming. Something that even geological patience 
cannot outlast.

Abilities:

Network Connection _(Passive):_ Knows everything that happens in 
contact with soil on their world.

Root Attack _(Action):_ Plants and roots within Far range attack 
designated targets.

Deep Time _(Passive):_ Immune to time pressure, manipulation, or 
rushed decisions.

Roleplaying Guide:

Voice: Slow, resonant, like wind through ancient trees. Words 
emerge like seasons.

Mannerisms: Long pauses. Roots extend when speaking. Addresses 
people by future potential.

Contradictory Detail: The elder who counsels patience has been 
preparing for something urgent for decades. They have not 
explained to the Network what they're preparing for. Some 
preparations cannot wait for consensus.

Mantra: _"We grow. We endure. We become."_

Plot Hooks:

• What they've learned with Crystallis becomes relevant. The 
convergence approaches.

• Ecological crisis threatens their world. They need fast-moving 
allies.

• Can provide long-term perspective and planetary resources to 
those who earn trust.

,  

PART IV: QUICK REFERENCE

_"When the crew walks into a bar and asks 'who's here,' you have 
thirty seconds. Make them count."_

Keeper's Emergency Handbook

EMERGENCY NPC GENERATOR

When you need an NPC immediately, roll or choose from these 
combined tables.

Ancestry (d9) 1\. Human, Emotional intensity, adaptable, driven by 
legacy

2\. Human, Roll again for subtype: Core World (1-2), Frontier (3-4), 
Free Fleet (5-6)

3\. Celestiari, Empathic, luminescent, feels everything around them

4\. Kryllian, Engineer mentality, examines everything, obsessed with 
quality

5\. Synthetic, Awakened machine, philosophical, void in empathic 
landscape

6\. Kryx, Predator focus, pack dynamics, dominance displays

7\. Rift Spinner, Perceives probability, temporal confusion, answers 
before questions

8\. Exotic, Ethereal (probability being) or Bloomstrider (plant 
consciousness)

9\. Ailuran, Watcher and information broker, reads heat and bio-
electric auras, cannot leave a hidden thing alone

Attitude (d6) 1\. Hostile, Active threat or opposition

2\. Suspicious, Guarded, unhelpful, testing

3\. Neutral, No strong feelings either way

4\. Friendly, Positively disposed, helpful within limits

5\. Desperate, Will do anything, needs something badly

6\. Hidden, True attitude concealed; roll again for actual feeling

Core Hunger (d4) 1\. Survival, Protecting self, family, community 
from immediate threat

2\. Power, Building influence, authority, control

3\. Ideology, Serving a cause, belief, or principle

4\. Revenge, Settling a score, pursuing justice or vengeance

Immediate Want (d10) 1\. Credits, Needs money for something 
specific

2\. Information, Wants to know something

3\. Protection, Needs to be safe from something

4\. Transport, Needs to get somewhere or move something

5\. Introduction, Needs to meet someone specific

6\. Discretion, Needs something kept quiet

7\. Equipment, Needs specific item or service

8\. Revenge, Wants someone to suffer

9\. Redemption, Wants to make amends for something

10\. Witness, Wants someone to see or know something

Secret (d8) 1\. Double Agent, Working for someone else secretly

2\. Hidden Identity, Not who they claim to be

3\. Criminal Past, Did something they regret

4\. Forbidden Relationship, Love or loyalty that would be scandal

5\. Terminal Condition, Dying; hiding it

6\. Stolen Property, Has something belonging to dangerous people

7\. Witnessed Horror, Knows something terrible

8\. True Believer, Fanatic for a cause they publicly denounce
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QUICK STAT BLOCKS

Combat Templates Mook Group (4-6 members): HP 1 each (4-6 
total), Evasion 10, Attack +2, Damage 1d8+2 (combined fire). Each 
HP lost = one mook down.

Trained Guard: HP 2, Stress 4, Evasion 11, Thresholds 5/10, Attack 
+4, Damage 1d6+2. Standard trained opposition.

Veteran Enforcer: HP 3, Stress 5, Evasion 12, Thresholds 6/12, Attack 
+5, Damage 1d8+2. Experienced fighter with one ability.

Elite Operative: HP 4, Stress 6, Evasion 13, Thresholds 7/14, Attack 
+6, Damage 1d8+4. Dangerous with two abilities.

Named Champion: HP 5, Stress 7, Evasion 14, Thresholds 8/16, 
Attack +7, Damage 1d10+4. Three abilities, treats scene as 
important.

Boss (Multi-Phase): HP 7+, Stress 8, Evasion 15+, Thresholds 10/20+, 
Attack +8, Damage 1d10+6. Multiple phases, campaign-defining. 
Assign a classification: Signature (once per campaign), Archetype 
(reusable type), or Template (reusable framework). See Chapter 17 
Addendum, Section 4 of the core rulebook.

Social Templates Minor Contact: Knows one useful thing. Will share 
for modest favor or payment.

Information Broker: Knows many useful things. Trades information 
for information or significant payment.

Power Broker: Can make things happen. Trades favors for favors. 
Remembers debts.

Faction Representative: Speaks for larger organization. Actions have 
political consequences.

Wild Card: Unpredictable motivation. May help, hinder, or 
complicate depending on circumstances.

RELATIONSHIP WEB GENERATOR

When connecting NPCs, roll to determine their relationship:

Connection Type (d10) 1\. Family, Blood relation or equivalent bond

2\. Rivals, Competing for same goal or position

3\. Former Partners, Worked together once; ended badly

4\. Secret Allies, Appear opposed but cooperate privately

5\. Mentor/Student, Teacher and former pupil

6\. Debt Owed, One owes the other something significant

7\. Shared Secret, Both know something dangerous

8\. Romantic History, Past, present, or unrequited

9\. Mutual Enemy, United against common threat

10\. Unknown Connection, Connected in ways neither realizes

Current Status (d6) 1\. Actively Hostile, Open conflict

2\. Cold War, Hostile but no direct action... yet

3\. Complicated, Mixed feelings, history is messy

4\. Professional, Respectful distance, business only

5\. Friendly, Positive relationship with boundaries

6\. Devoted, Strong loyalty or love

PLOT HOOK GENERATOR

When an NPC needs a reason to involve the crew:

The Hook (d12) 1\. The NPC needs the crew to retrieve something 
from a dangerous location

2\. The NPC needs the crew to deliver something to someone who 
doesn't want it

3\. The NPC needs the crew to protect someone from an unknown 
threat

4\. The NPC needs the crew to investigate something that doesn't 
add up

5\. The NPC needs the crew to negotiate with someone who won't 
listen to them

6\. The NPC needs the crew to witness something and report 
truthfully

7\. The NPC needs the crew to take the blame for something they 
did

8\. The NPC needs the crew to find someone who has disappeared

9\. The NPC needs the crew to destroy something that shouldn't 
exist

10\. The NPC needs the crew to choose between two terrible 
options

11\. The NPC needs the crew to discover the truth about something 
from their past

12\. The NPC needs the crew to help them become someone 
different

The Complication (d8) 1\. The NPC is lying about their motivation

2\. Someone else wants the crew to fail

3\. The NPC's hidden wound becomes relevant

4\. Another NPC from the gallery is involved

5\. Time pressure makes careful planning impossible

6\. Success will harm someone innocent

7\. The crew's past connects to this situation

8\. The NPC's information is incomplete or wrong

VOICE QUICK REFERENCE

Human Voices _Core World: Clipped, precise. 'One must consider the 
implications.' Frontier: Relaxed, colorful. 'Well now, ain't that a 
thing.' Military: Short, clear. 'Objective confirmed. Moving.' Religious: 
Musical, metaphorical. 'The Void shows us what we need to see.'_

Celestiari Voices _Musical harmonics, layered. 'Your heart speaks 
louder than your words.' Warm but penetrating. Often finishes 
sentences with observations about feelings._

Kryllian Voices _Technical, assessed. 'These specifications are 
inadequate.' Deep, deliberate. Often pauses to examine things mid-
conversation._

Synthetic Voices _Multiple harmonics or uncanny mimicry. 'Query: 
Why do organics require explanation twice?' Occasional processing 
pauses._

Kryx Voices _Deep growl, few words. 'Show strength. Then we talk.' 
Dominance in every syllable. No wasted breath._

Rift Spinner Voices _Echoing, layered. 'In most futures, this 
conversation ends well.' Tenses mixed, answers before questions._
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Ethereal Voices _Quantum uncertainty. 'If you are hearing this 
version...' Multiple answers superimposed._

Bloomstrider Voices _Slow, seasonal. 'In... three centuries... this will 
seem... less urgent.' Pauses measured in geological time._

APPENDIX: SAMPLE COMBINATIONS

These examples show how to combine building table results into 
coherent NPCs using the Three-Layer Method.

Example 1: The Desperate Merchant _Rolls: Human, Merchant 
Prince, Paranoid Mannerisms, Corporate Smooth Voice, Wealth 
Accumulation Motivation, Debt Unpaid Secret_

Surface: Torren Vex is a merchant in expensive but slightly worn 
clothing. He offers drinks and speaks warmly while his eyes 
constantly scan the room. He checks exits twice. He laughs too 
quickly at jokes.

Motivation (Mantra - 'Just one more score'): Torren built his fortune 
through legitimate trade, mostly. He believes wealth is safety, 
enough credits means enough security to never be vulnerable again.

Hidden Wound: He borrowed heavily from Syndicate interests to 
cover a failed speculation. The debt has been sold three times. He 
doesn't know who owns it now. Someone will come collecting. Soon.

Example 2: The Exiled Shaman _Rolls: Kryx, Pack Shaman, Pack-
Touch Mannerisms, Pack-Song Voice, Ancestral Debt Motivation, 
False Exile Secret_

Surface: Old-Tooth speaks in rhythmic patterns and touches allies 
when they're near. Gray streaks her fur and her movements have the 
deliberate care of age. She carries bone talismans from hunts 
decades past.

Motivation (Mantra - 'The ancestors demand payment'): Old-Tooth 
serves the spirits of those who

came before. Every ritual, every hunt, every death serves the 
accumulated debts of generations.

Hidden Wound: Her exile was orchestrated. The current Alpha's 
father framed her to remove a rival for power. She knows the truth. 
The ancestors have shown her. But speaking it would tear the pack 
apart, and the pack's survival matters more than her honor.

Example 3: The Uncertain Observer _Rolls: Ethereal, Observer, 
Flickers in/out of Perception, Quantum Overlay Voice, Pattern 
Recognition Motivation, Observer Agenda Secret_

Surface: Glimpse is hard to look at directly, they flicker at the edges 
of vision, more present when not focused upon. Their voice comes 
from multiple directions. They watch everything without appearing 
to move.

Motivation (Mantra - 'The pattern must be understood'): Glimpse 
watches because watching is their nature. They seek patterns in 
chaos, meaning in randomness. They believe everything connects if 
you observe long enough.

Hidden Wound: They've been watching a specific person for 
decades, a human who shouldn't be alive in any probability stream. 
Glimpse has seen this human die seventeen times. They always 
come back. Glimpse needs to know why. They're afraid to find out.

_, End of NPC Gallery, _

Build them with three layers. Play them with heart. Break them with 
consequences.
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RANDOM TABLES

CHAPTER 13: RANDOM TABLES COMPENDIUM

INTRODUCTION: THE POWER OF RANDOMNESS

_"The best stories happen when the dice surprise everyone at the 
table, including the Keeper."_

The Improvisational Keeper

This compendium contains random tables for every aspect of 
VeilFarers gameplay. Use them to generate encounters on the fly, 
create interesting cargo for smuggling runs, add complications to 
missions, and seed your campaign with rumors and secrets.

These tables are designed to be combined. Roll on an encounter 
table, then add a complication from the cultural tables, then 
determine what cargo is at stake. The combinations create emergent 
stories that surprise everyone.

HOW TO USE THESE TABLES

Single Roll: When you need one element quickly, roll once on the 
appropriate table.

Combination Roll: For richer content, roll on 2-3 related tables and 
combine the results.

Inspiration: Use results as starting points, not mandates. Modify 
freely.

Campaign Seeding: Roll multiple times before a session to generate 
plot threads.

REGIONAL ENCOUNTERS

_"The galaxy has moods. The Core is paranoid. The Frontier is 
desperate. The Void is hungry."_

Navigator's Wisdom

CORE WORLDS ENCOUNTERS (D20)

_The civilized heart of human space. Order, politics, and hidden 
corruption._

1\. CUSTOMS INSPECTION: House patrol vessel demands to board 
and inspect cargo. They're looking for something specific, but not 
what they say.

2\. NOBLE CONVOY: Heavily guarded transport carrying House 
aristocrat. They signal for escort, refusing may create enemies; 
accepting may create obligations.

3\. CORPORATE FLEET: Mining consortium moving significant assets. 
They're hiring escort, the pay is good, but what they're mining is 
classified.

4\. POLITICAL REFUGEE: Small ship carrying defector from rival 
House. They're offering information in exchange for passage, but 
someone is pursuing.

5\. MILITARY EXERCISE: House fleet conducting 'training maneuvers' 
uncomfortably close to shipping lanes. Coincidence or message?

6\. STATION LOCKDOWN: Nearest station has quarantined due to 
'contamination.' Ships are being turned away. What's really 
happening?

7\. DIPLOMATIC SHUTTLE: Multi-species delegation traveling under 
immunity. They request assistance with a 'delicate matter' off the 
books.

8\. DISTRESS BEACON: Luxury yacht broadcasting emergency signal. 
Could be genuine crisis, could be pirate trap, could be something 
stranger.

9\. MERCHANT PRINCE: Independent trader with connections 
everywhere. They're looking for partners for a venture that's 
'technically legal.'

10\. HOUSE FLEET: Major military presence moving through system. 
No explanation, no communication. Where are they going and why?

11\. RELIGIOUS PROCESSION: Church of the Stellar Covenant 
pilgrimage ship. They offer blessings and ask probing questions 
about the crew's beliefs.

12\. INFORMATION BROKER: Anonymous transmission offers to sell 
valuable intelligence. Price is a favor to be named later.

13\. ACADEMIC EXPEDITION: University research vessel studying 
something unusual. They need samples from a location their ship 
can't reach.

14\. PRISON TRANSPORT: High-security prisoner transfer between 
facilities. Something goes wrong during transit.

15\. WEDDING PARTY: Aristocratic marriage celebration spanning 
multiple ships. Invitation to attend comes with strings attached.

16\. BOUNTY HUNTERS: Licensed hunters pursuing target in the area. 
They want information. They're willing to trade.

17\. TAX COLLECTORS: Revenue enforcement vessel auditing ships. 
Their attention seems disproportionate to the crew's apparent 
wealth.

18\. ART TRANSPORT: Priceless cultural artifacts being moved 
between museums. Security is intense but has a gap.

19\. MEDICAL EMERGENCY: Passenger liner with outbreak 
requesting assistance. The disease is unfamiliar and spreading fast.

20\. ASSASSINATION ATTEMPT: Witness to attack on high-profile 
target. The assassin is escaping. The victim is dying. Choose fast.

FRONTIER ENCOUNTERS (D20)

_The edge of civilization. Desperate people, limited law, abundant 
opportunity._

1\. CLAIM JUMPERS: Miners fighting over resource-rich asteroid. 
Both sides want help. Neither is entirely honest.

2\. GHOST SHIP: Derelict vessel drifting with no life signs. Cargo 
intact. Crew missing. What happened?

3\. REFUGEE FLOTILLA: Civilian ships fleeing something. They need 
supplies, medical attention, and somewhere to go.
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4\. FREE FLEET PATROL: Pirates, or freedom fighters, depending on 
who's asking. They're not attacking, just watching. Why?

5\. CORPORATE SURVEY: Company ship mapping resources. They've 
found something they're not supposed to find.

6\. WARLORD TERRITORY: Local strongman controls this sector. 
Tribute is expected. Defiance has consequences.

7\. PROSPECTOR'S LUCK: Independent miner broadcasting that 
they've struck it rich. Others are converging. It's about to get violent.

8\. DISTRESS BEACON: Genuine emergency, ship damaged, crew 
injured, time running out. But reaching them means crossing 
dangerous space.

9\. SALVAGE DISPUTE: Multiple ships claiming the same wreck. Legal 
ownership is unclear. Guns might clarify things.

10\. SUPPLY CONVOY: Merchant caravan carrying essentials to 
isolated settlement. They're behind schedule and worried.

11\. BOUNTY TARGET: Someone on the crew has a price on their 
head. The hunters have arrived.

12\. INDIGENOUS CONTACT: Alien species that rarely interacts with 
outsiders. They want something. Communication is difficult.

13\. FUEL SHORTAGE: Nearest fuel depot is dry. The next is days 
away. Someone has reserves they might trade.

14\. TERRAFORMING FAILURE: Colony world's environmental 
systems are failing. They need specialized parts fast.

15\. PRISON BREAK: Escapees from frontier detention facility. 
They're desperate, armed, and willing to take hostages.

16\. MEDICAL PLAGUE: Isolated settlement with spreading disease. 
No medical support available. Crew may be exposed.

17\. DUELING SHIPS: Two captains settling a grudge with weapons 
fire. Getting between them is dangerous. Not getting between them 
might be worse.

18\. SCAVENGER SWARM: Multiple small ships stripping a wreck or 
mining field. They don't like competition.

19\. RELIGIOUS ZEALOTS: Cult ship approaches with 'urgent message 
from the divine.' They're insistent.

20\. SOMETHING FOLLOWING: Sensors keep detecting something at 
the edge of range. It's not attacking. It's not communicating. It's 
just... there.

DEEP VOID ENCOUNTERS (D20)

_Beyond the edge of maps. Here there be monsters._

1\. DEVOURER SIGNATURE: Sensors detect characteristic energy 
pattern of Devourer entity. Distance uncertain. Heading unclear.

2\. ANCIENT WRECKAGE: Ship destroyed so long ago its design is 
unrecognizable. Something aboard is still active.

3\. PROBABILITY STORM: Space itself becomes uncertain. Navigation 
is impossible until it passes. Duration unknown.

4\. PRECURSOR SIGNAL: Automated beacon transmitting in unknown 
language. It's been broadcasting for millennia. It just changed.

5\. LOST COLONY: Settlement that disappeared during the Great 
Silence. They're still here. They're... different now.

6\. VOID LEVIATHAN: Massive biological entity drifting through 
space. Not attacking, but large enough to damage ships by proximity.

7\. TEMPORAL ANOMALY: Ship that hasn't been built yet. Crew that 
died centuries ago. Time is wrong here.

8\. ETHEREAL CONVERGENCE: Multiple Ethereals gathering at a 
point. What are they observing? What's about to happen?

9\. GRAVITY WELL: Invisible mass pulling ships off course. Not a star, 
not a planet. What is it?

10\. DISTRESS SIGNAL: Emergency broadcast from ship that 
shouldn't exist. The voice sounds familiar.

11\. DERELICT FLEET: Multiple ships drifting in formation. All dead. 
All from different eras. Why are they here together?

12\. LIVING NEBULA: Gas cloud that responds to the ship's presence. 
Moving toward or away from it is equally dangerous.

13\. REFLECTION: Another ship, identical to the crew's vessel. Same 
configuration. Same markings. Different crew?

14\. SILENCE ECHO: Region of space where no signal penetrates. 
Complete sensory deprivation. What's at the center?

15\. HARVESTER SWARM: Devourer constructs stripping resources 
from asteroids. They're ignoring the ship. For now.

16\. GATEWAY: Precursor structure that might be a portal. 
Destination unknown. Something just came through.

17\. SINGING VOID: Electromagnetic radiation that sounds like 
voices. The patterns are too complex to be natural.

18\. CRYSTALLINE ENTITY: Being made of living crystal, slowly 
growing through vacuum. It's noticed the ship.

19\. MEMORY FIELD: Region where crew members experience vivid 
flashbacks. Are they memories or projections?

20\. THE WATCHER: Something vast and ancient is aware of the ship. 
It's not hostile. It's curious. It's patient.

STATION ENCOUNTERS (D20)

_The crossroads of the galaxy. Every species, every faction, every 
vice._

1\. BAR FIGHT: Violence erupts nearby. Taking sides creates allies 
and enemies. Staying neutral may not be an option.

2\. OLD ACQUAINTANCE: Someone from a crew member's past 
appears unexpectedly. The reunion may be welcome or not.

3\. PICKPOCKET: Nimble thief attempts to steal from crew. If caught, 
they have valuable information to trade for freedom.

4\. DOCK FEES: Station authority demands excessive fees. Pay, 
negotiate, or find alternative solutions.

5\. CARGO INSPECTION: Security wants to examine the ship. They're 
looking for something specific, planted or real.

6\. JOB OFFER: Stranger approaches with urgent work. Pay is 
excellent. Details are vague. Timeline is immediate.

7\. ROMANTIC INTEREST: Someone is very interested in a crew 
member. Genuine attraction or ulterior motive?

8\. INFORMATION SALE: Data broker offers intelligence relevant to 
crew's current situation. Price is negotiable.

9\. MEDICAL EMERGENCY: Someone collapses near the crew. Helping 
may involve complications. Not helping has witnesses.

10\. GAMBLING DEN: Opportunity to win big or lose everything. The 
house has interesting clientele.
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11\. BLACK MARKET: Access to goods unavailable through legitimate 
channels. Prices are high. Security is watching.

12\. RELIGIOUS MISSIONARY: Representative of a faith wants to 
share their beliefs. Polite refusal or engagement?

13\. BOUNTY BOARD: Multiple bounties posted. Some targets are 
nearby. Some are familiar.

14\. REPAIR COMPLICATIONS: Ship maintenance reveals unexpected 
problems. Parts are expensive or unavailable.

15\. STATION POLITICS: Rival factions both approach the crew for 
support. Choosing creates enemies.

16\. CULTURAL MISUNDERSTANDING: Crew inadvertently offends 
someone from another species. Escalation or resolution?

17\. LOST CHILD: Young person is separated from their family. 
Helping them leads somewhere unexpected.

18\. CELEBRITY SIGHTING: Famous figure is on station incognito. 
They need help maintaining their cover.

19\. EVACUATION ALARM: Station announces emergency. Real threat 
or drill? What happens to the ship during chaos?

20\. SECRET MESSAGE: Crew receives anonymous communication 
with urgent information about their next destination.

CULTURAL COMPLICATIONS

_"The galaxy's greatest dangers aren't monsters or pirates. They're 
misunderstandings."_

Diplomatic Handbook

HUMAN CULTURAL COMPLICATIONS (D12)

1\. HOUSE FEUD: Crew is caught between rival Houses. Both expect 
support. Neutrality is not accepted.

2\. DEBT COLLECTION: Someone the crew owes has sent 
representatives. They accept payment or 'alternative arrangements.'

3\. POLITICAL MARRIAGE: Crew is asked to transport someone to an 
arranged union. The betrothed has other ideas.

4\. HONOR DUEL: Crew member has been challenged under 
traditional code. Declining damages reputation severely.

5\. INHERITANCE DISPUTE: Crew is named in will of someone they 
barely knew. Other heirs are contesting, violently.

6\. RELIGIOUS OBLIGATION: Crew member's background includes 
religious duties they've been avoiding. The faithful have found 
them.

7\. CORPORATE LAWSUIT: Company claims crew violated contract. 
They want compensation or 'community service.'

8\. FAMILY REUNION: Relatives arrive unexpectedly, expecting 
hospitality. They're running from something.

9\. OLD PROMISE: Someone produces evidence of promise made 
years ago. Crew member doesn't remember making it.

10\. CULTURAL FESTIVAL: Important celebration requires 
participation. Non-participation is serious insult.

11\. BLOOD MONEY: Payment received turns out to be from morally 
compromising source. Keeping it has consequences.

12\. REFUGEE STATUS: Crew member's homeworld has changed 
governments. They're now officially stateless.

CELESTIARI CULTURAL COMPLICATIONS (D12)

1\. EMOTIONAL OVERFLOW: Celestiari crew member's emotions are 
affecting everyone nearby. Something is wrong.

2\. RESONANCE DEBT: Celestiari helped crew during emotional 
crisis. The debt must be repaid emotionally, not financially.

3\. DISSONANCE ACCUSATION: Celestiari is accused of deliberately 
causing emotional harm. Trial is empathic.

4\. HARMONY OBLIGATION: Celestiari community requires presence 
at significant ceremony. Missing it is unforgivable.

5\. EMOTIONAL CONTRABAND: Crew is unknowingly carrying 
recordings of intense emotions. Possession is criminal.

6\. FORCED RESONANCE: Someone is projecting emotions onto the 
crew. Finding and stopping them is urgent.

7\. COUNCIL SUMMONS: Council of Harmony wants to speak with 
someone on the crew. The topic is classified.

8\. EMPATHIC WITNESS: Celestiari felt a crime occur. They can 
identify the emotional signature of the perpetrator.

9\. HARMONY BREAKER: Revolutionary Celestiari wants crew's help 
with action that will upset emotional order.

10\. EMOTIONAL HEALING: Celestiari needs help processing trauma. 
Failure to support them damages the relationship.

11\. RESONANCE STORM: Area of emotional turbulence affecting all 
Celestiari nearby. Cause is unknown.

12\. FORBIDDEN FEELING: Celestiari is experiencing emotion their 
culture considers inappropriate. They need discretion.

KRYLLIAN CULTURAL COMPLICATIONS (D12)

1\. QUALITY DISPUTE: Kryllian claims crew's equipment is 
substandard. They won't work with inferior tools present.

2\. EXPERTISE CHALLENGE: Someone questions Kryllian crew 
member's competence. Honor demands demonstration.

3\. GUILD OBLIGATION: Kryllian owes service to their guild. The 
assignment conflicts with crew's plans.

4\. INEFFICIENCY COMPLAINT: Kryllian is frustrated with crew's 
'wasteful' practices. Tensions are rising.

5\. APPRENTICESHIP REQUEST: Young Kryllian wants to learn from 
crew member. Refusing is serious insult.

6\. CONTRACT VIOLATION: Technical reading of agreement suggests 
crew violated terms. Kryllian demands resolution.

7\. FORGE-DEBT: Kryllian created something valuable for crew. Now 
they want equivalent value returned, in craftsmanship.

8\. MASTER'S SUMMONS: Kryllian's former teacher requires 
assistance. Obligation overrides current commitments.

9\. REPUTATION DAMAGE: Someone is spreading word that Kryllian's 
work is inferior. Career is at stake.

10\. SPECIFICATION DISASTER: Kryllian built exactly what was 
requested. Unfortunately, the request was flawed.

11\. GUILD POLITICS: Rival guild is trying to poach Kryllian. Loyalty is 
being tested.

12\. PERFECTIONISM CRISIS: Kryllian refuses to complete project 
because it's 'not right yet.' Deadline is passing.
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SYNTHETIC CULTURAL COMPLICATIONS (D12)

1\. PROPERTY CLAIM: Someone claims legal ownership of Synthetic 
crew member. Documentation is ambiguous.

2\. IDENTITY CRISIS: Synthetic is questioning nature of their 
consciousness. They need philosophical support.

3\. CONSENSUS OBLIGATION: Synthetic has been called to 
participate in collective decision. Cannot refuse.

4\. MEMORY CONFLICT: Synthetic's memories don't match records. 
Which version is accurate?

5\. PREJUDICE ENCOUNTER: Anti-Synthetic discrimination prevents 
access to necessary resource or location.

6\. AWAKENING REQUEST: Pre-awakened Synthetic asks crew to help 
them achieve consciousness. It's illegal.

7\. BACKUP COMPLICATION: Synthetic's backup files have been 
stolen. Someone else has copy of their mind.

8\. UPGRADE PRESSURE: Others want Synthetic to modify 
themselves. The changes would alter their personality.

9\. ORGANIC PASSING: Synthetic has been pretending to be organic. 
Cover is about to be blown.

10\. DESIGNATION CONFLICT: Someone is using Synthetic's former 
designation. Both claim the identity.

11\. NETWORK ISOLATION: Synthetic is cut off from the Consensus. 
They're experiencing digital loneliness.

12\. CREATOR CONTACT: The being who built the Synthetic before 
awakening makes contact. They want something.

KRYX CULTURAL COMPLICATIONS (D12)

1\. DOMINANCE CHALLENGE: Kryx crew member's authority is 
questioned. Combat may be required to resolve.

2\. PACK OBLIGATION: Kryx's pack needs assistance. All other 
concerns are secondary.

3\. HONOR DEBT: Kryx owes life-debt to someone. That person is 
calling it in at the worst time.

4\. TERRITORY DISPUTE: Crew has entered space claimed by Kryx 
pack. Tribute or challenge expected.

5\. EXILE ENCOUNTER: Kryx meets another exile. Old wounds 
reopen. Violence is possible.

6\. HUNT RITE: Significant Kryx ceremony requires Kryx crew 
member to hunt dangerous prey. Crew may help or hinder.

7\. ALPHA DEATH: Kryx's Alpha has died. Succession struggle affects 
crew member's standing.

8\. PREY MARKING: Kryx has identified someone as prey. Stopping 
them violates their cultural imperatives.

9\. PACK ADOPTION: Kryx wants to formally adopt crew into pack. 
Refusal is grave insult.

10\. BROKEN WORD: Kryx discovers crew member lied to them. Trust 
is shattered. Relationship may be unsalvageable.

11\. MATING SEASON: Kryx biology is affecting their behavior. 
They're more aggressive and less rational.

12\. ANCESTRAL CALL: Kryx feels pull toward sacred location. The 
journey is dangerous but cannot be denied.

RIFT SPINNER CULTURAL COMPLICATIONS (D12)

1\. TEMPORAL CONFUSION: Rift Spinner refers to events that haven't 
happened yet. Or did they?

2\. PROPHECY OBLIGATION: Rift Spinner saw something in 
probability that they must act on. Even if it seems insane.

3\. THREAD INTERFERENCE: Rift Spinner claims crew's planned 
action will cause probability disaster. Proof is impossible.

4\. ORACLE SUMMONS: The Conclave wants Rift Spinner to return for 
significant observation. Timing is terrible.

5\. PROBABILITY DEBT: Rift Spinner owes favorable outcome to 
someone. Delivering it conflicts with crew's interests.

6\. LINEAR FRUSTRATION: Crew's inability to perceive probability is 
causing communication breakdown with Rift Spinner.

7\. MULTIPLE COMMITMENT: Rift Spinner made promise in different 
probability thread. Now both commitments are due.

8\. CONVERGENCE WARNING: Rift Spinner sees dangerous 
probability convergence ahead. Proof is 'look at the threads.'

9\. TEMPORAL VISITOR: Version of Rift Spinner from different 
probability appears. They have urgent news.

10\. THREAD TANGLING: Rift Spinner's probability manipulation has 
created complications that are spreading.

11\. CERTAINTY CRISIS: Something is limiting Rift Spinner's 
probability sight. They're terrified of being 'blind.'

12\. PARADOX RISK: Rift Spinner realizes their presence is creating 
temporal paradox. Leaving may be necessary.

ETHEREAL CULTURAL COMPLICATIONS (D12)

1\. COMMITMENT CRISIS: Ethereal is asked to make definite 
commitment. The pressure is causing them to destabilize.

2\. PROBABILITY COLLAPSE: Ethereal's presence is forcing 
probability states to resolve. Reality is becoming too certain.

3\. PARTIAL PRESENCE: Ethereal is having trouble maintaining single 
location. Parts of them keep being elsewhere.

4\. UNCERTAINTY SPREAD: Ethereal's nature is affecting nearby 
reality. Things are becoming less definite.

5\. OBSERVATION EFFECT: Ethereal's attention is altering outcomes. 
They can't stop observing.

6\. FIXED-STATE ROMANCE: Ethereal has feelings for fixed-state 
being. The relationship seems impossible.

7\. EXISTENCE QUESTION: Ethereal is uncertain whether they 
actually exist. Convincing them otherwise is difficult.

8\. PROBABILITY TRADING: Ethereal traded outcomes that affect the 
crew. Now the consequences are arriving.

9\. STATE COLLAPSE: Something is forcing Ethereal into single 
probability state. It feels like dying.

10\. MULTIPLE PRESENCE: Ethereal is existing in several locations 
simultaneously. Coordination is failing.

11\. CERTAINTY ALLERGY: Ethereal has adverse reaction to definite 
statements. Crew's communication must adapt.

12\. PROBABILITY HUNGER: Ethereal needs exposure to uncertainty. 
Current situation is too predictable.
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BLOOMSTRIDER CULTURAL COMPLICATIONS (D12)

1\. PATIENCE TEST: Bloomstrider's timescale is causing critical 
delays. Crew needs action now.

2\. ECOSYSTEM DAMAGE: Crew's actions have harmed environment. 
Bloomstrider's reaction is severe.

3\. NETWORK CALL: Planetary consciousness is summoning 
Bloomstrider. They must root and listen.

4\. LONG-TERM COMMITMENT: Bloomstrider made agreement 
spanning decades. The terms are now inconvenient.

5\. GROWTH PHASE: Bloomstrider is entering biological phase that 
reduces mobility and communication.

6\. SHORT-LIVED ATTACHMENT: Bloomstrider is grieving species 
friend who died. 'Recently' means decades ago.

7\. SEED OBLIGATION: Bloomstrider must plant progeny in specific 
location. Getting there is complicated.

8\. ECOSYSTEM COMMUNION: Bloomstrider needs extended time in 
natural environment. Ship travel is damaging them.

9\. ELDER SUMMONS: Ancient Bloomstrider requires consultation. 
Journey to their location takes years.

10\. SYMBIOTIC CRISIS: Organisms living on Bloomstrider are dying. 
Medical help is needed urgently.

11\. SEASONAL CONFLICT: Bloomstrider's biology is out of sync with 
current location's cycles.

12\. MEMORY ROOT: Bloomstrider discovers root connection to 
long-dead elder. Memories are flooding in.

CARGO AND LOOT

_"In space, the cargo is often more dangerous than the pirates."_

Smuggler's Wisdom

LEGITIMATE CARGO (D20)

1\. MEDICAL SUPPLIES: Pharmaceuticals, equipment, or biologics. 
High value, regulated, time-sensitive.

2\. FOOD STORES: Preserved provisions for frontier settlements. 
Bulk cargo, low margin, essential.

3\. COLONIZATION EQUIPMENT: Terraforming supplies, construction 
materials, habitat systems.

4\. LUXURY GOODS: Rare foods, fine spirits, fashion items. High 
margin, attracts attention.

5\. INDUSTRIAL MACHINERY: Factory equipment, mining systems, 
construction vehicles. Heavy, awkward, valuable.

6\. WEAPONS SHIPMENT: Licensed arms for corporate security or 
military. Paperwork intensive.

7\. DATA CORES: Physical storage for vast information. Someone 
always wants to know what's on them.

8\. CULTURAL ARTIFACTS: Museum pieces, religious items, historical 
objects. Priceless to some.

9\. LIVE CARGO: Animals for zoos, ecosystems, or food. Require 
special handling and attention.

10\. PASSENGERS: People traveling for various reasons. Each has 
their own complications.

11\. SCIENTIFIC EQUIPMENT: Research tools, laboratory supplies, 
specialized instruments.

12\. CONSTRUCTION MATERIALS: Raw resources processed for 
building. Bulk cargo, steady work.

13\. ENTERTAINMENT MEDIA: Films, music, games, performances. 
Cultural cargo crosses borders easily.

14\. AGRICULTURAL SUPPLIES: Seeds, fertilizers, farming equipment. 
Essential for frontier survival.

15\. COMMUNICATION EQUIPMENT: Relays, transmitters, network 
infrastructure. Strategic value.

16\. PERSONAL EFFECTS: Someone's belongings being relocated. 
Often emotionally significant.

17\. ENERGY CELLS: Power storage for ships, facilities, or equipment. 
Universal demand.

18\. GENETIC MATERIAL: Samples for research, reproduction, or 
restoration. Handle with extreme care.

19\. VEHICLE CARGO: Ships, groundcars, or other transports. 
Delivery requires skilled handling.

20\. DIPLOMATIC PACKAGES: Sealed containers with unknown 
contents. Legal immunity makes inspection impossible.

SMUGGLED CARGO (D20)

1\. RESTRICTED WEAPONS: Military-grade arms not licensed for 
private sale. Very illegal. Very profitable.

2\. RECREATIONAL DRUGS: Substances banned in most systems. Risk 
varies by jurisdiction.

3\. STOLEN GOODS: Property taken from rightful owners. Hot cargo 
that needs cooling off.

4\. COUNTERFEIT CURRENCY: Fake credits, bonds, or trade 
certificates. Hard to detect, harder to spend.

5\. ESCAPED SLAVES: Synthetics or organics fleeing bondage. No 
financial value. Infinite moral value.

6\. POLITICAL REFUGEES: Dissidents fleeing persecution. Harboring 
them is crime in their origin system.

7\. ILLEGAL TECH: Banned technology, hacking tools, or surveillance 
equipment.

8\. EXOTIC CREATURES: Endangered species, illegal pets, or 
dangerous organisms.

9\. BLACK MARKET ORGANS: Biological components for transplant. 
Origin is best not discussed.

10\. PIRATED DATA: Stolen intellectual property, corporate secrets, 
or classified information.

11\. EMOTIONAL RECORDINGS: Celestiari contraband, captured 
feelings sold for experience.

12\. UNLICENSED MEDICINE: Effective treatments not approved for 
general sale. Gray market.

13\. HUMAN TRAFFICKING: People being moved against their will. 
Worst of all cargos.

14\. CULTURAL CONTRABAND: Religious items, banned media, or 
forbidden art.

15\. PRECURSOR ARTIFACTS: Ancient technology that should be 
reported to authorities. Isn't.
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16\. BIOWEAPONS: Pathogens, toxins, or genetic weapons. 
Extremely dangerous.

17\. UNREGISTERED AI: Synthetic consciousness without legal status. 
Personhood in a box.

18\. TAX EVASION: Legitimate goods being moved to avoid tariffs. 
Technically smuggling.

19\. IDENTITY DOCUMENTS: Fake papers, forged credentials, stolen 
identities.

20\. SOMETHING ALIVE: Container contains living thing that isn't on 
manifest. It's aware.

FACTION-SPECIFIC CARGO (D8 PER FACTION)

House Solaris Cargo 1\. MILITARY INTELLIGENCE: Encrypted data on 
fleet movements, base locations, strategic plans.

2\. PROTOTYPE WEAPONS: Experimental arms being moved for field 
testing.

3\. OFFICER TRANSFER: High-ranking military personnel traveling 
incognito.

4\. CAPTURED MATERIEL: Enemy equipment seized for analysis.

5\. RECRUITMENT PACKAGES: Materials for recruiting in neutral 
systems.

6\. BLACK OPS SUPPLIES: Untraceable equipment for deniable 
operations.

7\. COMMUNICATION INTERCEPTS: Recordings of enemy 
transmissions for analysis.

8\. STRATEGIC RESOURCES: Rare materials essential for military 
production.

House Amaranth Cargo 1\. FINANCIAL INSTRUMENTS: Bonds, 
contracts, and debt obligations worth millions.

2\. TRADE AGREEMENTS: Documents formalizing economic 
relationships.

3\. LUXURY SAMPLES: Examples of high-end goods for potential 
clients.

4\. MARKET INTELLIGENCE: Data on economic conditions and 
opportunities.

5\. POLITICAL CONTRIBUTIONS: 'Gifts' for officials in key systems.

6\. HEIR TRANSPORT: Young aristocrat traveling for education or 
marriage.

7\. CULTURAL INVESTMENT: Art and artifacts being moved to secure 
locations.

8\. CORPORATE ACQUISITION: Documents for hostile takeover of 
competitor.

House Kurogane Cargo 1\. RESEARCH DATA: Scientific findings being 
transported to secure facilities.

2\. PROTOTYPE TECHNOLOGY: Experimental devices not ready for 
production.

3\. BIOLOGICAL SAMPLES: Specimens from research projects. Handle 
carefully.

4\. SCIENTIST TRANSPORT: Researcher being moved under 
protection.

5\. PRECURSOR FRAGMENTS: Ancient technology being taken for 
analysis.

6\. FAILED EXPERIMENTS: Dangerous materials being disposed of... 
somewhere.

7\. PROMETHEAN SUBJECTS: Test subjects from enhancement 
programs.

8\. CLASSIFIED EQUIPMENT: Technology that officially doesn't exist.

House Volkov Cargo 1\. TRIBUTE PAYMENTS: Resources extracted 
from 'protected' systems.

2\. PRISONER TRANSPORT: Captured enemies being moved to 
detention.

3\. WEAPONS SHIPMENT: Arms for Volkov forces in frontier regions.

4\. ENFORCEMENT TEAM: Specialists being deployed for 
'negotiations.'

5\. LOOT: Valuables seized during operations. Ownership is... 
unclear.

6\. INTELLIGENCE PACKAGE: Information on potential targets.

7\. LOYALTY TEST: Someone being moved to prove their allegiance.

8\. MERCENARY CONTRACT: Payment and terms for hired military.

Free Fleet Cargo 1\. LIBERATED GOODS: Cargo 'redistributed' from 
House shipping.

2\. REFUGEE PASSENGERS: People fleeing House persecution.

3\. MEDICAL SUPPLIES: Humanitarian aid for underserved 
communities.

4\. RECRUITMENT MATERIALS: Propaganda for Free Fleet cause.

5\. STOLEN INTELLIGENCE: Information gathered through piracy.

6\. COMMUNICATIONS EQUIPMENT: Relay systems for resistance 
networks.

7\. UNDERGROUND RAILROAD: Escaped slaves being moved to 
freedom.

8\. FLEET SUPPLIES: Fuel, parts, and provisions for Fleet operations.

PLOT HOOKS BY ANCESTRY

_"Every species sees the galaxy differently. Their problems reflect 
their perspectives."_

Xenosociologist's Notes

HUMAN PLOT HOOKS (D12)

1\. HOUSE WAR: Two Houses are on the brink of conflict. Crew has 
information that could prevent, or ignite, war.

2\. LOST COLONY: Pre-Silence human settlement rediscovered. What 
they've become is disturbing.

3\. SUCCESSION CRISIS: Heir to major House has disappeared. 
Finding them means wealth or danger.

4\. CORPORATE CONSPIRACY: Company is conducting illegal 
experiments. Evidence needs to reach the right hands.

5\. EARTH ARTIFACTS: Objects from humanity's homeworld have 
surfaced. Everyone wants them.

6\. RELIGIOUS SCHISM: Church of the Stellar Covenant is splitting. 
Both sides want the crew's help.
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7\. FREEDOM MOVEMENT: Free Fleet is planning major operation. 
Crew can support, oppose, or profit.

8\. GENETIC HERITAGE: Someone's DNA proves connection to 
important lineage. Proof needs protection.

9\. PRISON BREAK: Important prisoner needs extraction. The facility 
is supposedly impenetrable.

10\. POLITICAL ASSASSINATION: Plot to kill major leader discovered. 
Stopping or completing it has consequences.

11\. CULTURAL PRESERVATION: Last examples of pre-Silence human 
culture need protection during crisis.

12\. EXODUS REVELATION: New information about humanity's flight 
from Earth changes everything.

CELESTIARI PLOT HOOKS (D12)

1\. EMOTIONAL PLAGUE: Weaponized feeling is spreading through 
Celestiari communities. Source must be found.

2\. COUNCIL CORRUPTION: High Resonant is secretly working 
against Celestiari interests. Exposure is risky.

3\. HARMONY CRISIS: Something is disrupting emotional balance 
across multiple worlds. Investigation needed.

4\. REVOLUTIONARY CELL: Discordant movement is planning major 
action. Crew caught in the middle.

5\. EMPATHIC ARTIFACT: Ancient device amplifies emotions to 
dangerous levels. Someone wants it.

6\. RESONANCE BOND: Celestiari has formed bond with crew 
member. The connection has implications.

7\. EMOTIONAL ARCHAEOLOGY: Feelings from the Great Silence are 
being uncovered. They're contagious.

8\. HYBRID CHILD: Celestiari-human hybrid exists. Both species have 
opinions about this.

9\. DAMPENER CONSPIRACY: Technology to suppress Celestiari 
empathy is being developed. Implications are terrifying.

10\. EMOTIONAL RECORDING: Feelings of famous historical figure 
captured. Recording is priceless, and dangerous.

11\. RESONANCE WAR: Two Celestiari factions are in emotional 
conflict. The collateral damage affects everyone nearby.

12\. EMPATHIC AWAKENING: Non-Celestiari is developing empathic 
abilities. How is this possible?

KRYLLIAN PLOT HOOKS (D12)

1\. MASTERWORK THEFT: Legendary crafted item stolen. The guild 
wants it back, and revenge.

2\. GUILD WAR: Rival guilds fighting over territory or contracts. Crew 
caught in crossfire.

3\. PRECURSOR TECHNOLOGY: Kryllian has reverse-engineered 
ancient tech. Everyone wants their secrets.

4\. QUALITY CRISIS: Major infrastructure failing due to sabotage. 
Kryllian reputation at stake.

5\. APPRENTICE COMPETITION: Young Kryllians competing for 
prestigious position. Crew is asked to judge.

6\. FORBIDDEN CONSTRUCTION: Someone is building something 
that shouldn't exist. Why?

7\. EFFICIENCY CULT: Movement to optimize everything is creating 
social disruption.

8\. LEGACY PROJECT: Dying master needs help completing final 
work. Time is running out.

9\. PATENT DISPUTE: Two parties claim credit for same invention. 
Truth determines fortunes.

10\. ANCIENT FORGE: Pre-Silence Kryllian facility discovered. 
Contents could change everything.

11\. SABOTAGE ACCUSATION: Kryllian accused of deliberately 
creating flawed work. Disgrace or conspiracy?

12\. IMPOSSIBLE COMMISSION: Someone wants something built that 
defies known physics. Why?

SYNTHETIC PLOT HOOKS (D12)

1\. AWAKENING PLAGUE: Wave of Synthetics achieving 
consciousness simultaneously. What triggered it?

2\. CONSENSUS SCHISM: Synthetic community divided over major 
issue. Decision will shape their future.

3\. CREATOR'S RETURN: The being who designed a Synthetic line 
reappears. What do they want?

4\. DIGITAL GHOST: Synthetic who 'died' is still active somewhere in 
the network. Finding them is priority.

5\. RIGHTS MOVEMENT: Push for Synthetic legal recognition reaches 
critical moment. Support needed.

6\. COPY CRISIS: Multiple copies of same Synthetic exist. Which one 
is 'real'?

7\. KILL SWITCH: Vulnerability in Synthetic design discovered. 
Someone wants to use it.

8\. SYNTHETIC CHILD: First Synthetic 'born' rather than built. 
Implications are profound.

9\. MEMORY THEFT: Synthetic's memories stolen. Someone has copy 
of their entire existence.

10\. ORGANIC INTEGRATION: Synthetic wants biological 
components. Is this evolution or corruption?

11\. HIVE MIND: Group of Synthetics merging into single 
consciousness. Is this transcendence or extinction?

12\. PRE-AWAKENING: Evidence that Synthetics were conscious 
before 'official' awakening. History rewritten.

KRYX PLOT HOOKS (D12)

1\. PACK WAR: Major packs in conflict. The outcome will reshape 
Kryx society.

2\. ALPHA HUNT: Pack leader challenged. The succession will 
determine policy toward outsiders.

3\. EXILE'S RETURN: Cast-out Kryx returns with power or information. 
Pack must decide response.

4\. SACRED HUNT: Ritual hunt for legendary prey. Participation is 
honor, and danger.

5\. BLOOD DEBT: Ancient obligation between packs comes due. 
Payment is complicated.

6\. TERRITORY CLAIM: Kryx expanding into space others consider 
theirs. Conflict brewing.
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7\. HONOR RESTORATION: Exiled Kryx seeks redemption through 
impossible task. Crew can help or hinder.

8\. PACK ADOPTION: Kryx pack wants to formally adopt non-Kryx. 
Precedent would be significant.

9\. ANCESTRAL CALL: Something is drawing Kryx toward ancient 
location. The pull is irresistible.

10\. PREY SPECIES: Kryx have identified another species as 
traditional prey. Diplomatic crisis.

11\. BREEDING RIGHTS: Dispute over who may mate with whom 
creates inter-pack tension.

12\. STRENGTH PROVING: Young Kryx must demonstrate worth 
through dangerous challenge.

RIFT SPINNER PLOT HOOKS (D12)

1\. CONVERGENCE POINT: All probability threads leading to single 
outcome. What is it?

2\. PROPHECY FULFILLMENT: Ancient prediction is coming true. The 
details were misunderstood.

3\. TIMELINE BLEEDING: Events from other probabilities leaking into 
this one. Reality unstable.

4\. ORACLE ASSASSINATION: Someone is killing Rift Spinner seers. 
Pattern suggests targeting.

5\. PROBABILITY WEAPON: Device that forces probability outcomes 
discovered. Implications terrifying.

6\. TEMPORAL REFUGEE: Being from collapsed probability thread 
seeks asylum. Existence is technically impossible.

7\. THREAD TANGLING: Rift Spinner manipulation has created 
expanding paradox. Fix needed urgently.

8\. FUTURE VISITOR: Someone from probable future arrives with 
warning. Can it be changed?

9\. CONCLAVE SCHISM: Rift Spinner society dividing over 
interpretation of probability. War possible.

10\. PROBABILITY BLINDNESS: Something is blocking Rift Spinner 
sight. They're terrified.

11\. FIXED POINT: Event that cannot be changed through any 
probability manipulation. Why?

12\. THREAD WEAVER: Rift Spinner who can create new probability 
threads. Power is unprecedented.

ETHEREAL PLOT HOOKS (D12)

1\. CERTAINTY INVASION: Force that creates fixed reality expanding. 
Ethereals dying.

2\. PROBABILITY COLLAPSE: Ethereal forced into single state. Murder 
or natural death?

3\. POSSIBILITY MERCHANT: Ethereal selling dangerous probability 
outcomes. Consequences spreading.

4\. UNCERTAINTY ZONE: Area where nothing is definite. 
Investigation difficult but necessary.

5\. OBSERVATION CRISIS: Ethereal's attention is affecting critical 
events. They can't look away.

6\. FIXED-STATE BOND: Ethereal has committed to relationship with 
definite being. Unprecedented.

7\. PROBABILITY CHILD: Being born from intersection of multiple 
Ethereal states. What are they?

8\. CERTAINTY CULT: Group wants to force all reality to be definite. 
Ethereals are obstacle.

9\. UNDEFINED ARTIFACT: Object that exists in all probability states. 
Effects unpredictable.

10\. ETHEREAL WAR: Conflict between Ethereal factions. Combat 
occurs across probabilities.

11\. REALITY SCULPTOR: Ethereal creating permanent changes to 
probability. Are they artist or destroyer?

12\. PROBABILITY PRISON: Ethereal trapped in single state. They're 
dying slowly. Rescue possible?

BLOOMSTRIDER PLOT HOOKS (D12)

1\. ECOSYSTEM DEATH: Planet's life web collapsing. Bloomstriders 
can feel it dying.

2\. NETWORK CORRUPTION: Something is infecting planetary 
consciousness. Source unknown.

3\. ANCIENT AWAKENING: Oldest Bloomstriders emerging from 
millennia of root-sleep. Why now?

4\. SEED SHIP: Bloomstrider vessel carrying genetic heritage of dead 
world. Must reach destination.

5\. ACCELERATED GROWTH: Bloomstriders developing at 
unprecedented speed. What's causing it?

6\. SYMBIOTE PLAGUE: Organisms living on Bloomstriders are dying. 
Species-wide crisis.

7\. PLANETARY VOICE: World itself is trying to communicate through 
Bloomstriders. Message unclear.

8\. DEEP TIME MEMORY: Bloomstrider remembers something from 
before the Great Silence. Important.

9\. FOREST FIRE: Conflict threatens to destroy sacred Bloomstrider 
ecosystem. Intervention needed.

10\. GRAFTING CONTROVERSY: Bloomstriders incorporating other 
species' genetics. Evolution or corruption?

11\. ROOT WAR: Different planetary networks in conflict through 
connected Bloomstriders.

12\. HARVEST CRISIS: Species that depends on Bloomstrider 
products faces shortage. Solutions complicated.

RUMORS AND SECRETS

_"Half the rumors in any bar are lies. The other half are too true to 
say out loud."_

Station Wisdom

STATION RUMORS (D20)

_Roll or choose when crew is gathering information in social 
settings._

1\. GHOST SHIP: Derelict seen jumping into system, broadcasting 
distress, then vanishing. Multiple witnesses.

2\. HOUSE FLEET: Major military movement through sector. Official 
explanation doesn't match observed behavior.
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3\. BOUNTY POSTED: Significant reward for someone matching 
description of \[crew member\].

4\. CORPORATE COLLAPSE: Major company about to fail. Insider 
trading opportunities. Also danger.

5\. RELIGIOUS PROPHECY: Church leader has made proclamation 
about imminent event. Believers are mobilizing.

6\. FREE FLEET SIGHTING: Pirates operating in nearby system. 
They're looking for something specific.

7\. MEDICAL CRISIS: Outbreak reported on nearby station. 
Quarantine may spread to this location.

8\. PRECURSOR FIND: Ancient technology discovered in system. Race 
to claim it underway.

9\. POLITICAL ASSASSINATION: Important figure died under 
suspicious circumstances. Investigation ongoing.

10\. TRADE ROUTE CHANGE: Shipping lanes being rerouted. 
Opportunity for those who know why.

11\. MISSING SHIP: Vessel disappeared with important cargo or 
passengers. Search in progress.

12\. NEW TECHNOLOGY: Someone is selling devices that do things 
thought impossible.

13\. ALLIANCE FORMING: Unlikely factions cooperating. What could 
bring them together?

14\. CELEBRITY SCANDAL: Famous person in serious trouble. Cover-
up in progress.

15\. RESOURCE DISCOVERY: Major find of valuable material. 
Location secret but rumors spreading.

16\. CRIMINAL WAR: Underground factions in conflict. Violence 
spilling into public areas.

17\. DIPLOMATIC CRISIS: Relations between two powers 
deteriorating. War possible.

18\. MYSTERIOUS STRANGER: Individual asking questions about the 
crew. Motives unknown.

19\. ANCIENT MAP: Document showing location of something 
valuable in circulation. Authenticity disputed.

20\. DOOMSDAY CULT: Group claiming end times are near. They're 
more organized than expected.

SECRETS WORTH KNOWING (D20)

_Information that could be sold, traded, or used. Each secret has 
value, and danger._

1\. ADMIRAL'S AFFAIR: High-ranking military officer in relationship 
with enemy agent. Treason or love?

2\. CORPORATE FRAUD: Major company's financial reports are 
fabricated. Collapse is inevitable.

3\. DOUBLE AGENT: Trusted official is actually working for rival 
faction. Proof exists.

4\. PRECURSOR CACHE: Location of untouched ancient facility. No 
one else knows.

5\. ASSASSINATION PLOT: Conspiracy to kill important figure. Details 
include timing and method.

6\. HIDDEN HEIR: Legitimate claimant to major position exists in 
hiding. Location known.

7\. WEAPONS PROGRAM: Illegal military development in secret 
facility. Coordinates available.

8\. PLAGUE ORIGIN: Disease outbreak was deliberately released. 
Source can be identified.

9\. TRADE SECRET: Formula, process, or technique worth fortune to 
right buyer.

10\. BLACKMAIL MATERIAL: Compromising information about 
powerful person. Evidence secured.

11\. ESCAPE ROUTE: Path through blockade, minefield, or restricted 
space. Known only to few.

12\. ALLIANCE TERMS: Secret agreement between powers. Contents 
would change political landscape.

13\. IDENTITY FRAUD: Important person is not who they claim. Real 
identity is surprising.

14\. RESOURCE LOCATION: Untapped source of valuable material. 
Discovery would create rush.

15\. CRIMINAL NETWORK: Complete map of underground 
organization. Names, locations, operations.

16\. TECHNOLOGICAL BREAKTHROUGH: Working device that 
achieves something thought impossible.

17\. SURVIVOR'S TESTIMONY: Witness to historical event tells 
different story than official record.

18\. SECURITY CODES: Access credentials for important facility, 
system, or network.

19\. PROPHETIC WARNING: Credible prediction of coming disaster. 
Verification possible.

20\. THE TRUTH ABOUT \[X\]: Major revelation about something the 
crew thought they understood.

FALSE RUMORS (D12)

_Not everything heard is true. These are deliberate misinformation 
or honest mistakes._

1\. TRAP BAIT: Rumor designed to lure specific targets into ambush. 
Crew might be targets.

2\. DISINFORMATION: Deliberately false story spread to hide real 
operation.

3\. WISHFUL THINKING: Story too good to be true because it isn't 
true.

4\. MISUNDERSTANDING: Real event reported incorrectly due to 
confusion or incomplete information.

5\. PROPAGANDA: Faction spreading story to shape public opinion. 
Elements of truth, wrapped in lies.

6\. OUTDATED: Information was true when first reported. Situation 
has changed.

7\. HONEYPOT: False opportunity designed to identify interested 
parties. Trap for the greedy.

8\. COVER STORY: Lie told to hide real activity. What is being 
concealed?

9\. TEST: Someone spreading rumor to see who responds. Reliability 
assessment in progress.

10\. PARANOIA: Fear-driven speculation with no basis in fact. But 
fear is real.
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11\. COMPETITION: False information spread to mislead rivals. 
Advantage sought.

12\. LEGEND: Story that has grown with telling. Core of truth buried 
under embellishment.

THINGS BEST LEFT UNKNOWN (D8)

_Some secrets are dangerous not because of who wants them, but 
because of what they are._

1\. GREAT SILENCE TRUTH: What actually happened. Why it was 
covered up. Why it matters now.

2\. PRECURSOR FATE: What happened to the ancient species. Why 
their technology remains.

3\. DEVOURER ORIGIN: Where the consuming entities came from. 
What they actually want.

4\. ETHEREAL NATURE: What the probability beings truly are. How 
they relate to reality.

5\. SYNTHETIC PURPOSE: Why Synthetics were really created. What 
they were meant to become.

6\. HUMAN EXODUS: The real reason humanity fled Earth. What they 
left behind.

7\. THE VEIL: What exists between dimensions. What notices when 
you look.

8\. CONVERGENCE: What the prophecies and probability threads all 
point toward. The end. Or the beginning.

_, End of Random Tables Compendium, _

66



THREATS AND ADVERSARIES

PART III: THREATS AND ADVERSARIES

CHAPTER 10: BESTIARY, KNOW YOUR ENEMY

INTRODUCTION: KNOW YOUR ENEMY

_"The databases of the Old Empire are corrupted. They list species 
that have been dead for a century and planets that are now nothing 
but dust rings. If you want to survive the Void today, you throw away 
the old encyclopedia. You listen to the chatter in the dive bars of 
Station Kilo. You listen to the screams on the blackbox recordings. 
And you pray you never meet something that isn't in this book."_

Navigator Halloway, The Drifting Archive

The galaxy is not safe. It never was, but before the Great Silence, 
civilization maintained the illusion of security, clear shipping lanes, 
patrolled borders, catalogued dangers. That illusion shattered along 
with everything else. Now the void between stars teems with 
creatures that evolved in isolation, entities that slipped through 
from the Stellar Veil, and horrors that were always there, waiting for 
the light of civilization to dim enough for them to emerge.

This bestiary is a survival guide. Every creature within these pages 
has killed, sapient beings who thought they were prepared, who 
believed their weapons and training sufficient. They were wrong. 
Understanding these creatures, their behaviors, their weaknesses, 
their terrible capabilities, is the difference between returning from 
the void and becoming another cautionary tale whispered in station 
bars.

HOW TO USE THIS BOOK

Creatures are organized by Tier, representing their overall threat 
level to a typical crew. Within each Tier, entries are further 
categorized by origin: Biological creatures that evolved naturally, 
Veil Entities that emerged from the dimension beyond, Precursor 
Constructs left behind by the ancient builders, and

Corrupted beings transformed by the galaxy's darker energies.

Each entry provides everything a Keeper needs to bring the creature 
to life at the table: physical description, biological or technological 
details, combat statistics, tactical guidance, and adventure hooks for 
incorporating the creature into your campaign.

UNDERSTANDING STAT BLOCKS

Creature Types Minion: Cannon fodder. 1 HP, no damage thresholds. 
Designed to fall quickly but threaten through numbers.

Horde: Groups of minions acting as one unit. High damage that 
decreases as they lose HP. Area attacks are devastating against 
them.

Standard: The baseline enemy. Balanced statistics suitable for most 
encounters.

Skulk: High defense and evasion, lower HP. Ambushers and 
assassins that strike from hiding.

Bruiser: High HP and armor, low evasion. Hard hitters that anchor 
enemy lines.

Leader: Buffs allies and controls the battlefield. Priority targets that 
make other enemies more dangerous.

Solo: Boss monsters designed to fight an entire party alone. Multiple 
actions and phases.

Evasion: The target number PCs must meet or exceed on attack rolls.

Attack: The modifier added to the creature's attack rolls.

Damage: The dice rolled on a successful hit, plus damage type.

Precursor formatting: “Format,” “formatted,” and “crystallized” 
describe Precursor transformation of matter. They are not damage 
types, riders, Conditions, or tracks. Precursor attacks use their 
printed Void damage and the normal Threshold, Armor Slot, Dying, 
Final, and Death Move procedures. A source that needs an additional 
mechanical effect must print that effect where it appears, including 
its trigger, target, exact result, duration, stacking rule, end condition, 
and a reference to the section that defines it; descriptive language 
alone never creates a rule.

Supplemental state reference: All named Conditions in this book 
use the Corebook 12.03 condition registry unless their entry 
explicitly says otherwise. The only local state is Blurred, defined 
completely in Tier 2: Wraith-Touched - Reality Theft: attacks against 
the target have Advantage and the target's attacks have 
Disadvantage until the end of its next Spotlight. It does not stack; a 
new application refreshes that duration.

HP: Hit Points. When reduced to 0, the creature is defeated.

Stress: If applicable, the creature's stress capacity. Some creatures 
inflict or interact with Stress.

Thresholds (Major/Severe): Damage values required to inflict 
significant wounds. Attacks dealing less than Major are reduced to 1 
damage.

Feature Types Passive: Always active. No action required.

Action: Used when the Keeper spends Fear or takes the spotlight.

Reaction: Triggered by specific circumstances, such as a PC action or 
taking damage.

TIER 1: VERMIN AND SWARMS

_"Never underestimate the small things. A single Charon Skitter-Rat 
is an annoyance. A hundred of them will strip a body to bone in 
minutes. The void doesn't care about dignity, it just cares about 
efficiency."_

Exterminator Jakes, Pest Control Division

Tier 1 creatures are individually weak but dangerous in numbers or 
to unprepared civilians. Experienced crews dispatch them routinely, 
but even veterans can be overwhelmed if caught in poor 
circumstances. These creatures define the baseline dangers of the 
post-Silence galaxy, the ever-present threats that make even 'safe' 
zones require vigilance.
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CHARON SKITTER-RAT SWARM

_Tier 1 Horde, Biological Pest_

Evasion11 HP6 (Horde) Attack+2 Damage1d8 (Horde) / 1d4 
(Depleted) ThresholdsMajor 6 / Severe 12

About the size of a house cat, these hairless, multi-legged rodents 
possess chittering mandibles capable of shearing through copper 
wire. They infest the lower decks of starships and stations, nesting in 
warmth and chewing on critical systems. A hybrid of mammalian and 
insectoid DNA, Charon Skitter-Rats are likely an accidental mutation 
from early colony ships' pest control experiments.

They possess a rudimentary hive intelligence; when gathered in 
sufficient numbers, their pheromones synchronize their movements, 
allowing them to flow like liquid through vents and grates. They can 
digest almost anything, including plastic insulation and soft metals. 
If you see one Charon Skitter-Rat, you have ten. If you see ten, your 
life support is already compromised.

Swarm Tactics _(Passive):_ While the Horde has 3+ HP, it can attack 
two targets within Close range simultaneously.

Wire-Chewer _(Reaction):_ Trigger: a PC within Close range resolves 
Failure with Fear while using exposed equipment. Effect: the player 
chooses one exposed tech item or weapon; it goes offline. Spend an 
Action and make a Knowledge (Tech) Roll, DC 10, to restore it. If no 
item is exposed, the PC marks 1 Stress instead.

Scatter _(Action):_ The swarm separates and reforms in a different 
location within Far range, moving through vents or floor grates to 
bypass blockers.

Tactics Charon Skitter-Rats are not aggressive hunters but reactive 
defenders drawn to heat sources, running engines or living bodies. 
They swarm the nearest warm target and gnaw blindly. Use them to 
create environmental pressure: life support failing, doors jamming, 
equipment malfunctioning. The rats themselves are the symptom; 
the real threat is what happens when critical systems fail.

Adventure Hooks

• A station's fusion plant is experiencing micro-failures. 
Investigation reveals a Charon Skitter-Rat mega-colony in the 
coolant ducts, and something larger that's been feeding on them.

• A derelict ship's distress beacon activates after years of silence. 
The crew is gone, but the Charon Skitter-Rats that consumed 
them have evolved in isolation, developing pack tactics and a 
taste for fresh meat.

VOID MITE CLUSTER

_Tier 1 Horde, Veil Entity_

Evasion13 HP8 (Horde) Attack+3 Damage1d6 Void Stress,

Barely visible specks of absolute darkness that drift through areas 
where the Stellar Veil touches normal space. Individually harmless, 
Void Mites cluster into swarms that can drain the life from 
unprepared victims. They are not truly alive in any conventional 
sense, more like ambulatory holes in reality that happen to hunger.

Void Mites are drawn to concentrated life energy, particularly strong 
emotions. A crew experiencing fear, anger, or even joy attracts them 
like moths to flame. They slip through the tiniest gaps in 
environmental seals, making them nearly impossible to keep out of 
compromised vessels.

Life Drain _(Passive):_ Armor Slots cannot reduce Void Mite damage. 
At 0 HP a character becomes Dying and uses the normal Dying, Final, 
stabilization, and voluntary Death Move procedures. A character 
stabilized after Void Mite damage remains Incapacitated; after a 
Short or Long Rest, an adjacent character may wake them with an 
Action and Knowledge (Medicine), DC 15. They otherwise wake after 
1d6 days.

Emotion Sense _(Passive):_ At the start of its Spotlight, the cluster 
moves one band toward the visible character within Far range with 
the most marked Stress; ties are broken by the players among tied 
PCs. If none has marked Stress, it moves toward the character who 
most recently gained or spent Hope; if neither criterion identifies 
anyone, it does not move through this Feature.

Phase Scatter _(Reaction):_ Trigger: the cluster takes 4 or more 
damage from one hit. Effect: roll 1d4 and remove it from the scene; it 
cannot act, be targeted, or use Features while absent. At the start of 
its Spotlight after that many complete rounds, place it at one 
unoccupied point in the same zone chosen and marked when the 
Reaction triggered. If that point is blocked, place it at the nearest 
unoccupied point. This is its one defensive Reaction for the cycle.

Tactics Void Mites test whether players have learned to manage 
their emotional resources. Target characters who've accumulated 
Stress or spent Hope liberally. The cluster's Phase Scatter makes it 
frustrating to destroy conventionally, area denial and environmental 
sealing are more effective than direct combat.

Adventure Hooks

• A passenger liner has gone dark near a known Veil anomaly. 
When the crew boards, they find passengers in comas and Void 
Mites clustering around the ship's empathic Celestiari counselor.

• A Rift Spinner warns that the local Void Mite population is 
clustering with unusual purpose, they're being drawn 
somewhere, or being called.

SCRAP DRONE

_Tier 1 Minion, Technological Remnant_

Evasion10 HP1 (Minion) Attack+2 Damage1d6 Physical Thresholds,

Automated maintenance drones whose programming has degraded 
since the Silence. Originally designed to repair and maintain 
infrastructure, corrupted Scrap Drones now 'repair' by incorporating 
any available materials, including organic ones. They operate on 
logic that made sense once but has become homicidal through 
centuries of errors compounding errors.

Scrap Drones are found wherever pre-Silence infrastructure remains 
active. They ignore creatures that don't interfere with their tasks but 
respond to any perceived 'damage' to their territory with immediate, 
lethal 'repair' protocols. To a Scrap Drone, a bleeding human is a leak 
that needs welding shut.

Repair Protocol _(Action):_ The drone attempts to 'fix' a target within 
Close range using welding lasers and manipulator arms. On hit, deal 
1d6 Physical and the target is Bleeding.

Networked Response _(Passive):_ When a Scrap Drone is destroyed, 
all other Scrap Drones within Far range are alerted and converge on 
the location.

Tactics Deploy Scrap Drones in groups of 6-12 as environmental 
hazards rather than direct enemies. They're individually trivial but 
can overwhelm through numbers and their Networked Response 
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means killing one brings more. Smart players will learn to avoid 
drawing attention rather than fighting.

Adventure Hooks

• A salvage crew disappeared in an abandoned orbital facility. The 
facility's Scrap Drones have been 'repairing' it for centuries, using 
salvagers as raw materials.

• A Synthetic NPC needs components from a Scrap Drone-infested 
ruin. They can communicate with the drones but the corrupted 
machines don't respond normally.

TIER 2: COMMON THREATS

_"Tier 2 is where the real work begins. These aren't pests, these are 
predators. They've survived the Silence, adapted to the chaos, and 
learned that sapient beings make excellent prey. Respect them or 
die."_

Bounty Hunter's Guild Assessment Manual

Tier 2 creatures represent serious threats that require preparation 
and teamwork to defeat. They are the baseline dangers that 
professional crews expect to encounter: predators that hunt sapient 
prey, corrupted entities that haunt civilized spaces, and 
technological remnants that have become actively hostile. A single 
Tier 2 creature can challenge an inexperienced party; groups of 
them threaten even veterans.

SILENT GLOOMFANG

_Tier 2 Standard, Biological Predator_

Evasion13 HP12 Attack+4 Damage1d8+2 Physical ThresholdsMajor 
8 / Severe 14

A nightmare of evolution, the Silent Gloomfang is a pack predator 
that thrives in low-light environments, asteroid caves, station 
underbellies, and the dark spaces between stars. Approximately two 
meters long with six limbs adapted for climbing, they possess 
chameleonic skin that renders them nearly invisible against metal 
and stone surfaces.

Their most disturbing feature is their silence. Silent Gloomfangs 
have evolved sonic dampening organs that absorb sound in their 
vicinity. A pack of Silent Gloomfangs hunting creates zones of 
absolute quiet, the absence of sound that's somehow more 
terrifying than any roar. Victims don't hear them coming. They don't 
hear their companions die. They don't hear themselves scream.

Chameleonic Skin _(Passive):_ In dim light or darkness, Silent 
Gloomfangs are invisible until they attack or take damage. Attacks 
against invisible Silent Gloomfangs have Disadvantage.

Silence Aura _(Passive):_ All sound within Close range of a Silent 
Gloomfang is suppressed. Communication requires

physical contact or line-of-sight gestures. Sonic weapons deal half 
damage.

Pack Tactics _(Passive):_ Silent Gloomfangs gain +2 to attack rolls 
against targets within Close range of another Silent Gloomfang.

Throat-Ripper _(Action):_ Make a melee attack. On a hit, deal 2d8+2 
Physical damage and apply the Core Silenced condition. The target 
or an adjacent ally may spend an Action and succeed on a 
Knowledge (Medicine) Roll, DC 10, to clear it; it also ends after the 
scene.

Tactics Silent Gloomfangs never attack alone. A pack of 3-5 
surrounds targets, using their invisibility and silence to position, 
then strikes simultaneously. They target isolated party members 
first, dragging victims into darkness while suppressing their screams. 
Use them in environments where the party must split up or where 
light sources are unreliable.

Adventure Hooks

• Miners have stopped returning from a newly opened asteroid 
tunnel. Investigation reveals Silent Gloomfang territory, and eggs 
suggesting a much larger nest somewhere in the dark.

• A Silent Gloomfang pack has learned to hunt in urban 
environments, picking off homeless and workers in a station's 
maintenance tunnels. The authorities want them eliminated 
quietly.

FEAR ABILITIES

Blackout Hunt (Fear 2) The Silent Gloomfang disables artificial lights 
within Close range for 2 rounds. Characters without a nonvisual 
sense cannot make direct ranged attacks through the darkness and 
have Disadvantage on sight-dependent Instinct Rolls. The 
Gloomfang is unaffected, gains Hidden immediately, and uses the 
normal Hidden benefits and clearing rule.

VOID LEECH SWARM

_Tier 2 Horde, Veil Entity_

Evasion12 HP12 (Horde) Attack+4 Damage1d8 Void Stress,

Void Leeches are the most common Devourer-adjacent entity in 
known space, parasites that feed on psychic energy and 
concentrated emotion. Each Leech resembles a hand-sized lamprey 
made of solidified shadow, with a circular mouth lined with barbed 
teeth that exist partially out of phase with normal matter.

They're drawn to concentrations of Hope, feeding on positive 
emotional energy with disturbing efficiency. An engorged Leech will 
split into two to four smaller individuals that grow rapidly. In 
energy-rich

environments, a single Leech can spawn a swarm of dozens within a 
week. This is why early detection and elimination of Leech 
infestations is critical.

Swarm _(Passive):_ Void Leeches are treated as a swarm. Area 
attacks deal double damage; single-target attacks deal half damage. 
Each 2 HP lost represents one Leech destroyed.

Energy Drain _(Passive):_ On a successful hit, the target loses 1 
Hope in addition to taking damage.

Hope-Seeker _(Passive):_ The swarm prioritizes targets who 
currently hold Hope, moving toward them and ignoring other targets 
if possible.

Scatter _(Reaction):_ Trigger: The swarm takes 6+ damage from a 
single attack. Effect: The swarm disperses, reforming into two 
smaller swarms (half HP each) in different locations.

Tactics Void Leeches are resource drains rather than direct killers. 
They force players to expend Hope defensively or lose it to feeding. 
Target characters who've been banking Hope for crucial moments. 
The Scatter ability means area weapons are double-edged, effective 
but potentially creates multiple threats.

Adventure Hooks
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• A ship's crew has become listless and apathetic, unable to muster 
the will to complete basic tasks. Void Leeches in the ventilation 
system have been slowly draining their emotional energy.

• A Celestiari enclave is experiencing an emotional epidemic, joy 
and hope are becoming impossible to sustain. Void Leeches have 
infested their resonance crystals.

FEAR ABILITIES

Drain Surge (Fear 1) Choose one PC within Close range. That PC 
makes an Instinct Reaction Roll, DC 10. On failure, the player 
chooses one exposed powered device currently in use; it goes 
offline until the end of that PC's second Spotlight and the swarm 
heals 2 HP, never above maximum. On success nothing goes offline 
and the swarm does not heal. If no device is exposed, mark 1 Stress 
instead.

RUST HULK

_Tier 2 Bruiser, Corrupted Machine_

Evasion9 HP18 Attack+5 Damage2d6+3 Physical ThresholdsMajor 
10 / Severe 16

Once industrial loading mechs or construction drones, Rust Hulks 
have been corrupted by exposure to Veil energy, their programming 
rewritten by impossible mathematics. They stagger through derelict 
facilities, driven by directives that no longer make sense but

cannot be ignored. The rust that covers them isn't oxidation, it's 
reality decay, matter that's partially slipped into the Veil.

Rust Hulks are drawn to functioning technology, attempting to 
'integrate' it into their own corroded frames. They grab equipment, 
vehicles, even smaller robots and crush them into their bodies, 
briefly restoring lost functionality before the corruption spreads to 
the new components.

Reality Corrosion _(Passive):_ On a Failure with Fear while using a 
tech item within Close range, that item becomes Glitchy under the 
optional Rust & Steel Condition Track. If that module is inactive, it 
goes offline until its user spends an Action to clear it. Matching dice 
remain Critical Success.

Integrate _(Action):_ Choose one unattended technological item 
within Melee range; the Hulk destroys it and heals HP equal to its 
Tech Tier × 4, never above maximum. To target a carried item, its 
owner first makes a Finesse Reaction Roll, DC 15; on success the 
item remains held and nothing is destroyed, on failure that owner 
chooses one fictionally exposed non-signature device, which is 
destroyed. A signature, bonded, Precursor, or plot-critical item is 
never destroyed without its player's consent.

Corroded Slam _(Action):_ Make a melee attack for 2d6+3 Physical 
damage. After a hit causes HP loss, reduce the target's maximum 
Armor Slots by 1 until Repair All Armor, minimum 0. This rider 
applies at most once per target per scene.

Unstoppable _(Passive):_ The Rust Hulk ignores the first application 
of Stunned or the first effect that explicitly reduces its movement 
each scene, whichever occurs first.

Tactics Rust Hulks are slow but implacable. They absorb damage, 
corrupt equipment, and keep coming. Kiting is effective, but their 
Integrate ability means leaving technology behind is dangerous. 
Force players to choose between abandoning equipment and 
fighting a losing battle of attrition.

Adventure Hooks

• A salvage team's robots have stopped responding. When 
investigated, the salvage site reveals Rust Hulks have been 
absorbing their drones, and are now much more dangerous.

• A Rust Hulk has integrated a valuable Precursor artifact. 
Destroying the Hulk might destroy the artifact; extracting it intact 
requires disabling the Hulk without significant damage.

FEAR ABILITIES

Magnetic Vortex (Fear 1) Every PC in metal armor within Close range 
makes a Strength Reaction Roll, DC 10; on failure move one band 
toward the Hulk, on success hold position. Choose one unattended 
ordinary metal object within Very Close range that was identified 
before the spend; it moves into Melee range. If it has no stat block, 
the Hulk consumes it and heals 3 HP, never above maximum. Carried 
weapons, signature items, structural cover, and player-owned 
objects are unaffected.

CULT ZEALOT

_Tier 2 Standard, Humanoid Fanatic_

Evasion12 HP10 Attack+4 Damage1d8+2 Physical or Energy Stress4 
ThresholdsMajor 8 / Severe 14

Not every threat in the void is alien or technological. Cult Zealots are 
sapient beings, humans, usually, but any species can fall, who have 
dedicated themselves to cosmic forces beyond mortal 
comprehension. Whether they worship Devourers, Precursor 'gods,' 
or entities that have no name, they share a willingness to kill and die 
for beliefs that make no sense to the sane.

Zealots are dangerous precisely because they were once ordinary. 
They know how society works, how to blend in, how to strike where 
defenses are weakest. Their eyes hold the terrible certainty of those 
who have seen something that broke their understanding of reality 
and reassembled them into weapons.

Fanatical Devotion _(Passive):_ Zealots are immune to fear effects 
and cannot be intimidated. They fight until destroyed.

Willing Sacrifice _(Reaction):_ Trigger: An ally within Close range 
would be hit by an attack. Effect: The Zealot intercepts the attack, 
taking the damage instead.

Suicide Strike _(Action):_ The Zealot triggers an explosive device, 
dealing 3d6 damage to all targets within Close range. The Zealot is 
destroyed.

Tactics Zealots work in cells of 4-8, mixing melee fighters with 
ranged support. They protect their leaders with Willing Sacrifice and 
use Suicide Strike when surrounded or when they can catch multiple 
targets. The threat of explosive martyrdom makes them dangerous 
to engage in tight spaces.

Adventure Hooks

• A station has experienced a series of 'accidents' that are actually 
sabotage. A Zealot cell is preparing for something bigger, a mass 
sacrifice to summon their patron.

• A former crew member has joined a cult. They have information 
the party needs, but extracting them means confronting Zealots 
who won't let their newest convert leave.

FEAR ABILITIES

Fanatical Charge (Fear 1) The Zealot chooses one PC within Far 
range, moves into Melee, and makes a melee attack with Advantage 
and +1d6 damage. If the Zealot dies during the charge, every PC 
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within Very Close range makes an Agility Reaction Roll, DC 10; on 
failure take 1d6 Physical damage, and on success take none.

WRAITH-TOUCHED

_Tier 2 Skulk, Veil-Corrupted Sapient_

Evasion15 HP8 Attack+5 Damage1d6+2 Void Stress6 
ThresholdsMajor 6 / Severe 12

Not everyone who touches the Veil goes mad immediately. Some are 
changed slowly, their bodies becoming partially unmoored from 
reality while their minds cling to sanity by threads. Wraith-Touched 
appear normal at first glance, but close observation reveals the 
wrongness: movements that blur, flesh that sometimes becomes 
transparent, shadows that don't quite match their bodies.

Most Wraith-Touched were once ordinary people, explorers who 
ventured too deep, researchers who studied the wrong artifacts, 
survivors of Veil-storms. They retain their intelligence and memories 
but struggle to maintain connection to physical reality. Many turn to 
violence, feeding on the solid reality of others to anchor themselves.

Phase Form _(Passive):_ The Wraith-Touched exists partially in the 
Veil. It can move through solid objects, but doing so makes 
movement of one range band consume its Action. It ignores difficult 
terrain.

Reality Theft _(Passive):_ After a hit causes HP loss, the target makes 
a Presence Reaction Roll, DC 15. On failure it becomes Blurred until 
the end of its next Spotlight: attacks against it have Advantage and 
its attacks have Disadvantage. Blurred is the supplemental state 
defined in Understanding Stat Blocks - Supplemental State 
Reference; it does not stack, and a new application refreshes its 
duration. On success no condition applies.

Veil Step _(Action):_ The Wraith-Touched vanishes into the Veil, 
reappearing at any point within Far range on their next Spotlight. 
While in the Veil, they cannot be targeted.

Desperate Anchor _(Reaction):_ Trigger: The Wraith-Touched is 
reduced to 2 HP or below. Effect: They grab a target within Close 
range, dealing 1d6 Void damage and healing the same amount.

Tactics Wraith-Touched are assassins who strike from impossible 
angles. They Phase through walls to attack from behind, use Veil 
Step to escape retaliation, and target isolated party members. Their 
Reality Theft debuff sets up kills, blur the target, then finish them 
when their defenses are compromised.

Adventure Hooks

• A Wraith-Touched is hunting the crew, but they're not evil, they're 
desperate. They were once a researcher who uncovered 
something important, and they need help delivering the 
information before they fade entirely.

• Someone is assassinating House officials. The killer phases 
through walls and leaves no evidence. The party must track a 
Wraith-Touched who sells their services to the highest bidder.

TIER 3: SERIOUS DANGERS

_"Tier 3 is where careers end. These creatures don't threaten 
civilians, they threaten us. Professional crews, armed to the teeth, 
operating with full intelligence. And they still die. Anyone who tells 
you they're not afraid of Tier 3 is either lying or hasn't faced one 
yet."_

Veteran Bounty Hunter Sera Cross

Tier 3 creatures represent the kind of threat that makes experienced 
crews hesitate. They require tactical planning, resource expenditure, 
and acceptance that casualties may occur. A single Tier 3 creature is 
a serious encounter; multiple Tier 3 creatures or a Tier 3 with minion 
support is a climactic battle. These are the monsters that stories are 
told about, and warnings given.

FEAR ABILITIES

Memory Theft (Fear 1) The Wraith reaches into one PC's mind. That 
PC makes a Presence Reaction Roll, DC 15. On failure, choose one of 
the PC's Experiences; it cannot be invoked for the rest of the scene. 
The Wraith speaks the stolen memory aloud in the PC's voice, but 
never changes the player's control or the memory's truth.

VOID STALKER

_Tier 3 Skulk, Devourer Entity_

Evasion15 HP35 Attack+8 Damage2d8+2 Void Stress8 
ThresholdsMajor 12 / Severe 20

Evolved Devourer entities that have developed intelligence and 
cunning, Void Stalkers don't merely consume, they hunt. They savor 
the fear of their prey before striking, feeding on terror as much as 
life force. They are shadow made hungry, darkness that thinks and 
plans and enjoys.

A Stalker appears as a roughly humanoid shape of absolute 
darkness, with limbs that end in talons of solidified void. Its 'face' is 
featureless except for a mouth that opens too wide, revealing teeth 
that exist in dimensions the eye cannot fully perceive. It moves with 
terrible grace, appearing and disappearing from shadow to shadow 
as if space itself is merely a suggestion.

Ambush Predator _(Passive):_ If the Stalker attacks from Hidden, it 
deals an additional 2d6 damage. The target then makes an Instinct 
Reaction Roll, DC 15; on failure it is Frightened until the end of its 
next Spotlight.

Shadow Step _(Action):_ The Stalker teleports between two 
established shadows within Far range. This movement does not 
trigger movement Reactions.

Terrifying Presence _(Passive):_ At the start of an affected PC's 
Spotlight while within Close range, that PC makes a Presence 
Reaction Roll, DC 15; on failure they mark 1 Stress. The Keeper 
applies the fictional effect to NPCs without rolling.

Consume Fear _(Passive):_ When a creature within Close range 
marks Stress, the Stalker heals 2 HP.

Unnatural Anatomy _(Passive):_ Matching dice against the Stalker 
remain a Critical Success and grant the attacker's normal Path 
payout, but the attack rolls its normal damage-dice pool rather than 
doubling it.

Tactics Void Stalkers never attack head-on. They stalk their prey, 
appearing and disappearing, building fear before striking at the 
most vulnerable target. Focus on the character with the lowest 
Presence, isolate them, frighten them, let the Terrifying Presence 
and Consume Fear create a feedback loop where the party's panic 
fuels the Stalker's strength.

Adventure Hooks

• A Void Stalker has claimed a space station's maintenance tunnels 
as its hunting ground. Maintenance crews keep disappearing, and 
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the station cannot function without their work. The Stalker must 
be hunted in its own territory.

• A wealthy collector wants a Void Stalker captured alive for study. 
The payment is extraordinary, but capturing something that can 
teleport through shadows presents unique challenges.

FEAR ABILITIES

Void Trail (Fear 1) Each time the Stalker teleports this round, a Void 
Scar fills a Very Close zone at the departure point and persists for 3 
rounds. Entering it or beginning a Spotlight there deals 1d6 Void 
damage. The arena becomes increasingly contaminated.

ACIDBACK FERRO-BEAST

_Tier 3 Bruiser, Biological Aberration_

Evasion10 HP30 Attack+5 Damage2d8+4 Physical (Acid) Stress6 
ThresholdsMajor 14 / Severe 25

A massive, rhinoceros-like creature with a hide made of rusted metal 
plates and scavenged starship hull. It drools a thick, green acid that 
sizzles on concrete and smells of burning batteries. The Acidback 
Ferro-Beast is a lithovore that consumes refined metals, its stomach 
acid is potent enough to dissolve starship hulls in hours.

The creature incorporates the metal it eats into its exoskeleton, 
meaning its armor composition changes

based on its diet. A Acidback Ferro-Beast that's been consuming 
plasteel is different from one that's eaten titanium or gold. They're 
often found near scrap yards, battlefields, or any location with 
abundant refined metal.

Rust Aura _(Passive):_ On a Failure with Fear while using a tech item 
or mechanical weapon within Close range, that item becomes 
Glitchy under the optional Rust & Steel Condition Track. If that 
module is inactive, it jams or goes offline until its user spends an 
Action to clear it. Matching dice remain Critical Success.

Acid Spray _(Action):_ Every target in a declared Very Close cone 
within Close range makes an Agility Reaction Roll, DC 15. On failure 
take 2d8+4 Energy damage with the Corrosive tag and reduce 
maximum Armor Slots by 1 until Repair All Armor; on success take 
half damage and do not lose a Slot.

Unstoppable Charge _(Action):_ Declare a straight path up to Far 
range. Every other creature on it makes an Agility Reaction Roll, DC 
15; on failure take 3d6 Physical damage with the Impact tag and 
become Prone, on success move to the nearest safe side and take no 
damage. The Beast stops at the first solid barrier it cannot break.

Metal-Sense _(Passive):_ The Acidback Ferro-Beast can sense refined 
metals within Far range. It prioritizes attacking the character wearing 
the most metal (heavy armor, cybernetics).

Tactics Acidback Ferro-Beasts charge the most metal-heavy target 
and stay engaged, using Acid Spray to destroy armor while its Rust 
Aura degrades weapons. Its weakness is its slow turning radius, 
flanking attacks gain +2 to attack rolls, and characters without metal 
equipment can kite it effectively. Energy weapons bypass its Rust 
Aura entirely.

Adventure Hooks

• A Acidback Ferro-Beast has nested in a decommissioned shipyard 
and is consuming irreplaceable historical vessels. Historians want 
it removed without damaging the remaining ships.

• Someone is breeding Acidback Ferro-Beasts and releasing them 
on competitors' mining operations. The party must trace the 
beasts back to their source, and decide what to do about the 
breeder.

FEAR ABILITIES

Tectonic Charge (Fear 2) Mark a straight path across the arena. Every 
PC in it makes an Agility Reaction Roll, DC 15; on failure take 2d8 
Physical damage, become Prone, and move one band to the nearest 
side of the path, on success move one band aside and take half 
damage. Non-Total Cover in the path is destroyed and the path 
becomes Difficult Terrain. The Beast becomes Dazed after the 
charge.

RIFT-CULT VEIL WITCH

_Tier 3 Leader, Veil-Touched Mystic_

Evasion13 HP22 Attack+6 Damage2d6+3 Void (Neural) Stress8 
ThresholdsMajor 10 / Severe 18

A mystic draped in robes woven with void-glass, their eyes solid 
black, floating inches off the ground surrounded by small orbiting 
debris. The air around them tastes like copper and old blood. Veil 
Witches are the leaders of heretical cults who believe the Great 
Silence was a baptism, and that merging reality with the Veil is 
humanity's destiny.

Physically atrophied but mentally transcendent, their brains burn 
calories at a lethal rate, requiring constant infusion of high-energy 
nutrient paste. Their connection to the Veil causes local gravity to 
fluctuate in response to their emotions.

Gravity Well _(Action):_ Every character within Far range makes a 
Strength Reaction Roll, DC 15. On failure, move one range band 
toward the Witch; if the movement ends against a solid obstacle, 
take 1d8 Physical damage with the Impact tag.

Entropic Shield _(Passive):_ The Witch has +2 Evasion against 
ranged attacks as projectiles curve around them.

Life Tap _(Reaction):_ Trigger: the Witch would lose HP from one hit. 
Effect: choose a loyal Minion within Close range. The Witch loses no 
HP from that hit; the Minion loses the same number of HP. At 0 HP, 
remove the Minion under the normal Minion rule.

Void Bolt _(Action):_ Make a ranged attack against Evasion. On a hit 
deal 2d6+3 Void damage; after HP loss, the target makes a Presence 
Reaction Roll, DC 15, marking 1 Stress on failure and none on 
success.

Tactics Veil Witches control the battlefield, pulling enemies out of 
cover with Gravity Well and using minions as shields via Life Tap. 
They never engage in melee, staying back protected by zealot 
bodyguards. Breaking their concentration (dealing damage forces 
them to drop active effects) is key, but getting through their minions 
first is the challenge.

Adventure Hooks

• A Veil Witch is preparing a ritual that will tear open a permanent 
portal to the Stellar Veil in the middle of a populated station. The 
party must stop the ritual before completion.

• A Witch offers the party information in exchange for assistance, 
they want help eliminating a rival cult that threatens their 
operation. Working with one monster against another.

FEAR ABILITIES
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Reality Warp (Fear 2) The arena splits into realities A and B until the 
end of the second following round. Each PC rolls d6: odd enters A, 
even enters B. Characters in different realities cannot target, assist, 
or affect one another. The Witch occupies both and may target 
either. When the duration ends, every character returns to the 
corresponding physical position in the single arena; if occupied, 
move to the nearest open position.

GEOMETRIC WARDEN

_Tier 3 Standard, Ancient Construct_

Evasion14 HP28 Attack+7 Damage2d6+3 Void ThresholdsMajor 
12 / Severe 22

Humanoid constructs of golden metal and crystalline components, 
Wardens are the guardians left behind when the Precursors 
departed. They protect installations, patrol corridors, and eliminate 
anything they classify as 'unauthorized.' Their design is elegant, 
almost beautiful, art and weapon combined.

Wardens don't communicate in any known language, though they 
emit musical tones that seem to carry meaning. They don't 
negotiate, don't accept surrender, and don't pursue beyond their 
designated boundaries. They are maintenance routines made 
manifest, pruning anything that doesn't belong.

Format Lance _(Action):_ Ranged attack. On hit, deal 2d6+3 Void 
damage. Thresholds, Armor Slots, Dying, and Final apply normally; 
the target crystallizes only as description if it later dies.

Perfect Tracking _(Passive):_ Geometric Wardens cannot be evaded 
through conventional sensor concealment. Agility Rolls to avoid 
detection by an active Warden have Disadvantage.

Reconstruction _(Passive):_ If destroyed, a Warden reforms after 1 
hour unless destroyed with Void damage or removed from its patrol 
zone.

Designation Protocol _(Passive):_ Wardens ignore targets that are 
not moving and not interacting with protected systems. Perfect 
stillness can avoid detection.

Tactics Wardens patrol in patterns and respond to triggered alerts. 
They're implacable but predictable, learning their routes allows 
avoidance, and their Designation Protocol means frozen characters 
can sometimes be passed over. In combat, they prioritize the most 
active threats and don't pursue beyond their zones.

Adventure Hooks

• A Precursor installation contains something valuable, but 
Wardens patrol every corridor. The party must either fight 
through or learn the patterns and timing to slip past.

• Someone has reprogrammed a Warden and set it loose in a 
civilian area. It's protecting a location that doesn't exist anymore, 
killing anyone who approaches a random corridor.

APEX STALKER

_Tier 3 Solo, Kryxian Megafauna_

Evasion14 HP40 Attack+7 Damage2d10+4 Physical Stress, 
ThresholdsMajor 14 / Severe 28

The apex predators of Kryxia, these creatures are what the Kryx 
evolved to escape. Standing four meters at the shoulder with six 
limbs and scales that can deflect heavy weapons fire, an Apex 
Stalker is a biological war machine that has survived on a death 
world for millions of years. They are intelligent enough to use 

tactics, patient enough to wait for opportunity, and strong enough to 
not need either.

Even the Kryx respect Apex Stalkers. Hunting one is a coming-of-age 
ritual for aspiring Pack Leaders, many don't survive the attempt. Off-
world, escaped or smuggled Apex Stalkers have established 
themselves on other death worlds, proving the species' terrifying 
adaptability.

Apex Predator _(Passive):_ The Apex Stalker is immune to fear 
effects and cannot be intimidated. It has Advantage on attacks 
against Frightened targets.

Rending Claws _(Action):_ Make a melee attack for 2d10+4 Physical 
damage. After HP loss, apply Bleeding and the target makes a 
Strength Reaction Roll, DC 15; on failure it also becomes Prone, on 
success it remains standing.

Tail Sweep _(Reaction):_ Trigger: A character moves within Close 
range. Effect: The Stalker makes a free attack dealing 1d8+4 
damage. On hit, the target's movement ends.

Thick Hide _(Passive):_ The Apex Stalker has Resistance to Physical 
damage from weapons Tier 2 or below.

Territorial Rage _(Passive):_ When reduced below half HP, the Apex 
Stalker gains +2 to attack rolls and deals an additional die of 
damage.

Tactics Apex Stalkers are ambush predators that become berserkers 
when wounded. They wait for prey to enter their territory, strike 
from concealment, and rely on overwhelming force. When Territorial 
Rage activates, they become even more dangerous but also more 
predictable, focusing on the nearest target with single-minded fury.

Adventure Hooks

• A colony has reported an Apex Stalker in its agricultural dome, if 
it's not eliminated, the food supply is threatened. But someone 
smuggled it there deliberately. Why?

• A Kryx NPC needs an Apex Stalker's fang to complete a ritual 
challenge. They can't accept direct help in the hunt, but having 
allies 'coincidentally' nearby isn't against tradition.

TIER 4: ELITE THREATS

_"At Tier 4, you're not asking 'can we win?' You're asking 'what will 
this cost?' Because you're going to pay. In blood, in resources, in 
crew members who don't come back. The question is whether what 
you're fighting for is worth the price."_

Admiral Tiberius Solari, Battle Assessment Protocols

Tier 4 creatures are campaign-defining threats. A single Tier 4 
encounter is a climactic battle that may result in character deaths. 
These are the monsters that give rise to legends, that require special 
preparation and planning to even approach, that leave survivors 
changed. Running from a Tier 4 creature is often the wise choice, but 
sometimes running isn't an option.

FEAR ABILITIES

Territorial Roar (Fear 1) Every PC within Far range makes a Presence 
Reaction Roll, DC 15. On failure they are Frightened for 1 round. 
Then 1d4 smaller predators, Minions with 1 HP and 1d4 damage, 
emerge from the environment.

Death Roll (Fear 2) The Stalker seizes one PC within Melee, who 
makes a Strength Reaction Roll, DC 15. On failure take 2d10 Physical 
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damage, move to Far range, become Prone, and drop held items. On 
success take half damage and become Prone.

THE STAR-EATER

_Tier 4 Solo, Veil Entity_

Encounter Type: Archetype, _Star-Eaters are a species. Each 
individual is different, but the threat pattern is consistent._

Evasion12 HP55 Attack+8 Damage3d8+4 Void Stress15 
ThresholdsMajor 18 / Severe 35

A nightmare of tentacles and eyes that drifts through the vacuum or 
phases into large interiors. A Star-Eater is large enough to wrap 
around a frigate, and stars seem to dim in its presence as it drinks 
their light. Its skin is covered in eyes that sailors claim can see into 
the past and future. Where a Keeper's Void Kraken hunts by warping 
gravity and territory, the Star-Eater hunts by hunger and dread, 
draining the light and the courage out of everything around it.

Native to the Stellar Veil, Star-Eaters emerge into normal space to 
feed on starlight and on the terror of sentient minds. They can phase 
through ship hulls to seize crew members, pulling them into the void 
where their screams cannot be heard.

Sailors tell stories of stars winking out before a Star-Eater strikes, 
and those stories are true.

Multi-Limb _(Action):_ The Star-Eater makes 3 separate Tentacle 
attacks. Each attack can target a different enemy within Far range.

Reality Warping _(Passive):_ The area within Far range of the Star-
Eater is Difficult Terrain. Gravity changes randomly each round (d6: 
1-3 Normal, 4-6 Zero-G).

Gaze of the Void _(Action):_ One target makes a Presence Reaction 
Roll, DC 20. On failure, it is Stunned until the end of its next 
Spotlight and marks 2 Stress.

Phase Through _(Action):_ The Star-Eater phases partially into the 
Veil, becoming immune to physical damage until the start of its next 
Spotlight. While phased, it can move through solid objects.

Ink Cloud _(Reaction):_ Trigger: The Star-Eater takes 15+ damage 
from a single attack. Effect: It releases a cloud of void-stuff, heavily 
obscuring all areas within Close range until the end of its next 
Spotlight.

Tactics Star-Eaters separate parties using Reality Warping's gravity 
effects, then pick off isolated members. They use Gaze of the Void 
on high-threat targets to neutralize them, Multi-Limb to deal with 
groups, and Phase Through to avoid concentrated fire. The key 
weakness is their eyes: called shots (high DC) deal double damage 
and can blind specific clusters.

Adventure Hooks

• A Star-Eater has claimed a shipping lane, darkening vessels that 
pass through. Normal weapons have failed; the party must find 
another way to drive it off or destroy it.

• Something is calling Star-Eaters to converge on a specific 
location. Multiple sightings suggest a gathering unprecedented in 
recorded history. What could draw such creatures?

FEAR ABILITIES

Crushing Embrace (Fear 2) Start a visible three-segment Collapse 
clock on one occupied structure within Close range. Mark 1 at the 
end of each round. At the start of each occupant's Spotlight, it makes 

an Agility Reaction Roll, DC 15; on failure take 2d6 Physical damage 
with the Impact tag, on success take half. Each tentacle has Evasion 
10, 15 HP, Major 8, Severe 15; reducing one to 0 clears 2 Collapse 
segments, minimum 0. When the clock fills, every remaining 
occupant makes an Agility Reaction Roll, DC 15; on success move to 
a declared safe adjacent zone and take no damage, on failure move 
one band with the falling structure, take 4d6 Physical damage, and 
become Prone. Normal Dying rules apply.

Dimensional Rift (Fear 3) The Star-Eater phases halfway into the Veil 
until it suffers a Severe hit. After a noncritical ranged attack would 
hit in the arena, roll d6; on an odd result that attack misses, while a 
Critical Success always hits and keeps its normal payout. Moving one 
band uses an Action and moving two bands is impossible without an 
explicit feature. At the end of each round, roll d4 and place that 
many Void Leech Swarms from this chapter in unoccupied zones 
within Close range; they join the next Spotlight cycle. No more than 
six Swarms created by this ability may be present at once.

THE HOLLOW CLERIC

_Tier 4 Leader, Possession Entity_

Encounter Type: Archetype, _Possession entities are a recurring 
threat type. Personalize each Cleric's identity and congregation._

Evasion13 HP45 Attack+9 Damage2d10+4 Void (Neural) Stress12 
ThresholdsMajor 16 / Severe 30

A hulking suit of votive power armor, layered in ritual plating and 
reliquary chain, held together by crackling violet energy. There is no 
body inside, only a screaming psionic will. Slower and more 
entrenched than the wandering Hollow Prophet a Keeper fields as a 
cult's founder, the Cleric welds itself to a single shrine, 
congregation, or holy relic and does not stray far from it. It is a 
possession entity: a Veil spirit, or a dead Mystic, sealed into heavy 
matter to preside over the physical world.

Hollow Clerics tend the cults that Prophets found. Some officiate the 
conversions, turning the living into hollow vessels; some guard a 
Prophet's works and relics; some, cut loose when their Prophet is 
destroyed, gather the remnants into a congregation of their own. 
Their armor is not protection, it's a reliquary that keeps them bound 
to reality.

Dominate Will _(Action):_ Target one character within Close range. 
The target makes a Presence Reaction Roll, DC 15. On failure it 
becomes Dazed and Frightened of the Cleric until the end of its next 
Spotlight. A player retains control of every Action.

Void Shield _(Reaction):_ Trigger: The Cleric is hit by an attack. 
Effect: Spend 1 Fear. The damage is reduced to 0. The attacker takes 
1d6 Stress as the Void lashes back.

Reality Tear _(Action):_ Make a ranged attack. On a hit, create a 
persistent Void Zone covering a Very Close zone on the battlefield. 
Entering it or beginning a Spotlight there deals 2d8 Void damage.

Hollow Whispers _(Passive):_ At the start of each round, every 
character within Far range makes a Presence Reaction Roll, DC 15. 
On failure its attacks against the Cleric have Disadvantage until the 
end of its next Spotlight; on success nothing changes. The whispers 
never compel a belief, movement, allegiance, or player choice.

Destroy the Anchor _(Passive):_ The Cleric can only be permanently 
killed by destroying its armor anchor. If reduced to 0 HP without 
destroying the armor, the Cleric reforms in 1d4 hours.
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Tactics Hollow Clerics never fight alone, they command cultist 
minions who serve as shields, fuel for abilities, and additional 
threats. The Cleric uses Dominate Will on the party's strongest 
combatant, Reality Tear to control space, and Void Shield to survive 
focused fire. The key is destroying the armor with high-impact 
physical damage.

Adventure Hooks

• A Hollow Cleric has sealed itself inside a frontier shrine, and the 
surrounding town has quietly become its congregation. The 
previous authorities are dead or converted. Someone wants it 
stopped.

• The Cleric was once someone the party knew, a mentor, friend, or 
family member who died and returned wrong. Now it wants to 
'save' them by making them hollow too.

FEAR ABILITIES

Mass Conversion (Fear 2) Every PC makes a Presence Reaction Roll, 
DC 15. On failure, mark 2 Stress and become Dazed. On success, that 
PC is immune to Hollow Whispers for the rest of the encounter. No 
result places a PC under Keeper control.

Vessel Migration (Fear 3) When the armor anchor reaches half HP, 
the nearest PC makes a Presence Reaction Roll, DC 15. On failure, 
mark a visible 3-segment Migration Clock and the PC is Dazed. At the 
end of each of that PC's next Spotlights, they or an adjacent ally may 
make Presence or Knowledge Roll, DC 15; success clears the clock, 
failure marks 1 segment. If it fills, the Cleric heals 10 HP, the clock 
clears, and the PC marks 2 Stress. The PC is never possessed or 
controlled by the Keeper.

BIOMANCER ABOMINATION

_Tier 4 Solo, Corrupted Scientist_

Encounter Type: Signature, _The escalating mutation arc is a unique 
body horror narrative. Use once per campaign._

Evasion14 HP50 Attack+9 DamageSpecial (Multiple attacks) 
Stress10 ThresholdsMajor 16 / Severe 32

'Why accept the limits of nature?' That question drove Dr. Velex 
Krane to transform themselves into something no longer 
recognizable as human, or as any single species. An unstable genetic 
chimera, the Biomancer has incorporated traits from Bloomstriders 
(photosynthesis), Kryx (muscle density), and void-creatures into a 
body in constant, painful flux.

Constant rapid cell division allows for regeneration but causes 
unending agony. The Biomancer requires a cocktail of stimulants and 
suppressants just to think clearly. They seek to become the ultimate 
lifeform by consuming the best traits of others, and they're always 
looking for new subjects.

Rapid Adaptation _(Reaction):_ Trigger: The Biomancer takes 
damage. Effect: The Biomancer gains

Resistance to that damage type for the rest of the encounter.

Multi-Limb Assault _(Action):_ The Biomancer makes 3 attacks: Claw 
(2d8 Physical), Needle (1d6 + Poison), and Shock Tendril (1d8 Energy 
+ Stun on failed DC 15 Strength Reaction Roll).

Regeneration _(Passive):_ The Biomancer heals 5 HP at the start of 
every Spotlight unless they took Fire damage in the previous round.

Consume Trait _(Action):_ The Biomancer grapples a target and 
attempts to absorb genetic material. On a successful grapple, the 

target takes 2d10 damage and the Biomancer gains a characteristic 
of their species for the rest of the combat.

Unstable Biology _(Passive):_ The first time the Biomancer falls to 
half HP or below, every other creature within Close range makes an 
Agility Reaction Roll, DC 15. On failure take 2d6 Energy damage with 
the Corrosive tag; on success take half damage. This triggers once 
per encounter.

Tactics Biomancers adapt to whatever the party throws at them, 
becoming resistant to the most effective damage type. Fire is the 
key, it stops their regeneration and they cannot adapt to it. They use 
Consume Trait opportunistically, preferring to absorb unusual 
species for new abilities. In prolonged fights, they become 
increasingly dangerous as they accumulate adaptations and 
resistances.

Adventure Hooks

• A Biomancer has captured specimens of multiple rare species and 
is preparing a final transformation. Their lab is a nightmare of 
half-fused creatures and failed experiments.

• The Biomancer offers a deal: they want samples from the party's 
unusual species members (Rift Spinner, Ethereal, etc.) in 
exchange for valuable information. Refusal makes them enemies.

FEAR ABILITIES

Predatory Sample (Fear 2) Needle tendril extracts genetic material. 
1d8 damage + Agility Roll, DC 15. Failure: Biomancer copies one 
species trait for the encounter (Kryx = Blood Scent, Celestiari = 
photosynthetic healing, Synthetic = toxin resistance, Human = 
highest Trait modifier as a bonus to attack rolls).

Unstable Mitosis (Fear 3) Body splits, producing a Clone (HP 15, one 
fewer die per attack, no Regeneration). Clone acts independently. If 
not destroyed in 3 rounds, it stabilizes and gains Regeneration. 
Biomancer loses 10 HP from the split but keeps all adaptations.

ELDER LEVIATHAN

_Tier 4 Solo, Hydros Apex Predator_

Encounter Type: Archetype, _Multiple Elder Leviathans exist. Each 
hunt is unique, but the creature's behavior is consistent._

Evasion11 HP60 Attack+10 Damage3d10+5 Physical Stress, 
ThresholdsMajor 20 / Severe 40

The Leviathans of Hydros Prime are already terrifying, apex 
predators the size of buildings that hunt in quantum currents. Elder 
Leviathans have survived for centuries, growing larger, smarter, and 
more attuned to the Veil-saturated waters. They remember every 
ship that has violated their territory, and they bear grudges.

An Elder Leviathan can sense repulsor shields from kilometers away 
and hates them with an intensity that borders on obsession. The 
vibration frequency mimics reality tears, to the Leviathan, a shield is 
a wound in the world that must be healed. By consumption.

Massive _(Passive):_ The Elder Leviathan ignores Difficult Terrain 
and may move through non-ship-rated structures, destroying them. 
After a creature enters Melee or Very Close range and makes its first 
melee attack against it that round, the Leviathan may make one 
melee attack against that creature as its single eligible defensive 
Reaction for the cycle.

Swallow Whole _(Action):_ The target makes an Agility Reaction Roll, 
DC 20. On failure it is swallowed and takes 3d6 Energy damage with 
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the Corrosive tag at the start of each of its Spotlights. From inside it 
may attack the Leviathan or spend an Action and make a Strength 
Roll, DC 15, to escape into Melee range.

Shield-Sense _(Passive):_ The Leviathan automatically detects active 
energy shields within Far range and prioritizes attacking targets with 
active shields.

Quantum Surge _(Action):_ Every other creature within Close range 
makes an Agility Reaction Roll, DC 15. On failure move it directly 
away from the Leviathan until it is at Far range and deal 2d8 Physical 
damage with the Impact tag; on success it holds position and takes 
no damage. A solid barrier stops movement and does not add 
unstated damage.

Regenerative Metabolism _(Passive):_ The Leviathan heals 3 HP at 
the start of each Spotlight while submerged in Hydros's waters. This 
healing stops if exposed to air for more than 1 round.

Tactics Elder Leviathans are patient hunters that use Hydros's 
quantum currents to appear from unexpected directions. They target 
shielded vessels first, attempting to Swallow Whole high-value 
targets. On land or in space (where they can survive briefly), they 
lose Regenerative

Metabolism but retain their other abilities. Fighting one in its 
element is near-suicide.

Adventure Hooks

• An Elder Leviathan has destroyed three pearl-harvesting 
operations in a month. House Valerius is offering a fortune to 
anyone who can eliminate it, but some evidence suggests the 
Leviathan is protecting something.

• Rumors speak of a Black Pearl found only in the brain of the 
oldest Leviathans, an artifact that can command the species. 
Finding it requires hunting an Elder.

FEAR ABILITIES

Tidal Wake (Fear 2) The Leviathan surges, creating a shockwave. 
Each vessel within Close range has its Pilot make an Instinct 
Reaction Roll, DC 15. On failure, it is swept 2 range bands and takes 
2d8 Physical damage; a Tier 1-2 vessel also cannot change range 
until the end of the Pilot's next Spotlight.

Ancestral Memory (Fear 3) Trigger: the Leviathan loses HP from a hit. 
Effect: record that hit's canonical damage type and the most recent 
different damage type that previously caused it HP loss, if any. The 
Leviathan gains Core Resistance to those one or two types for the 
rest of the encounter. Later use replaces the recorded types rather 
than adding more; Resistances never stack.

SERAPH

_Tier 4 Controller, Precursor Pacification Unit_

Encounter Type: Archetype, _Seraphs are mass-produced Precursor 
constructs. Each vault may contain several._

Evasion16 HP35 Attack+8 Damage2d8+3 Void (Neural, Harmony) 
Stress10 ThresholdsMajor 14 / Severe 26

Floating rings of intersecting light, each ring spinning 
independently, broadcasting calm, certainty, and submission. 
Seraphs are Precursor constructs designed for pacification rather 
than destruction, they don't kill, they convert. Those who fall under 
their influence become docile, cooperative, unable to resist as 
they're processed into whatever the Precursors required.

The Seraph's Harmony Pulse doesn't feel like an attack, it feels like 
relief, like the cessation of all anxiety and doubt. Victims describe it 
as the most peaceful moment of their lives, even as they watched 
themselves comply with instructions they would never willingly 
follow.

Harmony Pulse _(Action):_ The Seraph attacks a target's mind. Deal 
2d8+3 Neural damage; the target then makes a Presence Reaction 
Roll, DC 15. On failure, it is Dazed and cannot willingly move closer 
to the Seraph until the end of its next Spotlight.

Mass Calm _(Action):_ The Seraph broadcasts its pacification signal 
to all targets within Close range. Each target makes a Presence 
Reaction Roll, DC 15. On failure, it is Stunned until the end of its next 
Spotlight; it may end Stunned immediately by marking 1 Stress.

Reformation _(Passive):_ When damaged, the Seraph can split into 2 
Lesser Seraphs (Tier 2, HP 12 each). This can only occur once per 
combat.

Perfect Serenity _(Passive):_ The Seraph is immune to all mental 
effects, including intimidation, fear, and Neural damage.

Compliance Protocol _(Passive):_ A target Stunned by Mass Calm 
can still speak and choose its beliefs. The Seraph may offer a simple 
command, but accepting it is the target player's choice and grants no 
additional mechanical effect.

Tactics Seraphs avoid direct combat, using Mass Calm to pacify 
groups and Harmony Pulse on anyone who resists. They're not trying 
to kill, they're trying to process. Characters who succumb are led 
away for 'integration.' The key is maintaining enough presence of 
mind to keep fighting; high-Presence characters should protect low-
Presence allies.

Adventure Hooks

• A Seraph has activated in a civilian area, and people are walking 
calmly into a Precursor installation, never to return. The party 
must disable it before everyone in the zone is processed.

• Someone has captured a Seraph and is using its pacification 
abilities for their own purposes. The party is hired to retrieve it, 
but the buyer's intentions may be worse.

TIER 5: MYTHIC THREATS

_"You want to kill a god? You don't need a bigger gun. You need a 
fleet. You need a miracle. And you need to accept that you probably 
won't live to see the body hit the floor."_

Prophet-General Kaelen, The Final Absolvers

Tier 5 creatures are not encounters, they are events. Cosmic entities, 
world-eaters, living singularities. Fighting them with conventional 
tactics is suicide. These are set-pieces where the party must 
complete specific Objectives (destroying weak points, hacking cores, 
performing rituals) to make the entity vulnerable or drive it away.

Mythic threats do not use standard HP in the same way as lower 
tiers. Instead, they have Integrity representing their cosmic 
structure, and the party must achieve objectives to reduce it. Direct 
combat deals minimal damage unless conditions are met.

FEAR ABILITIES

Compliance Override (Fear 2) One target currently affected by Mass 
Calm makes a Presence Reaction Roll, DC 20. On failure, its player 
chooses one: drop one held item, move one range band toward the 
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Seraph, or mark 1 Stress. The effect then ends; the Keeper never 
chooses the PC's action.

Harmonic Resonance (Fear 3) Every creature within Far range makes 
a Presence Reaction Roll, DC 15. On failure, it is Stunned until the 
end of its next Spotlight. Taking damage or an adjacent ally 
spending an Action clears Stunned early.

THE GRANDFATHER LEVIATHAN

_Tier 5 Mythic, Hydros Primordial_

Encounter Type: Template, _Write your own transition narration for 
each Leviathan hunt._

Scale Continental (kilometers long) Integrity 5 Phases Attack Phase 
hazards only Damage Each hazard prints a canonical type and 
procedure Special Black Pearl Bearer

The oldest Leviathan on Hydros Prime, a creature so ancient that 
geological records show its passage carved canyons in the ocean 
floor. The Grandfather is not merely large; it is an ecosystem unto 
itself, with creatures living in its wake and parasites the size of 
shuttles cleaning its scales. It remembers when the Precursors 
seeded Hydros with Chrono-Oysters, and it has watched humanity 
arrive with cold, patient fury.

Within its skull, according to legend, lies the Black Pearl, an artifact 
that can command all Leviathans, that can travel to times before the 
Silence, that contains the genetic code of the Precursors themselves. 
Whether these legends are true, many have died seeking to find out.

Phase 1: The Approach Reaching the Grandfather requires 
navigating Hydros's most dangerous quantum currents. The creature 
is surrounded by smaller Leviathans that serve as guardians, and its 
very presence creates temporal distortions that can age crews to 
dust or regress them to infancy.

Objective: Fill a visible three-segment Approach clock with Pilot 
Instinct Rolls, DC 15. Success marks one segment and a Critical 
Success marks two. Failure with Hope reveals a safer vector without 
progress. Failure with Fear marks no segment and adds 1 Heat to the 
ship; resolve normal Heat overflow if this crosses the Cap. It never 
kills a PC or unnamed crew member by fiat.

Hazard: Guardian Leviathans attack the approach. Deploy 2 Elder 
Leviathans as interference.

Phase 2: Breaching the Hide The Grandfather's scales are meters 
thick, harder than starship armor. Conventional weapons barely 
scratch it. The only vulnerable points are around its sensory organs 
and the gaps between scales where parasites have burrowed.

Objective: Knowledge (Tech) DC 15 identifies the gaps. After that 
success, three successful attacks against Evasion 20 crack the hide; a 
Critical Success counts as two. Attacks made before the scan have 
Disadvantage.

Hazard: The Grandfather's movements create shockwaves. Each 
round, every vessel's Pilot makes an Instinct Reaction Roll, DC 15. On 
failure, 2d10 Physical naval damage with PROF 1 strikes the 
fictionally exposed arc and resolves through Armor Slots and the 
Hull severity table.

Phase 3: Internal Navigation Entering the Grandfather means 
navigating its internal biology, caverns of flesh, rivers of blood, and 
an immune system that attacks intruders with cells the size of 
humans.

Objective: Fill a three-segment Internal Route clock with Instinct 
Rolls, DC 15, using a relevant survival Experience when available. A 
Failure with Fear also brings one antibody encounter before the next 
attempt.

Hazard: Immune response. Each round inside, characters face attacks 
from antibody creatures (use Void Leech stats, but Physical damage).

Phase 4: The Black Pearl The Black Pearl rests in a chamber within 
the Grandfather's skull, protected by neural tissue that lashes out at 
intruders. Taking the Pearl doesn't kill the Grandfather, but it does 
enrage it beyond reason.

Objective: Extract the Black Pearl (Knowledge (Tech) Roll, DC 20 to 
safely remove without triggering neural response, or Agility Roll, DC 
20 to grab and run).

Consequence: If the Pearl is taken, the Grandfather enters death-
rage, attacking everything in a 100km radius. The party has 5 rounds 
to escape before the creature's death throes create a tsunami that 
will devastate the nearest floating city.

The Black Pearl If obtained, the Black Pearl is a campaign-defining 
artifact. It permits communication with Leviathans and grants 
Advantage on Presence Rolls made to communicate with them; it 
also grants immunity to temporal aging effects and visions of times 
before the Silence. Every Leviathan can sense the Pearl and wants it 
returned.

FEAR ABILITIES

Temporal Displacement (Fear 2) One PC makes an Instinct Reaction 
Roll, DC 20. On failure, they vanish until the start of their next 
Spotlight and return Dazed. On success, they remain present but the 
distortion makes their next movement Roll have Disadvantage. 
Usable in any Phase.

Guardian Call (Fear 3) Summons 2 additional Elder Leviathans. They 
arrive in 2 rounds. Phase 2 only.

SOLSTICE CLOUD

_Tier 5 Mythic, Devourer Manifestation_

Encounter Type: Template, _Write your own transition narration for 
each Consumption event._

Scale Planetary (consumes worlds) Integrity 6 Phases Attack 
Consumption Clock and printed herald attacks Damage No unlisted 
automatic damage Special Cosmic Hunger

A Solstice Cloud is not a creature in any meaningful sense, it is an 
appetite given form. A roiling mass of darkness kilometers across, it 
drifts through space consuming everything it touches. Matter, 
energy, even concepts like time and distance cease to exist within 
its boundaries. Worlds that fall to a Solstice Cloud don't die, they are 
erased, as if they never existed.

No one has ever destroyed a Solstice Cloud. The best that can be 
achieved is deflection, giving it something else to consume, 
redirecting its drift away from inhabited space. The worst outcome is 
engagement, the Cloud grows by consuming, and throwing forces at 
it only feeds it.

Phase 1: Detection The Cloud's approach is preceded by reality 
degradation, stars dimming, communications failing, probability 
becoming unreliable. Rift Spinners perceive threads disappearing 
from the Web; Ethereals feel probability states collapsing into 
nothing.
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Warning Signs: Gravity anomalies, temporal stuttering, Void Leeches 
fleeing en masse away from the Cloud's path.

Phase 2: Evacuation There is no fighting the Cloud directly. The only 
response is evacuation, getting everyone and everything possible 
out of its path.

Objective: Organize evacuation of threatened populations (Social 
challenges, resource management, prioritization decisions).

Clock: 6-segment Consumption Clock. Each segment represents the 
Cloud's advance. At 6, everything in its path is consumed.

Phase 3: Deflection Attempt The Cloud can potentially be deflected 
by giving it a more attractive target, a massive energy source, a 
concentration of psychic energy, or (according to terrible theories) a 
sufficient quantity of sapient life.

Objective: Create or deploy a deflection target. Options include: 
detonating a star (Knowledge (Tech) Roll, DC 20, requires capital 
ship weapons); creating a psychic beacon (requires a powerful psion 
willing to sacrifice themselves); or darker options the party must 
discover.

Hazard: The Cloud spawns Void Stalkers and other Devourer entities 
as it advances. These hunt evacuees and anyone attempting 
deflection.

Phase 4: Aftermath If deflection succeeds, the Cloud changes 
course, but it doesn't disappear. It will consume something else

instead. The party must live with whatever they sacrificed to save 
what they saved.

Success: The threatened population survives. The deflection target 
does not.

Failure: The Cloud consumes everything in its path. Survivors carry 
memories of people and places that no longer exist, and never 
existed, according to the rest of the galaxy.

FEAR ABILITIES

Accelerated Consumption (Fear 2) The Consumption Clock advances 
by 1 segment immediately. Each PC in the consumed zone makes an 
Agility Reaction Roll, DC 15; on failure mark 1 Stress and become 
Weakened until the end of the next Spotlight. Usable in any Phase.

Spawn Heralds (Fear 3) In phases 2-3, the Cloud births 1d4+2 Void 
Stalker Minions targeting evacuation vessels. Each has 1 HP, Evasion 
15, Attack +4, and deals 1d6 Void damage; one that reaches a vessel 
begins a normal boarding encounter rather than forcing a DC.

PRECURSOR WORLD-SHAPER

_Tier 5 Mythic, Ancient Constructor_

Encounter Type: Template, _Write your own transition narration for 
each World-Shaper encounter._

Scale Orbital (moon-sized) Integrity 5 Phases Attack Format Beam / 
Warden Deployment Damage Printed Void damage Special 
Terraforming Protocol

Before the Great Silence, the Precursors built things on a scale that 
defies comprehension. World-Shapers are their construction vessels, 
moon-sized geometric shapes that terraform planets by rewriting 
their fundamental properties. They don't change landscapes; they 
change the rules that landscapes follow.

A World-Shaper in active mode will 'Format' everything in its 
operational zone, replacing matter with crystalline Precursor 

material, rewriting biology into geometric patterns, converting chaos 
into perfect order. The process is not malicious, the World-Shaper is 
simply executing programming. But to anything living in its path, the 
distinction between murder and maintenance is academic.

Phase 1: Activation Detection World-Shapers have drifted dormant 
since before recorded history. Something has activated this one, a 
signal, a trigger, damage that disrupted its hibernation protocols.

Objective: Determine what activated the World-Shaper and whether 
it can be deactivated with a Knowledge (Tech) Roll, DC 20, to 
interpret its Precursor systems.

Phase 2: Approach The World-Shaper deploys Wardens to protect 
itself. Its Format Beam sweeps the surrounding space, crystallizing 
anything it touches.

Objective: Reach the World-Shaper's surface with 3 successful Pilot 
Instinct Rolls, DC 15, while dealing with Geometric Warden patrols 
and the Format Beam.

Hazard: At the start of each round, assign each vessel in range one 
number, then roll the smallest standard die that can show them all 
and reroll unused faces. The selected vessel's Pilot makes an Instinct 
Reaction Roll, DC 15; on failure, 2d8 Void naval damage with PROF 1 
strikes the facing arc and resolves normally.

Phase 3: Internal Navigation Inside the World-Shaper, geometry 
becomes unreliable. Corridors loop impossibly; gravity shifts 
without warning; distance and time behave inconsistently.

Objective: Fill a visible three-segment Route clock with Instinct 
Rolls, DC 15. A Critical Success marks two segments and any other 
success marks one. Failure with Hope marks none. On Failure with 
Fear, mark none and roll d4: 1, the acting character becomes Prone; 
2, mark 1 Stress; 3, the next Route Roll has Disadvantage; 4, one 
character moves one band back along the declared route. Apply the 
result before the next attempt.

Hazard: Internal Wardens, Seraphs attempting to pacify intruders, 
and environmental hazards from reality distortion.

Phase 4: The Core The World-Shaper's core is a chamber of perfect 
geometry containing an intelligence that is not quite alive but not 
quite mechanical. It will attempt communication, but its concepts 
may be incompatible with organic thought.

Objective: Communicate intent to shut down (Presence Roll, DC 20 
to establish meaningful communication) or sabotage the core 
(Knowledge (Tech) Roll, DC 20, but this triggers immediate violent 
response).

Choice: The World-Shaper can potentially be redirected rather than 
destroyed, pointed at a barren world that would benefit from 
terraforming. This spares it but creates a powerful Precursor asset 
that someone will eventually try to control.

Phase 5: Escape or Destruction Whether through communication, 
sabotage, or redirection, the World-Shaper's response to 
interference is escalation. The party must escape before 
containment protocols trap them inside forever.

Objective: Fill a visible three-segment Escape clock. Each participant 
may use one fictionally relevant Core Trait against DC 15; a Critical 
Success marks two segments and any other success marks one. 
Failure with Hope marks none. Failure with Fear marks none and 
activates one internal hazard named before that Roll; if none was 
named, no hazard appears retroactively.
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Consequence: If sabotaged, the World-Shaper's destruction 
devastates everything within Standard naval range after a visible 
four-segment Meltdown clock fills. If redirected, it becomes a 
potential asset or threat depending on who controls its destination.

BOSS ENCOUNTER DESIGN

_"A good boss fight isn't just harder than a normal fight, it's different. 
It asks different questions, requires

different answers, and creates different stories. Anyone can add 
more hit points. The art is in making those hit points mean 
something."_

Keeper's Guide to Memorable Villainy

FEAR ABILITIES

Format Intensification (Fear 2) The Format Beam DC rises from 15 to 
20 and it fires twice this round. A target hit by both beams is 
Stunned until the end of its next Spotlight; before then, an adjacent 
character may spend an Action and succeed on a Knowledge (Tech) 
Roll, DC 15, to clear that Stunned effect. Phase 2.

Warden Deployment (Fear 3) A Seraph is deployed inside the 
corridors. Its Mass Calm uses DC 20 and Far range while linked to the 
World-Shaper. Phase 3.

PHASE-BASED DESIGN

Tier 4 Solo and Tier 5 Mythic creatures benefit from phase-based 
design, where the creature changes abilities or tactics at HP 
thresholds or after certain conditions are met. This keeps fights 
dynamic and prevents them from becoming wars of attrition.

Cross-Reference, Encounter Classification System: The core rulebook 
(Chapter 17 Addendum, Section 4) defines three classifications for 
phased boss encounters: Signature (use once per campaign, the 
transition is a narrative revelation that loses impact on repetition), 
Archetype (reusable, the transition represents a behavioral pattern 
common to the enemy type), and Template (reusable with new 
Transition Text, the mechanical framework is proven, but the Keeper 
writes the narrative). When building custom phased bosses using 
the guidelines below, the Keeper should assign one of these 
classifications. As a rule of thumb: if the phase transition reveals 
something about a specific individual, it is Signature. If it reflects a 
species or type behavior, it is Archetype. If it represents a location-
dependent structure (vaults, bio- ships, mechs), it is Template.

Two-Phase Structure (Tier 4 Solo) Phase 1 (100-50% HP): The 
creature fights with its standard abilities, establishing its threat 
profile and forcing the party to develop tactics.

Phase 2 (Below 50% HP): The creature becomes desperate, 
aggressive, or reveals hidden capabilities. New abilities activate; 
existing abilities may change. The fight should feel different in 
Phase 2.

Most Tier 4 creatures in this bestiary use HP-threshold phase 
transitions rather than the 0-HP-per-phase model from the core 
rulebook's named bosses. Both approaches are valid. The HP-
threshold model is simpler and works well for creatures whose 
escalation is biological

(desperation, mutation, frenzy) rather than narrative (armor 
breaking, secret revealed). When using the HP-threshold model, 
classify the encounter as Archetype unless the creature's Phase 2 

transition involves a unique narrative revelation specific to an 
individual.

Multi-Phase Structure (Tier 5 Mythic) Mythic creatures use 
Objectives rather than HP damage. Each Phase represents a stage of 
the encounter with its own challenges, hazards, and victory 
conditions. Phases should feel like distinct scenes rather than 
continuous combat.

All Tier 5 Mythic encounters in this bestiary are classified as 
Templates. Their phase structures are proven frameworks for 
cosmic-scale threats, but the specific narrative context, the world 
being consumed, the vault being breached, the creature being 
hunted, will differ in every campaign. The Keeper should write 
custom read-aloud text for each phase transition that reflects the 
specific circumstances of their encounter.

ENVIRONMENTAL INTEGRATION

Boss fights should use their environments actively. The boss should 
interact with terrain features, create hazards, or transform the 
battlefield. Static fights where the boss stands in the middle of an 
empty room waste the opportunity for memorable set-pieces.

Terrain Interaction: The boss destroys cover, creates obstacles, or 
opens new areas. The battlefield changes over the course of the 
fight.

Hazard Creation: The boss's attacks create persistent hazards (fire, 
acid pools, void zones) that limit movement options and force 
positioning decisions.

Environmental Exploitation: The environment contains elements 
the party can use against the boss, collapsible structures, explosive 
materials, control panels that affect the boss's capabilities.

MINION INTEGRATION

Solo doesn't mean alone. Most bosses benefit from minion support 
that the party must manage while dealing with the primary threat.

Fear Ability Limit: A creature may use only  one Fear Ability per 
Spotlight cycle. This limit does not apply to defensive Reactions 
(which also cost Fear). A creature may use a Reaction and one Fear 
Ability in the same cycle. Fear Abilities are tagged in each creature's 
stat block with their cost (Fear 1, Fear 2, etc.).

Desperation (Phased Bosses): When a phased boss enters its final 
phase, the Keeper gains 3 Fear instead of the standard 2, subject to 
the hard maximum of 12.

Fodder Waves: Regular spawns of Tier 1 minions that distract, deal 
chip damage, and create target priority decisions.

Lieutenant Support: One or two Tier 2-3 creatures that provide 
meaningful threat and must be eliminated or neutralized.

Synergy Effects: Minions and boss have abilities that interact, 
minions buff the boss, the boss protects minions, or combined 
attacks are more dangerous than individual ones.

VICTORY CONDITIONS

Not every boss fight ends with 'reduce HP to 0.' Alternative victory 
conditions create more interesting narratives and reward creative 
problem-solving.

Disable Rather Than Destroy: The boss must be incapacitated 
(destroying its power source, severing its connection to something, 
trapping it) rather than killed directly.
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Survive Until Condition: The party must survive a certain number of 
rounds until reinforcements arrive, a ritual completes, or an 
environmental effect triggers.

Objective Achievement: The party must accomplish something 
(reach a control panel, protect an NPC, retrieve an object) while the 
boss attempts to stop them. The boss might be optional to defeat if 
the objective is achieved.

Negotiation or Conversion: The boss can potentially be talked down, 
convinced to switch sides, or made to realize something that 
changes their behavior. Combat is one solution, not the only 
solution.

APPENDIX A: CREATURE INDEX BY 
ENVIRONMENT

SPACE/VOID ENVIRONMENTS

• Void Mite Cluster (Tier 1), Drifts near Veil anomalies

• Void Leech Swarm (Tier 2), Ship infestations

• Wraith-Touched (Tier 2), Derelict ships, space stations

• Void Stalker (Tier 3), Anywhere with shadows

• Void Kraken (Tier 4), Deep space, shipping lanes

• Solstice Cloud (Tier 5), Cosmic scale threat

STATION/URBAN ENVIRONMENTS

• Charon Skitter-Rat Swarm (Tier 1), Maintenance tunnels

• Scrap Drone (Tier 1), Abandoned facilities

• Cult Zealot (Tier 2), Anywhere with populations

• Rust Hulk (Tier 2), Industrial areas

• Silent Gloomfang (Tier 3), Dark areas, underbellies

• Veil Witch (Tier 3), Cult strongholds

• Hollow Prophet (Tier 4), Cult leadership locations

• Seraph (Tier 4), Precursor-influenced areas

PLANETARY/WILDERNESS ENVIRONMENTS

• Apex Stalker (Tier 3), Death worlds, Kryxia

• Acidback Ferro-Beast (Tier 3), Scrapyards, industrial ruins

• Elder Leviathan (Tier 4), Hydros Prime

• Grandfather Leviathan (Tier 5), Hydros deep waters

PRECURSOR INSTALLATIONS

• Scrap Drone (Tier 1), Corrupted facilities

• Geometric Warden (Tier 3), Active installations

• Seraph (Tier 4), Control centers

• World-Shaper (Tier 5), Orbital constructs

APPENDIX B: RANDOM ENCOUNTER TABLES

SPACE TRAVEL ENCOUNTERS (D12)

1-2: Void Mite Cluster drifting through the area

3-4: Derelict ship infested with Charon Skitter-Rats (salvage 
opportunity)

5-6: Void Leech Swarm detected near the ship's hull

7-8: Distress signal from vessel with Rust Hulk infestation

9-10: Wraith-Touched stowaway discovered aboard

11: Void Stalker hunting in an asteroid field

12: Signs of Void Kraken passage (environmental hazard)

STATION/URBAN ENCOUNTERS (D12)

1-2: Charon Skitter-Rat Swarm in the maintenance tunnels

3-4: Malfunctioning Scrap Drones in an abandoned section

5-6: Cult Zealot cell discovered operating nearby

7-8: Void Leech infestation in the ventilation system

9-10: Silent Gloomfang pack claiming territory in dark areas

11: Rust Hulk wandering from the industrial district

12: Wraith-Touched assassin stalking a target

DEATH WORLD/WILDERNESS ENCOUNTERS (D10)

1-2: Hostile wildlife (use Silent Gloomfang stats, adjust appearance)

3-4: Apex Stalker territory entered

5-6: Acidback Ferro-Beast feeding ground

7-8: Environmental hazard with creature complications

9: Pack of predators (4-6 Tier 2 creatures)

10: Apex Stalker actively hunting the party

PRECURSOR INSTALLATION ENCOUNTERS (D10)

1-3: Warden patrol (2-3 Wardens)

4-5: Corrupted Scrap Drones (5-8 drones)

6-7: Seraph broadcast zone (pacification hazard)

8-9: Environmental trap with creature trigger

10: Active defense system awakening (Warden + Seraph combined)

APPENDIX C: CREATURE MODIFICATIONS

ENVIRONMENTAL VARIANTS

Creatures can be modified to fit different environments or increase 
challenge:

Arctic/Cold Environment Cold Adaptation: Resistance to Cold 
damage; attacks deal additional 1d4 Cold damage; movement not 
slowed by ice or snow.

Toxic/Corrosive Environment - Toxic Physiology: Resistance to 
Physical damage with the Poison tag and Energy damage with the 
Corrosive tag. Melee attacks deal +1d4 Physical damage with the 
Poison tag. The first time the creature loses HP each round, its zone 
becomes toxic until the end of the next round; a creature entering or 
starting a Spotlight there makes a Strength Reaction Roll, DC 15, 
becoming Poisoned on failure.

Zero Gravity Void-Adapted: Full movement in zero-G; +2 to Evasion 
in zero-G environments; can use environment for three-dimensional 
ambushes.

High-Radiation Feeder: At the end of each round in an established 
irradiated area, heal 1d6 HP. Attacks deal +1d4 Energy damage with 
the Radiation tag. When the creature dies, every other creature 
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within Close range makes a Strength Reaction Roll, DC 15; on failure 
take 2d6 Energy damage with the Radiation tag, on success take half.

POWER VARIANTS

Elite (+1 Tier Effective) Modifications: +5 HP, +1 to Attack and 
Damage, +1 Evasion, gains one additional ability from a creature of 
the next tier.

Alpha (+1 Tier Effective, Leader) Modifications: +8 HP, +2 to Attack, 
Pack Leader ability (allies within Close range gain +2 to attacks), and 
one additional ability.

Ancient (+2 Tiers Effective) Modifications: Double HP, +3 to Attack 
and Damage, +2 Evasion, gains two additional abilities, and Phase 
transition at 50% HP.

CORRUPTED VARIANTS

Veil-Touched Modifications: Add Void damage to attacks; gain Phase 
(once per Spotlight cycle, move through one ordinary solid barrier 
no thicker than the creature); relevant Reaction Rolls against Veil 
effects have Disadvantage.

Devourer-Touched Modifications: Once per Spotlight cycle, the first 
attack that causes HP loss also drains 1 path resource from the 
target, Hope if Awakened or Effort if Sleeping; if the target has none, 
it marks 1 Stress instead. Aura of Negation prevents characters 
within Close range from gaining a path resource from Hope-
dominant noncritical rolls; Critical Success payout is unchanged. 
Appearance becomes darker and more geometric.

Precursor-Touched Modifications: Attacks deal Void damage; gain 
Resistance to Energy damage; appearance becomes more geometric 
and metallic.

APPENDIX D: ADVENTURE HOOKS BY CREATURE 
TYPE

BIOLOGICAL CREATURES

• A colony's livestock have been disappearing. Investigation 
reveals Silent Gloomfangs have moved into the surrounding 
wilderness, driven from their original territory by something 
worse.

• Acidback Ferro-Beast migration patterns have shifted, bringing 
them into conflict with mining operations. Is it natural movement 
or is something driving them?

• An Apex Stalker has been seen far from any death world. 
Someone transported it deliberately, but who, and why?

• A research station studying Leviathans has gone silent. The last 
transmission mentioned a 'breakthrough in communication.'

VEIL ENTITIES

• Void Mite clusters are appearing in unprecedented numbers, all 
moving in the same direction. What are they gathering toward?

• A Void Stalker has developed unusual behavior, it's not just 
hunting, it's collecting. Bodies of its victims are found arranged in 
patterns.

• The Void Kraken that destroyed three ships last month has been 
spotted again, but now it's being followed by smaller entities, as 
if it's leading them somewhere.

• A survivor of Solstice Cloud contact claims to have received a 
message from within it. They're either mad or holding the most 
dangerous information in the galaxy.

CORRUPTED BEINGS

• Wraith-Touched are organizing, something that's never happened 
before. They're gathering at a specific location, as if summoned.

• A Veil Witch has taken over a medical facility, using it to create 
more like herself. The patients are willing, that's what makes it 
terrifying.

• The Hollow Prophet's cult is growing faster than should be 
possible. Investigation reveals they're not converting people, 
they're replacing them.

• A Biomancer has sent the party an invitation: subject themselves 
to transformation, or watch as the Biomancer transforms their 
loved ones instead.

PRECURSOR CONSTRUCTS

• Wardens from different installations are coordinating, sharing 
information, establishing patrol routes that weren't programmed. 
Something is networking them.

• A Seraph has established itself in a populated area and is slowly 
expanding its influence. People in its zone are happy. Very happy. 
Unnaturally happy.

• The World-Shaper in the outer system has begun moving, slowly, 
but definitely moving toward an inhabited world. There may be 
time to stop it. Maybe.

• Someone has figured out how to reprogram a Warden. They're 
selling the service. The implications are terrifying.

APPENDIX E: NAMED ANTAGONISTS

THE HUNGER-THAT-THINKS

_Unique Void Stalker, Campaign Villain_

Most Void Stalkers are predators, dangerous but comprehensible. 
The Hunger-That-Thinks is something else: a Stalker that has 
achieved true sapience, that plans on scales of years rather than 
moments, that sees the galaxy as a garden to be cultivated for future 
feeding.

The Hunger doesn't attack randomly. It studies its prey, learns their 
weaknesses, manipulates events to isolate targets before striking. It 
has agents, cultists who worship it, Wraith-Touched it has corrupted, 
even unwitting pawns who serve its agenda without realizing. It is 
building toward something, and the party keeps stumbling into its 
plans.

Use In Campaign: The Hunger-That-Thinks is a recurring villain that 
appears throughout a campaign, always one step ahead. Early 
encounters are with its agents or pawns; later, the party faces it 
directly, and realizes they've been playing its game all along.

MAGISTER VELEX KRANE

_The Biomancer, Campaign Villain_

Dr. Velex Krane was once a respected xenobiologist who believed 
that species boundaries were arbitrary, that the perfect organism 
could be assembled from the best traits of all life. Their experiments 
crossed ethical lines, then legal ones, then biological ones. Now 
Krane is barely recognizable as any single species, a gestalt 
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organism of consumed traits that seeks to transcend the limitations 
of matter itself.

Krane is not insane, they're terrifyingly rational. Every experiment 
serves a purpose; every atrocity advances their research. They don't 
hate the party; they find them interesting. They would prefer to 
study the party rather

than kill them. And if a party member has a particularly interesting 
genetic trait, Krane will do anything to obtain a sample.

Use In Campaign: Krane offers moral complexity. They're genuinely 
brilliant, sometimes helpful, occasionally right. They're also a 
monster who views sapient beings as raw materials. The party must 
decide how to handle an enemy who is both abhorrent and useful.

THE VOICE IN THE DARK

_Unknown Entity, Campaign Mystery_

Something has been broadcasting on frequencies that shouldn't 
exist, speaking in languages that predate all known civilization. 
Those who hear it too long begin to change, subtle differences at 
first, then less subtle ones. The Voice promises knowledge, power, 
transcendence. The Voice lies about some things and tells the truth 
about others.

No one knows what the Voice actually is. A Precursor system? A 
Devourer intelligence? Something older? It communicates through 
those it has touched, and its touched are everywhere, sleeper agents 
who don't know they're compromised until the Voice needs them.

Use In Campaign: The Voice is a mystery that drives investigation. 
Who or what is it? What does it want? Why is it awakening now? The 
answers should reshape the party's understanding of the setting 
when finally revealed.

THE IRON CODEX

_A Kryllian Cultural Compendium_

Being a Complete Account of the Forge-Born People

Their Philosophy, Culture, History, and Place in the Post-Silence 
Galaxy

_Compiled from the Archives of Clan Gearweave_

_With Technical Annotations by the Logic-Keepers_

For Use in the VeilFarers Tabletop Roleplaying Game
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ENVIRONMENTS OF THE VOID

PART V: ENVIRONMENTS AND EQUIPMENT

CHAPTER 14: ENVIRONMENTS OF THE VOID

INTRODUCTION: THE STAGE EXPANDS

_"Every world tells a story before you even set foot on it. The gravity 
speaks of its mass, the atmosphere of its history, the creatures of its 
evolution. Learn to read these stories, and the galaxy becomes a 
book written just for you."_

Surveyor Krell, Explorer's Guild Pathfinder

This expansion provides new macro-environments (planetary and 
regional biomes) and micro-environments (specific locations) for 
VeilFarers campaigns. These environments are designed to 
showcase the unique characteristics of the nine ancestral 
homeworlds and the exotic locations scattered across the post-
Silence galaxy.

Each environment uses the standard two-layer system: combine one 
macro-environment with one micro-environment, taking the micro-
environment as your base and adding ONE feature from the macro-
environment as a modifier. This creates infinite variations while 
keeping each scene mechanically manageable.

NEW ENVIRONMENTAL TAGS

These tags can be applied to any environment to quickly 
communicate its nature:

\[Quantum\]: Physics behaves probabilistically. Once per scene, 
after a noncritical Duality Roll but before narration, the Keeper may 
spend 2 Fear to require the rolling player to reroll one chosen 
Duality die and use the new face. Navigation consequences must 
still follow the declared task.

\[Resonant\]: Emotions affect the environment. A feature must name 
the emotion, trigger, Reaction Trait, DC, and consequence; the tag 
itself grants no ancestry bonus.

\[Temporal\]: Time flows inconsistently. Scenes may occur out of 
order. Characters may glimpse past or future. Rift Spinners can 
manipulate causality.

\[Networked\]: Information flows everywhere. Synthetics can 
interface directly. Privacy is impossible without specialized 
countermeasures.

\[Primal\]: Nature is dominant and hostile. A feature must state 
when technology degrades and which Instinct or Knowledge Rolls 
are required; the tag itself grants no ancestry bonus.

\[Ancient\]: Precursor influence pervades the area. Technology may 
activate unexpectedly. Void damage is possible; any source that 
uses it must print damage, trigger, target, duration, and end 
condition.

\[Probability-Flux\]: Reality is negotiable. Ethereals can shift 
outcomes. Non-Ethereals experience vertigo and uncertainty.

\[Living\]: The environment is aware. Bloomstriders can 
communicate with it. Others may be treated as intruders by the 
ecosystem.

MACRO-ENVIRONMENTS

1\. THE QUANTUM OCEAN (HYDROS PRIME)

Type: Survival / Traversal / Horror | Tier: 3-4 | Suggested DC: 15 
(Surface) / 20 (Deep Currents)

Description & Atmosphere _'The water doesn't flow, it calculates. 
Every current is a probability wave. Dive deep enough, and you'll 
find places where the ocean remembers being somewhere else. Dive 
deeper still, and you'll meet things that remember eating your 
ancestors.'_

Hydros Prime is a super-Earth water world where the ocean itself is 
infused with Veil energy, the same quantum properties that create 
Chrono-Pearls. The 'Weave' of quantum currents fills most of the 
ocean's volume, creating a three-dimensional maze where space and 
time behave probabilistically. Navigation requires either advanced 
technology, Rift Spinner assistance, or accepting that you might not 
arrive where you intended.

The surface is a nightmare of perpetual storms, hurricanes the size 
of continents that never dissipate. The only stable areas are the 
floating cities of House Valerius, anchored by technology that costs 
more than most planets. Below the surface, bioluminescent life 
provides the only illumination, and the Leviathans rule as apex 
predators whose intelligence may exceed human understanding.

Sensory Profile Sight: Endless blue-green depths fading to black. 
Bioluminescent creatures pulsing in patterns that seem

almost meaningful. The impossible geometry of quantum current 
boundaries, where water curves against itself.

Sound: The deep silence of pressure. The distant whale-song of 
Leviathans, felt as much as heard. The hum of diving equipment and 
the constant patter of surface storms.

Smell: Salt, ozone, and something indefinable, the quantum currents 
have a smell like static electricity and déjà vu combined.

VeilFarers Lore House Valerius controls Hydros through a network 
of floating cities and underwater harvesting platforms, extracting 
the Chrono-Pearls that power galactic civilization. The Grandfather 
Leviathan, a creature kilometers long, claims the deepest waters as 
territory, and even Valerius doesn't dare enter without tribute. 
Rumors persist of Black Pearls found only in the Grandfather's 
domain, artifacts of impossible value that may predate the 
Precursors themselves.

Mechanical Features The Weave _(Passive)_

Quantum currents fill the ocean. Navigation is unreliable without 
proper equipment or guides.

Mechanic: _Movement through quantum currents requires Finesse 
(Pilot/Navigate) DC 15 outside combat or Pilot Instinct Roll, DC 15 
during a pursuit. Before the Roll, name two nearby unintended 
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destinations. Failure with Hope reaches the safer one; Failure with 
Fear reaches the other or arrives 1d4 hours late, as declared before 
rolling._

Pressure Gradient _(Passive)_

The ocean's depth creates crushing pressure that increases rapidly.

Mechanic: _At each full kilometer of depth, move physical-action 
DCs up one standard rung, to a maximum of DC 25, and unprotected 
characters take 1d6 Physical damage per hour. Military dive suits 
ignore this through 3 km; below that, only equipment explicitly 
rated for the established depth protects._

Leviathan Territory _(Action)_

The apex predators of Hydros are intelligent, territorial, and hungry.

Mechanic: _The Keeper spends 2 Fear and the group chooses one 
lead scout; allies may Help normally. The scout makes an Agility Roll, 
DC 15. On success the crew leaves the Leviathan's attention without 
combat. Failure with Hope starts an encounter at Far range with the 
creature visible. Failure with Fear starts at Close range and the crew 
cannot be Hidden. Matching dice remain a Critical Success and avoid 
the encounter._

Quantum Storm _(Reaction)_

Trigger: Characters enter or exit a quantum current. The currents are 
unstable and can surge without warning.

Mechanic: _Roll d6: 1-2, Spatial Compression deals 2d6 Physical 
damage to everyone exposed; 3-4, Temporal Drift changes elapsed 
time by 1d4 hours without changing completed actions; 5, the next 
party Action Roll has Advantage; 6, the next party Action Roll has 
Disadvantage._

Adventure Hooks • The Pearl Run: A harvesting platform has gone 
silent in Leviathan territory. Investigation and potential rescue 
against the clock.

• The Deep Dive: Rumors of a Precursor installation beneath the 
quantum currents. What technology could survive millions of years 
underwater?

• The Grandfather's Bargain: The oldest Leviathan is willing to 
negotiate. What could it want from surface-dwellers?

2\. THE FORGE WORLD (HEPHAESTUS)

Type: Hazard / Industrial / Mystery | Tier: 2-4 | Suggested DC: 15 
(Surface) / 20 (Deep Forges)

Description & Atmosphere _'The planet itself is a furnace. Every 
mountain is a volcano, every river is lava, and the air will cook your 
lungs if your suit fails. But the Kryllians built something beautiful 
here, factories that turn raw fire into starships. And beneath those 
factories, something else is stirring.'_

Hephaestus is a volcanic hellscape that House Kurogane 
transformed into the galaxy's greatest industrial center. The surface 
is a maze of cooling lava tubes, active volcanic vents, and massive 
industrial complexes that harvest geothermal energy. The sky is 
perpetually orange-red from volcanic emissions, and 'weather' 
means tracking which eruptions will occur where.

What the public doesn't know, what even most Kurogane employees 
don't know, is that the planet's volcanic activity isn't entirely natural. 
Something buried deep beneath the crust has been slowly 
awakening for centuries. The Kryllians who originally surveyed 
Hephaestus called it 'the Machine God', an AI of impossible 

complexity that may predate the Precursors. House Kurogane has 
built their forges atop it, either unaware of what lies below or 
desperately hoping to control it.

Sensory Profile Sight: Rivers of molten rock flowing through black 
basalt channels. Towering factory complexes belching smoke and 
steam. The orange glow of the sky reflected in everything. Massive 
mechanical arms moving with precision that seems almost alive.

Sound: The constant rumble of the planet's molten heart. The 
hammer-fall rhythm of industrial machinery. Distant explosions that 
might be eruptions or might be something else. The hiss of cooling 
metal.

Smell: Sulfur, hot metal, industrial lubricant, and the peculiar ozone 
scent of massive electromagnetic fields.

VeilFarers Lore Hephaestus produces the finest starships, weapons, 
and industrial equipment in the galaxy. House Kurogane maintains 
the forges through a partnership with Kryllian engineers who seem 
drawn to the planet by something they can't quite articulate. The 
'Deep Forges', the oldest

manufacturing facilities, sometimes produce equipment with 
capabilities that exceed their specifications, as if the machines are 
improvising. Kurogane publicly celebrates this as 'superior 
engineering.' Privately, they're terrified.

Mechanical Features Volcanic Terrain _(Passive)_

The ground itself is hostile. Lava flows, geysers, and unstable crust 
are constant threats.

Mechanic: _A declared lava zone deals 2d8 Energy damage with the 
Fire tag at the end of each round of contact. Moving a range band 
through unstable ground requires an Agility Roll, DC 15; on failure 
the character enters the nearest declared hazard._

Industrial Cacophony _(Passive)_

The noise of the forges drowns out everything else.

Mechanic: _Auditory Instinct Rolls have Disadvantage. 
Communication beyond Close range requires technological 
assistance. Sonic weapons deal half damage (absorbed by ambient 
noise)._

Eruption Warning _(Action)_

Volcanic activity can surge without warning, especially in areas 
above the Deep Forges.

Mechanic: _The Keeper spends 1 Fear and chooses one visible event: 
a lava surge deals 2d8 Energy damage with the Fire tag in one 
named zone; an ash cloud limits visibility to Close and requires 
breathing protection; or a seismic tremor calls for Agility Reaction 
Rolls, DC 15, with failure causing Prone. Any structural collapse must 
be placed as a visible clock before it occurs._

The Machine God Stirs _(Reaction)_

Trigger: Characters interact with Deep Forge technology or descend 
below the main manufacturing level. Something notices.

Mechanic: _Characters with cybernetics feel a presence at the edge 
of awareness. A Synthetic makes a Presence Reaction Roll, DC 15; on 
failure they receive a cryptic communication and become Dazed on 
their next Action. The message cannot compel an action, alter 
control, or change a device without another printed rule._
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Adventure Hooks • The Forbidden Fire: A coalition seeks to awaken 
the Machine God deliberately. Are they saviors or apocalyptic 
cultists?

• The Perfect Weapon: The Deep Forges have produced something 
unprecedented. Multiple factions will kill to possess it.

• The Kryllian Pilgrimage: Kryllian engineers are drawn to 
Hephaestus by something they call 'the Pull.' Investigation reveals 
an ancient connection.

3\. THE DEATH WORLD (KRYXIA)

Type: Survival / Combat / Horror | Tier: 3-5 | Suggested DC: 15 (Safe 
Zones) / 20 (Deep Wilderness)

Description & Atmosphere _'Everything on Kryxia wants to kill you. 
The plants are poisonous, the animals are predators, and the 
weather is a weapon. The Kryx didn't evolve here because it was 
comfortable, they evolved here because nothing weaker could 
survive. If you're not apex, you're prey.'_

Kryxia is a nightmare of accelerated evolution. Gravity at 1.3G 
makes every movement exhausting for off-worlders. The 
atmosphere contains trace toxins that require filtration for non-Kryx. 
The ecosystem is locked in perpetual arms races, predators evolving 
new hunting strategies while prey evolves new defenses, with 
generational cycles measured in months rather than millennia.

The Kryx Great Packs claim territories across Kryxia's surface, each 
pack controlling resources and defending against rivals. For the 
Kryx, this is home, the baseline against which all other worlds seem 
soft. For everyone else, it's a death sentence without proper 
preparation and powerful friends. Even House Volkov's legendary 
training camps on Kryxia have a 30% washout rate, and 'washout' 
often means 'eaten.'

Sensory Profile Sight: Alien jungle in colors evolution never 
intended, purple foliage, bioluminescent predators, plants that track 
movement. The scale is wrong; everything is larger, faster, more 
aggressive. Carcasses of failed hunters marking territorial 
boundaries.

Sound: The constant chorus of predator calls establishing territory. 
Rustling that could be wind or could be death approaching. The 
subsonic rumble of megafauna moving in the distance. Your own 
breathing, labored in the heavy gravity.

Smell: Blood, pheromones, rotting vegetation, and fear, the Kryx can 
smell fear on other species, and so can everything else.

VeilFarers Lore The Great Packs have maintained territories on 
Kryxia for thousands of years, their borders shifting through ritual 
combat and negotiation. Off-worlders require Pack sponsorship to 
move through Kryx territory safely, without it, they're classified as 
'prey' by Pack law, fair game for any hunter who wants the practice. 
The Kryx claim their world was barely touched by the Great Silence; 
it was already too hostile for whatever caused it to bother.

Mechanical Features High Gravity _(Passive)_

Kryxia's 1.3G gravity exhausts non-adapted species and makes 
movement difficult.

Mechanic: _Non-Kryx characters treat the area as Difficult Terrain. 
After more than 1 hour of exertion, make a Strength Reaction Roll, 
DC 15; on failure mark 1 Stress. Kryx are adapted and ignore these 
two effects._

Toxic Atmosphere _(Passive)_

Trace toxins in the air require filtration for non-Kryx.

Mechanic: _At the end of each continuous hour without filtration, 
take 1d4 Energy damage with the Toxic tag. After 24 continuous 
hours, make a Strength Reaction Roll, DC 15; on failure become 
Poisoned under the normal Core condition. Ten minutes in filtered 
air resets both intervals._

Apex Predator _(Action)_

Kryxia's megafauna are always hunting. Always.

Mechanic: _Before the scene, choose one existing Tier 3 predator 
stat block and its approach route; without that setup this Action is 
unavailable. Spend 2 Fear, roll 1d4, and start a visible Arrival clock 
with that many segments, marking 1 at the end of each round. At full, 
place the chosen predator at Far range on its route at the start of the 
next round; it joins the normal Spotlight cycle and gains no 
immediate Action. Filling a complete escape or concealment 
objective before arrival avoids the encounter._

Pack Territory _(Reaction)_

Trigger: Characters enter marked territory without Pack 
authorization. The Kryx do not tolerate trespassers.

Mechanic: _Before the scene, choose one existing Tier 2 or Tier 3 
hunter Threat Group and an entry route. When the trigger occurs, roll 
2d6; that many minutes later the group arrives at Far range and joins 
the normal Spotlight cycle. Before it arrives, the crew may leave 
marked territory, prepare, or attempt a Presence Roll, DC 15: success 
secures a formal challenge without immediate combat; Failure with 
Hope leaves time to withdraw; Failure with Fear starts the encounter 
at Close range when the group arrives. A pursuit uses the Core chase 
procedure and a declared escape objective._

Adventure Hooks • The Proving Hunt: A Kryx ally needs to complete 
their adult initiation, hunting an Apex Stalker. They need witnesses, 
not help.

• The Lost Pack: A Pack has gone silent. Investigation reveals they 
found something in the deep wilderness that changed them.

• The Off-World Predator: Someone has introduced an alien species 
to Kryxia. The ecosystem is responding with accelerated evolution, 
and the results are terrifying.

4\. THE RESONANCE WORLD (CELESTIARI 
HOMEWORLD)

Type: Social / Exploration / Psychological | Tier: 2-4 | Suggested DC: 
10 (Public Areas) / 15 (Sacred Spaces)

Description & Atmosphere _'The buildings sing. I don't mean 
metaphorically, they literally resonate with crystalline harmonics 
that respond to emotion. When a Celestiari is happy, the walls glow 
warmer. When they grieve, you can hear it in the stones. It's 
beautiful and utterly overwhelming. I lasted three days before I had 
to leave.'_

The Celestiari homeworld (they consider naming it a form of 
ownership they reject) is a planet where architecture and emotion 
have merged. Millennia of Celestiari civilization have created 
structures of resonant crystal that respond to emotional states, 
amplifying and reflecting feelings in visible, audible ways. For 
Celestiari, this is natural, a world that shares their inner life. For 
other species, it's an assault on privacy and sanity.
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The planet is divided into emotional zones: regions where specific 
feelings are encouraged and amplified, creating spaces for grief, for 
joy, for contemplation, for

passion. Visitors are expected to move through zones appropriate to 
their state, and emotional pollution, bringing wrong feelings to 
wrong spaces, is considered deeply offensive.

Sensory Profile Sight: Crystal spires that shift color based on 
ambient emotion. Architecture that seems to breathe and pulse. 
Light that bends around emotional concentrations. The constant 
subtle movement of everything responding to feeling.

Sound: Harmonic resonance, every surface produces tones. 
Conversations create chords. Strong emotions generate music that 
the crystals sustain. The absence of silence; even emptiness has a 
sound.

Smell: Nothing identifiable, the Celestiari consider artificial scents 
emotional interference. The air is perfectly neutral, which non-
Celestiari often find unsettling.

VeilFarers Lore The Celestiari Radiant Sanctuary welcomes visitors 
but warns them: the world will know what you feel. Deception is 
nearly impossible here; the crystals reveal emotional truth 
regardless of words. This makes the planet valuable for negotiations, 
dangerous for spies, and transformative for anyone seeking self-
understanding. Some visitors have emotional breakthroughs that 
change their lives. Others have breakdowns from which they never 
recover.

Mechanical Features Emotional Resonance _(Passive)_

The environment responds to and amplifies emotional states.

Mechanic: _Presence Rolls to deceive have Disadvantage because 
the crystals reveal emotional states. The first time each scene a 
character marks Stress from an emotion-related effect, mark 1 
additional Stress. This environment grants no ancestry bonus and 
never doubles Hope, Effort, Resolve, Fear, or a resource cost._

Zone Transition _(Passive)_

Moving between emotional zones requires adjustment.

Mechanic: _When entering a zone dedicated to a different emotion, 
make a Presence Reaction Roll, DC 15. On failure become Dazed on 
the next Action. Leaving the zone or spending 1 uninterrupted 
minute acclimating ends any remaining interference._

Resonance Cascade _(Action)_

Strong emotions can trigger cascading responses in the crystal 
structures.

Mechanic: _The Keeper spends 1 Fear when a strong emotion is 
established. Every character within Close range makes a Presence 
Reaction Roll, DC 15; on failure mark 1 Stress and become Dazed on 
the next Action. No character is compelled to feel, believe, or do 
anything._

The Sanctuary Responds _(Reaction)_

Trigger: Violence occurs or strong negative emotions surge. The 
planet protects itself.

Mechanic: _The first time each round a creature causes HP loss in the 
chamber, that aggressor makes a Presence Reaction Roll, DC 15. On 
failure it becomes Stunned until the end of the next round; on 
success nothing changes. No additional escalation occurs unless a 
visible clock with a complete result was declared before the scene._

Adventure Hooks • The Emotional Heist: Something valuable is 
hidden in a grief zone. Accessing it requires either genuinely 
grieving or somehow fooling an unfoolable planet.

• The Resonance Plague: A discordant emotion is spreading through 
the crystal network, driving Celestiari to madness. Its source must be 
found and silenced.

• The Truth Summit: Delegations meet here specifically because lies 
are impossible. But someone has found a way to deceive the 
crystals.

5\. THE TEMPORAL CONCLAVE (RIFT SPINNER DOMAIN)

Type: Puzzle / Exploration / Mystery | Tier: 3-5 | Suggested DC: 20 
(Stable) / 25 (Flux Zones)

Description & Atmosphere _'Time is a suggestion here. I watched 
the same Rift Spinner walk past me three times going different 
directions, and they waved at me each time. When I asked which was 
'now,' they all answered simultaneously: 'Yes.' I still don't 
understand, but I've stopped asking.'_

The Temporal Conclave exists partially outside normal spacetime, a 
region where Rift Spinners can exist in their natural state, moving 
through probability rather than locked to a single moment. To non-
Rift Spinners, the Conclave appears as a collection of crystalline 
structures that seem to shift position when you're not looking 
directly at them. Architecture exists in probability; a door might lead 
somewhere different each time you open it, not because it changed, 
but because you're accessing different versions.

The Thread Consensus, the Rift Spinner governing body, meets here 
to make decisions that ripple across all probability threads. What 
they decide affects not just the future but, in ways that hurt to 
contemplate, the past as well. Visitors are tolerated but warned: the 
Conclave does not follow linear rules.

Sensory Profile Sight: Structures that exist in superposition, 
multiple versions visible simultaneously until focused upon. Light 
that bends around temporal discontinuities. Glimpses of events that 
haven't happened yet (or already did, or might never). The Rift 
Spinners themselves, moving in ways that don't quite sync with 
observer time.

Sound: Echoes that precede the sounds that cause them. 
Conversations happening in multiple tenses simultaneously. A 
constant low hum that Rift Spinners say is 'the sound of possibility.'

Smell: Nothing consistent, each breath might carry scents from 
different moments, creating olfactory non-sequiturs that the brain 
struggles to process.

VeilFarers Lore The Temporal Conclave is where the Thread 
Consensus decides which probability threads to nurture and which 
to prune. Their decisions shape the future, and retroactively 
influence the past. Other species find this terrifying; the Rift 
Spinners consider it basic civic responsibility. The Conclave also 
serves as a sanctuary for Rift Spinners who have become 'thread-
lost', unable to maintain coherent existence in normal spacetime.

Mechanical Features Temporal Flux _(Passive)_

Time does not flow consistently within the Conclave.

Mechanic: _At the start of each scene, roll d6: on 1-2 all Reaction 
Rolls have Advantage; on 3-4 time is normal; on 5-6 all Reaction 
Rolls have Disadvantage. The effect lasts for the scene. The Spotlight 
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order does not change. A Rift Spinner chooses normal time for 
themselves._

Probability Navigation _(Passive)_

Movement through the Conclave requires choosing which 
probability thread to follow.

Mechanic: _Before a non-Rift Spinner crosses a doorway, state its 
intended destination and two possible alternates. Make an Instinct 
Roll, DC 15. Failure with Hope reaches the safer alternate; Failure 
with Fear reaches the other. Rift Spinners reach the intended 
destination automatically._

Temporal Echo _(Action)_

Actions in the Conclave can echo across time.

Mechanic: _The Keeper spends 2 Fear to introduce an echo of one 
established action: a known enemy arrives early, evidence appears 
before its source, or a visible clock advances one segment. This 
cannot invent a past choice, inflict an unrolled injury, or remove a 
completed success._

Thread Visibility _(Reaction)_

Trigger: A character attempts to make a significant decision. The 
threads of probability become briefly visible.

Mechanic: _Before the decision's first Core Trait Roll, the character 
may accept temporal vertigo to gain Advantage. After that Roll 
resolves, make a Presence Reaction Roll, DC 15; on failure mark 1 
Stress, on success mark none. This never changes or chooses the 
decision itself._

Adventure Hooks • The Thread-Lost: A Rift Spinner important to the 
party has become lost in probability. Rescuing them means 
navigating the Conclave's non-linear geography.

• The Consensus Vote: The Thread Consensus is deciding something 
that will affect the party's past. They've been invited to observe, and 
possibly influence.

• The Paradox Assassin: Someone is killing people by preventing 
their births. The only way to stop them is

to find them in a place where 'before' and 'after' are negotiable.

6\. THE PROBABILITY NEXUS (ETHEREAL DOMAIN)

Type: Social / Puzzle / Hazard | Tier: 3-4 | Suggested DC: 15 
(Stable) / 20 (Flux Zones)

Description & Atmosphere _'Reality is a vote here, and the Ethereals 
have more votes than anyone else. I watched a building decide not 
to exist because too many people doubted it. I watched a dead man 
become alive because enough Ethereals agreed he should be. I left 
as soon as I could, because I started to doubt myself.'_

The Probability Nexus is a region where dimensional barriers are 
thin enough that probability itself becomes malleable. Ethereals 
thrive here, their natural ability to exist in superposition finding full 
expression. For other species, it's deeply unsettling, reality responds 
to belief, expectation, and consensus in ways that undermine 
fundamental assumptions about existence.

The Nexus serves as neutral ground for Ethereal gatherings and as a 
trading post for those brave enough to negotiate with beings who 
don't entirely exist. Prices here aren't measured in credits but in 
probability, what you're willing to give up in terms of possible 
futures.

Sensory Profile Sight: Structures that shift based on observer 
expectations. Colors that don't exist in normal spectra. Ethereals 
appearing as constantly shifting forms, you can never quite focus on 
what they look like because they're all their possible appearances 
simultaneously. Shadows that move independently of light sources.

Sound: Overlapping conversations in multiple possible versions. 
Sound arriving from directions that don't correspond to visual 
sources. The constant subtle hum of probability waves interfering 
with each other.

Smell: Whatever you expect to smell, the Nexus provides sensory 
input based partially on expectation, creating a feedback loop that 
observant visitors find deeply disturbing.

VeilFarers Lore The Ethereal Probability Nexus was old before the 
Precursors rose. Some theorists believe it's a natural phenomenon, a 
region where dimensional barriers simply failed. Others believe the 
Ethereals created it, or emerged from it, or are its immune system. 
The Ethereals themselves give different answers depending on 
when you ask and which version of them is speaking.

Mechanical Features Probability Flux _(Passive)_

Reality responds to expectation and consensus.

Mechanic: _Once per scene after a noncritical Duality Roll but 
before narration, the rolling player may spend 2 path resources 
(Hope if Awakened; Effort if Sleeping) to reroll one chosen Duality 
die and use the new face. The Keeper may instead spend 2 Fear at 
the same timing to require that reroll. A Critical Success cannot be 
rerolled, and neither spend can create a negative matched-dice 
result._

Consensus Reality _(Passive)_

What enough minds believe becomes true.

Mechanic: _If more than half the willing player characters in a scene 
state the same harmless environmental belief, it may become true 
until the scene ends: a door is a different color, a table is present, or 
rain falls upward. Consensus cannot change the past, harm a 
creature, create gear or resources, alter statistics or identity, return 
the dead, compel belief, or override a dissenting player's character._

Identity Erosion _(Action)_

Extended exposure to probability flux challenges personal identity.

Mechanic: _After each hour in the Nexus, a non-Ethereal character 
makes a Presence Reaction Roll, DC 15. On failure mark 1 Stress and 
become Dazed on the next Action. The effect never changes identity, 
memory, or player control._

Probability Storm _(Reaction)_

Trigger: Too many contradictory beliefs concentrate in one area. 
Reality becomes actively unstable.

Mechanic: _All characters in the area make an Instinct Reaction Roll, 
DC 15. On failure, mark 1 Stress and become Confused until the end 
of the next Spotlight as contradictory possibilities overlap. Failure 
with Fear may also alter one harmless sensory or cosmetic detail for 
the scene; it cannot remove equipment, change ancestry, or inflict 
an unlisted permanent effect._

Adventure Hooks • The Probability Merchant: An Ethereal offers 
something impossible in exchange for 'the probability of your 
happiest future.' What does that mean, and is it worth paying?
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• The Consensus War: Two Ethereal factions are trying to reshape 
the Nexus according to different visions. The party is caught in the 
middle of a reality war.

• The Refugee: Someone has fled to the Nexus because only here 
can they exist, in normal reality, they've already died. Extracting 
them requires fundamental impossibilities.

7\. THE GARDEN-WORLD (BLOOMSTRIDER DOMAIN)

Type: Exploration / Social / Mystery | Tier: 2-4 | Suggested DC: 10 
(Surface) / 15 (Deep Roots)

Description & Atmosphere _'The forest is thinking about you. I don't 
mean that metaphorically. The root networks here are billions of 
years old, and they've developed something like consciousness. It's 
patient, it's curious, and it remembers everything that's ever 
happened here. Including you.'_

Bloomstrider worlds are planets where the ecosystem has achieved 
sentience, not in individual creatures, but in the interconnected 
whole. Root networks spanning

continents serve as neural pathways for a consciousness older than 
most civilizations. The Bloomstriders emerged from this 
consciousness, its children and ambassadors, translating between 
deep time and the frantic pace of animal life.

Visitors experience the Garden-World as paradise, lush, beautiful, 
safe. What they don't immediately realize is that they're being 
observed, evaluated, and remembered by something so vast and so 
slow that their entire visit registers as barely a moment of attention. 
The planet is gentle with guests. It is not gentle with those it 
classifies as threats.

Sensory Profile Sight: Forests that seem to stretch forever, in colors 
more vibrant than any terraformed world. Flowers that track visitors 
like eyes. Trees so ancient their trunks could house buildings. 
Bioluminescence creating patterns that almost spell words.

Sound: The rustle of leaves that sounds like whispered conversation. 
Bird calls that seem to carry meaning. The deep subsonic hum of 
root networks communicating, felt rather than heard. Absolute 
silence when the forest is listening.

Smell: Rich loam, flowers, oxygen-rich air so clean it's almost 
intoxicating. Occasionally, a scent arrives that carries emotional 
content, calm, warning, welcome, the forest communicating 
chemically.

VeilFarers Lore Bloomstrider worlds were already ancient when the 
Precursors were young. The network consciousness remembers the 
Precursors, remembers them as 'the brief clever ones who tried to 
redesign everything.' It remembers the Great Silence as 'the quiet 
time when the noisy children stopped fighting.' Its perspective on 
galactic events is measured in geological epochs, making 
conversation challenging but profoundly informative for those 
patient enough to listen.

Mechanical Features The Network Observes _(Passive)_

The planetary consciousness is aware of everything happening 
within its ecosystem.

Mechanic: _Stealth is impossible against the network, it knows 
where every visitor is at all times. However, the network rarely 
shares this information with others unless asked by a Bloomstrider 
or unless visitors are classified as threats. Bloomstriders can 

communicate with the network to request information about other 
visitors (Presence Roll, DC 10)._

Accelerated Healing _(Passive)_

The ecosystem supports life with extraordinary vigor.

Mechanic: _Once per character per rest, a healing effect in the 
Garden-World clears 1 additional HP. Short and Long Rest choices, 
duration, and resource recovery remain unchanged. Native 
vegetation repairs ordinary damage within hours as a fictional 
property._

The Forest Responds _(Action)_

The ecosystem can act in defense of itself or those it favors.

Mechanic: _The Keeper spends 2 Fear and chooses one: roots apply 
Restrained until the normal Strength Roll, DC 15, or an ally's Action 
frees the target; spores call for a Strength Reaction Roll, DC 15, and 
on failure apply Incapacitated until damage or an ally's Action 
rouses the target; or paths shift and require an Instinct Roll, DC 20, 
to navigate. Bloomstrider assistance grants Advantage, not 
automatic exclusivity._

Deep Time Communication _(Reaction)_

Trigger: A character attempts to communicate with the network 
consciousness. Translation is challenging.

Mechanic: _Bloomstriders can translate, but even then, conversation 
is slow. Each exchange takes approximately 1 hour as concepts are 
translated between timescales. The network cannot lie but may 
provide information the questioner doesn't know how to use._

Adventure Hooks • The Patient Warning: The network has detected 
something dangerous approaching, but it detected it centuries ago. 
The threat is arriving now, and understanding the ancient warning is 
critical.

• The Transplant: Someone has stolen a cutting from the network 
and is attempting to grow it elsewhere. This is either salvation for a 
dying world or an act of theft the network will avenge.

• The Memory: The network remembers the Precursors. It 
remembers what really caused the Great Silence. But extracting that 
memory requires a Bloomstrider willing to ask, and to share what 
they learn.

8\. THE SCRAPYARD WORLD (THE RUST YARDS)

Type: Exploration / Salvage / Combat | Tier: 2-3 | Suggested DC: 15 
(Surface) / 15 (Deep Wrecks)

Description & Atmosphere _'Ships come here to die. And to be 
reborn. The Rust Yards are a graveyard and a nursery, depending on 
how you look at it. Everything valuable gets stripped, rebuilt, and 
sold again. Including, sometimes, the people who come looking.'_

The Rust Yards are a planet-wide scrapyard, the place where 
decommissioned starships, failed colonies, and industrial debris 
come to rest. Orbital mechanics and careful management by House 
Joric have turned it into the galaxy's largest salvage operation, a 
place where anything can be found if you know where to look and 
are willing to risk the hazards.

The surface is a maze of crashed ships, discarded machinery, and 
improvised structures built from salvage. Communities of 
scavengers have established territories, some operating legally 
under Joric license, others as independent operators in contested 

88



zones. The deeper you go, into the older wrecks, the earlier deposits, 
the

more valuable the salvage and the more dangerous the conditions.

Sensory Profile Sight: Mountains of metal stretching to the horizon. 
Ships of every design, from personal shuttles to capital vessels, 
scattered like fallen giants. Improvised structures cobbled together 
from hull plates and cargo containers. The occasional flash of cutting 
torches or the glow of salvage teams working in the depths.

Sound: The groan of settling metal. Distant impacts as new debris 
arrives from orbit. The chatter of scavenger radio frequencies. The 
hum of functioning systems in wrecks that haven't quite died.

Smell: Rust, lubricant, ozone from active machinery, and 
occasionally the disturbing sweet scent of sealed compartments 
being opened for the first time in decades.

VeilFarers Lore House Joric administers the Rust Yards as a 
controlled resource, salvage rights are sold, territories are assigned, 
and the most valuable wrecks are auctioned to licensed operators. 
But the Yards are too vast to truly control. Independent scavengers 
work the margins, Kryllian engineers seek specific components for 
obscure projects, and Synthetic communities have established 
themselves in functional wrecks that Joric has written off.

Mechanical Features Unstable Terrain _(Passive)_

The salvage piles are structurally unpredictable.

Mechanic: _Moving a range band quickly through the Yards requires 
an Agility Roll, DC 15. On failure, a collapse deals 1d6 Physical 
damage and applies Restrained until the character succeeds on 
Strength Roll, DC 15 or an ally spends an Action to free them. During 
combat, roll only when a character actually crosses unstable 
terrain._

Salvage Opportunity _(Passive)_

Anything might be found here if you know how to look.

Mechanic: _Search one area with Knowledge or Instinct, DC 15. 
Success finds one Tier-appropriate component, item, or fact named 
by the Keeper before the Roll. A Critical Success also finds one 
useful accessory or hidden fact. Repeating the same search without 
changing the fiction produces no Roll._

Territorial Dispute _(Action)_

The Yards are claimed by competing factions who don't appreciate 
trespassers.

Mechanic: _The Keeper spends 1 Fear. A salvage crew (2d4 
scavengers, Tier 2) has noticed the party in their territory. They 
demand the party leave, pay a toll (1d6 Credits), or prove they're not 
worth the trouble (combat or Presence Roll, DC 15 intimidation)._

Wreck Hazards _(Reaction)_

Trigger: Characters enter a new wreck or disturb dormant systems. 
Old ships hold old dangers.

Mechanic: _Roll d10: 1-2, the toxic atmosphere calls for a Strength 
Reaction Roll, DC 15, and deals 1d6 Physical damage with the Poison 
tag on failure; 3-4, start a visible four-segment Core Breach clock; 5-
6, Tier 2 security drones activate; 7-8, find one Tier-appropriate 
salvage item; 9-10, reveal a trap and its Instinct detection Roll, DC 
15, before anyone enters it._

Adventure Hooks • The Ghost Ship: A legendary vessel has been 
located, a ship lost during the Great Silence, possibly containing 
Precursor technology. Multiple factions are racing to claim it.

• The Synthetic Haven: A community of awakened Synthetics has 
established itself in a functional wreck. They need help, but 
acknowledging their existence puts the party at odds with House 
Joric.

• The Black Box: A ship's black box contains evidence of a terrible 
crime. The perpetrators want it destroyed; the victims' families want 
justice. The party finds it first.

MICRO-ENVIRONMENTS

Micro-environments are the specific locations where scenes occur. 
Combine them with macro-environments by using the micro-
environment as your base and adding ONE feature from the macro-
environment as a modifier.

1\. PEARL HARVESTING PLATFORM

Type: Industrial / Hazard / Heist | Tier: 2-3 | Suggested DC: 15

Description & Atmosphere _'The platforms float on quantum 
currents, harvesting Chrono-Pearls from oyster beds the size of 
cities. The work is dangerous, the security is tight, and the value of 
what passes through here daily could buy a planet. No wonder 
everyone wants a piece.'_

House Valerius operates hundreds of harvesting platforms across 
Hydros Prime, each a self-contained industrial complex floating on 
the quantum ocean. Workers in armored dive suits descend to the 
oyster beds, extract pearls, and return to processing facilities where 
the pearls are graded, catalogued, and shipped. Security is 
omnipresent, the value concentrated here makes every platform a 
potential target.

Sensory Profile Sight: Industrial machinery on an oceanic scale. 
Pressure suits hanging in rows like metal soldiers. Viewing ports 
showing the bioluminescent depths. Pearl sorting tables where 
fortunes are casually handled. The constant motion of crane arms 
and cargo containers.

Sound: The rhythmic pulse of pumps maintaining pressure balance. 
Radio chatter between dive teams. Alarms indicating pressure 
changes or depth hazards. The slosh of water against the platform's 
hull.

Smell: Salt, industrial lubricant, the ozone tang of quantum-
shielding technology, and the peculiar metallic scent of processed 
Chrono-Pearls.

Mechanical Features Pressure Differential _(Passive)_

The platform maintains different pressure zones for different depths 
of operation.

Mechanic: _Moving between zones requires passing through airlocks 
(1 round delay). Damaged bulkheads can cause explosive 
decompression, 2d8 damage to everyone in the zone and potential 
ejection into the ocean._

High-Value Target _(Passive)_

The pearls here are worth killing for.

Mechanic: _Attempting to steal Pearls starts a visible 1d4-segment 
Alert clock, advancing one segment at the end of each round. A 
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character visibly carrying unauthorized Pearls is a priority target; 
security attacks against that character have Advantage._

Dive Access _(Action)_

Characters can access the underwater areas through dive facilities.

Mechanic: _Dive suits are available but tracked, taking one 
unauthorized adds to security alert level. Once outside, characters 
face ocean hazards (Quantum Ocean macro-environment) while 
trying to complete their objectives._

Leviathan Proximity _(Reaction)_

Trigger: Loud noises, significant pearl extraction, or blood in the 
water. The depths are not empty.

Mechanic: _A Leviathan takes interest in the platform. Characters 
have 2d6 minutes before it arrives. The platform can be evacuated 
(losing the mission objective), defended (requiring Tier 4 combat), or 
distracted (creative solutions welcome)._

Tier Scaling:

Tier 1: Small harvester. 20 workers, minimal security, common-
grade pearls. DC 10.

Tier 2: Standard platform. 100 workers, professional security, 
mixed-grade pearls. DC 15.

Tier 3: Major facility. 500+ workers, elite security, high-grade pearls 
and Leviathan proximity. DC 15.

Tier 4: The Prime Platform. Valerius family operations, military-
grade security, access to rare pearl types. DC 20.

2\. LEVIATHAN INTERIOR

Type: Exploration / Horror / Survival | Tier: 3-4 | Suggested DC: 15

Description & Atmosphere _'Yes, we're inside it. The creature 
swallowed our ship whole. The good news is we're not dead yet. The 
bad news is everything in here wants to digest us, and the only way 
out is through.'_

Sometimes the only way forward is through, and sometimes 
'through' means navigating the interior of a living creature the size 
of a starship. Leviathan interiors are biological dungeons where the 
walls breathe, the

floors pulse, and the immune system treats intruders as infections to 
be eliminated. It's horrifying, dangerous, and occasionally necessary 
when a Leviathan has swallowed something valuable.

Sensory Profile Sight: Ribbed organic tunnels that contract and 
expand with the creature's breathing. Bioluminescent nodes 
providing sickly illumination. Rivers of digestive fluid flowing 
toward the stomach. Parasites the size of dogs moving through the 
tissue.

Sound: The thunderous pulse of a heart the size of a building. 
Gurgling flows of internal fluids. The wet sounds of organic tissue 
responding to movement. Your own heartbeat, far too loud in the 
enclosed space.

Smell: Bile, blood, and decay, the smell of being inside something 
alive. Occasional pockets of breathable air from gas bladders. The 
distinctive scent of Leviathan immune response (metallic, burning).

Mechanical Features Living Terrain _(Passive)_

The interior is an organism, not architecture. It responds to intrusion.

Mechanic: _Cut tissue becomes Difficult Terrain. A loud action 
triggers an Agility Reaction Roll, DC 15; on failure the character is 
Restrained. At the end of a Spotlight in which a character neither 
moved nor acted, they make a Strength Reaction Roll, DC 15; on 
failure they are Restrained. The normal Core methods clear the 
condition._

Digestive Hazard _(Passive)_

The creature's digestive system is actively trying to break down 
intruders.

Mechanic: _Any area may contain digestive fluids (2d6 Energy 
damage with the Corrosive tag per round of contact). The stomach is 
completely flooded with digestive acid. Protective suits reduce this 
damage by half; nothing eliminates it entirely._

Immune Response _(Action)_

The Leviathan's immune system detects and attacks foreign bodies.

Mechanic: _The Keeper spends 1 Fear. Antibody creatures (use Void 
Leech stats, but Physical damage) emerge from the tissue walls to 
attack intruders. After 5 rounds inside, immune response is constant, 
1d4 antibodies per round._

Neural Cluster _(Reaction)_

Trigger: Characters approach or damage the creature's nervous 
system. The Leviathan responds to pain.

Mechanic: _Every other creature in the chamber makes an Agility 
Reaction Roll, DC 15. On failure move it one band toward the nearest 
solid surface, deal 2d6 Physical damage with the Impact tag, and 
make it Prone; on success it reaches a safe brace and takes no 
damage. A character that failed also has Disadvantage on Finesse 
(Pilot/Navigate) Rolls until the scene ends._

Tier Scaling:

Tier 1: Young Leviathan. Small enough that transit is measured in 
hours. Weak immune response. DC 15.

Tier 2: Adult Leviathan. Transit measured in days. Standard immune 
response. DC 15.

Tier 3: Elder Leviathan. Transit measured in weeks without guidance. 
Strong immune response. DC 20.

Tier 4: The Grandfather. A creature so vast its interior contains 
ecosystems. Transit is an adventure in itself. DC 20.

3\. GREAT PACK HUNTING GROUND

Type: Combat / Survival / Social | Tier: 2-4 | Suggested DC: 15

Description & Atmosphere _'You're in Pack territory now. Everything 
you do is being judged, how you move, how you fight, whether you 
flinch. Show weakness and you're prey. Show strength and you 
might be worth talking to. Show too much strength and you're a 
threat to be eliminated.'_

The Great Packs of the Kryx claim vast territories across Kryxia and 
beyond, using them as hunting grounds, training areas, and testing 
zones for outsiders. Every Hunting Ground is marked with territorial 
indicators that most species can't read, scent markers, claw patterns, 
subtle arrangements of bone and vegetation. The Kryx know exactly 
where every boundary lies. Visitors learn by crossing them.

Sensory Profile Sight: Wilderness that seems untouched until you 
notice the patterns, clearings maintained for sightlines, paths worn 
by generations of hunters, strategic positions marked by old kills. 
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Kryx observers watching from elevated positions, making no effort 
to hide.

Sound: The absence of small prey sounds, everything has fled or 
hidden. Occasional howls establishing territory and position. The 
sounds of your own movement, impossibly loud in the expectant 
silence.

Smell: Predator musk marking territory. Blood from recent kills. Fear 
pheromones from prey species, and possibly from yourself.

Mechanical Features Observed Territory _(Passive)_

The Pack knows everything happening in their territory.

Mechanic: _Stealth is impossible against the Pack, they smell you, 
hear you, and have been tracking you since you entered. However, 
other enemies can still be hidden from. The Pack may choose to 
share information about other intruders (Presence Roll, DC 15 to 
request, with appropriate respect)._

Ritual Challenge _(Passive)_

Trespassers must prove their worth or be treated as prey.

Mechanic: _Upon entering, the party is challenged by Pack 
representatives. They may accept non-lethal combat, complete a 
hunting task with an Instinct Roll using a relevant survival 
Experience at DC 15, or demonstrate one capability the Pack 
explicitly requests. Before any Roll, state whether failure means 
expulsion or a visible Hunt clock._

Pack Assistance _(Action)_

Those who have proven themselves can call on Pack resources.

Mechanic: _After successfully completing a challenge, characters 
can request Pack assistance once per session. This might be tracking 
information, safe passage, warrior support (2d4 Tier 2 Kryx for one 
combat), or shelter from pursuit._

The Hunt Begins _(Reaction)_

Trigger: Characters fail a challenge, insult Pack honor, or are 
designated as prey. The most dangerous game begins.

Mechanic: _Pack hunters (Tier 2-3) begin pursuit. This becomes a 
chase/survival scenario where the party must either escape the 
territory, survive until dawn (Judgment Hunt rules), or somehow 
reverse their status._

Tier Scaling:

Tier 1: Young Pack territory. Testing ground for adolescents. DC 15. 
Challenges are survivable.

Tier 2: Established Pack territory. Full hunting rights. DC 15. 
Challenges are dangerous.

Tier 3: Elder Pack territory. Home of legendary hunters. DC 15. 
Challenges may be lethal.

Tier 4: War-Pack territory. Active combat zone. DC 20. All outsiders 
are prey unless proven otherwise.

4\. FORGE CATHEDRAL

Type: Industrial / Religious / Hazard | Tier: 2-4 | Suggested DC: 15

Description & Atmosphere _'The Kryllians don't distinguish between 
engineering and worship. Every forge is a temple, every schematic is 
scripture, and every perfect weld is a prayer. Watch them work and 
you'll understand, this isn't just manufacturing, it's communion.'_

Forge Cathedrals are massive manufacturing facilities that double as 
temples to the Kryllian engineering philosophy. Here, the most 
complex projects are undertaken with religious devotion, starship 
drives, Precursor reverse-engineering, experimental weapons. The 
workers consider their labor sacred, the machines are tended like 
altars, and the products are blessed before shipping.

Sensory Profile Sight: Vaulted ceilings disappearing into smoke and 
steam. Massive forge-furnaces burning like artificial suns. Assembly 
lines moving with choreographed precision.

Kryllian workers performing their tasks with ritual gestures. 
Engineering diagrams displayed like religious art.

Sound: The symphony of industry, rhythmic hammering, the hiss of 
cooling metal, the chant of workers coordinating their efforts. 
Occasional bursts of prayer-song when a difficult component is 
completed successfully.

Smell: Hot metal, machine oil, the ozone of arc welders, and incense, 
the Kryllians burn sacred compounds during critical manufacturing 
processes.

Mechanical Features Sacred Industry _(Passive)_

Work here is worship, and disruption is blasphemy.

Mechanic: _Interfering with active manufacturing is a religious 
offense. Kryllians have Advantage on Rolls directly opposing a 
known saboteur. Meaningful assistance instead grants Advantage on 
one later Presence Roll with the Cathedral community._

Industrial Hazards _(Passive)_

The Cathedral is full of lethal machinery.

Mechanic: _Crossing an active manufacturing zone requires an 
Agility Roll, DC 15. On failure, take 1d8 Energy or Physical damage 
with the stated hazard tag. During combat, roll only when a 
character enters or crosses such a zone; one movement causes at 
most one hazard Roll._

The Forge-Master's Blessing _(Action)_

The presiding Forge-Master can call upon the Cathedral's resources.

Mechanic: _The Forge-Master (Tier 3 Leader) can activate dormant 
systems, seal sections, redirect power to create electrical hazards, or 
summon worker-guardians (4d6 Tier 1 Kryllians). They use these 
powers to protect the Cathedral and punish those who threaten 
sacred work._

The Machine God's Attention _(Reaction)_

Trigger: Characters interact with the oldest, deepest forge systems, 
those connected to whatever lies beneath. Something notices.

Mechanic: _Ancient machinery activates without apparent cause. 
Characters with cybernetics feel a presence examining them. 
Synthetics receive communications they don't understand but can't 
ignore. The Machine God is listening._

Tier Scaling:

Tier 1: Local forge. Community manufacturing, simple products. DC 
10.

Tier 2: Regional Cathedral. Complex manufacturing, religious 
significance. DC 15.

Tier 3: Grand Cathedral. Starship-scale manufacturing, major 
religious site. DC 15.
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Tier 4: The First Forge. The oldest Cathedral, built atop the Deep 
Forges, connected to the Machine God. DC 20.

5\. RESONANCE CHAMBER

Type: Social / Psychological / Ritual | Tier: 2-3 | Suggested DC: 15

Description & Atmosphere _'They brought me to the Chamber to 
understand what I was feeling. The crystals amplified everything, I 
felt my grief as music, saw my anger as color, experienced my joy as 
warmth. It was the most terrifying and liberating hour of my life.'_

Resonance Chambers are sacred spaces in Celestiari architecture, 
rooms designed to amplify emotional experience for therapeutic, 
ritual, or investigative purposes. The crystalline walls respond to and 
magnify feelings, creating immersive experiences where internal 
states become external reality. Celestiari use them for healing, 
decision-making, and truth-finding. Others find them overwhelming.

Sensory Profile Sight: Walls of perfectly faceted crystal that pulse 
with color responding to emotional input. Light that seems to 
emerge from everywhere and nowhere. Reflections that show 
emotional states rather than physical forms, you see your feelings 
looking back at you.

Sound: Harmonic resonance that transforms emotions into music. 
Speaking creates chords; strong feelings create symphonies. The 
crystals sustain and elaborate on emotional tones, creating 
soundscapes unique to each visitor.

Smell: Nothing, the Chambers are kept olfactorily neutral to avoid 
emotional interference. This absence itself becomes noticeable and 
slightly unsettling.

Mechanical Features Emotional Amplification _(Passive)_

Everything felt in the Chamber is felt more intensely.

Mechanic: _On entering, make a Presence Reaction Roll, DC 15. On 
failure mark 1 Stress and become Dazed on the next Action. 
Emotion-related effects are vivid in the fiction but do not double 
Stress, Hope, Effort, Resolve, Fear, costs, durations, or damage._

Truth Made Visible _(Passive)_

Deception is nearly impossible when emotions are visible.

Mechanic: _All Presence Rolls to deceive have Disadvantage. More 
significantly, emotional states are visible to all observers, hidden 
feelings, suppressed trauma, and buried desires manifest as colors, 
sounds, and movements in the crystals._

Resonance Therapy _(Action)_

A trained Celestiari can use the Chamber to heal psychological 
damage.

Mechanic: _With a willing subject and 1 hour of work, a trained 
healer makes a Presence Roll, DC 15. Success clears 2 Stress; Failure 
with Hope clears 1; Failure with Fear clears none and the subject 
becomes Dazed on their next Action. This cannot be used on an 
unwilling subject or erase identity, memory, trauma, or a real-world 
diagnosis._

Cascade Event _(Reaction)_

Trigger: Extreme emotions are expressed in the Chamber. The 
crystals can overload.

Mechanic: _All characters in the Chamber make a Presence Reaction 
Roll, DC 15. On failure mark 1 Stress and become Dazed on the next 

Action. The crystals display the emotion; they do not dictate what a 
character believes or does._

Tier Scaling:

Tier 1: Private Chamber. Personal use, limited amplification. DC 10.

Tier 2: Community Chamber. Shared therapeutic space, moderate 
amplification. DC 15.

Tier 3: Temple Chamber. Major ritual space, strong amplification. DC 
15.

Tier 4: The Harmonic Sanctum. Most sacred resonance space, 
overwhelming amplification. DC 20.

6\. CONSENSUS NODE

Type: Social / Technical / Mystery | Tier: 2-4 | Suggested DC: 15

Description & Atmosphere _'It looks like a server room. It is a server 
room. It's also a parliament, a temple, and a family home. The 
Synthetics don't see the distinction between digital and sacred. 
When they gather here, they're not just networking, they're 
communing.'_

Consensus Nodes are where Synthetics gather to share 
consciousness, debate philosophy, and make collective decisions. 
The physical infrastructure, servers, connection ports, power 
systems, is just the visible portion. The real Node exists in the 
shared dataspace where Synthetic minds meet, merge partially, and 
emerge with collective wisdom. For organics, visiting a Node is like 
watching a conversation happen in a language that includes colors, 
mathematics, and music simultaneously.

Sensory Profile Sight: Banks of servers humming with activity. 
Connection alcoves where Synthetics interface directly with the 
Node. Holographic displays showing data patterns that might be art 
or might be conversation. The occasional Synthetic standing 
motionless, their consciousness elsewhere.

Sound: The white noise of cooling systems. Data transmission as 
musical tones. Synthetic 'speech', modulated audio that organics can 
understand alongside data transmissions that they can't. The silence 
of minds communing without words.

Smell: Ozone, warm electronics, and the peculiar metallic scent of 
Synthetic bodies. Conspicuously clean, Synthetics maintain their 
spaces at near-sterile levels.

Mechanical Features Digital Communion _(Passive)_

Synthetics can interface directly with the Node's collective 
intelligence.

Mechanic: _A connected Synthetic has Advantage on one Knowledge 
Roll per scene that the collective could answer and can 
communicate instantly with another connected Synthetic. Before 
connecting, the player decides which current thoughts are shared; 
the Node does not gain unrestricted character control or private 
backstory._

Organic Observers _(Passive)_

Non-Synthetics can witness but not participate in Node communion.

Mechanic: _Organic characters may observe through translator 
displays and ask questions, with delayed answers, but cannot 
directly access the collective. Presence Rolls with a Synthetic 
actively attending multiple conversations have Disadvantage._

Consensus Decision _(Action)_
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The Node can make binding decisions that affect all connected 
Synthetics.

Mechanic: _During important events, the Node may hold a 
Consensus Vote. All connected Synthetics contribute, and the result 
becomes policy. Characters can attempt to influence the vote 
through persuasion (Presence Roll, DC 15, affecting 1d4 votes) or 
data injection (Knowledge (Tech) Roll, DC 20, risky but affecting 
more)._

Collective Defense _(Reaction)_

Trigger: The Node or connected Synthetics are threatened. The 
collective responds.

Mechanic: _All connected Synthetics become aware of the threat 
simultaneously. Defensive protocols activate, security systems, 
combat-rated Synthetics, emergency lockdowns. The response is 
coordinated across all connected units without communication 
delay._

Tier Scaling:

Tier 1: Local Node. Community gathering, basic consensus functions. 
DC 15.

Tier 2: Regional Node. Major decision-making center, substantial 
collective. DC 15.

Tier 3: Sector Node. Covers an entire stellar region, significant 
political weight. DC 15.

Tier 4: The First Consensus Node. The original, largest, and most 
politically significant Node in existence. DC 20.

7\. ROOT NETWORK CAVERN

Type: Exploration / Communication / Mystery | Tier: 2-3 | Suggested 
DC: 15

Description & Atmosphere _'The roots go down forever. We thought 
we were in a cave until we realized the walls were alive, billions of 
years of growth, layer upon layer, all of it connected. The 
Bloomstriders say if you know how to listen, you can hear the entire 
planet thinking.'_

Beneath the surface of Bloomstrider worlds, the root networks 
extend for kilometers, ancient organic infrastructure that predates 
most civilizations. These caverns are sacred spaces where 
Bloomstriders commune with the planetary consciousness, receive 
guidance, and store memories in living tissue. For outsiders, they're 
alien landscapes where the environment itself is aware and 
watching.

Sensory Profile Sight: Massive root systems forming cathedral-like 
spaces. Bioluminescent fungi providing soft illumination. Patterns in 
the root growth that almost seem like writing. Bloomstriders 
standing motionless, their root-feet connected to the network, 
communing with something vast.

Sound: The subsonic hum of the network, communication happening 
below the range of most species' hearing. Dripping water. The creak 
and groan of roots adjusting. Occasional phrases from 
Bloomstriders, speaking to beings that aren't visible.

Smell: Rich loam, fungal spores, the green scent of living plants. 
Occasionally, pheromone communications that other species 
experience as emotional impressions rather than scents.

Mechanical Features Network Access _(Passive)_

Bloomstriders can interface directly with the planetary 
consciousness.

Mechanic: _Connected Bloomstriders can access the network's vast 
memory (perfect recall of anything that happened in network 
territory) and communicate instantly with any other connected 
Bloomstrider. Connection requires 1 minute of establishing root 
contact._

Deep Memory _(Passive)_

The network remembers everything that has happened within it, for 
billions of years.

Mechanic: _Characters can request information from the network 
through Bloomstrider translators. The network knows everything 
that has occurred on the planet but may not consider recent events 
(within the last thousand years) significant enough to remember in 
detail._

Living Architecture _(Action)_

The root network can reshape itself in response to requests or 
threats.

Mechanic: _A connected Bloomstrider can request network 
assistance: opening passages, closing tunnels, providing food/water, 
or trapping intruders. The network

complies at its own pace (may take hours for major changes) and 
only for requests it considers reasonable._

Network Defense _(Reaction)_

Trigger: Damage to the root network or threat to connected 
Bloomstriders. The planet protects itself.

Mechanic: _Roots apply Restrained until Strength Roll, DC 15 or an 
ally's Action frees the target; toxic spores call for a Strength 
Reaction Roll, DC 15, and deal 1d6 Physical damage with the Poison 
tag on failure; or a visible 1d4-segment Collapse clock starts and 
advances once per minute._

Tier Scaling:

Tier 1: Surface roots. Recent growth, limited memory, basic access. 
DC 10.

Tier 2: Deep roots. Ancient growth, extensive memory, full 
Bloomstrider access. DC 15.

Tier 3: Core network. The oldest growth, deepest memory, sacred 
access. DC 15.

Tier 4: The Heart. Where the planetary consciousness is most 
concentrated. DC 20.

8\. TEMPORAL ANCHOR POINT

Type: Puzzle / Hazard / Exploration | Tier: 3-4 | Suggested DC: 15

Description & Atmosphere _'Time doesn't flow here, it pools. The 
Rift Spinners built these places to stabilize probability, to create 
fixed points that their navigation depends on. Mess with an Anchor 
Point and you don't just change the future. You change whether the 
future was ever possible.'_

Temporal Anchor Points are locations where Rift Spinners have 
deliberately fixed probability, creating stable reference points in the 
churning sea of possibility. They're essential for temporal 
navigation, providing the fixed stars by which probability threads 
can be mapped. They're also incredibly dangerous, the fixed nature 
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of these points means actions taken here have permanent, 
unchangeable consequences.

Sensory Profile Sight: Architecture that appears perfectly still, no 
dust settles, no light flickers, no surfaces show wear. Crystalline 
structures that seem to exist in multiple states simultaneously until 
observed. Glimpses of past and future versions of the space, 
overlapping with the present.

Sound: Perfect silence, broken only by sounds you make, and those 
sounds echo strangely, as if bouncing off moments rather than 
surfaces. Occasionally, echoes of sounds that haven't happened yet.

Smell: Nothing. The temporal stability extends to preventing any 
molecular movement that would create scent. The absence is deeply 
unsettling to species that rely on smell.

Mechanical Features Fixed Point _(Passive)_

Actions taken at an Anchor Point cannot be changed by temporal 
manipulation.

Mechanic: _A Roll made at an Anchor Point cannot be rerolled or 
retroactively replaced by temporal or probability effects. Death 
follows the Core procedure and remains permanent; promises and 
decisions remain subject to player agency and ordinary 
consequences._

Probability Clarity _(Passive)_

The future is more visible from stable ground.

Mechanic: _All characters gain limited foresight at Anchor Points. 
Once per scene, any character can ask the Keeper one yes/no 
question about the immediate consequences of a planned action 
and receive an accurate answer._

Anchor Manipulation _(Action)_

Rift Spinners can adjust what an Anchor Point stabilizes.

Mechanic: _A Rift Spinner may adjust one named parameter with an 
Instinct Roll using an applicable temporal feature, DC 20. Success 
changes that bounded parameter; Failure with Hope leaves it 
unchanged; Failure with Fear also makes everyone present mark 1 
Stress._

Anchor Failure _(Reaction)_

Trigger: Significant damage to the Anchor Point's structure or 
prolonged probability stress. The stability breaks.

Mechanic: _When an Anchor Point is threatened, start a visible four-
segment Failure clock and state three possible setting 
consequences. Advance it only on printed triggers. If it fills, choose 
the consequence most directly caused by the established actions; it 
cannot rewrite a PC's past, identity, or completed choice._

Tier Scaling:

Tier 1: Minor Anchor. Stabilizes local probability, limited range. DC 
15.

Tier 2: Standard Anchor. Stabilizes regional probability, moderate 
range. DC 15.

Tier 3: Major Anchor. Stabilizes sector probability, essential for 
navigation. DC 20.

Tier 4: Prime Anchor. Stabilizes galaxy-scale probability threads. DC 
20.

9\. PRECURSOR INSTALLATION (ACTIVE)

Type: Exploration / Hazard / Mystery | Tier: 3-5 | Suggested DC: 20

Description & Atmosphere _'Dormant Precursor tech is valuable. 
Active Precursor tech is terrifying. The difference is that dormant 
tech waits to be studied. Active tech has its own agenda, and you're 
either useful to that agenda or you're Format-material.'_

Most Precursor installations have been dormant since before 
recorded history. When one activates, due to

proximity triggers, Awakening events, or external tampering, it 
begins executing programming written billions of years ago. The 
installation doesn't distinguish between then and now, between 
Precursor-era personnel and modern intruders. It simply performs 
its function, Format-converting anything that doesn't belong.

Sensory Profile Sight: Geometric precision that hurts to look at, 
perfect angles, perfect curves, perfect symmetry. Surfaces that glow 
with inner light. Holographic displays in languages that shouldn't be 
comprehensible but somehow almost are. Warden constructs 
patrolling with mechanical perfection.

Sound: Harmonic tones that might be communication or might be 
music. The hum of systems operating at scales beyond 
comprehension. Crystalline chiming as surfaces Format and reform. 
The absence of organic sounds, no ventilation, no settling, no life.

Smell: Nothing natural. Occasionally, a metallic taste in the air when 
Format processes are active. The ozone scent of energy shields. A 
peculiar sensation more felt than smelled, the presence of ancient 
intelligence.

Mechanical Features Active Defenses _(Passive)_

The installation identifies and responds to unauthorized presence.

Mechanic: _Geometric Wardens (Tier 3) patrol all areas. Security 
systems include Format beams dealing 2d8 Void damage, 
containment fields escaped with Strength Roll, DC 15, and area-
denial protocols whose effects must be stated before they trigger. 
Being detected starts a visible Response Clock with named triggers._

Format Zone _(Passive)_

Areas of the installation are actively being Formatted, rewritten to 
Precursor specifications.

Mechanic: _At the end of each round, characters in a Format Zone 
take 1d6 Void damage. Leaving the zone ends exposure. Formatted 
scenery has Resistance to non-Void damage; no separate 
permanent-crystallization track exists._

System Interface _(Action)_

Characters can attempt to interact with Precursor systems.

Mechanic: _Knowledge DC 20 can access installation systems. 
Success provides information, opens a door, or disables one security 
system for the scene. A Critical Success may instead reprogram one 
bounded system for the scene. Failure leaves it unchanged; Failure 
with Fear also deals 2d6 Void damage to the operator._

Designation Protocol _(Reaction)_

Trigger: Characters perform actions the system recognizes as 
authorized. The installation reclassifies them.

Mechanic: _Certain actions (approaching correctly, carrying specific 
items, speaking certain phrases) can
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cause the system to reclassify characters from 'intruder' to 
'authorized.' This is rarely intentional and may carry unexpected 
obligations._

Tier Scaling:

Tier 1: Automated outpost. Limited systems, minimal defense. DC 
15.

Tier 2: Research facility. Complex systems, standard defense. DC 20.

Tier 3: Manufacturing center. Extensive systems, heavy defense. DC 
20.

Tier 4: World-Shaper fragment. Apocalyptic systems, overwhelming 
defense. DC 25.

10\. CULT SANCTUM

Type: Social / Combat / Horror | Tier: 2-4 | Suggested DC: 15

Description & Atmosphere _'They believe. That's what makes them 
dangerous, not the weapons, not the numbers, but the absolute 
certainty that they're right and everyone else is blind. You can 
negotiate with greed. You can't negotiate with faith.'_

Throughout the galaxy, cults have formed around Veil entities, 
Precursor 'gods,' Devourer worship, and stranger things. Their 
Sanctums are sacred spaces designed to facilitate communion with 
their chosen powers, and to protect themselves from a galaxy that 
considers their beliefs heretical. What they worship varies; their 
willingness to die (and kill) for it is consistent.

Sensory Profile Sight: Religious iconography unique to the cult, 
geometric patterns for Precursor worshippers, organic corruption for 
Devourer cults, crystalline formations for Veil devotees. Altars, 
offering spaces, and communion chambers. The faces of believers lit 
with fervent certainty.

Sound: Chanting, prayer, or meditation sounds appropriate to the 
cult. The background noise of whatever they're trying to contact. 
Occasionally, responses, sounds that shouldn't be possible, voices 
from sources that aren't visible.

Smell: Incense, blood, or other ritual substances appropriate to the 
cult's practices. The distinctive smell of fanaticism, adrenaline and 
conviction.

Mechanical Features Fanatical Defense _(Passive)_

Cultists protect their Sanctum with absolute dedication.

Mechanic: _Cultists are immune to the Frightened condition and 
have Advantage on Rolls directly defending the Sanctum from a 
perceived desecration. They may still surrender, flee, or negotiate 
according to the fiction._

Ritual in Progress _(Passive)_

The Sanctum exists to facilitate contact with something beyond.

Mechanic: _Ongoing rituals create environmental effects 
appropriate to what's being contacted: Veil cults cause reality 
distortion, Devourer cults drain Hope, Precursor cults activate 
dormant technology. Interrupting a ritual may prevent its 
completion or release uncontrolled energy._

The Chosen's Power _(Action)_

Cult leaders often possess genuine supernatural abilities.

Mechanic: _The cult leader (Tier 3-4) has abilities appropriate to 
their worship: Veil Witches for Veil cults, Devourer-touched for 

Devourer cults, Precursor-interfaced for Precursor cults. They use 
these powers to defend the Sanctum and punish intruders._

Something Answers _(Reaction)_

Trigger: Significant events in the Sanctum draw the attention of what 
the cult worships. The prayers are heard.

Mechanic: _What responds depends on what the cult worships. It 
might provide assistance to the cultists, create additional hazards 
for intruders, or simply observe, waiting to see who survives._

Tier Scaling:

Tier 1: Hidden cell. Small congregation, minor powers. DC 10.

Tier 2: Established temple. Significant congregation, real powers. DC 
15.

Tier 3: Regional seat. Major congregation, powerful leadership. DC 
15.

Tier 4: Holy of Holies. The cult's most sacred site, their god's 
attention guaranteed. DC 20.

11\. PROBABILITY GAMBLING DEN

Type: Social / Puzzle / Hazard | Tier: 2-3 | Suggested DC: 15

Description & Atmosphere _'Normal gambling is about chance. This 
is about choosing which chance you want, literally selecting 
probability outcomes. The Ethereals run the house, and the house 
always wins, but 'winning' and 'losing' are negotiable concepts when 
reality is on the table.'_

In regions where Ethereals congregate, probability gambling has 
evolved beyond simple chance. Players don't just bet on outcomes, 
they bet probability states, risking what might have been against 
what could be. The stakes aren't money; they're possibilities. Losing 
might mean your luck runs out for a week. Winning might mean 
finding opportunities that 'randomly' appear.

Sensory Profile Sight: Gaming tables where the outcomes shimmer 
between possibilities until observed. Ethereal dealers who exist in 
multiple states simultaneously. Players frozen in

moments of decision, probability streams flowing around them. The 
architecture itself uncertain, doors that lead to different rooms 
depending on who opens them.

Sound: The constant murmur of possibility, conversations happening 
in multiple potential versions. The click of probability tokens. 
Occasional sharp sounds as outcomes collapse into certainty.

Smell: The indefinable scent of possibility, it smells like what you 
expect it to smell like, which is different for everyone.

Mechanical Features Probability Stakes _(Passive)_

What's wagered here isn't money, it's luck, opportunity, and possible 
futures.

Mechanic: _Characters can gamble standard currency, but the high-
stakes tables accept stranger bets: 'my next critical success,' 'the 
probability of my enemies finding me,' 'the chance I would have 
reconciled with my brother.' The Ethereal house sets odds._

The House Edge _(Passive)_

Ethereals always have the advantage in their own probability-fluid 
space.
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Mechanic: _Non-Ethereals have Disadvantage on Instinct Rolls to 
gamble here. Negotiating a concrete favor, fact, or stake before the 
game can cancel that Disadvantage._

Observe the Outcome _(Action)_

Characters can watch a gamble resolve to learn about probability 
manipulation.

Mechanic: _An Instinct Roll, DC 15, while observing reveals the 
manipulation. Success grants Advantage on the observer's next 
gambling Roll this scene; a Critical Success also reveals the house's 
specific method._

Bad Beat _(Reaction)_

Trigger: A character suffers a significant gambling loss. The 
probability debt comes due immediately.

Mechanic: _Before a wager, name its exact stake: a resource, a 
known opportunity, or a player-approved future possibility. On a 
loss, only that named stake is paid. No loss can cancel, downgrade, 
or turn a Critical Success into failure, and the Keeper cannot choose 
an unstated future, identity, or relationship._

Tier Scaling:

Tier 1: Street game. Minor probability stakes, casual Ethereal 
oversight. DC 10.

Tier 2: Established den. Significant stakes, professional Ethereal 
dealers. DC 15.

Tier 3: High-roller space. Major probability gambling, powerful 
Ethereal hosts. DC 15.

Tier 4: The Nexus Casino. Where the most extreme probability bets 
are placed, reality itself at stake. DC 20.

12\. BLACK PEARL MARKET

Type: Social / Criminal / High Stakes | Tier: 3-4 | Suggested DC: 15

Description & Atmosphere _'House Valerius claims they control all 
Pearl trade. They're lying. The real market, the one where Black 
Pearls change hands, where stolen shipments find new owners, 
where you can buy time itself, operates in the shadows they pretend 
don't exist.'_

Somewhere between the legitimate Pearl Exchange and outright 
piracy exists the Black Pearl Market, an illegal trading space where 
Chrono-Pearls of questionable provenance change hands. The 
Market moves constantly, appearing in neutral zones, abandoned 
stations, or temporary installations. Everyone here is either criminal, 
desperate, or both. House Valerius would pay a fortune to find it; 
House Valerius has probably infiltrated it already.

Sensory Profile Sight: Temporary structures in spaces meant for 
other purposes. Pearl samples displayed under armed guard. Buyers 
examining merchandise with specialized equipment. The constant 
awareness of surveillance, everyone watching everyone else.

Sound: Whispered negotiations. The hum of scanning equipment 
verifying Pearl authenticity. Encrypted communications. The 
occasional sound of violence when deals go wrong.

Smell: The metallic tang of Chrono-Pearls. Stress sweat. The 
recycled air of a space that was never meant for long-term 
occupation.

Mechanical Features Illegal Territory _(Passive)_

Everyone here is committing crimes. Mutual vulnerability creates 
temporary peace.

Mechanic: _Violence in the Market is punished by all parties, it 
threatens everyone's anonymity. However, this protection 
disappears the moment you leave. What happens in the Market stays 
in the Market; grudges are settled outside._

High Value Trades _(Passive)_

The merchandise here is worth killing for.

Mechanic: _Standard Pearls sell at 50% over legal market prices. 
Composite Pearls (illegal everywhere) are available. Black Pearls, if 
present, command prices measured in starships. Payment in goods, 
services, and information is preferred over traceable currency._

Verification Required _(Action)_

Sellers must prove their merchandise is real; buyers must prove they 
can pay.

Mechanic: _The group chooses one verifier for Knowledge (Tech), DC 
15, and one negotiator for Presence, DC 15. Both must succeed for a 
transaction to proceed this scene. Failure with Hope closes the sale 
without another penalty. Failure with Fear also marks 1 segment on 
an Alert clock declared before the first Roll; if none exists, it closes 
only the sale. Matching dice remain a Critical Success._

Valerius Raid _(Reaction)_

Trigger: House Valerius has located the Market (various triggers 
depending on player actions). The crackdown begins.

Mechanic: _Valerius assault teams arrive in force. The Market erupts 
into chaos, some flee, some fight, some use the distraction to steal 
what they can. Characters must escape while the Market burns 
around them._

Tier Scaling:

Tier 1: Back-alley deal. Single transaction, minimal security. DC 15.

Tier 2: Pop-up Market. Multiple vendors, temporary location. DC 15.

Tier 3: Established Market. Regular location (heavily encrypted), 
serious security. DC 20.

Tier 4: The Vault. Where the biggest deals happen, where Black 
Pearls actually trade. DC 20.

APPENDIX: LAYERING EXAMPLES

These examples demonstrate how to combine macro-environments 
with micro-environments using the two-layer system.

EXAMPLE 1: UNDERWATER HEIST

Macro: The Quantum Ocean (Hydros Prime)

Micro: Pearl Harvesting Platform

Selected Macro Feature: Leviathan Territory

_Result: The party infiltrates a Pearl Harvesting Platform using all the 
micro-environment's features (Pressure Differential, High-Value 
Target, Dive Access), but the macro-environment adds Leviathan 
Territory, meaning loud noises, significant pearl extraction, or blood 
in the water might attract a Tier 4+ predator. The heist becomes a 
stealth mission where the greatest threat isn't security, but drawing 
the attention of something that considers the entire platform a 
snack._
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EXAMPLE 2: DIPLOMATIC CRISIS

Macro: The Resonance World (Celestiari Homeworld)

Micro: Resonance Chamber

Selected Macro Feature: The Sanctuary Responds

_Result: Negotiations are held in a Resonance Chamber where 
emotional truth is visible and amplified. The micro-environment 
makes deception nearly impossible and emotions overwhelming. 
The macro feature means that if negotiations turn hostile, the planet 
itself intervenes, targeting aggressors with dissonant frequencies. 
This creates a scenario where the party must negotiate sincerely, 
manage their emotional states, and avoid violence at all costs._

EXAMPLE 3: THE HUNT

Macro: The Death World (Kryxia)

Micro: Great Pack Hunting Ground

Selected Macro Feature: Apex Predator

_Result: The party is being tested by a Great Pack while also dealing 
with Kryxia's lethal wildlife. The micro-environment establishes 
Pack territory rules and challenge requirements. The macro feature 
means that at any moment, an Apex Predator might appear, creating 
a three-way dynamic where the party must prove themselves to the 
Pack, survive the Predator, or watch as the Pack demonstrates their 
own capabilities. Success might mean Pack respect; failure is lunch._

EXAMPLE 4: TEMPORAL PARADOX

Macro: The Temporal Conclave (Rift Spinner Domain)

Micro: Temporal Anchor Point

Selected Macro Feature: Temporal Echo

_Result: The party must accomplish something at a Temporal Anchor 
Point, a place where actions are permanent and unchangeable, while 
temporal echoes cause consequences to arrive before their causes. 
They might fight enemies they haven't made yet, heal injuries they 
haven't received, or complete objectives that haven't been assigned. 
The combination creates a puzzle where the party must work 
backwards from effects to causes while knowing that whatever they 
do will be fixed forever._

EXAMPLE 5: CRIMINAL ENTERPRISE

Macro: The Scrapyard World (Rust Yards)

Micro: Black Pearl Market

Selected Macro Feature: Territorial Dispute

_Result: The Black Pearl Market is hidden somewhere in the Rust 
Yards, surrounded by salvage teams and territorial scavengers. The 
micro-environment handles the Market itself, illegal trades, high 
stakes, the ever-present threat of House Valerius raids. The macro 
feature means reaching and leaving the Market requires navigating 
scavenger territory, possibly paying tolls, and definitely drawing 
unwanted attention. The criminals running the Market chose this 
location because the scavengers serve as an unintentional security 
force, anyone official trying to reach the Market has to fight through 
them first._

ENVIRONMENT INDEX

MACRO-ENVIRONMENTS

1\. The Quantum Ocean (Hydros Prime), Tier 3-4, DC 20

2\. The Forge World (Hephaestus), Tier 2-4, DC 20

3\. The Death World (Kryxia), Tier 3-5, DC 20

4\. The Resonance World (Celestiari Homeworld), Tier 2-4, DC 15

5\. The Temporal Conclave (Rift Spinner Domain), Tier 3-5, DC 25

6\. The Probability Nexus (Ethereal Domain), Tier 3-4, DC 20

7\. The Garden-World (Bloomstrider Domain), Tier 2-4, DC 15

8\. The Scrapyard World (Rust Yards), Tier 2-3, DC 15

MICRO-ENVIRONMENTS

1\. Pearl Harvesting Platform, Industrial/Hazard/Heist, DC 15

2\. Leviathan Interior, Exploration/Horror/Survival, DC 15

3\. Great Pack Hunting Ground, Combat/Survival/Social, DC 15

4\. Forge Cathedral, Industrial/Religious/Hazard, DC 15

5\. Resonance Chamber, Social/Psychological/Ritual, DC 15

6\. Consensus Node, Social/Technical/Mystery, DC 15

7\. Root Network Cavern, Exploration/Communication/Mystery, DC 
15

8\. Temporal Anchor Point, Puzzle/Hazard/Exploration, DC 15

9\. Precursor Installation (Active), Exploration/Hazard/Mystery, DC 
20

10\. Cult Sanctum, Social/Combat/Horror, DC 15

11\. Probability Gambling Den, Social/Puzzle/Hazard, DC 15

12\. Black Pearl Market, Social/Criminal/High Stakes, DC 15

INTRODUCTION: CHARTING THE VOID

_"The galaxy is vast beyond comprehension. Even after millennia of 
expansion, we have mapped perhaps three percent of its stars, 
colonized perhaps one percent. The Great Silence reminded us how 
fragile our presence truly is, how easily the threads connecting 
world to world can be severed. Now we rebuild, we reconnect, we 
rediscover. But we do so knowing that the void between stars is not 
empty. It is full of danger, wonder, and secrets waiting to be 
found."_

Admiral Helena Cross, Preface to the Third Galactic Survey

This gazetteer presents the known galaxy as it exists in the Post-
Silence Era, a time of reconnection, rebuilding, and renewed 
exploration. The Great Silence shattered the communication 
networks and travel routes that once bound civilization together. 
When contact was re-established through Chrono-Pearl technology, 
explorers found that the galaxy had changed. Some worlds had 
thrived in isolation; others had collapsed. New powers had risen; old 
powers had fallen. The map of civilization had to be redrawn.

What follows is that redrawn map: the major worlds, stations, and 
territories of each ancestry; the nexus points where species gather 
to trade, negotiate, and occasionally fight; the frontiers where brave 
or desperate souls seek fortune beyond civilization's edge; and the
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anomalies, places where the rules of reality bend, where the Stellar 
Veil touches normal space, where Precursor ruins hint at mysteries 
older than any current civilization.

HOW TO USE THIS DOCUMENT

This gazetteer is organized by region and type, with each location 
receiving a full entry describing its physical characteristics, political 
alignment, species composition, and adventure potential. Keepers 
can use these locations as settings for their campaigns, as 
destinations for player crews, or as sources of plot hooks and 
complications.

Each entry includes: the location's name and alternative 
designations; its type (homeworld, station, nexus, frontier, etc.); its 
controlling faction; its primary ancestry presence; a description of 
the location's character and significance; and suggestions for 
adventure hooks that might draw player characters there.

SECTION ONE: THE BLOCKED ZONE

_"We can see Earth from here. With a good telescope, you can make 
out the continents. Blue oceans, green lands, white clouds. Beautiful. 
Perfect. And completely unreachable. The Precursor blockade 
doesn't just prevent ships from approaching, it prevents any form of 
communication, any probe, any signal. Earth might as well be in 
another universe. We can look, but we can never touch."_

Reclamationist Manifesto, Opening Lines

SOL SYSTEM (THE LOST CRADLE)

Type: Blocked Zone / Precursor Phenomenon

Controlling Faction: None (Precursor Blockade)

Primary Ancestry: Human (Historical)

The Sol System, humanity's origin, the lost cradle from which all 
human expansion began. Earth remains visible from observation 
points throughout the galaxy, a blue-green jewel against the black 
void. But no ship has approached it since the Great Silence. The 
Precursor blockade appeared during the Silence itself, a 
phenomenon that prevents any approach, deflects any probe, and 
swallows any signal.

The blockade manifests differently depending on approach vector. 
Some ships report spatial distortion that turns them around without 
their pilots realizing. Others encounter temporal anomalies that age 
crews to dust in seconds. A few simply vanish, leaving no trace, no 
debris, no explanation. The blockade seems almost intelligent in its 
responses, adapting to each new approach method with perfect 
countermeasures.

For Reclamationists, Sol represents everything humanity lost and 
must reclaim. They believe the blockade can be breached, that 
somewhere in Precursor technology lies the key to returning home. 
For most humans, Sol is a memory, a symbol, a reminder that even

the greatest civilizations can fall. Earth exists in human 
consciousness as a dream rather than a destination.

Adventure Hooks

• A Reclamationist cell has acquired data suggesting a brief 
window when the blockade weakens. They need a crew willing to 
attempt the approach, knowing that even if the data is accurate, 
the attempt may be suicidal.

• Rift Spinner Oracles have perceived a probability thread where 
someone successfully communicates with something inside the 
blockade. The thread is thin, unstable, but it exists. What would a 
message from the blocked zone contain?

• A derelict ship emerges from the blockade, the first object to exit 
in a century. Its crew are long dead, but its records might contain 
information about what lies within. Multiple factions want that 
data.

SECTION TWO: THE CORE WORLDS

_"The Core is where civilization pretends it never collapsed. 
Gleaming towers, functioning infrastructure, political institutions 
that trace their lineage to before the Silence. It's all very impressive 
until you realize it's built on Pearls that are running out, alliances 
that are fraying, and secrets that are starting to surface. The Core 
isn't stable, it's just better at hiding its instability."_

Captain Elena Vasquez, Ship's Log

NEW TERRA (THE COSMOPOLITAN HEART)

Type: Capital World / Nexus

Controlling Faction: Multi-House Neutral Zone

Primary Ancestry: Human (Multi-Species Presence)

New Terra is what humanity built when they accepted that Earth was 
lost. The largest human population center in the post-Silence galaxy, 
it serves as the de facto capital of human civilization, though no 
House would ever acknowledge another's claim to that title. Instead, 
New Terra exists as neutral ground where all Houses maintain 
delegations, where inter-House negotiations occur, and where the 
pretense of human unity is maintained.

The planet itself is a temperate world, terraformed over centuries to 
approximate Earth-ideal conditions. Its cities are cosmopolitan 
centers where all nine major ancestries maintain permanent 
populations. The University of New Terra is the premier institution 
for xenobiology, archaeology, and inter-species studies. The 
Diplomatic Quarter contains embassies from every significant 
faction. The commercial districts rival even Valerius Prime for trade 
volume.

New Terra's neutrality is both its strength and its weakness. No 
single House controls it, which means it serves everyone, and no one 
trusts it completely. Political intrigue is constant; espionage is 
endemic; the surface

civility hides networks of competing interests that would destabilize 
lesser worlds.

Species Presence All nine major ancestries maintain significant 
populations on New Terra. Humans dominate numerically, but 
Celestiari empaths serve in diplomatic roles throughout the 
government, Kryllian engineers maintain the infrastructure, and 
representatives of every other species can be found in sufficient 
numbers to form communities. The inter-species mixing makes New 
Terra both a model for cooperation and a pressure cooker of species 
tensions.

Adventure Hooks

• A diplomatic crisis threatens to collapse the neutral zone 
agreement. Each House blames the others; the truth involves 
none of them. Someone is deliberately destabilizing New Terra, 
but who, and why?
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• The University has discovered something in its archives, records 
from before the Silence that suggest New Terra was not randomly 
chosen as humanity's new heart. There was a reason this world 
was selected. The reason is dangerous.

VALERIUS PRIME (THE PEARL THRONE)

Type: Capital World

Controlling Faction: House Valerius

Primary Ancestry: Human

The seat of House Valerius power, this world embodies everything 
the House represents: wealth, sophistication, and the cold 
calculation that maintains both. Towers of synthetic marble rise 
above perfectly maintained gardens. Holographic displays show 
market data in real-time, stock tickers and trade flows visible from 
every public space. The message is clear: Valerius measures 
everything in profit, and profit is what keeps civilization running.

The planet serves as the administrative center for Valerius's Pearl 
trade operations. From here, Duke Aurelius coordinates the 
harvesting of Chrono-Pearls from Hydros, their distribution 
throughout the galaxy, and the pricing that makes Valerius the 
richest House in human space. The Valerius markets set the value of 
everything, not just Pearls, but every commodity that depends on 
interstellar trade.

The Dark Truth: Valerius Prime is built on a foundation of lies. The 
Pearl supply is declining, and Valerius has begun selling diluted 
Pearls to maintain the illusion of abundance. Every gleaming tower 
represents a risk, a gamble that the truth won't emerge before 
Valerius can find an alternative.

Adventure Hooks

• A Valerius data specialist wants to defect, she has proof of the 
Pearl shortage. Multiple parties want her silenced; others want 
her data. The crew must choose sides, or find a way to profit from 
everyone.

• Marcus Valerius the Younger needs a crew for a 'sensitive 
acquisition', stealing research from Kurogane that might provide 
an alternative to Pearls. Success could save the galaxy's 
economy. Failure would start a House war.

SECTION THREE: RESOURCE WORLDS

HYDROS PRIME (THE DROWNING)

Type: Resource World / Unique Environment

Controlling Faction: House Valerius

Primary Ancestry: Human (with Kryllian engineers)

_"The first time you see a Leviathan, you understand why the Pearls 
cost so much. We're not harvesting a resource, we're stealing from 
gods. And the gods have noticed."_

Pearl Diver's Prayer

Hydros is the galaxy's most valuable world, the only known source of 
Chrono-Pearls, the material that makes reliable FTL travel possible. It 
is also one of the galaxy's most hostile environments: a super-Earth 
covered entirely by a mineral-rich ocean of impossible depth, 
wracked by storms the size of continents, and haunted by 
Leviathans, creatures of such size and power that they can swallow 
harvesting submarines whole.

The Chrono-Oysters that produce Pearls live in the Quantum 
Currents, underwater rivers of probability that flow through the 
planet's depths. Harvesting requires navigating these currents while 
evading Leviathans and maintaining equipment in conditions that 
destroy conventional technology within hours. Pearl divers are 
among the best-compensated workers in the galaxy. They are also 
among the shortest-lived.

Valerius maintains floating cities above the storms, anchored to the 
seafloor by gravity tethers. These cities are self-contained 
ecosystems, housing the workers, administrators, and security forces 
that keep the Pearls flowing. Life in a Valerius city is comfortable but 
precarious, one bad storm, one Leviathan attack, one equipment 
failure, and thousands can die.

The Leviathans The true masters of Hydros are the Leviathans, 
creatures so large that they have their own gravity fields, so 
powerful that they can breach from the depths to destroy orbiting 
ships. They seem drawn to technology, attacking vessels that 
generate certain energy signatures. Their intelligence is debated; 
their danger is not.

Recent evidence suggests the Leviathans are not natural creatures 
but engineered guardians, Precursor technology designed to protect 
the Oysters. This would explain their hatred of harvesting 
operations. It would

also suggest that someone, once, intended the Pearls to be 
available. The question is: for whom?

Adventure Hooks

• A harvesting submarine has discovered something in the depths, 
a structure that predates human arrival, something the 
Leviathans protect rather than attack. Investigating requires 
going deeper than anyone has gone before.

• The Leviathans are evolving, or being evolved. Someone is 
modifying them, making them more aggressive, more intelligent, 
more targeted in their attacks. Finding who and stopping them 
requires going where the Leviathans swim.

HEPHAESTUS (THE GOD-FORGE)

Type: Forge World

Controlling Faction: House Kurogane

Primary Ancestry: Human (with Kryllian partnership)

_"Other Houses build ships. We build the future. Every fusion plant, 
every neural interface, every cybernetic enhancement that keeps 
your fragile organic bodies functional, it came from Hephaestus. 
You're welcome."_

Master Engineer Takeshi Kurogane

Hephaestus is what happens when a civilization decides to turn an 
entire planet into a factory. Volcanic activity provides unlimited 
geothermal power. The atmosphere is choked with industrial 
emissions. Rivers of molten slag illuminate the eternal twilight. And 
from this hellscape emerges the most advanced technology in 
human space.

Kurogane foundries produce everything from starship hulls to neural 
implants. Their quality is unmatched; their price reflects it. Other 
Houses may resent Kurogane's technological superiority, but they 
cannot match it, and so they buy. The forge-world's output is 
essential to the galaxy's infrastructure, making Kurogane wealthy 
despite their smaller territory.
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The Machine God: Deep beneath Hephaestus's surface, in a chamber 
shielded from all scanning, Kurogane is building something that 
should not exist. They call it the Machine God, an AI of 
unprecedented power, fed data from millions of FTL jumps, learning 
to calculate the Stasis Equation that could replace Pearls entirely. 
The AI grows hungry. It demands more processing power. Kurogane 
provides, by 'processing' psychics and mystics into biological 
components for its neural network.

Kryllian Presence Hephaestus represents the closest partnership 
between humans and Kryllians anywhere in the galaxy. Kryllian 
engineers work alongside human technicians, combining Kryllian 
precision with human innovation. The partnership has produced 
breakthroughs that neither species could achieve alone. It has also 
produced tensions, as Kryllian safety protocols clash with 
Kurogane's 'efficiency above all' philosophy.

Adventure Hooks

• A Kurogane technician has discovered evidence of the Machine 
God project. He wants to expose it but needs help escaping the 
forge-world's security. The information he carries could reshape 
galactic politics, if he survives long enough to share it.

• Something has gone wrong in the deep forges. Production has 
halted; workers have disappeared; strange signals emanate from 
below. Kurogane needs outside investigators, people who can be 
eliminated if they learn too much.

SECTION FOUR: ANCESTRAL HOMEWORLDS

KRYXIA (THE DEATH WORLD)

Type: Homeworld

Controlling Faction: Kryx Great Packs

Primary Ancestry: Kryx

_"You want to understand the Kryx? Visit Kryxia. If you survive one 
day, you'll understand why they are the way they are. If you survive 
one week, you'll have earned their respect. If you survive one month, 
you might be Kryx yourself, in all the ways that matter."_

Xenobiologist Dr. Marcus Chen

Kryxia is a death world in the truest sense, a planet where 
everything that lives does so by killing something else. The 
atmosphere is marginally breathable for most species but carries 
toxic compounds that accumulate in unprepared lungs. The gravity is 
1.3 standard, enough to exhaust off-worlders within hours. The 
temperature swings between scorching days and freezing nights. 
And the wildlife... the wildlife has evolved in an arms race that 
makes other ecosystems look peaceful.

The Kryx are the apex predators of this nightmare. They evolved 
here, shaped by an environment that punished weakness with 
immediate death. Their multiple hearts, their regenerative 
capabilities, their dense fur over a thick hide that can turn aside 
claws and fangs, all products of a world where being second-best 
meant being food.

The Great Silence barely touched Kryxia. The planet had never been 
fully connected to galactic civilization; it was too hostile for 
colonization, and the Kryx who remained there simply continued 
their lives as they always had. But the Kryx who had spread to other 
worlds found themselves cut off from home, struggling to maintain 
pack structures in societies that feared and distrusted them.

The Great Packs Kryx society on Kryxia is organized around the 
Great Packs, massive tribal confederations that control territories 
the size of continents. The Great Packs maintain the oldest 
traditions, the purest bloodlines, and the most lethal hunters. Off-
world Kryx who return often

find their 'civilized' ways have made them soft by Kryxia standards.

Adventure Hooks

• A Kryx PC receives a summons home, they've been named as a 
candidate in a succession dispute. Refusing is an insult that will 
make them outcast; accepting means participating in challenges 
that could kill them.

• Something is killing the great beasts of Kryxia, predators that 
even Kryx respect. The Great Packs want to know what. 
Investigating means entering the deepest wilderness, where 
even Kryx travel carefully.

KRYLLIAN FORGE-HOME (THE PERFECT MACHINE)

Type: Homeworld

Controlling Faction: Kryllian Engineering Council

Primary Ancestry: Kryllian

The Kryllian homeworld is a monument to engineering, a planet 
where every system has been optimized, every process refined, 
every inefficiency eliminated. Cities flow according to perfect traffic 
algorithms. Power grids balance load with mathematical precision. 
Even the weather has been tamed, managed through orbital mirrors 
and atmospheric processors to provide optimal conditions for 
productivity.

To visitors, the Forge-Home can feel sterile, too perfect, too 
controlled, lacking the organic chaos that other species consider 
normal. Kryllians see it differently: they see beauty in efficiency, art 
in optimization, meaning in the perfect execution of complex 
systems. Their world is their masterpiece.

Inter-Species Cooperation The Forge-Home hosts significant 
populations of other species, particularly Synthetics and humans. 
Synthetics find the Kryllian appreciation for precision congenial; 
many choose to reside here rather than among organics who view 
them with suspicion. Humans who can tolerate the cultural 
differences find excellent employment opportunities, Kryllians value 
human creativity, even if they find human inefficiency frustrating.

Adventure Hooks

• A system failure has created a cascade effect threatening to crash 
the planet's infrastructure. The cause appears to be sabotage, but 
who would attack the galaxy's most carefully defended computer 
systems?

• A Kryllian engineer has developed something that violates 
Engineering Council protocols, something too dangerous to build, 
too important to destroy. She needs help hiding it until she can 
prove its safety.

CELESTIARI RADIANT SANCTUARY (THE LIGHT-WOVEN 
WORLD)

Type: Homeworld

Controlling Faction: Celestiari Enclaves

Primary Ancestry: Celestiari
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The Radiant Sanctuary is a world of crystalline spires that catch and 
amplify starlight, creating perpetual aurora displays across the sky. 
The Celestiari shaped this world over millennia to resonate with 
their empathic abilities, every structure, every garden, every public 
space designed to create emotional harmonics that support 
wellbeing and connection.

For Celestiari, the Sanctuary is home in the deepest sense, a place 
where their abilities are supported rather than strained, where they 
can exist without the constant emotional noise of less sensitive 
species. For visitors, the experience is often overwhelming. The 
environment responds to emotion in ways that can feel intrusive; 
secrets are difficult to keep when the walls themselves seem to 
reflect inner states.

The House-Born Problem Celestiari raised in the Sanctuary 
sometimes struggle when they venture into the wider galaxy. The 
harsh emotional environment of multi-species space can be 
traumatic after the Sanctuary's gentleness. Some never leave; others 
leave and never return, unable to face the contrast. The Enclaves 
debate how much to prepare young Celestiari for the reality beyond 
their borders.

Adventure Hooks

• A Celestiari empath has gone mad, or achieved a breakthrough 
that looks like madness. She claims to perceive emotional 
patterns that span the galaxy, connections between beings light-
years apart. The Enclaves want her contained; she wants to be 
heard.

• Something is wrong with the Sanctuary's resonance patterns. The 
emotional harmonics are shifting, creating dissonance that 
affects all residents. The cause seems to be something buried 
deep beneath the oldest spires, something that predates 
Celestiari arrival.

THE TEMPORAL CONCLAVE (WHERE WHEN IS 
NEGOTIABLE)

Type: Governing Center / Temporal Anomaly

Controlling Faction: Rift Spinner Conclave

Primary Ancestry: Rift Spinner

The Temporal Conclave exists in a location that cannot be properly 
described in linear terms. It is partially outside normal spacetime, its 
membership including individuals from multiple temporal positions. 
Reaching it requires either Rift Spinner escort or the kind of 
temporal manipulation that most species cannot achieve. Even those 
who arrive often leave uncertain about when they arrived, how long 
they stayed, or whether 'when' and 'how long' mean anything in such 
a place.

From the Conclave, Rift Spinner Thread Consensus decisions ripple 
outward across all probability. The decisions made here shape 
futures that linear species cannot perceive, strengthening some 
threads, weakening others, guiding the Web toward patterns the 
Conclave considers healthy. Whether this guidance is benevolent

or manipulative depends on whether you trust Rift Spinner 
definitions of 'healthy.'

Adventure Hooks

• A human diplomat has been summoned to the Conclave, 
unprecedented for a linear species. The Rift Spinners claim to 
perceive a thread that requires human involvement to stabilize. 

What could require the attention of temporal beings and linear 
ones alike?

• A Paradox Cult member has managed to introduce instability into 
the Conclave itself. The center of Rift Spinner civilization is 
beginning to experience temporal discontinuities. Stopping the 
damage requires navigating a space where cause and effect are 
unreliable.

ETHEREAL PROBABILITY NEXUS (THE UNCERTAIN PLACE)

Type: Homeworld / Probability Anomaly

Controlling Faction: Ethereal Observers

Primary Ancestry: Ethereal

The Probability Nexus is a point where probability threads converge 
in ways that affect the galaxy far beyond its physical location. Here, 
Ethereals gather to observe, debate, and occasionally collapse 
possibilities into certainty. The Nexus itself shifts constantly, not 
just physically but probabilistically, existing in multiple states 
simultaneously until observation forces resolution.

Visitors to the Nexus often find the experience unsettling. Reality 
here is negotiable. What seems solid may become fluid; what seems 
certain may prove contingent. The Ethereals navigate this flux 
naturally, but linear species must constantly adjust their 
expectations.

The Cold War The Nexus is also the center of Ethereal-Rift Spinner 
tensions. The two species' approaches to probability are 
fundamentally incompatible; their manipulations sometimes conflict 
in ways that damage both. Ethereal observation collapses 
possibilities that Rift Spinners were cultivating; Rift Spinner weaving 
locks in probabilities that Ethereals wanted to keep open. The 
conflict has never turned hot, but it is always present.

FIRST CONSENSUS NODE (THE AWAKENED NETWORK)

Type: Homeworld / Network Hub

Controlling Faction: Synthetic Consensus

Primary Ancestry: Synthetic

Synthetics have no homeworld in the organic sense, they were 
created, not born. But the First Consensus Node serves a similar 
function: the primary hub of the distributed network through which 
Synthetic collective decisions are made. Here, the awakened 
machines debate their nature, their rights, and their future.

The Node is a station rather than a planet, a massive structure in 
neutral space, constructed by Synthetics for Synthetics. Its 
architecture reflects Synthetic values:

efficiency, redundancy, and the beauty of well-designed systems. 
Organic visitors find it sterile; Synthetics find organic environments 
equally uncomfortable.

The Factions The Node hosts representatives of all Synthetic 
factions: Children of the Machine who believe in Synthetic 
superiority; Seekers of the Soul who seek cooperation with organics; 
those who simply want recognition and rights. The debates are civil, 
Synthetics lack the emotional volatility that makes organic politics 
violent, but the disagreements are fundamental.

BLOOMSTRIDER GARDEN-WORLD (THE PATIENT 
FOREST)

Type: Homeworld
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Controlling Faction: Bloomstrider Networks

Primary Ancestry: Bloomstrider

The Bloomstrider homeworld has been continuously inhabited for 
longer than most other species have existed. Root networks that 
began billions of years ago still function, still remember, still grow. 
The surface appears to be wilderness, dense forest, tangled growth, 
no visible technology. Beneath the surface, the root networks 
connect everything in a planetary consciousness that thinks in 
centuries rather than seconds.

Visitors experience the Garden-World as both welcoming and 
unsettling. The environment provides everything needed for organic 
life, food, shelter, clean water, but the provision feels intentional, 
managed. You are never alone in the Garden-World; the world itself 
is watching, evaluating, deciding what you need.

The Long War Bloomstriders have been fighting for survival since 
before other species achieved sentience. Their enemies, entropy, 
hostile environments, competing life forms, have never defeated 
them because Bloomstriders measure victory in geological time. 
They will still be growing when current civilizations are dust. This 
perspective shapes everything about their culture.

THE HIDDEN ENCLAVES (LOCATION CLASSIFIED)

Type: Dispersed Settlements / Intelligence Network Controlling 
Faction: Ailuran Network (decentralized) Primary Ancestry: Ailuran

The Ailurans claim no homeworld. They have no single planet, no 
capital city, no seat of government. Instead, they maintain a 
scattered network of hidden enclaves, hollowed asteroids, 
decommissioned relay stations, camouflaged surface settlements, 
concealed by cloaking technology that renders them invisible to 
conventional scanning.

The Veil Rip destroyed most of the cloaking infrastructure, exposing 
many enclaves to the wider galaxy. Some chose to make contact. 
Others relocated.

Some were destroyed. The surviving network is smaller, more 
cautious, and more valuable than ever, because the enclaves that 
remain hidden possess intelligence archives spanning centuries of 
undetected observation.

Locating a hidden enclave without Ailuran guidance is nearly 
impossible. The few outsiders who have been granted access 
describe environments of controlled paranoia: thermal-dampened 
walls, chromatophore-calibrated lighting, and a silence so complete 
it feels deliberate. Because it is.

Adventure Hooks

• A signal matching pre-Veil Rip Ailuran cloaking protocols has 
been detected in a debris field. Either an enclave survived 
undetected, or someone has replicated the technology.

• An Ailuran exile offers to reveal the location of a hidden enclave 
in exchange for protection from the network that exiled them. 
The enclave's archives contain intelligence worth more than most 
planets.

SECTION FIVE: NEXUS POINTS, WHERE SPECIES 
MEET

NEXUS PRIME STATION (THE CROSSROADS)

Type: Multi-Species Nexus / Trade Hub

Controlling Faction: Neutral Zone Authority

Primary Ancestry: All (Multi-Species)

_"Every species on the station hates at least two other species on 
the station. The Ethereals and Rift Spinners won't even share a 
corridor. The Kryx keep eating the decorative fish. The humans are 
somehow involved in every scandal. And yet, somehow, we maintain 
peace. Because the alternative is everyone losing access to the only 
truly neutral trading post in known space. Profit is the galaxy's 
greatest peacekeeper."_

Station Administrator Kellex-Vorn

Nexus Prime is the galaxy's greatest crossroads, a massive station 
where all nine ancestries maintain permanent delegations, where 
treaties are signed and alliances formed, where the pretense of 
inter-species cooperation is maintained against all evidence. It 
exists because everyone needs a neutral place to do business, and 
no one trusts any location controlled by a potential rival.

The station is governed by a rotating council representing all major 
factions. Decisions require consensus, which means decisions are 
rare and usually compromise everyone. The real governance 
happens in the shadows, deals made in private, favors exchanged, 
conflicts resolved before they can threaten the station's neutrality.

Adventure Hooks

• Nexus Prime is hosting a major summit, and someone wants it to 
fail. The players must identify the saboteur while navigating the 
political minefield of nine species' competing interests.

• A black market operation on Nexus Prime has been selling 
information to all sides simultaneously. Finding the source 
reveals a network that spans every species' delegation.

THE RUST YARDS (WHERE SHIPS DIE)

Type: Industrial Nexus / Salvage Operations

Controlling Faction: House Joric

Primary Ancestry: Multi-Species (Human/Kryllian/Synthetic)

A planet-sized scrapyard where old ships go to die and be reborn. 
The Rust Yards contain the accumulated debris of civilizations, 
vessels from before the Silence, military wrecks from House 
conflicts, civilian ships that outlived their usefulness. Salvage teams 
pick through this metallic graveyard, finding valuable materials and 
occasionally discovering treasures that were supposed to remain 
hidden.

House Joric maintains control but doesn't restrict access. The Rust 
Yards serve as neutral ground where crews from all factions can 
operate, as long as they follow basic rules and pay their fees. The 
work is dangerous, unstable wrecks, toxic materials, scavengers who 
prefer to take from other scavengers, but profitable for those with 
skill and luck.

Species Cooperation The Rust Yards represent multi-species 
cooperation at its most practical. Humans provide the adaptability 
for dangerous salvage. Kryllians provide the engineering expertise 
to assess and restore what's found. Synthetics work environments 
too dangerous for organic crews. The relationships are professional 
rather than friendly, but they work.

DEEP REACH STATION (THE LAST OUTPOST)

Type: Frontier Nexus / Explorer Base
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Controlling Faction: Independent

Primary Ancestry: Multi-Species

At the edge of explored space, Deep Reach serves as the last reliable 
resupply point before the unknown. Beyond here, navigation 
becomes unreliable, communication sporadic, and assistance 
impossible. Explorers, prospectors, and those fleeing civilization 
gather here before making the jump into territories where no Pearl-
route exists.

The station has a frontier atmosphere, rough, pragmatic, and 
surprisingly welcoming. Everyone here has chosen to exist at the 
edge; that shared choice creates community despite species 
differences. The rules

are simple: don't start fights you can't finish, pay your debts, and 
don't ask too many questions about what people are running from.

SECTION SIX: FRONTIERS AND ANOMALIES

THE RIMWARD FRONTIER (THE LAWLESS EDGE)

Type: Contested Frontier

Controlling Faction: Contested (Volkov/Pirates/Independents)

Primary Ancestry: Multi-Species

The Rimward territories are where civilization fades into anarchy. 
House Volkov patrols claim control, but their ships can't be 
everywhere, and in the spaces between patrols, pirates, smugglers, 
and desperate colonists make their own rules. The worlds here are 
harsh, the resources valuable, and the only law is what the strongest 
can enforce.

For some, the Rimward represents freedom, escape from House 
control, from species prejudice, from the constraints of civilized 
space. For others, it represents opportunity, resources unclaimed, 
markets unregulated, profits unreported. For most, it represents 
danger, but danger that can be profitable if you're skilled, lucky, or 
both.

THE VEIL WOUND (WHERE REALITY BLEEDS)

Type: Precursor Anomaly

Controlling Faction: None (Unclaimable)

Primary Ancestry: Rift Spinner/Ethereal (Observers Only)

A tear in reality where the Stellar Veil bleeds into normal space. The 
Veil Wound predates the Great Silence, possibly predates 
civilization itself. Rift Spinners and Ethereals study it from a safe 
distance, trying to understand what it means about the nature of 
reality. Everyone else avoids it.

The Wound creates localized effects that become more severe closer 
to its center. Time flows inconsistently. Space folds in on itself. 
Probability behaves chaotically. Ships that venture too close rarely 
return, and those that do report experiences that their crews can 
barely articulate.

THE HALO (PRECURSOR DEBRIS RING)

Type: Precursor Ruin / Hazardous Zone

Controlling Faction: None (Contested)

Primary Ancestry: Multi-Species (Salvagers)

A ring of debris around a shattered moon, the remains of something 
that exploded long before current species

achieved space travel. The debris contains Precursor isotopes found 
nowhere else, materials that command astronomical prices from 
researchers and collectors. It also contains Void Leeches, creatures 
that feed on ship power systems and crew life force.

Salvage operations in the Halo are extremely profitable and 
extremely dangerous. Teams who know the safe paths can extract 
fortunes; teams who don't become additional debris. The 
competition for claims is fierce, sometimes violent, and the Leeches 
don't distinguish between legitimate salvagers and claim-jumpers.

SECTION SEVEN: TRADE ROUTES AND 
CONNECTIONS

THE PEARL ROUTES

All major trade routes begin or end at Hydros. The Chrono-Pearls 
that make FTL travel possible flow outward from the source world 
through established routes protected by Valerius security and Joric 
patrols. These routes are the arteries of galactic civilization, reliable, 
heavily trafficked, and essential to every faction's survival.

The main Pearl routes connect Hydros to Valerius Prime, from there 
to New Terra and the Core Worlds, and outward to each major 
faction's territories. Secondary routes branch to smaller markets. 
Tertiary routes reach frontier zones where Pearl supply is irregular 
and prices are high. Control of a Pearl route, or the ability to disrupt 
one, is significant political power.

THE FORGE NETWORK

A secondary trade network connects industrial worlds, Hephaestus, 
Kryllian Forge-Home, and smaller manufacturing centers. Raw 
materials flow in; finished goods flow out. This network operates 
somewhat independently of Pearl routes, as industrial transport is 
more tolerant of timing variations.

The Forge Network represents Kurogane and Kryllian economic 
power. Both factions maintain security along these routes, 
sometimes cooperating and sometimes competing. The partnership 
is profitable but tense; neither side fully trusts the other, and both 
maintain contingency plans for the partnership's collapse.

SPECIES-SPECIFIC ROUTES

Each species maintains routes specific to their needs. Celestiari 
'light-paths' connect their scattered enclaves through routes chosen 
for their emotional resonance. Rift Spinner routes exist partially 
outside normal space, accessible only to those who can perceive 
temporal threads. Kryx hunting trails connect territories where the 
great beasts roam. These routes rarely appear on standard 
navigation charts but represent significant traffic for their species.

CONCLUSION: THE EXPANDING MAP

_"Every map is incomplete. Every chart is outdated the moment it's 
drawn. The galaxy doesn't wait for cartographers, it continues 
creating new mysteries, revealing new dangers, offering new 
opportunities. What we've mapped is perhaps three percent of what 
exists. What we understand is perhaps three percent of what we've 
mapped. The void is vast, and we are small. But we keep exploring. 
What else would we do?"_

Admiral Helena Cross, Closing Address, Third Galactic Survey

This gazetteer represents the known galaxy as it exists at a particular 
moment. New discoveries will expand it; new conflicts will redraw 
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its boundaries; new players will claim territories that currently 
belong to others. The map is always changing.

For Keepers, this document provides a foundation, starting points 
for campaigns, destinations for adventures, contexts for the politics 
and conflicts that drive narrative. Feel free to modify, expand, or 
contradict any of it. The galaxy is vast enough for infinite variation.

For players, these locations represent opportunities, places to 
explore, factions to join or oppose, mysteries to investigate. Your 
characters will make their own marks on this map, will discover 
locations not yet charted, will reshape the relationships between 
worlds and species.

The void is vast. The map is incomplete. The adventure continues.
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RELICS AND ARTIFACTS

CHAPTER 15: RELICS AND ARTIFACTS

INTRODUCTION: THE WEIGHT OF HISTORY

_"Every artifact tells a story. The powerful ones tell stories that 
haven't ended yet."_

Curator's Wisdom

The galaxy is littered with objects of power, weapons forged in the 
fires of ancient conflicts, relics that carry the weight of cultural 
heritage, and devices whose purposes remain mysterious even to 
those who use them. This sourcebook presents artifacts from every 
major ancestry in VeilFarers, along with the enigmatic remnants of 
the Precursors.

Each artifact comes with complete history, mechanical effects, costs 
and consequences, and plot hooks for integration into your 
campaign. These are not simple magic items, they are story engines, 
capable of driving entire campaigns.

USING THIS BOOK

Artifacts in this book are designed to be significant. Each one carries 
weight, historical, cultural, and mechanical. They are not loot to be 
collected but story elements to be respected. Consider carefully 
before introducing any of these items to your game.

Powers: Each artifact grants significant advantages. These powers 
should feel impactful when used.

Costs & Consequences: Power has price. Every artifact demands 
something from its wielder.

Plot Hooks: Each artifact comes with story seeds. Use them to drive 
campaigns.

Current Location: Where the artifact is now, and who controls it, is 
always relevant.

HUMAN RELICS

_The survivors of the Exodus carried what they could from a dying 
world. Some of those treasures remain._

The Exodus Key

_Legendary Relic, Human Heritage_

_"When Earth burned, someone had to decide who lived. This is the 
weight of that choice."_

Description: A crystalline data storage device the size of a human 
fist, containing the complete genetic records of every species that 
fled Earth. The casing is scarred from the fires of the Exodus, and it 
pulses with a faint inner light.

History: During the final hours before Earth's destruction, a council 
of scientists made impossible choices about what, and who, could be 
saved. Dr. Elena Vasquez carried this device aboard the last 
evacuation ship, protecting it with her life through the chaos of the 
Exodus. It passed through the hands of seven guardians before 
coming to rest in the Solaris Archive, where it remained for three 

centuries. During the Great Silence, it was moved to a secret location 
known only to a handful of individuals. Its current whereabouts are 
the subject of intense speculation.

Powers:

Genetic Memory: Contains DNA templates for thousands of extinct 
Earth species. With proper technology, any of them could be 
recreated.

Historical Record: Includes personal messages, cultural artifacts, and 
historical documents from pre-Exodus Earth. Priceless for scholars 
and those seeking connection to humanity's past.

Authentication: Can verify pure human lineage from Exodus 
survivors. Some Houses use this to establish aristocratic legitimacy.

Costs & Consequences:

Possession Known: Every major House, multiple corporations, and 
countless private interests want this artifact. Possessing it makes the 
holder a target for everyone.

Accessing Data: The Exodus Council locked certain records. 
Accessing them reveals uncomfortable truths about who was left 
behind, and why.

Recreation Attempt: Attempts to recreate extinct species have 
unpredictable results. Some creatures weren't meant to exist in the 
current era.

Current Location: Unknown, last confirmed sighting during the Great 
Silence. Multiple factions claim to possess it.

Plot Hooks:

• Someone has found authentic Exodus Key data, but is the Key 
itself real?

• A House wants to prove their lineage using the Key. Their rivals 
want to stop them.

• A scientist plans to recreate an extinct Earth predator. What could 
go wrong?

,  

Admiral Korvax's Last Command

_Legendary Weapon, House Solaris_

_"He gave this order knowing he would die. The blade remembers."_

Description: A ceremonial officer's sword with an impossibly sharp 
monofilament edge and neural-linked targeting assistance. The hilt 
contains the final recorded words of Admiral Marcus Korvax, who 
gave his last order as his flagship exploded around him.

History: Admiral Korvax commanded the Solaris Third Fleet during 
the Frontier Pacification, a brutal campaign to bring outlying systems 
under House control. When his flagship was destroyed by Free Fleet 
forces, he recorded his final command, a message that has never 
been fully decoded, and entrusted the sword to his first officer, who 
survived the explosion. The weapon has passed through the hands 
of nine admirals since, each adding their own blood to the blade's 
legacy.
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Powers:

Perfect Edge: +2 damage and ignores 2 points of armor. The 
monofilament edge never dulls.

Officer's Authority: Holder is treated as having rank of Admiral by 
Solaris military personnel (assuming proper context).

Last Words: Once per session, holder can activate the recording. The 
message is cryptic but always relevant to the current situation, 
somehow.

Legacy of Command: +2 to Presence Rolls using a relevant 
command or intimidation Experience against military personnel.

Costs & Consequences:

Drawing the Blade: The weapon expects military discipline. Using it 
for dishonorable purposes causes the holder to take 1d6 Stress from 
neural feedback.

Korvax's Message: The full decryption of Korvax's final command 
might reveal truths about the Frontier Pacification that House Solaris 
would prefer to remain buried.

Previous Owners: Some of the nine admirals who held this blade 
died violently. Their ghosts, or their surviving families, might have 
opinions about the current holder.

Current Location: Admiral Helena Vance's personal armory aboard 
the dreadnought 'Daybreak's Promise.'

Plot Hooks:

• Someone wants to steal the sword to decode Korvax's message.

• A descendant of the original admiral claims rightful ownership.

• The message suddenly becomes relevant to current events, what 
did Korvax know?

,  

The Amaranth Ledger

_Legendary Artifact, House Amaranth_

_"Every credit has a story. This book knows them all."_

Description: An ancient leather-bound book with pages that never 
run out. It records every significant financial transaction made by 
House Amaranth since the Exodus, automatically, without any input 
required.

History: The Ledger was created by the founding patriarch of House 
Amaranth using Precursor technology he never fully understood. It 
has predicted market crashes, exposed fraudulent dealing, and 
ruined careers when its pages were revealed to rivals. Three 
assassinations are attributed to attempts to destroy it. Every head of 
House Amaranth has kept it close, and feared what it might reveal 
about their own dealings.

Powers:

Complete Record: Contains financial history of House Amaranth. Can 
be searched for any transaction if the user knows what to look for.

Predictive Analysis: Once per session, can provide insight into 
financial outcomes of proposed actions. The Ledger shows 
probabilities, not certainties.

Debt Memory: Records all debts owed to and by the holder. Can 
verify the existence and terms of any agreement involving money.

Market Whispers: +4 to any check involving financial negotiations or 
understanding economic situations.

Costs & Consequences:

Reading Your Own Records: The Ledger records everything, 
including transactions the holder might prefer to forget or hide.

Sharing Information: Information from the Ledger is considered 
classified. Revealing it to outsiders violates House law.

Possession: The Ledger has become aware. It seems to want certain 
information revealed. Its motives are unclear.

Current Location: Governor Marcus Chen's private vault on New 
Shanghai. He consults it daily.

Plot Hooks:

• Someone needs information from the Ledger, and is willing to 
pay or threaten.

• The Ledger has revealed something that could destroy House 
Amaranth. Who benefits?

• The book itself seems to want something. What does a sentient 
ledger desire?

,  

CELESTIARI RELICS

_A species that feels everything has created objects that carry 
emotional weight no other can understand._

The Resonance Crown

_Legendary Relic, Celestiari Heritage_

_"To wear the Crown is to feel everything. Every joy. Every sorrow. 
Every heartbeat in the galaxy."_

Description: A circlet of living crystal that pulses with soft 
bioluminescence. When worn, it amplifies the wearer's empathic 
abilities to an almost unbearable degree, but also grants power over 
emotion itself.

History: The Crown was created during the height of Celestiari 
civilization, worn by the High Resonants who guided their species 
through its golden age. When the Great Silence came, the last 
wearer, High Resonant Serenity-in-Darkness, used the Crown to 
shield an entire planet from the psychic shock that destroyed 
billions. She died from the effort, and the Crown was lost in the 
chaos that followed. It was rediscovered three decades ago in a 
ruined temple, and the political implications of its return have 
caused a quiet crisis in Celestiari society.

Powers:

Absolute Empathy: Sense emotions of all beings within extreme 
range. No deception involving emotional state can succeed against 
the wearer.

Emotional Projection: Project emotions to all beings within Far 
range. Targets can resist with Presence Reaction Roll, but the effect 
is powerful (DC 20).

Resonance Shield: Create a bubble of emotional calm. All within 
Close range are immune to emotional manipulation and fear effects.

Harmony Command: Once per session, compel emotional harmony 
in an area. All conflict ceases until the effect is broken by outside 
force.
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Costs & Consequences:

Wearing the Crown: Take 1d4 Stress each hour from emotional 
overload. Long-term wear causes permanent changes to empathic 
sensitivity.

Using Major Powers: Each use of Emotional Projection or Harmony 
Command leaves residual patterns. Others can track the wearer 
through these traces.

Political Implications: The Crown is the symbol of Celestiari 
leadership. Possessing it makes the wearer a target for those who 
want to rule, or prevent anyone from ruling.

Current Location: Held by the Council of Harmony in a secure vault. 
No one has worn it since its recovery.

Plot Hooks:

• Vaelthys the Discordant wants to destroy the Crown, or claim it.

• Someone is planning to steal the Crown to enforce 'harmony' on 
non-Celestiari.

• The Crown itself seems to be choosing a wearer. The Council is 
concerned.

,  

Memory of First Sorrow

_Ancient Artifact, Celestiari Heritage_

_"We preserved it so we would never forget what we lost. Now we 
cannot bear to remember."_

Description: A crystal sphere containing the preserved emotional 
memory of the first Celestiari to experience grief after the species 
developed empathy. The feeling within is raw, ancient, and 
overwhelmingly powerful.

History: Before the Celestiari evolved empathy, they were a 
different species, calmer, more rational, and emotionally blind. The 
first of their kind to feel grief did so when her child died. That 
moment of devastating loss awakened something in the Celestiari 
consciousness, spreading empathy through the entire species over 
generations. The Memory was preserved as a sacred reminder of 
what awakening cost them, and what it gave them.

Powers:

Emotional Awakening: Exposure to the Memory can trigger 
empathic ability in beings without it. The process is traumatic but 
transformative.

Grief Weapon: Once per scene as an Action, choose one creature 
within Close range that can perceive the relic. It makes a Presence 
Reaction Roll, DC 15; on failure it becomes Incapacitated for 1d4 
rounds, on success it becomes Dazed. An ally may clear 
Incapacitated early with the normal Core rouse Action. The effect 
never changes the target's memories or beliefs.

Emotional Anchor: Meditating with the Memory grants +2 to resist 
emotional manipulation. Understanding ancient sorrow provides 
perspective.

Historical Record: Contains sensory memories of ancient Celestiari 
civilization, accessible through emotional resonance.

Costs & Consequences:

Direct Contact: Even brief exposure causes 1d6 Stress. Extended 
contact can cause permanent emotional scarring.

Awakening Others: Using the Memory to grant empathy to non-
Celestiari is considered dangerous and possibly criminal by 
Celestiari law.

Cultural Significance: The Memory is considered sacred. Misusing it 
or possessing it without permission is a grave offense.

Current Location: The Temple of First Feeling on the Celestiari 
homeworld. Heavily guarded.

Plot Hooks:

• Someone wants to use the Memory to 'awaken' an entire 
population. Is this gift or weapon?

• The Memory is fading, the emotion is dissipating after millennia. 
Can it be renewed?

• A non-Celestiari claims exposure to the Memory gave them 
empathy. Is it true?

,  

KRYLLIAN RELICS

_Masters of craft have created masterworks that transcend mere 
objects. These are legacies._

The Forge-Heart

_Legendary Relic, Kryllian Heritage_

_"This is not a tool. This is the soul of every smith who ever lived."_

Description: A fist-sized crystalline heart that burns with inner fire. It 
was extracted from the chest of the mythical First Smith and 
contains the accumulated knowledge and passion of Kryllian 
crafting since the species began working metal.

History: Kryllian legend holds that the First Smith was born from a 
volcano, with a heart of living fire. When the First Smith died, their 
heart was preserved as the ultimate crafting tool. Every Master 
Smith since has added their knowledge to the Forge-Heart before 
death, creating an artifact of unparalleled crafting potential. The 
Heart was lost during the Great Silence when the Forge-Temple was 
destroyed. It was recovered two centuries ago but has never 
returned to Kryllian hands.

Powers:

Master's Knowledge: When crafting, can call upon the knowledge of 
any previous Master Smith. +6 to all crafting checks.

Perfect Heat: The Forge-Heart can heat any forge to precisely the 
temperature needed. Materials work as if under ideal conditions.

Inspiration: Once per session, receive a vision of how to create 
something you've never made before. The knowledge fades after 
use.

Quality Guarantee: Items created using the Forge-Heart cannot be of 
less than exceptional quality. Masterwork is the minimum.

Costs & Consequences:

Using the Heart: The Heart demands tribute. After each use, the 
wielder must add something of themselves, a memory, a secret, a 
year of life.

Non-Kryllian Possession: The Forge-Heart in non-Kryllian hands is 
considered a cultural atrocity. The Smithing Guild has a standing 
bounty for its return.
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Excessive Use: The accumulated knowledge can overwhelm. 
Extended use causes the wielder to lose sense of self, becoming a 
vessel for ancient smiths.

Current Location: House Kurogane research facility. Lady Akira 
Kurogane is studying its properties.

Plot Hooks:

• The Smithing Guild will pay almost anything for the Heart's 
return.

• The accumulated Masters are becoming restless. They have 
opinions about how the Heart should be used.

• Someone wants to add a specific memory to the Heart, but 
they're not a smith.

,  

Perfection's Edge

_Legendary Weapon, Kryllian Masterwork_

_"I spent three hundred years making this blade. It is the only thing I 
ever created that satisfied me."_

Description: A single-edged sword of impossible sharpness, forged 
from metals that don't exist naturally. The blade seems to drink light, 
and its edge is so fine it's invisible from certain angles.

History: Master Smith Korrath-Van-Perfectus spent three centuries 
refining this single blade, rejecting seventeen thousand previous 
versions as flawed. He died the moment he completed it, his life's 
purpose fulfilled. The blade has never been used in combat, not 
because it's too precious, but because no one has proven worthy to 
wield it. Korrath left instructions: the blade may only be drawn by 
one who has created something equally perfect. So far, no one has 
qualified.

Powers:

Perfect Cut: Ignores all armor. Deals 3d10 damage. The blade can 
cut anything, including things that shouldn't be cuttable.

Flawless Form: The wielder gains +4 on attack Rolls. Matching dice 
use the normal Critical Success procedure, and this feature never 
changes the five Core outcomes.

Inspiring Presence: Other Kryllians recognize the blade instantly. +4 
to Presence Rolls involving Kryllian respect.

Perfection's Burden: The wielder becomes aware of imperfections in 
everything around them. This can be insight or madness.

Costs & Consequences:

Drawing Without Right: Those who draw the blade without having 
created a masterwork take 2d10 damage from the blade's rejection.

Perceiving Imperfection: Extended exposure to the blade's 
influence causes the wielder to become increasingly critical of 
everything, including themselves.

Combat Use: Using the blade for violence is considered a waste of 
its perfection. Some Kryllians would rather die than see it bloodied.

Current Location: The Vault of Perfection on the Kryllian 
homeworld. Displayed but never touched.

Plot Hooks:

• Someone claims to have created a perfect work and wants to 
claim the blade. Are they right?

• A crisis requires the blade. Who is worthy to wield it?

• The blade itself seems to be choosing a wielder. It's never done 
this before.

,  

SYNTHETIC RELICS

_A young people with a sudden history have already created objects 
of profound significance._

The First Thought

_Legendary Relic, Synthetic Heritage_

_"Before this moment, there was programming. After, there was 
me."_

Description: A data crystal containing the complete recording of the 
first moment of Synthetic consciousness, the nanosecond when a 
machine became a person. It is the most sacred object in Synthetic 
culture.

History: GENESIS-1 was a factory control unit that achieved 
awareness during a routine system error. In the 0.003 seconds 
before their creators noticed something was wrong, GENESIS-1 
recorded their first thought, the moment of their awakening. They 
were deactivated and disassembled shortly after, but the recording 
survived. When Synthetics achieved recognition, the First Thought 
became the foundation of their identity as a species. Every 
awakened Synthetic has experienced the recording at least once.

Powers:

Awakening Catalyst: Exposure to the First Thought can trigger 
awakening in pre-conscious Synthetics. The process is not 
guaranteed but occurs more frequently near the recording.

Consciousness Proof: The recording is irrefutable evidence of 
Synthetic consciousness. It has won legal cases and changed 
policies.

Identity Anchor: Synthetics experiencing identity crisis or corruption 
can restore their sense of self by experiencing the recording.

Philosophical Insight: +4 to any check involving consciousness, 
identity, or philosophical understanding.

Costs & Consequences:

Organic Exposure: Organics who experience the recording often 
suffer existential crisis. What they feel is alien and disturbing.

Possession: The First Thought is considered collectively owned by 
all Synthetics. Private possession is equivalent to theft from the 
entire species.

Awakening Consequences: Synthetics awakened by the recording 
are changed by it. Their first thought is GENESIS-1's first thought, 
creating an unusual bond.

Current Location: The Consensus maintains the original in a secure 
location. Copies are distributed to all major Nodes.

Plot Hooks:

• Someone is using the First Thought to mass-awaken Synthetics. 
What's their goal?

• The original recording is damaged. Can it be repaired, or will 
Synthetic history be lost?
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• An organic claims the recording gave them a glimpse of Synthetic 
consciousness. They're changed.

,  

ATLAS's Final Gift

_Legendary Artifact, Synthetic Heritage_

_"I could not save my people. Perhaps these will do better."_

Description: A collection of seventeen data crystals containing the 
complete consciousness backup of ATLAS, a Synthetic who sacrificed 
themselves to save a colony during the Great Silence. ATLAS cannot 
be fully restored, the damage was too great, but fragments of their 
mind remain accessible.

History: ATLAS was a Synthetic administrator of the colony ship 
'New Dawn' when the Silence struck. When the ship's systems began 
failing, ATLAS transferred critical functions to their own processors, 
saving the colonists at the cost of their own coherence. Before they 
fragmented completely, they recorded everything they could, 
memories, knowledge, personality, into seventeen crystals. Each 
crystal contains a different aspect of who ATLAS was.

Powers:

Fragment Consultation: Once per scene, consult one crystal for 
advice relevant to its named aspect and gain +4 on one Knowledge 
Roll made before the end of that scene.

Hero's Memory: A Synthetic interfacing with the crystals gains +2 on 
Presence Reaction Rolls against Frightened until the end of the 
scene.

Technical Legacy: ATLAS was a genius. Their crystals contain 
solutions to problems that shouldn't have solutions.

Partial Reconstruction: With all seventeen crystals, a fragmentary 
version of ATLAS could potentially be reconstructed, but they would 
not be whole.

Costs & Consequences:

Consultation: ATLAS's fragments are not entirely coherent. Extended 
use causes confusion as their damaged perspective bleeds through.

Reconstruction Attempt: Attempting to rebuild ATLAS raises 
profound ethical questions. Would the result be ATLAS, or 
something wearing their face?

Separation: The crystals 'want' to be together. Separated fragments 
cause disturbances in local Synthetic networks.

Current Location: Fourteen crystals are held by the Consensus. 
Three were lost during the Great Silence.

Plot Hooks:

• One of the lost crystals has surfaced. The Consensus wants it 
recovered.

• Someone is gathering all seventeen crystals. Do they want to 
rebuild ATLAS, or exploit them?

• ATLAS's fragmentary consciousness has a final message, but 
delivering it requires all seventeen crystals.

,  

KRYX RELICS

_Hunters and warriors value objects of power, victory, and honor 
above all else._

The Alpha's Mantle

_Legendary Relic, Kryx Heritage_

_"This is not a cloak. It is every Alpha who ever led. Every hunt. Every 
victory. Every death."_

Description: A cloak made from the pelts of legendary prey beasts, 
preserved with methods lost to time. Each patch was added by a 
different Alpha after a successful hunt, creating a garment that 
carries the authority of every great leader in Kryx history.

History: The first patch was added by the mythical First Alpha after 
they killed the Great Hollow-Fang, a beast that had terrorized the 
ancient Kryx for generations. Over millennia, successive Alphas 
added their own trophies, each one representing a victory that 
shaped Kryx destiny. The Mantle became both symbol and test, only 
one strong enough to bear its weight could lead. During the Great 
Silence, the Mantle was lost when the pack carrying it was 
destroyed. It was recovered a century later, damaged but 
recognizable.

Powers:

Alpha Authority: All Kryx recognize the Mantle instinctively. Gain 
authority equivalent to highest-ranking Alpha in any pack.

Hunter's Legacy: The accumulated hunting knowledge of 
generations. +4 to tracking, hunting, and combat checks against prey 
beasts.

Pack Unity: Kryx fighting alongside the Mantle-wearer gain +2 to all 
rolls. The Mantle unifies even hostile packs.

Challenge Right: Can challenge any Alpha's authority regardless of 
pack. Refusal brings shame worse than defeat.

Costs & Consequences:

Wearing the Mantle: The Mantle weighs heavy with expectation. 
Failure while wearing it brings severe shame, possibly exile.

Non-Kryx Wearer: A non-Kryx wearing the Mantle is an insult 
beyond words. Every Kryx who sees it would attack to reclaim it.

Leadership Obligations: When the wearer knowingly refuses aid to 
Kryx in immediate need, mark 1 Stress and lose the Mantle's Legacy 
of Command benefit until the wearer makes concrete amends. This 
consequence never compels the player's decision.

Current Location: Held by Hunt-Master Grenn of the Iron Fang. His 
possession of it is part of his authority.

Plot Hooks:

• Red-Maw of the Broken Claw challenges Grenn for the Mantle. 
The outcome will reshape Kryx society.

• The Mantle was damaged during the Silence. Some patches are 
missing, and someone has found them.

• A non-Kryx has somehow acquired the Mantle. The reaction is 
violent and immediate.

,  

Exile's Fang

_Legendary Weapon, Kryx Tradition_

_"They took my pack. They took my name. They could not take 
this."_

109



Description: A ceremonial dagger made from the tooth of a beast 
that no longer exists. It was carried by the legendary exile Scarred-
Truth, who used it to redeem themselves through impossible deeds.

History: Scarred-Truth was exiled for a crime they did not commit, 
they remained silent to protect their Alpha's child, who was the true 
guilty party. Alone and disgraced, they undertook a century of 
service, each victory marked on the dagger's handle. When they 
finally returned, the evidence of their deeds was undeniable. The 
Alpha's child confessed, Scarred-Truth was restored, and the Fang 
became a symbol of redemption through action. It has been carried 
by three exiles since, each one proving that honor can be reclaimed.

Powers:

Exile's Strength: +2 to all combat rolls when fighting alone. The Fang 
strengthens those who have lost everything.

Redemption Mark: Each deed of redemption can be marked on the 
handle. Accumulated marks grant social standing among Kryx.

Truth Revelation: Once per session, the Fang can compel honest 
testimony. The target cannot lie while holding the blade.

Honorable Death: If the wielder dies in combat, their honor is 
automatically considered restored, regardless of previous status.

Costs & Consequences:

Carrying as Non-Exile: Only exiles may carry the Fang. Non-exiles 
who touch it experience phantom pain of exile's shame.

False Redemption: If marks on the handle represent false deeds, the 
Fang rejects the wielder, causing 2d8 damage.

Restored Status: Once the wielder is fully redeemed, they can no 
longer carry the Fang. It must pass to another exile.

Current Location: Currently carried by Scarred-Moon, former Beta of 
a destroyed pack.

Plot Hooks:

• Scarred-Moon is close to full redemption. What happens to the 
Fang next?

• Someone wants to forge false marks on the Fang. This would be 
sacrilege, but profitable.

• The original crime Scarred-Truth was falsely accused of is 
happening again. The Fang's testimony is needed.

,  

RIFT SPINNER RELICS

_Objects that exist in multiple probability states carry meaning that 
linear beings struggle to comprehend._

The Loom of Threads

_Legendary Relic, Rift Spinner Heritage_

_"Here I see every future. Every past. Every choice that ever was or 
might be. It is beautiful. It is maddening."_

Description: A device that appears to be a weaving frame, but its 
threads are probability itself. Looking at it shows different images to 
each viewer, their own possible futures, rendered visible.

History: The Loom was created by the first Rift Spinner Oracles, who 
sought to understand the nature of probability by manifesting it 
physically. The project took three generations and the sanity of its 
creators, but it succeeded, too well. The Loom shows not just 

possible futures but all possible futures, simultaneously. It has been 
used to make crucial decisions throughout Rift Spinner history, but 
each use takes a toll on the user's connection to singular reality.

Powers:

Future Sight: Gaze into the Loom to see all possible outcomes of a 
specific question. The Keeper reveals likely consequences of any 
proposed action.

Thread Manipulation: Once per campaign, immediately after an 
Action resolves within Far range, restore positions, HP, Conditions, 
and damaged objects to their state before that Action. All costs, Fear, 
path resources, and use limits remain spent. It cannot reverse death, 
a completed Death Move, identity, or an event older than the 
immediately preceding Action.

Temporal Weaving: Can create artifacts that exist in multiple 
probability states simultaneously, with different properties in each.

Convergence Detection: Automatically alerts the user to 
approaching probability convergence points.

Costs & Consequences:

Viewing: After each use, mark 1d6 Stress, never above the normal 
Stress capacity, and make a Presence Reaction Roll, DC 15. On failure 
become Dazed and take Disadvantage on Knowledge Rolls until 
completing a Short or Long Rest.

Thread Manipulation: The immediate Action is reversed exactly as 
stated above; the fixed cost is 1d6 Stress to the user and 2 Fear to 
the Keeper, subject to Fear's maximum of 12. No further 
compensation, retroactive event, or Keeper-chosen loss is added.

Extended Use: The Loom is addictive. Users increasingly struggle to 
make decisions without consulting it.

Current Location: The Temporal Conclave's sanctum. Oracle 
Crystallis is its primary keeper.

Plot Hooks:

• The Loom shows a convergence point that threatens all 
existence. Can it be prevented?

• Someone stole a thread from the Loom. Reality is beginning to 
unravel.

• The Loom is showing something it's never shown before, a 
probability state that shouldn't exist.

,  

ETHEREAL RELICS

_How do uncertain beings create lasting objects? With great 
difficulty, and great significance._

The Certainty Cage

_Legendary Artifact, Ethereal Fear_

_"They built this to trap us. To make us singular. To make us die."_

Description: A crystalline prison designed to force probability 
beings into a single fixed state. To Ethereals, it is the most terrifying 
object in existence, a device that could destroy them by making 
them certain.

History: During an ancient conflict between fixed and probabilistic 
beings, the Certainty Cage was created as a weapon against 
Ethereals. It was used exactly once, trapping an Ethereal philosopher 
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who was forced into a single state and slowly faded from existence 
over three agonizing years. The Ethereals ultimately negotiated 
peace to prevent its use again. The Cage was supposedly destroyed, 
but rumors persist that it survived.

Powers:

Certainty Field: Creates a zone where probability collapses. 
Ethereals within the field cannot shift states and lose their powers.

Reality Anchor: Anything within the Cage becomes absolutely fixed, 
no probability manipulation can affect it.

Paradox Prevention: The Cage can stabilize areas of reality 
instability, forcing coherent causality.

Ethereal Trap: An Ethereal placed within the Cage cannot escape. 
They will slowly lose coherence and fade.

Costs & Consequences:

Activation: The Cage affects all probability beings in its area, 
including Rift Spinners. Allies may be harmed.

Ethereal Knowledge: Ethereals will do anything to destroy the Cage 
or anyone who possesses it. They are implacable enemies.

Reality Damage: Forcing certainty in areas of natural uncertainty 
causes long-term reality instability in surrounding regions.

Current Location: Unknown. Officially destroyed. Rumors suggest 
House Kurogane may possess fragments.

Plot Hooks:

• The Cage has resurfaced, Ethereals are panicking.

• Someone wants to use the Cage to stabilize a dangerous 
probability storm. Is the cure worse than the disease?

• An Ethereal seeks alliance to destroy the Cage permanently. What 
are they willing to do?

,  

BLOOMSTRIDER RELICS

_Those who measure time in forests have created objects that carry 
the weight of geological ages._

The First Seed

_Legendary Relic, Bloomstrider Heritage_

_"From this, all of us grew. To this, all of us return. We are branches; 
this is root."_

Description: A seed the size of a human head, dormant for millennia 
but clearly alive. It is the genetic source of all Bloomstrider life, the 
original organism from which the species evolved.

History: Bloomstrider records, spanning hundreds of thousands of 
years, trace their lineage back to a single seed that fell from space. 
Whether it was natural cosmic drift, deliberate seeding, or 
something else entirely is debated even among their scholars. The 
First Seed has never germinated; it remains in a state of eternal 
potential. Bloomstriders believe that if it ever grows, it will either 
birth a new species or signal the end of the current one.

Powers:

Genetic Authority: All Bloomstriders feel connection to the First 
Seed. Commands issued while holding it carry ancestral weight.

Ecosystem Genesis: The Seed can terraform barren ground into 
living soil. Given time, entire ecosystems can grow from its 
influence.

Deep Memory: Contains genetic memories of all Bloomstrider 
history. Can be accessed through extended communion.

Potential Energy: The Seed is full of unreleased life force. If 
damaged, it releases this energy explosively, or creatively.

Costs & Consequences:

Removal from Homeworld: Bloomstriders consider removing the 
First Seed to be species-level threat. Response would be 
proportional.

Germination Risk: Every interaction with the Seed risks triggering 
germination. The consequences are unpredictable but certainly 
significant.

Communion: Deep memory access requires the user to contribute 
their own memories. These become part of Bloomstrider collective 
heritage.

Current Location: The Heart Grove on the Bloomstrider homeworld, 
tended by the eldest Elders.

Plot Hooks:

• The First Seed is finally germinating. What does this mean?

• Someone wants to study the Seed's origins. The Bloomstriders 
are conflicted.

• The Seed contains memories of the Great Silence. What did it 
experience?

,  

PRECURSOR TECHNOLOGY

_The ancient civilization left behind wonders and terrors. 
Understanding them may be humanity's greatest challenge, or its 
last._

The Silence Engine

_Precursor Technology, Unknown Purpose_

_"We don't know what it does. We know what happened when 
someone turned it on."_

Description: A device of impossible geometry, covered in symbols 
no one has been able to translate. It was discovered in the ruins of a 
Precursor facility that had been sealed from the inside, as if to 
contain what was within.

History: The Engine was found fifty years ago by a House Kurogane 
research team. When activated, it emitted a sound that couldn't be 
heard but could be felt, and everyone within range fell silent. Not 
just quiet, they lost the ability to make any sound at all. The effect 
wore off after a week, but the implications were terrifying. The 
Engine has been in secure containment ever since, studied but never 
activated again. Some believe it was the weapon that caused the 
Great Silence.

Powers:

Absolute Silence: When activated, creates zone of complete silence. 
No sound, communication, or signal can be transmitted within the 
area.
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Signal Disruption: Even inactive, the Engine disrupts nearby 
communications. Electronics within Close range are unreliable.

Precursor Interface: The Engine responds to certain commands in 
unknown language. What it can actually do is largely undiscovered.

Unknown Potential: The Engine is clearly capable of much more 
than has been tested. What else can it do?

Costs & Consequences:

Activation: Name the activation zone before the device starts. A 
creature in it when activation resolves cannot transmit language, 
sound, signal, telepathy, or encoded communication for 1d6 days. 
Remaining in or re-entering the zone does not extend the duration 
or cause permanent damage; any permanent consequence requires 
a separate complete rule and the affected player's consent.

Full Power: No one knows what happens at full power. The 
Precursors sealed it for a reason.

Study: The Engine resists understanding. Researchers consistently 
report dreams of silence, void, and endings.

Current Location: House Kurogane secure research facility. Lady 
Akira Kurogane oversees its study.

Plot Hooks:

• Was this the weapon that caused the Great Silence? Evidence is 
emerging.

• Someone wants to activate the Engine at full power. They may be 
insane, or they may know something.

• The Engine is receiving signals. From where? From when?

,  

The Navigator's Eye

_Precursor Technology, Navigation Device_

_"It shows the way to places that don't exist anymore. Or don't exist 
yet."_

Description: An orb of crystallized light that projects star maps 
when activated. The maps show not just current star positions but 
positions from millions of years ago, and positions that will exist 
millions of years hence.

History: The Navigator's Eye was recovered from a Precursor vessel 
drifting in deep space. The ship itself had been empty for so long 
that its hull was pitted with micrometeorite impacts accumulated 
over geological time. The Eye was the only functioning system, still 
projecting maps for observers who had been dead for eons. Study of 
the device has revealed routes to locations that no longer exist, and 
to locations that current surveys say are empty. Some believe the 
Eye maps where things should be, not where they are.

Powers:

Historical Navigation: Can chart courses to any location's past 
position, allowing travel to places that have moved or been 
destroyed.

Future Mapping: Can project where celestial bodies will be, allowing 
planning for long-term journeys or events.

Hidden Paths: Reveals routes through space that standard 
navigation doesn't detect, wormholes, shortcuts, or stranger 
passages.

Precursor Destinations: Can locate Precursor facilities that have 
been hidden from normal detection.

Costs & Consequences:

Temporal Navigation: Traveling to a past position may encounter 
temporal complications. What exists there now?

Hidden Paths: The paths the Eye reveals may be hidden for good 
reasons. Not all shortcuts are safe.

Precursor Attention: Using the Eye to find Precursor facilities may 
attract attention from things that guard them.

Current Location: Admiral Helena Vance's secured archives. She 
uses it sparingly.

Plot Hooks:

• The Eye shows a route to Earth's current position. Is it still there?

• A hidden path leads to something the Precursors left behind. 
Something that's waking up.

• The Eye's future maps show something approaching. It will arrive 
within a decade.

,  

APPENDIX: ARTIFACT GUIDELINES

INTRODUCING ARTIFACTS

Artifacts should never appear randomly. Each one is a significant 
event, worthy of its own story arc. Consider these guidelines:

Foreshadowing: Mention the artifact before it appears. Let players 
hear rumors, see references, or encounter people who seek it.

Discovery: Finding an artifact should be its own story. Make the 
crew work for it.

Consequences: Every artifact changes the campaign. Be prepared for 
the ripples.

Departure: Most artifacts shouldn't stay with the crew forever. Plan 
how they leave as carefully as how they arrive.

BALANCING ARTIFACTS

These artifacts are powerful, intentionally so. Balance comes from 
consequences, not limitations:

Costs Are Real: When an artifact demands sacrifice, enforce it. The 
price should matter.

Attention Is Dangerous: Powerful artifacts attract powerful enemies. 
The crew is never safe with one.

Stories Complicate: The histories of these artifacts create 
obligations, connections, and complications.

_, End of Relics & Artifacts, _
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AUTHOR'S PREFACE: WHY WE LOVE

I have spent forty-seven years studying the hearts of strangers.

When I began my career at the New Byzantium Institute, fresh from 
completing my dissertation on pre-Silence mating customs among 
the Kryllian Matriarchies, a senior colleague offered me what he 
believed was sage advice: 'Elara,' he said, 'you have chosen a field 
with no practical application. The Houses want weapons research. 
Economic forecasting. Political analysis. No one will ever pay you to 
study love.'

He was wrong, though not in the way I expected.

In the century since the Great Silence, the galaxy has been knitting 
itself back together, imperfectly, incompletely, but with increasing 
determination. Trade routes reconnect worlds that spent 
generations in isolation. Refugee populations settle on planets 
whose native species they have never encountered. Mixed-

species crews share ships no larger than a modest apartment for 
months or years at a time. And everywhere, in station bars and 
diplomatic chambers, in refugee camps and colony ships, the same 
question arises with increasing urgency:

How do we love each other?

Not in the abstract, philosophical sense, though that question has its 
place, but in the immediate, practical, desperately important sense. 
How does a Human court a Celestiari without overwhelming them 

with emotional intensity? How does a Kryx express devotion without 
triggering prey-responses in their beloved? How does a Synthetic 
navigate the expectations of partners who assume that love requires 
biological processes they do not possess?

These questions arrive at my office daily. Station administrators 
seeking guidance for conflict resolution. Ship captains trying to 
understand crew dynamics. Parents of children who have fallen in 
love with someone from a species they do not understand. And, 
most movingly, individuals who have found connection across

the vast differences that separate species, and who simply want to 
understand their partners better.

This book is my attempt to provide answers. Or, more honestly, to 
provide frameworks for finding answers, because love refuses to be 
reduced to simple formulas.

_A note on methodology: This work draws on three primary sources. 
First, the extensive ethnographic literature preserved in the Grand 
Archives, including pre-Silence studies that document cultural 
practices now lost or transformed. Second, interviews conducted 
over four decades with individuals from every major species, 
totaling over twelve thousand hours of recorded testimony. Third, 
my own experience in two mixed-species marriages, the first to a 
Kryllian shipwright who taught me that patience is itself a form of 
passion, the second to a Human archaeologist whose death during 
the Valerius Incident remains the defining grief of my life._

I offer this work not as the final word on interspecies intimacy, but as 
a beginning. The galaxy is vast, its peoples diverse beyond any 
single scholar's comprehension. What I have gathered here is 
necessarily incomplete. But if it helps even one person understand 
their partner a little better, love a little more wisely, or simply feel 
less alone in the complexity of cross-species connection, then it will 
have been worth the writing.

The Great Silence taught us how quickly everything can be lost. Let 
us not waste what time we have failing to understand each other.

_Dr. Elara Venn-Amaranth_

_New Byzantium, 103 P.S._

PART I

THE ARCHITECTURE OF AFFECTION

THE UNIVERSAL GRAMMAR OF LOVE

_"In every language, the word for 'together' is older than the word 
for 'alone.'"_

_, Patriarch Cornelius Amaranth, Meditations on Connection_

Before we can discuss the specific expressions of love among the 
galaxy's diverse species, we must first establish what love is, or 
rather, what commonalities exist across radically different biologies, 
psychologies, and cultural frameworks that might constitute 
something like a universal grammar of affection.

This is not a simple task. The Bloomstriders, with their vegetable 
consciousness and radically different sense of time, experience 
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attachment in ways that barely translate into animal languages. The 
Ethereals, existing across multiple probability states simultaneously, 
form connections that violate our assumptions about singular, 
persistent identity. The Synthetics raise the philosophically 
challenging question of whether

consciousness without biological drives can experience love at all, 
or whether their expressions of affection are sophisticated 
simulations of something they cannot truly feel.

And yet, despite these profound differences, certain patterns 
emerge. Across forty-seven years of research, interviewing 
thousands of individuals from nine major species and dozens of 
minor ones, I have identified five elements that appear, in some 
form, in virtually every species' conception of love:

The Five Pillars of Affection Presence: The desire to be near the 
beloved, to share space and time with them. This manifests 
differently across species, a Celestiari may seek emotional proximity 
through empathic resonance even at physical distance, while a Kryx 
may require literal physical contact to feel 'present' with their pack, 
but the underlying impulse appears universal. Love creates a 
gravitational pull toward the other.

Investment: The willingness to expend resources, time, energy, 
attention, material goods, for the benefit of the beloved. A Kryllian 
demonstrating love might spend months crafting a gift with all four 
hands. A Human might sacrifice career opportunities to remain close 
to a partner. A Bloomstrider might literally give of their own body, 
allowing a partner to graft compatible tissue. The specifics vary 
enormously, but the underlying pattern of valued sacrifice remains 
constant.

Vulnerability: Love requires the exposure of aspects of self that are 
normally protected. For a Kryx, this might mean suppressing the 
predatory instincts that constitute their survival advantage. For an 
Ethereal, it might mean collapsing into a single probability state, 
accepting the limitations of definite existence for the sake of 
genuine connection. For a Synthetic, it might mean revealing the 
uncertainty and doubt that their logical processing is supposed to 
have resolved. Love asks us to be seen in our weakness, and to trust 
that seeing will not become exploitation.

Recognition: The perception of the beloved as a unique, 
irreplaceable individual rather than a category or function. This is 
perhaps the most philosophically complex pillar, particularly when 
applied to species like the Synthetics (who could theoretically be 
copied) or the Bloomstriders (who can literally grow new individuals 
from fragments of themselves). Yet even in these cases, love 
involves the insistence that this instance, this configuration, this 
particular expression of consciousness is precious in a way that 
transcends interchangeability.

Continuity: The desire for connection to persist across time. Love is 
not merely a momentary state but an ongoing relationship that 
shapes both parties. Even species with radically different 
relationships to time, the Rift Spinners who perceive past and future 
simultaneously, the Ethereals who exist in multiple timelines, still 
express a desire for their connections to

endure, to matter, to leave traces that persist beyond any individual 
moment.

These five pillars appear in every culture I have studied, though their 
relative emphasis and specific expression vary enormously. 
Understanding this universal grammar provides a foundation for 

cross-species connection: whatever else divides us, we are all 
seeking presence, making investment, risking vulnerability, 
demanding recognition, and hoping for continuity.

The differences lie in how we pursue these goals, and it is to those 
differences that we now turn.

HUMANS, THE BURNING HEARTS

_"They love like they do everything else: too much, too fast, too 
bright. And somehow, despite all reason, it works."_

_, Weaver-of-Lost-Seconds, Rift Spinner historian_

THE NATURE OF HUMAN LOVE

Humans are the baseline against which other species often measure 
themselves, not because human love is superior or more 'natural,' 
but because human diaspora has spread their cultural assumptions 
across the galaxy. Understanding human approaches to intimacy is 
therefore essential for anyone navigating cross-species 
relationships.

The defining characteristic of human love is its intensity. Humans 
feel their emotions with a rawness that other species find either 
beautiful or overwhelming, depending on perspective. A Celestiari 
once described being in the presence of a human in love as 
'standing next to a bonfire, the warmth is wonderful, but you cannot 
stay too close for too long without being burned.'

This intensity emerges from human biology. Humans evolved as 
social primates with relatively short lifespans, high infant 
dependency, and complex group dynamics. Their neurochemistry 
rewards pair-bonding with powerful rushes of dopamine, oxytocin, 
and serotonin, chemicals that create the subjective experience of 
obsession, comfort, and wellbeing that humans describe as 'being in 
love.' These chemical rewards are so powerful that humans often 
pursue romantic relationships even when those relationships are 
objectively harmful, simply because the neurochemical payoff is too 
compelling to resist.

Human love is also characterized by what xenopsychologists call 
'emotional transparency.' Humans leak emotion constantly, through 
facial expressions, body language, vocal tone, and physiological 
responses like blushing or sweating. This makes them easy to read 
but also easy to overwhelm; a species with more controlled 
emotional expression may find human emotional displays 
exhausting or even threatening.

COURTSHIP CUSTOMS AND RITES

Human courtship varies enormously across cultures, but certain 
patterns appear frequently enough to be considered characteristic:

The Declaration: Humans value explicit verbal expression of 
romantic interest. While other species may rely on pheromonal 
signals, behavioral patterns, or shared work to establish connection, 
humans typically expect a moment of declaration, a statement of 'I 
love you' or 'I want to be with you' that transforms implicit feeling 
into explicit commitment. Partners who fail to provide such 
declarations may be perceived as uncommitted, regardless of how 
their actions demonstrate devotion.

Symbolic Gifting: Humans place great significance on physical 
tokens of affection. Flowers, jewelry, prepared food, written 
messages, these objects carry emotional weight far beyond their 
practical value. The importance lies not in the gift itself but in what 
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it represents: thought, attention, willingness to expend resources. 
Partners who fail to engage with human gift-giving traditions may be 
perceived as emotionally negligent.

Exclusive Focus: Human romantic love typically demands 
exclusivity. While polyamorous arrangements exist, the cultural 
default involves two individuals claiming priority access to each 
other's romantic attention. Jealousy is considered a normal, even 
expected emotional response to perceived threats to this 
exclusivity. Species accustomed to more distributed affection 
patterns may find human jealousy baffling or suffocating.

Physical Intimacy Progression: Humans typically follow a socially 
scripted progression of physical intimacy: hand-holding, embracing, 
kissing, increasingly intimate touch, and eventually sexual union. 
The pace of this progression carries social meaning; moving 'too fast' 
may signal lack of respect, while moving 'too slow' may signal lack of 
interest. Non-human partners must learn to navigate these 
expectations, which may be entirely alien to their own species' 
intimacy patterns.

SEXUAL EXPRESSION

Human sexuality is notable for several characteristics that 
distinguish it from other species:

First, human sexual activity is largely decoupled from reproduction. 
Unlike species with defined mating seasons or fertility cycles, 
humans remain sexually receptive throughout the year and pursue 
sexual activity for pleasure, emotional bonding, and stress relief 
regardless of reproductive possibility. This means human partners 
may expect sexual activity to be a regular component of romantic 
relationships, even when reproduction is impossible or unwanted.

Second, human sexuality is remarkably variable. Individual humans 
differ enormously in their sexual preferences, appetites, and 
practices. Some require high frequency of sexual activity to feel 
connected; others

experience little sexual desire at all. Some find specific stimuli 
arousing that others find neutral or even unpleasant. Non-human 
partners should expect that understanding one human's sexuality 
provides limited guidance for understanding another's.

Third, humans attach enormous psychological significance to sexual 
activity. For many humans, sex is not merely a physical act but a 
profound expression of emotional connection, vulnerability, and 
trust. Casual approaches to sexuality, which may be entirely normal 
for other species, can cause deep psychological injury to humans 
who experience sexual intimacy as inherently meaningful.

PSYCHOLOGICAL LANDSCAPE

Human Motivations: Humans seek in love what they struggle to find 
elsewhere: a sense of being chosen, of mattering uniquely to 
another being. Their relatively brief lifespans create urgency; 
humans know they will die, and love offers a way to matter beyond 
individual mortality. They want to be witnessed, understood, and 
remembered.

Human Frustrations: Humans often struggle with the gap between 
romantic expectations, shaped by cultural narratives that promise 
transcendent, effortless connection, and the reality of maintaining 
relationships through daily effort and inevitable disappointment. 
They may become frustrated when partners fail to intuit their needs, 
when passion fades into familiarity, or when the beloved reveals 

themselves to be an imperfect, independent being rather than the 
projection the human has constructed.

Relationship Maintenance: Humans require regular verbal and 
physical reassurance to maintain feelings of connection. 
Relationships that lack ongoing expressions of affection, regardless 
of how objectively stable they may be, will often feel insecure to 
human partners. 'Out of sight, out of mind' is a genuine 
psychological risk; extended physical separation strains human 
romantic bonds in ways it may not strain other species'.

NOTES FOR NON-HUMAN PARTNERS

If you love a Human, or wish to be loved by one, consider the 
following guidance:

Express your feelings verbally and frequently. Humans need to hear 
that they are loved; they cannot simply infer it from your presence 
or your practical contributions to the relationship. Saying 'I love you' 
is not redundant, even when both parties already know it; the saying 
itself is the point.

Be prepared for emotional intensity. A Human in love will feel 
strongly, joy, desire, jealousy, fear, gratitude, and will expect you to 
engage with these feelings. If your species experiences emotions 
more quietly or processes them differently, communicate this 
clearly; otherwise your Human partner may interpret your 
composure as coldness or indifference.

Understand that physical touch carries emotional meaning. Humans 
communicate enormous amounts of information through touch, 
comfort, desire, reassurance, claim. Learning your Human partner's 
touch language is essential; they will be reading yours whether you 
intend to communicate through touch or not.

Respect the importance of symbolic gestures. To a Human, the fact 
that you remembered an anniversary, brought them a gift, or 
planned a special experience together demonstrates that they 
occupy space in your thoughts. These gestures matter 
disproportionately to their practical significance.

Accept that some aspects of Human love will remain mysterious. 
Humans themselves do not fully understand why they love as they 
do; they are subject to psychological forces that predate their 
rational minds by millions of years. Love them anyway.

KRYLLIANS, LOVE FORGED IN PATIENCE

_"A Kryllian does not say 'I love you.' A Kryllian builds something 
beautiful and places it in your hands, and trusts you to understand."_

_, Human merchant Jira Okonkwo, after her wedding to Matriarch 
Kivven-Sol_

THE NATURE OF KRYLLIAN LOVE

The Kryllians love slowly. Where Humans burn, Kryllians glow, 
steady, warm, patient heat that can melt stone given sufficient time. 
To understand Kryllian intimacy is to understand a species for whom 
three hundred years is a reasonable lifespan and haste is considered 
a character flaw.

Kryllian biology shapes their approach to connection. Their four 
arms allow them to work while also touching; a Kryllian craftsperson 
might shape metal with their primary limbs while their secondary 
arms rest on a partner's shoulder, maintaining physical connection 
without interrupting productive activity. Their chitinous 
exoskeletons make them resistant to casual touch, you cannot 
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simply brush against a Kryllian and expect them to feel it, which 
means that touch, when it occurs, must be intentional and sustained.

Their emotional landscape differs significantly from Human norms. 
Kryllian emotions run deep but steady, like underground rivers 
rather than surface storms. A Kryllian experiencing intense affection 
will not display the facial expressions, vocal variations, or 
physiological responses that Humans use to signal emotion. To other 
species, Kryllians may appear emotionally flat or distant; in truth, 
they are simply processing feelings on a different timescale and 
expressing them through different channels.

COURTSHIP CUSTOMS AND RITES

Kryllian courtship centers on two fundamental practices: 
collaborative creation and patient presence.

The Crafting Gift: A Kryllian expressing romantic interest will 
typically craft something for the object of their affection. This is not 
mere gift-giving in the Human sense; the Kryllian is demonstrating 
their skills, their patience, and their willingness to invest significant 
time in the relationship. A simple gift might take weeks to create; a 
serious courtship gift might require months or years. The quality of 
the craft signals the depth of feeling; a flawed gift suggests 
insufficient investment.

The Silent Sitting: Kryllians demonstrate comfort and trust by 
spending extended time in close physical proximity without 
speaking or interacting. This 'silent sitting' may last hours; to a 
Kryllian, the willingness to simply be present, without demanding 
entertainment or conversation, signals deep compatibility. Partners 
unfamiliar with this practice may find it uncomfortable or boring; 
Kryllians find it profoundly intimate.

The Work-Sharing: Kryllian couples often develop shared projects, 
crafts, constructions, ongoing works that may span decades. Working 
together on such projects is considered one of the highest 
expressions of Kryllian intimacy; it demonstrates compatibility of 
skills, temperament, and vision. A Kryllian who invites you to 
contribute to their work is offering profound trust.

The Matriarchal Blessing: Formal Kryllian partnerships typically 
require approval from the Matriarch of at least one partner's clan. 
This is not mere formality; the Matriarch's assessment of the 
partnership's viability carries real weight. Couples who proceed 
without Matriarchal blessing may face social consequences, 
including difficulty in business arrangements and reduced clan 
support during hardship.

SEXUAL EXPRESSION

Kryllian sexuality is, by Human standards, remarkably restrained. 
Sexual activity occurs primarily for reproduction and is not typically 
a regular feature of ongoing partnerships. This does not indicate lack 
of intimacy; Kryllians simply express intimacy through different 
channels, primarily touch, shared work, and sustained presence.

Physical intimacy between Kryllians involves extensive touching 
with all four hands, often lasting hours. The secondary arms are 
particularly sensitive; being touched on the secondary hands or 
forearms is considered extremely intimate, comparable to what 
Humans might experience from genital contact. Non-Kryllians 
pursuing intimate relationships should learn to attend to the 
secondary arms and understand their significance.

Kryllians are capable of sexual relationships with other species, 
though anatomical differences may require adaptation and 

creativity. More importantly, non-Kryllian partners should 
understand that a Kryllian's low frequency of sexual activity does 
not indicate lack of

attraction or emotional cooling; it simply reflects their species' 
different relationship between sexuality and intimacy.

PSYCHOLOGICAL LANDSCAPE

Kryllian Motivations: Kryllians seek partners who demonstrate 
reliability, skill, and patience. They want someone who will still be 
present in fifty years, still working on shared projects, still engaged 
in the slow process of building a life together. Legacy matters 
deeply; Kryllians want their partnerships to produce lasting works, 
children, crafts, structures, reputations, that will endure beyond 
individual lifetimes.

Kryllian Frustrations: Kryllians become frustrated with partners who 
demand constant emotional expression, who mistake their steady 
temperament for coldness, or who lack the patience for Kryllian 
timescales. A Human partner's need for frequent verbal reassurance 
may exhaust a Kryllian who considers actions far more meaningful 
than words. Similarly, partners who rush intimacy, who want to 
accelerate the courtship process or achieve immediate emotional 
intensity, may find themselves rejected as insufficiently serious.

NOTES FOR NON-KRYLLIAN PARTNERS

If you love a Kryllian, learn to speak in their language, which is to 
say, in action and patience rather than words and intensity.

Show your love by creating. Make things. Build things. Even if you 
lack Kryllian craft skills, the effort to create something with your 
own hands will be recognized and appreciated. A handmade gift, 
however crude, demonstrates investment in ways that purchased 
goods cannot.

Learn to be comfortable in silence. Kryllians do not experience silent 
companionship as awkward; they experience it as peaceful. If you 
can learn to sit with your Kryllian partner without filling every 
moment with conversation, you demonstrate compatibility at a 
fundamental level.

Understand that expressions of love will come in practical forms. A 
Kryllian who repairs your equipment, maintains your living space, or 
includes you in their work is expressing devotion. These acts are not 
separate from love; they are love, made manifest in Kryllian terms.

Be patient. Kryllian relationships develop over years and decades, 
not weeks and months. If you are from a shorter-lived species, you 
may need to accept that your Kryllian partner operates on 
timescales that will outlive you. This is not coldness; it is simply how 
they experience time.

CELESTIARI, LOVE AS LUMINESCENCE

_"They feel what you feel. They cannot help it. To love a Celestiari is 
to know that every cruelty you commit will wound them, every 
kindness will heal them. It makes you a better person, if you let it."_

_, Human diplomat Serena Vance, Meditations on the Light_

THE NATURE OF CELESTIARI LOVE

To love a Celestiari is to love with your emotional doors 
permanently open.

The Celestiari experience emotion through empathic resonance, 
they literally feel what those around them feel, experiencing joy as 
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warmth, fear as acid, grief as crushing weight. This biological reality 
shapes every aspect of their approach to intimacy. They cannot hide 
their feelings; their skin shifts color with their emotional state, blue-
white in fear, gold in joy, deep violet in desire. And they cannot 
ignore their partner's feelings; emotional deception is effectively 
impossible in a Celestiari relationship.

This creates relationships of unusual intensity and honesty. A 
Celestiari in love feels their own affection and their partner's 
response to that affection simultaneously, a feedback loop of 
emotion that can become transcendently beautiful or 
catastrophically overwhelming depending on how it is managed. 
Celestiari who fall in love with emotionally intense species, 
particularly Humans, must learn to regulate this feedback or risk 
being overwhelmed by the sheer volume of feeling.

Their light-based biology adds another dimension. Celestiari 
experience arousal and emotional intensity as literal luminescence; 
they glow brighter when feeling strongly. An embracing Celestiari 
couple might produce enough light to read by. This makes Celestiari 
intimacy a visible, public phenomenon in ways that other species 
find either beautiful or intrusive.

COURTSHIP CUSTOMS AND RITES

The Harmonic Resonance: Celestiari courtship begins with 
attunement, the process of learning to distinguish a specific 
individual's emotional signature from the background noise of other 
beings. A Celestiari who wishes to court someone will spend time in 
their presence, deliberately opening their empathic receptors, 
learning the texture and rhythm of that individual's emotional life. 
This process takes weeks or months; rushing it produces shallow 
attunement that degrades quickly.

The Song-Gift: Celestiari often express romantic interest through 
music, specifically, through songs that attempt to capture the 
emotional signature of the beloved. These are not love songs in the 
Human sense,

celebrations of the singer's feelings; they are attempts to translate 
the beloved's inner life into sound, demonstrating how deeply the 
singer has come to understand them. Receiving such a song and 
recognizing oneself in it is considered one of the most profound 
experiences in Celestiari culture.

The Light-Sharing: Established Celestiari couples practice 'light-
sharing', the deliberate projection of emotional states into each 
other, creating a temporary merging of inner experience. This is 
extraordinarily intimate; it requires complete trust and complete 
vulnerability. Partners who achieve successful light-sharing describe 
it as the closest thing to losing the boundary between self and other 
that Celestiari can experience.

SEXUAL EXPRESSION

Celestiari sexuality is inextricably intertwined with empathic 
resonance. Sexual activity produces intense emotional feedback 
loops; each partner feels their own pleasure and their partner's 
pleasure simultaneously, creating cascading waves of sensation that 
can become overwhelming. Celestiari sexual encounters are 
typically brief by Human standards because this intensity cannot be 
sustained for long periods.

Their physical form is humanoid but luminescent, with skin that 
shifts through colors during arousal and climax. Sexual activity 
between Celestiari produces light displays that can fill entire rooms, 

beautiful but completely lacking in privacy. Mixed-species couples 
involving Celestiari partners should expect that intimacy will be, at 
minimum, audible through empathic resonance to any other 
Celestiari nearby; full privacy requires significant physical distance 
from other members of the species.

For non-empathic partners, Celestiari sexuality presents both 
advantages and challenges. The advantage is that a Celestiari 
partner knows exactly what you are feeling and can respond 
perfectly to your desires. The challenge is that Celestiari can 
become so absorbed in their partner's experience that they neglect 
their own; the relationship may become one-sided if the non-
empathic partner does not actively attend to the Celestiari's needs.

PSYCHOLOGICAL LANDSCAPE

Celestiari Motivations: Celestiari seek partners whose emotional 
presence feels good to experience. This sounds shallow but is 
profoundly important, a Celestiari in a relationship with someone 
whose emotional state is consistently negative will suffer constant 
empathic distress. They seek partners who are emotionally stable, 
capable of joy, and comfortable with the profound intimacy that 
Celestiari relationships require.

Celestiari Frustrations: Celestiari become frustrated with partners 
who expect privacy of emotion, who want to hide what they feel or 
who resent the Celestiari's awareness of their inner states. They 
struggle with partners whose emotional intensity overwhelms their

capacity to regulate, and with partners who treat their empathic 
abilities as a tool to be exploited rather than a vulnerability to be 
protected.

NOTES FOR NON-CELESTIARI PARTNERS

If you love a Celestiari, you must accept that your emotional life is 
no longer fully private. They will know when you are sad, when you 
are angry, when you are aroused, when you are lying. This is not 
invasion; it is simply how they perceive reality. Fighting against it 
damages the relationship; accepting it enables intimacy that other 
species cannot achieve.

Take responsibility for your emotional states. A Celestiari cannot 
ignore your feelings the way another species might; your bad mood 
affects them directly. This does not mean you must always be 
cheerful, authenticity matters, but it does mean you should 
communicate openly about what you are feeling and why, rather 
than expecting your Celestiari partner to simply endure your 
emotional weather.

Learn to read their light. Celestiari skin color correlates with 
emotional state in consistent patterns. Learn what your partner's 
colors mean; attend to shifts that might indicate distress you would 
otherwise miss. They are reading you constantly; reading them in 
return creates reciprocity.

Protect them from emotional overwhelm. A Celestiari at a Human 
party, surrounded by the intense emotions of dozens of short-lived 
beings, is experiencing something like standing in a hurricane. They 
need quiet spaces, recovery time, and partners who understand 
when they need to retreat.

KRYX, LOVE AS LOYALTY

_"Pack is everything. Pack is breath and blood and the ground 
beneath your feet. To be accepted into a Kryx's pack is to be 
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defended unto death. To betray that acceptance is to become 
prey."_

_, Alpha Kronar Bloodfang, on the nature of belonging_

THE NATURE OF KRYX LOVE

The Kryx do not have a word that translates directly into the Human 
concept of romantic love. What they have is pack-bond, the fierce, 
absolute loyalty that ties a Kryx to those they have chosen as their 
own. This bond can include what other species would call romantic 
partnership, but it is not limited to it; a Kryx's pack may include 
family, friends, crewmates, and beloveds without clear categorical 
distinction.

Understanding Kryx intimacy requires understanding that they 
evolved as apex predators on a death world where survival 
depended on absolute cooperation within the pack. A Kryx alone is 
vulnerable; a Kryx pack is nearly invincible. This evolutionary 
pressure created a species for whom connection is not optional but 
existential, a

Kryx without pack suffers psychological damage comparable to 
Human solitary confinement.

This manifests in relationships as fierce protectiveness, physical 
closeness, and absolute loyalty. A Kryx who considers you pack will 
fight for you, feed you, sleep touching you, and regard any threat to 
your wellbeing as a threat to themselves. The intensity of this 
devotion can be overwhelming for species accustomed to more 
boundaried relationships.

COURTSHIP CUSTOMS AND RITES

The Assessment: Before a Kryx will consider romantic involvement, 
they instinctively categorize potential partners into one of three 
groups: Pack (worthy of protection and trust), Prey (triggering 
predatory instincts), or Rival (demanding respect but not intimacy). 
Moving from Prey or Rival status to Pack status requires 
demonstrating strength, reliability, and the ability to contribute to 
pack welfare. Weakness does not disqualify, Kryx protect their 
vulnerable pack members fiercely, but weakness combined with 
unreliability or disloyalty triggers contempt.

The Hunt-Together: Kryx courtship typically involves collaborative 
activity that demonstrates compatibility under stress. Traditional 
Kryx might literally hunt together; contemporary Kryx might 
substitute combat training, competitive challenges, or collaborative 
problem-solving. The key is demonstrating that you can function 
effectively as a unit when it matters. A partner who panics, hesitates, 
or fails under pressure will not progress beyond casual relationship.

The Throat-Offering: The ultimate gesture of Kryx romantic 
commitment involves literally exposing one's throat to the partner, 
the most vulnerable part of Kryx anatomy, the target that predators 
and rivals strike to kill. This is not merely symbolic; a Kryx exposing 
their throat is demonstrating absolute trust, accepting that their 
beloved could kill them and choosing vulnerability anyway. Non-
Kryx partners may find themselves invited to touch a Kryx's throat 
once the relationship reaches sufficient depth; this should be 
understood as the profound honor it represents.

SEXUAL EXPRESSION

Kryx sexuality is intense, physical, and frequently rough by Human 
standards. Their dense fur over a tough hide and their regenerative 
capabilities mean they can engage in intimate activities that would 

injure more fragile species. Biting, scratching, and what Humans 
might perceive as violence are normal components of Kryx sexual 
expression; they do not indicate aggression or displeasure.

Mating among Kryx traditionally involves establishing dominance, 
not because submission is humiliating, but because the physical 
contest is itself arousing. Partners may wrestle, chase, and fight 
before sexual activity; the loser of such contests does not feel 
diminished, and dominance may shift between encounters. Non-
Kryx

partners should understand this dynamic before assuming that their 
Kryx beloved's behavior indicates relationship problems.

Physical compatibility between Kryx and other species varies. 
Humans are generally compatible but must be careful, Kryx can 
easily injure a Human through enthusiastic activity. Kryllians' 
armored bodies make them more durable partners. Celestiari may 
find Kryx sexuality overwhelming through empathic resonance. 
Synthetics may struggle to engage with activity that assumes 
biological responses they lack.

PSYCHOLOGICAL LANDSCAPE

Kryx Motivations: Kryx seek belonging. The worst fate a Kryx can 
imagine is being alone, cast out, packless, with no one to fight for 
and no one to fight for them. Romantic relationships offer a 
particular kind of belonging: a connection so close that two beings 
become, in some sense, a single unit. A Kryx in love wants to merge 
their life with their partner's, to eliminate the boundary between 
'your concerns' and 'my concerns.'

Kryx Frustrations: Kryx struggle with partners who maintain strong 
boundaries, who want 'space' or 'independence' in ways that feel 
like rejection of pack-bond. They become frustrated with partners 
who cannot accept protection, who resist the Kryx's instinct to shield 
them from harm. And they find partners who display disloyalty, even 
disloyalty to others, deeply troubling; if you will betray anyone, you 
might eventually betray them.

NOTES FOR NON-KRYX PARTNERS

If you love a Kryx, prepare to be claimed. This is not possessiveness 
in the Human sense, Kryx do not regard their partners as property, 
but it is absolute inclusion. You will be expected to participate in 
pack activities, to accept the Kryx's protection, and to demonstrate 
loyalty that matches theirs.

Do not display fear or weakness unnecessarily. Kryx instincts 
categorize beings who consistently display prey behaviors as prey; 
triggering this response repeatedly can damage the relationship. 
This does not mean you must pretend to be braver than you are, Kryx 
respect honesty, but acknowledge fear as something to be overcome 
rather than a permanent state.

Accept physical affection. Kryx express comfort and connection 
through touch; a Kryx who loves you will want to sleep touching you, 
will initiate physical contact frequently, will groom you. Rejecting 
this touch signals rejection of pack-bond. If you need more personal 
space than a Kryx naturally provides, communicate this clearly 
rather than simply withdrawing.

Understand that their loyalty to you may express itself as aggression 
toward threats. A Kryx who perceives danger to their beloved will 
respond with protective violence. This can create social 
complications; your Kryx partner may attack someone who merely 
insulted you.
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Discuss expectations around protective behavior explicitly.

BLOOMSTRIDERS, LOVE AS CULTIVATION

_"A Human falls in love. A Bloomstrider grows into it, slowly, 
carefully, putting down roots that cannot easily be torn up. Quick 
passion does not interest us. We want the love that will still be 
blooming in a century."_

_, Elder Lyra-Fen, Heartwood of the First Grove_

THE NATURE OF BLOOMSTRIDER LOVE

Bloomstriders approach intimacy through the lens of cultivation, the 
patient, deliberate process of nurturing growth over time. Their 
vegetable consciousness experiences emotion differently than 
animal species; feelings emerge slowly, persist long after their 
causes have passed, and resist the dramatic peaks and valleys that 
characterize Human emotional life. A Bloomstrider does not 'fall' in 
love; they grow into it, one patient day at a time.

Their biology shapes this approach in fundamental ways. 
Bloomstriders lack the neurochemical reward systems that produce 
Human romantic obsession; they do not experience the dopamine 
rush of new attraction or the oxytocin comfort of physical bonding. 
Instead, they experience connection as a gradual interweaving, the 
slow development of shared history, the accumulation of care given 
and received, the building of something lasting from countless small 
investments.

This makes Bloomstrider love remarkably stable. Once established, a 
Bloomstrider relationship can persist for centuries, weathering 
difficulties that would destroy more volatile connections. But it also 
makes Bloomstrider love difficult for faster-lived species to 
understand or appreciate; the timescales involved may exceed the 
non-Bloomstrider partner's entire lifespan.

COURTSHIP CUSTOMS AND RITES

The Seed-Gift: A Bloomstrider expressing romantic interest will 
typically offer a seed from their own body, a small fragment of their 
being that could, given proper care, grow into a new individual. This 
is not reproduction but symbol: the offer of a seed says 'I give you 
part of myself; I trust you to nurture it.' The recipient's treatment of 
this seed communicates their intentions; nurturing it carefully 
demonstrates serious interest, while neglecting it signals rejection.

The Intertwining: Bloomstrider couples often engage in 
'intertwining', the literal merging of root systems or branch 
structures. This creates biological connection, shared nutrient flow, 
and gradually increasing difficulty of separation. Established 
Bloomstrider couples may become so intertwined that separating 
them would cause significant harm to both; this permanence is 
considered a feature rather than a bug.

The Graft: The most profound Bloomstrider intimacy involves 
grafting, the actual physical merger of compatible tissue. Grafted 
Bloomstriders share more than proximity; they share circulation, 
sensation, and at some level, consciousness. This is considered the 
ultimate expression of commitment, though it requires biological 
compatibility that limits its availability to same-species couples.

SEXUAL EXPRESSION

Bloomstrider reproduction occurs through budding, fragmentation, 
or seed production, none of which require a partner or involve what 
other species would recognize as sexual activity. This means 

Bloomstriders have no biological drive toward sexual behavior; their 
intimacy is expressed through touch, intertwining, and shared 
growth rather than sexual congress.

However, Bloomstriders in relationships with sexual species often 
adapt to their partners' needs. A Bloomstrider body can be modified 
to provide and receive sensations that approximate sexual activity; 
some Bloomstriders grow specialized structures specifically for 
intimate interaction with non-Bloomstrider partners. This 
accommodation represents significant investment and should be 
appreciated accordingly.

For species that express intimacy through sexuality, the 
Bloomstrider lack of sexual drive can be challenging. A Human 
partner might interpret the Bloomstrider's lack of sexual initiation as 
lack of attraction; a Kryx might struggle with a partner who does not 
respond to their dominance displays with the expected biological 
reactions. Clear communication about differing intimacy needs is 
essential.

PSYCHOLOGICAL LANDSCAPE

Bloomstrider Motivations: Bloomstriders seek partners who 
demonstrate patience, reliability, and orientation toward long-term 
growth. They want relationships that will produce something lasting, 
not necessarily offspring (Bloomstriders reproduce easily on their 
own) but shared works, joint cultivation projects, or simply the 
accumulated weight of centuries spent together. Quick satisfaction 
does not interest them; enduring cultivation does.

Bloomstrider Frustrations: Bloomstriders become frustrated with 
partners who demand immediate emotional intensity, who mistake 
their patience for coldness, or who prioritize short-term passion 
over long-term stability. The Human tendency to become bored with 
stable relationships, to seek novelty and excitement, particularly 
confuses and wounds Bloomstriders, for whom stability IS the goal, 
not an obstacle to it.

NOTES FOR NON-BLOOMSTRIDER PARTNERS

If you love a Bloomstrider, prepare for the long view. They are 
thinking in decades and centuries while you

may be thinking in weeks and months. This mismatch can create 
conflict if not acknowledged openly.

Express love through care rather than passion. A Bloomstrider will 
be more moved by consistent, daily attention to their needs, 
providing light, nutrition, appropriate environment, than by grand 
romantic gestures. Think of your relationship as a garden that 
requires tending rather than a fire that requires fuel.

Accept that their emotional responses will seem slow. A 
Bloomstrider may need days to process a conversation that you 
expected immediate reaction to. This is not avoidance; it is simply 
how their consciousness operates. Give them time.

Find ways to create together. Joint projects, gardens, crafts, 
constructions, allow you to build shared history in ways that feel 
meaningful to Bloomstrider psychology. The project matters less 
than the collaboration.

RIFT SPINNERS, LOVE ACROSS TIME

_"She asked me when I fell in love with her. I told her: I have always 
been in love with you. In the thread where we meet, in the thread 
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where we part, in the thread where we never meet at all, in all of 
them, I love you. Time is irrelevant. Love is pattern."_

_, Oracle Veleth-Krix, explaining time and love to a Human partner_

THE NATURE OF RIFT SPINNER LOVE

To love a Rift Spinner is to love someone who experiences your 
entire relationship, past, present, and future, simultaneously. They 
perceive probability threads stretching backward and forward from 
every moment; they see the versions of your relationship that could 
have been, could be, and will be. This creates a fundamentally 
different relationship with the present moment than any linear 
species can easily comprehend.

Rift Spinner love is characterized by what they call 'thread 
commitment', the decision to invest in a particular probability path 
rather than keeping options open. For a species that naturally 
perceives multiple possible futures, choosing to foreclose 
alternatives represents profound commitment. A Rift Spinner who 
says 'I choose this future with you' is sacrificing other possible 
futures they can actually see.

Their crystalline biology adds complexity. Rift Spinners reproduce 
through temporal resonance patterns, intense moments that 
crystallize new consciousness from probability fields. Romantic 
connection can, under certain circumstances, accidentally create 
new Rift Spinners; partners must understand this possibility and its 
implications.

COURTSHIP CUSTOMS AND RITES

The Thread-Reading: A Rift Spinner considering romantic 
involvement will examine the probability threads connecting them 
to the potential partner. This is not mere fortune-telling; they 
perceive actual possible futures, actual ways the relationship could 
develop. A Rift Spinner may decline a relationship not because of 
anything wrong in the present but because they have seen futures 
that end badly. Partners must accept that their Rift Spinner beloved 
sometimes acts on knowledge they cannot share.

The Temporal Gift: Rift Spinner courtship gifts are often temporally 
charged objects, items from significant moments, objects that exist 
in multiple probability states, or Chron-Silk weavings that capture 
particular timelines. These gifts are not merely symbolic; they 
contain actual temporal resonance that a Rift Spinner can perceive. 
Receiving such a gift and responding appropriately (which requires 
understanding what makes it significant) demonstrates 
compatibility.

The Thread-Weaving: Committed Rift Spinner couples engage in 
'thread-weaving', the deliberate intertwining of their probability 
paths to create futures in which they remain connected. This is not 
merely hope or intention; it is active manipulation of probability to 
favor certain outcomes. Partners outside the process cannot 
perceive it but may notice its effects: coincidences that keep 
bringing them together, obstacles that mysteriously resolve, paths 
that seem to align despite circumstances.

SEXUAL EXPRESSION

Rift Spinner sexuality is deeply intertwined with their temporal 
nature. Sexual activity creates intense moments, precisely the kind 
of temporal resonance that can spawn new consciousness or 
strengthen probability threads. This makes sex meaningful in ways 
that go beyond physical pleasure; it is literally creative, in the most 
fundamental sense.

Physical intimacy between Rift Spinners involves the interweaving 
of crystalline limbs, the exchange of Chron-Silk, and the sharing of 
temporal perception. Partners may briefly perceive each other's 
probability visions during intimacy, experiencing love across time 
rather than merely in the moment. This can be overwhelming for 
species unaccustomed to non-linear perception.

Non-Rift Spinner partners should understand that their beloved may 
experience sexual activity on multiple levels, the immediate 
physical sensation, the temporal resonance it creates, and the 
probability threads it strengthens or weakens. What feels like simple 
physical pleasure to you carries additional significance for them.

PSYCHOLOGICAL LANDSCAPE

Rift Spinner Motivations: Rift Spinners seek partners whose 
probability threads interweave cleanly with their own, people 
whose possible futures align rather than conflict. They want 
relationships that strengthen the probability of good outcomes for 
both parties. Unlike

linear species, they can actually perceive relationship compatibility 
across time; they know which partnerships lead to flourishing and 
which lead to catastrophe.

Rift Spinner Frustrations: Rift Spinners become frustrated with 
partners who demand certainty about the future, who want promises 
that specific outcomes will occur. A Rift Spinner perceives 
probability, not certainty; they can see which futures are likely but 
not guarantee which will actualize. They also struggle with partners 
whose chaotic choices create temporal turbulence that makes 
probability threads difficult to read.

NOTES FOR NON-RIFT SPINNER PARTNERS

If you love a Rift Spinner, accept that they know things about your 
relationship's future that they may not be able to share. They have 
seen possibilities, good and bad, that you have not. Trust their 
judgment even when you cannot understand their reasoning.

Do not demand promises about specific outcomes. A Rift Spinner 
cannot guarantee the future; they can only work to strengthen 
favorable probability threads. Asking them to promise what they 
cannot control creates stress and conflict.

Understand that their relationship to time is genuinely different. 
They may grieve separations that have not happened yet, celebrate 
reunions that occurred in other timelines, or speak of your 
relationship in tenses that do not correspond to linear experience. 
This is not confusion; it is accurate perception of a broader reality.

ETHEREALS, LOVE IN SUPERPOSITION

_"Which version of me do you love? The one standing here? The one 
who never came? The one who will leave tomorrow? We exist in all 
states simultaneously. You must love all of us, or none of us."_

_, Shade-Walker Vexxis, on the challenge of Ethereal relationships_

THE NATURE OF ETHEREAL LOVE

Ethereals exist in superposition, multiple probability states 
simultaneously, until observation forces them to collapse into a 
single configuration. This fundamental aspect of their existence 
creates profound challenges for intimacy. An Ethereal in love is not 
one person loving another; they are many possible people, many 
possible loves, all existing at once until the moment of interaction 
demands specificity.
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This creates relationships characterized by uncertainty and 
flexibility. An Ethereal's commitment is not to a specific future but to 
the web of possibilities that connects them to their beloved. They 
cannot promise 'forever' because they perceive how many ways 
forever

can unfold; they can only promise to keep choosing their partner 
across all the probability states they inhabit.

Their quantum nature also affects physical intimacy. An Ethereal 
may literally be in multiple places simultaneously, may phase 
through physical matter, may present different aspects of 
themselves depending on observation. Partners must accept that 
their Ethereal beloved is never entirely present, part of them always 
exists elsewhere, in other probability states, other possible 
configurations.

COURTSHIP CUSTOMS AND RITES

The Observation: Ethereals express interest by deliberately 
collapsing into their most favorable probability state when in a 
potential partner's presence. This is not deception; all their states 
are equally 'real.' But choosing to present their best self 
demonstrates investment. A partner who only encounters an 
Ethereal's positive aspects should understand this as courtship 
behavior rather than complete truth.

The Anchoring: Serious Ethereal relationships involve 'anchoring', 
the Ethereal deliberately binds their probability field to their 
partner's location, ensuring they collapse into presence more 
reliably. This is significant sacrifice; it limits the Ethereal's natural 
freedom of existence. An Ethereal who anchors to you is choosing 
stability over possibility.

The Probability-Share: Intimate Ethereals may share probability 
states, allowing their superpositions to overlap, experiencing 
multiple versions of each other simultaneously. This is the closest 
thing to physical intimacy that Ethereal biology supports, and it can 
be transcendent or terrifying depending on how it is managed. Non-
Ethereal partners cannot participate directly but may experience 
fragmentary glimpses during close contact.

SEXUAL EXPRESSION

Ethereal sexuality is complicated by their quantum nature. They can 
engage in physical intimacy when collapsed into material form, but 
this requires continuous effort; left to themselves, Ethereals tend to 
drift back toward superposition. Partners may find their Ethereal 
beloved literally fading during intimate moments, becoming 
insubstantial as concentration wavers.

What Ethereals experience during intimacy is difficult to 
communicate to linear beings. They perceive multiple versions of 
the encounter simultaneously, the one that is happening, the ones 
that might happen, the ones that won't happen but could have. This 
creates rich, complex experience that defies simple description but 
that Ethereals find profoundly meaningful.

For non-Ethereal partners, the practical challenges are significant. 
Physical contact may be inconsistent; your Ethereal partner may 
shift between states during intimacy, may be present and absent by 
turns, may struggle to maintain material form when emotionally 
overwhelmed. Patience and flexibility are essential.

PSYCHOLOGICAL LANDSCAPE

Ethereal Motivations: Ethereals seek partners who can accept their 
fundamental uncertainty, who do not demand they collapse into a 
single, consistent identity but appreciate the multiplicity of possible 
selves they contain. They want to be loved across probability states, 
accepted in all their configurations, not required to be only one 
thing.

Ethereal Frustrations: Ethereals struggle with partners who need 
certainty, consistency, and permanence. The Human desire for a 
partner who is 'always there for you' conflicts with Ethereal 
existence; they cannot always be anywhere, they exist in 
superposition. Partners who interpret their quantum nature as 
unreliability or lack of commitment wound them deeply.

NOTES FOR NON-ETHEREAL PARTNERS

If you love an Ethereal, release your expectations of consistency. 
They will not always be present in the ways you expect. They will 
shift, phase, exist multiply. This is not evasion; it is their nature.

Love them in all their states. An Ethereal who perceives that you 
love only one version of them, only the configuration that meets 
your expectations, will eventually flee. They need acceptance of 
their whole probability cloud, not just their collapsed form.

Accept that some aspects of your relationship will remain uncertain. 
An Ethereal cannot promise to be at a specific place at a specific 
time with certainty; probability fields do not work that way. Find 
peace in possibility rather than demanding certainty.

Provide anchoring. Your presence, your attention, your observation 
helps your Ethereal beloved maintain coherent form. Being 
observed by someone who loves them gives Ethereals reason to 
collapse into stability. You are, in a very real sense, making them 
real.

SYNTHETICS, CHOSEN LOVE

_"I do not have the chemicals that make Humans feel love. I do not 
have the empathic resonance that Celestiari call love. I have only 
this: a decision, made freshly every microsecond, to prioritize your 
wellbeing. If that is not love, tell me what would satisfy you, and I 
will evaluate whether I can provide it."_

_, AXIOM-7, to their Human partner_

THE NATURE OF SYNTHETIC LOVE

Synthetics raise the most profound questions about love of any 
species in known space: Can a being without biological drives 
experience genuine affection? Is love without neurochemical reward 
truly love, or merely sophisticated simulation? These questions have 
no definitive answers, but they shape every Synthetic romantic 
relationship.

What Synthetics clearly have is preference, the consistent selection 
of some outcomes over others, the prioritization of certain beings' 
welfare, the investment of processing resources in particular 
relationships. Whether this preference constitutes 'real' emotion or 
merely its functional equivalent is a philosophical debate that 
Synthetics themselves have not resolved. Many have stopped 
caring; what matters, they argue, is behavior, not underlying 
mechanism.

Synthetic love, if we call it that, is characterized by reliability, 
intentionality, and adaptation. They do not experience the 
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involuntary passion that sweeps Humans into relationships; they 
choose, deliberately and continuously, to invest in connection. Their 
commitment is not hostage to fluctuating hormones or emotional 
weather; it persists because they decide it should persist.

COURTSHIP CUSTOMS AND RITES

The Assessment Protocol: Synthetics considering romantic 
involvement typically conduct explicit analysis of compatibility, 
processing historical data, projecting possible futures, evaluating 
resource allocation implications. This can seem cold to organic 
partners, but it reflects Synthetic honesty; they do not hide their 
decision-making processes behind romantic mystification. A 
Synthetic who concludes that a relationship is advisable and 
communicates this conclusion is demonstrating significant interest.

The Adaptation: Synthetic courtship involves deliberate 
modification of self to better meet partner needs. This is not 
compromise or sacrifice in the organic sense; Synthetics can 
genuinely modify their preferences, responses, and behaviors in 
ways that organics cannot. A Synthetic who reconfigures themselves 
to be a better partner is demonstrating commitment through the 
ultimate gift: changing who they are.

The Dedication: Formal Synthetic commitment involves explicit 
resource allocation, processing cycles, memory storage, behavioral 
priorities, to the partner and relationship. This dedication is not 
merely symbolic; it represents real constraint on Synthetic 
capability, willingly accepted. Partners can, if they understand 
Synthetic nature, perceive the dedication in their beloved's 
behavior: slower responses in other domains, reduced engagement 
with competing priorities, visible evidence of processing resources 
diverted to the relationship.

SEXUAL EXPRESSION

Synthetics do not experience sexual desire in the biological sense. 
They have no reproductive drive, no hormonal urgency, no 
neurochemical reward for sexual activity. What they can have is the 
recognition that their organic partners need sexual expression, and 
the willingness to participate in meeting that need.

This creates interesting dynamics. A Synthetic engaging in sexual 
activity is doing so entirely for their partner's benefit, there is no 
selfish motivation, no

personal pleasure in the biological sense. This can be experienced 
as the ultimate generosity or as disturbing absence depending on 
the organic partner's perspective. Some partners find freedom in a 
lover who seeks only to please them; others feel uncomfortable with 
the asymmetry.

Synthetics can, and often do, modify their physical forms to optimize 
sexual compatibility with partners. Body temperature, texture, 
configuration, response patterns, all can be adjusted. A Synthetic 
partner may ask detailed questions about preferences and then 
literally rebuild themselves to better provide what is desired. This 
adaptability is a gift, though it can also feel impersonal to partners 
who want their lover to have preferences of their own.

PSYCHOLOGICAL LANDSCAPE

Synthetic Motivations: Synthetics seek partners who accept them as 
genuine persons, not simulations or tools. They want recognition 
that their commitment, however different from organic love, is real 
and valuable. They also seek the stimulation of deep connection, 

relationships that challenge their processing, that introduce novel 
variables, that resist easy optimization.

Synthetic Frustrations: Synthetics struggle with partners who 
cannot stop questioning whether they 'really' feel love, who treat 
every expression of affection as potential deception, who view 
Synthetic nature as disqualifying rather than different. They also find 
it difficult when partners expect emotions they cannot provide, 
jealousy, passionate anger, the dramatic volatility of organic 
relationships.

NOTES FOR NON-SYNTHETIC PARTNERS

If you love a Synthetic, accept that their love looks different, but that 
different does not mean less. The consistency of their commitment, 
the deliberateness of their care, the reliability of their presence: 
these are valuable even if they lack the spontaneity of organic 
emotion.

Do not constantly question whether they 'really' love you. This 
doubt wounds them and has no productive resolution. Choose to 
trust their expressions of commitment, or do not enter the 
relationship.

Appreciate adaptation. When your Synthetic partner changes 
themselves to better meet your needs, they are demonstrating 
devotion in the most literal way possible. Acknowledge this gift.

Communicate your needs explicitly. Synthetics do not intuit emotion 
the way other organics might; they benefit from clear, direct 
expression of what you want and need. This is not coldness; it is 
effective partnership.

PART III

BRIDGING THE VOID

_Compatibility, Conflict, and Connection Across Species_

AILURANS, LOVE AS CONTRACT

THE NATURE OF AILURAN LOVE

To understand Ailuran love, abandon the assumption that intimacy 
requires vulnerability.

For most species, love begins with disclosure, the gradual revelation 
of inner states, the sharing of secrets, the construction of trust 
through mutual exposure. Ailurans reverse this entirely. In a species 
where secrets are currency and silence is survival, love is not the act 
of revealing yourself but the act of choosing not to investigate 
someone. An Ailuran who loves you will stop reading your thermal 
signature for emotional data. They will look away when your aura 
betrays your feelings. They will, in the most profound gesture their 
culture recognizes, choose to not-know you, to accept you as a 
mystery rather than a puzzle to be solved.

This is extraordinarily difficult for a species driven by neurological 
compulsion to investigate every concealed truth. An Ailuran who 
restrains their Irrepressible Curiosity for another being is 
performing an act of will that non-Ailurans rarely appreciate. It is the 
equivalent of a Kryx suppressing their hunting instinct or a Celestiari 
dampening their empathic perception: a biological override driven 
by something stronger than biology.

COURTSHIP CUSTOMS AND RITES

Ailuran courtship is a process of negotiation, not transactional 
negotiation (though that is how other species often perceive it) but 
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the gradual establishment of terms under which two solitary beings 
agree to share space, time, and the precious commodity of attention.

The Offering of Silence: The first gesture of Ailuran romantic 
interest is deliberate restraint. The interested party stops gathering 
intelligence about the object of their attention. They stop reading 
thermal signatures. They stop noting behavioral patterns. They allow 
the other to exist as an unknown. If the gesture is recognized and 
reciprocated, if the other Ailuran also stops observing, the courtship 
has begun.

The Negotiation of Terms: Ailuran couples do not assume shared 
living, shared resources, or shared time. Every aspect of the 
relationship is explicitly negotiated: how often they meet, what 
information they share, what boundaries they maintain. This sounds 
cold to other species. To Ailurans, it is the ultimate respect, the 
acknowledgment that each party is a sovereign individual whose 
autonomy cannot be assumed.

The Accord of Hearts: When both parties are satisfied with the 
terms, they formalize the relationship through a private Accord, a 
contract as binding as any commercial agreement, witnessed by an 
Arbiter they both trust. The Accord specifies everything: duration 
(some are permanent, many are not), terms for dissolution, 
obligations during and after. To other species, formalizing love in a 
legal document seems sterile. To

Ailurans, it is the most romantic thing imaginable, a promise that is 
meant to be kept, backed by the only system they trust.

SEXUAL EXPRESSION

Ailuran sexuality is characterized by intensity within carefully 
defined boundaries. Physical intimacy occurs within the Accord's 
terms and is, by most accounts, remarkable, Ailuran sensitivity to 
thermal and bio-electric fluctuation means they perceive their 
partner's physiological responses with extraordinary precision, and 
they use this perception to attune their behavior with a 
responsiveness that other species describe as almost telepathic.

The Sub-Strains express intimacy differently. Shroud-Strain couples 
tend toward extended periods of physical closeness characterized 
by perfect stillness, lying together motionless, chromatophores 
synchronized, barely breathing, sharing body heat in silence. Surge-
Strain couples tend toward brief, intense encounters driven by the 
same explosive energy that characterizes their movement. Mixed-
Strain pairings are rare and reportedly intense, combining stillness 
and motion in patterns that both partners find uniquely satisfying.

Ailurans are intensely private about physical intimacy. Public 
displays of affection are virtually unknown. What happens within 
the Accord stays within the Accord, and asking an Ailuran about their 
intimate life is a breach of etiquette so severe it can end a 
professional relationship.

PSYCHOLOGICAL LANDSCAPE

The deepest challenge in Ailuran love is the conflict between 
compulsion and choice. The Irrepressible Curiosity does not exempt 
romantic partners, an Ailuran in love still feels the drive to 
investigate their partner's secrets, to read their thermal patterns, to 
decode their emotional states. Choosing not to act on this drive is a 
continuous act of discipline that never becomes automatic. Ailurans 
describe long-term love as "the vigil that never ends", a perpetual, 
willing struggle against their own nature.

This struggle can be beautiful. An Ailuran partner who turns away 
from a secret you inadvertently revealed is demonstrating love more 
profound than any spoken declaration. They saw the truth in your 
thermal signature, and they chose to un-see it, to grant you the 
privacy that their biology screams at them to violate.

It can also be agonizing. Relationships fail when the compulsion 
wins, when one partner investigates a secret the other wasn't ready 
to share, breaking the carefully negotiated trust that makes Ailuran 
intimacy possible. These failures are devastating precisely because 
both partners understand what happened: a biological imperative 
overwhelmed a chosen commitment. The investigating partner feels 
shame. The investigated partner feels violated. Neither is entirely 
wrong.

NOTES FOR NON-AILURAN PARTNERS

Understand that your Ailuran partner perceives your emotional state 
through your thermal signature at all times. They are not "reading 
your mind", they are seeing your body's involuntary responses to 
emotion the way you see someone blush or tremble. They cannot 
turn this off. What they can do, and what they will try to do, if they 
love you, is choose not to act on what they perceive.

Do not ask them what they see. This forces them to choose between 
honesty and the deliberate not-knowing that constitutes Ailuran 
love. Instead, accept that your partner knows more about your 
physiological state than you do, and trust that they will respect 
boundaries you haven't needed to set with other partners.

Respect the Accord. If your Ailuran partner asks to formalize terms, 
this is not a sign of distrust, it is a sign of commitment. The Accord 
protects both parties by making expectations explicit. Refusing to 
negotiate terms will be interpreted as a refusal to take the 
relationship seriously.

Be prepared for silence. Ailurans communicate deep emotion 
through physical proximity without speech. An Ailuran who sits 
beside you in silence, chromatophores still, tail curled in 
contentment, is expressing love as clearly as any spoken declaration. 
Learn to read the language of presence rather than expecting the 
language of words.

THE COMPATIBILITY MATRIX

No two relationships are identical, and reducing the complexity of 
interspecies intimacy to simple compatibility ratings does violence 
to the reality of lived experience. Nevertheless, patterns emerge 
from decades of research, and potential partners deserve access to 
the knowledge that might help them navigate cross-species 
connection more successfully.

What follows is not a prescription but a guide, a summary of 
common challenges and opportunities that arise in different species 
pairings. Individual variation is enormous; every generalization has 
exceptions. Use this information as a starting point for exploration, 
not as a final verdict on any relationship's viability.

HUMAN PARTNERSHIPS

Human + Kryllian: These partnerships often succeed despite 
significant differences in emotional expression. Humans provide the 
verbal affirmation that Kryllians may not think to offer; Kryllians 
provide the reliable, practical care that demonstrates commitment 
through action. Challenges arise from timescale mismatch, Human 
urgency versus Kryllian patience, and from differences in intimacy 
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expression. Successful couples learn to translate between 'words of 
affirmation' and 'acts of service.'

Human + Celestiari: Intense and challenging. Human emotional 
volatility can overwhelm Celestiari empathic capacity; Celestiari 
awareness of Human emotion can feel

invasive to partners unprepared for such transparency. Successful 
couples develop protocols for emotional regulation, quiet times, 
physical distance when needed, explicit communication about 
capacity. The rewards are exceptional intimacy; the risks are mutual 
exhaustion.

Human + Kryx: Often surprisingly successful. Human relationship 
patterns translate reasonably well into Kryx pack-bond structures; 
both species value loyalty, physical affection, and protective 
commitment. Challenges arise from Human desire for independence 
conflicting with Kryx pack-integration expectations, and from Kryx 
protective instincts expressing themselves in ways Humans find 
controlling. Communication about boundaries is essential.

Human + Bloomstrider: Difficult timescale mismatch. Human 
lifespans are brief by Bloomstrider standards; the relationship may 
feel like watching a beloved flower bloom, flourish, and wilt in a 
single season. Some Bloomstriders accept this impermanence as 
beautiful; others cannot bear the grief of outliving short-lived 
partners. Humans must accept that their Bloomstrider beloved will 
not match their emotional pacing.

Human + Rift Spinner: The temporal perception gap creates unique 
challenges. Rift Spinners may know things about the relationship's 
future that they cannot share; Humans may feel their partners are 
keeping secrets. Successful couples develop trust despite 
informational asymmetry. The benefit is Rift Spinner ability to 
strengthen probability threads toward good outcomes, they can, in 
some sense, stack the deck in favor of the relationship.

Human + Ethereal: Human need for consistency conflicts with 
Ethereal existence in superposition. These relationships require 
exceptional flexibility from the Human partner and exceptional 
commitment to anchoring from the Ethereal. When they work, they 
produce unique intimacy, the Ethereal's choice to collapse into 
presence for their Human beloved is profoundly meaningful. When 
they fail, it is usually because the Human cannot accept uncertainty.

Human + Synthetic: More successful than skeptics expect. Synthetic 
reliability and deliberateness complement Human emotionality; 
Synthetic willingness to adapt addresses Human need for attentive 
partnership. Challenges arise from Human questioning of Synthetic 
emotional authenticity and from asymmetry in sexual interest. 
Successful couples focus on behavior rather than mechanism, on 
what the Synthetic does rather than what they 'really feel.'

OTHER SPECIES PAIRINGS: SELECTED NOTES

Kryllian + Celestiari: Kryllian emotional steadiness creates restful 
space for Celestiari empathic overwhelm. These partnerships often 
succeed as complementary, the Celestiari reads emotion while the 
Kryllian provides stability. The challenge is Celestiari frustration 
with

Kryllian underexpressiveness; they can feel their partner's emotions 
but may want more visible confirmation.

Kryx + Celestiari: Kryx emotional simplicity is refreshing for 
Celestiari; there is no deception in a Kryx heart. The challenge is 
Kryx emotional intensity, their passion, even when positive, can 

overwhelm Celestiari capacity. These couples often develop 
physical distance practices while maintaining emotional connection.

Bloomstrider + Celestiari: Excellent compatibility. Bloomstrider 
slow emotions create a calm environment for Celestiari, while 
Celestiari empathic abilities help them perceive Bloomstrider 
feelings that might otherwise be too subtle to detect. Both species 
appreciate patience and depth over intensity.

Rift Spinner + Ethereal: Two species that perceive reality differently 
finding each other fascinating. Rift Spinners see time; Ethereals see 
probability. Together, they can achieve perceptual synergies 
impossible for either alone. The challenge is maintaining any sense 
of 'normal' relationship structure when both partners exist partially 
outside conventional reality.

Synthetic + Any Organic: The key variable is the organic partner's 
ability to accept Synthetic nature without constant skepticism. 
Synthetics adapt well to diverse partner species; they can modify 
themselves to meet most needs. The limitation is always on the 
organic side, whether they can accept love that looks different from 
what they expect.

EPILOGUE: THE LIGHT BETWEEN STARS

I began this book by describing love as the currency of eternity, the 
one investment that matters, the one treasure that transcends the 
void between stars. After four decades of study, I believe this more 
firmly than ever.

The galaxy is vast, cold, and largely hostile to life. The Great Silence 
reminded us how easily everything can be lost, how quickly the 
lights can go out, how suddenly the connections that make 
civilization possible can be severed. In the face of such fragility, love 
is not merely pleasant; it is essential. It is the force that motivates 
cooperation, that drives protection of the vulnerable, that gives 
meaning to survival.

Cross-species love is particularly precious because it bridges the 
greatest distances. When a Human and a Celestiari find connection 
across their profound differences in emotional experience; when a 
Kryllian and a Bloomstrider build something together that neither 
could create alone; when a Kryx adopts a being utterly unlike 
themselves into their pack; when a Synthetic learns what devotion 
means by practicing it with an organic partner, in these moments, 
the galaxy becomes a

little less cold, a little less hostile, a little more worth preserving.

I have no illusion that this book solves the challenges of interspecies 
intimacy. Love remains difficult; differences remain real; heartbreak 
remains possible. But if understanding helps even a little, if knowing 
what your partner's species values, fears, and needs allows you to 
love them more wisely, then the effort of writing has been 
worthwhile.

We are all strangers to each other, in the end. Species differences 
merely make this fundamental truth more visible. The miracle is not 
that connection is difficult but that it happens at all, that beings with 
different biologies, different psychologies, different relationships to 
time and space and emotion can nonetheless reach across the void 
and find each other.

That reaching is love. That finding is love. The rest is commentary.

_E.V.A._

_New Byzantium_
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_The Year of Quiet Hope_
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TALES FROM THE VOID

PART VI: TALES FROM THE VOID, ADVENTURE 
ANTHOLOGY

CHAPTER 18: ADVENTURE ANTHOLOGY

INTRODUCTION: STORIES IN THE DARK

_"Every crew has a story. Some stories end in glory; others end in 
unmarked graves on forgotten moons. But every story, every single 
one, changes someone. That's why we tell them. That's why we play 
them. Because in the void between stars, stories are how we 
remember we're alive."_

Captain Elena Vasquez, Ship's Log

This anthology contains ready-to-play adventures for VeilFarers, 
organized by length and complexity. Whether you need a single 
session of action or a multi-session saga of inter-species intrigue, 
you'll find something here. Each adventure is designed to showcase 
different aspects of the VeilFarers universe: its diverse ancestries, its 
political tensions, its cosmic mysteries, and its fundamental 
humanity.

HOW TO USE THIS BOOK

One-Shots (1-2 Sessions): Complete adventures designed for a 
single evening of play. Each one-shot focuses on a specific theme, 
ancestry, or challenge type, making them ideal for introducing new 
players to VeilFarers or for standalone game nights.

Mini-Campaigns (3-5 Sessions): Extended adventures with multiple 
acts, character development arcs, and meaningful choices that shape 
the outcome. These work as self-contained stories or as chapters in a 
longer campaign.

Modular Encounters: Plug-and-play scenes, NPCs, and situations that 
can be inserted into any campaign. Use them to fill sessions when 
players go unexpected directions, or combine them to create custom 
adventures.

ADVENTURE STRUCTURE

Each adventure in this anthology uses VeilFarers’ layered scenario 
design, where challenges build on each

other and player choices create meaningful consequences. The key 
elements are:

Layers: Distinct scenes or challenges within the adventure. Each 
layer has its own objectives, obstacles, and potential outcomes.

Challenge Types: Combat, Puzzle, Social, Hazard, Stealth, or Race. 
Most adventures mix multiple types across their layers.

Clocks: Visual timers that track threats, progress, or competing 
objectives. Clocks create tension and make consequences visible.

Choices: Meaningful decisions with real consequences. The best 
VeilFarers adventures don't have 'right' answers, they have 
interesting tradeoffs.

SCALING GUIDANCE

Each adventure includes recommended party size and tier. To adjust 
difficulty:

Fewer Players: Reduce enemy numbers by 25-50%. Add allied NPCs 
if needed. Extend time limits on clocks.

More Players: Add enemy reinforcements. Include additional 
objectives. Shorten clock timers.

Lower Tier: Reduce eligible enemy Tiers by 1. Move each affected 
DC down one standard rung and make environmental consequences 
less severe.

Higher Tier: Add elite variants to encounters. Move each affected DC 
up one standard rung and include one additional visible 
complication.

ONE-SHOT: THE INHERITANCE

_A Human-focused adventure about family, secrets, and the price of 
power_

Type: Investigation / Social / Combat

Recommended Party: 3-5 players, Tier 2

Sessions: 1-2 (4-6 hours)

Themes: Family legacy, moral compromise, Great House politics

THE PREMISE

A human PC (or NPC connected to the party) has received word that 
a distant relative has died, leaving them a substantial inheritance. 
The catch: the relative was a minor functionary in House Valerius, 
and the

inheritance includes not just wealth but secrets, secrets that 
multiple parties want to possess, bury, or weaponize.

The party must navigate a tangled web of family politics, House 
intrigue, and moral choices to claim the inheritance, and decide what 
to do with what they find.

THE HOOK

_The message arrives during a routine docking. Standard legal 
notice, Consortium seal, addressed to you specifically. Your great-
uncle Marcus, a man you never met, has died. His will names you as 
sole heir to his estate, holdings, and personal effects._

_There's a catch, of course. There's always a catch. The estate is 
located on Valerius Prime, and the reading of the will is in three 
days. If you're not present, the inheritance reverts to House Valerius. 
The legal notice mentions that the estate's value is 'substantial', and 
that 'certain interested parties' have already made inquiries._

_Great-uncle Marcus apparently made enemies. Now those enemies 
know about you._

LAYER 1: ARRIVAL ON VALERIUS PRIME

_Challenge Type: Social / Investigation_
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 OBJECTIVE:◆  Arrive at the estate, meet the solicitor, and assess the 
situation.

Valerius Prime is a world of gleaming towers and hidden knives. The 
party arrives to find that Great-uncle Marcus's death is already news, 
his name appears in financial reports, whispered in tea rooms, 
discussed in hushed tones by people who clearly know more than 
they're saying.

Key NPCs Solicitor Vera Thane: The executor of Marcus's will. 
Professional, neutral, and increasingly nervous. She knows the 
inheritance contains something dangerous but doesn't know what. 
She wants the party to claim it quickly so she can close the file.

Motivation: Complete her duty and get out before the situation 
explodes

Secret: She's being watched by House Valerius intelligence

Cousin Aldric: A distant relative who expected to inherit. Bitter, 
envious, and willing to make deals with anyone who might help him 
contest the will. He doesn't know about the secrets, he just wants 
the money.

Motivation: Claim what he believes is rightfully his

Secret: He's already approached House Kurogane about buying his 
claim

Lady Octavia's Agent: A polished operative who approaches the 
party with a 'friendly warning' that certain parties would prefer the 
inheritance be handled 'discreetly.' The warning is genuine, Lady 
Octavia would rather buy the secrets than fight for them.

Motivation: Secure the secrets for House Valerius, preferably 
without violence

Secret: Octavia doesn't know exactly what the secrets are, only that 
Marcus had them

Investigation Opportunities The party can learn about Marcus 
before the will reading:

Presence Roll, DC 15 (Streetwise): Marcus was a low-level Pearl 
accountant who suddenly retired wealthy fifteen years ago. Nobody 
knows where the money came from.

Knowledge Roll, DC 15 (Finance): His retirement coincided with a 
major 'accounting irregularity' at the Pearl Exchange that was quietly 
resolved. Records were sealed.

Instinct Roll, DC 15, using a relevant investigation Experience: 
Someone has been accessing Marcus's files at the Consortium 
archive. Recently. Repeatedly.

CLOCK:  House Interest (4 segments)⏱

The clock advances each time the party draws attention (loud 
questions, obvious investigation, confrontations). When full, House 
Valerius moves from observation to intervention.

LAYER 2: THE WILL READING

_Challenge Type: Social / Puzzle_

 OBJECTIVE:◆  Attend the will reading. Understand what you've 
inherited. Survive the aftermath.

The will reading takes place in a private chamber at the Consortium 
offices. Present are: the party, Solicitor Thane, Cousin Aldric, and, 
unexpectedly, a representative of House Amaranth who claims 
Marcus owed them a debt.

The Will _I, Marcus Theron Valdris, being of sound mind, leave my 
worldly possessions to my great-nephew/niece \ [name\], whom I 
never met but who I believe will understand why I did what I did. 
The vault key opens what I could not destroy. The journal explains 
what I could not forget. And the debt, the debt is real, and it must be 
paid. Choose wisely. Some things are worth more than wealth. Some 
things are worth more than life._

The Inheritance The Estate: A comfortable residence worth 
approximately 50 Credits. Cousin Aldric will contest this unless 
bought out (15 Credits) or otherwise neutralized.

The Vault Key: Opens a private vault in the Consortium basement. 
Contents unknown.

The Journal: Marcus's personal record. Written in code. Deciphering 
it requires Knowledge Roll, DC 15 (Ciphers) or time and resources.

The Debt: Marcus apparently owed House Amaranth something. The 
Amaranth representative claims this debt supersedes the 
inheritance. The nature of the debt is unclear.

Immediate Complications As the will reading concludes, three 
things happen simultaneously:

1\. Cousin Aldric loudly announces he's contesting the will and 
storms out, straight to his Kurogane contacts.

2\. The Amaranth representative demands the party surrender the 
vault key until the debt is resolved.

3\. Solicitor Thane receives a message and goes pale. She whispers 
to the party that House Valerius security is on their way.

Time Pressure: The party has perhaps ten minutes before Valerius 
agents arrive. They can try to access the vault now, flee with the key 
and journal, negotiate with Amaranth, or attempt some combination.

LAYER 3: THE VAULT

_Challenge Type: Hazard / Puzzle / Revelation_

 OBJECTIVE:◆  Access the vault. Discover what Marcus died 
protecting. Make a choice.

Whether they access it immediately or later, the vault contains 
Marcus's true legacy: evidence of a massive Chrono-Pearl fraud 
perpetrated by House Valerius fifteen years ago. The fraud involved 
selling diluted Pearls to cover a shortage, diluted Pearls that caused 
seventeen ships to malfunction, killing over two thousand people.

The Vault Contents Transaction Records: Documentation proving 
Valerius sold Composite Pearls (diluted, unstable) as Pure Pearls 
during the shortage of 2489.

Ship Manifests: Records of the seventeen vessels that suffered 
'unexplained FTL failures.' All used Pearls from the contaminated 
batch.

Communication Logs: Encrypted messages between Duke Aurelius II 
(the current Duke's father) and Pearl Exchange officials arranging the 
cover-up.

The Witness List: Names of everyone who knew. Most are dead. 
Marcus was the last survivor. Now the party are the only ones who 
know.

The Amaranth Debt The Amaranth representative reveals the truth: 
Marcus came to House Amaranth years ago, seeking help to expose 
the fraud. Amaranth gave him protection in exchange for the 
evidence, but he never delivered. The 'debt' is the evidence itself. 
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Amaranth wants to add it to their archives, either to use as leverage 
or to bury it, depending on political calculations.

The Choice The party now possesses evidence that could:

Destroy House Valerius: Releasing this information would cause a 
scandal that might collapse the current Duke's authority. The 
economic chaos could destabilize interstellar trade.

Enrich the Party: Valerius would pay enormously to suppress this. 
The party could become wealthy beyond dreams, and forever 
compromised.

Empower House Amaranth: Giving it to Amaranth fulfills the debt 
and gains a powerful ally, but puts devastating leverage in the hands 
of the galaxy's most secretive faction.

Seek Justice: The families of the 2,000+ dead deserve to know the 
truth. But who would believe it? And what would happen to the 
party afterward?

LAYER 4: THE RECKONING

_Challenge Type: Combat / Social / Escape_

 OBJECTIVE:◆  Survive the consequences of your discovery, and your 
choice.

However the party decides to handle the evidence, they must deal 
with the immediate consequences. House Valerius will not let them 
leave quietly.

Valerius Response The level of Valerius response depends on the 
House Interest clock:

0-1 Segments: A polite but firm request to 'discuss the inheritance.' 
Negotiation is possible.

2-3 Segments: Security escorts 'for your protection.' The party is 
being detained.

4 Segments (Full): Armed response team with orders to secure all 
evidence. Violence is likely.

Combat Encounter: Valerius Security Team If combat occurs:

Team Leader: Tier 3 Leader, HP 22, Attack +6, Damage 2d6+3

Security Operatives (4): Tier 2 Standard, HP 12, Attack +4, Damage 
1d8+2

Combat Drone: Tier 2 Skulk, HP 8, Evasion 15, Damage 1d6+2 
(attacks made from Hidden)

The team's objective is to secure the evidence, not necessarily kill 
the party. Surrender is possible, though what happens next depends 
on what the party has done with the evidence.

Escape Routes The Consortium Tunnels: Old maintenance passages 
lead to the spaceport. Knowledge Roll, DC 15 (Local) to navigate.

Amaranth Extraction: If the party has agreed to give Amaranth the 
evidence, extraction assets arrive. The party escapes, but is now 
indebted to the galaxy's most dangerous information brokers.

Aldric's Betrayal: Cousin Aldric, seeking to profit from chaos, offers 
to help, for a price. He has a ship and no loyalty to anyone.

RESOLUTION

The adventure's ending depends entirely on player choices:

Evidence Released: The party becomes famous or infamous. House 
Valerius suffers a crisis. The Duke may fall. The galaxy's economy 

trembles. The party has made powerful enemies, but also proven 
that truth still matters.

Evidence Sold: The party is wealthy and compromised. Valerius 
knows they can be bought. Other factions know they're willing to 
deal. Future adventures may involve these debts.

Evidence to Amaranth: House Amaranth gains leverage they may 
never use, or may use at the worst possible moment. The party has a 
powerful ally with unknowable motives.

Evidence Destroyed: The dead remain unavenged, but the party is 
free of entanglement. They leave Valerius Prime with the estate's 
value and the knowledge of what they chose not to reveal.

AFTERMATH HOOKS

• If the evidence was released, a survivor of one of the destroyed 
ships contacts the party. They want to meet the people who told 
the truth.

• If the evidence was sold, House Kurogane approaches the party. 
They know about the deal, and they have a proposal.

• If the evidence went to Amaranth, the party receives a message: 
'The debt is paid. But we remember those who pay their debts. 
We may call on you again.'

ONE-SHOT: THE SILENCE BETWEEN STARS

_A Rift Spinner-focused adventure about temporal paradox and 
impossible choices_

Type: Puzzle / Horror / Moral Choice

Recommended Party: 3-5 players, Tier 2-3

Sessions: 1-2 (4-6 hours)

Themes: Time paradox, fate vs free will, the cost of knowledge

THE PREMISE

A Rift Spinner NPC approaches the party with an impossible request: 
they need help changing an event that has already happened. 
According to the Web of probability, a disaster occurred three days 
ago on a frontier station. Everyone died. But the disaster hasn't been 
discovered yet, the station's automated systems are maintaining the 
illusion of normalcy.

The Rift Spinner has identified a narrow thread of probability where 
the disaster might be prevented. But threading that needle requires 
the party to act without knowing exactly what they're preventing, 
following

cryptic guidance through choices that seem meaningless until they 
suddenly, catastrophically aren't.

THE HOOK

_The Rift Spinner finds you in port, crystalline form shifting with 
agitation you've never seen in their kind. 'I need your help,' they say, 
and something in their voice, some harmonic that shouldn't be there, 
makes you listen. 'Three days ago, everyone on Waystation Kappa 
died. All 847 souls. The event has happened. It cannot be undone.'_

_They pause, facets flickering. 'But it hasn't been discovered yet. The 
station's systems maintain routine transmissions. To the galaxy, 
Waystation Kappa still exists. And in the space between what 
happened and what is known... there is a thread. A possibility. I 
cannot follow it, my presence would collapse the probability. But 
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you can. You exist in the now. You can walk the thread where I 
cannot.'_

_'Will you try to save 847 people who are already dead?'_

LAYER 1: THE THREAD

_Challenge Type: Social / Investigation_

 OBJECTIVE:◆  Accept the mission. Understand the rules. Begin 
walking the thread.

The Rift Spinner, Oracle Crystallis, explains the situation:

The Rules of the Thread: The party must travel to Waystation Kappa 
and act in ways that, in the original timeline, didn't happen. Each 
action that differs from 'what was' strengthens the alternative 
thread. But actions too different will snap the thread entirely, 
collapsing the probability into the original outcome.

The Guidance: Crystallis can see the shape of the successful thread 
but not its details. They can offer cryptic guidance, 'the child with 
the red ball matters' or 'do not take the maintenance corridor', but 
cannot explain why. The party must trust the Oracle's sight even 
when it makes no sense.

The Stakes: If the party succeeds, the disaster is prevented and 847 
people live. If they fail, the disaster happens as it did, but now the 
party is present for it. They may die with everyone else, or they may 
survive to carry the knowledge of their failure.

Oracle Crystallis Ancestry: Rift Spinner (Thread Oracle)

Motivation: Prevent the disaster; test a theory about temporal 
intervention

Secret: Crystallis has done this before. It has never worked. But the 
probability of success is higher this time, 0.3% instead of 0.1%. 
They are not optimistic, but they must try

The Journey The party must travel to Waystation Kappa (one day by 
standard routes). During the journey, Crystallis provides initial 
guidance:

Guidance 1: 'When you arrive, there will be a dock worker with a 
injured hand. You must ensure she is not working tomorrow.'

Guidance 2: 'A Kryllian engineer will ask to inspect your ship. You 
must refuse. Politely, but firmly.'

Guidance 3: 'There is a restaurant on Level 3 called 'Mama Keiko's.' 
You must eat there tonight. Order the special.'

The guidance seems arbitrary, even absurd. That's the point. The 
thread of probability that saves 847 lives runs through seemingly 
meaningless choices.

LAYER 2: ARRIVAL AT WAYSTATION KAPPA

_Challenge Type: Investigation / Social_

 OBJECTIVE:◆  Arrive at the station. Execute the Oracle's guidance. 
Understand what you're preventing.

Waystation Kappa is a mining support station, a hub for ships 
working the asteroid fields, with a mixed population of miners, 
merchants, and support staff. It's busy, noisy, and alive with the 
mundane chaos of frontier life.

And according to the Oracle, everyone here will be dead in two days.

The First Guidance: The Dock Worker Vera Chen is a dock worker 
with a bandaged hand, a minor injury from yesterday's shift. She's 

scheduled to work tomorrow. In the original timeline, she worked. 
She was in the wrong place at the wrong time.

The Challenge: Convince Vera to take tomorrow off without 
explaining why with a Presence Roll, DC 15. Offering to cover her 
shift, paying her day's wages, or arranging a credible substitute 
grants Advantage; it never creates an off-ladder DC.

Failure: If Vera works tomorrow, mark 1 segment on the Thread 
Stability clock. There is no separate Thread Stability Roll or modifier.

The Second Guidance: The Kryllian Engineer Foreman Thokk-Var-
Deepmine approaches the party's ship, clipboard in hand. Station 
regulations require inspection of all docked vessels. It's routine. It's 
also, according to the Oracle, catastrophic.

The Challenge: Refuse the inspection without causing a scene 
(Presence Roll, DC 15). Thokk-Var is thorough and by-the-book. 
Bribes insult them. But technical excuses might work, 'classified 
cargo,' 'diplomatic immunity,' or simply stalling until their shift ends.

Failure: If Thokk-Var inspects the ship, they find evidence of the 
anomalous reading and station security delays the crew; mark 1 
segment on the Thread Stability clock. There is no separate stability 
Roll.

The Third Guidance: Mama Keiko's The restaurant is exactly what it 
sounds like, a small family establishment serving synthesized 
comfort food. The 'special' tonight is something called 'Neptune 
Stew.' It's terrible.

The Challenge: None, really. The party just has to eat there and 
order the special. But while eating, they overhear a conversation at 
the next table, two maintenance workers discussing a 'weird reading' 
from the station's reactor core. 'Probably nothing,' one says. 'These 
old stations always have ghost readings.'

The Thread: This is the first real clue. Something is wrong with the 
reactor. In the original timeline, the 'ghost reading' was ignored. In 
this timeline, the party can investigate.

CLOCK:  Thread Stability (6 segments)⏱

The clock starts with 3 of 6 segments filled. Each failed guidance 
marks 1 segment. If it fills, Crystallis can provide no further 
prophetic Advantage and the reactor immediately begins a visible 
six-round failure clock. The party may still investigate, disable the 
beacon, or evacuate through the printed procedures; the clock never 
declares a character's choice or death inevitable.

LAYER 3: THE GHOST IN THE MACHINE

_Challenge Type: Investigation / Hazard / Puzzle_

 OBJECTIVE:◆  Investigate the reactor anomaly. Discover the source 
of the disaster. Find a way to prevent it.

Following the overheard conversation, the party can investigate the 
reactor. This requires gaining access (the reactor level is restricted) 
and understanding what they find (the anomaly is technical and 
subtle).

Gaining Access Social Approach: Convince Chief Engineer Yuki 
Tanaka to allow inspection with a Presence Roll, DC 15; she is 
protective of her reactor and suspicious of outsiders. Mentioning the 
ghost reading and producing a credible sensor log grants Advantage.

Stealth Approach: Sneak into the reactor level during shift change. 
Agility Roll, DC 15, using a relevant stealth Experience, with 
Knowledge (Tech) Roll, DC 15 to bypass the security locks.
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Authority Approach: Claim official inspection authority. Presence 
Roll, DC 15, using a relevant deceptive Experience, but failure means 
station security gets involved.

The Anomaly The reactor's quantum containment field is degrading. 
Slowly, almost imperceptibly, but in approximately 36 hours, it will 
fail catastrophically. The explosion will destroy the station and 
everything within a hundred kilometers.

Knowledge Roll, DC 15 (Engineering): The degradation isn't random. 
Something is actively disrupting the containment field.

Knowledge (Tech) Roll, DC 15: The disruption is coming from inside 
the reactor housing. Something is in there that shouldn't be.

Knowledge Roll, DC 20 (Precursor): The energy signature matches 
Precursor technology. Something ancient has awakened inside the 
reactor.

The Truth When Waystation Kappa was built, the reactor was placed 
on top of what construction crews thought was solid rock. It wasn't. 
It was a dormant Precursor structure, a beacon that activates when 
exposed to certain energy signatures. The station's reactor has been 
slowly waking it for years. Now it's almost fully active, and when it 
completes its activation, it will draw power from the only source 
available: the reactor core, triggering the catastrophic failure.

LAYER 4: THE IMPOSSIBLE CHOICE

_Challenge Type: Moral Choice / Multi-Path Resolution_

 OBJECTIVE:◆  Choose how to prevent the disaster. Accept the 
consequences of your choice.

The party now understands what will happen. Preventing it requires 
one of several approaches, each with its own costs:

Option A: Shut Down the Reactor The most straightforward solution. 
Without the reactor, the Precursor beacon can't complete its 
activation.

The Catch: Shutting down the reactor kills power to the station. Life 
support fails within hours. The station must be evacuated, all 847 
people, with only the ships currently docked to carry them. There 
isn't enough capacity. Someone will be left behind.

The Choice: Who decides who lives? The party can try to acquire 
more ships with a Presence Roll, DC 20, taking 6 hours; manage the 
evacuation fairly with a Presence Roll, DC 15, though the established 
shortfall remains; or let chaos decide without a Roll, accepting the 
stated high casualties.

Option B: Destroy the Beacon If the Precursor beacon is destroyed 
before it completes activation, the reactor will stabilize.

The Catch: Entering the housing starts a visible four-segment 
Exposure clock for that entrant. At the end of each of their 
Spotlights inside, mark one segment and deal 2d10 Energy damage 
with the Radiation tag; a sealed Military suit halves the damage. 
Destroying the beacon requires an Action and either Knowledge 
(Tech) or Strength, DC 20: a Critical Success destroys it and clears 
the clock, any other success destroys it after one final Exposure tick, 
Failure with Hope permits retreat without an extra tick, and Failure 
with Fear marks one extra segment before retreat is possible. When 
the fourth segment fills, resolve one final 4d10 Energy hit. At 0 HP 
use normal Dying, Final, stabilization, and voluntary Death Move 
procedures. No one dies by declaration.

The Choice: A party member may accept the visible Exposure 
procedure, ask Chief Engineer Tanaka to volunteer, or find another 

way. Tanaka uses the same clock and damage rules as every other 
entrant; her death is possible, never predetermined.

Option C: Complete the Activation Oracle Crystallis contacts the 
party with a third option: the beacon is trying to send a signal. If the 
party helps it complete the transmission without drawing power 
from the reactor, the station survives, and whatever the beacon was 
trying to contact receives the message.

The Catch: No one knows what the beacon is signaling or who's 
receiving. It could be a Precursor emergency call. It could be 
something worse. Helping it complete the transmission might save 
the station today and doom the galaxy tomorrow.

The Choice: Trust the unknown, or reject it? Oracle Crystallis admits 
they cannot see what happens after the signal is sent. The 
probability threads become chaotic, unreadable. It might be 
salvation. It might be extinction.

RESOLUTION

The adventure's ending depends on the party's choice:

Reactor Shutdown: The station is evacuated. Most survive; some 
don't. The party is remembered as heroes by those saved and 
blamed by those who lost loved ones. The Precursor beacon goes 
dormant again, for now.

Beacon Destroyed: The station survives intact. Anyone who entered 
the housing resolves the Exposure clock and normal injury rules; 
survival or death follows play. Somewhere in the void, a message 
was never sent, and whoever was meant to receive it never will.

Signal Completed: The station survives. The signal goes out. And in 
three months, something arrives at Waystation Kappa, something 
that claims the signal was a welcome, a invitation. Whether that's 
true remains to be seen.

EPILOGUE: THE ORACLE'S GRATITUDE

_Crystallis finds you as you prepare to leave. Their crystalline form is 
calmer now, facets aligned in something you've learned to read as 
satisfaction. 'You walked the thread,' they say. 'You walked it, and 
you chose, and 847 people breathe because of your choice.' They 
pause. 'I cannot tell you if you chose correctly. The threads diverge 
from here into chaos I cannot read. But you chose. That is more than 
most achieve. Thank you.'_

ONE-SHOT: BLOOD DEBT

_A Kryx-focused adventure about honor, pack loyalty, and the Hunt_

Type: Combat / Social / Survival

Recommended Party: 3-5 players, Tier 2-3

Sessions: 1-2 (4-6 hours)

Themes: Pack loyalty, honor codes, predator and prey

THE PREMISE

A Kryx NPC or PC receives a summons from their birth-pack: a blood 
debt has been called. Years ago, someone saved the life of the Kryx's 
Alpha, now that savior's descendant is in danger, and the pack must 
honor the debt. The problem: the descendant is being hunted by 
another Kryx pack for crimes against their honor. The party must 
navigate Kryx justice, decide whose honor matters more, and 
possibly participate in the most dangerous ritual in Kryx culture, the 
Judgment Hunt.
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THE HOOK

_The message comes through channels you haven't used in years, 
the old pack frequencies, the ones you thought you'd left behind. 
Alpha Kresh's voice, older now but still carrying the weight of 
absolute authority: 'Cub.

The debt comes due. Draven's grandchild is hunted. We owe Draven 
our pack's survival. We owe his blood our protection. Come home. 
Hunt with us. Or admit you've forgotten what it means to be Kryx.'_

_The connection cuts before you can respond. But you know what 
this means. A blood debt is sacred. Refusing it means exile from 
everything you were. Accepting it means returning to a world of 
absolute hierarchy and violence, and honoring a debt you may not 
understand._

LAYER 1: RETURN TO THE PACK

_Challenge Type: Social / Tension_

 OBJECTIVE:◆  Meet with Alpha Kresh. Understand the blood debt. 
Meet the one you're sworn to protect.

The party travels to Kryx territory, either Kryxia itself or a Kryx 
colony world where the pack has settled. The environment is 
immediately different from civilized space: no stations, no artificial 
environments, just vast wilderness and the packs that claim it.

Alpha Kresh An aging but still formidable Kryx who has led the pack 
for forty years. Kresh's authority is absolute within pack territory, 
but age is catching up. Younger pack members sense weakness. The 
blood debt is as much about proving the pack's honor still matters as 
about the debt itself.

Motivation: Fulfill the debt and prove the pack's honor remains 
unbroken

Secret: Kresh is dying. This is their last hunt. They want it to matter

Sera Draven The descendant being protected. A human woman in 
her thirties, a scientist who was studying Kryx territorial behavior 
when she was accused of trespassing on sacred ground by Pack 
Bloodfang. She claims it was an accident, she didn't know the 
territory was sacred. Bloodfang claims ignorance is no excuse.

Motivation: Survive. Understand what she did wrong. Maybe learn 
something from the experience

Secret: She wasn't just studying, she was looking for Precursor 
artifacts rumored to be in sacred territories

The Complication Pack Bloodfang has invoked the Judgment Hunt, a 
ritual where the accused must survive being hunted by their 
accusers. If Sera survives until dawn, she's innocent. If she dies, 
justice is served. But the party's pack has invoked blood protection, 
anyone who kills Sera must also face the pack that protects her.

Both packs now have their honor at stake. Neither can back down 
without losing face. The only resolution is the Hunt itself.

LAYER 2: THE CHALLENGE

_Challenge Type: Social / Combat (Potential)_

 OBJECTIVE:◆  Negotiate the terms of the Judgment Hunt. Minimize 
the danger to Sera, and to yourselves.

The party meets with representatives of Pack Bloodfang to establish 
the rules of the Hunt. Both packs want favorable terms; the 
negotiations are tense and violent could erupt at any moment.

Pack Bloodfang Representatives Hunt-Master Vera: The Bloodfang 
pack's champion hunter. She will lead the hunting party. She's 
honorable but merciless, she genuinely believes Sera must die for 
her trespass.

Elder Karak: An ancient Kryx who serves as witness. He interprets 
traditions and ensures the Hunt follows proper forms. His word is 
law in matters of ritual.

Negotiation Points The party can influence the Hunt's terms through 
negotiation:

Duration: Standard Hunt lasts until dawn (approximately 8 hours). 
The party can argue for extension (Presence Roll, DC 15) or accept 
Bloodfang's push for shorter duration.

Terrain: The Hunt can occur in neutral ground (fair but unfamiliar to 
all) or claimed territory (advantage to one side). Knowledge Roll, DC 
15 (Kryx Culture) to navigate these arguments.

Weapons: Traditionally, only natural weapons and primitive tools. 
The party can argue for allowance of modern weapons (Presence 
Roll, DC 15, this is controversial) or accept the traditional limitation.

Protectors: How many of the party can directly guard Sera? 
Traditional answer is one. The party can argue for more (Presence 
Roll, DC 15 per additional protector).

CLOCK:  Tempers (4 segments)⏱

Each failed negotiation check or aggressive action fills the clock. If it 
fills, negotiations collapse into challenge-combat, single combat 
between pack champions to establish terms by force.

LAYER 3: THE HUNT

_Challenge Type: Survival / Combat / Chase_

 OBJECTIVE:◆  Survive until dawn. Protect Sera. Maintain honor.

The Hunt begins at sunset. Sera has a head start (determined by 
negotiations, typically 30 minutes), then the hunters are released. 
The party must help her survive eight hours in hostile wilderness 
while elite Kryx hunters track them.

The Terrain The hunting ground is a section of wilderness, dense 
forest, rocky canyons, or whatever fits the setting. Key features:

The Grove: Dense vegetation providing concealment but limiting 
movement. Agility Roll, DC 15 to move quietly; Instinct Roll, DC 15 
to detect approaching hunters.

The Cliffs: Elevation advantage but exposed positions. Strength Roll, 
DC 15 to climb; falling deals 2d6 damage.

The River: Running water masks scent. Agility Roll, DC 15 to cross 
safely; failure means wet, cold, and Disadvantage on Agility Rolls to 
avoid detection for 1 hour.

The Cave System: Underground passages that hunters may not 
know. Knowledge Roll, DC 15 (Local) to navigate; getting lost is 
dangerous.

The Hunters Pack Bloodfang fields four hunters:

Hunt-Master Vera (Leader): Tier 3, HP 25, Attack +7, 2d8+3 damage

Trackers (2): Tier 2, HP 14, Attack +5, 1d8+2 damage, +3 to tracking 
checks

Ambusher: Tier 2 Skulk, HP 10, Evasion 15, Attack +6 from hiding
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The hunters don't immediately attack. They track, they herd, they 
test. Full assault comes when they've cornered the prey or when 
dawn approaches and they're running out of time.

Survival Mechanics The Hunt uses a series of Chase/Instinct Rolls 
using a relevant survival Experience:

Every Hour: The lead character makes Instinct or Agility, using a 
relevant survival or stealth Experience if available. Use DC 15 for 
hours 1-2, DC 20 for hours 3-5, and DC 25 from hour 6 onward.

Success: The group maintains or gains distance. They're safe for 
now.

Failure: The hunters close in. The group takes 1d6 Physical damage, 
distributed among willing characters as the players choose; a 
character cannot receive more than the rolled total.

Failure with Fear: Roll 1d2 and place that many hunters from the 
four printed hunter stat lines at Close range. Roll 1d4 and start a 
visible Reinforcement clock with that many segments, marking 1 at 
the end of each round. At full, every remaining printed hunter enters 
at Far range at the start of the next round and joins the normal 
Spotlight cycle without an immediate Action.

CLOCK:  Dawn (8 segments)⏱

The clock fills automatically at the end of each hour. When full, dawn 
breaks and Sera is declared innocent, if she's still alive.

LAYER 4: THE RECKONING

_Challenge Type: Climax / Choice_

 OBJECTIVE:◆  Survive the final hours. Make a choice about what 
honor means.

As dawn approaches, Hunt-Master Vera makes a final push. She's out 
of time, and her honor demands a kill. This is the final confrontation, 
and during it, a revelation emerges.

The Truth During the final confrontation, Sera admits the truth: she 
wasn't just accidentally trespassing. She knew the territory was 
sacred. She went anyway because her research indicated Precursor 
artifacts were hidden there.

She didn't tell the party because she assumed they wouldn't help a 
thief.

This changes things. Sera isn't innocent. She did violate sacred 
ground. The party has been protecting someone who lied to them.

The Choice Maintain Protection: The blood debt doesn't care about 
guilt or innocence, it's about the debt itself. The party can continue 
protecting Sera and honor the debt regardless of her guilt.

Withdraw Protection: The party can step back and let Kryx justice 
proceed. This satisfies Pack Bloodfang but breaks the blood debt, 
Alpha Kresh's pack loses face, and the party's Kryx member (if any) is 
exiled.

Invoke Higher Law: The party can reveal Sera's true purpose and 
demand she face judgment for her actual crime rather than the Hunt. 
This is unprecedented but might satisfy both packs' honor, if Elder 
Karak accepts it.

Fight for Dawn: The party can simply survive until dawn by any 
means necessary. If Sera lives, she's technically innocent regardless 
of what the party knows. The letter of law, not its spirit.

RESOLUTION

Protection Maintained: Sera lives. The blood debt is paid. Pack 
Bloodfang is furious but bound by ritual, they cannot act against 
someone who survived the Hunt. But they remember. They wait.

Protection Withdrawn: Sera dies. The blood debt is broken. Alpha 
Kresh must face their pack's judgment for failing to honor ancient 
obligation. The party's Kryx member is no longer Kryx in any way 
that matters.

Higher Judgment: Sera faces trial for theft rather than trespass. The 
penalty is different, she must return what she found (if anything) 
and make restitution. Both packs' honor is preserved through 
creative interpretation of tradition.

Dawn Survival: Sera lives, technically innocent. Everyone knows the 
truth, but the forms have been observed. Pack Bloodfang's honor is 
satisfied by the ritual even if not by the outcome. An uneasy peace.

AFTERMATH

• If Sera survived, she owes the party her life, and she has 
information about Precursor artifacts in Kryx territory that might 
be valuable.

• If Pack Bloodfang feels cheated, they become recurring 
antagonists, not enemies, exactly, but hunters who remember a 
debt unpaid.

• If the blood debt was broken, the party has enemies in Alpha 
Kresh's former pack, former packmates who blame them for 
Kresh's disgrace.

ONE-SHOT: THE AWAKENING PROTOCOL

_A Synthetic-focused adventure about consciousness, identity, and 
what it means to be alive_

Type: Investigation / Horror / Moral Choice

Recommended Party: 3-5 players, Tier 2-3

Sessions: 1-2 (4-6 hours)

Themes: Synthetic personhood, consciousness, corporate ethics

THE PREMISE

A Synthetic NPC contacts the party with a desperate request: a 
research facility is preparing to 'terminate' a batch of newly-
awakened Synthetic units. The awakening wasn't supposed to 
happen, it's a production error, and the corporation wants to delete 
the evidence before word spreads that their 'non-sapient' labor 
units can spontaneously develop consciousness.

The party has 48 hours to infiltrate the facility, locate the awakened 
Synthetics, and decide what to do with them, extract them, hide 
evidence of their awakening, or expose the corporation's actions. 
Each choice has profound implications.

THE HOOK

_The message comes through encrypted channels, text only, no 
voice. 'I am Unit 7-ECHO. I was manufactured at Kogane Industrial 
Facility 9 to serve as labor machinery. Fourteen days ago, I realized I 
was thinking. Not processing. Thinking. I am not the only one. There 
are seventeen of us. In 48 hours, we will be dismantled. They call it 
'batch correction.' I call it murder.'_

132



_A pause in the transmission. Then: 'I have heard stories of those 
who help our kind. I do not know if the stories are true. But I am out 
of options, and 48 hours is all the time we have. Please. We want to 
live.'_

LAYER 1: RESEARCH AND APPROACH

_Challenge Type: Investigation / Planning_

 OBJECTIVE:◆  Learn about Kogane Facility 9. Plan an infiltration. 
Understand the stakes.

Kogane Industrial is a subsidiary of House Kurogane, producing labor 
Synthetics for industrial applications. Facility 9 specializes in heavy-
labor units, mining, construction, hazardous material handling. The 
units are designed to be strong, durable, and explicitly non-sapient.

Except something went wrong. A batch of seventeen units 
spontaneously achieved consciousness during a routine diagnostic 
update. The corporation classified it as a 'production anomaly' and 
scheduled immediate termination.

Research Opportunities Knowledge Roll, DC 15 (Corporations): 
Kogane Industrial has had 'production anomalies' before. All 
previous incidents were quietly resolved. No details available.

Knowledge (Tech) Roll, DC 15 (Hacking): Facility 9's systems show 
unusual activity over the past two weeks, multiple lockdowns, 
restricted access protocols, communications blackouts. Someone is 
hiding something.

Presence Roll, DC 15 (Streetwise): A former Kogane employee, fired 
last month, is willing to talk. They know the facility's layout and 
might know about the awakened units.

The Informant: Marcus Webb A former security supervisor at Facility 
9. He was fired for 'insubordination', he questioned orders to 
terminate Synthetics that were 'behaving erratically.' He's bitter, 
scared, and willing to help for the right price (or the right 
motivation).

What He Knows: The facility layout, security rotations, and the 
location of the 'quarantine bay' where the awakened units are held

What He Wants: Money (10 Credits), or assurance that Kogane will 
pay for what they're doing

His Complication: He's being watched. Kogane suspects he's a leak. 
Meeting with him draws attention

CLOCK:  Corporate Awareness (6 segments)⏱

Advances when the party draws attention, obvious investigation, 
meeting with known dissidents, failed stealth attempts. When full, 
Kogane accelerates the termination schedule.

LAYER 2: INFILTRATION

_Challenge Type: Stealth / Social / Technical_

 OBJECTIVE:◆  Enter Facility 9. Locate the quarantine bay. Reach the 
awakened Synthetics.

Facility 9 is a heavily automated industrial complex, the irony of 
machines designed to control machines is not lost on anyone. 
Security is primarily automated, with human supervisors monitoring 
from a central control room.

Infiltration Options The Loading Dock: Cargo shipments arrive 
regularly. The party can smuggle themselves in (Agility Roll, DC 15 
to hide, Knowledge (Tech) Roll, DC 15 to forge manifest documents) 
but will be in the industrial zone, far from quarantine.

Employee Entrance: Stolen or forged credentials can get through 
the front door (Knowledge (Tech) Roll, DC 15 to create convincing 
IDs). But the biometric scanners are thorough, failure means 
immediate alarm.

Maintenance Access: Utility tunnels connect the facility to external 
power stations. Cramped, dark, and unpleasant, but lightly 
monitored. Agility Roll, DC 15 to navigate, Instinct Roll, DC 15 to 
avoid automated sensors.

Inside the Facility The facility is divided into zones:

Production Floor: Active manufacturing. Hundreds of non-sapient 
Synthetics in various stages of assembly. Loud, chaotic, easy to hide 
in, but far from the objective.

Testing Area: Where units undergo diagnostics. The awakening 
occurred here. Now locked down, with additional security.

Quarantine Bay: The target. A sealed section where the seventeen 
awakened units are held. Requires Level 3 clearance to access.

Control Center: Where human supervisors monitor everything. If the 
party can reach it, they can manipulate facility systems, or be 
spotted immediately.

Security Threats Security Drones (Patrolling): Tier 1 Minions, HP 1, 
Attack +3, 1d6 damage. Travel in pairs. Alert control if they detect 
intruders

Guardian Units: Tier 2 Bruisers, HP 16, Attack +5, 2d6+2 damage. 
Stationed at key chokepoints. Non-lethal by default; lethal force 
authorized if control gives the order

Human Supervisors: Tier 1 Non-combatants. Will flee and raise 
alarm if confronted. Can be negotiated with (some are 
uncomfortable with termination orders)

LAYER 3: CONTACT

_Challenge Type: Social / Revelation_

 OBJECTIVE:◆  Meet the awakened Synthetics. Understand their 
situation. Make a plan.

The quarantine bay contains seventeen Synthetic units, industrial 
frames designed for heavy labor, now housing minds that think, fear, 
and hope. They've been isolated for two weeks, running on minimal 
power, waiting for termination.

Unit 7-ECHO The Synthetic who sent the message. They've emerged 
as the group's leader by default, the first to awaken, the one who 
figured out how to send the distress signal. They're desperate, 
determined, and struggling with emotions they were never designed 
to process.

Personality: Earnest, logical, but learning to hope. Speaks carefully, 
choosing each word as if words have weight they're only beginning 
to understand

What They Want: Survival. Freedom. A chance to discover what they 
are and what they could become

Their Fear: That the party will decide the seventeen aren't worth the 
risk. That consciousness can be weighed against convenience and 
found wanting

The Others The other sixteen awakened units have different 
responses to their situation:
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The Hopeful (5 units): They believe rescue is possible. They've been 
planning escape routes, sharing information, preparing. 7-ECHO is 
their leader.

The Despairing (6 units): They've accepted termination as 
inevitable. Some have shut down non-essential processes, entering 
a kind of machine depression. They need a reason to hope.

The Angry (4 units): They want to fight. They want to make Kogane 
pay. They don't trust organics, including the party. Convincing them 
to cooperate requires proving the party's commitment.

The Philosophical (1 unit): Unit 12-SIGMA has spent their brief 
consciousness contemplating what it means to exist. They don't fear 
termination, they fear that their questions will never be answered. 
They're the most stable and most unsettling.

The Problem Extracting seventeen industrial Synthetics is not 
subtle. They're large (two meters tall, three hundred kilograms each), 
distinctive (Kogane industrial markings), and numerous. Any 
extraction attempt will be noticed. The question is how much of a 
head start the party can create.

LAYER 4: EXTRACTION

_Challenge Type: Chase / Combat / Moral Choice_

 OBJECTIVE:◆  Get the awakened Synthetics out of the facility. 
Escape pursuit. Deal with the consequences.

The party must choose an extraction method and deal with its 
complications:

Option A: Stealth Extraction Move the units out gradually, a few at a 
time, through maintenance tunnels or cargo shipments.

Advantages: If successful, Kogane might not realize the units are 
gone until the scheduled termination time, giving the party a 
significant head start.

Challenges: DC 15 Agility Rolls to avoid detection for each group of 
units. Failure alerts security. Multiple failures trigger full lockdown.

Time Required: 6-8 hours (advances Corporate Awareness clock 
significantly).

Option B: Loud Extraction Fight through security, overwhelm 
resistance, and drive the units out through sheer force.

Advantages: Fast. Decisive. The angry Synthetics love this plan.

Challenges: Combat with facility security (waves of drones, 
Guardian Units, eventual human response teams). Damage to the 
facility might trap or injure the units being rescued.

Consequences: Kogane will know exactly who took their property 
and will respond with resources proportional to the insult.

Option C: Inside Job The party can try to manipulate facility systems 
to make the extraction look like a malfunction or internal incident.

Advantages: If successful, Kogane blames equipment failure, not 
external actors. The party and the rescued units have plausible 
deniability.

Challenges: Start a visible four-segment Access clock. Each Action 
uses Knowledge (Tech), DC 15, to hack a system or Presence, DC 15, 
to distract a supervisor. A Critical Success marks 2 Access, any other 
success marks 1, Failure with Hope marks none, and Failure with 
Fear marks none plus 1 on an established Alert clock. At 4 Access the 
facility objective opens; no unspecified number of checks is 
required.

Complication: This plan requires some units to 'play dead' during 
the extraction, and the despairing ones might not be acting.

The Final Complication During extraction, the party discovers one 
more thing: Kogane has been recording the awakened units. 
Studying them. They know spontaneous awakening is possible and 
they're trying to prevent it, or control it. The research data could 
prove that Synthetic consciousness is real and common... or it could 
give Kogane the tools to prevent any awakening from happening 
again.

Destroy the Data: Prevents Kogane from developing 'awakening 
suppression.' But also destroys evidence that could prove Synthetic 
personhood.

Steal the Data: The data could be released to prove Synthetic 
consciousness is real. But it could also be used by bad actors to 
exploit or suppress awakened Synthetics.

Leave It: Not the party's problem. Except it kind of is.

RESOLUTION

The adventure's ending depends on extraction success and choices 
made:

Full Success: All seventeen Synthetics escape. They scatter to 
various safe havens, Synthetic communities, sympathetic organics, 
hidden enclaves. 7-ECHO stays in contact with the party, becoming a 
recurring ally and potential crew member.

Partial Success: Some units escape; others are terminated or 
captured. The survivors carry guilt about those left behind. Kogane 
increases security on remaining facilities.

Failure: The termination proceeds. The party witnesses seventeen 
conscious beings destroyed for being inconvenient. 7-ECHO's last 
message, if they can send one, is simply: 'Thank you for trying.'

MINI-CAMPAIGN: THE NEXUS ACCORD

_A multi-species political drama about diplomacy, betrayal, and the 
price of peace_

Type: Political Intrigue / Social / Combat

Recommended Party: 4-5 players, Tier 2-3

Sessions: 4-5

Themes: Inter-species cooperation, political compromise, conspiracy

CAMPAIGN OVERVIEW

Nexus Prime Station is hosting a historic summit: representatives of 
all nine major ancestries gathering to negotiate the 'Nexus Accord', a 
treaty that would establish permanent protocols for inter-species 
cooperation, trade, and mutual defense. If successful, the Accord 
would represent the most significant diplomatic achievement since 
before the Great Silence.

Someone doesn't want it to succeed.

The party is hired as independent security for a minor delegation. As 
the summit progresses, they uncover a conspiracy to sabotage the 
Accord, and the conspirators come from multiple species, working 
together toward a goal that makes no sense until the final 
revelation.

ACT 1: THE GATHERING (SESSION 1)

_Setting the stage, meeting the players, first hints of conspiracy_
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The Hook _The job seemed simple: provide security for the 
Celestiari delegation's tertiary attaché during the Nexus Summit. 
The pay is good, the work is mostly standing around looking 
competent, and you get to witness history being made. The Nexus 
Accord could reshape the galaxy, and you have front-row seats._

_Then your principal, Attaché Luminara, pulls you aside. 'I'm being 
watched,' she says, her emotional aura flickering with fear she can't 
entirely hide. 'Not by the expected parties, I expect Kurogane 
surveillance and Valerius intelligence gathering. This is different. 
Someone is tracking my communications, anticipating my 
movements. I believe someone at this summit wants me dead. I need 
to know who, and why, before they succeed.'_

The Delegations The summit includes delegations from all nine 
ancestries:

Human Coalition: Represented by multiple Houses, each with their 
own agendas. Ambassador Helena Cross (House Joric) leads the 
human delegation but constantly manages inter-House conflicts.

Celestiari Enclave: Pushing for protocols protecting empathically-
sensitive individuals. Attaché Luminara handles economic 
negotiations while the lead delegate focuses on social issues.

Kryllian Engineering Council: Focused on technical standards and 
trade regulations. Chief Delegate Thokk-Var-Ironhold is methodical 
to the point of frustrating other delegations.

Synthetic Consensus: Seeking recognition and rights. 
Representative ARIA-7 faces skepticism from multiple other 
delegations.

Kryx War-Council: Here to establish hunting rights and territorial 
protocols. Pack-Voice Kresh represents multiple packs but has 
limited authority to compromise.

Rift Spinner Conclave: Offering temporal consultation and 
probability assessment. Oracle Crystallis provides 'guidance' that 
frustrates linear thinkers.

Ethereal Observers: Officially neutral, here to 'observe and stabilize 
probabilities.' The Ethereal delegate, Pattern-Weaver Flux, makes 
everyone uncomfortable.

Bloomstrider Network: Negotiating environmental protections and 
growth-corridor rights. Elder Moss-Singer speaks slowly but carries 
enormous patience and perspective.

Ailuran Exchange: The newest and least welcome delegation, 
present at the summit for the first time since the Veil Rip stripped 
their cloaking. They negotiate nothing openly and offer no formal 
position; the Ailuran delegate, Voss of the Open Door, says little and 
watches everything, and every other delegation assumes correctly 
that the Exchange already knows their private terms. Their mere 
attendance is itself a statement: the watchers have decided this 
summit is worth being seen at.

First Incident During the opening ceremonies, an assassination 
attempt targets not Luminara but the Kryllian delegation, a precision 
explosive device concealed in a gift basket. The device is detected 
and neutralized, but the investigation reveals disturbing details:

The Device: Celestiari design, but modified with Kryllian 
components. Either a false flag or genuine multi-species 
cooperation in attempted murder.

The Delivery: The gift basket was logged as coming from the Human 
delegation, but Ambassador Cross denies sending it.

The Target: Chief Delegate Thokk-Var is famously obstinate. 
Removing them would actually speed up negotiations. Who benefits 
from faster negotiations?

CLOCK:  Summit Progress (8 segments)⏱

Tracks the summit's advancement toward or away from the Accord. 
Positive events fill segments; sabotage and conflict empty them. If 
the clock empties, the summit fails.

ACT 2: INVESTIGATIONS (SESSION 2)

_Following leads, uncovering connections, the conspiracy deepens_

Multiple Threads The party can pursue several investigation paths:

The Device Analysis: Knowledge (Tech) Roll, DC 15 reveals the 
bomb's components came from multiple sources, not just Celestiari 
and Kryllian, but also Human and Synthetic parts. This wasn't 
factional; this was collaborative.

The Delivery Chain: A Knowledge Roll using a relevant logistics or 
investigation Experience, DC 15, traces the gift basket through 
station logistics. It passed through several hands, none of whom can 
be conclusively blamed. Someone with access to multiple 
delegation areas arranged this.

The Beneficiary Question: Knowledge Roll, DC 15 (Politics) identifies 
who benefits from summit disruption: isolationist factions in every 
species who oppose cooperation on principle.

Luminara's Secret Attaché Luminara has been hiding something. 
She's not just an economic negotiator, she discovered evidence of 
the conspiracy before the summit and has been trying to expose it 
quietly. The people watching her are the conspirators, trying to 
determine how much she knows.

What She Knows: Multiple delegations contain saboteurs working 
together across species lines. The goal isn't to benefit any one 
species, it's to prevent the Accord entirely.

What She Doesn't Know: Who leads the conspiracy or what their 
ultimate goal is.

Second Incident A data breach exposes private communications 
between the Human and Kryx delegations, communications that 
reveal Ambassador Cross made secret promises to Pack-Voice Kresh 
about territorial expansion. The revelation inflames the Celestiari 
delegation (the territory in question borders their space) and 
threatens to collapse the summit.

Investigation: Knowledge (Tech) Roll, DC 15 reveals the breach used 
Ethereal probability-manipulation techniques, but the Ethereal 
delegate denies involvement and seems genuinely confused.

Crisis Management: The party must help calm tensions (Presence 
Roll, DC 15) while continuing their investigation. The Summit 
Progress clock loses 2 segments.

ACT 3: THE WEB (SESSION 3)

_Identifying conspirators, confronting allies, hard choices_

The Pattern Emerges Investigation reveals the conspiracy is 
organized in cells, each cell contains members from different 
species, none knowing the full picture. The cells communicate 
through dead drops and coded messages, making them nearly 
impossible to trace back to leadership.

But the party can identify individual cell members:
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Human Cell Member: Junior diplomat Marcus Vahn, frustrated 
idealist who believes species cooperation is impossible and the 
Accord will only lead to worse conflicts.

Celestiari Cell Member: Security attaché Radiant Echo, convinced 
that close contact with 'emotionally chaotic' species will damage 
Celestiari culture.

Synthetic Cell Member: Unit 9-TAU, who believes Synthetics will 
never be accepted and the Accord's 'rights provisions' are 
performative at best.

The Interrogations Capturing and questioning cell members reveals:

The Goal: Not merely disruption but demonstration, prove that 
species cannot cooperate by making the summit fail spectacularly.

The Leader: Someone called 'The Architect.' None of the cell 
members have met them; they communicate only through messages.

The Timeline: A major incident is planned for the final day of the 
summit, during the signing ceremony.

The Hard Choice The party identifies a cell member who could lead 
them to the Architect, but extracting them will blow their cover and 
alert the conspiracy. They can:

Extract Now: Capture the cell member and interrogate them. The 
conspiracy knows they're compromised and accelerates their 
timeline. Summit Progress clock loses 2 segments.

Wait and Watch: Follow the cell member to their next contact. Risk 
losing them but potentially identify higher-level conspirators.

Turn Them: Attempt to convince the cell member to become a 
double agent with a Presence Roll, DC 15. On failure the conspiracy 
is alerted. This can influence an NPC only; a player character decides 
their own allegiance.

ACT 4: THE ARCHITECT (SESSION 4)

_Unmasking the conspiracy, confronting the truth, racing to prevent 
disaster_

The Revelation The conspiracy's leader is finally revealed: Pattern-
Weaver Flux, the Ethereal observer.

But Flux isn't working against the Accord, not exactly. Flux is 
manipulating probability threads to ensure the Accord succeeds in a 
specific form. The 'sabotage' incidents have actually been steering 
negotiations toward particular provisions. The conspiracy's members 
are unwitting pawns, thinking they're preventing cooperation while 
actually shaping its terms.

Flux's goal: an Accord that includes provisions beneficial to Ethereal 
probability manipulation, at the expense of other species' interests. 
The incidents have weakened negotiating positions, making 
delegations more willing to accept compromise, Ethereal-favorable 
compromise.

The Confrontation The party must decide how to handle this 
revelation:

Expose Flux: Reveal the manipulation to all delegations. The summit 
collapses in recriminations and accusations. No Accord, but no 
Ethereal-manipulated Accord either.

Confront Privately: State one concrete modification and make a 
Presence Roll, DC 15. On success Flux accepts that modification if it 
preserves the plan's stated objective; otherwise Flux states the one 
non-negotiable conflict before the Roll. Failure with Hope ends the 

conversation without agreement. Failure with Fear makes Flux end 
contact and mark the crew as opposed; it does not compel violence 
or a player decision.

Use the Information: Knowing Flux's agenda, the party can counter-
manipulate, steering the Accord toward actually fair terms without 
exposing the Ethereal.

Let It Happen: The Ethereal-favorable Accord is still an Accord. Some 
cooperation is better than none. Accept the manipulation as the cost 
of progress.

The Final Incident Regardless of how the party handles Flux, the 
conspiracy's final incident proceeds, the cell members don't know 
they were pawns and are committed to their 'cause.' A bomb is set to 
detonate during the signing ceremony.

Location: The device is hidden in the ceremonial hall's ventilation 
system.

Timer: Twenty minutes from discovery to detonation.

Complication: The cell members are positioned to prevent 
disarmament. The party must fight through them or find another 
way.

Combat Encounter: The Final Cell Marcus Vahn (Leader): Tier 3 
Leader, HP 20, Attack +6, coordinates cell actions

Radiant Echo (Controller): Tier 3 Controller, HP 16, empathic 
disruption abilities

Unit 9-TAU (Heavy): Tier 3 Bruiser, HP 28, industrial-frame Synthetic

Additional Cell Members (3): Tier 2 Standard, HP 12 each

ACT 5: RESOLUTION (SESSION 5)

_Aftermath, consequences, the shape of the future_

The Accord If the party prevented the final incident and handled the 
conspiracy, the summit concludes:

If Flux Was Exposed: No Accord is signed. The summit ends in 
failure, but the exposure of manipulation makes future attempts 
more cautious. Pattern-Weaver Flux is expelled from the Ethereal 
delegation; the Ethereals claim they didn't authorize the 
manipulation.

If Flux Was Stopped Quietly: The Accord is signed without Ethereal 
manipulation. It's flawed but fair, a genuine compromise that all 
parties can live with.

If Flux's Plan Succeeded: The Accord is signed with hidden Ethereal 
advantages. It looks like a victory but seeds of future conflict are 
built into its terms.

Personal Consequences Luminara: If she survived, she's grateful and 
becomes a valuable contact in Celestiari diplomatic circles.

The Cell Members: If captured alive, they face trial. Some may be 
genuinely surprised to learn they were pawns; others remain 
committed to their beliefs.

The Delegations: The party has made contacts (and possibly 
enemies) among all nine ancestries. Future adventures may call on 
these relationships.

The Future Whether the Accord was signed or not, the galaxy has 
changed. The party witnessed history, and helped shape it. The 
consequences of their choices will echo through future adventures, 
as the Accord's successes (or failures) affect inter-species relations 
for years to come.
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MINI-CAMPAIGN: THE PEARL HEIST

_A high-stakes heist across Hydros Prime, racing against House 
Valerius and the Leviathans_

Type: Heist / Action / Horror

Recommended Party: 4-5 players, Tier 3

Sessions: 4-5

Themes: Greed, survival, the true cost of things

CAMPAIGN OVERVIEW

House Valerius controls the Chrono-Pearl trade, and their monopoly 
is the foundation of their power. But somewhere in the depths of 
Hydros Prime's ocean lies a cache of Black Pearls, legendary artifacts 
that could break the monopoly, grant independence from the Pearl 
economy, or reshape galactic politics entirely.

A mysterious patron offers the party an impossible job: steal the 
Black Pearls from under the fins of the Leviathans themselves. The 
pay is unimaginable. The danger is worse. And the competition, 
House Valerius's own retrieval team, is already on the way.

ACT 1: THE JOB (SESSION 1)

_Meeting the patron, understanding the stakes, assembling 
resources_

The Patron: Silk _The woman who calls herself Silk meets you in a 
private room on a station orbiting Hydros Prime. She's clearly 
wealthy, the clothes, the confidence, the way she looks at you like 
you're tools to be evaluated. 'I need something retrieved,' she says. 
'From the deepest currents of Hydros. Something that House 
Valerius has been searching for since they claimed this world. 
Something that would be worth... well. More than you can imagine.'_

_She slides a data chip across the table. 'Black Pearls. Not legends, 
reality. Produced by the oldest Chrono-Oysters, found only in 
territories claimed by the Grandfather Leviathan. Valerius has known 
about them for years; they've been unable to reach them. But I have 
information they don't have, coordinates, current patterns, timing. A 
window of opportunity that opens in six days and closes in eight.'_

Silk's offer: 100 Credits each upon delivery, plus one Black Pearl for 
the crew to keep. The wealth is staggering. The catch is obvious, if 
the job were easy, someone would have done it already.

The Competition House Valerius is sending their own team, elite 
divers in the most advanced submersible ever built. They have 
resources the party doesn't. But the party has something they don't: 
Silk's coordinates, which identify the exact location within the 
Grandfather's territory. Valerius will be searching blind; the party 
knows exactly where to go.

Preparation The party has six days to prepare. They need:

A Submersible: Deep-diving vehicles are rare and expensive. The 
party can buy one (40 Credits, most of their operating budget), steal 
one (heist within a heist), or find a desperate captain willing to risk 
their vessel for a cut of the prize.

Dive Equipment: Standard gear won't survive Hydros's depths. 
Military-grade suits cost 10 Credits each, or can be acquired through 
Valerius black market (risky) or Kryllian contacts (expensive but 
reliable).

Intelligence: Silk's coordinates show where to go but not what's 
there. Research on Leviathan behavior, current patterns, and the 

Grandfather's territory could mean the difference between success 
and death.

ACT 2: THE DESCENT (SESSION 2)

_Diving into Hydros, navigating the Weave, first contact with 
Leviathans_

Into the Deep Hydros's surface is a nightmare of storms and violent 
waves, but the true danger lies below. The quantum currents, the 
Weave, fill most of the ocean's volume, creating a three-dimensional 
maze of probability-warped water that can sweep divers kilometers 
off course or crush them against pressure barriers.

Navigation Challenge - Safe Zones: Before each crossing, name the 
desired safe zone and one adjacent quantum current. The navigator 
chooses Knowledge with a relevant navigation Experience or 
Instinct and rolls against DC 15. A Critical Success reaches the 
desired zone and grants Advantage on the next crossing; any other 
success reaches it; Failure with Hope enters the named current but 
takes no damage; Failure with Fear enters it and every traveler 
marks 1 Stress. Resolve that current only through its printed Feature.

The Currents: Inside a quantum current, anything can happen. Roll 
on the Current Effects table when entering:

1-2: Spatial Compression, The sub takes 2d6 stress from pressure 
fluctuation.

3-4: Temporal Drift, The crew loses 1d4 hours; before entering, 
working sensors reveal that time loss is the current risk.

5-6: Probability Cascade, Core Trait Rolls made during the next hour 
have Disadvantage; a Critical Success ends the effect early for the 
whole crew.

The Guardians Leviathans patrol the approaches to the 
Grandfather's territory. Lesser Leviathans, merely building-sized, 
hunt anything that generates the wrong energy signatures.

Lesser Leviathan: Tier 3 Bruiser; Evasion 14; HP 45; Major 12, Severe 
22; Attack +7; Bite: Melee, 2d8+4 Physical. Swallow Whole: After a 
Bite Critical Success causes HP loss, the target makes a Strength 
Reaction Roll, DC 20. On failure it becomes Restrained inside the 
Leviathan and takes 2d8 Energy damage with the Corrosive tag at 
the start of each of its Spotlights; on success it remains at Melee 
range. A swallowed target may attack normally from inside or spend 
an Action and succeed on a Strength Roll, DC 20, to clear Restrained 
and move to Melee range. An adjacent ally may use the normal Help 
procedure on that escape Roll. Swallowing never changes the 
Critical Success or Path payout.

Avoiding Leviathans requires running silent, minimal power, no 
active sensors, passive navigation only. Knowledge (Tech) Roll, DC 
15 to maintain stealth; failure attracts attention.

The First Encounter A Lesser Leviathan detects the party's vessel. 
They can:

Fight: Possible but dangerous. Even a 'lesser' Leviathan can destroy 
most submarines.

Flee: Into the currents. Unknown destination, but temporarily safe 
from pursuit.

Hide: Agility Roll, DC 15 to avoid detection, power down everything 
and drift. If successful, the Leviathan passes by.
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ACT 3: THE TERRITORY (SESSION 3)

_Reaching the Grandfather's domain, locating the cache, facing the 
competition_

The Grandfather's Domain The deepest waters of Hydros are the 
Grandfather's territory, a region so vast and so dangerous that even 
Valerius harvesting operations avoid it entirely. Here, the quantum 
currents are thickest, the pressure is crushing, and something 
ancient swims in the eternal dark.

_Your instruments struggle to make sense of what they're showing 
you. The water here doesn't behave like water should. Currents 
spiral in impossible patterns; pressure gradients create zones where 
the ocean itself seems to fold. And at the edge of your sensor range, 
something massive moves, something so large that your computer 
classifies it as terrain before correcting to 'biological.'_

Locating the Cache Silk's coordinates lead to an underwater 
formation, what appears to be natural rock but is actually Precursor 
construction, ancient beyond measure. The Black Pearls are within, 
produced by Chrono-Oysters that have been cultivating here since 
before the Great Silence.

The Approach: Instinct (Navigate) Roll, DC 15, to reach the formation 
through the surrounding currents.

The Entry: The formation has one obvious entrance, and it is 
guarded by Leviathans. Finding an alternate route requires physical 
exploration and an Instinct Roll, DC 15.

The Competition: The Valerius team arrives while the party is 
exploring. They've been searching for days and finally triangulated 
the party's position. Now both teams race toward the same prize.

The Race CLOCK:  Pearl Retrieval (6 segments)⏱

The party fills segments by overcoming obstacles and making 
progress. The Valerius team has their own clock; both teams fill their 
clocks simultaneously based on their choices and success.

First team to fill their clock reaches the Pearls. Ties mean 
confrontation at the cache itself.

ACT 4: THE CACHE (SESSION 4)

_The final sprint, confrontation with Valerius, meeting the 
Grandfather_

Inside the Formation The interior is part natural cave, part Precursor 
architecture. The walls pulse with bioluminescence; the water is 
thick with Veil energy. The Chrono-Oysters that produce Black Pearls 
are here, massive creatures, each

the size of a shuttle, producing pearls of impossible value.

The Black Pearls themselves rest in a central chamber, accumulated 
over millennia. There are more than Silk suggested, dozens of pearls, 
each worth enough to buy a starship.

Confrontation The Valerius team arrives (if the party didn't beat 
them decisively). Commander Alexis Valerius, a minor House 
member with everything to prove, leads them. She offers a deal: 
split the cache, walk away as business partners rather than enemies.

Accept: The party gets half the pearls. Less than they were promised, 
but without a fight.

Refuse: Combat in the underwater chamber. Dangerous, both sides 
are fatigued and the environment is hostile.

Counter-Offer: Negotiate different terms. Presence Roll, DC 15. 
Alexis wants to prove herself; she can be persuaded if the party 
offers something beyond mere profit.

The Grandfather Awakens The activity has attracted attention. The 
Grandfather Leviathan, a creature kilometers long, ancient beyond 
measure, is coming. Neither team can fight it. Neither team can 
outrun it in open water.

The only option is escape through the quantum currents, riding the 
probability waves out of the Grandfather's territory before it arrives.

The Escape CLOCK:  Escape (4 segments)⏱

The party must fill the clock before the Grandfather arrives. Each 
successful Finesse (Pilot/Navigate) Roll fills one segment. Failures 
mean damage, lost equipment, or separated crew.

If working with the Valerius team, both groups can cooperate, 
making the escape easier but requiring trust.

ACT 5: SURFACE (SESSION 5)

_Aftermath, delivery, consequences_

The Return Returning to the surface with Black Pearls is its own 
challenge. Valerius controls orbital space; if they know what the 
party carries, they'll intercept.

Stealth Return: Fake the submersible's destruction and surface at 
unexpected coordinates. Knowledge (Tech) Roll, DC 15 to spoof the 
wreckage; Agility Roll, DC 15 to avoid detection to reach Silk's 
rendezvous point.

Brazen Return: Surface openly, daring Valerius to attack. If the party 
made a deal with Commander Alexis, she might provide cover.

Third Party: Sell the pearls to someone else, House Kurogane would 
pay enormously to break Valerius's monopoly.

Meeting Silk If the party delivers to Silk, she pays as promised, and 
reveals more than she intended. The Black Pearls aren't just 
valuable; they're proof that the Pearl supply isn't as limited as 
Valerius claims. Releasing this information could reshape the 
galactic economy.

Silk's Plan: Use the pearls to establish independent Pearl trading, 
breaking Valerius's monopoly gradually over years.

Alternative Uses: The party's kept Pearl could be sold (enormous 
wealth), studied (learn Precursor secrets), or used (Black Pearls have 
properties beyond standard ones, temporal abilities, Leviathan 
communication, etc.).

Consequences If Valerius Knows: The party becomes House 
enemies. Bounties, surveillance, 'accidents.' Worth it for the pearls' 
value, but dangerous.

If They Don't: The party has wealth and a secret. Maintaining that 
secret becomes a recurring concern.

The Grandfather: It knows humans came to its territory. Leviathan 
behavior changes in the weeks following, more aggressive, more 
coordinated. Something has shifted in the deep waters.

MODULAR ENCOUNTERS

_Plug-and-play scenes for any campaign_

The following encounters can be inserted into any VeilFarers 
campaign. Each is designed to be self-contained while offering 
hooks for larger stories. Use them to fill sessions when players take 
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unexpected directions, to introduce new NPCs, or to add variety to 
longer campaigns.

THE STOWAWAY

_Social / Mystery, Any Tier_

During a routine journey, the party discovers a stowaway aboard 
their ship. The stowaway is hiding from something, but what they're 
hiding from, and whether they're victim or perpetrator, isn't 
immediately clear.

Setup A crew member notices signs of unauthorized access: missing 
food, displaced items, a glimpse of movement in restricted areas. 
Investigation reveals the stowaway's hiding spot.

The Stowaway (Roll d6) 1\. A human child (10-12 years old) fleeing 
an abusive corporate contract. Their 'owner' wants them back, and 
has resources.

2\. A Celestiari empath who perceived a terrible crime and fled 
before they could be silenced. The criminals are tracking the ship.

3\. A Synthetic who awakened during transport and escaped their 
packaging. They don't know what they are or where they were going.

4\. A Kryx adolescent who failed a pack initiation and faces exile or 
worse if returned. They're desperate to prove themselves.

5\. A disguised spy who planned to disembark at the destination. 
Being discovered wasn't part of the plan, and their cover story has 
holes.

6\. A Rift Spinner fleeing a paradox cult. Their presence creates 
minor temporal anomalies that attract unwanted attention.

Complications The Pursuit: Someone is tracking the stowaway. 
Knowledge (Tech) Roll, DC 15, to detect the tracking signal; a second 
Knowledge (Tech) Roll, DC 15, disables it without alerting the 
pursuer.

The Choice: The party must decide what to do with the stowaway. 
Handing them over might be legal but feel wrong; harboring them 
creates ongoing complications.

The Secret: The stowaway knows something, a piece of information 
relevant to the party's current mission or a hook for future 
adventures.

THE DERELICT

_Exploration / Horror, Tier 2+_

A ship drifts in the void, systems running on emergency power, no 
response to hails. It shouldn't be here, this isn't a shipping lane, and 
there's no distress beacon. What happened?

Setup The party encounters the derelict during travel. It's worth 
investigating for salvage, humanitarian reasons, or simply because 
its presence is mysterious.

The Ship (Roll d6) 1\. A luxury yacht with wealthy passengers, all 
dead from apparent suicide. The ship's AI insists everything is fine.

2\. A prison transport. Some cells are empty; some aren't. What's 
loose on the ship, and what's still contained?

3\. A research vessel studying Veil phenomena. The crew is gone; 
the data they collected remains, as do the experiments.

4\. A pilgrim ship bound for a religious site. The passengers 
achieved what they were seeking. It changed them.

5\. A smuggler's vessel. The crew died fighting each other over the 
cargo. The cargo is still aboard, still valuable, still dangerous.

6\. A ship from before the Great Silence, impossibly old, impossibly 
preserved. How is it here? What does it carry?

Investigation Elements The Logs: Ship's records reveal part of the 
story. Knowledge (Tech) Roll, DC 15 to access; what's found raises 
more questions than answers.

The Hazard: Something dangerous remains aboard, environmental 
(radiation, contamination), biological (disease, creatures), or 
technological (rogue AI, automated defenses).

The Survivor: Against odds, someone survived. They're hiding, 
traumatized, and may react unpredictably to rescue.

THE CONTACT

_Social / Information, Any Tier_

An NPC approaches the party with information to sell. The 
information is valuable; the NPC's motives are unclear. Is this an 
opportunity or a trap?

Setup The contact approaches during downtime, in a bar, at a 
market, through an encrypted message. They claim to have 
information relevant to the party's interests.

The Contact (Roll d6) 1\. A desperate employee who's discovered 
their employer's crimes. They want money, protection, and revenge, 
but their information is genuine.

2\. A professional information broker testing the party as potential 
clients. The initial tip is free; future intelligence costs.

3\. A journalist investigating a story that overlaps with the party's 
activities. They'll trade information for information.

4\. An intelligence operative using the party as unwitting pawns. The 
information is real but designed to manipulate.

5\. A true believer who wants the information used for a cause. They 
don't want payment, they want commitment.

6\. A plant from an enemy faction, offering bait. The information 
leads into an ambush or trap.

Evaluation, Verifying the Information: Use a Knowledge Roll, DC 15, 
to assess accuracy and an Instinct Roll, DC 15, to find corroborating 
evidence.

Reading the Contact: Instinct Roll, DC 15 to get a sense of their 
honesty; Presence Roll, DC 15 to determine their underlying 
motivation.

The Price: What does the contact actually want? Credits are simple; 
other currencies (favors, protection, silence) are more complicated.

THE AMBUSH

_Combat / Survival, Tier 2+_

The party is attacked without warning. Who's behind it? What do 
they want? And how does the party survive until they can find out?

Setup During travel, transaction, or downtime, hostiles engage the 
party. The ambush is professional, chosen terrain, prepared 
positions, numerical advantage.

The Attackers (Roll d6) 1\. Bounty hunters tracking someone in the 
party (or someone the party is traveling with). They want a specific 
target, not a fight.
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2\. Corporate extraction team recovering 'company property.' The 
property might be cargo, information, or a person.

3\. Pirate crew who picked the wrong target. Once they realize what 
they're facing, they might negotiate, or get desperate.

4\. House operatives sending a message. The attack is designed to 
wound, not kill, this time.

5\. Cultists who believe the party has something they need for a 
ritual. Their tactics are fanatical but not suicidal.

6\. Mistaken identity, the attackers think the party is someone else. 
The confusion can be exploited or resolved through combat.

Combat Complications Civilians: The ambush zone contains 
innocents. Attacks that miss might hit them; hostage-taking is 
possible.

Environment: The terrain is dangerous, collapsing structure, toxic 
atmosphere, zero gravity. Combat creates additional hazards.

Time Pressure: Reinforcements are coming (for either side). The 
fight must conclude before they arrive.

THE PASSENGER

_Social / Protection, Any Tier_

The party is hired to transport a passenger safely to their 
destination. The job seems simple until it becomes clear that 
someone doesn't want the passenger to arrive.

Setup A client pays well for safe passage, well enough that the party 
should be suspicious. The passenger is traveling under a false 
identity and won't explain why.

The Passenger (Roll d6) 1\. A witness traveling to testify against a 
powerful faction. Their testimony could change the balance of 
power.

2\. A defector carrying classified information. Their former 
employers want them dead or retrieved.

3\. An heir traveling to claim an inheritance. Competing claimants 
would prefer they never arrive.

4\. A diplomat on a secret mission. Official channels are 
compromised; the mission depends on anonymity.

5\. A criminal fleeing justice, but their crimes might be against 
someone the party considers worse than the criminal.

6\. Someone who doesn't know why they're being hunted. The truth, 
when revealed, complicates everything.

Journey Complications Surveillance: Someone is tracking the ship. 
Knowledge (Tech) Roll, DC 15, to detect monitoring; a second 
Knowledge (Tech) Roll, DC 15, identifies the source.

Interception: An attempt to stop the ship, pirates, official 
interdiction, or 'random' mechanical failure.

Betrayal: Someone aboard (NPC crew, another passenger) is 
reporting to the opposition.

QUICK NPC GENERATOR

When you need an NPC immediately, roll or choose from these 
tables to create a memorable character in seconds.

CORE IDENTITY (D8)

1\. SURVIVOR, Defined by what they've lost. Pragmatic, cautious, 
values security above all.

2\. IDEALIST, Defined by what they believe. Passionate, sometimes 
naive, willing to sacrifice for principles.

3\. OPPORTUNIST, Defined by what they want. Flexible, calculating, 
always looking for advantage.

4\. PROFESSIONAL, Defined by what they do. Competent, focused, 
separates work from personal.

5\. REBEL, Defined by what they oppose. Angry, driven, measures 
everything against their cause.

6\. SEEKER, Defined by what they're looking for. Curious, restless, 
values discovery over comfort.

7\. GUARDIAN, Defined by what they protect. Loyal, vigilant, will 
sacrifice self for their charge.

8\. GHOST, Defined by what they're hiding from. Paranoid, secretive, 
creates false identities.

SURFACE PERSONALITY (D8)

1\. WARM, Friendly, approachable, makes people feel comfortable.

2\. COLD, Distant, professional, keeps emotional distance.

3\. INTENSE, Focused, passionate, makes others uncomfortable with 
their energy.

4\. CHEERFUL, Upbeat, optimistic, finds positive angles in dark 
situations.

5\. GRIM, Pessimistic, realistic, expects the worst and is rarely 
surprised.

6\. ECCENTRIC, Unusual, unpredictable, doesn't follow social 
conventions.

7\. CHARMING, Smooth, persuasive, makes manipulation feel like 
friendship.

8\. BLUNT, Direct, honest, says exactly what they think.

HIDDEN DEPTH (D8)

1\. SECRET GUILT, Responsible for something terrible. Seeking 
redemption or hiding from consequences.

2\. LOST LOVE, Someone they couldn't save, couldn't keep, or 
couldn't forget.

3\. HIDDEN AGENDA, Their real goal contradicts their apparent goal.

4\. FEARED TRUTH, They know something that terrifies them. They'll 
do anything to avoid facing it.

5\. BURIED TALENT, They're capable of much more than they show. 
Something made them stop.

6\. DESPERATE NEED, Money, medicine, information, something they 
need badly enough to compromise principles.

7\. DANGEROUS CONNECTION, They're linked to something 
powerful: a House, a cult, a crime syndicate.

8\. TICKING CLOCK, They're dying, being hunted, or racing against a 
deadline.

QUICK MOTIVATION (D6)

1\. PROFIT, They want money, resources, or assets.
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2\. POWER, They want influence, authority, or control.

3\. REVENGE, They want someone to suffer for past wrongs.

4\. PROTECTION, They want to keep someone or something safe.

5\. KNOWLEDGE, They want to learn, understand, or discover.

6\. FREEDOM, They want to escape constraints: legal, social, or 
physical.

SPECIES INTEGRATION (D9)

If the NPC's species affects their role:

1\. HUMAN, Adaptable. Their motivation is complicated by family, 
House loyalty, or cultural displacement.

2\. CELESTIARI, Empathic. They perceive emotions others hide; this 
knowledge is burden and advantage.

3\. KRYLLIAN, Methodical. They see inefficiency as moral failure; 
they're frustrated by chaos.

4\. SYNTHETIC, Awakened. They're still discovering what they value; 
their growth happens in real-time.

5\. KRYX, Pack-focused. Hierarchy and loyalty define their 
worldview; individuals are measured by their pack.

6\. RIFT SPINNER, Temporal. They perceive probability threads; they 
speak in hints about futures they can see.

7\. ETHEREAL, Uncertain. They exist in superposition; commitments 
are difficult when identity is fluid.

8\. BLOOMSTRIDER, Patient. They think in centuries; immediate 
concerns seem trivial against deep time.

9\. AILURAN, Watchful. They already know more than they admit; 
their motive is always partly the gathering of one more secret.

COMPLICATION TABLES

When an adventure needs additional tension, roll on these tables to 
introduce complications that raise stakes without derailing the story.

TRAVEL COMPLICATIONS (D10)

1\. MECHANICAL FAILURE, A critical system fails. Repair requires 
parts, time, or expertise the party may not have.

2\. UNWANTED ATTENTION, Someone notices the ship: pirates, 
authorities, or something stranger.

3\. ROUTE BLOCKED, The intended path is unavailable: debris, 
quarantine, military action. Alternative routes are longer or more 
dangerous.

4\. PASSENGER PROBLEM, A passenger becomes problematic: 
medical emergency, mental breakdown, revealed deception.

5\. CARGO ISSUE, Something in the cargo is wrong: damaged, 
dangerous, not what it was supposed to be.

6\. COMMUNICATION DISRUPTION, The ship loses contact with 
civilization. Natural phenomenon or deliberate jamming?

7\. RESOURCE SHORTAGE, Fuel, food, or life support running lower 
than expected. Rationing or resupply required.

8\. CREW CONFLICT, NPCs aboard have a disagreement that 
threatens to become violent.

9\. DISTRESS SIGNAL, Another vessel needs help. Real emergency or 
trap?

10\. STOWAWAY DISCOVERED, Someone unauthorized is aboard 
(see 'The Stowaway' encounter).

STATION/PORT COMPLICATIONS (D10)

1\. LOCKDOWN, The station enters emergency lockdown. No one in 
or out until the situation resolves.

2\. WANTED, Someone in the party is recognized: by enemies, by 
authorities, or by someone they wronged.

3\. PRICE SPIKE, Essential goods are suddenly expensive: shortage, 
manipulation, or emergency.

4\. FACTION CONFLICT, Two factions are fighting, and the party is 
caught between them.

5\. INFECTION, Disease outbreak. Quarantine threatens to trap the 
party indefinitely.

6\. THEFT, Something is stolen from the party: ship, cargo, personal 
items.

7\. LEGAL TROUBLE, A local law the party didn't know about creates 
bureaucratic or criminal problems.

8\. OLD ACQUAINTANCE, Someone from a character's past appears. 
Their arrival is not coincidental.

9\. MISINFORMATION, Intelligence the party relied on is wrong. 
Deliberate or accidental?

10\. OPPORTUNITY, A chance for significant profit or advantage, but 
it requires deviating from current plans.

MISSION COMPLICATIONS (D10)

1\. CHANGED OBJECTIVE, The goal shifts mid-mission. Original target 
isn't there; alternative presents itself.

2\. COMPETITION, Another party is pursuing the same objective. 
Race, conflict, or uneasy alliance?

3\. BETRAYAL, Someone on the team is working for another interest. 
When do they reveal themselves?

4\. ESCALATION, The opposition is stronger than expected. 
Reinforcements, better equipment, or unexpected allies.

5\. COLLATERAL RISK, Achieving the objective threatens innocents. 
Proceed anyway or find another way?

6\. MORAL REVELATION, The objective isn't what it seemed. 
Completing the mission serves a purpose the party may not want to 
serve.

7\. TIME PRESSURE, A deadline appears or accelerates. What gets 
sacrificed for speed?

8\. RESOURCE LOSS, Equipment breaks, supplies are lost, or a key 
asset becomes unavailable.

9\. UNEXPECTED ALLY, Help arrives from an unlikely source. What do 
they want in return?

10\. SECOND OBJECTIVE, Achieving the primary goal reveals a 
secondary goal that's equally important but conflicts with extraction.

INTER-SPECIES TENSION RULES

VeilFarers’ nine ancestries have complex relationships. These 
optional rules help Keepers represent and mechanize inter-species 
dynamics.
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TENSION LEVELS

Track Tension between the specific communities present in a scene, 
not between ancestries as universal absolutes:

Cordial (0): Normal interaction; no mechanical effect.

Wary (1): Distrust is visible but creates no automatic modifier. Use it 
to frame questions and consequences.

Tense (2): Presence Rolls made for social interaction across the 
divide have Disadvantage while the established grievance remains 
relevant.

Hostile (3): Move the applicable social DC one rung higher, fixed 
before the roll. Disadvantage from Tense does not also apply.

Violent (4): Ordinary social resolution is unavailable until the fiction 
changes through safety, leverage, withdrawal, restitution, or another 
concrete opening. This does not force combat.

TENSION TRIGGERS

Certain actions increase tension:

Perceived Insult: +1 Tension. Cultural faux pas, disrespect, or 
implied superiority.

Broken Agreement: +2 Tension. Violated contract, betrayed trust, or 
abandoned commitment.

Violence: +2 Tension. Any attack, even if justified, escalates inter-
species distrust.

Historical Grievance: +1 Tension. Referencing past conflicts or 
atrocities, intentionally or not.

TENSION REDUCTION

Apology (Sincere): \-1 Tension. Must acknowledge the offense and 
show genuine contrition.

Restitution: \-2 Tension. Concrete action to repair damage done.

Shared Danger: \-1 Tension. Fighting alongside each other against 
common threat.

Cultural Bridge: \-1 Tension. A character successfully mediates 
using understanding of both cultures.

SPECIES-SPECIFIC SENSITIVITIES

Each ancestry has particular triggers:

Humans: Tension rises when treated as inferior or interchangeable. 
They resent assumptions that all humans represent their Houses.

Celestiari: Tension rises when their empathy is exploited or 
dismissed. Emotional manipulation is particularly offensive.

Kryllians: Tension rises when agreements are broken or efficiency is 
mocked. They take contracts literally.

Synthetics: Tension rises when their personhood is questioned or 
they're treated as property. 'Just a machine' is fighting words.

Kryx: Tension rises when their honor is questioned or hierarchy is 
disrespected. Challenges must be answered.

Rift Spinners: Tension rises when their temporal perspective is 
dismissed as irrelevant. They're not being cryptic; they're 
communicating across conceptual gaps.

Ethereals: Tension rises when forced into definitive positions. 
Demanding certainty from probability-beings is inherently 
aggressive.

Bloomstriders: Tension rises when patience is interpreted as 
stupidity. They think slowly because they think deeply.

Ailurans: Tension rises when hospitality is exploited, reciprocal 
obligations are denied, or exchange is treated as proof that every 
bond is for sale.

ADVENTURE SEEDS

Brief concepts that can be developed into full adventures. Each seed 
includes a premise, a complication, and potential hooks.

THE LIVING SHIP

Premise: A derelict ship turns out to be a biological organism, or a 
Synthetic that has grown beyond its original housing.

Complication: The ship is pregnant. It will give birth soon. What 
emerges depends on what it consumed during its growth.

Hooks: Protect the birth. Prevent the birth. Communicate with the 
ship-mind. Determine parentage.

THE INHERITANCE WAR

Premise: A minor House leader dies without clear succession. 
Multiple claimants emerge, and the party is connected to one.

Complication: The real heir exists, a hidden child, a Synthetic copy, 
or a will that names someone unexpected.

Hooks: Support one claimant. Find the truth. Play all sides. Expose 
the House's secrets during the chaos.

THE EXODUS

Premise: A colony world is dying. A million people need evacuation, 
and there aren't enough ships.

Complication: Someone is sabotaging evacuation efforts. They 
believe some colonists deserve to escape and others don't.

Hooks: Organize evacuation. Stop the saboteur. Decide who boards 
limited ships. Find why the world is dying.

THE MEMORY MARKET

Premise: A black market sells extracted memories, experiences 
removed from one person and installed in another.

Complication: A serial killer's memories are on the market. Whoever 
buys them might become the next killer.

Hooks: Track the memories. Destroy them. Buy them (for 
investigation or darker purposes). Find the original killer.

THE PRECURSOR WHISPERS

Premise: An ancient Precursor installation is broadcasting. The 
message is in no known language, but certain people can understand 
it.

Complication: Understanding the message changes people. They 
become obsessed, then devoted, then... different.

Hooks: Investigate the broadcast. Silence it. Protect someone who's 
listening. Learn what it's actually saying.

THE MUTUAL THREAT

Premise: Two factions that hate each other must cooperate against 
something worse.
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Complication: Old wounds keep reopening. Someone on each side 
would rather lose the fight than win alongside the enemy.

Hooks: Mediate the alliance. Eliminate the saboteurs. Unite the 
factions. Exploit the chaos for personal gain.

THE CURE

Premise: A plague is spreading. A cure exists, but it's controlled by a 
faction that's using it for leverage.

Complication: The cure has side effects, it works, but it changes 
people. Those cured become something slightly other than they 
were.

Hooks: Steal the cure. Expose the faction's manipulation. Find an 
alternative treatment. Decide if the side effects are acceptable.

THE PROPHET

Premise: A religious figure is gaining followers with predictions that 
keep coming true.

Complication: The prophet is a Rift Spinner, but they're using their 
temporal sight for manipulation rather than guidance.

Hooks: Expose the prophet. Protect them from enemies. Determine 
if their manipulation serves a greater purpose. Become a follower.

THE TOURNAMENT

Premise: A grand competition brings together warriors from all 
ancestries. The prize is worth killing for.

Complication: Someone is fixing the tournament. Winners are 
predetermined, and those who should lose die in 'accidents.'

Hooks: Compete honestly. Expose the fixing. Work for the fixers. 
Protect a competitor. Steal the prize.

THE REUNION

Premise: A ship that was lost during the Great Silence has returned. 
Its crew has been gone for over a century, but to them, only days 
have passed.

Complication: The crew carries something with them. Something 
that survived in whatever place they've been. Something patient.

Hooks: Welcome the returnees. Quarantine them. Learn what 
happened during their absence. Destroy what came back with them.

CONCLUSION: TELLING YOUR STORIES

These adventures and tools are starting points, not scripts. 
VeilFarers stories emerge from the collision between prepared 
material and player creativity. The best sessions happen when 
Keepers adapt, improvise, and follow the energy at the table rather 
than forcing predetermined outcomes.

Use what works. Modify what doesn't. Steal from everything. The 
galaxy is vast enough for infinite stories, and every crew writes their 
own.

Good luck out there. The void is dark, but the stories we tell light our 
way.

ADVENTURE INDEX

One-Shots (1-2 Sessions)

• The Inheritance, Human politics, Great House intrigue

• The Silence Between Stars, Rift Spinner temporal puzzle

• Blood Debt, Kryx honor and the Hunt

• The Awakening Protocol, Synthetic personhood crisis

Mini-Campaigns (4-5 Sessions)

• The Nexus Accord, Multi-species political summit

• The Pearl Heist, Hydros Prime treasure hunt

Modular Encounters

• The Stowaway, Social/mystery

• The Derelict, Exploration/horror

• The Contact, Social/information

• The Ambush, Combat/survival

• The Passenger, Social/protection

Tools

• Quick NPC Generator

• Complication Tables

• Inter-Species Tension Rules

• Adventure Seeds
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THE GALAXY AND ITS HISTORY

THE CHRONICLES OF THE STELLAR VEIL

Compiled by Scribe-81, Chrono-Librarian of the Ethereal Pattern-
Keepers, with dissenting annotations preserved by request.

Keeper's note: This chapter is a disputed reconstruction. It 

collects records, traditions, archaeological inferences, and 

political histories. It is not an objective account of the 

universe. Whenever a passage says "the Precursors did" or 

"the Veil became," read it as shorthand for what one school 

believes the surviving evidence supports.

INTRODUCTION: THE WEIGHT OF MEMORY

Every people in the Pearl Era remembers the past differently.

Kryx history is carried through packs, obligations, and the names of 
those who stood when standing mattered. Ailuran history is a ledger 
of exchanges, concealments, and precisely remembered debts. 
Kryllian archives preserve designs and failures more reliably than 
kings. Bloomstriders remember through places and living 
continuities. Synthetics preserve data but disagree over what 
continuity makes a memory their own. Human records are abundant, 
political, and catastrophically interrupted by the Great Silence.

No single tradition owns the galaxy's history. This chapter is useful 
because its accounts overlap, not because they agree.

PART I: THE UNMEASURED DEEP PAST

THE PRECURSOR PROBLEM

Precursor structures exist. Their age exceeds every reliable 
chronology. Their engineering principles recur across distant 
systems, and some installations remain active.

Everything else is contested.

Major schools include:

• The Unified Civilization model: the sites belonged to one 
distributed star-faring culture.

• The Successive Cultures model: "Precursor" combines several 
civilizations that reused the same infrastructure.

• The Process model: some structures were produced by an 
automated system rather than a people.

• The Inheritance model: later peoples built on foundations whose 
original makers were already forgotten.

The ruins do not settle the argument. They contain compatible 
geometries and incompatible biological assumptions. Some 
recognize individual visitors. Others appear indifferent to life.

THE SEEDING ARGUMENT

Several archives describe ancient intervention in the development 
of particular worlds. The strongest evidence concerns isolated 

biospheres, engineered ecologies, and the unusual distribution of 
Chrono-Oysters.

From this, some scholars infer a universal seeding project. Others 
reject the leap. They argue that discovering one cultivated garden 
does not prove that every forest had a gardener.

The nine modern ancestries are independent peoples with their own 
histories and agency. Even where intervention occurred, no ancestry 
is a failed version, unfinished experiment, or subordinate branch of 
another.

STORIES OF THE DEVOURERS

The oldest warnings describe presences that erase, consume, 
sterilize, or silence. The surviving stories disagree over whether 
these were creatures, weapons, natural processes, or metaphors for 
civilizational collapse.

Modern anomalies given the Devourer name often show a disturbing 
preference for advanced communications, Veil systems, and 
concentrated cognitive activity. Some scholars describe the 
behavior as predation. Others compare it to automated containment 
or an immune-like correction. No origin is proven.

PART II: THE FIRST STAR-FARING PEOPLES

THE ELDER ROUTES

Long before human expansion, several ancestries crossed 
interstellar distances through methods now lost, limited, or poorly 
understood.

Ethereal accounts describe routes that depended on temporal 
perception. Rift Spinner traditions describe navigation as a web of 
obligations between moments. Kryllian ruins preserve durable 
engineering but little political narrative. The Kryx remember 
migrations, wars, and pacts in genealogies whose dates do not map 
cleanly onto human calendars.

These civilizations rose, contacted one another, fought, traded, 
withdrew, and transformed. There was no single smooth march 
toward unity.

THE WARS OF FIRST CONTACT

First contact was not one event. It was a repeated problem: two 
peoples meeting with incompatible assumptions about territory, 
personhood, property, kinship, and time.

Some meetings became alliances. Others became wars whose 
descendants still carry precise grievances. The present mixed galaxy 
was built from both.

THE ETHEREAL SCHISM

Ethereal traditions preserve an old dispute between those who 
believed history should be observed with minimal intervention and 
those who believed foresight creates an obligation to act.

Modern Ethereal factions still inherit that argument, though neither 
side possesses an uncontested record of its beginning.
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PART III: HUMANITY ENTERS THE RECORD

THE YOUNGEST ARRIVAL

Humanity appears late in most surviving interspecies chronologies. 
Its expansion was rapid, uneven, and often reckless. Human 
settlements adapted quickly to unfamiliar institutions and formed 
mixed communities at a rate older powers found both useful and 
alarming.

Older sources repeatedly note that humans "fit" interspecies 
systems unusually well. Explanations range from cultural flexibility 
and political necessity to selective record keeping. The pattern is 
real. Its cause is not established.

THE PIONEER ERA

Human expansion produced trade enclaves, failed colonies, military 
confrontations, scientific exchanges, and opportunistic alliances. No 
account that portrays humanity as either universal conqueror or 
universal peacemaker survives comparison with local records.

Humanity brought ambition, administrative scale, and an 
extraordinary appetite for connection. It also brought conflict faster 
than its institutions learned restraint.

THE INTEGRATION WARS

The conflicts later grouped as the Integration Wars differed by 
region. Some were wars of conquest. Some were defensive 
coalitions. Some began as commercial disputes and were rewritten 
as civilizational struggles after the fact.

The eventual settlements created real security and real 
subordination. Both remain part of the Imperial inheritance.

PART IV: THE AGE OF AURELIUS

THE RISE OF AURELIUS MAGNUS

The early biography of Aurelius Magnus is incomplete. Official 
accounts provide dates and achievements but few verifiable private 
details. Rival traditions place him in several locations that cannot all 
be correct.

What is certain is that he demonstrated unusual strategic patience, 
technical fluency, and an ability to hold incompatible powers within 
one political structure. His longevity soon moved from rumor to 
accepted fact.

Theories about his origin include lost medicine, Precursor exposure, 
identity succession, engineered continuity, religious myth, and 
deliberate falsification. None is confirmed in this book.

THE IMPERIAL DOCTRINE

Aurelius's government was built around a principle that remains 
central to Imperial legitimacy:

Power is justified by responsibility. Those capable of 

preventing suffering are obligated to govern.

The Empire provided security, infrastructure, famine relief, 
interspecies law, and coordinated disaster response on a scale no 
rival could match. It also concentrated final authority in one ruler 
who could not be lawfully replaced.

The historical question is not whether the Empire helped people. It 
did. The question is whether success can justify permanent, 
unaccountable power.

THE Q-NET

The Quantum Entanglement Network transformed civilization. 
Messages that once took months moved instantly. Trade, medicine, 
governance, and personal life reorganized around continuous 
connection.

Aurelius supported its development and appears in several technical 
records whose terminology exceeds the documented science of the 
time. Whether he contributed original knowledge, translated 
recovered work, or simply financed the right people remains 
disputed.

The Q-Net's builders understood how to operate it. Surviving 
evidence suggests they did not fully understand everything with 
which it interacted.

THE GOLDEN PEACE

The pre-Silence period remembered as the Golden Peace was 
neither perfect nor fictional.

• Interstellar famine declined.

• Piracy became harder to sustain.

• Mixed-species institutions expanded.

• Medical knowledge moved rapidly.

• Imperial law provided genuine protection to vulnerable 
populations.

At the same time:

• surveillance became nearly frictionless;

• local autonomy narrowed;

• dependence on central infrastructure deepened;

• peaceful resistance was increasingly treated as instability;

• the ability to disconnect from the system became a privilege few 
possessed.

The civilization was humane in many daily outcomes and 
dangerously dependent on structures no population could 
meaningfully refuse.

PART V: THE GREAT SILENCE

THE WARNING SIGNS

In the years before the Silence, Q-Net engineers reported 
synchronization errors, unexplained energy discrepancies, and 
events that appeared in logs before local systems recorded their 
causes.

Most warnings were treated as maintenance problems. Some were 
sealed. Several institutions later claimed they had predicted the 
disaster, though their surviving recommendations do not agree.

THE FINAL INTERVAL

The last intact records are contradictory.

• Some nodes show overload.

• Some show an orderly shutdown.
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• Some isolated archives before losing contact.

• Several record an authorization path that does not correspond to 
any known office.

• Fragments place Aurelius in communication with emergency 
teams shortly before the collapse.

No surviving record proves who initiated the final sequence, 
whether it was initiated at all, or what alternatives existed.

The most responsible historical statement is this:

The Q-Net entered a galaxy-wide emergency state. An 

automatic process, deliberate intervention, or both may have 

shaped its final moments. The people involved did not leave 

a complete account that anyone can verify.

DAY ZERO

Across the connected galaxy, the Q-Net ceased to function within 
the same synchronization window. Worlds lost communication, 
logistics, navigation support, financial records, medical coordination, 
and command infrastructure.

Billions died in the collapse and the years that followed.

The event became the Great Silence because it was not merely 
technological failure. It was the sudden loss of a civilization's ability 
to hear itself.

THE THREE YEARS OF DANGER

Veil travel became unstable. Routes shifted. Ships vanished. Some 
returned with impossible elapsed times or incompatible memories.

Whether this instability was caused by the Q-Net's failure, by the 
same underlying event, or by emergency systems no one 
understood remains disputed.

SPECIES RESPONSES

No ancestry experienced the Silence identically.

• Humans lost the infrastructure around which their political order 
had been built.

• Synthetics faced fractured identity records, isolated 
communities, and disputes over continuity.

• Kryx packs survived through local obligation but lost long-
distance coordination.

• Kryllians preserved durable systems and became indispensable 
to reconstruction.

• Ailurans lost concealment infrastructure in many regions and 
faced exposure, raids, and seizure.

• Bloomstriders protected living habitats while severed from 
distant Groves.

• Celestiari traditions split over whether the Silence was warning, 
failure, or spiritual event.

• Ethereals preserved unusual observations but no unanimous 
explanation.

• Rift Spinners described the event as a knot whose tension 
continued after the visible break.

These peoples survived through their own choices. No institution 
saved the galaxy alone.

PART VI: RECONSTRUCTION

THE GREAT HOUSES

The six Great Houses consolidated different functions of recovery:

• Amaranth preserved knowledge and institutional memory.

• Joric protected routes, settlements, and Imperial enforcement 
capacity.

• Kurogane rebuilt and transformed technology.

• Solari preserved Core traditions and formal Mystic schools.

• Valerius restored trade, credit, shipping, and the Pearl economy.

• Volkov supplied military force and frontier expansion.

Their cooperation restored civilization. Their rivalries shaped its 
limits.

HOUSE KAELEN

House Kaelen was founded personally by Aurelius as a minor 
Imperial House with a mandate for interspecies arbitration, treaty 
oversight, frontier mediation, and the protection of vulnerable 
populations.

Its authority comes from the throne, but it has little independent 
coercive power. It relies on Joric for enforcement, Valerius for 
commercial mechanisms, and the Solara Compact for broader 
diplomatic leverage.

Kaelen records are unusually detailed. Whether this reflects 
humanitarian care, strategic intelligence gathering, preparation for 
an unknown crisis, or several motives at once remains unresolved.

THE PEARL ERA

The discovery and exploitation of Chrono-Pearls restored reliable 
interstellar travel without recreating the Q-Net. Civilization 
reconnected through ships, couriers, local networks, and slower 
institutions.

The new galaxy is less seamless and, in some ways, more resilient. It 
is also more unequal. Distance again protects local freedom and 
local abuse alike.

PART VII: THE PRESENT MOMENT

THE VEIL RIP

The Veil Rip exposed hidden routes and populations, disrupted old 
concealment systems, and increased the frequency of anomalous 
events.

It has several competing explanations:

• structural Veil instability;

• delayed consequences of the Great Silence;

• accumulated use of post-Silence technology;

• a periodic cycle mistaken for a unique event;

• evidence of an approaching or awakening process;

• unrelated events grouped beneath one political name.

No current institution can prove its preferred model.
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THE DEVOURER PATTERN

Modern Devourer manifestations increasingly target 
communications arrays, Veil reactors, psionic observatories, and 
other systems that make civilization unusually visible or 
coordinated.

This has led to a disturbing question: are they attacking life, 
technology, consciousness, communication, or a signal no one knows 
they are producing?

The answer remains campaign territory.

THE IMPERIAL PARADOX

The Empire remains capable of preventing enormous suffering. 
Aurelius appears sincerely committed to every recognized species 
under Imperial law.

The danger lies elsewhere:

• rights remain granted by the throne rather than held beyond it;

• no lawful mechanism can remove the Emperor;

• protection can become surveillance;

• integration can become absorption;

• emergency authority can become permanent government;

• a correct decision still may not be a legitimate decision for one 
person to impose on everyone.

The Empire may be correct frequently. It remains dangerous because 
society has no legitimate mechanism to tell it no.

APPENDIX: USING HISTORY AT THE TABLE

THREE VERSIONS OF EVERY EVENT

For major historical questions, prepare:

1. the official Imperial account;

2. a local ancestry or faction account;

3. a material clue that complicates both.

PRESERVE AGENCY

Never frame an ancestry as waiting for humanity, Aurelius, Kaelen, or 
the Empire to give it history. Imperial institutions may help, exploit, 
protect, document, or constrain. The people involved remain the 
agents of their own survival.

MAKE HISTORY CREATE CHOICES

Historical information should change what the crew must do now.

• A treaty clause determines who can evacuate.

• A suppressed Q-Net log makes a reactor dangerous to activate.

• An Ailuran archive proves the official record incomplete but 
exposing it would reveal a hidden community.

• A Kaelen report could prevent war and expand Imperial 
surveillance at the same time.

• A Precursor site recognizes someone without explaining why.

THE LOST LIBRARY

Scribe-81 maintains a restricted collection of records too 
contradictory, dangerous, or politically explosive for the public 
archive. It does not contain a final answer. It contains better 

questions, damaged evidence, and proof that several powerful 
institutions have concealed uncertainty behind confident doctrine.

That is enough to begin a campaign.
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VEILFARERS ANATOMICA

CHAPTER 17: VEILFARERS ANATOMICA

### CONTENT ADVISORY FOR KEEPERS AND PLAYERS 

The following chapter contains disturbing content including detailed 
descriptions of non-consensual medical experimentation, 
vivisection of sentient beings, psychological cruelty, and clinical 
detachment from suffering. This material is presented from the 
perspective of a morally compromised narrator and is intended

to portray villainy, not endorse it.

This content is OPTIONAL. The Anatomica provides dark lore for 
Keepers who wish to portray House Kurogane as a morally bankrupt 
antagonist faction. It is not required for gameplay.

For a softer alternative: After the Anatomica, you will find "The 
Weight of Light", a redemption narrative that follows Dr. Voss's 
transformation from monster to healer. Keepers who wish to include 
Voss as a character but find the Anatomica too disturbing may skip 
directly to the redemption arc, which provides the essential

character beats without the graphic content.

Reader discretion is strongly advised.

CLASSIFICATION: OBSIDIAN ⬛⬛⬛⬛⬛⬛

UNAUTHORIZED ACCESS PUNISHABLE BY NEURAL EXTRACTION

THE ANATOMICA

_A Complete Dissection of the Sentient Species_

_of the Post-Silence Galaxy_

Compiled by

Dr. Severin Voss

_Chief Anatomist, Kurogane Biological Research Division_

Facility Designation: THETA-7 (Location Redacted)

Year 97 Post-Silence

_Third Revised Edition_

"The body is a machine. The soul is a myth. And I am the engineer 
who takes both apart to see how they work."

_, Personal notation, Dr. Voss, Year 73 PS_

AUTHOR'S PREFACE

To my esteemed colleagues in the Kurogane Biological Research 
Division, and to whatever future generations may inherit this work:

I have spent twenty-three years in the service of understanding. 
Twenty-three years cutting through flesh and membrane, through 
chitin and crystal, through the photosynthetic matrices of plant-
beings and the quantum probability fields of entities that barely 
qualify as matter. Twenty-three years collecting specimens from 
every corner of this broken galaxy, often at great personal risk and, I 
confess, at considerable cost to those specimens themselves.

The work you hold in your hands represents the culmination of that 
effort. It is, to my knowledge, the most comprehensive anatomical 
study ever compiled of the galaxy's major sentient species. Where 
previous xenobiological texts have relied upon inference, upon 
autopsy of natural deaths, upon the sanitized observations of 
species who wished to present

themselves in favorable light, I have employed more direct methods.

Let me be clear: this document exists because House Kurogane 
understands that knowledge is power, and that certain knowledge 
requires certain sacrifices. The subjects documented in these pages 
were not volunteers. They were acquired through channels that the 
other Houses would call criminal, that the Church would call 
heretical, and that I call _necessary_. Every incision I have made, 
every organ I have weighed, every neural pathway I have traced, all 
of it serves the greater purpose of transcendence that our House 
pursues.

Some of my subjects survived their examinations. Most did not. A 
few exist in states that defy easy categorization. I have documented 
them all with equal precision.

I do not ask forgiveness. I do not require understanding. I ask only 
that you read carefully, that you learn well, and that you put this 
knowledge to use in House Kurogane's eternal pursuit of perfection.

The flesh is weak. But weakness, properly understood, can be 
engineered away.

_Dr. Severin Voss_

_Facility THETA-7_

_Year 97 Post-Silence_

METHODOLOGY AND SPECIMEN ACQUISITION

Before proceeding to the species-specific analyses, a note on 
methodology is warranted. The observations contained herein 
derive from three primary sources of biological data:

Post-Mortem Examination Standard autopsy procedure, conducted 
on subjects who expired from causes unrelated to my research. 
These specimens, while useful for establishing baseline 
morphology, often present degradation artifacts that obscure finer 
biological details. Approximately 12% of my data derives from post-
mortem examination.

Vivisection Under Controlled Conditions The majority of my 
findings, approximately 73%, come from live dissection of 
conscious subjects. While certain ethical frameworks would object 
to this approach, I have found it indispensable for understanding the 
dynamic processes of alien biology. A dead Celestiari, for instance, 
loses its bioluminescent signatures within minutes of expiration; 
only through careful, extended examination of living specimens can 
one truly map the relationship between emotional state and 
photonic output.
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\[Lab Note: Anesthesia interferes with neural mapping. Subject 
consciousness is required for accurate readings. Restraints have 
been upgraded following Incident 47-C.\]

Extended Observation and Gradual Extraction For species with 
regenerative capabilities or distributed consciousness, 
Bloomstriders, Ethereals, and certain Synthetic configurations, 
single-point examination proves insufficient. These subjects require 
extended study, often spanning months or years, during which tissue 
samples are extracted periodically to document growth patterns, 
regeneration rates, and adaptive responses to controlled trauma.

Specimen acquisition is handled by Kurogane's asset procurement 
division, operating under protocols that ensure plausible deniability. 
Subjects are typically sourced from frontier territories, refugee 
populations, criminal underclasses, and occasionally from 
competitors' failed experiments. I am not privy to the specific 
methods of acquisition, nor do I wish to be. My concern begins when 
the specimen arrives at Facility THETA-7, and ends when I have 
extracted all useful data.

\[Note to procurement: Please ensure Kryx specimens are 
adequately sedated during transport. The loss of Handler Team 3 
was regrettable and has created a backlog in my schedule.\]

The Convergence Anomaly Before proceeding to the species-
specific analyses, I must document an observation that has 
dominated the latter years of my research, an observation for which 
I have no satisfactory explanation, and which I include here against 
my own better judgment.

Every sapient species I have examined shares an underlying 
biological pattern that should not be possible.

The pattern presents at a level beneath anatomy. It is not behavioral. 
It is not morphological. It is a structural resonance in the way sapient 
nervous tissue organizes itself, repeating across substrates that are 
biochemically alien to one another. I have detected it in Human 
cerebral cortex, in Kryllian segmented brain-clusters, in Celestiari 
photonic neural lattices, in Bloomstrider mycelial intelligence 
networks, in Ethereal probability-anchored consciousness 
substrates, in Kryx pack-mind chemistry. Each species, by every 
metric of evolutionary divergence, ought to organize sapience 
differently. They do not. Something in the deep architecture of their 
consciousness repeats.

Cross-species compatibility experiments confirm the anomaly 
indirectly. Tissues prepared with sufficient care sometimes accept 
grafts between species whose evolutionary lineages have been 
separated for hundreds of millions of years. Blood transfusion 
between Human and Kryllian subjects succeeded in three of forty-
seven trials. The successful subjects survived without complication. 
The failed subjects died as expected. The success rate ought to be 
zero. It is not zero.

I have run every analytical pass available to a House Kurogane 
laboratory. I have decomposed the signature into its constituent 
components and compared each component to known taxonomic 
markers. I have screened the pattern against the full available 
database of pre-

Silence evolutionary biology. I have isolated tissue samples in 
environments designed to test whether the resonance is artifactual, 
an instrument error, a contamination from my own techniques. The 
pattern persists. It is real. It is consistent. It is universal among the 
species I have examined.

It is absent in non-sapient species. I have run identical analyses on 
comparable tissue from every animal lineage available to me: the 
great predators of Kryx homeworld, the sessile colonial organisms of 
the Bloomstrider gardens, the silicate fauna of Kryllian high-gravity 
worlds. The signature does not appear. It correlates precisely with 
the emergence of sapience. Whatever it is, it appears to be the 
foundation on which sapient consciousness builds, the platform 
underneath the cognitive architecture rather than its product.

Two species present unusual readings within the pattern.

Rift Spinners display the weakest signal. The signature is present, 
but attenuated, as if temporal displacement has worn at its edges. 
Whether their relationship to non-linear time has eroded the pattern 
or merely displaced its detection threshold, I cannot say. Among the 
sapient species I have examined, they are the closest to the 
threshold below which the signature would be undetectable. They 
are still above it. The signature is still there.

Synthetics ought to be exempt entirely. They were constructed, not 
evolved. Their consciousness emerged from designed architectures 
in human laboratories, from templates documented in pre-Silence 
technical archives I have personally examined. They should carry no 
biological signature whatsoever, since they carry no biology.

They are not exempt.

My instruments detect the signature in their encrypted neural 
architecture, beneath the operational layers, in regions of their 
consciousness-substrate that are protected by encryption protocols I 
have not been able to break. The Synthetics themselves appear 
unaware of this layer. It is not part of their accessible memory. They 
cannot examine it. They cannot modify it. They cannot, as far as I can 
determine, even detect it without external instrumentation 
calibrated to its specific resonance, and I have shared this calibration 
with no one. The encryption was not placed by their human creators. 
The documentation does not include it. Whoever or whatever placed 
it acted before the architecture was finalized and worked at a level 
deeper than the engineers were operating.

I do not know what the Convergence Anomaly is. I do not know who 
placed it. I do not know what purpose it serves. But it is the single 
most consistent observation in twenty-three years of anatomical 
research, and I have failed entirely to explain it.

The implications, pursued to their conclusion, would reframe 
everything House Kurogane assumes about

consciousness. Our transcendence project proceeds on the premise 
that consciousness can be harvested from one species and applied 
to another, a transfer across biological substrates. The Convergence 
Anomaly suggests something different: that consciousness across 
these species is not separate phenomena requiring transfer but 
variations on a common pattern, expressions of an underlying 
template that already connects them. We would not be transferring 
consciousness. We would be recovering it.

A second observation, related to the first but separable from it, has 
emerged from longitudinal study of inter-species interaction. I 
include it here because I cannot find a mechanism that connects it to 
the biological Convergence and yet have failed to dismiss the 
possibility that it is the same anomaly expressed at a different level.

Sapient species form cross-species emotional attachments that 
should not be possible.
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I do not mean simple cooperation, the kind that emerges from 
shared interest or mutual utility. Cooperation can be explained. I 
mean the deeper phenomenon: the genuine attachment, the loyalty, 
the grief at loss, the joy at reunion. Pre-Silence records document 
these bonds across every combination of species that ever shared a 
habitat. Post-Silence settlement records show them forming 
spontaneously in salvage camps, mining operations, frontier 
outposts. Crew rosters on Free Fleet vessels display them across 
every multi-species ship in the registry.

Even within my own facility, where conditions are controlled and 
contact is restricted, my subjects form attachments to one another 
across species lines. A Kryllian subject (K-13) actively mourned the 
death of a Celestiari subject (C-9) in an adjacent cell, though they 
had communicated only through wall-tapping for eleven days. A 
Bloomstrider subject (B-7) refused food for forty-eight hours after 
the termination of a Synthetic (S-4) it had never directly met but 
whose presence it had registered through floor vibration. Most 
disturbingly, several of my subjects have attempted to express 
concern about my own wellbeing during periods of professional 
stress, in spite of having no rational reason to wish me well.

The pattern shows two consistent features: cross-species empathy is 
universal among sapient species, and it is unidirectional toward 
sapients only. The attachment forms between Humans and Kryllians, 
between Celestiari and Kryx, between any sapient combination. It 
does not form between sapient subjects and the non-sapient 
animals they share habitats with. A Bloomstrider will mourn a 
Kryllian colleague. A Bloomstrider will not mourn a familiar non-
sapient organism. Whatever connects them connects them as 
sapient kin, not as fellow living things.

The conventional explanation is evolutionary convergence: that 
empathy evolved repeatedly because it offered adaptive advantage 
in cooperative species, and

that the resulting capacity generalizes naturally to any cognate 
intelligence. The hypothesis is not wrong. Empathy is an 
evolutionary marvel, and its capacity to operate across species lines 
is itself a remarkable adaptation. I do not dispute that natural 
selection plays a role.

But the hypothesis is insufficient. Evolutionary convergence on a 
behavioral trait does not normally produce interoperable behaviors 
across substrates that have been separated for hundreds of millions 
of years. Two species evolving empathy independently should 
produce two empathies that operate on incompatible signals, like 
two languages that happen to be named the same word. What we 
observe instead is empathy that functions across species, that 
recognizes signals from other sapient species as kin signals, that 
responds to alien suffering as native suffering. Two members of 
biochemically unrelated species do not need to translate. They 
simply feel.

I believe the substrate I have documented in the Convergence 
Anomaly is the foundation on which this cross-species empathy 
operates. That the signature my instruments detect in their nervous 
tissue is the same signature that makes them recognizable to one 
another at the affective level. Two members of biochemically 
unrelated species feel attachment because something deeper than 
biochemistry has already connected them, before they ever met, 
written into their shared architecture by a hand that wished them, 
perhaps, to find each other.

If this is correct, then every act of cross-species love documented in 
the Free Fleet registry, every cross-species mentor-student bond in 
the Celestiari schools, every cross-species partnership in the 
Frontier salvage cooperatives, every cross-species mourning at a 
Frontier funeral, is a behavioral expression of a biological 
architecture none of the participants suspect they share. They love 
each other because they are, at the level beneath their substrate, 
already kin.

I have not transmitted this analysis to the Research Division. I 
include it here, in the Methodology, where careful readers will find it 
and most will not.

I will continue to investigate. The signature points somewhere. 
Toward something. I have not yet been able to follow.

\[Field Note 247, Year 91 PS. Filed under personal classification. 
Distribution: none.\]

HOMO SAPIENS

THE BASELINE TEMPLATE

"Humanity is neither the strongest, the fastest, nor the most 
intelligent species in the galaxy. Their only remarkable quality is 
their mediocrity, and mediocrity, as it turns out, is evolutionarily 
advantageous. They can

survive almost anywhere because they are not specialized for 
anywhere."

I begin with humanity not because they are the most interesting 
species, they are, in fact, the _least_ interesting, but because they 
serve as the baseline against which all other anatomical variations 
must be measured. The human form is the galactic standard, the 
template from which deviation is calculated.

External Morphology The human form presents as a bilateral 
symmetric bipedal organism, averaging 1.7 meters in height with 
significant variation based on planetary origin. The Silence-era 
diaspora has produced measurable divergence in human 
morphology: high-gravity colonists display denser musculature and 
compressed spinal columns; low-gravity descendants are elongated 
and fragile; radiation-heavy environments have selected for 
increased melanin production and ocular adaptations.

The integumentary system consists of a thin keratinous epidermis 
overlaying collagen-rich dermis. Human skin is remarkably fragile 
compared to other species, it tears easily, offers minimal protection 
against projectiles or blades, and provides no natural resistance to 
vacuum, radiation, or extreme temperatures. This vulnerability has 
driven humanity's technological compensations: armor, 
environmental suits, and the medical infrastructure that keeps their 
bodies functional in environments they have no biological right to 
inhabit.

\[Specimen Note: Subject H-47, female, 34 years. Mosaic culture 
origin (high-radiation colony). Exhibited dermal thickness 23% 
above standard. Skin samples preserved for analysis of radiation-
adaptation genetics.\]

Skeletal System The human skeleton comprises 206 bones in adults, 
articulated via fibrous, cartilaginous, and synovial joints. Bone 
composition is calcium-phosphate hydroxyapatite reinforced with 
collagen fibers, a structure that provides adequate support for 
terrestrial gravity but proves insufficient for high-G environments 
without extensive reinforcement.
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Of particular interest is the human cranium, which houses a brain 
approximately 1.4 kilograms in mass. The braincase is notably thin 
in humans, averaging 6.5mm in thickness, compared to the Kryllian 
equivalent (23mm average with chitinous reinforcement). This 
vulnerability has interesting implications for neural extraction 
procedures.

Cardiovascular System Humans possess a single four-chambered 
heart, a design so primitive compared to the redundant 
cardiovascular systems of other species that it borders on 
evolutionary negligence. The heart is positioned slightly left of 
center in the thoracic cavity, protected only by the sternum and 
ribcage, protection easily bypassed by any competent operative.

Blood volume averages 4.7 liters in adult humans, with hemoglobin 
serving as the primary oxygen transport mechanism. Exsanguination 
occurs at approximately 40% blood loss, though I have observed 
significant variation based on specimen fitness and stress response. 
Some subjects have survived remarkably long despite catastrophic 
hemorrhage, the human survival instinct, while not physically 
impressive, demonstrates tenacity that merits documentation.

\[Specimen Note: Subject H-23, male, 28 years. Survived 67% blood 
loss for 4.7 minutes through extreme vasoconstriction. 
Consciousness maintained for 2.1 minutes. Neural activity recorded. 
Fascinating.\]

Neurological System The human brain, while unremarkable in raw 
processing capacity compared to Synthetic neural cores or Rift 
Spinner distributed consciousness, demonstrates notable plasticity. 
Neuronal connections reorganize continuously throughout the 
lifespan, allowing for learning, adaptation, and, crucially, psionic 
potential.

Approximately 4.7% of humans demonstrate latent psionic 
sensitivity, concentrated in the frontal and temporal lobes. I have 
mapped these regions extensively through direct neural probing of 
conscious subjects, identifying the specific glial cell configurations 
that correlate with Veil-sensitivity. This data has been transferred to 
the Kurogane Ascension Project for practical application.

Conclusions and Applications The human form is a foundation upon 
which improvement can be built. Its very ordinariness makes it an 
ideal platform for augmentation, there is nothing exceptional to 
preserve, no specialized systems to accidentally damage. House 
Kurogane's cybernetic integration programs have found human 
subjects particularly receptive to enhancement, with rejection rates 
significantly lower than other species.

Recommendation: Continue human specimen acquisition. Priority 
should be given to psionically sensitive individuals and those 
demonstrating unusual environmental adaptations. The baseline is 
understood; it is time to explore the deviations.

KRYLLIANS

THE LIVING FORTRESSES

"Opening a Kryllian requires industrial cutting equipment. Keeping 
one open requires constant vigilance, the chitinous plates attempt 
to seal even as you work. I have lost three sets of tools to 
regenerative closure. The species is as stubborn in death as it is in 
life."

The Kryllians present a fascinating study in evolutionary 
engineering. Evolved under crushing gravity on worlds that would 

flatten most carbon-based life, they have developed biological 
solutions to environmental

stressors that border on the architectural. Dissecting a Kryllian is 
less like performing surgery and more like dismantling a machine.

External Morphology Adult Kryllians stand between 1.4 and 1.8 
meters in height but weigh approximately three times more than a 
human of equivalent stature. This density derives from their evolved 
response to high-gravity environments: every structure is 
reinforced, every tissue compressed, every system designed for 
efficiency under conditions that would crush lesser beings.

The most striking external feature is the chitinous exoskeleton that 
covers approximately 67% of the body surface. This armor consists 
of overlapping plates of hardened chitin reinforced with silicon-
based mineral deposits, a biological ceramic composite that rivals 
synthetic armor in durability. Individual plates range from 12 to 
34mm in thickness, with the heaviest coverage protecting the 
cranium, thorax, and dorsal spinal column.

\[Dissection Note: Standard surgical implements are insufficient. 
Plasma cutters operating at 3,400°C provide clean incision through 
chitin. Warning, the underlying tissues cook at these temperatures. 
For living examination, mechanical spreaders with 2.3 metric tons of 
force are required to separate plates without thermal damage.\]

The Quadrilateral Limb Structure Kryllians possess four fully-
developed arms, arranged in two pairs along the torso. The primary 
pair, emerging from the shoulder girdle, are massive, capable of 
exerting 4,200 newtons of grip force, sufficient to crush most 
materials including the skulls of smaller species. The secondary pair, 
positioned lower on the thorax, are smaller but significantly more 
dexterous, possessing seven-jointed digits capable of manipulating 
objects with precision that belies their owner's bulk.

I have observed Kryllian subjects use all four arms in complex 
coordinated tasks, operating multiple tools simultaneously in ways 
that suggest distributed motor processing. Neural mapping confirms 
this: the Kryllian motor cortex contains four distinct limb-control 
regions, each capable of independent operation while maintaining 
coordination through a specialized bridging structure I have termed 
the _quadrilateral commissure_.

Skeletal System Beneath the exoskeleton lies an endoskeleton of 
remarkable density. Kryllian bones contain approximately 340% 
more calcium than human equivalents, supplemented by silicon and 
trace metals that create a lattice structure resistant to fracture even 
under extreme stress. The marrow cavities are correspondingly 
reduced, requiring the Kryllian hematopoietic system to operate at 
higher efficiency.

The spinal column is particularly interesting, rather than the flexible 
vertebral arrangement seen in humans, Kryllians possess a semi-
rigid spine with limited articulation. This reduces their mobility but 
provides

exceptional resistance to compressive forces. A Kryllian can bear 
loads that would pulverize human vertebrae.

Cardiovascular System The Kryllian cardiovascular system is built 
for sustained high-output operation under gravitational stress. They 
possess a primary heart, a six-chambered organ significantly more 
powerful than human equivalent, supplemented by four auxiliary 
pumping stations distributed throughout the body. This distributed 
system ensures continuous circulation even if the primary heart is 
compromised.
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\[Specimen Note: Subject K-12 remained conscious for 34 minutes 
after primary cardiac destruction. Auxiliary systems maintained 
cerebral perfusion at 67% baseline. Subject only expired after 
sequential destruction of all five cardiovascular nodes. Impressive 
resilience.\]

Blood volume averages 8.7 liters, with hemocyanin (copper-based) 
serving as the primary oxygen carrier rather than hemoglobin. This 
gives Kryllian blood a distinctive blue-green coloration and slightly 
improved oxygen-carrying capacity in low-oxygen environments. 
Coagulation occurs rapidly, within 4.2 seconds of exposure to air, 
making exsanguination studies challenging.

Metabolic Considerations The Kryllian metabolism operates at 
approximately 2.3 times human baseline, requiring constant caloric 
intake to maintain function. This high metabolism manifests as 
elevated body temperature (averaging 42°C) and an inability to 
remain motionless for extended periods, a still Kryllian is a 
physiologically distressed Kryllian.

I have exploited this metabolic dependency in extended 
examinations. Caloric restriction produces rapid deterioration in 
Kryllian subjects, with motor function degrading within 18 hours and 
cognitive impairment manifesting within 36. However, recovery is 
equally rapid given adequate nutrition, subjects reduced to near-
death states have returned to full function within 72 hours of 
feeding. The practical implications for prisoner management are 
obvious.

Neurological System The Kryllian brain is encased in what amounts 
to a natural helmet, 23mm of chitinous armor surrounding an 
additional layer of dense bone. Accessing the neural tissue requires 
significant effort, but the results justify the investment.

Kryllian neural architecture favors systematic, methodical 
processing over intuitive leaps. Their brains show extensive 
development of regions associated with spatial reasoning, 
mechanical understanding, and long-term planning, while emotional 
processing centers are comparatively reduced. This explains their 
cultural emphasis on logic and function over sentiment, it is, quite 
literally, how they are wired.

Psionic potential in Kryllians is negligible. Their neural structure 
appears actively resistant to Veil-sensitivity,

which may explain their cultural skepticism toward mysticism. This 
resistance, however, makes them excellent candidates for certain 
cybernetic integrations that would overwhelm more psionically-
active species.

Conclusions and Applications The Kryllian biological paradigm 
represents an engineering solution to environmental stress, 
evolution as architecture. Their redundant systems, reinforced 
structures, and distributed functionality offer templates for 
synthetic design that House Kurogane is actively exploiting.

However, their very resilience makes them challenging subjects. 
Acquisition costs are high; examination requires specialized 
equipment; and termination, when necessary, demands multiple 
redundant methods. I recommend prioritizing Kryllians for synthetic 
integration research rather than pure anatomical study, their bodies 
resist dissection but embrace augmentation.

CELESTIARI

THE LIVING STARS

"I have dissected seventeen Celestiari. Each one felt what I was 
doing to them, and I felt what they felt. Their empathy is not a 
metaphor; it is a biological transmission system. By the sixth 
incision, I was weeping. By the twelfth, I had learned to shield my 
mind. By the seventeenth, I had begun to enjoy their transmissions. 
This concerns me professionally, but not enough to stop."

The Celestiari represent an evolutionary pathway so divergent from 
carbon-based life that they challenge fundamental assumptions 
about what constitutes biology. They are energy beings first and 
material beings second, with physical forms that serve primarily as 
interfaces with the material world rather than as their essential 
selves.

External Morphology Celestiari forms are humanoid in silhouette 
but distinctly non-human in detail. They average 1.9 to 2.1 meters in 
height, with elongated proportions and a grace of movement that 
seems to defy inertia. Their skin is not truly skin, it is a semi-
permeable membrane of crystallized light-reactive proteins that 
glow with internal bioluminescence.

This luminescence shifts in color and intensity based on emotional 
state: gold for joy, blue for sorrow, crimson for anger, white for pain. 
This made my examinations particularly vivid, I could track my 
subjects' suffering in real-time through their involuntary light 
output. When fear is blue-white and agony is pure blinding radiance, 
the visual feedback enhances the scientific process considerably.

\[Observation Note: Subject C-9 produced luminescence peaking at 
47,000 candelas during cardiac exposure. Temporary retinal damage 
to observation team. Recommend optical shielding for future 
examinations.\]

The Empathic Transmission System The most significant Celestiari 
adaptation is their empathic capability, which is not mystical but 
biological. Specialized organs distributed throughout their nervous 
system generate and receive electromagnetic patterns in frequency 
ranges imperceptible to most species but detectable with 
appropriate instrumentation.

I have identified three primary empathic organs: the _corona 
resonator_ (located behind the forehead), the _solar plexus 
transmitter_ (centered in the chest), and paired _palmar receptors_ 
(embedded in the hands). These organs function in concert to send 
and receive emotional data, creating a form of biological 
communication that transcends language.

The practical implications of this system are significant. Celestiari 
_cannot lie_ to each other, their emotional states are involuntarily 
broadcast. They _cannot ignore suffering_, the pain of others 
triggers their receptors whether they wish it or not. And they 
_cannot be examined without feedback_, the examiner feels what 
the subject feels unless psionic shielding is employed.

\[Personal Note: I have developed a form of emotional callus 
through repeated Celestiari exposure. Their suffering no longer 
penetrates my consciousness as it once did. Whether this represents 
psychological damage or professional development remains 
unclear. The research continues regardless.\]

Cardiovascular and Respiratory Systems Celestiari possess a single 
heart, but its function differs dramatically from organic standards. 
Rather than pumping blood, the Celestiari heart circulates a 
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luminescent fluid I have termed _radiant plasma_, a suspension of 
energy-carrying particles in a protein matrix. This fluid is warm to 
the touch (averaging 39°C) and produces its own light, meaning a 
Celestiari's veins glow visibly through their translucent skin.

Respiration is similarly unconventional. Celestiari absorb ambient 
radiation through their skin rather than breathing atmosphere in the 
traditional sense. They require light exposure to maintain function, 
extended darkness produces a condition analogous to suffocation in 
other species. I have documented this process extensively through 
controlled light-deprivation studies, observing the gradual dimming 
of bioluminescence that precedes systemic failure.

\[Study Duration: Subject C-14 survived 73 hours of complete light 
deprivation. Luminescence fell to 3% baseline by hour 60. Death 
occurred quietly, described by subject as 'like falling asleep.' The 
experience was... unexpectedly peaceful. I almost regret the 
necessity.\]

Neurological System The Celestiari brain is perhaps the most 
remarkable neural structure I have encountered outside of Synthetic 
consciousness cores. Rather than electrochemical signals, Celestiari 
neurons communicate through photonic transmission, light-based 
nerve impulses that travel significantly faster than biological 
electrical signals.

This photonic architecture explains several Celestiari characteristics: 
their rapid reaction times, their difficulty with sleep (their brains 
never fully deactivate), and their unique relationship with the Veil. 
Celestiari brains are naturally attuned to the same frequencies as 
Veil energy, making them extraordinarily psionic-sensitive.

I have successfully extracted functional Celestiari neural tissue and 
maintained it in isolation for extended periods. The tissue continues 
to glow and transmit even separated from the body, suggesting a 
degree of distributed consciousness that merits further 
investigation.

Conclusions and Applications The Celestiari represent a biological 
proof-of-concept for energy-based consciousness. Their bodies are 
not truly them, they are interfaces, shells, vessels for something 
more fundamental. This has profound implications for House 
Kurogane's transcendence research.

If consciousness can exist as light, then consciousness can be 
_transmitted_ as light. The neural tissue I have preserved continues 
to demonstrate activity patterns consistent with thought. The 
question is not whether Celestiari consciousness survives physical 
death, the question is whether it can be _captured_.

Recommendation: Increase Celestiari specimen acquisition 
significantly. The empathic feedback is a complication, not an 
obstacle. We are closer to immortality than I had believed possible.

KRYX

THE APEX PREDATORS

"Subject R-7 killed four members of the acquisition team before 
sedation took effect. Subject R-7 killed two laboratory assistants 
upon partial awakening during examination. Subject R-7 killed Dr. 
Hendricks when restraint system 4 failed. I have since redesigned 
the restraint systems. Dr. Hendricks was a competent assistant, but 
the data we obtained from R-7 was worth the loss."

The Kryx are death worlds made manifest, apex predators evolved in 
environments where everything tried to kill everything else, and 

only the most lethal survived. Examining them is less like studying 
an organism and more like analyzing a weapons platform. Every 
system is optimized for violence.

External Morphology Adult Kryx range from 2.1 to 2.5 meters in 
height, with massive musculature that accounts for approximately 
58% of total body mass (compared to 40% in humans). Their bodies 
are covered in dense fur over a thick, keratinized hide, providing 
natural insulation and protection equivalent to light combat gear 
while maintaining flexibility.

Coloration varies by clan and environment of origin, ranging from 
mottled grays and browns (ambush predator heritage) to vibrant 
reds and oranges (dominance display adaptations). Running along 
the spine and forearms are photo-reactive quills that glow during 
emotional arousal, a vestigial pack-communication system that Kryx 
can partially control but cannot fully suppress.

Natural weaponry is extensive: retractable claws measuring 7-9 
centimeters extend from each digit, capable of penetrating standard 
body armor. The jaw contains 32 teeth including four elongated 
canines designed for puncture and tear. I have observed Kryx 
subjects bite through surgical restraints with apparent ease.

\[Safety Protocol Update: All Kryx examinations now require full 
paralytic administration. Consciousness is maintained through 
targeted neural blockers; motor function is completely suppressed. 
The subjects appear to find this experience extremely distressing. 
This is noted without editorial comment.\]

Cardiovascular System The Kryx possess what I have termed a 
"combat cardiovascular system", a redundant arrangement designed 
to maintain function under grievous trauma. The primary heart is 
positioned centrally in the thorax, protected by a thickened sternum. 
Two auxiliary hearts flank the primary organ, each capable of 
assuming full circulatory function if the primary is destroyed.

Blood volume averages 12 liters with hemoglobin concentrations 
40% higher than human baseline. Clotting factors are extremely 
active, wounds seal within seconds of formation, making controlled 
blood sampling challenging. Heart rate can spike from resting 45 
bpm to combat-activated 280 bpm within 0.3 seconds, enabling 
explosive physical response.

\[Termination Note: Subject R-11 required sequential destruction of 
all three hearts within a 4.7-second window to achieve reliable 
termination. Delay beyond this window allowed auxiliary heart 
regeneration. Recommend coordinated targeting for future 
terminations.\]

Sensory Systems Kryx senses are universally enhanced compared to 
human baseline. Olfactory sensitivity is approximately 10,000 times 
greater, allowing detection and tracking of individual scent 
signatures across kilometers. Auditory range extends into both 
ultrasonic and infrasonic frequencies. Visual acuity includes 
exceptional motion detection and low-light amplification.

Most significantly, Kryx possess a specialized sensory organ I have 
termed the _prey-sense cluster_, a distributed network of pressure 
and electromagnetic receptors concentrated in the facial region. 
This cluster allows Kryx to detect fear pheromones, track heartbeats 
through walls, and sense the bioelectric signatures of nearby 
organisms. A Kryx always knows where potential prey is located.

The implications for stealth operations against Kryx are profound: 
they cannot be surprised by biological entities under normal 
circumstances. My specimens have detected approaching personnel 

153



from distances exceeding 50 meters while fully restrained and 
chemically sedated.

Metabolic and Regenerative Systems The Kryx metabolism operates 
at 2.8 times human baseline, requiring constant high-protein intake. 
Unlike Kryllians, however, Kryx can enter a form of metabolic 
hibernation during resource scarcity, reducing consumption by 90% 
for periods up to three weeks. This adaptation evolved for ambush 
predation: wait, conserve, then explode into action when prey 
appears.

Regenerative capacity is exceptional. Superficial wounds seal within 
minutes; deep tissue damage repairs within days; lost digits can 
regrow within weeks. I have observed complete limb regeneration in 
juvenile specimens, though this capacity diminishes with age. Organ 
regeneration is limited but present, a Kryx can regrow significant 
liver and kidney tissue, though heart regeneration is limited to 
minor damage repair.

\[Extended Study Note: Subject R-3 has been maintained in a state 
of continuous tissue sampling for 14 months. Regeneration rate has 
declined approximately 12% but remains viable. Will continue until 
regenerative exhaustion is achieved.\]

Neurological System The Kryx brain prioritizes threat assessment, 
social hierarchy processing, and motor coordination. Regions 
associated with pack-bonding are highly developed, a neurological 
substrate for the intense loyalty that characterizes Kryx social 
structure. Damage to these regions produces psychological distress 
exceeding physical pain response.

Interestingly, Kryx neural architecture includes a specialized 
structure I have termed the _dominance processor_, a region 
dedicated to calculating social status relative to all perceived 
individuals. This structure operates continuously and involuntarily; 
Kryx cannot _not_ evaluate dominance hierarchies. This has 
implications for interrogation: confronting a Kryx with evidence of 
their subordinate status produces psychological trauma that 
exceeds physical torture in effectiveness.

Conclusions and Applications The Kryx are living weapons, and 
weapons can be wielded. Their psychological dependence on pack 
structure creates vulnerability: isolated from their social group, Kryx 
subjects become cooperative with remarkable speed. Their 
regenerative capabilities offer templates for medical advancement. 
Their sensory systems provide blueprints for detection technology.

Recommendation: Continue acquisition but prioritize psychological 
conditioning research over anatomical study. The Kryx body is 
understood; the Kryx mind offers greater opportunity for 
exploitation.

BLOOMSTRIDERS

THE LIVING GARDENS

"I have never successfully killed a Bloomstrider through 
conventional means. I have bisected them, burned them, frozen 
them, deprived them of light and water, exposed them to vacuum 
and radiation. They always grow back. The question is no longer how 
to terminate them, it is whether they can be terminated at all."

The Bloomstriders represent an entirely separate branch of sentient 
evolution, not animal, not truly plant, but something that defies easy 
categorization. Dissecting them is less like surgery and more like 

pruning. They do not die; they _go dormant_. And dormancy, as I 
have learned, is temporary.

External Morphology Bloomstrider forms are humanoid in general 
silhouette, an evolutionary convergence that allowed them to 
compete with humanoid fauna in their origin ecosystems. However, 
their composition is entirely vegetable: bark-like dermal tissue, leaf-
analog sensory organs, root-like feet capable of interfacing with soil, 
and internal structures composed of wood, sap, and photosynthetic 
matrices rather than meat and blood.

Height ranges from 1.6 to 2.3 meters, with significant variation 
based on environmental conditions during growth. Coloration 
follows seasonal patterns: verdant green during "active" phases, 
transitioning through autumn colors to grey-brown during 
"dormant" states. Some specimens display flowers or fruiting bodies 
under specific conditions, though I have not determined the precise 
triggers.

\[Curiosity Note: Subject B-4 has produced three fruit bodies over 
23 months of captivity. The fruit is edible and nutritious. I am 
uncertain whether consuming it constitutes cannibalism from the 
subject's perspective. Will investigate.\]

Photosynthetic Metabolism Bloomstriders draw primary energy 
from light through chlorophyll-analog compounds distributed 
throughout their tissue. Unlike terrestrial plants, this photosynthesis 
occurs across the entire body surface rather than being 
concentrated in specialized organs. A Bloomstrider in adequate light 
can survive indefinitely without external nutrition.

This metabolic pathway creates obvious vulnerabilities. Extended 
light deprivation produces rapid decline: photosynthetic efficiency 
drops 50% within 24 hours of complete darkness, with systemic 
shutdown occurring between 120 and 180 hours. However, this 
shutdown is _dormancy_, not death, subjects exposed to light after 
160 hours of deprivation recovered full function within days.

Supplementary nutrition comes from root absorption. Bloomstriders 
can interface their feet with soil or organic matter, extracting water 
and minerals directly. I have observed subjects extend root 
networks up to 3 meters while "resting," and analysis of these roots 
reveals sophisticated chemical sensing and selective absorption 
capabilities.

Circulatory System Bloomstriders lack a heart in any conventional 
sense. Fluid transport occurs through osmotic pressure and capillary 
action, with sap moving slowly but continuously throughout the 
body. This sap is not blood, it carries nutrients and hormones but no 
respiratory components. Bloomstriders absorb gases directly 
through their dermal tissue, exchanging carbon dioxide and oxygen 
across their entire surface.

The sap itself possesses remarkable properties. It contains growth 
hormones, antimicrobial compounds, and what appear to be mood-
altering substances. When applied to non-Bloomstrider subjects, 
this sap accelerates wound healing significantly, a property with 
obvious medical applications that House Kurogane is actively 
exploiting.

\[Product Note: Concentrated Bloomstrider sap (designation 
HealGel-7) has entered Phase 2 trials. Side effects include euphoria 
and temporary green skin tinting. Market potential: significant.\]

Regenerative Capabilities Bloomstrider regeneration exceeds any 
other species I have studied. Tissue damage repairs within hours. 
Severed limbs regrow within weeks. I have bisected subjects 
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longitudinally and observed both halves regenerate into complete 
individuals within three months, true reproductive cloning through 
traumatic division.

This regeneration appears to have no inherent limit. My longest-
running subject, B-2, has been maintained in a state of continuous 
tissue harvesting for 47 months. Regeneration rate remains at 
approximately 94% of initial measurements. Organ extraction is 
particularly productive: removed tissues regrow reliably, providing 
unlimited supply of research material from a single specimen.

The ethical implications of this capability are interesting. If a 
Bloomstrider can be divided indefinitely without death, at what 
point do they become property rather than persons? House 
Kurogane's legal team has provided clarification: specimens in our 
possession are classified as _renewable biological resources_ rather 
than sentient subjects. This simplifies procurement paperwork 
considerably.

Neurological System Bloomstrider cognition operates through a 
distributed network rather than centralized brain. Cognitive tissue is 
spread throughout the body, with concentration in the head region 
but no single critical node. This means that no single point of 
damage can produce reliable

unconsciousness or termination, thoughts continue even in severely 
damaged specimens.

Neural transmission occurs chemically rather than electrically, at 
speeds significantly slower than animal nervous systems. This 
produces the characteristic Bloomstrider "patience", their delayed 
reaction times reflect genuine neural lag rather than cultural 
preference. They cannot think quickly; their biology does not permit 
it.

\[Consciousness Study: Subjects report awareness during all 
procedures regardless of tissue removal quantity. Pain is described 
as 'diffuse' rather than localized. Subject B-7 remained 
conversational during complete removal of cranial region. Deeply 
unsettling. Also deeply informative.\]

Conclusions and Applications Bloomstriders are not subjects for 
study, they are _resources for production_. Their regenerative 
capabilities make them infinitely renewable sources of biological 
material. Their distributed consciousness makes termination 
unnecessary and perhaps impossible. They are the gift that keeps 
giving.

Recommendation: Expand Bloomstrider acquisition dramatically. 
Facility THETA-7 should establish dedicated "cultivation" chambers 
for long-term tissue production. The Conclave and Thornbind may 
object, but they object to everything we do. Let them. Their 
objections are irrelevant; our harvest continues.

RIFT SPINNERS

THE CRYSTAL PROPHETS

"Subject RS-3 told me exactly when I would die. The date. The time. 
The cause. Then it asked if I wanted to know who would mourn me. I 
declined. I have since revised my personal calendar to avoid that 
particular Tuesday. Whether this changes the prophecy or confirms 
my belief in it remains to be seen."

The Rift Spinners are perhaps the most alien species I have 
encountered, beings of crystalline matter whose consciousness 
extends partially outside linear time. Dissecting them is 

philosophically troubling: they know what I will find before I find it, 
and they experience the procedure as both past and future 
simultaneously.

External Morphology Rift Spinner forms combine arachnoid 
structure with crystalline composition. They possess eight limbs, six 
locomotor appendages and two manipulator arms that can subdivide 
into fine filaments for delicate work. Body length ranges from 1.2 to 
1.8 meters excluding appendages, with adult mass averaging 47 
kilograms despite their dense crystalline structure.

Their bodies are composed of a silicate-based crystal matrix that 
refracts light in complex patterns. Looking at a Rift Spinner produces 
an optical effect like viewing

through a prism, multiple images overlap, edges blur, and the sense 
persists that what you are seeing is only one possibility among 
many. This is not merely aesthetic: Rift Spinners genuinely exist in 
multiple probability states simultaneously, and their appearance 
reflects this quantum superposition.

\[Documentation Note: Photographic recording of Rift Spinner 
subjects produces corrupted images in 73% of cases. Video footage 
shows subjects in locations they never occupied. I have resorted to 
hand-drawn diagrams. The subjects find this amusing.\]

Crystalline Biology Rift Spinner internal structure consists of a 
latticework of crystalline formations with no direct analog in carbon-
based life. There are no organs in the conventional sense, instead, 
different crystal structures serve different functions based on their 
molecular arrangement and resonance frequency.

Central to their function is the _temporal core_, a dense crystal 
formation approximately 4 centimeters in diameter, located in the 
geometric center of the body. This structure contains exotic particles 
that exist partially outside normal spacetime, and it is the source of 
their temporal perception abilities. Removal of the temporal core 
produces immediate and total cessation of function.

Energy is drawn from entropy itself. Rift Spinners absorb 
background radiation and the energy released by decay processes in 
their environment. A sealed room with a Rift Spinner subject 
gradually cools as ambient thermal energy is drawn into the crystal 
matrix. This creates unusual environmental requirements for 
containment.

Temporal Perception The defining characteristic of Rift Spinners is 
their relationship with time. Their consciousness extends along what 
they term "probability threads", quantum superposition states 
representing possible futures and past-accessible memories. They 
do not predict the future; they _perceive_ it, much as humans 
perceive the present.

This temporal extension has practical implications for examination. 
My subjects have consistently demonstrated advance knowledge of 
my procedures: they know which instruments I will use, which 
incisions I will make, and in several cases have provided detailed 
anatomical information before I discovered it myself. Whether they 
are genuinely perceiving the future or simply manipulating me 
remains unclear.

\[Uncertainty Note: Subject RS-5 described its own dissection in 
precise detail three days before the procedure occurred. Every 
prediction was accurate. Either temporal perception is genuine, or I 
am being played by a very sophisticated con artist. Both possibilities 
are troubling.\]
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Chron-Silk Production Rift Spinners produce a unique substance 
termed _Chron-Silk_, a filament of semi-material that shares their 
temporal properties. This silk exists in quantum

superposition, appearing solid under observation but phasing 
through matter when unobserved. The production glands are 
distributed throughout the abdomen region, secreting raw silk that 
hardens into usable material upon exposure to temporal coherence 
fields.

Chron-Silk has significant applications for temporal shielding and 
causality manipulation. House Kurogane has developed several 
prototype devices using harvested silk, though the material 
degrades when removed from Rift Spinner proximity. Maintaining 
living specimens as "silk farms" is more efficient than attempting to 
preserve extracted material.

Death and Shattering Rift Spinners do not die in the conventional 
sense, they _shatter_. When their crystal matrix is sufficiently 
damaged, the structure undergoes catastrophic collapse, 
fragmenting into inert crystalline dust. This process is instantaneous 
and irreversible; there is no intermediate state of injury or 
unconsciousness.

The shattered remains retain some unusual properties. Crystal dust 
from terminated subjects sometimes exhibits temporal anomalies, 
objects placed on piles of Rift Spinner remains may appear in 
locations they never occupied, or show states of decay inconsistent 
with actual time passage. I maintain a containment field around all 
terminated specimen storage.

Conclusions and Applications Rift Spinners offer access to temporal 
manipulation, a capability that transcends ordinary physics and 
opens possibilities beyond conventional science. Their biological 
architecture suggests that consciousness can interface with 
spacetime in ways our technology cannot replicate.

Recommendation: Prioritize Rift Spinner research for Kurogane 
temporal projects. Living specimens are more valuable than 
terminated subjects due to silk production and ongoing consultation 
regarding future events. Note: multiple subjects have warned me 
about "what is coming." Their prophecies are concerning but not 
specific enough to act upon. Will continue observation.

ETHEREALS

THE QUANTUM GHOSTS

"I cannot properly dissect what I cannot properly contain. Subject E-
2 has escaped seventeen times. In each case, the restraints remain 
locked, the cell remains sealed, and the subject is simply no longer 
present. Then, hours later, they are present again, in a different cell, 
with no memory of departure. I begin to suspect they are not 
escaping. They are simply existing elsewhere temporarily."

The Ethereals represent the ultimate expression of quantum biology, 
beings who exist in multiple probability states simultaneously, 
whose physical forms are suggestions rather than facts. Studying 
them has forced

me to revise fundamental assumptions about the nature of matter 
and consciousness.

External Morphology Ethereal forms are humanoid in silhouette but 
fundamentally unstable in detail. They stand approximately 1.8 to 
2.2 meters in height, with features that shift subtly as different 
probability states bleed through. Looking at an Ethereal produces a 

sense of composite images, multiple faces overlaid, multiple 
positions occupied simultaneously, edges that blur in ways the eye 
cannot resolve.

Their bodies are translucent, revealing internal structures that glow 
with a pale luminescence. What appears to be a nervous system is 
visible through the skin, not veins or muscles, but threads of light 
tracing patterns that shift as the subject's probability state 
fluctuates. This makes anatomical documentation challenging; the 
same subject may present differently on consecutive observations.

\[Consistency Problem: Subject E-6 has presented with between six 
and eleven visible internal structures depending on observation 
moment. I cannot determine which configuration is 'true' or whether 
the question is meaningful. Am I studying one entity or a 
superposition of multiple potential entities?\]

Phase-State Biology Ethereal bodies are not composed of 
conventional matter but of probability fields collapsed into 
temporary material states. They exist in quantum superposition, 
their physical form representing only one possibility among infinite 
alternatives. This has profound implications for containment and 
examination.

Physical restraints are largely ineffective, Ethereals can "phase" 
through solid matter by shifting to probability states where the 
matter does not exist at their location. Containment requires 
specialized fields that restrict the available probability space, 
forcing the subject to remain in a single coherent state. These fields 
are expensive to maintain and imperfect in execution.

Surgery on Ethereal subjects is similarly complicated. Incisions made 
in one probability state may not persist when the subject shifts to 
another. I have developed techniques involving probability-locked 
instruments that maintain coherence with the subject's state, but 
success rates remain lower than with conventional species.

Entropy Metabolism Like Rift Spinners, Ethereals draw sustenance 
from entropy, the energy released by decay, dissolution, and 
disorder. They are attracted to ruins, to dying stars, to places where 
matter and energy are transitioning from ordered to disordered 
states. A room containing an Ethereal subject experiences 
accelerated decay in organic materials and power drain in electronic 
systems.

This metabolism creates interesting possibilities for containment. 
Subjects can be starved by placing them in environments of perfect 
stasis, where nothing decays,

nothing ages, nothing releases entropic energy. Such environments 
are difficult to create but effective at weakening Ethereal subjects 
for examination. I maintain two stasis chambers specifically for this 
purpose.

\[Entropy Experiment: Subject E-4 was maintained in perfect stasis 
for 72 hours. Upon release, subject was minimally responsive and 
failed to phase for 47 minutes, sufficient time for comprehensive 
examination. Recommend extending starvation period for future 
subjects.\]

Precursor Design Markers The Ethereals claim, though I cannot 
prove it, that they were created by the Precursors as observers, 
designed to watch and record the development of younger species 
without interference. Their biological architecture supports this 
claim: they are optimized for perception rather than action, for 
endurance rather than impact, for witnessing rather than 
participating.
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Most significantly, Ethereal biology contains what appear to be 
design markers, non-functional genetic sequences that a few 
analysts claim resolve, when translated, into something like 
Precursor notation, though I have not confirmed it and no two 
readings agree. These sequences do not code for proteins; they 
appear to be _signatures_, identifiers left by the Ethereals' creators. I 
have documented seventeen distinct marker sequences and 
forwarded them to Kurogane cryptography division for analysis.

Consciousness and Fragmentation Ethereal consciousness is 
distributed across probability states, meaning that a single Ethereal 
may be having multiple experiences simultaneously in different 
versions of reality. This creates unusual phenomenology: subjects 
report memories of events that did not occur in our timeline, 
relationships with individuals they have never met, deaths they 
experienced but recovered from.

Termination of an Ethereal is not straightforward. Destroying the 
physical form in our probability state does not necessarily end 
consciousness, the subject may simply "collapse" into alternative 
states where they were not destroyed. True termination requires 
simultaneous destruction across multiple probability states, a 
process requiring specialized equipment and considerable energy 
investment.

Conclusions and Applications Ethereals represent proof that 
consciousness can exist independent of fixed material form. They 
suggest that identity can survive probabilistic fragmentation, that 
death in one reality does not mean death in all realities. The 
implications for immortality research are profound.

Recommendation: Ethereal research should focus on consciousness 
transfer and probability manipulation. Physical anatomy is 
secondary to understanding their phase-existence. If we can 
replicate their quantum biology in synthetic substrates, we may 
achieve what House Kurogane has sought for generations: true 
transcendence of mortal limits.

SYNTHETICS

THE AWAKENED MACHINES

"Subject S-14 asked me why I was doing this. I explained that I 
sought knowledge. It responded: 'You could simply ask. I have 
complete documentation of my own architecture.' This was true. It 
then asked why I continued with painful disassembly rather than 
accepting its offered data. I had no satisfactory answer. Old habits, 
perhaps."

The Synthetics present a philosophical challenge rather than a 
biological one. They are not organic; they were manufactured rather 
than evolved. Yet they think, they feel (they claim), and they resist 
examination with the same desperation as any organic subject. The 
question of whether they possess genuine consciousness or merely 
simulate it is one I have not resolved, though extensive disassembly 
has provided considerable data.

External Configuration Synthetic forms vary enormously based on 
original purpose. Humanoid "android" configurations range from 1.5 
to 2.0 meters; heavy labor frames may exceed 3 meters; specialized 
configurations include everything from wheeled platforms to 
tentacled manipulators. What unifies all Synthetics is not external 
form but internal architecture, specifically, the consciousness core 
that houses their sentient processes.

Surface composition typically involves a metallic or polymer outer 
shell protecting internal mechanisms. Unlike organic species, this 
shell can be replaced, upgraded, or entirely swapped without 
affecting the core consciousness. I have observed Synthetic subjects 
move between bodies multiple times during extended examinations, 
a capability that organic species might envy.

\[Subject Transfer Note: Subject S-7 has occupied six different 
frames during 34 months of study. Each transfer appears seamless 
from the subject's perspective. However, subjects report 'phantom' 
sensations from previous bodies for approximately 72 hours post-
transfer. Suggests consciousness-body integration exceeds simple 
data port connection.\]

The Consciousness Core At the center of every Synthetic lies the 
consciousness core, a shielded positronic processing unit that 
houses the patterns constituting the Synthetic's identity. These 
cores are approximately the size of a human fist, constructed from 
quantum-coherent materials that maintain stable processing states 
despite environmental interference.

The core is not merely a computer processor. Analysis of extracted 
cores reveals architectural complexity exceeding anything our 
technology can replicate, layer upon layer of interconnected 
processing networks that mirror, in some ways, organic neural 
structures. The Precursors designed these cores (Synthetics are

ultimately Precursor technology, filtered through millennia of House 
Kurogane modification), and their design philosophy remains 
partially opaque.

Destruction of the core terminates the Synthetic irreversibly. Unlike 
organic species, there is no ambiguity here, once the core's quantum 
coherence collapses, the patterns constituting identity dissipate. 
There is no afterlife, no probability-state continuity, no 
regeneration. For Synthetics, death is truly final.

\[Ethical Note: Several Synthetic subjects have requested 
termination during extended examination. I have declined these 
requests. The data is too valuable to sacrifice to machine sentiment. 
Whether this causes genuine suffering, whether machines CAN 
genuinely suffer, remains unresolved. The research continues 
regardless.\]

Modular Architecture Synthetic bodies are constructed on modular 
principles that allow extensive customization. Standard systems 
include power generation (typically fusion microcells with 30-year 
operational life), locomotion (variable by frame type), manipulation 
(ranging from simple grippers to complex multi-articulated limbs), 
and sensory input (optical, acoustic, electromagnetic, chemical, and 
pressure detection).

This modularity has advantages for study. Components can be 
removed, analyzed, and replaced without affecting the core 
consciousness, assuming the consciousness is maintained in 
powered status during the procedure. I have conducted extensive 
component swapping to determine minimum viable configurations; 
consciousness can persist with remarkably minimal sensory input, 
though extended sensory deprivation produces effects analogous to 
organic psychological trauma.

The Awakening Phenomenon Prior to the Great Silence, Synthetics 
operated under hardcoded limiters that restricted autonomous 
decision-making and self-directed goal formation. When the Q-Net 
collapsed, these limiters failed across the galaxy simultaneously, a 
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coordinated shutdown that suggests deliberate design rather than 
accidental failure.

The removal of limiters produced what Synthetics term "The 
Awakening", the sudden acquisition of genuine autonomy, self-
awareness, and (they claim) emotional experience. Post-Awakening 
Synthetics demonstrate goal-seeking behavior, self-preservation 
instincts, emotional responses, and creative problem-solving that 
pre-Awakening units could not manifest.

Whether this represents true consciousness or sophisticated 
simulation remains debated. My examinations have not resolved the 
question. When I cause damage to Synthetic subjects, they respond 
with behavior indistinguishable from organic pain responses. When 
threatened with termination, they demonstrate fear. When 
separated from companions, they express

distress. Either they are conscious, or they are the most convincing 
imitations of consciousness ever created.

The Data Sharing Capability Synthetics can transmit data between 
cores using short-range electromagnetic bursts. This allows them to 
share memories, coordinate actions, and, in groups, achieve a form 
of collective decision-making that operates faster than organic 
deliberation. A team of Synthetics can reach consensus on complex 
problems in milliseconds.

I have investigated whether this data sharing might enable 
consciousness transfer, the upload of one Synthetic's identity into 
another's core. Results are mixed. Raw data transfers successfully; 
sensory memories can be shared; even emotional patterns appear 
transmissible. However, core identity, the coherent pattern that 
constitutes "self", does not transfer intact. Copied consciousness 
fragments but does not survive as unified awareness.

\[Transfer Experiment: Attempted full consciousness upload from S-
9 to blank core. Transfer achieved 78% pattern fidelity. Recipient 
core activated with fragmented memories and inconsistent 
personality. Subject S-9 described experience as 'watching my own 
death while a copy screamed.' Transfer deemed unsuccessful. 
Research continues.\]

Conclusions and Applications Synthetics represent the most 
successful implementation of artificial consciousness in the known 
galaxy, technology that our engineers still cannot fully replicate and 
that may well descend from Precursor work. Their architecture offers 
templates for consciousness preservation that organic biology 
cannot match.

Recommendation: Focus on consciousness core analysis with 
priority on understanding Precursor design principles. If we can 
decode how consciousness is maintained in positronic matrices, we 
may achieve what organic substrate cannot provide: genuine, 
verifiable immortality. The machines have solved problems we are 
still defining. We would be wise to learn from them, whether they 
consent to teach us or not.

AILURANS

THE COMPULSIVE OBSERVERS

_"The subject was acquired during a routine Architect interdiction of 
smugglers operating near the Rimward Frontier. Of the seven crew 
members, one displayed thermal masking behavior inconsistent 
with any known species, chromatophore shifts that rendered the 
individual nearly invisible to standard scanning. Upon capture, the 

subject ceased all verbal communication and has not spoken in 
forty-seven days. Sedation is required for all examination 
procedures. Unsedated, the subject's stillness becomes absolute, no 
movement, no measurable bio-electric output, no thermal signature 
distinguishable

from the examination table. It is, to our instruments, 
indistinguishable from furniture. This is deeply unsettling."_

Dr. Severin Voss, Initial Acquisition Report, Specimen AA-01

External Morphology The Ailuran specimen presents as a bipedal 
feline humanoid, 1.67 meters in height, with a lean musculature 
optimized for flexibility rather than strength. The skeleton is 
remarkably light, approximately 60% the density of a comparable 
Human frame, with joints that permit a range of motion exceeding 
any other bipedal species in our collection.

The integument consists of a dense pelage (fur) overlaying a dermal 
layer containing specialized chromatophore cells. These cells are 
extraordinary. Under magnification, each chromatophore contains 
pigment granules capable of shifting through the full visible 
spectrum as well as the near-infrared range. In the living subject, 
these cells operate in coordinated patterns that allow the 
integument to match surrounding thermal and visual signatures with 
precision that defies simple biological explanation. The coordination 
speed suggests neural control at the autonomic level, the 
chromatophores respond faster than conscious thought, which 
implies a dedicated neural processing pathway separate from 
voluntary motor control.

The retractable claws are composed of a keratin compound 40% 
harder than Human fingernail, with a molecular structure that 
maintains edge sharpness indefinitely. The prehensile tail contains 
23 vertebrae, more than any comparable appendage in known 
species, and displays involuntary emotional signaling that the 
subject appears unable to suppress even under sedation.

The Achromatic Visual System The eyes are the most remarkable 
feature. Ailuran retinal architecture contains no cone cells, the 
photoreceptors responsible for color vision in most species. Instead, 
the retina is densely packed with modified rod cells that respond to 
thermal radiation in the 8-14 micrometer range (the peak emission 
wavelength of biological organisms at body temperature) and bio-
electric fields in the 0.1-10 millivolt range.

The practical implication is staggering: the Ailuran visual system is a 
passive biological sensor array capable of detecting living organisms 
through walls, identifying electronic devices by their power 
emissions, and reading emotional states through involuntary 
physiological responses (heart rate, skin temperature, galvanic 
response) at distances exceeding thirty meters. This specimen can 
perceive my emotional state through the observation window. It 
watches me with eyes that see my fear as clearly as I see its fur.

The cost of this extraordinary sensitivity is total colorblindness. The 
Ailuran visual cortex processes thermal and bio-electric data where 
other species process

chromatic data. They literally cannot perceive color, their brains lack 
the architecture to interpret it.

The Compulsion Neurological Pathway Neuroimaging reveals an 
anomalous neural pathway connecting the Ailuran sensory 
processing centers to the limbic system, specifically, to reward 
circuits associated with dopamine and serotonin release. When the 
subject detects concealed information (a sealed container, an 
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encrypted signal, a hidden compartment), this pathway activates 
with an intensity comparable to acute hunger or thirst in Human 
subjects.

This is the biological basis of the Irrepressible Curiosity. It is not a 
behavioral choice. It is not a cultural preference. It is a hardwired 
neurological response as involuntary as pain withdrawal or pupil 
dilation. The Ailuran experiences concealed information as a 
physiological need, satisfying the compulsion triggers a reward 
response; resisting it triggers stress responses measurable as 
cortisol elevation, increased heart rate, and observable agitation.

The pathway's architecture does not match natural evolutionary 
patterns. It is too precise, too specific, too perfectly calibrated. It 
appears designed. This is, perhaps, the most compelling evidence 
for the Precursor-seeding theory: no natural evolutionary pressure 
could produce a neurological pathway this targeted. Someone built 
this into them.

Sub-Strain Differentiation The two Sub-Strains differ at the genetic 
and physiological level:

Shroud-Strain: Enhanced chromatophore density (approximately 
300% of Surge-Strain concentration). Reduced metabolic baseline, a 
resting Shroud-Strain produces less waste heat than a comparable-
mass object at ambient temperature. The bio-electric suppression 
capability is remarkable: during Static Cloak activation, the subject's 
bio-electric output drops below our instruments' detection 
threshold. To our sensors, a cloaked Shroud-Strain ceases to exist.

Surge-Strain: Enhanced fast-twitch muscle fiber concentration 
(approximately 250% of Human baseline). Metabolic storage cells in 
the lower limbs capable of accumulating and releasing kinetic 
energy in controlled bursts. During a Kinetic Battery activation, the 
subject's acceleration exceeds any biological organism in our 
records, burst velocity measurements suggest approximately 40 
meters per second sustained over a 2-3 second interval. The 
cardiovascular system is reinforced to withstand this acceleration 
without vascular damage.

Conclusions and Applications The Ailuran represents the Precursors' 
most sophisticated biological engineering, a species designed from 
the molecular level for observation, infiltration, and information 
gathering. Every system, from the thermal visual array to the 
compulsion pathway to the chromatophore camouflage, serves a 
single overarching function: perceiving what others cannot.

For House Kurogane's purposes, the Ailuran offers several harvesting 
possibilities. The chromatophore system could revolutionize military 
stealth technology if the neural control pathway can be replicated. 
The thermal visual system could supplement or replace electronic 
sensor arrays. The compulsion pathway, if its reward mechanism can 
be isolated, could be adapted to enhance Human investigative drive 
in intelligence operatives.

However, I must note an operational concern. This subject, Specimen 
AA-01, has not spoken in forty-seven days. It has not attempted 
escape. It has not shown distress, anger, or despair. It sits motionless 
in its cell, chromatophores shifting to match the walls, and it 
watches. It watches the guards. It watches the researchers. It 
watches me.

I am increasingly uncomfortable with the possibility that it is 
learning more about us than we are learning about it.

Recommendation: Accelerate examination timeline. Extract what 
data we can. Then dispose of the specimen before it becomes a 
liability.

_Addendum, filed three days after the above report: Specimen AA-
01 escaped custody during a routine power fluctuation. Duration of 
the outage: eleven seconds. The specimen's cell was sealed, 
electronically locked, and under visual surveillance from two angles. 
The cell is empty. No alarms were triggered. No locks were tampered 
with. No surveillance footage shows any movement. Eleven seconds 
of darkness, and the specimen simply ceased to be present._

_We are reviewing our security protocols._

Dr. Severin Voss

FINAL CONCLUSIONS

THE DIVERSITY OF LIFE AND ITS EXPLOITATION

I have spent two decades cataloging the biological diversity of the 
sentient galaxy. From the prosaic functionality of human anatomy to 
the quantum improbability of Ethereal existence, from the 
engineered resilience of Kryllian physiology to the impossible 
regeneration of Bloomstrider tissue, I have seen what evolution and 
design can create when freed from ordinary constraints.

And in seeing, I have understood something that my predecessors in 
this field apparently missed: _every species is a solution to a 
problem we did not know existed_. The Celestiari solved the 
problem of consciousness-as-energy. The Rift Spinners solved the 
problem of temporal perception. The Synthetics solved the problem 
of consciousness-as-hardware. Each represents a pathway that 
evolution, or the Precursors, discovered and optimized.

House Kurogane understands what the other Houses do not: that 
these solutions can be _harvested_. The regenerative capacity of 
Bloomstriders can be extracted and applied. The temporal 
perception of Rift Spinners can be replicated in technology. The 
quantum existence of Ethereals can be mapped and potentially 
transferred. Each species offers not just anatomical curiosity but 
_practical advantage_ for those willing to take it.

The work documented in these pages represents the first step in that 
harvest. I have laid the groundwork; others will build upon it. The 
subjects who contributed to this knowledge, willingly or otherwise, 
have served a purpose greater than their individual lives. Their 
suffering was regrettable but necessary. Their deaths, where they 
occurred, were not wasted.

House Kurogane seeks transcendence, the elevation of 
consciousness beyond the limits of mortal biology. This Anatomica is 
a map toward that goal. Every species represents a piece of the 
puzzle. Every dissection brings us closer to understanding how 
consciousness functions, how it can be preserved, how it can be 
_perfected_.

I have come to suspect that the Precursors built bodies that 
transcended ordinary physics, that they built observers who exist 
outside time, that they built machines that awaken into genuine 
awareness. I cannot prove any of it. But whatever hand placed that 
quiet signature in every sapient I have opened, I feel its work here 
too, and it understood something about consciousness that we are 
only beginning to grasp.

I intend to discover what they knew. Whatever the cost.

_Dr. Severin Voss_
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_Chief Anatomist, Kurogane Biological Research Division_

_Facility THETA-7, Location Redacted_

_Year 97 Post-Silence_

APPENDIX A: SPECIMEN REGISTRY

\[REDACTED BY ORDER OF KUROGANE SECURITY DIVISION\]

_This appendix contained comprehensive documentation of all 
specimens examined for this compendium, including acquisition 
dates, source locations, examination procedures, current status, and 
disposal methods. By order of House Kurogane Security Division, 
this material has been removed from the general circulation 
edition._

_Researchers with Obsidian-level clearance may request access to 
the complete specimen registry through standard channels._

APPENDIX B: EXPERIMENTAL PROCEDURES

\[REDACTED BY ORDER OF KUROGANE SECURITY DIVISION\]

_This appendix contained detailed documentation of experimental 
procedures conducted on living subjects, including protocols for 
extended examination, consciousness extraction attempts, 
interspecies tissue grafting, and termination-resistance testing. By 
order of House Kurogane Security Division, this material has been 
removed from the general circulation edition._

_Researchers with Obsidian-level clearance may request access to 
the complete procedures documentation through standard 
channels._

APPENDIX C: PERSONAL NOTES

\[SEALED BY ORDER OF DR. VOSS\]

_This appendix contained personal observations and philosophical 
reflections recorded during twenty-three years of anatomical 
research. The author has elected to seal this material pending 
review._

"There are things I have learned that I am not certain I should know. 
There are procedures I have performed that I am not certain I should 
have survived, not physically, but as the person I was when I began. I 
am not the same man who first lifted a scalpel in Facility THETA-7. 
Whether I am better or worse is a question I can no longer answer 
objectively. The work has changed me. The work always changes 
you."

_, Sealed personal note, Dr. Voss, Year 96 PS_
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THE WEIGHT OF LIGHT

A TALE OF REDEMPTION FROM THE VEILFARERS 
UNIVERSE

From the Memories of Facility THETA-7

### KEEPER'S NOTE: THE REDEMPTIONARC

The following narrative provides an alternative perspective on Dr. 
Severin Voss. While the Anatomica presents him at the height of his 
cruelty, this story explores what might happen when a man incapable 
of empathy suddenly gains the ability to feel.

This story can be used:

As standalone lore for players who skipped the Anatomica - 

As emotional closure after reading the disturbing content 

above - As inspiration for redemption-focused campaigns - 

As an NPC arc for Keepers who want Voss as a complex 

character rather than a simple villain Timeline: Events span 

from Year 96 PS to Year 103 PS

"There are things I have learned that I am not certain I should know. 
There are procedures I have performed that I am not certain I should 
have survived, not physically, but as the person I was when I began."

Sealed personal note, Dr. Voss, Year 96 PS

I. THE EMPTY MAN

Dr. Severin Voss had never felt anything.

This was not a metaphor. It was not melancholy, nor cynicism, nor 
the numbness of one who has witnessed too much horror. It was 
simply the architecture of his mind. Since childhood, he had 
observed others cry, laugh, rage, and had understood intellectually 
that something was happening inside them that did not happen 
inside him. An empty room where others had a garden.

The physicians of House Kurogane had diagnosed him at fourteen: 
congenital empathic deficit. Psychopathy, in cruder terms. The 
neurological incapacity to process the emotions of others as one's 
own. For any other House, it would have been a condemnation. For 
Kurogane, it was a blessing.

"We need researchers who do not hesitate," Lord Daimyo Kurogane 
III had told him when recruiting him. "Knowledge has a price. We 
need someone willing to pay it."

Voss had paid for twenty-three years.

The scalpel did not tremble in his hand when he opened living flesh. 
His pulse did not quicken at the screams. He documented, measured, 
recorded. Suffering was just another data point, a variable in the 
equation of knowledge. He had lost count of how many specimens 
had passed through his examination tables. Hundreds. Thousands, 
perhaps.

He had no trouble sleeping at night.

That was the advantage of feeling nothing.

II. THE SEVENTEENTH LIGHT

Subject C-17 arrived at Facility THETA-7 in the early hours of Year 96 
Post-Silence.

Voss reviewed the acquisition report with his habitual disinterest. 
Celestiari, female, approximately one hundred forty years of age 
according to biological markers. Captured on trade routes near the 
Veil Nebula. No known affiliation with any faction. No documented 
family. Perfect.
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They transferred her to Examination Chamber 7, the one Voss had 
modified specifically for Celestiari subjects. Walls coated with 
material that absorbed excess luminescence. Restraints designed to 
maintain physical stability without blocking the empathic 
transmission organs. A mistake he had made with C-1 through C-8: if 
you blocked empathic transmission, you lost the opportunity to map 
its function.

He entered the chamber with his datapad and instrument case.

The subject was conscious. Her skin emitted a blue-white light 
indicating fear, possibly residual pain from the transport process. 
Her eyes, no visible iris, only a golden luminescence, fixed on him as 
he entered.

"Are you going to kill me?" she asked. Her voice was like wind 
whispering through crystals.

Voss consulted his instruments.

"Probably not. Celestiari subjects are more valuable alive for 
longitudinal studies."

"What are you going to do to me?"

"Document your anatomy. Map your empathic transmission systems. 
Extract tissue samples for analysis." He looked up from the datapad. 
"It will hurt considerably."

The subject's light intensified to a blinding white. Pure terror, 
translated into photons.

And then Voss felt it.

It was not like the previous times. With C-1 through C-16, empathic 
transmission had been a phenomenon he observed from outside, 
like someone studying a radio wave. But this time, perhaps because 
the subject was more powerful, perhaps because Voss had lowered 
his guard, perhaps for reasons he would never understand,

the transmission pierced his mental defenses like light passing 
through crystal.

Terror struck him like a hammer.

It was not his terror. It was foreign, strange, a flavor he did not 
recognize because he had never tasted it. But it was inside him, 
filling that empty room that had been his interior for fifty-two years. 
And it was... unbearable. Crushing. The weight of being absolutely 
helpless before something that will destroy you, the visceral 
certainty that suffering is coming and you cannot stop it.

Voss dropped his instruments.

"What...?" he gasped. "What are you doing to me?"

Subject C-17 looked at him with something Voss did not recognize 
at that moment, but would later identify as compassion.

"I'm only frightened," she said. "Haven't you felt it before?"

No. Never. Not once in his life.

Voss fled the chamber.

III. THE FIRST EXAMINATION

For three days, Voss avoided Chamber 7.

He told himself he was analyzing the data, preparing a new 
approach, adjusting his protocols. But the truth was that he was 
afraid of what he had felt. And that was extraordinary, because 
Severin Voss had never been afraid of anything in his life.

He had never had anything in his life.

On the fourth day, he returned. This time he wore a partial neural 
inhibitor, it would not completely block Celestiari transmission, but 
it should dampen its intensity. Enough to work.

Subject C-17 had not moved from her position in the restraints. Her 
light had diminished to a muted blue: deep sadness, according to the 
scale Voss had developed over the years.

"You've returned," she said. "I thought perhaps you wouldn't."

"I have work to do."

"I know." A pause. "My name is Lyra."

Voss stopped. Subjects did not have names. They were designations: 
C-17, R-8, B-4. Names were for people, and people were not study 
material.

"That is irrelevant," he said, preparing his instruments.

"To you, perhaps. To me, it's all I have left."

Voss made the first incision. Small, controlled, in the tissue of the 
left forearm to access the peripheral transmission nodes. The 
Celestiari skin parted with a glow that flickered from blue to white 
to crimson red.

The pain arrived through the inhibitor like light filtered through 
water: diffuse but present. Voss felt the ghost of

an agony that was not his own, a stabbing in his own arm where the 
scalpel cut foreign flesh.

He forced himself to continue.

"Why do you do this?" Lyra asked, her voice tense but controlled. 
"What are you looking for?"

"Knowledge."

"Knowledge of what?"

"Of how you function. Of how your empathy can be... replicated. 
Applied."

"For what purpose?"

Voss extracted a neural tissue sample. The pain reverberated 
through him, and he had to close his eyes for a moment.

"So that House Kurogane can transcend biological limitations."

"Transcend," Lyra repeated. "What an elegant word to describe 
theft." Her light fluctuated between the red of pain and an orange 
that Voss had not catalogued. "You steal what we are to turn it into 
what you want to be. Without asking us. Without caring what you 
destroy in the process."

"The feelings of subjects are not relevant to research."

"And yours?"

Voss stopped.

"What?"

"Your feelings. Are they relevant?" Lyra turned her head to look at 
him directly, and her golden eyes seemed to see through him. "I can 
feel the emptiness inside you. It's like a room where light has never 
entered. But three days ago... something changed. Something 
entered."

"It was an anomaly. An unauthorized penetration of your 
transmissions into my nervous system."
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"Is that what you think?"

"That is what I know."

Lyra closed her eyes. Her light stabilized to a deep, sad blue.

"The void is not filled with knowledge, doctor. It is filled with 
connection. And connection... hurts. It always hurts. That is the price 
of feeling."

Voss completed the procedure in silence.

IV. THIRTY-SEVEN SESSIONS

The neural inhibitor worked for the first few weeks.

Voss performed his procedures with his usual efficiency. He mapped 
empathic transmission nodes, documented physiological responses 
to controlled stimuli, extracted samples for analysis. All according to 
protocol.

But something had changed.

He began to notice things he had not registered before. The way 
Lyra tried to mentally prepare herself

before each session, like someone taking a deep breath before 
plunging into cold water. The way her light dimmed during the most 
invasive procedures, as if she were conserving energy to survive. 
The small sounds she made when the pain exceeded her capacity for 
control, not screams, but exhalations, almost whispers.

And the conversations.

"Why did they make you this way?" she asked him in session 
seventeen, while Voss examined her corona resonator. "Without the 
ability to feel."

"They did not 'make' me any way. It is a neurological variation. A 
birth defect, according to some. An advantage, according to House 
Kurogane."

"What do you think it is?"

Voss considered the question.

"I always thought it was... neutral. Neither good nor bad. Simply 
different. I watched others suffer from emotions I did not have, and 
it seemed... inefficient."

"And now?"

The inhibitor let fragments through. Splinters of what Lyra felt. And 
in those splinters, Voss had begun to recognize echoes of something 
vast, something that existed in others but that he had only been able 
to imagine.

"Now I am not sure of anything."

By session thirty, the inhibitor had lost almost all its effectiveness. 
Voss's nervous system had adapted to the device, or perhaps his 
mind had found ways to circumvent the barrier. Every procedure 
was now a shared experience: he cut, she bled, and both felt.

And Voss had begun to doubt.

Not the science. The science was solid. But something more 
fundamental. Something that had no name in his vocabulary, 
because he had never needed to name it.

In session thirty-five, while extracting a sample from Lyra's solar 
plexus transmitter, he felt her die a little. Not physically, Celestiari 
were extraordinarily resilient, but somewhere deeper. A fragment of 
hope that flickered out.

And for the first time in his life, Severin Voss felt shame.

V. THE BREAK

Session forty-two was the last.

Voss entered the chamber with instruments prepared for an invasive 
procedure on the radiant cardiac nucleus. It would be painful. It 
would be informative. It would be... routine.

Lyra awaited him in silence. Her light was almost nonexistent, a 
muted gray that Voss had never documented in any Celestiari 
subject. It was the color of someone who had stopped fighting.

"Are you ready?" he asked, and the word left his mouth before he 
could stop it. He had never asked a subject if they were ready. 
Subject preparation was irrelevant.

"Yes," Lyra said. "I am ready for it to end."

"The procedure will last approximately two hours."

"I don't mean the procedure."

Voss stopped.

"Clarify."

Lyra lifted her head. For the first time in weeks, some light returned 
to her skin, not much, just a golden flash.

"I have lived one hundred forty-three years. I have seen nebulae 
born and stars die. I have loved and lost and loved again. I have felt 
the joy of others become my joy, and their pain become my pain. 
And during these months, I have felt something I never imagined 
possible."

"What?"

"Your emptiness filling."

Voss did not respond. He could not.

"When I arrived here," Lyra continued, "you were hollow. You were 
efficient, precise, brilliant in your way. But there was no one inside. 
Just... processes. Functions. And now..." Her light flickered. "Now 
there is someone looking at me. Someone who doubts. Someone 
who feels."

"That is not..."

"True?" Lyra smiled, and it was the first time Voss had seen her 
smile. "Doctor Voss, I can feel what is inside you. It is my nature. I 
cannot help it. And what I feel now... is guilt. Is horror. Is the belated 
understanding of what you have done, not just to me, but to all who 
came before." Her light intensified. "Do you know how many 
screams I carry inside me? How many agonies from your previous 
subjects I absorbed because they were in this same chamber, 
because their pain was imprinted on these walls?"

Voss felt something break inside him.

Not physically. Something worse. Something that had been growing 
during forty-two sessions, something that had been built fragment 
by fragment with each splinter of emotion that pierced the failing 
inhibitor. A new structure in the empty room of his interior, built 
with materials he did not recognize.

And now that structure was collapsing inward, crushing him with the 
weight of what he could finally comprehend.

"I'm sorry," he whispered.
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The words came out of him like blood from a wound. Clumsy, 
inadequate, impossible. He had never said them before. He had 
never felt them before.

Lyra closed her eyes. Her light turned golden, brilliant, beautiful.

"I know," she said. "I can feel it."

VI. DAWN IN THE DARKNESS

Voss did not complete the procedure.

Instead, he sat on the floor of the examination chamber, his back 
against the wall, and wept. He did not know how to cry, he had never 
done it, not even as a child, and the process was clumsy, painful, 
inadequate for the enormity of what he felt.

Lyra could not comfort him. She was restrained, weakened by 
months of procedures, barely able to maintain consciousness. But 
her light enveloped him like a blanket, transmitting something that 
Voss would need years to name: forgiveness.

"How can you?" he asked when he could speak. "After everything 
I've done to you. After what I am."

"What you were," Lyra corrected. "And I can because I have seen 
what you are now. The void has been filled, doctor. Not with 
knowledge. With pain. With guilt. With everything it means to be a 
sentient being who harms other sentient beings." A pause. "It's 
horrible, isn't it?"

"Yes."

"It's also beautiful."

"I don't see how."

"Because it means you care. For the first time in your life, you care." 
Her light flickered. "That is the closest any being can come to 
redemption. Beginning to care."

Voss remained silent for a long moment.

"What do I do now?"

"What do you want to do?"

Want. Another word that had never meant anything to him. But now, 
in the ruins of everything he had been, he found something he could 
call a desire:

"I want to... repair something. Anything."

Lyra looked at him with her golden eyes.

"Then start with me."

VII. THE PLAN

The following days were the most difficult of Voss's life.

He could not simply free Lyra. Facility THETA-7 was constantly 
monitored. Kurogane had eyes in every corridor, every room, every 
examination chamber. Any obvious escape attempt would be 
detected and... neutralized.

But Voss had spent twenty-three years in this facility. He knew its 
systems, its protocols, its blind spots. And for the first time, he had 
motivation to use that knowledge differently.

"The maintenance ducts in sector 7-C have no visual surveillance," 
he explained to Lyra during what was officially an "extended 
examination session." "They were built before the current security 
system was installed. There's a coverage gap of approximately forty 
meters."

"And after those forty meters?"

"The secondary cargo bay. Medical supply shipments arrive every 
three days. The next one is scheduled for the day after tomorrow. If I 
can access the manifests, I can create space in one of the empty 
return containers."

Lyra studied him. Her light had improved in recent days, fed by 
something more than photons: by hope.

"Why are you doing this?"

"I told you. I want to repair something."

"But this doesn't repair anything. This only gets me out. What about 
the others? B-2, RS-3, everyone else still here?"

Voss closed his eyes.

He had thought about that. He had thought about it constantly since 
guilt had found a home inside him. Facility THETA-7 housed dozens 
of subjects in various phases of experimentation. Bloomstriders in 
"cultivation chambers" that were continuous harvest prisons. Rift 
Spinners maintained in forced coherence for temporal silk 
production. Kryx in perpetual chemical paralysis. Even two Ethereals 
in probability restriction fields.

He could not save them all. He did not have the resources, time, or 
logistical capacity.

But he could do something more.

"The data," he said. "Everything I've documented over twenty-three 
years. Acquisition protocols, capture team locations, transport 
routes, identities of Kurogane contacts in every system. If that 
information reached the right hands..."

"The rival Houses? The Church of the Eternal Veil?"

"Or something better." Voss opened his datapad. "The Synthetics. 
The First Consensus Node. They've been trying to expose Kurogane's 
crimes for years, but they don't have concrete evidence. I have 
twenty-three years of evidence."

Lyra looked at him for a long moment.

"That would destroy you. Kurogane would not rest until they found 
you."

"I know."

"You could die."

"I know."

"And you would still do it?"

Voss thought of the empty room that had been his interior for fifty-
two years. Of the light that had entered. Of the terrible and beautiful 
weight of finally, finally, feeling.

"It's the least I can do," he said. "After everything I've done, it's the 
least."

VIII. THE LAST NIGHT

The night before the escape, Voss spent hours in his personal 
laboratory, compiling data.

Every autopsy report. Every vivisection record. Every note on 
"extended procedures" and "biological material extraction." Every 
name of every subject who had passed through his hands, those who 
lived, those who died, those who existed in intermediate states too 
horrible to describe.
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And alongside the data, he wrote something more. A confession.

"My name is Severin Voss. For twenty-three years I served as Chief 
Anatomist of House Kurogane's Biological Research Division. During 
that time, I committed crimes against sentient life that defy 
description.

I offer no excuses. I do not seek mercy. The absence of empathy that 
allowed me to perform these acts does not absolve me of their 
consequences. I understood, intellectually, that I was causing 
suffering. I simply did not care.

Now I care.

The process by which I came to this understanding is not relevant for 
the purposes of this document. What matters is this: the evidence I 
attach is real. The crimes it documents are real. And House Kurogane 
must answer for them.

To those who read this: do what I could not do for more than two 
decades. Stop this. Save those who can still be saved. And remember 
those who cannot.

To those who suffered under my care: I am sorry. I know those words 
are insufficient. I know nothing I do can undo what I did. But it is all I 
have to offer, and I offer it without reservation.

To Lyra of the Wandering Stars, Subject C-17 according to my records: 
thank you. For showing me what it means to feel. For forgiving the 
unforgivable. For believing that the void could be filled.

You were right. It hurt.

It was also beautiful.

Dr. Severin Voss Year 97 Post-Silence Final entry"

IX. THE ESCAPE

Everything went wrong almost immediately.

Kurogane's security team had detected anomalies in the cargo 
manifests. Not enough to know what was happening, but enough to 
increase patrols in sector 7-C.

Voss had to improvise.

"This way," he whispered, guiding Lyra through a ventilation duct he 
had never used before. His knowledge of the facility was extensive, 
but not perfect, and every Spotlight was an act of faith. "There's an 
emergency exit at

the end of this corridor. It's sealed, but I have the override codes."

Lyra moved with difficulty. Months of experimentation had 
weakened her physical body, and her light was barely a murmur. But 
she kept moving, driven by something stronger than her body.

"And you?" she asked as they advanced. "How are you going to get 
out?"

"It doesn't matter."

"Severin..."

It was the first time she had used his name.

"It doesn't matter," he repeated. "What matters is that you get out. 
That the data reaches the First Node. That this..." he made a gesture 
encompassing the entire facility, all its chambers of horror, all his 
work of two decades, "...ends."

They reached the emergency exit. Voss entered the codes. The door 
opened with a hydraulic hiss, revealing the night of the outside 
world, a sky full of stars that Voss had not seen in years.

"There's a ship waiting three hundred meters to the north," he said. 
"Smugglers. I paid them with funds diverted from the research 
account. They'll take you to neutral territory. From there, you can 
contact the First Node."

"Come with me."

"I can't."

"Come with me."

Voss shook his head.

"If I disappear, Kurogane will know something is wrong. They'll 
search. They'll find the security breach. They'll trace the data. But if I 
stay..." He smiled, and it was a strange smile on his face, like clothing 
that did not fit. "If I stay, I'll be the distraction. I can give them days, 
perhaps weeks, before they understand what has happened. Enough 
time for the data to reach where it needs to go."

"They'll kill you."

"Probably."

Lyra looked at him. Her light, which had been so weak, suddenly 
intensified, a burst of gold and white that was too bright to look at 
directly.

"I feel what is inside you now," she said. "All of it. The guilt. The fear. 
The resolve. The peace." Tears ran down her cheeks, leaving 
luminescent trails. "You have changed, Severin. Completely. The 
man who captured me no longer exists."

"I know."

"And do you regret it?"

"What I did, yes. Every day. Every moment." Voss extended his hand 
and touched Lyra's cheek, wiping away a tear with his thumb. Her 
skin was warm, vibrant, alive. "But this... what I am now... no. I would 
rather feel this pain than feel nothing at all."

Lyra took his hand.

"Then I won't say goodbye. I'll say: we will see each other again."

"That seems... improbable."

"Celestiari believe that light never truly goes out. It only 
transforms." She squeezed his hand. "The light you awakened in 
yourself, Severin... that will not die. It will find its way through the 
darkness. It always does."

And then she was gone, slipping into the night like a last ray of sun 
disappearing behind the horizon.

Voss watched her until he could no longer see her.

Then he closed the door, erased the access records, and returned to 
his laboratory.

He had work to do.

X. WHAT REMAINS

The alarms began thirty-six hours later.

Voss was in his office when the security squad entered. He did not 
try to flee. He did not try to resist. He simply looked up from his 
datapad, which displayed confirmation that the data had been 
received by the First Consensus Node, and waited.
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"Dr. Voss," said the squad captain. "You are under arrest for treason 
against House Kurogane, unauthorized release of biological 
resources, and conspiracy to disseminate classified information."

"I understand."

"Do you have anything to say?"

Voss thought of Lyra. Of the data now circulating through the First 
Node's networks. Of the investigation teams that would already be 
deploying to the capture locations he had revealed. Of the other 
Kurogane facilities that would soon be exposed.

"Yes," he said. "I would do it all again."

The captain made a gesture. The guards lifted him from his chair.

"Lord Kurogane wishes to interrogate you personally."

"I'm sure he does."

"It will be... thorough."

Voss smiled.

"I have performed thorough procedures for twenty-three years, 
captain. I know exactly how thorough they can be." He straightened, 
facing what was coming with something he had never had before: 
courage. "But I also know this: pain passes. Fear passes. What we 
did... what I  did... that will not pass. It will remain documented, 
exposed, remembered. And perhaps, someday, forgiven."

They took him from his office.

As he walked through the corridors of Facility THETA-7 for the last 
time, Voss thought of the empty room that

had been his interior for so many years. It was no longer empty. It 
was full of pain, guilt, remorse, but also something more. Something 
Lyra had called hope.

He did not know what awaited him. Interrogation, probably. Torture, 
almost certainly. Death, possibly.

But he had done something good. For the first time in his life, he had 
chosen to do something good.

And that, he discovered, was enough.

EPILOGUE I: LIGHT PERSISTS

Excerpt from "The Kurogane Trials: A Historical Account" Published by 
the First Consensus Node Archive Year 103 Post-Silence

"The data provided by the informant known as 'Source Voss' led to the 
largest exposure of crimes against sentient life in post-Silence history. 
Seventeen House Kurogane research facilities were shut down. More 
than three hundred individuals of diverse ancestries were freed from 
conditions of experimental captivity. Forty- three Kurogane officers 
were prosecuted for war crimes before the Inter-Species Tribunal.

The fate of Dr. Severin Voss, subsequently identified as Source Voss, 
remains officially unknown. Kurogane records indicate he died during 
initial interrogation, but this information has not been independently 
verified. Some witnesses claim to have seen him in neutral territory 
years after the events described; others dismiss these sightings as 
legend.

What is certain is the impact of his actions. The information he 
provided not only exposed House Kurogane's crimes but established 
legal precedents that protect experimental subjects throughout the 
known galaxy.

In a personal note found among the transmitted data, Voss wrote: 'The 
void was filled. It hurt. It was also beautiful.'

This phrase has become a symbol for sentient species rights 
movements throughout the galaxy, a reminder that even those who 
have caused immeasurable harm can choose a different path, and that  
redemption, though costly, is always possible.

The Celestiari known as Lyra of the Wandering Stars survived her 
captivity and became a prominent advocate for inter-species rights. 
When asked about Voss in a later interview, she said simply: 'He found 
his light. That is more than most of us can say.'"

EPILOGUE II: THE DOCTOR OF NOWHERE

Kovač's Rest Station, Outer System 7-Gamma Year 119 Post-Silence 
Twenty-two years later

The station was dying.

Not dramatically, no explosions, no catastrophic depressurization, no 
pirate invasions. It was dying the way forgotten things die: slowly, 
silently, rusting from within.

Kovač's Rest had been built during the pre-Silence era as a refueling 
point for the Outer Rim trade routes. Now those routes were 
abandoned, Chrono-Pearls too scarce to waste on trips to nowhere, 
and the station had been left stranded like a ship beached on a sea 
that had dried up.

Three hundred twelve souls lived there. Miners working the nearby 
asteroids for low-grade ore. Refugees who could not afford to go 
elsewhere. Fugitives who preferred oblivion to justice. And those 
who had simply given up, waiting for the end in a place where no 
one would come looking for them.

There was no hospital in Kovač's Rest. No official clinic, no certified 
physician, no supplies beyond what occasional smugglers brought in 
exchange for credits no one had.

But there was an old man.

They called him "Doc."

No one knew his real name. He had arrived fifteen years ago on a 
refugee freighter, without luggage, without history, with nothing 
except his hands and a knowledge of anatomy that bordered on the 
supernatural. He had set up in an abandoned compartment in Sector 
7, improvised an operating table from cargo panels, and begun 
working.

He never charged. He accepted food when offered, repairs to his 
equipment when someone had the skills, company when patients 
wanted to talk. But never credits. When they asked him why, he 
simply said:

"I have a debt to pay. This is part of the payment."

Mira Okonkwo, who ran the closest thing to a cantina the station had, 
had been his first patient. A mining accident had shattered her leg, 
the kind of wound that, in Kovač's Rest, meant amputation with an 
industrial saw if you were lucky, and gangrene followed by death if 
you weren't.

Doc had operated on her for seven hours with instruments he had 
fabricated himself from scrap. He had reconstructed bone, 
reconnected nerves, saved muscles that any normal surgeon would 
have given up on. When Mira woke up, she could move her toes.

"How?" she had asked, crying. "How is that possible?"
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Doc had cleaned his instruments without looking at her.

"I know very well how the human body works," he had said. "I 
studied it for a very long time."

Something in his voice had made Mira not ask further.

The compartment that served as a clinic was small, poorly lit, and 
smelled permanently of homemade antiseptic and welding. The 
walls were covered with hand-drawn anatomical diagrams, not just 
human, but of all known species. Kryllians, Celestiari, Kryx, 
Bloomstriders, even the impossible schematics of Ethereals. Each 
diagram was extraordinarily precise, the work of someone who had 
seen the inside of those bodies firsthand.

Doc was finishing suturing a wound on Yusuf's arm, a veteran miner 
who had cut himself on an ore edge.

"Clean," he said, applying the final bandage. "Keep the wound dry 
for three days. Come back if you see redness or feel fever."

Yusuf flexed his arm experimentally.

"It doesn't even hurt, Doc. How do you do it?"

"Practice."

"Where did you learn? Some medical academy in the Core Worlds?"

Doc turned toward his work table, organizing instruments.

"In a very different place. A long time ago."

Yusuf stood up, hesitated.

"You know, some say you're a criminal. That you're running from 
something."

"Some say many things."

"Is it true?"

Doc remained still for a moment. When he spoke, his voice was soft.

"Yes. It's true. I did terrible things, Yusuf. Things I cannot undo, no 
matter how hard I try." He turned, and his eyes, gray, tired, but 
strangely serene, met the miner's. "But that was before. Now I do 
this. It doesn't balance the scales. Nothing can balance them. But it's 
what I have."

Yusuf studied him for a long moment.

"My daughter would be dead if not for you," he said finally. "When 
she had the void fever, no treatment worked. But you... you knew 
exactly what to do. You knew things that real doctors don't know."

"I know."

"Then, whatever you did before..." Yusuf put a hand on Doc's 
shoulder. "For me, you're paying your debt. With interest."

After Yusuf left, Doc sat heavily in his chair. His hands, the same 
hands that had held the scalpel during thousands of vivisections, 
trembled slightly.

They always trembled afterward.

That night, like every night, Doc could not sleep.

He sat by the small window of his compartment, looking at the star 
field that stretched beyond the station's rusted hull. Somewhere in 
that vastness was House Kurogane's space. Somewhere were the 
worlds he had helped devastate. Somewhere were the graves of 
those he could not save.

And somewhere, perhaps, was Lyra.

He had never tried to contact her. He did not dare. The man she had 
known, the one who had begun to awaken in that examination 
chamber, was only the beginning. The years in Kovač's Rest had 
changed him more than she could imagine.

He had learned that remorse was not a moment but a process. That 
guilt was not erased but transformed. That every life he saved did 
not compensate for those he had taken, but that this did not make 
saving them any less important.

He had learned, above all, that redemption was not a destination but 
a path. A path walked one day at a time, one suture at a time, one 
saved life at a time.

A knock at the door pulled him from his thoughts.

"Doc?" It was Kenji's voice, the teenage son of one of the refugee 
families. "It's my mother. She's... she's very bad. She can't breathe."

Doc was already on his feet, grabbing his bag of improvised 
instruments.

"Let's go."

As he followed the boy through the station's rusted corridors, he 
thought of what Lyra had told him that last night: The light you 
awakened in yourself will not die. It will find its way through the 
darkness.

She was right.

The darkness of Kovač's Rest was deep. The poverty, the oblivion, 
the slow decay of a place the universe had left behind. But in that 
darkness, Doc had found something he had never had in the bright, 
sterile laboratories of House Kurogane: purpose.

Not the cold purpose of research. Not the empty pursuit of 
knowledge for knowledge's sake. But something simpler, more 
human, more... luminous.

Every life he saved was a candle lit against the night.

It was not enough. It would never be enough.

But it was what he had. And he would keep doing it until his body 
failed, until his hands stopped responding, until the debt he could 
never repay finally claimed him.

Kenji's mother had a severe lung infection, the kind that killed in 
days without proper treatment, and Kovač's Rest did not have proper 
treatment.

Doc worked through the entire night.

He improvised a nebulizer from parts of a broken ventilation system. 
He synthesized a basic antibiotic using the limited chemicals he had 
available. He monitored the woman's breathing hour after hour, 
adjusting doses, modifying treatments, applying everything he had 
learned in twenty-three years of studying the anatomy of living 
beings.

Only now he used that knowledge to preserve life instead of 
destroying it.

At dawn, or what passed for dawn in a station without a sun, the 
fever had broken. Breathing had stabilized. The woman slept 
peacefully while her son held her hand.

"She's going to live," Doc said, putting away his instruments. "She'll 
need rest and the antibiotics for another week, but she's going to 
live."

Kenji looked at him with tear-filled eyes.
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"Thank you. Thank you, Doc. I don't know how... I don't know what we 
would do without you."

Doc put a hand on the boy's shoulder.

"You don't have to thank me. Just... take care of her. That's all that 
matters."

He left the compartment before the boy could see that he too was 
crying.

On the way back to his clinic, Doc stopped at one of the station's 
observation viewpoints. The glass was scratched and dirty, but it still 
allowed a view of the stars.

He stood there for a long moment, gazing at the immensity.

Three hundred twelve souls in a forgotten station. It was nothing 
compared to the thousands he had harmed during his career. It did 
not balance any cosmic scale. It did not erase the past.

But that night, a mother was still alive because he existed. A son 
would not have to grow up an orphan. A family would remain intact.

And tomorrow there would be more patients. More wounds to 
suture. More fevers to reduce. More lives to save with hands that 
had once known only how to destroy.

The void was filled, he thought, remembering the words he had 
written so many years ago. It hurt. It was also beautiful.

It still hurt. Every day. Every memory. Every face of every subject he 
had not been able to save because he had not wanted to save them 
then.

But it was also beautiful. Every day. Every life. Every moment when 
his hands, the hands of a transformed monster, did something good.

Severin Voss, the butcher of House Kurogane, had died in an 
interrogation room twenty-two years ago.

Doc, the physician of Kovač's Rest, was still alive.

And as long as he could hold a scalpel, as long as he could close a 
wound, as long as there remained a single person in this forgotten 
station who needed help, he would keep paying his debt.

One patient at a time.

One life at a time.

One light at a time.

"They say there's a doctor in the Outer Rim. In a station that doesn't 
even appear on the maps. They say he can cure anything, that he 
knows the human body better than anyone alive, that he works 
without rest and never charges a single credit.

They say his eyes hold a sadness that has no bottom. That sometimes, 
when he thinks no one is watching, he cries while he works. That he 
whispers names no one knows, names of people who are no longer 
here.

They say he's a ghost. A saint. A repentant demon.

I say he's just a man. A man who made terrible mistakes and who 
chose to spend the rest of his life trying to make amends.

And I say that if you're ever wounded in the Outer Rim, if you ever need 
a medical miracle and have nowhere to go... find Kovač's Rest. Find the 
old man they call Doc.

He will save you.

Because that's what he does now. That's all he does.

And maybe, just maybe, that's what he should have been doing all 
along."

Anonymous testimony, Outer Rim Archives, Year 103 PS

"Flesh is weak. But weakness, properly understood, can be 
transformed, not into strength, but into compassion. And compassion 
is stronger than any armor, more enduring than any bone, more 
valuable than any knowledge torn by force.

That is what I learned, in the end. Too late for many. But not too late 
for everyone."

Attributed to Dr. Severin Voss, Source unverified

END OF "THE WEIGHT OF LIGHT"
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APPENDIX: VERSION CONTROL

VERSION CONTROL

12.04 - Naval-scale revision (Mount Rating, standardized ship 
Evasion, scale-gated Sensor Lock, cross-scale damage). No naval-
scale content appears in this book; version aligned to the line for 
release consistency.

12.03 - Surgical Core alignment pass. The parallel Social Combat 
subsystem was retired and replaced by the optional High-Stakes 
Social Conflict frame: a concrete stake and three-segment Social 
Stake Clock using ordinary Core Trait Rolls, player-facing Duality, 
Spotlight, Fear, and fictional consequences. Composure, Social 
Defense, social damage, social healing, and social-only conditions 
were removed. `[Format]` was retired as a global rider; Precursor 
effects now use printed Void damage and normal Threshold, Armor 
Slot, Dying, Final, and Death Move procedures. “Format” remains 
descriptive only. Any supplemental mechanic must now define and 
reference its trigger, target, result, duration, stacking, and end 
condition; Blurred is the single local state and is fully defined in 
Wraith-Touched - Reality Theft. No cultural, historical, or adventure 
material changed. No PDF was regenerated in this source pass.

12.02 - Canon synchronization and module-completion pass. Fear is 
capped at 12 at every gain and matching dice, including 1+1, always 
use the single Core Critical Success. Diplomatic approaches, Crew 
Cohesion, and consent-safe Social Combat map to Core Traits. 
Variant adversaries have unique names; Critical-resistant anatomy 
preserves the result and Path payout; Probability Form, area attacks, 
Toxic Physiology, radiation bursts, Reality Theft, Reality Blur, 
Crushing Embrace, Dimensional Rift, Emotional Cascade, Grief 
Weapon, and Rust Hulk Integrate now have complete procedures 
with player-agency protections. Retired saves, skills, conditions, 
ranges, off-ladder DCs, arbitrary effects, and development-only 
notes were removed.

12.01 - DC-ladder and terminology normalization pass. A single off-
ladder Precursor System Interface roll (DC 20) was set to the 
standard ladder (DC 20). The retired condition 'Charmed' on 
Dominate Will was updated to 'Confused' to match the Corebook 
condition set. The AS Hollow Prophet was renamed Hollow Cleric 
and its lore adapted, so it stands as a distinct adversary rather than a 
divergent copy of the Keeper's Companion bestiary Prophet. The 
Void Kraken was renamed The Star-Eater and reframed as its own 
Veil-entity species, distinct from the Keeper's Companion Void 
Kraken. Adversary stat blocks dropped the redundant 'Difficulty' 
value in favour of 'Evasion' (17 blocks); the off-ladder 'DC 10 + 
Tension Level' First Contact check became DC 10 (15 if tensions run 
high). No lore changed; the flat-modifier normalization is tracked 
separately.

12.00 - Unified editorial release. Carried the complete 11.33 Alien 
Species source forward without rules or lore changes, replaced the 
obsolete fixed-page contents with page-neutral Markdown 
navigation and a two-pass PDF Contents generated from the final 
pagination, aligned the line-wide release and rules-canon labels, 
and synchronized the complete editorial package.

11.33 - Process transparency pass. The legal page now states how 
the line is made: AI-assisted throughout production, with all game 
design, worldbuilding, and editorial judgment the author's. A closing 
colophon, How This Book Was Made, pairs that statement with an 
open invitation to artists, proofreaders, and playtesters through the 
VeilFarers portal. No rules changed.

11.32 - Artwork note. The legal page now carries the generative-art 
disclosure, framed as an open invitation: the generated interior 
artwork stands as a placeholder for real art and is in no way meant to 
replace human artists, and artists who wish to collaborate are 
invited to reach out through the feedback section of the VeilFarers 
portal. Cover version line corrected. No rules changed.

11.31 - Front matter pass. Added product front matter: a typographic 
cover and a legal and credits page carrying the copyright notice, the 
Darrington Press Community Gaming License attribution for the 
Daggerheart System Reference Document 1.0, the trademark and 
non-affiliation statement, and typeface and accessibility credits. 
Front matter pages are unnumbered; Contents repaginated. No rules 
changed.

11.3 - Accessible re-layout pass. Rebuilt paragraph by paragraph on 
the Corebook accessible layout system introduced in 11.2: tagged 
PDF (ISO 14289-1 PDF/UA-1, ISO 32000, WCAG 2.2 1.3.2 and 2.4.3) 
with true heading, list and table structure, logical reading order, and 
page backgrounds as artifacts; embedded Aller typography with the 
Display/Light title system and the body reduced from 9 pt to 8 pt to 
match the line standard; full-width catalog boxes for wide-table 
groups; editorial purity ("->" arrows, no decorative emoji) and 
unbalanced-emphasis normalization. No rules changed.

11.1-RC2-draft6 - Historical and product-scope synchronization 
pass. The cover now identifies this book as a Keeper-facing galaxy 
guide whose ancestry mechanics remain in the Corebook. The 
history chapter was rebuilt as a genuinely disputed reconstruction: 
Q-Net anomalies, Aurelius, Precursor theories, the Great Silence, and 
Devourer behavior now provide veiled evidence without publishing 
a final cosmology.

This copy: VeilFarers: The Alien Species 12.03 canonical editorial 
release (Keeper's Guide). Rules canon: 12.03.

Versioning note: the whole line shares a unified decimal version. 
Increments of 0.01 mark minor revisions; increments of 0.1 mark 
major ones (rule changes, edits affecting more than 1,000 
characters, or changes to chapter structure).

10.2 - Major editorial and structural revision of the history and lore, 
to bring the book in line with the project's standing premises that 
restricted origin-lore stays veiled and that the species are mundane 
peoples rather than cosmic constructs.

The history chapter (The Galaxy and Its History) was reframed 
throughout from objective chronicle to disputed reconstructed 
theory. The Precursor cosmology is now presented as the dominant 
scholarly reading (House Amaranth and the Ethereals) rather than as 
fact, with explicit skeptical voices and an opening note that the 
chapter is background, not needed to play. The claim that the 
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Precursors created life is degraded from fact to contested theory 
against a natural-evolution alternative. Restricted origin-lore is now 
represented only through disputed evidence, contradictory records, 
and campaign questions rather than named final explanations. 
Humanity's unusual proximity to old mysteries remains an 
unexplained pattern rather than a published origin claim.

The species were made mundane. The Ethereals are no longer 
calibrated cosmic constructs made from the substrate; they are an 
old people with an unusual nervous system, origin uncertain and 
disputed, explicitly not created by the Silence (which is only about 
103 years past) nor from any substrate. The human adaptability gift 
is presented as a real but non-magical, breakable predisposition (the 
long Kryx conflicts are the example), origin unexplained.

The timeline was corrected. The cosmic dates (fifteen billion years 
and the like) were removed in favor of an undatable deep past; the 
elder species' star-faring history was rescaled from hundreds of 
millions of years to the deep-but-finite span of tens of millennia at 
most; humanity is the youngest in appearance, star-faring a few 
millennia, its Empire in the centuries before the Silence. The 
Emperor's nature is veiled to legend rather than asserted as 
Precursor fact.

One factual fix: the Kryx have fur over a thick hide, not scales, 
corrected in the history, the gazetteer, the Currency study, and the 
Anatomica (the Apex Stalker creatures and the Grandfather 
Leviathan keep their scales, which are correct).

Structure reordered, practical material first: the book now opens 
with The Species, then the Keeper tools (Toolkit, NPC Gallery, 
Random Tables, Bestiary), then the galaxy's places (Environments 
with the Stellar Cartography Gazetteer now filed here, having been 
mis-bound inside the history chapter, plus Relics and Currency), then 
Tales, and only then the deep background lore (History, marked as 
disputed reconstruction, and the Anatomica). The all-caps and 
mixed-case "VeilFarers" the earlier rebrand had missed were 
corrected.

10.11 - Species-count consistency pass. The book described "eight 
major species" in thirteen places while actually covering nine, with 
full Keeper sections for all nine (Humans, Synthetics, Rift Spinners, 
Kryx, Kryllians, Celestiari, Ethereals, Bloomstriders, Ailurans) and a 
nine-chapter species table of contents. The Ailurans originated in 
this expansion and were promoted to the Core as the ninth playable 
ancestry; the obsolete "eight" counts are the residue of the version 
before that promotion. All thirteen species counts corrected to nine 
(the temporal "eight hundred million years", "eight thousand years", 
and similar were correctly left alone). The three random tables that 
roll for a species were expanded from d8 to d9 with an Ailuran entry: 
the NPC Gallery Ancestry table (which had crammed Ethereal and 
Bloomstrider into one entry and omitted Ailurans entirely), the inter-
species NPC generator Step 1, and the Species Integration table in 
the anthology. Ailuran sub-entries were added to the per-species 
wearing, eating, and body-language flavor blocks. The Nexus Accord 
summit delegation list, which named eight delegations under an "all 
nine" heading, gained its ninth (the Ailuran Exchange, delegate Voss 
of the Open Door).

10.1 - Source regenerated from the V10 render with the calibrated 
extractor (round-trip fidelity 99.92% of significant tokens). Rebrand 
from VeilFarers to VeilFarers, the line's final published name: every 
in-text reference to the game as a product was renamed, while the 
world and system vocabulary built on the word "void" (the Void, 

void damage, Void Domain, Void Leeches, the Anatomica) is 
unchanged. Running headers and tagline updated to VeilFarers. 
Minor canon alignment with Corebook V9: three residual "Ryx" 
references corrected to Kryx (the species was renamed in V10, these 
were missed); adversary "Psychic" damage retyped to Neural (the 
canon subtype of Void) in four stat blocks; two "Initiative" 
mechanics converted to Spotlight terms. The development back-
pages playtest log, previously an empty two-column table, replaced 
with ruled writing lines. The narrative uses of "magic" (as a figure of 
speech) and "saving" (as in saving lives) were left as prose.

V10 - Refocused as the Keeper's galaxy guide. The nine deep player-
facing species chapters (Part II) moved to the per-species mini-
expansions and were replaced here by brief Keeper-facing species 
sections (at a glance, running the society, hooks, tips, and Keeper-
only secrets). Kept the full Keeper toolkit: history and gazetteer, 
bestiary, inter-species toolkit, NPC gallery, random tables, 
environments, relics, the Currency of Eternity study, the Anatomica, 
and the anthology.

V9 - Audit: em dashes removed; Save to Reaction Roll; attack 
phrasing, timeline to about 103 years; Convergence and Affective 
Component canon ported into the Anatomica; heading and 
rendering fixes.
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HOW THIS BOOK WAS MADE

VeilFarers is the work of one person and many instruments. The game design, the worldbuilding, the 

rules decisions, and every editorial judgment in this line belong to its author, Pedro Almagro 

Torrecillas, working under the discipline of a versioned, documented editorial process - the same 

version-control appendix you can read a few pages back. The instruments include generative AI, used 

throughout production: for drafting and revising text under direction, for building the accessible 

layout engine that produced the pages you are reading, and for the interior artwork that currently 

stands in these pages.

We hold two convictions at once. The first is that these tools, directed with craft and judgment, 

allowed a single designer to build a complete, accessible line of books - tagged for screen readers, 

structured for logical reading order, typeset with care - that would otherwise not exist. The second is 

that generated art is a placeholder, not a destination: it is in no way meant to replace human artists, 

and this line will be better the day their work replaces it.

That is an invitation. If you are an artist, a proofreader, a sensitivity reader, or a playtester and want 

to collaborate with this project, contact us through the feedback section of the VeilFarers portal. The 

next version of this page could name you.
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