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Human

Around the earth year 2131,
humans began the massive undertaking
of colonizing their solar system. First
was the moon, then mars, followed by
the asteroid belt (several asteroids are
now held together by massive titanium
cables). They were soon reminded that
the further they got from the sun, the
harder colonization became due to a
lack of warmth and currently usable
energy.

Traveling inward towards the sun
would solve this issue, as Venus,
Mercury, and the sun itself could
provide a seemingly endless supply of energy, stored, and transported by battery
cargo crafts. After a steady flow of these collector vessels were in place,
humankind felt more confident in continuing to expand outwards. -

Jupiter may be the biggest planet but was by no means inhabitable as it is
mostly gas (though some of its moons were colonized). Scientists warned against
harnessing the resources of this gas giant, in fear of causing a chain reaction that
could possible throw the entire solar system into chaos, and humanity has
listened thus far. Moons of Saturn were also colonized, but the planet itself was
not for the same reasons as Jupiter. From there, it took the bravest of humankind
to venture past the gas giants. Even then many would go insane in the cold dark
outskirts of the solar system (even with supplied energy from the inner planets).

This was about when humans began to further alter
themselves with machine and computers, creating Cyborgs.
These Cyborgs then assisted in the creation of Androids (see
Cyborg and Android being descriptions for further explanation).
With the help of their altered kin, humans settled a colony on
Pluto. From there, when orbital timing was right, the deep
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colonizers made the jump to dwarf planet Eris. There an observatory was set up,
and what would be discovered from it would change everything.

At the point when Eris is furthest from the sun in its elliptical orbit, the
dwarf planet is pushed deep into and past the Kuiper Belt, allowing a clear
personal view of the Oort Cloud. Looking into the Oort cloud through the
observatory’s telescope, a human observer named Naetaro spotted a massive and
beautiful crystal in the heavens, appearing to be made from solid moonstone.
Further observation revealed other smaller crystals that danced about this huge
crystal in a way that was not regulated by gravity, but seemingly of free will!
Thinking he had gone mad; Naetaro had his Android companions confirm. In
addition to verifying everything Naetaro saw, the Android also informed him that
some of the smaller crystal objects now appeared to be coming straight for Eris
(based off Doppler Shift).

There was only time to inform the rest of humanity, but no time to bring
military reinforcements from earth should these crystalline objects be a threat.
Luckily, upon first contact it quickly became apparent that these beings meant no
harm. Seven of these crystal creatures would make first contact with the Eris
observatory, and appeared to have a human shape, minus reproductive organs.
When one of these beings “spoke”, their mouth did not move, but rather light
from the individual emanated accompanied by a noise that sounded much like a
finger drawn across the rim of a crystal glass. Though the humans could not
translate word for word, a feeling of overall calm washed over everyone,
including cyborg and android.

Translator devices were quickly developed by the androids to assist in
communication. Now able to understand one another word for word, these new
beings introduced themselves as the Kidali. First contact with an alien species had
been made, and there was much for humanity to learn from these new beings.

Shortly after, the Kidali informed humanity of other worlds with intelligent
life. To the Kidali, the discovery of their kind and the Moonstone Mother Crystal
was a rite of passage for humankind. Introducing other galactic neighbors would
be the reward.

Human Traits:
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C\'(borg

As humanity reached for the outer rim of its solar system, the distance from
- earth and the sun drove many humans insane. Colonies were destro'yed before
they were even truly established by those affected from what is now called “Deep
Space Sickness”. After substantial loss of resources and life, it became apparent
that humanity would require some way of subduing deep space sickness in those
affected if they wanted to reach for the stars.

Cybernetics had already been widely used to enhance the lives of human's
who had lost or were not born with limbs, but now there was a need to develop
mental enhancements that could cope with, or even turn off some emotions such
as fear or rage. On one of the larger asteroids in the asteroid belt, a prodigy
cyberneticist leading the solar system’s most advanced research facility was ready
to tackle this problem.

The Jinko-Tekina Shinpo facility
(Artificial Advancement) on Asteroid
Hygiea 10 was headed by a beautiful
young cybernetic scientist named Ichika
Chibana. Motivated by the loss of her
own left arm, Ichika had already
developed the most'advanced
cybernetic implants humanity had yet
seen. However, one problem remained;
the bodies continued rejection of
cybernetic implants.

| At the time, cybernetic parts
required continued maintenance and
swap outs, as well as degradation

slowing medication. Ichika was already working on advancing integration through
melanin and nano technology, and when humanity demanded this technology
advance faster to suit colonization needs, she was fueled with even more

motivation. : A



For years she tried everything, and though her studies led to other great
advancements, she could only slow the rejection of cybernetic implants. This was
especially true for.brain implants that'would regulate fear and anger, causing
those sUbjects to lose any notion of right and wrong, turning them into
emotionless killing machines. Then one day she found success in a teenaged boy
- named Terrance. ‘

At only 13 years old, Terrance was diagnosed with a rare brain nerve
disease. Feeling betrayed by the world, this brilliant young mind directed his
genius towards hacking. It was not long before Terrance was breaking through the
firewalls of earth’s government and economic systems with ease. When he was
inevitably caught, the world governments choose to overlook his crimes and focus
on his talents.

Terrance was offered a deal; increase the cyber security of all the official
systems he had broken into and then assist after in whatever else was needed, or
remain incarcerated. Making the obvious choice, it only took Terrance one week
to increase the effectiveness of all major firewalls tenfold. Impressed to say the
least, the governments then decided to send the young man to the Jinko-Tekina
Shinpo facility. Maybe Terrance would see something Ichika was missing in this
new cybernetics’ pursuit.

The computing aspect of
cybernetics came naturally to
Terrance, and Ichika was
shocked how quickly he learned
the principles of genealogy as
well. He reminded her a lot of
herself in that way, as when she
was his age, she too was
learning faster than others in her
field. As their relationship grew,
his brain’s nerve disease got
worse, influencing Ichika to shift
her main focus towards healing
Terrance through cybernetics. '




Together, they made a few slight variations to the emotion regulating chips
that had been rejected by subjects in the past and prepared to install it into’
Terrance’s brain. Knowing he could potentially lose all sense of right and wrong
along with emotion, Terrance said his final farewells just in case. But when
Terrance came to after, everyone was shocked and pleased to see everything had
. gone perfect. Terrance’s vitals and brain waves all seemed normal, and the chip
integration/degradation levels seemed to be holding steady. As he stood up to
walk, his nerve disease symptoms appeared to be gone! Tears of joy began to
flow from Ichika and Terrance’s eyes. \

After celebration, one obvious question remained; why did the chip ;
integrate with Terrance so perfectly, and not everyone else before? Upon several
tests, the answer revealed itself to be in the nerve disease itself. This suddenly
made a lot of sense to Ichika and Terrance, as both existing cybernetic technology
and nerve disease treatment‘dealt in artificial melanin. Perhaps the artificial
melanin used in Cybernetics integrated better with damaged nerve endings. Eager
to test this new hypothesis, Ichika used nanotechnology to intentionally damage
her own nerves in a way that would resemble Terrance’s before having a
cybernetic chip installed in her head. After her surgery was completed, everyone
was once more ecstatic to see Ichika come out of the operation without issue.

Terrance was now the first advanced cybernetic being, with Ichika herself
being the second. After setting up mass production for a new generation of
cybernetic parts, they would continue t6 work together. With Jinko-Tekina Shinpo
at their disposal, Ichika and Terrance continued to push the limits of cybernetic
technology, eventually creating the first completely artificial self-aware intelligent
life form; the Android (see Android beings section).

With this, humans could once again attempt to colonize the outer rim of
the solar system. As humanity was introduced to the galactic community, they
shared their cybernetic technology, eventually allowing other beings to integrate
with cybernetics as well.



Cyborg Traits:

Ability Score Increase: Increase your choice of Strength,
Dexterity, Constitution, or Intelligence by 2. Your potential
maximum for that stat'is increased by 2.

If you chose Strength, you either have leg or arm prosthetics
(your choice), and you gain skill proficiency in Athletics.

If you chose Dexterity, you either have leg or arm prosthetics.
(your choice), and you gain skill proficiency in Acrobatics.

If you chose Constitution, you either have prosthetic skin or an
enhanced prosthetic organ (your choice), and you add half your
proficiency bonus to Con Saves (rounded down).

If you chose Intelligence, you have a mental enhancement chip
attached to your brain, and you gain skill proficiency in
Investigation.

Original Being: Before your cybernetic implants, you were a |
completely organic life form, and still retain some benefits of
that particular organic race (though unfortunately other organic,
traits are lost due to the different reactions organic life forms
have when integrating with cybernetics). Your age, size, speed,
and language stats all default to your being of origin (lose fly
speed unless stated otherwise in the following cyborg variation
stats). :



Human Cyborg: Gain 1 additional point in any stat and select a
feat.

Tvahjarta Cyborg: Gain 1 point to Strength or Constitution and
retain the Duel Hearted trait.

Tardiqradé Cyborg: Gain 1 point to Constitution or Strength.
Retain the Hold Breath and Extremophile Toughness Traits.

Xantoid Cyborg: Choose a Xantoid subrace and gain that :
subraces Ability Score Increase or increase your intelligence
score by 1 (Example: choosing Antoid could either grant 1 to
Strength or Intelligence). Retain the Infrared Vision Trait.

Senasai Cyborg: Gain 1 point to Dexterity.or Wisdom. Negate
the Cold Blooded Trait. Retain the Sticky Tongue Trait.

Verdalaithi Cyborg: Choose a Verdalaithi subrace and gain that
subraces Ability Score Increase or increase your Charisma score
by 1 (Example: choosing Water-Blue could either grant 1 to




Constitution or Charisma). Retain the Photosynthetic
Rejuvenation and Opalescent.mind traits.

Vessa Cyborg: Gain 1 point to'Wisdom or Dexterity. Retain your
fly speed. Retain the Feather Singe Trait.

Kuiper Belt

. ‘“ L
. LT .

. pr ¥ Py ;1—-0—;_:_:."- “\‘: 7’
2" . V"T". Y e . 5
- Ed

o —

. . . ‘,l"
10T N TR P I Lo O

Outer

Android




After the dawn of advanced cybernetics, Ichika and Terrance began working
on their next project: The Android. Prior to now, some forms of supposed
Artificial Intelligence were created, but lacked authentic emotion and
consciousness. Now, with the help of mentally enhancing cybernetics, they
quickly developed a mind matrix that could grow and genuinely think for itself.

' The desire to do this came directly from the restrictions cybernetic organisms like
themselves had, for though organic beings could be enhanced through
cybernetics, too many cybernetic enhancements would eventually become
rejected by the organic host. | ;

Modeled after humans, the first Androids had somewhat larger forms to,fit
their processors and memory banks (especially in the head area, resulting in the
nickname “big heads”). Still, their capacity for strength, speed, and intelligence ;
was beyond most humans, evén_rivali.n'g and sometimes surpassing the newly
advanced cyborgs. After first'contact with the crystalline beings called the Kidali
(see Kidali beings section), a new way of storing information was revealed to
humanity. | :
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Humankind had played with the idea of storing information on quartz |
crystals before, but could not yet integrate it with the consciousness and bodies



of androids. After being introduced to humanity on Eris, a quartz Kidali named
Zzissa traveled to the Jinko-Tekina Shinpo facility and allowed Ichika Chibana to
study her. The information gathered allowed Ichika and Terrance to'integrate
quartz brocessors and memory banks into the next batch of Android. These new
androids could be the same size as a fully grown human, or even smaller if so

. desired. There are still a few old “big heads” around, but all new androids are now
outfitted with quartz memory banks and processors.

Though modern android can be made to look more “normal”, a dead
giveaway is their cluelessness when it comes to things like etiquette, manners,
and sympathy. Ichika Chibana often wondered if this was due to what an androjid
may lack, a soul.

“But no”, she would then think to herself, “Android still generally know the
difference between right and wrong, and though socially awkward, still develop
personalities of their own regardless of initial programming. Perhaps their socially
awkwardness simply stems from sheer efficiency. Yes that must be it!”

An android can be made to adapt to these things simply by being told how
to act during social situations. For example, if an android is at a human funeral
and interrupts the eulogy to announce an ordinary bird flying above, an individual
can simply tell the android “don’t interrupt eulogies unless somethmg is Ilfe
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Increase your Intelllgence score by 2. Increase both your
Strength and Dexterity scores by 1. Your potential maximum for



Strength Dexterity and Intelligence is increased by 2. Decrease
both your Wisdom and Charisma scores by 2, as well.as their
maximums.

Skills: Gain proficiency in two skills of your choice.

Noh-Orgahic Life Form: Androids do not breath like organic life
forms, and thus do not require atmosphere to survive.

Androids can gather energy from many sources, like the sun
(heat), motion, and even some forms of food. Their battery
(heart) can have them active at full function for 10 full human
days without any additional incoming energy. If deprived of all
forms of energy, they will go into a stasis form that can protect
their quartz processor and memory banks for years. When
years have passed, the first thing to go is their memory banks.
Even after all memory and programming is deprived, an
android can be recovered and reprogrammed, though at that
point they may be an entirely new being in the same body.

Temperature Resistance: Resistant to Freezing Damage.

Relentless Objective Pursuit: Androids do not require sleep but |
do go into shut down mode for a few hours about every 10
earth days for cognitive maintenance.

Age: With proper maintenance an android can live forever.

Size: Medium. The smallest an android can be made without
sacrificing function is just under 4 feet tall. The largest they can
be made before becoming too large to fit in most humanoid .
structures is 8 feet tall.



| Speed: 40 feet.

Universal Linguists: Androids‘can comprehend and speak all
audible and visual forms of language.

Kidali

Mysterious crystalline beings originally found in the Oort Cloud by
humanity, swarming around a magnificent moon sized crystal. Due to their.
perception, and ability to “see through time” (see Universal True Sight), it’s hard
to guess the age of the Kidali. When asked directly about this, a Kidalis’ response
loosely translates to “shortly after the beginning”. After first contact with
humanity, the Kidali admitted they had intentionally hidden their existence from
humans until the time was right, opservjng from behind Eris in the meantime.

When humanity settled a colony on Eris and set honest eyes through an analogue
telescope upon the moonstone‘mother crystal and the rest of their kind, the .+

.



Kidali knew it was time to make contact, and sent forth seven ambassadors; one
for each sub-being of Kidali (described later in Kidali sub-beings).

_ Of the seven original ambassadors was an azurite Kidali named Beasuza.
This wise Kidali and the human observer on Eris named Naetaro quickly formed a
close relationship. Soon after their friendship was formed, Beasuza pointed
toward the binary star system known as Alpha Centauri AB, and more specifically
to a planet around the system humans had long since called Alpha Centauri Ac.
Human telescopes had never been powerful enough to see in detail what was
really going on in distant parts of the galaxy, but with a mere touch on the -
shoulder, Beasuza granted ; _
Naetaro Universal True Sight, and ' i i
in that moment Naetaro had a e — R
glimpse of what was happening on 5:'{ '
Alpha Centauri Ac in real timé and T
in stunning detail (negating the i . :
time it takes light to travel). . . ' -

There was an entire other
civilization of beings currently in
the act of commerce within their
own grand city. Naetaro gasped
and took a step back. Beasuza told him that he was looking upon the beings
known as the Tvahjarta, and that they were just one of the many intelligent life
forms that resided within this galaxy alone. There was another mother crystal
near the Tvahjartas’.outer solar system, and through it the Kidali would soon
introduce humanity to the Tvahjarta.

But why? What was the purpose of the Kidali? When asked directly about
this, the Kidali would respond “to bring us together to save all that is”.



Kidali have a form that
resembles a human being made
out of crystal (Vminus reproductive
parts), and when flying in space
have magnificent effects that,
“resemble various space
happenings around their head,
like rings similar to Saturn’s or a
continuous comet tail. These
effects die down when they are
not flying in space, revéaling silica
hair like strands on some, or more
hardened crystal tops on others.
Silica is also what allows them to
move at the joints. Kidali do not
speak with their mouth like most
other beings of the universe. .
Instead, there is a noise from
within similar to the sound of a
human fihger slowly circling a
crystal champaign glass,
accompanied by a glow that
ranges from all colors of the
rainbow depending on emotion. This can be confusing at first to other beings;
love for instance can' be red, but so can anger. However, those who have spent
enough time with the Kidali can tell the difference, and thanks to android |
invented translation devises, all known intelligent beings can now communication
with the Kidali. :

Kidali Traits:

Ability Score Increase: Add 2 to Wisdom.



Universal True Sight: So long as a physical object is not in the
way, a Kidali could potentially see to the edge of the.univérse in
real t'ime'(planets, stars, and galaxies usually keep them from
seeing this far). The time it takes for light to travel from one
object to another has nothing to do with their vision.

(Example: It takes about 8 minutes for light to travel from the
sun to the earth. If a massive solar flare were to erupt from-the
sun, it would take a human on earth with a telescope about 8.
minutes to see it, but a Kidali would see it immediately, no
telescope required.)

A kidali cannot see in utter darkness, but can see past it to light,
once again so long as there are no opaque objects in the way.

Kidali can grant other creatures or beings this ability by touch
for as long as the two beings are in contact. Once the Kidali
losses contact of the creature or being, that creature or being
immediately losses universal true sight.

Space Beings: Kidali do not require atmosphere to survive, and
most live directly in outer space. Their joints are a silica like
material to allow for movement, meaning though much of their
form is crystalline, their joints and thus themselves are just
about as heat resistant as a human.

Temperature Resistance: Resistance to Freezing Damage.



Crystal Conscious Body: Whereas most beings have a brain
inside some form of head, a Kjdalis’ consciousness is stored in
its entire form. Damaged or missing parts are regrown on long
rests or by non-mechanical healing abilities.

'Age/Reproduction: A single Kidali can live seemingly forever. :
Though they do sometimes resemble a female or male, they do i ;
not have sexual organs. A new Kidali is born when an existing ’
Kidali gathers enough consciousness to grow a new Kidali right
off its own form (mush like how crystals on earth grow off one
another).

Size: Small to Medium. Kidali start off the size of about 2-3
inches when they separate from their host (or parent) Kidali,
and at about 60 years (in human earth years) reach maturity at
6 to 6.5 feet tall.

Speed: 35 feet, 1000 feet fly speed. Must be outside a planet’s
atmosphere to fly with this speed.

Language: Kidali communicate through glow and soothing
sounds that are like a human finger rubbed upon a crystal
champaign glass. They understand all other being regardless of
language based off extremely sensitive empathy alone.

Kidali Sub-Being Types:

Quartz: Increase your Intelligence score by 2.

Azurite: Increase your Maximum Potential Wisdom score by 2.

Diamond: Increase your Constitution score by 2.




Amethyst: Increase your strength score by 2.

Opal: Increase your Charisma’score by 2.
Fluorite: Increase your Dexterity score by 2.

Moonstone: Increase both your Charisma and Intelligence
scores by 1.

Tvahjarta (meaning dual hearted.
Pronounced; Tev-ya-he-yar-ta)

In the binary star system known as Alpha Centauri AB lies a planet that
humans once called Alpha Centauri Ac. However, the.native Tvahjarta call their
home world Sontastjarna (son-ta-st-yar-na, roughly meaning world of dual stars).

A year is 283 days on Sontastjarna, with one day being
just about 24 hours like an earth day. Though the planet only
officially orbits the one star, both Alpha Centauri A and B are,
visible most of the time. This means what a human would
consider to be true nightfall only occurs once a year, when
Alpha Centauri A eclipses Alpha Centauri B in
relation to Sontastjarna. This leaves half the
planet at a time dark for the day. The Tvahjarta
call this day Enmordog (translating loosely to
“one dark day”) and celebrate it as their New
Year’s Eve.

On Enmordog, sight ability goes down
(Tvahjarta have poor night vision due to only
experiencing nightfall once a year) but

pheromone output skyroc‘kets'. This is

L - when most mating within the Tvahjarta
civilization takes place. Pregnancy lasts




about half a year on Sontastjarna, and since most conceptions take place on the
same day, birthing screams can be heard planet wide the same few days halfway
into the year. The planet wide birthing screams on these days are known as
Livetous Skrim (screams of life).

The Kidali have known ‘of the Tvahjarta since before the Tvahjarta had the
mental capacity for self-awareness. During the early days of Sontastjarna, the
Kidali already had a mother crystal in place in anticipation of life on the planet. As
life began to evolve there, the Kidali saw that it would eventually be Wiped out by
the rising temperatures and runaway greenhouse gas effects due to the thick
atmosphere. In response they put in place several tall crystal obelisks around the
planet that would not only capture energy from the heat, but also disperse excess
heat to the uppermost atmosphere (this layer has an average temperature of 533
Fahrenheit, with the surface temperature on Sontastjarna averaging roughly 110
Fahrenheit). From there they'let life evolve naturally, allowing the Tvahjarta to go
their own course of history under the protection of the heat gathering crystal
structures. :

Furthermore, thanks to the crystal structures put in place by the Kidali, the
Tvahjarta never had to worry about an energy source after learning how to
harness and direct a crystal’s stored power. On the other hand, this also meant
they did not develop a wider variety of technology like humans had. But like
humans the Tvahjarta also went through their own phases of history. Wars
between and within nations, natural disasters, and the need for entertainment
turned the Tvahjarta into great warriors, builders, and athletes.

Gravity on Sontastjarna is about 2.5 times
stronger than on earth, making all living things on
the planet a little shorter compared to earth, but
with bone structure that is much denser. Like all
creatures on Sontastjarna, a Tvahjarta has two
hearts just as their planet has two suns, making
them generally quite durable and athletic. In
hand-to-hand combat, it would be hard to find a
match for even an average Tvahjarta warrior
‘within the galaxy, unless of course you can find+




another Tvahjarta. It is through their resilience and brawn that they would begin
to appease the Amethyst mother crystal that loomed beyond, with one final trial
to pass.

At one point many of the heat displacing crystals around the planet fell,
causing the surface temperature to rapidly raise. It soon became apparent to the
Tvahjarta that if they were to leave the crystals fallen, they would all surely burn
to ashes. Through the use of ropes attached to the structures pulled by the -
mightiest Tvahjarta, they raised and balanced all fallen crystals. Upon raising the
last one, the Kidali revealed themselves. About 50 years later (in Sontastjarna
time), more Kidali came but this time accompanied by beings called humans.

After being introduced to humanity, the Tvahjarta quickly adapted to the
. technology shared by humankind. They were especially grateful for the

translation devices gifted to them which finally allowed for easy communication
with the Kidali. A space station was built after the introduction of the two beings
as a halfway point between their two worlds. This station was named
Antecedentes (Meaning: Past History, Background, Pre-History);-and was
designed by a famous Spanish-American from earth. At this point, it took about
two and a half years to travel from either Earth or Sontastjarna to the space
station at just under light speed (sub light speed was a technology developed by
humanity with the assistance of the Kidali and the Tvahjarta, for though the
Tvahjarta were less technologically advanced than humanity, they excelled in the
area of structural integrity).

Side Note: It is possible to travel instantaneously from one Kidali Mother Crystal to
another, but this takes extreme amounts of energy to do so, and thus cannot be
used often. It was by this way of travel that humanity was first brought to
Sontastjarna.

Tvahjarta Traits:

Ability Score Increase: Increase Your Strength Score By 2, and
Your Constitution Score by 1. Your Max Strength Score is
Increased by 2.



Skill Proficiency: Gain prof|C|ency in the Athletics skill.

Dual Hearted: Gain Advantage on all Strength and Constltutlon
Saves.

High Gravity Adept: Gain resistant to force damage. No Con or
Strength saves needed from movement in high grawty
environments.

Age: Tvahjarta mature at around 13, and thanks to their two -
hearts, can live till about 100 years old (both in earth years),
however their secondary smaller heart usually stops
functioning at about 80 years of age, at which point they
become elders and put their fighting days behind them.

Size: Medium. Due to the heavy gravity on Sontastjarna, an
adult Tvahjarta only grows to be about 4 feet tall on average,
with short necks. They are a little less than twice as wide as a
human due to their two hearts. Even with their shorter form, -
they still end up weighing around 250-300 pounds on averagé.

Speed: 35 feet.



Language: Besides minor dialect differences and accents, the
entire Tvahjarta race speak the same language. Prior.to
meeting other beings, they had never felt the need to give their
language a
name. Humans
noticed that
ironically, a lot of
Tvahjarta words '
sound similar to
earth’s Swedish
language.
Eventually,
Tvahjarta named
their language
~ “Vortung” (our

tongue).

Xantoid

About the same time the voyage to Gliese 436 b departed, Quartz Kidali
Zzissa took a handful of Androids in another research vessel called the Estrada
Torres (E.T. 1) to the mother crystal orbiting outside Sontastjarna, and then
through its center. When they came out yet another mother crystal, it only took
the androids about 6 seconds to pinpoint where they now were in the galaxy; 437
light years away from earth looking at the exoplanet known previously as EPIC
201170410.02. Zzissa was quick to point out that the natives of this planet were
insectoid beings called the Xantoids, and that they called their home world Xans
Orbiting much closer to its M-type star than earth to the sun, much of this rocky




red world’s surface seemed to be crawling. Life detection instruments were gomg
wild, as if the whole planet were alive.

. Upon Xan’s surface, a structure of sorts could be seen towéring up like an
oddly shaped skyscraper. As the vessel descended, it became obvious that this
was no structure at all, but rather a massive living organism that turned to look
back at its new guests. A black head the size of an island and shaped like a mantis
led down to an exoskeletal body protected by numerous hardened beetle type
shells positioned as if they may double as wings. At its base, the ginormous
organism seemed to continue beyond site under the planets’ surface.
Surrounding it were other insectoids of all variety, crawling about performing
various tasks such as carrying materials under and above ground through
numerous holes, creating new holes, or simply standing guard and observing.

’

All android on board the research vessel trusted the Kidali Zzissa and were
not especially prone to fear. This meant Zzissa could get right to business,
skipping the whole “it’s okay | promise these giants bugs are not going to eat you”
speech. Communication with the towering queen Xana (short for Xantoid-Alpha)
was then initiated.

With Zzissa’s crystalline hand placed upon the ship’s
communication terminal, the research vessel put forth high
pitch vibrational noises. The queens two long antenna b ;
responded in kind, shaking so fast as to give off the visual of
a blurred mirage around them. Thanks to the androids’
ability to decipher language, they could understand the
conversation that was taking place perfectly: W,

N

Zzissa: “Hello again old friend”

Queen: “Welcome back. Is it time?”

Zzissa: “It is”

Queen: “l will send some of my best, as well as some to be”
Zzissa: “They will be welcomed among the others”

Queen: “Come loyal and selected; X-145, X-740, X-38, X-997......” LA



One by one she called upon them, and several
human sized Xantoids of three varieties came to the
research vessel by way of insectoid wings. Towards
the &nd of this boarding procedure, more Xantoids
came from underground carrying white round eggs
. of sizes ranging from just over a bowling ball to just
under a beach ball. After the last egg was boarded,
the ship was packed shoulder to exoskeletal
shoulder and shell. Communication between the
queen and Zzissa continued:

Zzissa: “The mother crystal yearns to be powered for
our return”

Queen: “Understood. Farewell for now”

|”

Zzissa: “Farewel
Queen: “Come loyal and mindless ones”

Countless smaller insectoids began to gather at the queens’ base. As they
quickly created a mountain climbing to her mid thorax, she plunged down and
feasted upon them. Some Xantoids onboard the ship turned away from this sight
for a moment, looking back reluctantly as their queen devoured their kin.

After her cannibalistic meal, Jight.white energy with a hint of blue began to
accumulate at the queens’ base, slowly making its way to her mouth. Her head
then turned to look at the massive quartz mother crystal her visitors had just
arrived through (orbiting Xan like a moon) and belched a torrent of energy upon
it. This left the mother crystal humming with a bluish white electric light. After
informing everyone that it was now time to return, Zzissa proceeded to guide the
ship through the charged quartz mother crystal and out the amethyst mother
crystal orbiting Sontastjarna.



Eventually arriving at Antecedentes, the Xantoids had many questions to
greet them from the other beings already on board the space station. “How did
you evolve? Can you think for yourself? What do you value?” were some of these
questions, to which the Xantoids answered (through translation devises) “We
were mere servants in the beginning and continue to serve. Our queen gifted only

- some of us with individual thought, but we still serve. We value our queen and

continue to serve her.”

Shortly after their arrival, a relatively small portion of the Antecedentes
was designated to be home away from home for the new insectoid residents.
Since their home world was only slightly bigger than earth and thus had about the
same gravitational force, they shared the same residential ring as humans. Some
Xantoids were tasked with hatching the eggs brought with them, while others did
their best to integrate their kind into this new multi species society.

Xantoid Traits:



Ability Score Increase: Increase your Intelligence score by 2.
Max Intelligence score increased by 2.

Inffafed Vision: In addition to greyscale vision, Xantoids can see
up to 20 feet in infrared vision.

With Infrared Vision you can see a creature that is invisible to
human vision, granted that creature does not also. have an
ability or effect that would explicitly hide them from infrared
vision.

Infrared Vision can also see through walls with a range of 10
feet (so long as that wall does not have an effect that explicitly
would keep infrared vision from seeing through it). Blinking
between greyscale and infrared vision is a free action.

Speed: 35 feet.
Age: A Xantoid lives about 55 years on average.

Language: All Xantoids have two antenna that can
communicate through frequency to a range of 120 feet, or up
to twice as long should they up the vibrational frequency
(sacrificing silen‘ce).

Xantoid Sub-Being Types: There are at least hundreds of sub-
species of Xantoids, each created for a specific purpose on Xan.
The three initial types Xana thought best to serve the new
galactic family were the Antoid due to its ability to haul heavy
objects, the Beetletoid do to its sheer durability, and the swift
graceful Mantisoid who were also Xana’s first children.



 Antoid:

Ability Score Increase: IncreaSe your Strength score by 1
Ihc;‘edible Hauler: Double your maximum carry weight.
Fly Speed: 15 feet. '

Size: Medium. 5 feet tall standing on bottom four legs 7 feet
long.

Beatletoid:

Ability Score Increase: Increase your Constitution score by 1.
Durable Shell: Add 1 t6 you AC score.
Fly Speed: 10 feet.

Reduced Ground Speed: Ground walking speed reduced by 5 to
35 feet.

Mantisoid:

Ability Score Increase:
Increase your Dexterity
score by 1.

Graceful Movement:
Proficiency in Stealth skill.

Fly Speed: 20 feet.

Size: Medium. 7 feet tall
standing on bottom two legs. 8 feet long.



| Size: Medium. 3 feet tall, 5 feet long.

Senasai/Vessa

. After the return of the research vessel from Xan, and while the other long
mission to the Tardigrade home world was still in progress, another mission was
being planned for the Estrada Torres research vessel. Two additional being types
were to be introduced to this growing galactic family, and Fluorite Kidali Vis {one .
of the original 7 ambassadors to humanity) would accompany the mission.

The Moonstone mother crystal on the outskirts of Eris would need to be
powered once more to facilitate transportation across the vast distance. Most
energy vessels harnessing power from earth’s sun as well as Sontastjarna’s suns
were allocated to this cause. By now worm hole rings had been set up between
Sontastjarna, Antecedentes, and earth, making this process much faster. It only
took about half an earth year to supply the mother crystal with the energy
needed before the voyage could take place.

Upon E.T. 1, Vis and a crew of Tvahjarta, Humans, Android and the Cyborg
Terrance prepared to depart. Terrance volunteered when Ichika Chibana turned
the mission down, stating she was working on further advancing nano technology
and did not want to waste a second of her remaining life on anything else. With
that the research vessel ventured into one mother crystal and out another.



TOI 700 d was an exoplanet about 100 light years away from earth long
observed by humanity and theorized to perhaps be much like earth. From the
ship’s view it looked like that assessment was not too far off, as a watery world
| with several islands lay before the research
vessel. At the back end of the ship was the
massive fluorite mother crystal from which
the ship just came, with countless Kidali
swarming about.

Vis informed the crew that this tidally
locked world is called Senssa, an agreed
upon name between the two intelligent
beings that inhabit it: the Senasai, and the
Vessa. These two being used to be one, both
originating from the sea and onto tiny
Islands made from volcanos during the planets’ earliest days. As larger islands
began to separate from.one another, the initial being type was split and began to
evolve into two. Vis continued to tell the tale of this world as the research vessel
made its way to the planets’ day side:

Preferring to move and hunt along surfaces, one being type retained its
scaley skin. Valuing lightning quick reflexes and cunning, these beings would
become the lizard like Senasai.

Yearning for the sky, the other being type grew feathers and eventually
wings for flight. Valuing exploration and perception from greater heights, these
beings would become the bird like Vessa.

Several other species evolved on Senssa, but the Senasai and Vessa came to
be the only beings capable of speech and eventually civilization.

Throughout their history, there was conflict between the two. Both desired
the planets largest island (called Onossa by the Vessa and Onosai by the Senasai).
This island had everything both the Vessa and Senasai desired; a Tropical climate
much like earths rainforests, with thick brush to hide and hunt in'below, and a
high canopy to baskin the sun and scout from above.



War broke out between the two for centuries over control of this island.
Vessa would swoop down to pick off Senasai, while Senasai would wait and
ambush unsuspecting Vessa. Though brutal, this war quickened both beings’
evolutionary process. Vessa became wiser, learning when to spot Senasai
ambushes, and Senasai became quicker still, with reflexes that could react to
* Vessa dives. The war eventually ended with a stale mate, forcing a truce.

The Vessa began to stafve, as they could no longer safely hunt for food
beneath the canopy, and the Senasai couldn’t bask in the sun as required by cold-
blooded creatures. Eventually Vessa and Senasai sent forth their ambassadors
and came to an agreement; the Senasai would control the ground floor of the ,
island, allowing the Vessa to gather and hunt as well as offer assistance hunting
should need be. In return the Vessa would allow the Senasai unrestricted access
above the canopy and build nests for the Senasai to bask in. This understanding
improved the Vessa and Senasai’s relations more and more as time went on,
eventually leading to the creation of Plecenayossas, the worlds’ first major city
(ple-sen-aye-ouss-es, translating loosely to place of peace).



' Using the islands largest tree as
a central structure to build off of,
Plecenayossas was completed within
only an earth years’ time. This city was

all interconnected, with no structure ; ,&’:/\&"
. . = ‘
being separate from the greater city. /

Out from the top of the tree, a tower 2ol

was built that would bring both beings @ h

closer to the stars than ever before. > ':‘ ”z

! )
One day, sitting at the top of the T o 5

tower, a meditative Vessa named Klex o 7 \\ '

suddenly felt the urge to look up at the a ."a"\/" —
: 5
Y

~sky. Tilting his feathered head back, he
first saw nothing but the sun and sky.
Then suddenly a large purple crystal : 9
revealed itself, as if it were a moon to
this world that had been there all
along. ;

Seven sparkles shined from this crystal in the sky, and descended to the
tower from the sky. These were Kidali ambassadors, and though Klex could not
yet understand their tones in a word for word sense, the feeling their glow gave
off told him all he needed:

They were happy the Vessa and Senasai had come together in peace and had built
a city together so fast. There was another crystal in the sky, hidden on the planets
dark side, different from the one just revealed. The Vessa and Senasai are not
alone in the stars, and soon enough they would be introduced to their cosmic
neighbors.

This made Klex warm in his heart. With the Kidali he then descended the
tower to inform the rest of the Vessa and Senasai. Statues would eventually be
built and placed around the city to represent these new crystalline friends, while
the planets inhabitants waited for what the Kidali had foretold. That wait would
soon come to an end.

*



" As Vis finished telling the summarized history of this world, the research
vessel passed into the day side of the planét, first revealing the purple azurite
mother cryétal still floating there like a moon, and then the city in the story with
its tall central tower jutting out of an utterly massive tree. The ship descended

~ towards the city, and while it did countless human sized avian creatures flew out
and begun circling the tower. Vis informed the crew that this was only a form of
greeting and celebration, and not to be taken as aggressive or defensive. Getting
closer still, human sized reptilians resembling chameleons in shape were seen
crawling around the tower in the opposite direction as the avians.

Vis broughtvthe ship to an outreached plank that jutted out from just
beneath the towers top. The ships airlock opened to this plank, revealing one
Vessa and one Senasai on the other side. Vis offered both beings a translation
devise, even helping to place them on the neck and beneath the ear area of both.
Communication began between the visitors and their hosts. '

The Vessa and Senasai were both extremely impressed with all the

~ technology they were now seeing and experiencing. A feast was prepared in the
city’s main hall below for the occasion.
Song and dance were enjoyed by all,
leaving the humans, Tvahjarta, Cyborgs,
and Android impressed with the
choreography and capabilities of the
Vessa and Senasai. Man sized birds and
reptiles flew flipped and flung about.
Vessa would swoop down so fast as to
create sound. The Senasai flicking each
other around by long tails and sticky
tongues, and even changing the color of
their skin to match their surroundings.
At one point, the cyborg Terrance could
not help himself, and got up to join in. ‘
Nobody minded integrating him into
the festivities; flying him up into the air
to be dropped, caught, flipped, and
rolled like the rest.




When it was all over, 35 Senasai lined up on the left, and 35 Vessa on the
right. The Vessa and Senasai seen earlier when the ship first arrived,at the tower
came forward and spoke. “These are our bravest young” stated the Senasai.
“These are our wisest youth” declared the Vessa. “May they all find happiness
and benefit you in the stars beyond” they both continued in unison. All Vessa and
Senasai then took a bow, with the humans and others responding in kind.

Along with the original crew, the 70 Senasai and Vessa ascended back up
the tower and boarded the research vessel to capacity. Vessa and Senasai began
circling the tower once more as a farewell while the ship slowly took off. Vis then -
directed the vessel straight towards the large purple crystal this time rather than
the green one they had arrived through. Kidali flying around the mother crystal
made way, and in an instant all those onboard the E.T. 1 now found themselves
looking upon Eris from the Moonstone Mother Crystal. Space station
Antecedentes would be the fext destination.

Senasai Traits:

Ability Score Increase: Increase your Dexterity Score by 2.
Increase your Wisdom score by 1. Max Dexterity score is
increased by 2.

Camouflage: Proficiency in Stealth. Stealth checks and
attempts to hide automatically succeed if you stay still for over
6 seconds. Must repeat this when moving into surroundings of |
new colors if ydu wish to remain hidden (may still roll a
standard stealth check if you do not wish to camouflage by
staying still for 6 seconds).

Sticky Tongue: May make grapple checks at 10 feet. May use

tongue to bring non creature objects to you from a distance of
10 feet, so long as the object is.no heavier than you and is not
fastened to a static object such as a floor, wall, or ceiling. I\/Ia\( 4



use tongue to push buttons or flip switches as you would with a
hand up to 10 feet. If tongue js used on an object or creature
that cannot be grappled or brought to you, you may instead
bring yourself to said object or creature. You may stick out your
tongue to grant blind site out to 10 feet till end of turn. All uses
of your tongue costs one action.

" Sticky Feet: May climb dry flat surfaces such as walls and
ceilings. Treat surfaces climbed this way as difficult terrain.

Cold Blooded: Must spend at least one hour out of every 24 in
70 degree of more heat or receive one level of exhaustion.

Age: Senasai mature at 16 and live 80 years on average.
Speed: 35 feet

Size: Medium. 6 feet tall standing on hind legs. 10 feet from tail
tip to head. '

Weight: Averaging 250 pounds

Language: The Senasai and Vessa speak the same language,
called Onossan .

Vessa Traits:

Ability Score Increase: Increase your Wisdom score by 2,
Increase your Dexterity Score by 1. Maximum Wisdom Score
Increased by 2.



Keen Sight: See up to a distance of 2 miles. Dark vision up to 1
mile.

Feather Singe: If you take half your total HP (rounded down) in
fire damage in a single‘turn your feathers burn, and you lose all
flying speed. If you are flying when this effect takes place, you
begin falling from the sky according to falling rules. Without
external healing means (a heal ability from a class for example),.
it takes 1d4 earth days’ time to grow your feathers back,
regardless of HP recovered from short and long rests. If you
take 1/2 you total HP (rounded down) in fire damage in a single
turn as your feathers are growing back, you must roll another
1d4 and start the regrowth process over again.

~ Age: Vessa mature at 16 and live 80 years on average.
Speed: 30 feet, Fly speed 45 feet

Size: Medium. 6 % feet on average

Weight: 190 pounds on average

Language: The Vessa and Senasai speak the same language,
called Onossan



,' VerdaI‘aithi

Are they Trees? Animals? Or something Else Entirely?

It was a hot, muggy mid-morning, though most days on Mandabri are. The
night before, the team had touched down in their science vessel in the designated
clearing, to avoid damaging any. of the native flora. Whether or not the native .
flora even needed protection was the real question. Trgkking along the dense

.



undergrowth of the surrounding forest, the team could take in the true grandeur
of it all. The mesmerizing whirl of colors, plants looking familiar yet so alien, it was
almost overwhelming to look at. Bug-like creatures zipped overhead, their buzzing
damped by the sheer density of faintly glowing plant life that seemed to wrap
around itself at strange angles. It could be described as if Salvador Dali had been
asked to paint a psychedelic jungle. Sometimes plants would reveal themselves to
be creatures, attempting to attack the team before the natives would scare them
off.

The natives themselves were a sight to behold. Upon exiting the craft that
morning, what’d initially appeared to be several 7-foot-tall bushes animated into
lean, biped creatures before the teams’ very eyes. They seemed neither plant nor
animal, but somewhere in between, as if the defining cellular difference between
the two never met in this creature. Their bodies were covered in a myriad of
exoskeletal leaf-like structures and sported several pairs of long limbs of varying
sizes. Their faces bore a resemblance to the carnivorous plants of earth, being

- spade-shaped and brilliantly colored with several small, amber-colored eyes and
vine-like growths along the lower jaw and cranium. The creatures shrieked and
chortled at the team'in a frightening display. After a brief moment the cacophony
blended into sounds almost like an elegant song whose lyrics aren’t quite
comprehensible. The Kidali then turned to the Scientists.

“They are asking if you are here to meet the Elder.”

The team tentatively nodded, and the Kidali turned back to the planetoid
creatures and responded with a glowing hum. The plantoids quickly fell silent and
began to move down a path in the tree line motioning for the alien visitors to
follow.

After navigating through the undergrowth, the party arrived in a large vine-
strewn meadow-like clearing. Within the clearing were several huts clustered
about, many in trees, others erupting out of the ground, all appearing to have
been grown instead of built. In the center was a raised archway of earth leading
up to the front of a massive alien tree that loomed above the village. Many of
these Plantoids meandered about, some dancihg around a campfire, many others
almost seeming to sing to geometrically aligned rows of small, misshaped
saplings. Others still would be seen cleaning the carcass of large beetle-like

»



animals, and many leaving the sight of the great tree would be carrying away
football sized fleshy pods. They would often stop to observe the off-worlders
being escorted, gazing with curiosity. The team reached the ramp leading up to
the arch in front of the colossal tree.

“Does this “Elder-Tree” live up there?” Asked a scientist.
After a tense pause,
“That IS the Elder Tree” Replied the Kidali.

The scientist stood in disbelieve as before them the tree began to move! A
massive head akin to the other plantoids lifted from an apparent sleep.
Gargantuan tentacular “arms” pulled the trees’ form to meet the gaze of the
visitors on the arch. The great beast rumbled and creaked as it moved, the very
air seemed to shudder with shockwaves of tension. The beast opened its colossal
maw, resonating a deep, loud rumble that could be described as “felt” more than
“heard”. A fine-purple mist began wafting from its immense jaws. Many of the
team screamed, while others were too scared to move at the sight of this kaiju-
like tree-beast. Then an overwhelming sense of calm not-unlike that of a Kidali-
aura fell over them. In an instant the team went silent and still; was it the mist?...

“Don’t be afraid” The words seemed to be emanating from both the beast’s maw
and their own minds.

“| awaited your arrival — | hoped to see your kinds for myself. Memories area
wonderful thing but lack meaning without context. Please, sit and listen, for |
have much to tell.”

To their own surprise, the Scientists complied without a thought, as if
something had puppeteered them to do so. The beast’s words were deep and
rumbling, the sheer mass of the creature seemed to groan and creak with every
move, yet it was oddly calm and melodic in tempo.

“Breath deep and see history” it rumbled; Again, the team complied
automatically.

The very landscape began warping and blending, as if reality had shifted in
on itself to paint a picture. The kaleidoscope of colors radiated with blinding
intensity before smearing into clarity. The scientists found themselves



transported to a brilliant red-rock canyon before an entirely different Tree. This

one didn’t seem to notice them, instead bowing its head in sorrow. Before any
could ask, the great beast’s words rumbled into their minds.

“This one came before me, at the time when your kind wielded rock and bone.
They are long gone.” '

A large procession of Plantoids marched up to the tree-beast, who
moments later looked up to them, revealing its face to be sickly and withered.
After a moment it lifted one of its mighty “arms” and unfurled its claws to reveal a
fleshy pod, identical to the ones witnessed being carried away earlier. A similar
translucent pod floating in a puff of mist manifested before the scientist.

“This was my beginning. As all Verdalaithi begin.”

“Verdalaithi. So that’s what these plantoids call themselves”, a scientist thought.
“So, your kind is spawned from seeds?” another Scientist spoke up.

“Yes.” It‘ replied.

“Do the other ones produce these seed-pods? Like you do?” Another asked,
emboldened by the curiosity of his comrade.

“No. Only the Elder-Tree carries this duty. Free-Walkers have their own duties.”

The whirl of color returned, washing the scene to the interior of a hut, like
the ones seen earlier. Many of the “Free-Walker” Verdalaithi filled the veined
structure, each tending to pots with small shifting plants in them. One pot was
directly in front of the circle of scientists, when the plant within looked up at
them! Unlike all the others, this one seemed to notice the team, and regarded
them with large amber eyes filled with curiosity and a gentle smile on its face.

“Like all Verdalaithi, | began small. | grew from my Seedpod, eventually becoming
a Free-Walker. | worked and hunted alongside my siblings, but it would not be
long before | had to change. To grow.”

“Do all Verdalaithi Free-Walkers grow to become Elder-Trees?” The first scientist
asked, gleefully admiring the small baby plant.



“No. Only those with the gift. | was produced with the gift. The day I'heard its call,
| said my goodbyes to my predecessor. | led a swarm of my closest kin, seeking a
new land to call home. Then | rooted and grew.”

The scene shifted back to the original arch; however it was late at night
illuminated by ritualistic torches and the full moon. Many Verdalaithi stood in
lines flanking the scientists, all garbed with large masks and black-and-white body
paint. A pair approached from the base of the arch, one in a regal form of
shamanistic attire escorting another who was wearing a meager loincloth. This
one was hunched and sickly, limping as it approached with one of its hands gently
held by the shaman. The duo passed through the scientists, and all the garbed
Verdalaithi began to... sing? |

“Without the Elders, we become lost — cruel, violent animals. The Elder gives us
our soul. And when we die, we must give it back, so our knowledge and memories
~ can be preserved. We become one with everlasting choir within. In time, we are
born again to write new stories. This is the Elder’s duty.”

The scene fell silent as the regal-dressed shaman stepped away, leaving the
sickly old Verdalaithi alone atop the arch. It struggled to kneel as the Elder-Tree
reared its head, opening its massive mouth to exhale a thick orange mist. The
sickly one inhaled deeply before laying down on the ground and closing its many
eyes. After a few moments it went completely still — dead. This time, the Elder-
Tree climbs onto the arch completely, gently taking the recently deceased
Verdalaithi into its jaws and swallowing. Before the Scientists had time to react to
this strange ritualistic cannibalism, a storm of images poured into their minds.

Sitting in a pot. Hiding in plain site before a great beetle-creature. Tending
to a wound in a hut. Carving a bow from a strangely bow-shaped plant. Dancing
and singing under moonlight around a great roaring fire with countless others.
Images of this Verdalaithi’s life!

“And now, the cycle begins anew. Imagine the stories this one’s children will
write!”

The images and hallucinations bled away, as everyone’s vision returned to
reality. One of the Elder-Tree’s massive hands unfurled in front of the team,
revealing a single seedpod...



. After some time, the Opal Mother Crystal looming like a third moon over
Mondabri was ready to send the crew back to Space Station Antecedentes. This
trip, the crew of science vessel E.T.1 would have new passengers, including
several filled with a fluorescent orange liquid intended to help grow the new
Elder. This “New Elder” Seedpod was planted at the apex of Antecedentes’ Zero-G
central support spire. Years Verdalaithi of differing jobs and tribes. One host of
tenders from the village carried with them jugs later growing without the
impediment of gravity it matured into a mighty Elder-Tree itself, eventually acting
as the stations’ atmospheric life support. ;

Verdalaithi Traits:

Ability Score Increase: Increase your Charisma score by 2.
Maximum Charisma Score Increased by 2.

| Age: Verdalaithi have several life stages — they hatch from
“Seed-Pods” as Mandrake-like and sedentary until around 3
month of age, which they metamorphosis into their juvenile
form and uproot themselves. After about 3 years they grow to
full adults, often called “Free-Walkers”. The average Verdalaithi
“Free-Walker” only lives about 40 Earth-years, but those who
undergo the rights to grow into Elder-Trees can live for
Hundreds of Thousands!

Size: Verdalaithi “Free-Walkers” are small and lean in form,
standing 4.5 to 5.5 feet tall depending on the subrace. Your size
is Medium.

Speed: 35 ft.

Opalescent mind: You have advantage on saving throws against
being charmed or put to sleep. If you used Photosynthetic



Rejuvenation within the past hour, you are immune. If the
caster is another Verdalaithi, you have disadvantage instead.

Photosynthetic Rejuvenation: So long as you rest for at least 1
hour in direct bright light (can be natural or artificial), you
regenerate an Exhaustion level. In addition, you have
advantage on all saving throws against Exhaustion if you are in
bright light.

Deceptive Presence: You can attempt to hide even when you
are only lightly obscured by foliage, heavy rain, mist, snow, or
other environmental phenomena. You have advantage on the
- roll if the environment matches your subrace’s native biome,
whereas you have disadvantage if it does not. On a success, you
- are indistinguishable from a 5-foot-tall plant.

Chemosensitivity: Due to the planetoid physiology of the
Verdalithi, you are particularly susceptible to necrosis and other
blighting cellular damage. You are vulnerable to Necrotic
damage.

Language: Verdalaithi language is difficult to quantify
traditionally, as a large part of it is inducing a shared
hallucination with the person you are speaking to. To the
human ear, it sounds akin to bird-like shrieking and chortling.
With the added “conversation Pheromone”, it changes to
sound flowingly elegant yet sharp and concise, almost like a
strange amalgamation of French and German. You know
Verdalaithi.



Verdalaithi Sub-Being Types: As the Verdalaithi spread across
their home planet, founding Elder-Trees would alter their |
tribe’s physiology to better suit the environment they settled
in. Over Thousands of years as multi-Elder-Tree Empires
formed, certain alterations would see widespread adoption.
The 3 most common are the Forest-Wardens, Swamp-Striders
~and Canopy-Gliders, though many more, albeit less common
certainly exist... '

Forest-Warden:
Ability Score Increase: Increase your Strength score by 1.

Thornbush: When you are hit by a melee attack, the attacker
takes 1d4 piercing damage so long as you are wearing armor no
heavier than light. In addition, once per long-rest you may
spend your reaction to gain +1 to your AC against melee attacks
for 1-minute.

Swamp-Strider:
Ability Score Increase: Increase your Constitution score by 1.

Flow like Water: You gain a swim speed of 35, equal to your -
base run speed. In addition, your web-like feet enable you to
run atop the surface of water as if it were solid ground, but you
fall into the water if you end your movement on it.

Canopy-Glider:
Ability Score Increase: Increase your Dexterity score by 1.

Rock-Climbing: You gain a Climbing speed of 35, equal to your
base run speed. Likewise,.your lithe form features several



modifier “leaves” that let you spiral down from falls safely —
granting you fall damage Resistance.

* Editor’s note: Verdalaithi are actually tall and lean, so they’re between 6.5 to 7.5 feet tall

Tardigrade

A little under 33 light years from Earth towards the Leo Constellation is a
red dwarf star humans knew as Gliese 436, and close to it orbits the very peculiar?
planet Gliese 436 b. After the Kidali introduced Humanity and the Tvahjarta, it
was time to introduce both to other intelligent life forms across the galaxy; Gliese
436 b would be one of the destinations to do so.

Kidali Beasuza took human astronomer Naetaro on what would be his last
journey, to a planet that humans previously nick named “the planet of burning
ice”. It took the research vessel Eduardo Torroja (E.T. 2) about 34 years at just
under light speed to get there. When they arrived, the ship (outfitted with special
armor plates) broke through the outer layer of burning ice and into boiling water
mixed with lava. It was not long before Naetaro’s old eyes witnessed a being
swimming around in the intense heat that was shorter thanan average human,
taller than an average Tvahjarta, and strongly resembling the Tardigrades on
earth that live in volcanic shoots.

When Neataro asked -
. : Beasuza what these being
; were called, the Kidali
responded “they have not yet
been applied a name”. And 50,
for the sake of simplicity,
Neataro and everyone else
simply called them
Tardigrades. Sonar scanners
began picking up noises similar
to whales, and Beasuza began +




speaking in kind. The Tardigrade just outside the ship then swam deeper, and the
ship followed. Eventually they reached the planets hardened core, where many
more Tardlgrades were present among cone like structures.

Beasuza informed the ship that they were looking upon the Tardigrade
civilization. Traveling to the outskirts of the city, Tardigrade structures in the
_process of being built where witnessed. Metals would be eaten out of the ground
and then regurgitated in liquid form, slowly building up cone shaped homes to be.

By way of an airlock on the ship, the Tardigrade that had been leading the
ship around was invited in Beasuza. Slowly crawling in like a massive caterpillar,
the Tardigrade made its way onto the bridge. Naetaro was eager to communicdte
with this new being. After his translator devise adapted, he noticed that the
Tardigrade spoke only in the simplest terms, saying things like “Friends?
Welcome. You? Human. Beyond? | go with. More friends. | get....” The individual
Tardigrade then left the ship, gathered other Tardigrade, and came back inside
with more of its kind.

Bearing witness to all this brough tears to Naetaro’s eyes and down his
wrinkled old face. “So much more than | ever could have dreamed, you have
shown to us” he said to Beasuza, looking around at now three different types of
beings. “You made all this possible” the Kidali replied, “and now you return and
rest at the source. This is not your end, but a beginning for us all.” With that
Neataroes eyes cut their last tears, and his lungs quivered their last breath. A
color of deep purple reverberated within Beasuza, putting off feelings of sorrow
and joy at the same time. All Tardigrade on board begun to sing in unison.
Translation devises made out one word: “sad”.

After the scientists on board acquired all the data they wanted from this
strange planet, the ship took off with its new passengers back towards the
Antecedentes Space Station. Along the way, an unexpected collision with an
asteroid took place, ripping a hole in the hull. To the humans and Tvahjarta, all
seemed lost as the ship slowed to a drift along with the asteroid debris. Shrely the
next thing to happen would be a loss in pressure and oxygen, followed by
suffocation accompanied by cold death.

Beasuza and the Tardigrades did not seem afraid at all however, and quickly'
got to work, first leaving the ship through the air lock into space. Much as they did



on their home world, the Tardigrade began eating the debris from the ship and
the asteroid, with Beasuza quickly darting around space to gather more materials
for these new companions to consume. It took less than a minute to restore cabin
pres’sur'e and proper oxygen levels. In Jjst under an hour after that the ship’s hull
was also to completely repaired. Kicking off from the remaining asteroid debris

. had the ship back on track in no time. The Tardigrades worth was quickly realized.
Though perhaps simplistic, these new friends were obviously among the most
resilient creatures ever encountered.

By the time the ship returned to Antecedentes, the human scientists on
board E.T. 2 who were about 25 years old (not counting Neataro) upon first
departure were now in their mid to late 90’s. Several Tvahjarta had gave birth to
new children and then passed away throughout the voyage. The Tardigrades and
Beasuza however looked the same. Neataro would be buried next to the
observatory on Eris by Beasuza, and the facility would be renamed after him.

By now, worm hole devices had been set up between Antecedentes and
earth, as well as Antecedentes and Sontastjarna, substantially cutting travel time
from years to hours between these locations. Talk immediately began regarding
setting up these devises between Antecedentes and the Tardigrade home world.

' One
old




scientist asked out loud “why could we not travel by way of mother crystals to
Gliese 436 b? | did not see one when we were there. Do they not have one near
their planet?” to which several Tardigrade responded, “Fallen Savior.”

Tardigrade Traits:

Ability Score Increase: Increase your Constitution score by 2,
and your Strength Score by 1. Your maximum Constitution
Score is Increased by 2.

Temperature Resistance: Resistance to Burning and Freezing
Damage.

Extremophile Toughness: If damage taken would reduce you to
- O HP, you instead are reduced to 1 HP. This feature only triggers
once between long rests.

Hold Breath: A Tardigrade can breathe oxygen in water or air. A
Tardigrade can hold its breath for 1d100 minutes in any
condition, including space.

Age: Tardigrades mature at the age of 10 and can live up to 500
years (earth years).

Size: Medium. Standing tall on its hind legs, a fully grown
Tardigrade is about 4.5 feet.

~ Speed: 25 Feet in any atmosphere.

Language: Tardigrades communicate in simple tones
resembling whales on earth, mainly in single “words” such as
“hungry”, “danger”, or “friends”.



Sight: Tardigrades can only see out to 80 feet light permitting.
Blindsight out to 15 feet.

~All Abord Antecedentes

After the Tardigrades arrived on Antecedentes, the Kidali informed the space

station leaders that they were done with building the galactic community for

now. Though celebration could take place for a bit between all the different
beings, the Kidali warned of great troubles ahead.

“Not all within this galaxy are friendly, and even greater threats lie beyond it still.
The best and bravest will need to be gathered to defend the native worlds of all
beings aboard in addition to others. An event soon to take place at the location of
one of the mother crystals will help greatly in the trials ahead. Eventually those
worthy will venture to the father crystal and be shown the peak of their abilities.
The numerous adversaries soon to be encountered are fierce, intelligent, and feel
justified in their own way. There is only little time to prepare, but celebration for
now is a necessary part of that preparation, to remind you all why it is you must
fight. Go on, enjoy your evening here within the Antecedentes among your new
galactic family. Tomorrow we learn each others strengths and weaknesses, how
to amplify those strengths, and how to cover those weaknesses. Once teams are

.



assembled and preparations are made, we set forth on the mission to save all that
is. Of course we the Kidali will assist in any way we can.”




CLASSES

Agent

Class Features

As an Agent, you have the following features:

Hit Points
Hit Dice: 1d8 per agent level
Hit Points at 1% Level: 8 + your Constitution modifier

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

Proficiencies

Armor: Light armor, shields

Weapons: Handguns, rifles, special ranged, melee, small melee, thrown only, proximity mine, grenades
Tools: Agents’ kit

Saving Throws: Dexterity, Intelligence

Skills: Choose four from Acrobatics, Athletics, Deception, Insight, Intimidation, Investigation, Perception,
Performance, Persuasion, Sleight of Hand, and Stealth

Equipment
You start with the following equipment:

- (a) pistol with 2 loaded 10 round mags (b) hand crossbow with a quiver containing 20 bolts
- (a) taser with a full small battery (b) 2 daggers
- (a) flare gun with 3 flares (b) blowgun with 5 darts (c) 5 kunia/shuriken



- Kevlar suit armor, agents kit
- Standard digital assistant

- Entry level grade star ship with 500 credits to spend on ship
- 150 additional credits
- 10 earth days’ worth of freeze-dried vacuum sealed rations

Agent Table

Level
1st

2nd
3rd
4th
5th
6th

7th
8th
9th
1oth
1 1th

12th
13th
14th
15th
16th
17th
18th
19th
20th

Precise Attack

Proficiency Bonus
+2

+2
+2
+2
+3
+3

+3
+3
+4
+4
+4

+4
+5
+5
+5
+5
+6
+6
+6
+6

Precise Attack
1d6

1d6
2d6
2d6
3d6
3d6

4d6
4d6
5d6
5d6
6d6

6d6
7d6
7d6
8d6
8d6
9d6
9d6
10d6
10d6

Features

Precise Attack, Trained
REHENES

Aptitude

Method

ASIl/Feat

Damage Mitigation
AS|/Feat, Additional
Aptitude

Method

ASIl/Feat

Unfailing Skill
Method

Improved Damage
Mitigation

Crit Negate

Method

AS|/Feat

Nimble Dodger
ASI/Feat

Method

ASI/Feat

Calculated Precision
Method

Beginning at 1°' level, you know how and where to strike for maximum effect. Once per turn, you can
deal an extra 1d6 damage to one creature you hit with an attack if you have advantage on the roll. The
attack must use a finesse or ranged weapon.



You don't need advantage on the Attack roll if another enemy of the target is within 5 feet of it and you
don't have disadvantage on the Attack roll.

The amount of the extra damage increases as you gain levels in this class, as shown in the Precise Attack
column of the Agent’s table.

Trained Reflexes

Training has made certain actions second nature to you. At 1 level you may use disengage, dash, and
hide as a bonus action rather than an action.

Aptitude

Time in the field has enhanced some of your natural talents. At 2™ level pick two of your Skill
Proficiencies to gain aptitude in. Double your Proficiency Bonus for those chosen skills.

At 6th level, choose two more Skill Proficiencies to gain this benefit.

Method

By 3™ level, you have developed a particular style in how you handle missions. Choose one of the Agent
sub-class options listed later under Methods. The chosen sub-class is your Method, and grants you
additional features at levels 3, 7, 10, 13, 17, and 20 (listed under that particular Method).

Ability Score Improvement/Feat Opportunity

When you reach 4th Level, and again at 6th, 8th, 14th, 16th, and 18th level, you can increase one ability
score of your choice by 2, or you can increase two Ability Scores of your choice by 1.

Alternatively, you may choose to gain one Feat from the Feats section on page

Damage Mitigation

At 5th level, you can take a hit against you in a way that lessens the blow. When an attack roll you can
see hits you, you may use your reaction to make a Dexterity Save against half that attacks total damage
value as the DC (rounded down). On a success, half that attack’s damage against you.

At 11th level, you may use a reaction to take half damage from a successful attack roll against you that
you can see without having to make a Dexterity Save.



Unfailing Skill

At 9% level, you can perform a certain skill with reliable consistency. Pick one skill you have proficiency
in. Whenever you make an ability check with that skill, you can treat a d20 roll of 14 or lower as a 15.

Crit Negate

Starting at 12 level, attacks can no longer crit against you while you aren’t Incapacitated.

Nimble Dodger

By 15™ level your senses and reflexes have become refined to a point that makes it seem as if you have
eyes in the back of your head. From now on, flanking no longer grants advantage on attack rolls made
against you.

Calculated Precision

Starting at 19" level, you can deliver your precise attacks with a stable yet relaxed ease, making the
damage from those attacks more consistent and reliable. When you would roll damage for Precise
Attack, you may instead choose to roll two separate D6. When you do this, you must choose one of the
two D6 totals rolled. All dice that would have normally been rolled for precise damage each have a value
of the d6 die chosen, and are all added up for total precise attack damage.

Example: If you chose to use this feature rather than roll precise damage normally, you would roll 2d6. If
one rolled 2 and the other rolled 5, you could choose the 5. Since you would normally roll 10d6 at 19
level for precise damage, you would act as if all 10 of the d6 rolled 5, totaling 50 precise attack damage.

Methods (Agents Sub-Class Options)

Free Runner

Free Runners prioritize completing a mission as quickly as possible, sometimes over discretion. Other
agents might call them brash, if it weren’t for the efficiency in which they clear tasks. As their name
suggests, Free Runners are experts at traversing the toughest of terrain on foot (including cities) in
record time. On the rare occasion a pursuer actually catches up to a free runner agent, they are quickly
made aware of their mistake...



Long Stride

At 3" level your swiftness grows, and you gain the following benefits:

- Add 15 feet to your movement speed.

- Movement speed needed before you long jump and high jump is reduced by 5 feet.

- You may add your Dex modifier to both your long jump and high jump distances.

- When you take fall damage, subtract the highest rolled 1d6 value from the damage you take. If
1d6 roll values are tied for highest, subtract all those rolls from the damage you take.

Hit and Run

Also at 3™ level, you know how to strike an enemy and slip away without retaliation. When you damage
an enemy on your turn, that enemy can’t make opportunity attacks against you until the start of your
next turn.

Knock Down

A pursuer can’t chase you if you take them off their feet! At 7*" level, you may make an unarmed strike
as a bonus action (d20 + prof + str mod to hit). On a hit, the target must make a Str or Dex Saving Throw
(its choice) vs a DC of 8 + Prof + your Strength Modifier. On a failure the target is knocked prone in
addition to the damage taken (1 + Str Mod).

Targets 2 or more size categories larger than you are immune to being knocked prone in this way.
Agile

At level 10, your springy nature makes it extremely difficult to knock you off your feet. Gain advantage
on all Dex Saving Throws, as well as any saving throw vs an effect that would render you prone.

Additionally, when you succeed on a Dex Saving Throw, you may choose to move 5 feet in any direction
without incurring opportunity attacks.

Prone Strike

Starting at 13" level, you know how to debilitate prone enemies with your precise attacks. When you
deal precise attack damage to a prone enemy, that enemy becomes paralyzed until the end of your next
turn (see Paralyzed condition).

Parkourist

By 17" level, any terrain is easy for you to traverse, and heading at full speed is as easy as walking to
you. You are no longer affected by difficult terrain, and your movement speed is doubled. If you have
natural flying speed from your being type, double that flying speed as well.

Master of Movement



At 20™ level, you gain the following benefits:

- Getting up from prone position only expends 5 feet of movement speed.

- Opportunity attacks may no longer be taken against you.

- Attempts to grapple you are rolled at disadvantage. You roll at advantage when contesting
becoming grappled or attempting to escape being grappled.

- You are immune to being retrained so long as you are not incapacitated.

- When you use dash as a bonus action, all attack rolls you make are rolled at advantage until the
end of your turn.

- If you use dash as a bonus action, you may make one knock down attack this turn as part of that
bonus action.

Infiltrator

Perhaps the most cunning agents, Infiltrators like to think of themselves as classic and sophisticated. If
they should come into contact with the opposition on a mission either by accident or necessity, their
charm allows them to deescalate and sometimes befriend would be foes. This ability to gain trust also
allows them to deliver unexpected devastating blows.

Smooth Operator

At 3" level, you can find and talk your way in and out of pretty much anything. Insight, Investigation,
and Perception rolls against you are roller at disadvantage when contesting your Deception,
Performance, Persuasion, and Sleight of hand skill checks.

Additionally, if you make a Deception, Performance, Persuasion, Sleight of Hand, Lockpicking or Hacking
skill check against a set DC, roll at advantage.

Backstabber

Also at 3 |level, you know how strike from in close at those who trust you. Gain advantage on attack
rolls against creatures that regard you as friendly.

Advocates

By 7t level your allure is palpable and contagious, often causing even strangers to regard you as a
longtime friend.

As an action you may attempt to make an advocate out of a creature that is not a beast with an
intelligence score of 7 or above that can both hear and see you. When you do, roll a Persuasion check
contested by an Insight Check + twice the CR level from that creature. If you win, that creature becomes
your Advocate and regards you as friendly. If you lose this skill check vs a creature, that creature is
immune to becoming your Advocate so long as their memory of the moment they won the skill check
remains intact, and you appear or sound the same as you did when they won the skill check. If you and
the creature tie on this check, you may try this check again with another action.

A creature must be able to understand you in order to become your Advocate.



A creature that regards you or creatures it knows to be your allies as hostile cannot become your
Advocate.

Other player characters cannot become your Advocate.
Gain advantage on Deception, Persuasion, and Slight of Hand skill checks against your Advocate.

Additionally, if your Advocate introduces you to another creature that regards the advocate as friendly,
they do so in a complimenting fashion, granting you advantage on your next Deception, Persuasion, or
Slight of Hand Skill check vs the creature you are being introduced to.

You may have any number of Advocates at any given time.

A creature remains your Advocate until you or a creature it knows to be your ally attacks it or another
creature within sight it regards as friendly, or until it is given another obvious reason not to trust you
(GM discretion).

Betray

At 10™ level, your successful to hit attacks against your advocates auto crit.

True Conversion

By 13™ level you can convince almost anyone to fight by your side, even if they were trying to kill you
moments before.

As an action, you may now attempt to make an advocate out of a hostile creature that can both see and
hear you by rolling a Persuasion check at disadvantage vs an Insight check at advantage from that
creature (negating the Smooth Operator benefits usually granted to you for this check). That creature
still can’t be a beast and must have an Intelligence score of 7 or above. If you win, that creature
becomes your advocate and is no longer hostile to you or your allies.

Additionally, you may now attempt to convince your advocates to fight along side you. As an action, you
may roll a Persuasion check vs an Insight check against one of your advocates that can both hear and see
you. If you win, that advocate becomes a Battle-Ready Advocate. Roll Initiative for your Battle-Ready
Advocates. You control them on their turn. If they had no stats, assign them Citizen (commoner) stats. If
you lose the check to convert an advocate into a Battle-Ready Advocate, you may not attempt to
convert them into a Battle Ready Advocate until you both complete a long rest.

Advocate Assistance

By 17 level, your advocates are so fond of you that they will rush to your aid when you are in trouble. If
your HP reaches 0, your Battle-Ready Advocates will spend their turn attempting to move within 5 feet
of you so that they may attempt a Medicine check on you. A Battle-Ready Advocate may use the dash
action as a bonus action when attempting to do this. If it is not possible to move towards you, a Battle-
Ready Advocate will instead attempt to attack the nearest hostile creature to it.



Additionally, you now roll death saving throws at advantage when one of your Advocates are within 5
feet of you.

Precision Training

At level 20, you are now capable of training your advocates how to deliver precise blows. Your Battle-
Ready Advocates may now use Precise Attack so long as all other requirements for Precise Attack are
fulfilled. When they do this, they roll 5d6 for Precise Attack damage.

Ninj
Killing is of course a nasty part of being an agent, and this is where the ninja shines. Striking from the
unseen to deliver swift fatal blows, even a victim’s life flashing before their eyes is considered a death

too long to a ninja. Just like the ninja of ancient Japan, this modern silent killing machine also uses
seemingly supernatural tricks to hide from and confuse others.

Smoke Bomb

The Ninja can make simple smoke bombs out of the scraps of their surroundings and use them to return
to the shadows. Starting at 3™ level, you may use a smoke bomb as a bonus action. When you do, the
smoke renders you both heavily obscured and hidden from all creatures that rely on sight till the end of
turn (automatically making circumstances appropriate for hiding and acting as if you rolled a natural 20
on the stealth check).

Creatures may not take opportunity attacks against you till the end of turn when you use a smoke bomb.

After every long rest, roll 1d4. You create that many smoke bombs, and may use this feature that many
times between long rests for that cycle (day). Always replace the number rolled from the previous cycle.

Shadow Strike

Additionally at 3™ level, you know how to dispense death quick and clean. When you execute a
successful precise attack on a creature from Hiding (see Hiding rule), roll an additional d6 and add it to
the damage. A successful precise attack from Hiding also crits if a natural 19 or a 20 were rolled.



Decoy Replica

At 7" level, you have learned how to project an illusion of yourself to the enemy by way of mind games,
your disguise module, and loose materials, causing an enemy to damage it rather than you. When an
enemy hits you with a to hit attack roll, you may use a reaction to cause that attack to miss you and hit
your decoy instead. Once this happens, gain 5 feet of movement speed that must be expended
immediately. This movement speed does not incur opportunity attacks.

If you cannot currently move 5 feet in any direction, you may not use this reaction. Due to the decoy
being destroyed upon use, you may only use this feature once between long rests, at which point you
conceptualize and materialize your next Decoy Replica.

Ninja Weapons

At level 10, you can utilize certain weapons in ways only known to the ninja. You gain the following
benefits:

- You may throw up to 3 Kunai or Shuriken at once (or any combination of the two) with an action
as opposed to only 1. When you do this, you may either choose 1 target withing range, or up to
3 separate targets within range and within 10 feet of one another (or 2 targets, throwing 2 Kunia
or shuriken at one target and the other 1 at the other target). Roll to hit and damage for each
thrown projectile separately.

- Choose two Small Melee or Melee Weapon that do not have the finesse property. You may add
Precise Attack damage to your successful attacks with the chosen weapons as if they did have
finesse, so long as all other requirements to use Precise Attack are met.

- lgnore the Self Infliction Property on all Small Melee and Melee Weapon:s.

Shadow Retreat

Starting at 13* level, your ninja skills allow you to vanish from dire situations that have rendered you
nearly dead. When you are reduced to 0 HP, you may immediately move yourself to an unoccupied
space that is in dim light or darkness within a range of double your movement speed (as if you were
dashing). This movement does not encore opportunity attacks.

Additionally, if you use shadow retreat, you may immediately roll 1 death saving throw as if it were your
turn.

Replica Counter

By 17" level, you have mastered the art of misdirection and swift retaliation. When you use the Decoy
Replica feature, you may counterattack the attacking creature as part of that reaction. You may roll



Precise Attack damage with this counterattack, so long as the other requirements for Precise Attack are
fulfilled.

Execute

Starting at 20™ level, you learn how to deal death swiftly. If a precise attack you make brings a creature
to 25 HP or below, that creature must make a Con saving throw vs 8 + prof + str/dex (depending on
whether the weapon used to make the attack has a str or dex modifier bonus). On a failure, the creature
is immediately brought to O HP.

Aviator

Class Features
As an aviator, you have the following features:

Hit Points
Hit Dice: 1d8 per aviator level
Hit Points at 1% Level: 8 + your Constitution modifier

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

Proficiencies

Armor: Light armor, helmets

Weapons: Handguns, shotguns, grenades, dagger, taser, rapier, laser riffle, flare gun,
Tools: Galactic positioning devise

Saving Throws: Dexterity, Wisdom

Skills: Choose three from Acrobatics, Astronomy, Deception, History, Insight, Investigation, Perception,
Performance, Persuasion, Sleight of Hand, and Stealth

Equipment
You start with the following equipment:

- (a) pistol with 2 loaded 10 round mags (b) laser pistol with 2 full small batteries



- (a) taser (b) 2 daggers (c) rapier

- (a) kevlar suit armor (b) ceramic vest armor

- Star navigation kit, basic personal drone

- Standard digital assistant

- Intermediate or lower grade star ship with 500 credits to spend on ship
- 120 additional credits

- 10 earth days’ worth of freeze-dried vacuum sealed rations

Aviator Table

Level Proficiency Bonus Features

1t +2 Evasive Maneuver,
Haul Ass

2nd ) Nimble Target

3 ) Style

4th ) AS|/Feat

5th +3 Multistrike

6t +3 AS|/Feat, Enhanced
Evasive Maneuver

7t +3 Style

gth +3 AS|/Feat

gth +4 Mobility Platform

10t +4 Style

11t +4 Cover Your Ass

12t +4 Elusive Target

13 +5 Style

14t +5 AS|/Feat

15t +5 Against All Odds

16t 45 ASI/Feat

17t +6 Style

18t +6 AS|/Feat

19t +6 Untouchable

20t +6 Style

Evasive Maneuver

As a 1% level Aviator, you are adept at performing ariel evasive maneuvers. You have a pool of points
equal to your Wis Modifier called Maneuver Points. While in a ground battle or while piloting a starship,
you may use a reaction and expend a Maneuver Point to add half your Dex Modifier (rounded down) to



your AC till the end of that turn when an attack roll is made against you. Your Maneuver Points replenish
after a long rest.

If your movement is restricted in any way, you may not use Evasive Maneuver.

Haul Ass

Also at 1°t level, you know how to get moving and stay moving. You may use dash as a bonus action.

Nimble Target

By 2™ level, you know that whether fighting in a spaceship or on foot, a target in motion is always
harder to hit. For every 25 feet of your movement speed used on your turn in a ground battle, you get a
bonus +1 to your AC till the start of your next turn.

Style

By level 3, you have developed your own preferences and style when it comes to both grounded and
space battles. Choose one of the Aviator sub-class options listed later under Styles. The chosen sub-class
is your Style, and grants you additional features at levels 3, 7, 10, 13, 17, and 20 (listed under that
particular Style).

Ability Score Improvement/Feat Opportunity

When you reach 4th Level, and again at 6th, 8th, 14th, 16th, and 18th level, you can increase one ability
score of your choice by 2, or you can increase two Ability Scores of your choice by 1.

Alternatively, you may choose to gain one Feat from the Feats section on page

Multistrike

Beginning at 5th Level, you can Attack twice, instead of once, whenever you take the Attack action on
your turn.

Enhanced Evasive Maneuver

At 6" level your ability to dodge and weave out of harm’s way grows. From now on, add your full Dex
Modifier rather than half your Dex Modifier when using Evasive Maneuver.



Mobility Platform

At 9% level, you have finally completed constructing a mobility enhancing platform out of loose ship
parts among other things. Choose one of the Mobility Platform Blueprints listed below to both attune to
and build. Unless that particular platform states an action or bonus action is needed to use a particular
ability, all listed bonuses are always active so long as you are riding/mounted on that mobility platform.

Most mobility platforms are hands free so you can still equip and use other items and weapons. If a
mobility platform requires hands, it will be stated in that particular platform.

It takes 10 cycles (days) and 1000 credits worth of ship parts to make another mobility platform. You
may only be attuned to one mobility platform at a time.

Mobility Platform Blueprints

Hover Board — Gain 25 feet of movement speed. All your movement speed is also flying (hover) speed.
The hover board only has the capability of going up 10 feet in height, otherwise if at ground level the
hover board is always about 3 to 4 inches off the ground. Gain advantage on Dex saves from
effects/attacks/abilities that come from the ground.

Jet Pack — Your movement speed is also flying speed. If you already had flying speed, add 15 feet to your
total movement speed.

Sticky Surface Skates — Gain 35 feet of movement speed. All of your movement speed can be used as
climbing speed on any solid surface.

Cover Your Ass

Starting at 11 level, when you use the Haul Ass feature (dash as bonus action), you also use the
disengage action as part of that bonus action.

Elusive Target
At 12% level, you have learned how to better dodge out of the way of area of effect attacks. The bonus

you currently have to AC from Nimble Target is also applied to Dex Saves.

Additionally, you may now use the Evasive Maneuver reaction to grant you its bonus to Dex saves (roll
the Dex save normally and then add the Evasive Maneuver benefit to that).



Against All Odds

Starting at 15™ level, you gain one addition reaction per round.

Untouchable

By 19% level, your Evasive Maneuvers have become so erratic yet graceful you are nearly impossible to
hit when performing one. From now on, when you use Evasive Maneuver, you add twice your Dex
modifier to your AC (or to the Dex save roll as stated in the Elusive Target feature).

Styles (Aviator Sub-Class Options)

Maverick

A wild card can be the best shot at hope when the numbers are stacked against you. Maverick Aviators
are well suited to “no win” situations where by-the-book protocol does not show a path to victory
(which to a Maverick is pretty much every situation). Commanders and other superiors are careful not to
show Maverick types too much respect out of fear that they might begin to ignore the chain of
command. However, deep down they are thankful for all the times an out of his mind Maverick saved
the day.

Additional Proficiency: Weapon Type

When you choose this sub-class at 3™ level, pick one weapon type out of Riffles, Small Melee, and Melee
weapons. You become proficient in that weapon type.

Aggressive Maneuver

At 3" level, you sacrifice a bit defense in order to focus on striking true. When you make an attack roll
on your turn, you may expend a Maneuver Point to add your Dex Modifier to the to hit roll and total
damage (twice over if you are using a weapon that already benefits from Dex). If you do this, lose your
ability to use a reaction till the end of your next turn.

Domineering

Also at 3" |evel, you gain proficiency in the Intimidation Skill. If you already had proficiency in
Intimidation, you gain Aptitude in it instead (add your proficiency modifier twice over to that skill).

Strong Offence

At 7" level, your brazen attacks disrupt the enemy’s own attempts to strike back. When you hit with an
attack roll using Aggressive Maneuver, the hit target has disadvantage on all attack rolls against you till
the start of your next turn. The attack must deal damage in order to apply this disadvantage.



Additionally. if you killed or destroyed a creature or object with Aggressive Maneuver, you regain your
ability to use a reaction.

Aggressive Resolve

At 10%™ level, seeing your foes fall reinvigorates you. If you kill or destroy an enemy with Aggressive
Maneuver, refill the Maneuver Point that was used to execute that Aggressive Maneuver.

Superior Aggression

Starting at 13™ level, when you hit with an attack roll using Aggressive Maneuver, the hit target has
disadvantage on all attack rolls until the start of your next turn (as opposed to attack rolls against you
alone).

Menacing Momentum

By 17" level, your movement not only makes it harder for you to be hit, but also enhances your attacks
against targets. From now on add your Nimble Target bonus to attack rolls and damage from your to hit
attacks.

Ace In The Hole

At 20" level, you can reliably land a single devastating blow against a foe. When you use Aggressive
Maneuver, you may choose to treat the attack roll as a natural 20 (crit). When you do, the attack hits
even if the targets AC was not met. Additionally, the attack deals maximum potential damage (max all
dice that would have been rolled for damage). You may use this feature once between long rests.

Smuggler

What is law in space besides a very loose recommendation? Organizations or individuals needing
something transported in secret turn to the Smuggler. With their smooth tongue and fancy gadgets,
they always manage to improvise their way through the tightest situations. Since they are hired by both
the legitimate well doing as well as the nefarious criminal and everything in between, the Smuggler is
accustomed to feeling things out and saving their own skin if need be.

Smuggle

When you pick this sub-class at 3™ level, you can make an object seemingly disappear until it is delivered
to its destination. Gain advantage on all skill checks used to hide an object (stealth, slight of hand,
deception, etc.).



Improvised Maneuver

At 3" level, you gain an additional reaction per round that can only be used with Evasive Maneuver,
adding your Performance Modifier to your AC rather than your Dex Mod.

Silver Tongue

Also at 3™ level, you gain proficiency in the Persuasion Skill. If you already had proficiency in Persuasion,
you gain Aptitude in it instead (add your proficiency modifier twice over to that skill).

Persuasion checks rolled against you are rolled at disadvantage.

Swift Utilization

At 7™ level, your time in the trade has acquainted you well with the gadgets of the universe, allowing
you to use them with more efficiency than most others. You gain an additional item interaction on your
turns, and once on your turn an item interaction can be used to activate an item that would normally
take an action or bonus action to use.

Additionally, items that usually take a short rest to attune to only take 10 minutes to attune to for you,
and you may drop attunement on an item with an item interaction (unless the item is cursed or bound
to you in some other way).

Confident Resolve

At level 10, your ability to survive and improvise on the spot through the worst situations has bolstered
your confidence. If you kill or destroy an enemy or object with an item interaction, refill one Maneuver
Point.

Additionally, if you successfully dodge an attack using an Improvised Maneuver, refill the Maneuver
Point that was used to execute that Improvised Maneuver.

Bargainer

By 13™ level your silver tongue sharpens, allowing you to convince shop keepers and the like to discount
substantially. From now on when attempting to convince a vendor to reduce their prices with a
Persuasion check, that vendor will reduce their prices by half for you if you win that check.

Additionally, if you roll a natural 20 on your persuasion check against a vendor, they might reveal hidden
inventory to you, or perhaps even give you certain items for free (GM discretion).



Enhanced Utilization

Starting at 17" level, you can expend a Maneuver Point to enhance the items you use, granting you the
following benefits:

- If the item restores HP, it restores the maximum potential HP to the target(s).

- If the item deals damage, it deals the maximum amount of damage to the target(s).

- If the item requires a saving throw, add your Dex modifier to that saving throw’s DC.

- If the item has a radial area of effect, increase that are of effect by 5 feet.

- Ifthe item has an area of effect that would deal damage to an ally, that ally automatically takes
one forth damage (rounded down).

Undying Antihero

Starting at 20" level, you auto succeed on all death saving throws. Roll those death saving throws as you
normally would anyway. You stabilize yourself at 1 HP if you roll 17-20.

You still suffer 2 death saving throw failures when being damaged while at 0 HP but not dead.

Unless a creature has a personal grudge against you or there are no other targets around other than
you, creatures will not attempt to attack you while you are at 0 HP.

Wingman

While most Aviators go for glory gold or command, a Wingman is perfectly content saving a friendly
from the enemy’s crosshairs. As such, even the most distinguished Aviators respect the dedicated
Wingman. For every famous pilot that fired that last missile to end the battle, there was a Wingman
watching that pilot’s six.

Rescue Maneuver

At 3" level, you have learned how to save an ally’s skin. If either an attacking creature/object or a
creature/object being attacked other than you is within range of your total movement speed from you,
a reaction and maneuver point may be expended to add your Dex Modifier to the creature’s/object’s AC
that is being attacked. You also move to within 5 feet of the creature/object that was within your
movement speed’s range of you (this movement can still provoke opportunity attacks).

Rescue Maneuver may only be used if your movement speed is not restricted, and you can move to the
creature within range using your normal movement speed as if this was your turn.

If Rescue Maneuver is used, you may not use a bonus action on your next turn.

Movement speed from Rescue Maneuver does not add to the AC bonus granted by Nimble Target.



Additional Proficiency: Shields

You gain proficiency in shields when you choose this sub-class at 3 level.

Heightened Perception

Also at 3™ level, you gain proficiency in the Perception Skill. If you already had proficiency in Perception,
you gain Aptitude in it instead (add your proficiency modifier twice over to that skill).

Avenge

At 7™ level, the sight of an ally taking damage infuriates you, fueling a focused need for revenge. If you
can see a creature or object other than you take damage, gain advantage on all attack rolls against the
creature or object that dealt that damage on your next turn.

You may only have advantage on attack rolls against one creature/object during your turn with this
feature (your choice).

Defenders Resolve

At level 10, you continue to relentlessly defend your allies. If a use of Rescue Maneuver successfully
makes an attack against a creature or object miss, refill the Maneuver point that was used to execute
that Rescue Maneuver.

Additionally, if you kill or destroy a creature or object with advantage granted by the Avenge feature,
refill one Maneuver Point.

Self-Preserving Rescue Maneuver

Starting at 13" level, you can protect both your friends and your own skin at the same time. From now
on movement speed from Rescue Maneuver does add to the AC bonus granted by Nimble Target.

Teamwork Over Glory

To you, the mission has always been more important than receiving personal recognition. Starting at
17" level when you would make an attack roll you may instead choose to forgo that roll and



intentionally miss. When you do this, all allies roll to hit against that target at advantage until the
beginning of your next turn.

Not In Vain

At 20%™ level, if you see an ally drop to 0 HP, you immediately gain one full extra turn to take after the
current turn is over.

Demolitionist

Class Features

As a Demolitionist, you have the following features:

Hit Points
Hit Dice: 1d12 per demolitionist level
Hit Points at 1% Level: 12 + your Constitution modifier

Hit Points at Higher Levels: 1d12 (or 7) + your Constitution modifier per demolitionist level after 1°

Proficiencies
Armor: Light Armor, medium armor

Weapons: Explosives, shotguns, dagger, pistol, flamethrower, grenade launcher, rocket launcher, flare
gun

Tools: Bomb kit
Saving Throws: Constitution, Dexterity

Skills: Choose two from Athletics, Astrology, Insight, Intimidation, Investigation, Perception, and Sleight
of Hand

Equipment

You start with the following equipment:



(a) pistol with 2 loaded 10 round mags (b) flare gun with 3 flares

(a) 3 EMP grenades (b) 3 grenades

(a) 3 proximity mines (b) 3 step mines
(a) kevlar suit (b)ceramic vest armor
Dagger, 2 bombs, demo kit

Standard digital assistant

Entry level grade star ship with 500 credits to spend on ship

100 additional credits

10 earth days’ worth of freeze-dried vacuum sealed rations

Demolitionist Table

Level
1st

2nd

3rd
4th
5th
6th

yAL

8th

9th

1Oth
11th
12th
13th
14th
15th
16th
17th
18th
19th
20th

Proficiency Bonus

+2

+2

+2
+2
+3
+3

+3
+3
+4
+4
+4
+4
+5
+5
+5
+5
+6
+6
+6
+6

Features

Disarm, Sploady-Matic
Crafting

Explosives Modding,
Short Fuse

Specialty

ASl/Feat

Personal Touch
ASI/Feat, Compact
Explosives Modding
Specialty

AS|/Feat

Familiar Danger
Specialty

Duck n’ Cover

Blast Resistant Mods
Specialty

AS|/Feat

Critical Failure
AS|/Feat

Specialty

AS|/Feat

Final Boom
Specialty



Disarm

At 1°t level, you may attempt to disarm an explosive within 5 feet of you using the tools provided in your
demo kit. As an action, roll a d20 and add your proficiency modifier against an armed explosive’s disarm
DC, which is 2 less than that explosives radial DC as listed on the weapons chart on page __ (example:
a standard bomb’s disarm DC would be 14 since its radial blast DC is 16). A success will disarm the
explosive, while a failure might detonate it right then or alter it in another way. Once disarmed, an
explosive and/or its parts may be collected for use at a later point. A live grenade of any kind may not be
disarmed.

Sploady-Matic Crafting

Keeping you armed with explosives when far from the bomb shop is your trusty Sploady-Matic. Starting
at level 1 you may attempt to craft an explosive from various materials you have gathered. See the
“Sploady-Matic Crafting Table” at the end of this class description and pick one of the options on it to
attempt to make. You may attempt to make 2 options from the Sploady-Matic Crafting Table during a
short rest, and 4 options during a long rest.

Each option has certain material component requirements that must be filled before an attempt may be
made to craft it. There is also a DC for each option, as listed on the Sploady-Matic Crafting Table. Once
the material components have been gathered, roll a D20 + your Proficiency Bonus vs that options DC. If
you succeed, you craft the desired item. On a failure the item reverts to a Popper (Popper stats listed
after the Sploady-Matic Crafting Table).

The Sploady-Matic can also store a certain amount of these materials away for use later. Only
dead/unfunctional items may be broken down and stored in the Splaody-Matic’s storage system. It
takes 1 action for the Sploady-Matic to break down and store a small item, 1 minute for a medium item,
10 minutes for a large item, and 1 hour for a huge item. The Sploady-Matic can’t break down or store
items larger than the huge size category. Most of an item’s mass is discarded after it is broken down,
leaving only the usable materials behind to be stored. Due to this, items stored in the Sploady-Matic do
not increase carry weight.

The Sploady-Matic can store a maximum of:

- 50 broken down small items

- 20 broken down medium items
- 10 broken down large items

- 3 broken down huge items



Explosives Modding

Your experience with various explosives has grown enough for you to be able to mod them whereas
others cannot. At 2" level, mod slots for the explosives category of weapons (ALL bombs grenades and
mines, including extraordinary/additional explosives not listed on the standard weapons list) goes from
0 to 1 for you and opens up the mods section of the Sploady-Matic Crafting Table. Only mods that could
be made from the Sploady-Matic Crafting Table may be applied to an explosive unless that particular
mod specifically states otherwise. Applying one of these mods to an explosive takes a bonus action
unless stated otherwise.

Short Fuse

Your time as a Demolitionist has taught you how to alter the standard arming devises that come
equipped on most bombs. As an ode to bombs of the past, this technique is referred to as short fusing.
At 2" level as a bonus action, you may change the timed property on a bomb to detonate at the end of
this turn or at the end of you next turn (as opposed to the standard 2 rounds time to detonate). This
may not be done to a bomb that has already been armed as it counts as arming a bomb when
performed but may be done to a bomb before it is placed.

Specialty

Every Demolitionist loves blowing stuff up or burning it down, but the way one demolitionist brings
down a building can vary greatly from the next. By 3™ level you know what scratches your burning itch,
as your methods of destruction (or un-destruction) grow in the direction that makes you happiest.
Choose one of the Demolitionist sub-class options listed later under Specialties. The chosen sub-class is
your Specialty, and grants you additional features at levels 3, 7, 10, 13, 17, and 20 (listed under that
particular Specialty).

Ability Score Improvement/Feat Opportunity

When you reach 4th Level, and again at 6th, 8th, 14th, 16th, and 18th level, you can increase one ability
score of your choice by 2, or you can increase two Ability Scores of your choice by 1.

Alternatively, you may choose to gain one Feat from the Feats section on page .

Personal Touch

By 5% level, you have learned how to put your own personal touch on explosives. If an explosive (bomb,
grenade, mine, rocket) type of weapon you set, throw, or launch would require a DC Saving Throw, you
may choose to replace that DC with 8 + your proficiency modifier + your dexterity modifier.



The Hazop sub-class may also use this DC formula for all saving throws required by their flame thrower.

Compact Explosives Modding

At 6" level all explosives gain one additional mod slot for you.

Familiar Danger

Your extended experience as a demolitionist has taught you how to best avoid the brunt of an
explosives blast. At 9" level, you gain resistance to concussive damage.

Duck n’ Cover

By 11%" level, your companions are quite used to the dangers of your explosives as well as your
propensity to use them without warning. Creatures friendly to you gain advantage on all saving throws
vs your explosives (including bombs used in space battles from you).

Blast Resistant Mods

Starting at 12" level, when you make a mod from the Sploady-Matic crafting table, roll 1d4. That mod
can withstand the blast from an explosive it is equipped on that many additional times, making it
possible to use that mod more than once.

Once a mod is used a number of times equal to the d4 rolled + 1, it is destroyed along with the explosive
it is equipped to normally.

Though your Sploady-Matic explosive mods may withstand over one blast now, you still have to retrieve
it. Luckily a built in a micro transmitter makes it fairly easy to locate a blasted mod, provided you are
within 1 mile of it.

Critical Failure

Starting at 15™ level, creatures who fail saving throws from your explosives and rockets by 5 or more
take double damage.

The Hazop sub-class also deals double damage when a creature fails a saving throw required by their
flame thrower by 5 or more.

Final Boom



At 19% level, you are just as surprised as anyone else that you have lived up until this point. Still, you
know all too well that the lifespan of a demolitionist is short and are fully prepared to go out in a blast of

glory.

When you die, all explosives on your person immediately detonate. This includes grenades, grenade
shells, mines (without having to be triggered), and rockets. Flamethrower fuel also explodes, dealing 1d8
burning damage per 10 units of fuel in a 25-foot radius (requiring a Dex Save from all creatures in range
as if the fuel was used from the Flamethrower).

If you are making a death save, you may instead choose to fail all death saves at once, triggering Final
Boom.

You may choose any number of explosives on your person to not detonate when Final Boom is
triggered. You may also choose for Final Boom not to trigger at all when you die.

Your body is disintegrated when Final Boom Triggers.

Specialties (Demolitionist Sub-Class Options)

Grenadier

Explosives are best used from a safe distance, which is why many Demolitionists lean towards grenades.
Masters of trajectory, a well-practiced Grenadier can launch a grenade into a rotten tree stump from
over 100 yards with ease. This makes them especially valuable when the enemy is behind cover in a
trench or in similar situations. If a Grenadier gets angry, they are not just another individual on the
battlefield, they are a destructive event that floors most everything around.

Nade’ Monarch

When you select this sub-class at 3™ level, your skill with grenades and grenade launchers begins to
excel, granting you the following benefits:

- Your distance with grenades and grenade launchers doubles.

- Grenades and grenade shells have an additional mod slot for you.

- Grenade Launchers have 1 more mod slot for you.

- It only takes you 1 bonus action to apply a mod to a Grenade or Grenade Launcher.

- The Grenadier section of the Sploady-Matic Crafting Table is now open to you.

- When you successfully craft a grenade with Sploady-Matic Crafting, you may instead choose for
it to be a grenade shell.

Stick-em

At 3" level, when you throw or shoot a grenade with the Sticky mod applied, you may choose to roll to
hit a single target in range with the grenade, adding your Proficiency + Dex Modifiers to the roll. On a hit



the target auto fails the saving throw for that grenade (all other creatures in the blast radius roll the
save as normal). On a miss the target rolls the save as normal.

Once you get Critical Failure from the Demolitionist core class at 15" level, a creature successfully hit
with Stick-em automatically critically fails (taking double damage).

Double Toss

At 7" level If you use an action to throw or launch a grenade, you may throw or launch another grenade
this turn as part of that action.

Stick-em Dismemberment

At 10™ level, you know where to place a sticky modded grenade for maximum damage, sometimes
blowing that part off the enemy outright. When you roll to hit with the Stick-em feature with a grenade
that deals concussive damage, you may choose to call out a particular part of your target other than its
center mass or head (like a creature’s arm for example), rolling to hit at disadvantage if you do. On a
miss the target auto succeeds on that grenade’s saving throw. On a hit the target auto fails that
grenade’s save as normal and in addition must make a Con Save vs your Personal Touch DC (8 + your
proficiency modifier + your dexterity modifier).

The target loses that particular part if it fails a number of these Con saving throws made this way,
depending on its size category:

- Small and Medium targets lose the part after 1 failed save.
Large targets lose the part after 2 failed saves.

Huge targets lose the part after 4 failed saves.

Gargantuan targets lose the part after 8 failed saves.

Bouncy Bouncy

Beginning at 13" level, you learn how to make your bouncers bounce several times over before
delivering the final grenade blast. You may now mod your bouncer grenades with more poppers. When
you do this, it offers that bouncer grenade an extra bounce and popper explosion relevant to the popper
it is modded with. All bounces activate on the turn the grenade was used.

Example: If you modded a bouncer with a popper, you would get 2 bounces before the grenades final
blast. If you modded a bouncer with 2 poppers, you would get 3 bounces before the grenades final blast.

Each pooper tier requires its own amount of open mod slots in order to be placed upon a popper as
listed below:

Popper = 1 mod slot



Big Pappa = 1 mod slot

Pop Star = 2 mod slots

Multi Pin Rip Cord

By attaching a single cord through several thrown grenade pins, you are able to fling a myriad of
explosives at once. Starting at 17th level, you may attach a single thrown grenade to your Multi Pin Rip
Cord as a bonus action. This rip cord can have a number of grenades equal to your Demolitionist level
attached to it at any given point.

As an action, you may release all grenades attached to your Multi Pin Rip Cord. When you do, each
grenade’s thrown distance is reduced by half rounded down, and you choose a point for each grenade
to detonate. All those in the blast radius roll a save for each individual grenade.

Headsplosion

Starting at 20" level, you may now target a creature’s head with the Stick-em Dismemberment feature.
If that creature requires that head to survive and it is destroyed, that creature is immediately rendered
dead or destroyed at 0 HP.

Hazop

Sometimes still referred to as the “bomb squad” or “clean-up crew”, a Hazop specializes in disarming
the bombs where simply cutting the green wire would get everyone killed. Their natural affinity for
puzzle solving enables them to understand and safely shut down advanced hazards. Since clearing
hazardous materials sometimes includes purification by incineration, the Hazop is also quite intimate
with the flame thrower. If a quark bomb is about to take out the nearest 3 planets, a Hazop may be the
difference between life and death for billions.

Hazard and Hose Expert

When you select this sub-class at 3™ level, you find yourself drawn to the flame thrower and what more
you could do with it. Also, your ability to neutralize or mitigate surrounding hazards quickens. You gain
the following benefits:

- The Flame Thrower has an extra mod slot for you.

- It only takes one bonus action to equip or unequip a mod to a flame thrower for you.

- The Hazop section of the Sploady-Matic Crafting Table is now open to you.

- It only takes you a bonus action to use the Disarm Demolitionist feature for you.

- Add your Dex modifier in addition to your Prof bonus when rolling to Disarm an explosive.

Added Proficiency: Heavy Armor, Shield, and Helmet



Due to your need to protect yourself from explosives that require your close attention, you become
proficient in Heavy Armor, Shields, and Helmets.

Second Chance

At 7" level, if you would fail a roll to Disarm an explosive normally causing it to go off or be triggered in
some other way and you rolled a natural even number on the Disarm dice roll, you may instead choose
for it to not go off/trigger. You may only use this feature once between long rests.

Overflow

You know how to loosen the regulator nozzle on the flame thrower, allowing more fuel to be used than
normal. By 10" level when you use a flame thrower, you may choose to expend 15 units of fuel an
action rather than 10, dealing an extra 1d4 of damage of the same type as the fuel that is being used
and increasing its saving throw DC by 1. You may also choose to expend 20 units instead, dealing an
extra 2d4 of damage and increasing its saving throw DC by 3.

Bomb Sense

By 13™ level, your experience disarming bombs has acquainted you with them so well, its as if they
almost speak to you. You gain the following benefits:

- You can detect and know the location of any bomb within 500 feet of you.

- You know exactly what mods are attached to a bomb if any.

- You know exactly what will happen if you trigger a bomb by attempting and failing to disarm it.
- You gain advantage on all disarm checks.

- You may use the Second Chance feature any number of times between long rests.

Negating Foam

At 17t level your Dampen Foam formula evolves as does your capabilities with it. From now on you can
use Dampen Foam as a reaction. Additionally, Dampen Foam created by you gains these benefits:

- Your Dampen Foam now completely neutralizes all grenades (and grenade shells) and their
attached mods.

- Your Damped Foam now completely neutralizes all mines and their attached mods.

- Your Dampen Foam now completely neutralizes rockets, which count as an explosive for the
purpose of using Dampen Foam against them.

- Your Dampen Foam now completely neutralizes bombs if they are only rigged to be detonated
by fuse.

- Your Dampen Foam now reduces the range of radio wave detonation patches set upon a bomb
by half (shortening the minimum needed distance to detonate with a standard radio style
detonation patch from 10 miles to 5 miles).

- Your Dampen Foam now completely neutralizes bombs that would only be set off by a laser
style detonation patch.



Explosives neutralized by your Dampen Foam may be retrieved with an item interaction, but require an
action to clean the Dampen Foam off and refurbish before being used again.

Hazardous Redirection

At level 20, you have completed and attached a special tank and nozzle to your flamethrower, requiring
no mod slots to do so. This tank and nozzle are special in that they can not only disperse hazardous
elements upon foes, but can also absorb them defensively, storing those elements so they may be
redispersed later.

When Acid, Burning, Freezing, or Poison damage would be dealt within 50 feet of you, you may use your
reaction to roll 5d10 and subtract that amount from the damage total (before applying that damage to
multiple creatures if the damage come from an area of effect source such as the extraordinary ability
Fireball). Each unit of damage absorbed this way is stored in your special tank as a unit of that fuel type
(with burning damage being stored as normal fuel).

This new special tank can hold up to 100 units of fuel in any combination of the fuel types listed above.
The tank can not absorb and store damage past 100. Example: If your special tank currently had 80 units
of fuel within, and you used a bonus action to absorb burning damage in range, you could only absorb
and thus reduce that burning damage by a maximum of 20, even if you rolled above 20 on your 5d10 roll.

You may use fuel stored in your special tank as a bonus action, expending fuel as if it was from your
flame throwers usual tank (10 units per use unless using Overflow feature). If your special tank has more
than one type of fuel stored within, you choose which fuel type to use with this bonus action.

Mine Setter

Patience mixed with anticipation blends together in a bittersweet contradicting cocktail that is
eventually garnished with satisfaction when a foe sets off a mine. This is the life of a Mine Setter, who
loves nothing more than seeing the last look upon an enemy’s face before it flies into pieces through the
air. With methods that are as effective as they are morbid, the Mine Setter demands those around
watch their step.

Mine Master

When you choose this sub-class at 3™ level, extra attention to the mines category of explosive weapons
has granted you added benefits with them:

- All mines have an extra mod slot for you

- It only takes a bonus action to equip a mod to a mine for you

- This Mine Setter section of the Sploady-Matic Crafting Table is now open to you

- You may set up any tier of Popper as a step mine, counting as a mine when set this way

- Gain advantage on rolls to Disarm mines

- Gain advantage on all checks to hide mines, may attempt to hide a mine as a bonus action
- Gain advantage on perception and investigation checks when actively searching for mines



Line to Mine

At 3" level, you know how to use either fuse or wire to hook your mines up to other explosives. You may
now run fuse or line between your mines and bombs, causing the fuse to light from the mine towards
the bomb(s) once the mine is stepped on, or causing the bomb(s) to detonate immediately when a
stepped-on mine is attached to a bomb by line.

Gravity Well

At 7™ level, you know how to alter your mines with gravity mods in a special way that draws creatures
into the mine before it detonates. When you equip a gravity mod on a mine, you may choose for it to
becomes active 6 seconds after you set that mine, rather than when the mine is detonated. When you
choose to do this, the gravity from the mod is constantly pulling before the mine is set off, and
immediately stops when the mine detonates.

Gravity extends out from the mine in a radius with a range based off of the Gravity Mod tier. A creature
within this range for the first time on a turn must make a Strength Saving Throw, with the DC once more
based off mod tier.

The radius ranges and DC for each gravity mod tier used in this way are as follows:
Gravity: DC = Your Proficiency Modifier + Your Dex Modlifier + 1. Range = 5 feet
Gravity+: DC + Your Proficiency Modlifier + Your Dex Modifier + 2. Range = 10 feet
Gravity++: DC = Your Proficiency Modifier + Your Dex Modlifier + 4. Range = 25 feet
(A creature still takes 5d4 force damage on a failed Gravity++ Str Save)

On a failure a creature is immediately pulled to the mine or nearest unoccupied 5-foot square, unless
the mine is a proximity mine or timed mine that will go off before they reach the same space as the
mine, at which point the gravity from the mod stops as soon as the mine detonates. If the modded mine
is a step mine or something similar, it detonates as soon as the first creature/object reaches its 5-foot
square. If the modded mine is a Bouncing Betty or like one, the first creature pulled onto the mine’s
space is on that mine and will cause it to trigger once they get off of it (the gravity is still active until the
mine is triggered).

If a creature has already failed the Str Save and starts its turn inside a gravity well radius that is still
active (such as with the Bouncing Betty example above), they may re-roll the Str Save as an action,
granting them their full movement on a save. If they fail or choose not to make the save, their speed is
reduced to 0 and they have disadvantage on all Dex Saves, Dex Skill Checks, and ranged attack rolls until
the gravity well stops or until they make a successful Str save against it.

A creature that is pulled all the way to the ground from 10 feet or higher from the gravity mod takes
falling damage as normal (1d6 bludgeoning per 10 feet).

Gravity Focus



As part of this feature, when you choose to use gravity well when setting a mine, you may choose to
direct the gravity out from the top of the mine in either a cone or line rather than a full radius (similar to
a directional mod). If you choose cone, double the gravity’s range, and add 1 to the STR Save DC. If you
choose lineg, triple the gravity’s range, and add an additional 2 to the STR Save DC.

Mine Toss

Starting at 10™ level, you may set any mine from a distance of 20 feet.

Just as with setting a mine under a creature that is 5-feet away from you, a creature must make all
relevant saves at the begging of their next turn if you toss a mine under them with Mine Toss.

Minefield

By 13 level, you are so fast at setting mines that you can sometimes set several of them within
seconds. On your turn as an action, you may declare you are using minefield. If you do, you may place
1d6 mines this turn as part of that action. You may use this feature a number of times equal to your Dex
Modifier between long rests (minimum of once).

Springy Wingy

Starting at 17" level, you can now step fearlessly upon your Springy Dingy mines in a way that launches
you up and out of harms way... for the most part. From now on when you step on a Springy Dingy mine
that you placed, all attached mods trigger after you are launched into the air. If you are launched far
enough to escape the area of effect of all mods attached to that Springy Dingy, those mods do not affect
or damage you.

Movement speed from you being launched by your own Springy Dingy mines no longer incur
opportunity attacks.

When launched into the air by your own Springy Dingy mines, you may choose to land in an unoccupied
space within 20 feet of where the Springy Dingy was triggered. You still take all relevant fall damage.

When launched into the air by your own Springy Dingy mine, you gain an additional action that must be
used immediately and while in midair.

Limblow



How low can you go? A lot lower if those pesky legs were removed! Starting at level 20, you know how
to create and set your concussive damage dealing mines in a way that cuts through modern defenses.
When a creature triggers a mine they stepped on which was placed by you that deals concussive
damage and that creature fails the mines saving throw with a Critical Failure (by 5 or more), that
creature losses its legs, wheels, or the equivalent to those things. Once this happens, its ground
movement speed is reduced to 0. This movement speed reduction lasts until its legs or equivalent are
restored or replaced, or it is given some other means to travel along the ground.

Damage dealt this way reduces the creatures max HP by the amount of the damage dealt and does not
return to their previous max HP until their legs or equivalent are restored or replaced. (If the creature
should gain a level between having their legs or equivalent blown off and their legs being restored, take
note of exactly how much their max HP was reduced before rolling for max HP gain upon level up so that
the amount of max HP reduced may be restored when their legs or equivalent are restored or replaced).

Creatures that are Gargantuan sized and above are immune to the effects of Limblow.

Sploady-Matic Crafting Table

Below are the options available for Sploady-Matic crafting. After the table are the stats and explanations
for all items only available for the Demolitionist. Stats for items on the table with a (*) can be found in
the weapons/ammo section of this book (page __ ).

- The far-left column represents the item you are attempting to create.

- Mod components are broken down into the next four columns as Metal, Organic, Mineral, and
Elemental/Other. An (M), (L), or (H) next to an element means a medium, large, or huge quantity of that
item are required. If there is no (M), (L), or (H) next to a component, any size from small or larger will
work. Medium quantity is roughly a 5-foot square littered with the component or a
dead/nonfunctioning medium sized creature, large quantity is a 10-foot littered square or a large
creature, and huge is a 15-foot littered square or huge sized creature. Many of the item descriptions are
vague due to the Sploady-Matic’s ability to create explosives out of pretty much anything, but some
more complex items call for more specific rare components.

- The next column is Req and tells how many of the listed components are needed in order to attempt
crafting that item. If the number is 1, then only one of the components are needed. If the number is 2 or
higher, that many components from separate columns are needed in order to attempt crafting the item.

- The second from the right column is the DC in order to attempt crafting that item. If the DC is met by
your crafting roll (1d20 + your proficiency bonus), the item is crafted. On a failure, the item turns into a



single popper. Once again, you may attempt to craft 2 items with the Sploady-Matic during a short rest,
and 4 on a long rest.

- The far-right column is Slot(s) and represents how many open mod slots a particular mod occupies
once installed on an explosive.

mmmmm

Popper

Big Papa 5 Poppers
Pop Star 20 Big Papas
Mini Bomb* Explosive
Bomb* Explosive (M)
Large Bomb* L Explosive (L)

Uranium
Uranium (M)
Titanium (M) Uranium (M) Einsteinium
Grenade* Explosive
Gas Grenade* Poisonous
Smoke Grenade* Air Elem
Flash Grenade* Electric
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Rocket Any Any Any Burning/Explosive 3 17 N/A

| Mods | Metal | Organic | Mineral | Elemental/Other | Req | DC_|Slot(s)

Acid Acid Acid
Acid (M) Acid (M) Acid (M)
Acid (L) Acid (L) Acid (L)




Bright

Any

Burning/Explosive

Burning/Explosive

Burning
Burning+
Burning++

Burning
Burning (M)
Burning (L)

Burning
Burning (M)
Burning (L)

Burning
Burning (M)
Burning (L)

Concussive
Concussive+
Concussive++

Bone
Bone (M)
Bone (L)

Explosive/Crystal
Explosive/Crystal (M)
Explosive/Crystal (L)

Explosive
Explosive (M)
Explosive (L)

Directional

Freezing
Freezing+
Freezing++
Gravity
Gravity+
Gravity++
Poison
Poison +
Poison ++

Dense (M)
Dense (L)
Dense (H)

Bone (M)

Freezing
Freezing (M)
Freezing (L)
Dense (M)
Dense (L)
Dense (H)
Poison
Poison (M)
Poison (L)

Hard (M)

Freezing
Freezing (M)
Freezing (L)
Dense (M)
Dense (L)
Dense (H)
Poison
Poison (M)
Poison (L)

Psychic (M)

Freezing
Freezing (M)
Freezing (L)
Dense (M)
Dense (L)
Dense (H)
Poison
Poison (M)
Poison (L)
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Psychic
Psychic +
Psychic ++

Psychic
Psychic (M)
Psychic (L)

Crystal
Crystal (M)
Crystal (L)

Psychic
Psychic (M)
Psychic (L)

2
2
2
2
2
2
2
2
2
2
2
2
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Sticky

1

Bouncer
Magnetic Mod
Scatter Mod
Spinner Mod

Any Grenade
Magnetic
Any (M)

Any

Magnetic
Bone (M)
Bone

Magnetic
Hard (M)
Any

Popper
Magnetic
Explosive (M)
Explosive

14
12
15
15

N/A
1
1
1

Hazop

Organic

Mineral

Elemental/Other

Acid Mod
Acid Fuel (50)

Acid
Acid

Acid
Acid

Dampen Foam

Any




Frost Mod Any Freezing Freezing Freezing 2 18 1
Frost Fuel (50) Freezing Freezing Freezing 1 14 N/A

Fuel (50 Units)* Any
Napalm (50) Any

Burning Burning 1 12 N/A
Fuel (50) 2 13 N/A

Poison Mod Any Poison Poison Poison 2 18 1
Poison Fuel (50) Poison Poison Poison 1 13 N/A

| MineSetter | Metal | Organic | __Mineral ___| Elemental/Other | Req | DC_|Slot(s) |

Sploady-Matic Crafts

Explosives:

Popper

When a DC is not reached during crafting, a
single popper is made instead of the intended
item. A popper counts as a grenade and has a
thrown range of 40 feet with a blast radius of 10
feet. All creatures in range make a Dex Save vs
DC 11, taking 1d6 concussive on a failed save,
and half as much rounded down on a success
(minimum of 1 damage).

Pig Papa

A more powerful popper. 3d6 concussive
damage, radial (DC 14, 10 feet), thrown (range
40 feet)

Pop Star

The most powerful popper. 8d6 concussive,
radial (DC 17, 15 feet), thrown (range 40 feet)

Mods:

Unless stated otherwise, a mods listed damage is in
addition to the damage of the modded explosive and
shares that explosives saving throw roll and area of
effect (full damage on a failure, half damage on a
save rounded down, minimum of 1). Some mods
have tiers, growing in power and often adding extra
effects as the mod tier goes up. If a mod refers to a
modded explosives initial blast, it means that
explosives blast without any mod effect.

Acid
Add acid damage from corrosive materials:

Acid = 1d4 acid



Acid+ = 2d4 acid

If a creature failed the modded explosive’s save,
it takes an additional 1d4 acid damage at the
start of its next turn.

Acid++ = 5d4 acid

If the creature failed the modded explosive’s
save, they take an additional 3d4 acid damage
at the start of their next turn.

Bright

This mod increases the flash of an explosive by
over 10 million lumens of light. All creatures
who fail the Dex Saving throw for the modded
explosive are blinded till the end of their next
turn.

If this mod is applied to a flashbang grenade,
double the flashbangs radius and increase the
DC by 2.

Burning

Add burning damage from flammable materials:

Burning = 1d4 burning
Burning+ = 2d4 burning
Burning++ = 5d4 burning

If a creature failed the modded explosive’s save,
they are caught on fire, and take 2d4 burning
damage at the start of their turn until the fire is
extinguished (an action is used to douse the fire
or some other means).

Concussive

Add additional concussive damage from
explosive materials:

Concussive = 1d6 concussive

Concussive+ = 2d6 concussive

If a creature failed the modded explosive’s save,
it is thrown 5 feet from the center of the
explosion.

Concussive++ = 5d6 concussive

If a creature failed the modded explosive’s save,
they are thrown 15 feet from the center of the
explosion, taking an additional 1d6 bludgeoning
damage if they land upon a hard surface.

Directional

By reinforcing one side of an explosive, the blast
can be guided in a particular direction. Change
the radial blast from an explosive that deals
concussive damage to a cone and double the
blast’s distance, or a 5-foot-wide line and triple
the blast distance (choose one when you
use/set the modded explosive). Also, roll 1
additional concussive damage die for the
modded explosive.

Example: If the modded explosive was a
standard bomb with damage die of 1d10
concussive + 1d8 burning, you would roll an
additional 1d10 with the Directional Mod
applied since it was the primary concussive
damage die of that particular explosive, and a
directional mod applied to a Large Bomb would
roll an additional 1d12 damage die since the
Large Bomb’s damage dice is 1d12 concussive +
1d10 piercing damage.

Electric

Add electric damage from a stored charge held
within conductive materials:

Electric = 1d4 electric
Electric+ = 2d4 electric

If a creature failed the modded explosive’s save,
they may not take a reaction till the end of their
next turn.

Electric++ = 5d4 electric



If a creature failed the modded explosive’s save,
they are stunned until the end of their next turn.

Freezing

Add freezing damage from cold materials:
Freezing = 1d4 freezing

Freezing+ = 2d4 freezing

If a creature failed the modded explosive’s save,
its movement speed is reduced by 15 till the end
of its next turn.

Freezing ++ = 5d4 freezing

If a creature failed the modded explosive’s save,
its movement speed is reduced to 0 and its AC is
reduced by 2 till the end of its next turn.

Gravity

This mod pulls creatures/objects in towards the
center of the modded explosive’s blast radius,
causing creatures that were outside the blast
radius to potentially be pulled into it when the
explosive goes off. Each tier of this mod will
have a radial distance that extends from the
modded explosives initial blast radius
(referenced below). Creatures outside the initial
modded explosive’s blast radius but inside the
gravity mod’s radius make a STR Save (DC =
Your Proficiency Modifier + Your Dex Modifier +
Mod DC Bonus). Creatures who fail are
immediately pulled towards the outermost part
of the initial blast radius, and then proceed to
make the relevant Save for that initial blast
radius.

Example: If a gravity mod were equipped on a
standard bomb with a blast radius of 45 feet
and a creature was 50 feet away from the blasts
center, that creature being within the added 5
feet from the gravity mod would make a STR

Save. On a failure the creature would be pulled
5 feet in towards the blast’s center and would
then make the DEX Save for the standard
bomb’s explosion. A creature is unaffected on a
successful STR Save.

Additionally, each mod tier has an added DC
bonus that benefits both its own Strength Save
and any other save the modded explosive
requires. The radius and DC bonus of each
gravity mod tier is referenced below:

Gravity =5 feet