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'Clockwork Shillara e'Xai'

the Eldritch Metropolis'

the 'Clockworks'

Was saved

Endures

Loosely ruled

By a fractious alliance of 3 Fanes
Iiluria, Grezuria, and Shadara
Fragments of the once upon a time
All powerful Trigara Fane

of the now fallen Solaran Empire
Shining across the galaxy

For ten thousand generations

Now a fading memory

Forgotten in less than a century...

The Iilurian Fane

The City's religious authority
Headed by the Sisters of Iiluria
Followers of the Light of Illuria
Savior of the City

The raised hand against the demonic
The Inguisition Iiluritat

To deport hellspawn

Back to Xai's subworlds

To bring low Nephilim giants

To cull the wicked

And 1ift humanity to valiance...
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Xai is a game of
alliances, faith,
and competing

interests, where

serve different
masters, or no
master at all,

world was recent,
less than a
century, and Xai
is harrowed,

the future
unpromised.

Only the actions
of heroes and
villains such
as the Players
will decide the
future of Xai

it might start
new.




L E i The Shadaran Fane

BBl v City's political
nvasion of the City. I military authority
Headed by the Dynasi
A council of 37 Great Houses
. ach representing like minded
U ) i nera races

within Mn]?er. City torn
into 37 ragged patches
ach surrounding an ancient Solaran
Spire
Noble violence
b1 diswla The manifest dawn of a new age
ndt? WNThe tip of the spear
estoring order
/ to a chaotic and uncertain Xai
ZEdiNoing the dirty work
Unheralded honor and duty
Sweat and grit and blood
Building back civilization
one brick
And one body at a time...

Beloved ,'Em}aress.

Paraded and mocked.

But soon fargattﬂn.

An obscure basemen

The lan5~since~clasa
museum

af Pnn-celesﬁml
curiosities.

SRR h e Grezurian Fane
LB he City's economic powers
: BHeaded by the Goblin Azimuth Society
“The Death ‘Z AUCES council of industrial combines,
SIS o as Gray Industries and

ynergen,
plorer leagues like the old
VG2 ® i nperial Lasraata,
: Demon cults like the Face of Baal
YT ssassins such as the Amaranth Kiss
VLR poverful underworld families
SULEROEYE i ke the Morgaine
“”ﬁmﬂw%Carving the corpse
, Sucking the marrow from the bones
7%£L”V“4”‘t”%W340f the sundered Solaran Empire

: : ploiting the undefended
YT A o ing the defended
a8 Digoing the graves of the past
To pry loose its last golden tooth.

IS

-

glloydbaker.com - 2024



- - N0
.

Onece upon a time , TERA #
there was 3 beautiry] little EElEl ; i
With golden Skin ang diamong Eyesty ‘r =B .
Her barents pifieq her e ' g .
for her golden Skin made *her the ridicule of the yillage,
She was bul'lied and beaten by the othep. Children, ’ s

and ghosts that linge e . R

and with them she Smiled ang lalgheq. fa i
Untid one day, 4n €Specially. wicked little Loy Byl o L0 44
Who rever Smiled ang despised laughter, . Y g g

"hat isr4 Witch? ! "askeqs the &lden g
"You consort With ghosts, Ly

accused the little’ golden girk of being a 'L;ri-igh'. L L
¥

" Jou tailk "to animals,", : e s A haae U
to the trees you majt Yokas, X LME SAF AP CFNT it T
unnatura], you™are a‘witeh,n LR W B ot e

-
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The 1ittle golden girl smiled ang laughed,,. " . BRI S w3
”Well-'of‘couz_“sga, Silly,, %% BN :-'“4;;‘
when' you' Say it-like_ That5es Vg > b g ¥

I P . 34 ..'}-_' P "';"\1 Y
I am a witep, "+, v 3 Juortal .."':i,:‘."",’?‘_‘,.;‘- y:! '%g.i&'-' :
L am SQITy you AZe not, o v e o TV S ,_.__,-:. -_‘-‘r{._ o -k
Jow dull your JLife must be, n v s A SN e WG 2 '_'-
This enrageq tpe Wicked 1itg1e BLrlyd oy ety S e
Yho.ran to  the Villag.e' to tell her barents .. e A s s
and the Priests AL . v P o gt o L O
tha't the 1jitt71s golden BIrl'vas' agriten, @ SR MESE
"The® elders of the town gathered e 450 e e
to censider tpe Ifttae gir, 5 T e 0
'aFe you a yrieppn ‘they asked. K . r e X
"Well of course si11 : ' 158 boris not-aunite-real, « - »
I see the whole of %hg’ ’w:)'rld " Once thyss born not ha iy

. T vl seethee Moalpmsts.” -
She smiled ang laugheq, ! As stained qlass e
and spirits «oniy She could ses 'zzuminﬂtﬂﬂlh/ A swift rising o
and animals only she coulq talk to* ’

- . o7
also Smiled, ang laughed,. e sun._ ) . % iRt
for the world was wide : - Beaytiful said t[‘%l g 4
and wonderfyl, - P Insane said the veiled. -

”Insa.ne," Said the el'ders.,
"evil,” 8aid the briests, =
a 'villain: they a1l Said, -

- BY the love of & chrome-heart,
| tha e'Mral sighted were made .

and so she was tjeg to a piliar _. reﬂLd( ;

Set aflape, Cuted. - ey i
-and finally, . * A yarent’s rﬂlwf”‘m(]a?'
the wicked 1itt]e gird, “Normal. - T
Smiled ang- laughed, . . Y .
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Far and far when the fu ure was o.ad .
Xai's solar rlngs dimmed : ‘.
- Rime bit and seas froze : £ '
Hell-vents rent " : A
+ And' up clawed eons of the wicked dead
Sevmn into’ skins of demon flesh '

¢ And when  tHe 1nfernal horde
Finally reached the City =
The last Solaran ‘Empress. ., . .-- J
,[‘he nghx.o Tiluria ) L gy
e apped herself in a mantle of .

2 crystallzed time : @l

.-, A splinter iri the eyé of reality coL

gl v " 'Through’'Xai's web' of e.'Ural mlsts

- And stretched outs her’ lumlnous
2 compa351on
Emblazoned Xdi's s@lar TlngS
: Burned the Demon Prlnces and thelr
i hordes ZF”-;- : IR
Bhnding theﬁ'forever to Xal s

167 Sie ‘infernal sibworlds '

THe crystal botnd empress
“The Light ofaIllurla .

S ._ ¢. how Sentlne'i g
: - :;_ . '.:.' _ .,n- " E n.aL ' (Io -:: I " TR R A ,' e ar
e } Xal is:a game where démdnsuare real _:?

in. - the Demoh Prlnces recently banished. to

Xai’s 1nferna1 sub+ worlds, held- there by 3
* the nght of. Illurla,_the last Solaran Tf%f
Empress SRl T, : : Sieayt e

e AT ]
A, *

But demons may yet be summoned by the ;
< w1cked (mertals in sérvice tdsthe: - . '-. :
: demdnlc) and -many lesser demons and half-

* bledd Nephlltm yet prowl the 11v1ng,

Demon Princes still worshlpped by

infernal, cults too numerous to count. ALl i
“ #n opposition to the nght of Illurla,

' 'all, seeking domlqlon ‘over ‘the 1iving." .

¥

.
.
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When the deep was new

And the song of creation yet rang

eMral

Coiled around a newborn star to sleep

And she dreamed

That her bones scorched to be as mountains
And her scales charred to become land

And her blood boiled to become seas

And her thoughts danced upon her paradise form
Alive

As tree, and fish, and beast

And her mind scattered

As sand upon the wind

And walked over herself

As humankind

Solaran

And her dreams roamed as mist

Unhound

The afterglow of creation

As 5 elMrai mists

Of Iron, Shade, Grace, Lyfe, and Fyre

Of Red, Violet, Blue, Green, and Amber

The e'Mral mists illuminating the world

As slow davn light pouring through stained glass
Bending, ebbing, coiling like sloshing water
On, over, and through

Invisibie to the Veiled

Visible and touchable and heard by the Arcane
Manipulated to sorcerous effect

To 1ift the Solaran Empire to the stars

To bury the Demon Princes deep

To light the way beyond the far future

But the e'liral mists

Seen or unseen

Also bend the real

Light & sound splashing over Xai's landscapes
Tumbling and disintegrating at the edge of sight
Movement resisted by e'lMral friction

Real and magic bound by the e'liral mists
Seen or unseen



Xai is a game where magic is real, the
e’Mral mists are real.

The Xai speed of light and sound is 333
miles per hour (800-Inches per 10 second
- round) .

Ry

Objects nearing 333-mph are increasingly
resisted by e’Mral friction, to tumble or
disintegrate or slip perpendicular into
the Pale.

Xai guns fire large slow slugs and shards,
ray guns fire splashing liquid energies,
range rarely ever more than 33-Inchs.

&Explosives are resisted, insulated,
absorbed by the e’Mral mists, even an
atomic blast is limited to 33-Inches.
Rare born creatures, called Arcane, can
see, hear, touch, and manipulate the
e’Mral mists to sorcerous effect, called

LS

e’Mral Lace, or Lacing the e’Mral mists.

But most of the universe is Veiled, blind
to the e’Mral mists, and disbelieving of
magic, Arcane being rarely known.

Xai player characters are born Arcane,
those rare few with magical sight, though
there some few Chimera kind like the
Hathans and Xuvarians that are never
Arcane.

Arcane are sought as children by the
Sisters of Illuria, followers of the
Light of Illuria, the last Solaran
Empress now trapped as an insect within
amber and revered as goddess.

The Sisters of Illuria teach what Arcane
can be found to embrace their e’Mral
sight, to save what magic remains, and
to continue the crusade against demon
influence.



Xai is fiat

A spiral disc far then farther across

A vastness of 1lands and seas

A surface area of countless realms

So much that some believe Xal is 2 patchwork
syitched together from countiess stolen worids
'The once upon 2 time

Expanding works of the Solaran Empire

Bound by 3 soiar rings

Rath, Reign, and Ruin

Fach an orbiting star

Chasing its own Juminous tail

3 QUIOROINS haios

In red and blue and yellow

Over Shimmering skies of violet, orange, and green
Their dance

e mark of day and night and in between

'The Seasons and landscapes 2 kaleidoscope
paradise Spring enduring dl2 years

Followed by d12 years of summer scorch
Followed on bY d12 years of autumnal repose
Concluded by d12 years of winter chill

A cycle to repeat

A 'solar year' an unpredictable l}d12 years
And below Xai's ngop" 1living patchwork realms
A titanic array of underground seas & hollows
e Labyrinthian Subworid

'The prison realms of lesser demon kind

And yet deepers the Near Deep Subworld

'The prison realms of the Infernal Barons
hen the Far Deep Subworld

'The prison realms of the Demon Princes

And below nell's spirals

A spinning molten metal magnetic sea

The halo core

Upon which the 1living lands of Xai spin clockwise
And the runderside’ spins counterclockwise

A single celestial mountain

Xhirra Xakarra

The realm of giants and gods and monsters
Where only the valiant dead are welcome.



Once there was one humankind, from
Solara, when all were Arcane.

But by the time the far future was
old, humanity had remade itseif
into thousands of ‘better’ post-
humankinds, called by the original
Solarans the Chimera races.

The original Solarans are now
diaspora, ended with the demise of
last Solaran Empress.

Aftermath Xai is populated by a
diverse array of Chimera races,
many recently freed from a long age
of Demon slavery.

But always a child is the kind of
the MOTHER, no matter the kind of
the sire.

The Chimera are the many ‘improved’
post-humankinds of Xai, altered
Solarans, hyper-evolved, warped,
twisted, and remade by their
ancestors, demons, and wizards.
Most are Veiled, blind to the
e’Mral mists, but a rare few are
born Arcane.

The Xai universe is populated by
countless Chimera races. Excepting
a rare few Arcane, the multitude of
C¢himera are Veiled, blind to the
e’Mral mists and disbelievers of
magic.

Instead, the Veiled citizenry are
installed with a chrome-heart,
long lived, immune to disease, and
enjoy the benefits of many other
cybernetic improvements to their
already improved post-human form.

For most, Xai after the demon
apocalypse is thrilling and
hopeful, as the many Chimera races
are freed slaves, their Demon
Prince overlords banished, the
dominion of the Solaran Empire
vanished, and their own Great
Houses now in charge.

THE CHIMERA RACES

Post-humankind

But the Great Houses have their
own competing agendas. Most look
to end magic, seeking children
born Arcane and curing their e’Mral
insanity by means of a chrome-
heart.

Players working for the Great
Houses operate as military scouts
and strike teams.

The universe at the end of the
Solaran Empire and the Demon
Principalities is in chaos.

The Great Houses seek to strike

out from the City and remake Xai
in their own superior image, with
guile and wit and force, with no
place for gothic superstition and
fear of the Arcane and their e’Mral
trickery.

But therein is conflict, for the
Solaran Spires, the Strange
Doorways of the City, and the old
Solaran Wy@ght Core ships are all
e’Mral Laced technomancy, mute to
the Veiled masses, usable only by
the Arcane.

The highest ambition of the Great
Houses is expioration, to reopen
the City’s Strange Doorways and
Spires, to scout and retake that
which has been lost.

As Arcane, the players can open
Strange Doorways and speak to
ancient Solaran Spires.

But as Arcane they cannot be truly
trusted by the Great Houses. But
perhaps this new group of players
can be trusted, or perhaps they
require a cruel motivation to
ensure okedience, and the Great
Houses are famously cruel.



Xai is a game of Skills.
All player characters are defined
by 15 Skills.

- e 1

S Combkat Skiills

Combat Skills are used to Attack sy 2 \ s .

and are opposed by Defense as NIAN]PULATE THE

well as provide Defense, except e -

providing only half-Defense as llﬂ%l[\flﬂlifili

noted, see skill descriptions. There are S pairs of opposing
skills that are used to define

yY 3 R'ﬂ (aka the knowledge and ability of

4 N 2 ¢ I I r
SwordéBoard): the skill to fight gl%ﬁ g;atigtza,ié ;iﬁigf fvﬁen
with 1 & 2 handed melee weapons events are uncertain.
and shields. Requires 1 year of
military background or similar
training.

f: the skill to fight
unarmed ard to learn unarmed
martial arts styles of combat
that mimic the fighting styles
of beasts, sometimes using exotic

weapons.
Kﬂnge AttAack.: me sk
to throw rocks, spears, thrown
weapons and to shoot ray-guns,

bows, xbows, antique guns.

&tua/
jzjlrtz’af %rto‘: the skill

to fight or duel honorably as
tradition dictates. Requires
dl2 years of noble or sacred
background story.

UNDERHAND STRIKE:
the skill to cheat, to attack

dishonorably with deception,
cunning, and guile.

Eiegance v ilight

leaAance: the skill to
run, Jump, tumble, swim, and
otherwise move. Also, the
skill to effectively utilize
natural armor or wear armor as
'self.'.

iGHT

M Ml: the skill to 1lift,
bend, break, and otherwise
power through the world.

s
.
.

Perception v Shadows

)
I> : the skill
of overwatch (burn 1'0D
concentration & half-Move),
tracking, to sense danger,
perceive the near future, or
otherwise avoid surprise.

HADDOWS: the skill to

slip sideways into the shadows
(burn 1'0D concentration

& half-Move), hide, stalk,
follow, move traceless, or
otherwise avoid detection.




ypass v Technomancy

ﬂ/SS (aka Spyder):

s dl?2 round ritual. The
Sklll to temporarily (burn

1'0D concentration) bypass
locks, traps, cameras, security
systems, computer firewalls,
codes, and encryption.

ngineering): Requires dl12
ninute ritual per component.
The skill to identify,
nanipulate, alter, repair,

or engineer the machines and
subtle e'liral technomancies of

@ic v Performance

LAGIC: the skill to

confuse, search for clues

and things hidden, of book
learning, education, language,
and all things fact, past,
nathematics, and measurable.

éjxi;{?€677716171619 (aka
y)

\ . = L 'J
mpatiy): the skill of emotion, (O L TS
art, music, dance, theater, 5750 '..:‘,'.""I:.,. ,,',:"%‘_ —A‘ff
and rhetoric. To charm, sense, ‘im--‘«n,.,.. & ,’3
and manipulate the higher
emotions of a sentient being,
such as anger, hate, grace,
love, compassion, faith, honor,
betrayal, selfishness and self-

L]

L -u-J‘_.n- ~ g]n.. ‘u‘_&‘v ‘:"'.';,\ o an
*:-'t-aihl}ph.w €4
' -y . .- ol 0

.an‘
b L
oot L

Aura v Physiqgue

;‘%ura: the skill to sense
magic, the e'lral mists, the
uture, ghosts, spirits, unholy,
upernatural, corrupt, insane,
and all things unnatural (burn
'0OD concentration to maintain
his 'sight!').

W: the skill to sense
he ‘nhatur'al order of life, body,

health, and holy. The skill

0 heal, restore, and resist
poison, disease, corruption,
insanity, the unholy, and magic.
All that is good and green in
he world.




<STEP & SKIFF TEVEL

BEach of the 15 skills has a Skiil Level (SL).
gAll Skills begin at Skill Level zero (SL'O).

Players begin play with 15 total Skill Levels that they may
assign as they choose, but NOT more than SI3: meaning SL'l
in 15 different skills OR SL'3 in 5 different skills, or

P~ lany combination between. These skill levels represent the
dcharacter's natural proficiencies and background story.

: Suggested beginner templates:
If you would like to play an archetype,
" athe following highest S skills are suggested:

Heavy Infantry (Soldier) Step 2: Power Level (PL)

1 Armed Martial Arts
2 Elegance All characters have a Power Level.

3 Might
4 Physique
5 Range Attack or choice

Light Fighter

(Rogue-Scout-Noble) For Players:

1 Ferocity Power Level = (1/5) total skill levels
or Ritual Martial Arts (drop fractions).

2 Elegance

3 Perception Characters that begin with 15 Skill Levels,
4 Logic or Performance begin with a Power Level of 3 (PL’3).

5 Range Attack or choice

Assassin-Thief STEP 3: SKIKEL PROFICIENCIES &

1 Underhand Strike B} o, iy

2 Elegance ET AFET.4 C[S

3 Shadows As a character's Skills improve, they

4 Bypass or Performance

: may gain new skill proficiencies.
5 Range Attack or choice

Sage=TechnGRANEEr Skill Proficiencies are listed in the

1 Ferocity skill description or as provided by the
2 Logic game master or found during play.

3 Technomancy . . L.

4 Aura Characters @ain 1 skill proficiency per

5 Range Attack or choice FPower Level. leaning that characters

Field Medic-Engineer

1 Ferocity Proficiencies.

2 PelGLe Skill proficiencies need not be learned
3 Logic or Performance . . .

T immediately, but later as the player

5 Range Attack or choice chooses.

Priest-Monk OR, instead of learning a skill

1 Ferocity proficiency, the character may choose
2 Physique to improve any skill level (+1), uncapped.
3 Performance

4 Aura OR, if the character is Arcane, the

5 Range Attack or choice character may learn an eMMral Lace
instead of a skill proficiency.

dbaker.com - 2024

For non-player characters and beasts this is
assigned by the game master. A way for the
game master to balance foes with players.

starting play at PL'3 begin with 3 Skill



Step 4: Select a Humankind, Arcane or Veiled
Players may choose to play any of the humankinds listed here or agreeable to the game master.

Players may choose to be Arcane or Veiled, excepting those races like Hathan and Xuvarian that are

only Veiled.

01 Aiken’Kreer: anthropomorphized otters, aquatic
shape changers.

02 Avia’Quian: winged angelic in ebony & ivory.

03 Avyl; tall, beautiful, elfin, immortal.

04 AvyI-Amfyr: cursed Avyl, vampire-immortal. Xai
vampires are alive (not undead), though their life is stolen.
05 Dhar: regenerating trolls with chaos mutation.

06 Dra kyre: a multitude mind of past generations.

07 Drax’Urai: giant hateful beast-headed ape-bodied
brutes, ubiquitous as bodyguards, bouncers, and ‘protection.’
08 Dy’mirru; twin bodies with a single mind.

09 Eiguriun; 4 armed psionic minded insects.

10 Grau: great accountants with a cyclops eye for true-
value.

11 Hathan: noir humans of high logic & art. Male
Hathans may know the skill Wizardry (see appendix),
females the skill Sorcery (see appendix). Hathans are
always Veiled, never Arcane. If by some strange turn

a Hathan were Arcane, they may never know the skills
Wizardry or Sorcery, their e’Mral sight making the skills
unknowable.

12 Kin’Rhi. hairy hound-like berserkers with dire-wolf
shape change.

13 Krai’zan: the perfect servant, physically identical,
unnoticed until needed.

14 Min’Zirai: fearless military-minded honorable cats.
15 Nyx; doppelgangers of many personas.

16 Saurian: the hard-working lizard-like majority of Xai
peoples.

17 Shak’Muri: a kind of prey invisible to all except
other Shak’Muri, burn 1°0D concentration to make yourself
visible to non-Shak’Muri.

18 Solaran: commonly Arcane (excepting a tiny minority).

The original humankind, from which all Chimera were
‘improved’ to become post-humankind.

19 Xanthos: Lovecraftian frog plumbers of Xai.

20 Xuvarian: living machines with a downloadable
consciousness, but never Arcane.

See Appendix for Details of each Kind.

C BLRNLTI(S
layer Arcane may roll on the
Eldritch Ability chart (see
appendix ).

layer \'ehed instailied with a
hrome-heart: your heart is

ancient, used to enhance dozens
of eccentric heroes before you,
perhaps haunted, a ghost in the
machine, and may roll on the
Fldritch Cybernetics chart (see
appendix ).

STEP & BACKGROUND
Characters are encouraged to
create a background for their
character. There is a Background
chart in the appendix to help
Spark ideas and to indicate
starting money.

TLP : OPTIONAL

aq/‘bharacters may begin play
aligned to one of the Citys major
I minor powers.

This is advanced play and
suggested only if it suits the
game master's story.

Otherwise, use the various
alignments to inform interesting
on-player characters.

Additionally, the game master

is encouraged to create as many
different aligned powers as suits
their campaign, use those listed
as examples.

See Appendix for Alignments




Cf €kill Rolls

and Option Dice
Each Skill has 2 numbers: a S¥111 Level
and a Skill Craft.

Skill rolls are always opposed. Most
commonly by an opposing skill roll or
Defense.

Or opposed by a fixed number calied
a skiil craft when dealing with items
(picking a lock), area effects (explosives
& gas clouds), and effects that endure
from one round to the next (overwatch &
sneaking).

Skill Craft is also a number commonly
used by the game master when dealing
with non-player characters, most of the
skill rolling being done by players except
when dealing with powerful or special
opponents.

In the rare cases where 2 skill crafts are
opposing (such as a shadows v perception),
the lower skill craft instead makes a skill
roll.

Defense

Combat Skills* are opposed by Defense.
*Armed Martial Arts, Ferocity, Ritual
Martial Arts, Range Attack, and
Underhand Strike.

Defense is the s¥i1l roll or skill craft
of an opponent in combat (whatever skill

they are using, combat skill or otherwise)
or HALF as noted.

Meaning if a character using ANY skill
during combat, say a 15, that 15 is their
defense for the round, except that the
Defense is half (15/2=7) as noted in the
in the skill description, such as Range
Attack, where the defense vs any attack is
noted as always being HALF.

A character performing no s¥ill, by desire
or incapacity, has a Defense equal to
half-Perception craft

of Success

hen rolling opposing skills,
the Mark (Mk) of success is
the HIGHER skill roll or skill
craft less the LOWER skill
roll or skill craft.

Meaning that if a Skill Roll
of 15 vs a Skill Roll of 12,
the higher roll of 15 has a
Mark of 3 (15-12=Mk’3), the
lower roll having missed or
otherwise failed.

In combat, gain (+1) damage
ar Mk of an attack.

he successful character
has a 1% per Mark (1}

hance to achieve

ritical success (toss a
quick % check).




Skills are rolled using'Optibn Dice.
1 Option Dice (10D) = d20 + Skill Level (SL)

A character may have more than 1’0OD when rolling a skill,
such as 2’0D+SL, 3’°OD+SL, etc.
When rolling more than 1°0OD,
apply the HIGHEST result,
ignoring the lower rolls as lesser options foregone in favor of the best option.

Skill Roll & Skill Craft

Skill

Skill Roll
Level (Option Skill
(SL) Dice) Craft
0-4 1'0D+SL 11+SL
5-9 2'0D+SL 15+SL
10-14 3'0D+SL 17+SL
15-19 4'0D+SL 18+SL
20+ 5'0D+SL 19+SL

Skill Craft is a number used by the game master,
marking the difficulty of any condition that is area of effect such as a bomb blast,
an item such as a lock, or an effect that endures more than 1 round like the skill
Shadows that sometimes requires the character burn 1’0OD concentration.
17
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Divided Concentration
& Option Dice

For a skill effect to endure
from one round to the
next, the character must
usually “burn 10D
concentration.”

A character may
concentrate on more
than one thing, such as
burn 1°0OD concentration
to make a half-move
during a combat round
(Elegance) and burn 1’OD
concentration to be on
overwatch (Perception),
thus burning a total of}
2’0D concentration at the
beginning of the combat
round.

Except a character
may never hurn more
Option Dice than the

Option Dice of the
lowest skill being
burned

Meaning if a character with
Elegance 1°0OD+2 using a
slip shield (Elegance) could
NOT burn more than 1’OD
in the round.

Option Dice ‘burned]

in concentration are
subtracted from any option
dice rolled. Meaning if a
character declared they
were burning 2’0D. at the
beginning of a round and
wanted to then make a
3’0D+11 Armed Martial
Arts roll, the roll would

be made as 1’0OD+11, as
their concentration is
divided and 2’0OD are being
‘burned.’

A skill with zero Option
Dice cannot be rolled,

the character’s ‘burned’
option dice represents total
18 concentration.
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Highest Bonus Option Dice
Throughout the game, there are various conditions
that may add Option Dice to a roll, +1’0OD, +2°0OD,
etcetera’s.

Whatever the condition(s) or however many bonus-
option-dice a character may have, ONLY the
HIGHEST bhonus Option Dice is added to a
roll.

Meaning that if a character had a +1°0OD because
of a magic blade, another +1’0OD because of their
ancestry, and a +2’0D because of a battlefield
condition, ONLY the +2’0OD would apply, as it is the
HIGHEST bonus.

Highest Skill Roll Bonus

Many things may add (+1), (+2), or more to a Skill
Roll. From whatever source, a skill roll bonus
NEVER changes the Skill Level of the character, or
the number of Option Dice being rolled.

If the character has more than one skill roll bonus
to apply from conditions or magic or whatever,

ONLY the HIGHEST bonus appilies.

The most common bonuses are based on tools &
weapons made using certain rare materials:

White Iron: (+1) skill roll per 5’SL, a porcelain
iron of any color that will never dull.

Blue Steel: (+1) skill roll per 4’SL, a chill blue
grown crystal that absorbs and stores fantastic
amounts of energy.

Mirrum: (+1) skill roll per 3’SL, a bright mirror
chrome superconducting material that nothing will
stick too.

Sandazar: (+1) skill roll per 2’SL, an indestructible
material with a rusty hue and a tactile sand
blasted surface.

Best Multiplier

Some conditions like Size may cause a number like
damage or health or Move or Carry to be multiplied
(x2, %3, etc.) or divided (half, 1/10, etc.). No matter
how many multipliers or divisions may apply,
only the highest (best advantage) applies
to the character.

Meaning a character that is Size x2 (suffering
only half-damage from a Size x1 opponent) and
using a shield (reducing damage by half), would
only benefit from one multiplier, in this case,
abandoning their shield against the smaller
opponent as redundant.



Improving Skills Doubles and Triples
Skills are improved in 1 of 3 ways. When rolling more

]
First: skills are improved during play whenever a (tigirbl]_é 801;;‘ irigii SOf
character FAILS a meaningful skill roll, such as falling etcetera's is a ddeil
to zero Health during life-threatening combat, failing P ogether as a single
a Bypass check that kills or maims, or any other skill roll. Meaning if
roll failure that the game master decides meaningfullyp§ character rolls

impacts the character or group or alters the course of 3'0D+10, and the 3'0D
3
play. tumbled as 5, 12,

When a character fails spectacularly, the game mastefa SN CFRRA(CRe el NI RNY:

may award a CHANCE for a skill level increase. would be read as 2k,
for a total roll of

The player rolls di2 higher than their current i
Skiil Level, success improving the skill level by
(+1), a natural 12 always succeeding. Skills improved REValteEITR-ACEN

during play are un-capped. A natural 1, 2, or 3

s d: Iadi . 0. ch will fail except as
econd: concluding a game session, scenario, C apte adjudicated by the

or other meaningful campaign milestone, the game
master may award 1 or more skilil leveis to a

player. Rolling UP

The Player may choose any one skill to increase (+1) Optionally, if the

Skill Level per award with 2 limitations: game master wants to
add a dose of chaos

awarded skill levels may NEVER increase a skill ElEEEAEURRASE A MR A -hhy
ievel £o be more than Power Level game, when a natural

. . . . 20 is rolied, toss
and skills with a skill level 12+ may only be N other @20 and add
improved (+1) by rolling 1ini2, failure indicating that number to the 20
the Skill Level award is lost.

game master.

Skill Levels are the experience points of Xai. Meaning if a character
rolled 3'0D+10, and

Characters begin with 15 total skill levels (PL’3). A  EAsENgRAN1s1K=Yo BE-C IS
mid-level campaign is 25 total skill levels (PL’5), a and 20, the player
high-level campaign is 50 total skill levels (PL’10). would roll another

d20 (a tumble of 1L)
Meaning if the game master awarded 1 skill level per and éddt?tl,] %2 20 %;I).

session, it would require 35 sessions to achieve power roll of 3L+10=LL
level 10. ’

Pace your play as suits the story you are telling. If Or, the _game master
you are running a 5-session campaign, it may be may decide that only
that you award as many as 5 skill levels per session, pla_‘y er ‘?har acters
marking the meteoric rise of the player characters. It ot tiiaIEI T -CINES
is recommended that characters never receive more |SEAESCEISICEE EgRN st
than 5 skill levels at once, giving them time to use the heroes, but not

and adjust to their new Skill Proficiency. applied by the game
master to non-player

Third: all skills are perishable, and a character may [JeEVEIAAI NI eI o)A
train up one skiil at the expense of another. [odSysEilil ERA I
Gain (+1) skill level (not more than Power Level) per  [oJl]olYeh EWRE olol- IR Agel=)
d12 weeks of focused training, but suffering (-1) to villains.

another skill level. 19
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covpaT sk Roris

One skill roll may be initiated each combat round.
Skill Roll = Option Dice + Skill Level.
One combat 'round' is about 10 seconds.

iz

D) , °Z

COMB? ESOEUTION b~

= 1 Each Combat Round is 3 Steps <
btep X t 3 otep R
. . s . " ‘\‘l:':/ A
Divided Concentration (4
As each round begins,each character must - j,/
decide if they are burning Option Dice o B
(OD) in concentration. (“‘ y
If so, set 1d20 in front of the player ;“ C 4 5
for each OD burned in concentration. V7
’t;"/:f/’

Each OD burned in concentration % .
reduces all skill rolls by 1°0D. ( Wy

If the skill has no OD available,
the skill may no% be attempted.

Comkat move, burn 1°0D concentration,
half-Move and still make a skill roll.

. . * 5179
Shield, burn 1°0D concentration ,ﬁ-f»'},’;y'ajzfegf}wé?
if one is being used. g Y ‘%

Other concentration,
burn 1°0D each, per skill or item
description.

Overwatch*, burn 1°0D concentration,

anyone on overwatch may make a 1°0D skill

roll at any time during the round. An

overwatch skill roll is aiways made

with 10D, and must have at least 1°0D

available after burning OD for divided /
/,

concentration. 5o :
, .
player is uncertain of their action, / \.\?
wanting more information, not paying g%/ L

attention, or otherwise holding up /*i, > el %:’% ; et
e —{ :. " »

*Note to the game master, if ever a (s

play, have them set aside an option - — )
die for overwatch and continue play.
They can act once they are sorted. L)

_— {
A 7

&
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tep 2:
Skiil Rolls

All individuals and groups make
their skill rolls.

7))

Skill roll = Option Dice

+ Skill Level /

Any character making an Elegance'or‘f
Shadows skill roll, may immediately

move as desired. Defense egual
o their skill roil.

Those attempting to attack,
roll 1 of the 5 combat skills:

Armed MA, Ritual MA, Ferocity 7

Range Attack, or Underhand
Strike.

Whatever skill roll is made, this
is also your Defense for the
round, OR half-defense as noted by
the skill description.

Note, that any character shooting
into a melee will target a random
member of the melee, friend or
foe, though they may burn 1’°0D
concentration to avoid hitting one
target.

Compare Skill Roils vs Defense

(or other skill roll or Craft as
adjudicated by the game master) to
determine the Mark (Mk) of success
for each skill roll.

If the skill roll succeeds (Mk’0+),
the character checks for criticai
success (1% per Mk) and rolls
damage gaining +1 damage per Mk.

Step X
Siil Effect

As a rule, skills are resolved as

adjudicated by the game master and
the circumstance.

Suggested:
Blast damage is accounted first.

Group damage is accounted before
individual damage.

Range damage is accounted before
Melee damage.

Long melee weapons are accounted
before short melee weapons.

Unarmed and beast damage is
accounted last.

And when in doubt, highest Skill
Roll is accounted first.



OILE MRTTERS

Size is a simplie game mechanic
but has an outsized impact on
combat, so deserves some further
highlight

All beings of Xai have a Size,
1/10, half, 1, 2, 3, and the
like. For most humanoids, Size
is1 (Size'l).

All Xai creatures have the same
scale of statistics independent
of Size, as 2 equal Size
creatures fighting each other
may have 30 Health, d6 Armor,
and cause d6 damage being
Size'half dogs or Size'l00
dragons, the Size of the 2
equally Size creatures does not
matter.

Stats are not changed by Size.

Size will never change a
creatures attack roll, Mark, or
Critical Chance.

But in the case of asymmetric
Size, Size matters.

The larger creature has a Size
Advantage.

Size Advantage = Divide the
larger Size by the smaller Size
(drop fractions). Meaning if
a character Size'S is fighting
a character Size'2, the larger
creature has a Size Advantage
of 2 (5/2=2 drop fractions).

The character with Size
Advantage makes severai
modifications during combat.
The smaller creature changes
nothing.

First, when the larger creature
causes damage, they multiply
their damage (excluding Mark)
by their Size Advantage, in
our example, x2. Markis never
multiplied by Size Advantage

as a means to balance play and
account for the difficulties
of larger creatures to attack
smaller ones.

Second, when suffering damage,
the larger creature divides any
damage they would suffer, after
accounting for armor, by their
Size Advantage, in our example,
dividing any damage they would
suffer, after armor, by 2,

suffering only half damage.

Additionally, effects like
Critical location rolls,

Impale, Stun, Paralysis, and
the like are also reduced by Size
Advantage. A killing blow will
not kill a creature with a Size
Advantage, only reduce their
current health the appropriate
division. Meaning our example
with a Size Advantage of 2,
suffering a 'killing' critical
strike through the heart,

would instead have their
current health reduced by half,
suffering only 2'Impale instead
of the usual L'Impale.

Size matters because so many of
Xai's animals, beasts, monsters,

and demons are iﬂﬁﬁiﬁ, with
Sizes of 5, 10, 100, and even
1,000. These creatures are so
large as best considered forces
of nature. Xai is a fantasy
world of giants, and the players
are sometimes as ants.



OPI‘I._(‘)‘FS;I?RULE /

Rolling 2 or 3 2/
Skills at Once

Xai Rules is designed’
that each character may
perform 1 skill roll-.each
combat round, or 1 skill
roll at a time.

But sometimes, a player
may wish to perform 2

or more skills at once, or
the same skill more than
once. This is unusual, but
at high levels of play.can
have situational advantage,
such as using Range.
Attack to shoot a.gun:
Ferocity for defense.:,

If permitted by the game %, %
master: A\ ¥ qf" \
y b

4
<

When performing more. ‘,.,;':_'_:\‘ R
than 1 skill roll at On_ce,’_‘_' f%
N

all bonus Option Dice
are abandoned for the . /7"
round. Bonus Option DiEéQ-%
only apply if only one skill
is being rolled.

o, *

c.:
Performing 2 skilis
requires burn 10D
concentration, and P74
the 2 skill rolls are then 22\
made, each reduced by any.
Option Dice being burned
at the beginning of the ~
round.

Performing 3 skilis
requires burn 200 |
concentration and | |
then the 3 skills are t
made, each reduced by
Option Dice being burn
at the beginning of the - "
round. y A

Note, if any one skill rol
fails by a natural 1, 2, or
all skills for the round fail.
23
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GRITICAL ATTRGK

In combat, gain (+1) damage per Mk of an attack.

The successful character has a 1% per Mark

(M} chance to achieve critical success (toss a
. N\

quick % check).

Meaning that if a Skill Roll of 15 vs a Skill
Roll of 12, the higher roll of 15 has a Mark
of 3 (15-12=Mk'3), the lower roll having
missed or otherwise failed. The higher having
a Mk'3, causing +3 damage and having a 3%
chance to cause a critical attack.

When a character makes a successful critical
attack, they may choose to Kill or Subdue.

SUBBUE: cause maximum NON-LETHAL damages '{ n ” I
ignoring armor & force an immideate LIFE \“““MIH””H T
Check (multiplied by Size advantage), failure SIRIRRR
indicating @i2 minutes of unconciousness. 3y | I

Klu. cause maximum LETHAL damage ignoring
armor and make a location check for any
special hurt you lay on your victim, the
character suffering 4Impale until the location
critically hit is restored to function.
Target armor is reduced (-4 until repaired.

d20 Body Location  Effect
1 ankle half-Move
2 knee quarter-Move
3 hip Move 1
4-5 fingers lose 1d4
6-7 wrist hand useless
8 elbow arm useless
9 shoulder arm useless
10 groin eunuch-barren
11-12 lower intestine unable to eat
13-14 stomach unable to eat
15-16 lung half-maximum-Health
17 heart dead
18 neck dead
19 face 1:eye, 2:ear, 3:nose, 4:jaw
20 head-brain death or coma

24
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A few other skill effect modifiers as adjudicaved by the game master

SITUATIONAL MODIFIERS

Melee Cover, a range target within a melee is random.
tleiee Range, (-4) Range Attack within melee.

Cover, (+1) defense per 10% cover as adjudicated by the game
master.

Flurry Attack, Craft Attack & Defense, cause MK’@ damage to d6
targets within a melee, range attacks requiring at least 2-shots
per target struck.

x¥Impale, (-1) per Impale to all skill rolls until the source
of the Impale is removed, such as arrows, critical damage, and
poison-disease. 1Impale stacks.

»¥5tun, (-1) per Stun to all skill rolls, the penalty reduced
1 per round or 1 per minute, hour, or day as adjudicated by the
game master. Stun stacks.

xPain, (-1) per Pain to Ritual MA, Aura, Performance, Physique,
Perception, Ferocity, and any skill roll Laced with e’Mral
mists. Pain stacks.

xParalysis, (-1) per paralysis to Move. Paralysis stacks.

Drowning-Asphyxiation, unable to speak or breathe, suffering
1’Impale each round. When Impale = d12 + Physique SL, character
is unconscious, then dead the same number of rounds thereafter.

Knockdown, burn 1°0D concentration to stand back up. Suffer
4’Paralysis while on the ground.

Group advantage, highest member of group makes skill roll,
gaining +1°0D per 2 group members.

Individual Flank advantage, (+2)attack & (+10%) Critical
Individual Back advantage, (+4)attack & (+20%) Critical

Individual Surprise advantage, (+10)attack & (+50%) critical
chance.

Individual Helpless advantage, attack vs half-Perception
Craft & (+100%) critical chance & selected location.

Invisibie advantage, cannot suffer individual flank or back or
surprise advantage, gain (+4) attack & defense.

Opportunity advantage, gain a free 1°0D attack as
adjudicated by the game master. Usually when one enters or
leaves a melee.

Size Advantage = Larger Size / Smaller Size drop fractions.
Multiply* damage caused and divide* damage suffered by Size
Advantage.

*Multiply Pamage = multiply weapon or effect damage, never
multiply Mark (Mk). Only apply the highest multiplier.

*Divide Damage = divide total damage suffered, after armor and
similar damage reductions. Only apply the highest denominator.



Once there was an old man that worked hard
Struggled that he not starve

only to die a husk to cancer.

Now replaced by a young man

that plays in amusement

from birth to slumber.

Humanity succeeded.

Youth and abundance.

Painless.

An antiseptic touch

Laid upon the brow of Lazarus.

The past and future irrelevant,

Paradise re-entered,
Unchanging.

Ambition traded

For a comfortable retirement.
Responsibility traded

For a chrome heart.

Painless.

Waiting.

And evil,

that which does not wait with us.

Health = 3d12 (20) & 90 maximum unless noted otherwise

Gain +2 per Physique Skill Level.
Gain +2 per Might Skill Level.
Gain +2 per Elegance Skill Level.

lealing
Health is reduced by Damage 1 for 1.

‘Non-Lethal damage is restored
di2 + 1 per Physique SL per HOUR of rest.

Lethal damage is restored d12 + 1 per Physique SL per DAY
of rest, but only when all non-lethal damage has been healed.

Enchanted damage is restored never faster than \ e
1 Health per DAY of rest, but only when all lethal damage has -
been healed.

%Nuance Note: Each Lethal or Enchanted age “F .
26 reduces non-lethal damage by 1.
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Undead, Robots, Death & Zero Health

Q5 Servitors, and
v, - Health may not be reduced
: ..é,[’i :ﬂvzk'ungs NoT to less than zero.
a
N All are Once a character is
t; immune to reduced to zero Health,
L= b beatebeatl t e character is forced
l pmsin’hdisease’ to make a LIFE check
N non-letha 1@CH,
Y, damage, and rolling di1@@% less than
Stun. maximum Health, a 91+

always failing.

Upon zero

health, they are .
destroyed. If the check is made,

the character remains

ACUISVI BN N CEV I~ ONScIOWS and active.
or regenerate

Health as the ]
living, but may If damaged again, Health

be splinted, already being zero,
bolted, sewn, remains zero, but another
or otherwise LIFE check is forced
repaired by a reduced 10% each time the

skilled surgeon,
Under‘taker, pallcharacter would suffer any
damage.

°ﬁ1 UCEIRGT £ the character fails

el pour of a LIFE check, they fall
ﬁorv, or di2 .

Biourk to repair neonscinus.  If any.

a critically of the damage suffered is

Ydamaged non-lethal, the character
location. is unconscious and

: healing non-lethal damage

normally.

#Vampires may
restore Health
when permanently
draining the If all damage was lethal
Hgath of a or enchanted, the
‘r(cl)cﬁém: étﬁzgs character dies in di2 +

u . 1y 127 ) k3 g 1 G
like zombies may ‘rou“d per ?hy&gue.
S T oN-L unless medical aid is
when consuming  [Ele[=l0/8
brains, or
8?:0“15 AU T installed with a
o1 a corpse as chrome-heart, the time for

aad udigated by X . X
tae ga e nedical attention is days.

Sel1c P -é-&' - SCritical hits, as

r‘obots m‘aag adjudicated by the
tore d12

Health per day. o (naster, may cause
immediate death.




How fast can I move?
Movement is measured in tabletop Inches.
1-Inch = about 2 yards.

Move = di2 (6) + 1-Inch per Elegance SL
unless noted otherwise

If the character or beast has 4 legs, double Move
(after any reductions).

Multiply Move by character Size, x1, x2, x3, etc.
(after any reductions).

Move is always multiplied AFTER armor or other Move
penalties.

Free Move = move 1-Inch, once per combat round.
Combkat Move = burn 1°0D concentration & half-Move
Ciimb, Crawi, Sneak Shadows = half-Move

Sprint = x3 Move, requires Elegance skill roll
Jump = 1/3 Move, requires Elegance skill roll
Long March = Half Move = miles-per-hour

How much ioot can I carry?

Carry = dl2 (6) Items + 1 Item per Might skiil level
unless noted otherwise.

Each item counts as 1 (or 10-1b) except medium
armor, medium shields, and 2-handed weapons that
count as 2 items, while heavy armor and large
shields each count as 3 items, a person counting as
10 Items.

The Carry of a character is considered as SELF
for purpose of effects such as invisibility and
teleportation and shape change.

Suffer (-1) Move per Item (or 10-1bs) over Carry

Items more than your Carry are not a part of self.
Double Carry if the character or beast has 4 legs.

Multiply Carry by the Size (x1, x2, x3, etc.) of
the character or beast, but also multiply the item
count of larger size items such as armor & weapons.

Carry is always multiplied AFTER any reductions or
penalties.

Loot is commonly 1,000-mils per Item (10-1bs).

28
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NDIVIDUALE. COMBAT ,
Combat is resolved by rolling one\of e combat
skills:

Armed Martial Arts,

Ferocity,

Ritual Martial Arts,

Range Attack,

or Underhand Strike.

Skill roll = Option Dice + Skill Level
This is sometimes a ‘fair’ fight, a one-on-one duel.

But more often, a group fights against a single
pponent.

The group may make ONE attack roll, instead of for
every one of the group.

Characters using Armed MA, Ritual MA, and Ferocity
may group together.

Characters using Range Attack may group together.

Group attacks are made by the highest skill level of
the group and gains +1'OD per 2 attackers in the group.

For example, the highest group member has an Armed MA
of 2°0D+5 and is attacking with 4 violence enthused
buddies, the group of 5 attacking with (2°0D+2°0D drop
fractions) = 4°0D+5 Armed MA.

Any successful attack or counterattack by the
individual opponent will damage a random memker of
e group.

Players can choose to coordinate their attacks as
a group, but this rule is more for the game master
dealing with street gangs, wolf packs, and others
hunting an individual as prey.

Group rules favor the group, the bonus option die for
each pair of attackers accounting for flank and back
advantages.

Any individual facing 2 or more opponents should take
care and be prepared to run, looking for escape or
advantage elsewhere.

A group attack is limited to about six members per
individual or as adjudicated by the game master. 29
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Magic

The e'lral lists

Disrupts technology

Confounds predictive math

Unseen by artificial intelligence.
Chaos

Light is a slow moving slosh ,v'
The City as under luminous flowing water E;’
Electricity dampened and scattered Xy

Explosives absorbed

Muffled harmless

Science uncertain

The City a hand-made construct

Technomancy, 1agic, and Attunement

Magic items and technomancy are two ways

of saying the same thing. In the City,
technomancy is the fusion of technology and
magic: eldritch, hand-made, and emotional.

To make use of an item of technomancy
requires attunement.

Each item, by definition, is usable by one
of the 15 Core Skills, altering a skill
effect, and governed by that skill’s Stat.
To Attune:

Roll d12 less than your Skill
Level, a natural 12 always
failing.

If you fail, a new attunement roll may be
attempted upon the next Power Level.

Once attuned, the item will ONLY work for
you.

At least until your death,
or stolen unwillingly from your person,
Breaking attunement.

Attunement, if attempted, is automatic for
the killer or thief.

An attuned item will act as compass to the
attuned person.



There is more than attack & defense & combat damage that can harm
or kill. For all these things, a skiil roil targeting an individual
or a Craft targeting an area or persons, the defending character
makes an opposing Resistance Roll.

Resistance skill rolls are reactive, unconscious, and always
rolled with f£uil Option Dice.

A Resistance roll egual or higher than the opposing Skill Roll or
Craft succeeds, suffering minimum or no effect as adjudicated by
the game master.

Example, common is Blast damage in an area such as from a bomb or
dragon's breath. As a blast effect has an area or targets more
than 1 person, the Blast has a Craft. In the case of a bomb, the
Craft of the original maker, or the dragon, it's Elegance Craft.
Blast damage is resisted by Might. Therefore, all in the Blast
area make a Might roll, if rolling Craft or higher, suffering only
minimum damage, if rolling less than Craft, failing, suffering
full damage.

It is important that any Craft effect or damage can NEVER
critically hit and is ALWAYS considered Mk'O as applicable.

5 Pairs of Skill are Opposed:

biegance okill: Resistance to Might, paralysis, petrification,
roots & binds.
Might Skill: Resistance to Elegance, disintegration, polymorph,
blast-damage.

Bypass Skill: Resistance to Technomancy, locks, traps, and
hindrances to passage.

Technomancy Skill: Resistance to Bypass, evasion, escape,
breaking & entering.

Logic Skill: Resistance to Performance, charm, fear, emotional
manipulation, illusion.

Performance Skill: Resistance to Logic, puzzles, mazes,
confusion.

Perception Skill: Resistance to Shadows, surprise, danger,
imminent harm.

Shadows Skill: Resistance to Perception, detection,
identification.

Physigue Dkill: Hesistance to Aura, poison, disease, life-drain,
death, unholy.
Aura Skill: Resistance to Physique, seduction, holy, nature.







Technomancy

i ~jand the City

The City is analog.

A 1950's noir science
fiction city with
flying cars, drift

m ships, floating
cities, robots &
logic-engines.

smad But the e'liral mists,
- magic, scattering
electrical and
digital.

Electricity is
provided by local
power cells and
dP|black-box Cynergen
WS, cecnerators, powering
an area to about
30-Inchs (60-yards).

Chrome Technomancy is
common, the fusion of
body and machine, the
apex being the Wyght
"’ .

Core, an immortal

living brain plugged
?1into waiting robot
bodies, changed with
the whim and need of
a change of clothes.

But beyond the City,

through Strange

Doorways leading to

worlds across the

Bl cosmos, modern and
far-future digital

realms thrive and

., terrorize. Their

K high technology and

*“'hubris are powerless

within the City.

33
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Al .
;Slnce the coming

gof the children of man,

East of Eden,

e, IThere has been war.

At first personal,

Brother against brother,

The intimacy of bloody passion,
0r fist, rock, and spear.

But then defense,

Of distance,

Of ‘castle,

ey '0f bow, and gun, and missile,

Dispassionate,

Inhuman.

But then ‘technomancy,

Of slip-shield,

"¥Qf intimacy and passion,
s 6 kill hand to hand,

ff};'; As Cain,

o' o lrirstborn

first-to kill.

As god intended.



In the City there exists the
technomancy of shimmering slip
shields.

The Siip-Shield laces energy
through and around people,
buildings, and vehicles, deflecting
range and blast damage as
armless.

But these shields are not static,
they reguire skill to operate
effectively.

All slip shields require:
burn ¥OD concentration.

The protection being effective:
10% per Elegance SL*
of the user.

Personal slip-shields are built
into a pair of bracers and protect
, usable with skill so long as
concentration is maintained.

‘Might S}ill is used to defend a
slip-shield equipped building.

‘Elegance Skill is used when
piloting a slip-shield equipped
ship, mount, or vehicle.

But fair warning, slip-shields
ork in both directions, Causing
any outgoing blast or range attack
to be similarly deflected inwardly
harmless.

Thrown weapons (-1) attack per
2-Inch range, are not affected by
slip-shielding.

Range attacks made within melee
range suffer (-4) attack but are
not affected by slip-shielding.

The game balance of Xai is tilted
by the ubiquitous nature of slip-
shields. The more skilled the
character, the more likely combat
can only be resolved in melee
range.

There is a social component
to slip-shields within the
City. Among the Great Houses,
those warriors that can
achieve 100% slip-shield
proficiency earn the unoficial
title Knight, and those
within the formal Dynasi
militaries, Knight Captain.

The poor and untrained use
guns, unmanned buildings are
unshielded, meaning most of
the City is threatened by the
common violence of guns
and bombs.

Xai is a City of two
technological realities, the
wealthy and skilled that
utilize slip-shields and
resolve combat personally as
knights of old, and the poor
and unskilled that shoot one
another as in tales of the
old west or a gangster noir.

Players begin with a need for
guns, but slowly transition
to the increasing need for
martial arts expertise

to deal with slip-shielded
opponents. The more
experienced the character,
the more intimate combat, and
among the nobility, the more
important assassination.

From a game mechanics point
of view, the slip-shield isa
switch.

If the game master prefers a
shoot-em-up campaign, there
are no slip shields.

If the game master likes the
idea of swords in a far-
future city, slip-shields
are static, always 90% or
100% effective as the game
master prefers.

Make it the way you want
3
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Once humankind scratched for life

upon 2 dying world.
Some imagined yhat science would save
[pat starships would ferry to Eden.

fhey were WIong
Pwas magic.
The e'lMral mists.
Subtle & Creative.
Unseen by the real.
Visible to those rare born
not—quite—real.
Arcane.
Myrddin.
Architect.
Yakers of strange doorways.
Fach strangeway opened

to a new paradise world.

Countless strange doorways
dise worlds

Countless para

scattered across the coSmoS
to the City. %)
pedestrian Space opera. 7 QK
'Tne City 2 celestial hub,
At the center,
Striding from world to world,
'Through streets and alleys.

As godSs of old. -

Y T |l
Mo




OF SPIRES & STRANGEDOOGRWAYS
he Solaran Empire built Spires and Strange Doorways, many of which
survie to modern day.

he 37 Solaran Spires are spectacular artifact towers built in the early
days of the Solaran Empire within the City, Clockworks. Each Spire may
be ‘duplicated’ by a skilled Arcane Architect, made to exist in 2 (or
more) places at the same time, each with a seperate set of exterior doors &
indows, but having a common interior.

During the later Solaran Empire, it became fashionable for Arcane
Architects to craft Strange Doorways, houses and buildings and
increasingly elaborate palaces with rooms in far distant places.

Each Strange Doorway, sometimes called a strangeway, is unique in
size and shape. But all share a few common properties.

Each strangeway requires an architecturai frame, and as such, are
sually built into walls, arches, alcoves, or similar architectural edifices.

Each strangeway is fixed, architectural, rooted to the ground. Meaning
that strange doorways cannot be carried on ships or vehicles. Once built
into a location, it cannot move.

All strangeways are always OPiN. Once made, a person or item may move
through the doorway, there is no such thing as turning a doorway off.
Moving through a Strange Doorway tends to cause a brief wave of dejavu.

e only way to secure a strange doorway 1s to build other doors, walls,
aults, or castles on one or both sides of the strangeway.

The only way to close strangeway 1s to destroy the frame, no more
difficult than destroying the frame of any doorway built of wood, stone, or
metal, each being unique. Strange Doorways are fragile.

trangways can be of most any size, allowing the passage ot people,
ehicles, trains, or canals. But the smaller people size doorways are most
common.

>trangeways can be found throughout the Clockworks, linking a million
orlds of the old Splaran Pedestiran Space Opera to the streets, alleys,
and buildings of the City. Strangeways can be found in subway tunnels,
framing canals, in highrise buildings, some public, some secret.

A large number of strangeways can be found within the root structure
and mycorrhizal network of the Enchanted Forest, a forest that
laces through buried strangeways within the City leading to thousands of
forests on a thousands of worlds beyond. Those that can sense and travel
the mycorrhizal network of the Enchanted Forest can sense and travel a
multitude of worlds.

Details: the event horizon between the City and the alien world is

a 2-dimensional plane set within the frame. The atmosphere, or lack
of atmosphere (as in the case of space), temperature, water (as in
strangeways to ocean worlds), lava, or whatever, on either side will not
pass the event horizon. But it can be mined or carried through.

37
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Once man worked

That he not starve,

That he was protected

from wind and rain and heat and cold,
And that he could attract a mate,
And that he could raise children,
That they might learn not to starve.

Butﬁﬁen cooperated,

de cities, : '  And

rew food, . thfhe falli it hsn :t last sieep,

Abundance. e bantomime 1ire
none the wiser.

ki

Then men made tools,
And soon robots,

Stronger than man, tireless.
then made Ceye,

No"';icri, Nno poor, no :
but to be content' ] S

The shining heart of the Clty £ everyone living has fgnres . 3T'® occupieq,

7 ymarked by Dreaming Spires. g th;’ll‘feblnerl'shed,

L4 Paradise. _ 2R I‘he Ce The Priests of 8 ots idle,

777 Life -in abundance. s .Ye Pantomlmlng the llk eye QUIet
' Wanting- for ‘nothing. - ' I COuntlteg 'billi ely

‘Lives of endless entertalnments ; I

parties, and v:.rtual dangers.

Gifts of Ceye, CES A
dreams oi‘ fantasy and won,gier

| Chodse ihe1
e
ét devu Waiting,

f \' A EmpresS

vaer'e work / gloney.?jl tten
“their logicr ;-‘hglnes a,rfe usecf a§ "topl

2 ) y
And if ap&] sﬁould“thangeﬂthen m/inﬂ, or‘ choose to retire, the Dreaming Spires
await. ’Surrender. [

: _!.__ !
al 1nfebllgé\1ce-ii§}‘eschswed Robots with
\émar\t but abs?rﬁ: dinitiative.

And in this modern City, there is scarcity, money, that of human time.



' [
Imii
LAMli
(an Imperial or penny) = 1 man-
hour of physical labor.

The ‘mil’ is traditionally a
1/10-pound copper coin, though
in the modern City, smaller
coins and paper money of each
Great House are common.

The largest paper denomination
being 1,000°mils (about a half-
year’s labor).

A halif-penny meal is a pint,
bread, and stew.

A two-penny meal is a more
graceful sit-down affair.

Basic housing about 500°mils a
year.

is a 1/10-pound golid coin
produced by the

Goblin Azimuth Society that
circulates among the Empress
Fanes, considered a ‘favor’ or
‘blessing’ to be traded among
the City’s religious, political,
and underworld nobility still
loyal to the Empress.

The coin marks one as a secret
member of an Empress Fane and
is generally unrecognized by
non-members.

As a courtesy, a Fane
quartermaster will exchange

a Dragon for 100Sovs
(200,000°mils), the life’s work
of a man, though a Dragon’s
true value is in the favors of
powerful people it can trade.

SOVEREIGN

1’sov (a sovereign) = 2,000mils,
about a year’s physical labor wage.

The sovereign is traditionally a
1/10-pound transiucent Silver
¢oin, produced only by the Grau
Sovereign Mint once under service
of the Empress but now by decree of
the 37 Great Houses of the Dynasi.

Some great houses produce other
sovereign value coins and paper
money, but they have no value

outside of that one great house.

The value of a Sovereign is
supported by Amaranth, a rare
leaf-spice that restores youth.
One Sovereign of Amaranth will
reverse l-years aging (physically
not less than 26-years-old).

Amaranth is usually administered in
small doses over the course of a
year as a spice like annis in food
or liquors, especially Ahsinthe.

Each 1-year dose of Amaranth has a
fiat 1% failure chance, having no
further effect upon the person.

Each Sovereign Coin carries a
1-year dose of Amaranth, a heat
proof violet leaf revealed by
melting the silver of the coin.

1LO0L

is what adventurers steal from the
dead and the living.

Loot is rare technomancy, oils,
herbs, woods, gems, metals,
jewelry, and art. Anything of
value worth carrying.

As a rule, Loot has a value of
1,000mils per Carry (10-1bs) or as
adjudicated by the game master.
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Al ics require
attunement (roll dl2+Pain
less than your SL, a 12+
always failing).

Relics are mystical,
magical, emotional, and
always vague. These are
the physical remnants of
powerful souls, especially
Arcane.

A relic can be an item

used by the former hero or
villain, or a fragment of
their body, such as a piece
of bone, a stain of blood,
hair, or a mummified hand.
Whatever the game master can
imagine.

Relics are the only items
that may modify the

skills Ritual MA, Aura,
Performance, Physique,
Perception, Ferocity, and
any skill Laced with e'liral
mists.

The effects of a Relic can
be anything the game master
can imagine. But each relic
will be unique to the former
hero or villain, with its
own powers, quirks, and
requirements.

Magic Items are real, they
are called Relics, and each
is unique and should never-
ever-never be boring.

40
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Xal e'Drax eral ; -

Heart of the Dragon Splral

City at- the center’ eog

of a. pedestrian space opeéra.
Strange doorways touching

.a theusand ' thousand-worlds.
Walking from world:.to world

As walking. from street. to street,
Alley ‘to alley,. ' :
. Building te. bulldlng,'

‘Room to room. . R
- Time and distance of the cosmos,
-Compressed o - .
Dancing from star to star,
Upon the Clty stage

Tae

T A

. L @nce there was rune. an([ seierce,
25y " A : '- g ygcﬁnoman(:}/.
S %nt[ w‘ztf t/;w SOrCcerous czrcuztr:}/, .
g’izeat& Jouj/ft zmmortafzg/
y/fey carved t/fezr-[éne& with runes .,
" and” znfau[ t;/;em mt/f moften enfvser ~
: 7/:%}/ jzfclétf their /fearti-'

; . 4 Feh s anfcﬁromeft%zrﬁrmn

y/fezr Jouf& nff;{ﬁom nature

nenc[unnj d

zgtretcﬁéf over W‘zt,‘/; t/;ezr owW'n afc%my tanne([ JEzn
Dewn mtﬁ the &f( of‘ gazclér& stmmoned ﬁom the c[arE o
' % Joatc/fWorE corpse, L
A remmfe Je&[‘
5% mockery of fife,
Frmmortal:

’ - : ' : Izc/f[;orne ,



aka the Inbetweens

Xai is a large disc, a vastness of
landscapes the size of many thousand,
perhaps million, Earths with the City, the Fig
Clockworks, at its heart. And despite the
Solaran Empires long eons reign, walking
Spires, Strange Doorways, and Wyght-Core
Ships, only a tiny fraction of Xai has ever
been properily expliored

The reality is that most of Xai is a
fly-over wilderness of deadly titanic
creatures, rogue gods, dreaming dragons,
and enchanted forests where basic facts
like light-speed, space, time, and
reality tend to be disturbingly fluid and
emotional.

As a result, Xai is dotted with ancient
Splaran Realms, concentrated areas of
civilization surrounding a Spire that
channels the e'lMral mists to terraform the *
surrounding area, creating a stable realm
usually 8,000 miles radius (about the
surface area of Earth), and surrounded by
a large circular ring of raised mountains
as a further bastion against the savage
vastness beyond.

Xai is a game of exploration. O0f the
unknovn Savagelands between Xai's ancient
Solaran Spires, of the labyrinthine
streets and alleys of the Clockwork
Cosmopniis at Xai's heart, of hell's
subworld spirails, and the Strange Doorways §
within the Clockworks that make up the
remnants of the Solaran pedestrian space
opera spanning far distant worlds.

The Solaran Empire was once thought
eternal, enduring for eons, but now
destroyed within living memory. Demons
Still roam and post-humakind has newly
ascended to stand atop the Empire's still
warm corpse.

Modern Xai is tumult, violence, and
uncertainty, what it may become is the
purview of the brave, of player heroes and
villains.
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All monsters have a Power Level.

(PL). Power' Level is used . °
by the game master to balance
monster encounters agalnst
player characters

‘A1l monsters have L Skills:
Ferocity, Elegance, Perceptlon,
and Shadows.

There are 3 monster templates:
. Predator, Prey, and Stalker.

PAENTR . - = °
Size: x1 or more Or fractlon
Health: 30 (+6 per PL)

Move: 10 (+1 per PL/ _
Elegance: 2'0OD+PL, d12 armor
Ferocity: 3'OD+PL, 3d6 damage
Perception: 2'OD+PL .
Shadows: ] 'OD+PL 5

Size: fll or more or fraetlon.
Health: 10 (+L per PL)

Move: 15 (+1 per PL) :
Elegance: 3'OD+PL, 420 armor .
Ferocity: 1'OD+PL, d6 damage
Perception: 3'0D+PL

Shadows: 2'0OD+PL

STALKER ettt

Size: x1 or more or fraction.
Health: 20 (+5 per PL)

Move: § (+1 per PL}
Elegance: 1'0D+PL, d6 armor
Ferocity: 2'OD+PL, 2d6 damage

Perception: ]1'OD+PL .
Shadows: 3'0OD+PL

MONSTER

The games,purpose of Power Level
allows the game master to match
up the Power Level of opponents
with the Power Level of the
Players.

One of the BIG eléments of Xai
f is that it is a Skill Based
: system of mechanics.

Meaning
that there is no ‘generic
opponent that always has the .
same statistics. A young and
inexperienced trew of koﬁbld
conscripts may be ‘easy work for-

*a player group, but a battle-

hardened crew of veterans is not

. S0 easy. ' LIS

Plafers.mist constantly gauge °
-and guess the strength of their.

opponents, this is the game. - °

Similarly, monsters-are' always

_ judging the: strengths and

weaknesses of prey, ‘suCh as .
player charagters. Tulling the °
weak is ome thing, attacking an
Alpha Something else "altogether.
This makes Xal a deadly game;
especiglly for the foolish..

L

‘e

VANTAGE:

Animals are dom ted, Beasts
are wild, and Monsters are
super-natural, made by demons,

-technomancy, or nightmare.

All Xai animals, beasts, and
monsters have a natural or .
supernatural ability, something
that makés them unique. The
following is a list of common,
monster abilities.

Displacement: (+2) Defense &
attack with Flank Advantage:
(+2) Attack & (+10%) Crltlcal-
Chance



Blink: (+l) Defense & attack, Undead advantage: Suffering
with Back Advantage: (+L) Attack. 10'Implae exposed to daylight.

&' (+20%4) Critical Chance. _ Immunie to Stun, unconsciousness,
: . : poison, disease, cold damage,
Vanish: attack with Surprise and-pon-lethdl damage.-
Advantage: (+10) Attack & (+50%) Suffering enchanted damage from
Critical Chance L Cold Iron, Silver,' and Fire
: . and whatever other source as
Invisible:* (+4) ‘Attack & (+L) * adjudicated by the game master.
Defense, immune to Flank, Back, Unable to regenerate harm with
and Surprise Advantage rest but may be repaired or
. e, wateal life as adjudicated by the
Claw-Claw: +1'0D Fer001ty. - game master. Undead are never

. Claw-Claw-Bite: +2'0D Ferocity.

g IR e afforded a Life' Check.

. Demonic ddvantage: Suffering

Tentacies Forever: +1'0D per " enchanted damage from Cold Iron

pair of arms to Primal Fight,: and whatever .,0ther source as

tentacles, tails, limbs, or » adjudicated by the game master.
° other bashing, -slashing, or: Demons tend to be immune to
-.piercing bpdy parts. : poison) d1sease, fire, cold,

- o : and lighting. Regenerating
Savage Strike: gain a bonus to - ' dl2 Health (except enchanted
Fer001ty cr1t1ca1 chance (+10%, ‘~damage) at the beginning of each

+20%, Ehe iy j- _ < . round, minute, hour, or day as
gt " -*.radjudicated by the game master.

HeavgrStlke ga;n a bonus to . - Demons cannot die, only be

damage (+d6,- +2d6; etc.). . imprisoned ‘or banished back to

Xdi's subworlds (zerc Health &

:PieIC1ﬂg'§ trike: .gain (+1) L suffering 4ll, Enchanted damage)

Ferocity attack roll per 2 Power

. Levels - : - ". other Special Attack & Defense. -
§ , ; . - Many Xai creatures-have’ SpeCla;._
- Back;Advantage: +1'0D per 2, attacks .such asiGaze to Sait.

. attackers against ‘a single 'y Others’ special defenses, such- as -
target. "When attacklng ‘the . Ghosts belng only insubstantial, .
group, you will target, a random causing fear but suffering no

‘* member of the group. physical damage. The list is-

. A BT S L o : * limited only by faxry'ta*es and
Maneuver: the creature can the imagination of the game :
fly, swim, teleport, shift \ master ;
incorporeal, crawl upon any. : )
surface, float, or otherwiser . But it is, suggested that each:

_move in some unusual way. creature only have  ONE special .

Te - attack or defense, defining the
Incorporeal: the creature is special nature 'of the creature,

_ghostly, able to cause & suffer - and aliownng clever players to

" become incorporeal or to become

only half-damage, 1/10-damage, devise a plan
or ‘no damage per the creature.

Incorporeal beasts can sometimes

burn 1'0D concentration to

corporeal.



Triggered Lffects
Some monsters have a special
ability that is triggered.

Common Triggers

Successful Attack: target suffers
the indicated effect instead of
damage.

Damage: target suffers at least
1 damage, Poison Craft vs target
Physique.

Touch: touching a target (for no
damage) is easier than attacking
a target, (+L) attack roll.

Gaze: Target visible within
1-Inch per PL, lonster
Perception roll vs target
Shadows.

Presence: Target is near,
within 1-Inch per PL radius,
Monster Shadows Craft vs target
Perception.

Common Trigger
Effects

Bonus damage: boring, but some
poisons just hurt. Common to
tiny creatures, Size-half &
Size-1/10.

Bleed: target suffers 1 damage
per round until 'first aid' or
'licking the wound' (1 round per
bleed) is applied. This effect
stacks.

Charm: (-d6) all skills opposing
your new ally, victim views the
attacker as an ally until proved
otherwise, often followed next
round by a surprise advantage
attack. Charm is reduced 1 per
hour unless noted otherwise.

Desiccation: (-d6) to Move &
all skills until you can drink
a day's water. This effect
stacks.

Disease: target suffers a
disease, like being implanted
with 'eggs' of the creature that
will hatch in dl2 days. The
disease will tend to benefit the
beast or its ecology.

Disintegration: your mass and
current & maximum Health is
permanently reduced by half.
This effect stacks.

Exhaustion: (-d6) to Move & all
skill rolls until you rest for
10 minutes. This effect stacks.

Fear: (-d6) all skills except
Elegance when used to escape
sight of the attacker. This
effect stacks. Fear fades 1 per
round when out of sight of your
tormentor.

Fumble-Pisarm: (-d6) to attack
rolls reduced 1 per round. If
critically hit, paw-claw-hand
is broken-severed and if armed,
weapon is thrown dé6-Inches.

Hunger: (-d6) to Move & all
skill rolls until you can eat a
solid meal. This effect stacks.

Impale: target suffers 1'Impale,
(1) to Move & all skill rolls
until the source of the Impale
is removed. Burn 1'OD to remove
a quill, barb, arrow or spear.
Gun bullets & shards require 10
minutes and a sharp knife to
remove.

Intoxicated: (-d6) to all skill
rolls reduced 1 per hour. Your
inhibitions are reduced by

10% per penalty. This effect
stacks.



Knockback: target is
knocked back d6-Inches or
as otherwise noted. Burn
1'0D to stand back up at
the beginning of next
round.

Lust: (-d6) to all skill
rolls not involved with
getting nasty with the
creature. This effect
stacks. Reduced 1 per
hour the object of your
Just is out of sight or
cured should they die.

Paralysis: (-d6) to

Move. This effect stacks.
Reduced 1 per round unless
noted otherwise.

Petrification: target

is turned partially to
stone, salt, wood, or
other inanimate material,
permanently suffering
(-d6) to Move & all skill
rolls. If your Move is
Zero you are a statue.
This effect stacks.

Polymorph: target is
turned into the favorite
prey of the beast,
enduring so long as you
are being hunted.

Sleep: (-d6) to Move &
all skill rolls until you
sleep for dl2 hours. This
effect stacks. If your
Move is zero, you fall
into an enchanted sleep
for dl2 hours.

Stun: (-d6) to Move &

all skill rolls reduced 1
per round. This effect
stacks. If your love is
zero, you fall unconscious
for dl2 minutes.




Xai is a game of 15 Core Skills.

The game master is encouraged to add
skill that suit the story telling of
their campaign, like the skills Sorcery |
and Wizardry in the appendix that help
to tell the story of Xai.

Each skill is listed alphabetically.

Each skill notes eguipment used by the
skill, the game master is encouraged to
add or remove any equipment as suites
their story.

]
Each skill notes Skill Proficiencies that ¥
may be learned by any character, again, q
add and remove Proficiencies as helps to
tell your story. y

Each skill notes a kasic elral effect
that Arcane may use when Lacing the
skill with e'lral mists.

Xai @éMral magic is effusive,
everywhere, and may be Laced into skills,
relics, technomancy, and most anything
else to create a sorcerous effect,
especially as relates to quality of
life, cantrip-like effects, and creative
making.

The elMral mists are naturally creative
and must be forced unwillingly

to destroy. Player creativity is
encouraged.

Lacing a skill. item, or anything always
requires concentration (burn 1'0D
concentration,) unless noted otherwise.

elral Laces may be learned by an

Arcane character instead of a Skill
Proficiency. As with all e'liral Lace,
this reguires burn 1'0OD concentration
unless noted otherwise. The game master
is encouraged to add or remove e'lral
Laces that best tell their story.
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Armed 23 . 9 )
Martial ) 3 arry
Arts Shields require a free off hand, Burn 10D
SliOssMeconcentration, and are ONLY usable with Armed
Board): Arts. Only 1 shield may be carried.

til;: Shields deflect damage, reducing melee or range
with f damage the character would suffer (after applying
5 armor) by half, but offer no protection against

surprise or back attacks

J

1§

Ve

S

melee
weapons and|

. A small shield (-1 Move & 100-mils) may deflect 1
shields. ( ) may

attack each round, a medium shield (-2 Move & 200-
mils) up to 2 attacks, and a large shield (-3 Move &

If 300-mils) up to 3 attacks.

caus
JuEveRibliiAdditionally, a shield may be sacrificed to negate
CEVIE(CMthe effects of an attack (except back & surprise). A
Small shield is destroyed, Medium destroyed 3in6,
ISTeIMBEES]L arge destroyed 2in6.

1 year of hield d b d foldi
militar; Common shields are assumed to be modern folding

. fabric or energy shields, heavier medieval style
ko)icgin?llgg suffer an additional (-1) Move & break more
training. (medium 4in6, large 3in6).
. SL’3, Off-hand Kata: A character may use a second
ISNBIER | | onded weapon off-hand. This may be used to gain
IVSESRIINE . 1> 0D to Attack OR instead burn 1°0D concentration
EVWAENARN . use the off-hand as a small shield, if the off-hand
IS s sacrificed, the off-hand wrist is broken-severed,
O NANENBRY -\ you are disarmed (d6-Inches).
Defense
Vs range Great-hand Xata: A character may fight with
PRAEt kB4 2 handed weapon. You may choose to burn 1°0D
not using Plconcentration, the weapon able to attack as well
epRalcMos act as a small shield, if your great weapon is
sacrificed, 2in6 your left wrist is broken-sev
Armed you are disarmed (d6-Inches).

Martial

_Arts

(SL'1+)
skill rolls

a4 naturalff#

011 of 18, K%
/19, or 20.JR
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eiirai Lace

Each Lace is learned individually
by an Arcane.

Dancing Weapon, SL’1, burn 1°0D
concentration, A Laced Armed MA
melee weapon will attack with
1°0D+SL as directed up to 1-Inch
per SL range.

Dancing Shield, SL’1, burn 1°0D
concentration. A Laced Armed MA
shield will defend with 1’°0D+SL as

directed up to 1-Inch per SL range.

Whiriwind, SL’5 & 2-handed melee
weapon, burn 1°0D concentration.
All within melee range (friend or
foe) suffer your Armed MA damage
(Mk’@). Your defense is half for
the round. Game master may permit
an Elegance roll to evade damage
if the defender surrenders their
attack.

Vorpal Keen Kata, SL’10,
2-handed sword or ax, burn 1°0D
concentration. Laced Armed

MA weapon will decapitate on

a critical hit or target the
location chosen by the attacker.

Weapons

Weapons cause Armed MA damage.

W1l Py \ )
Skiii Proficency
Each Proficency is learned
individually.

Throw Melee, SL’1. May throw

an Armed MA weapon or shield,

(-1) per 2-Inch range, shield

will cause d6’Damage. If Laced,
concentration, the item thrown will
return to your hand.

Shield Siam, SL’1. Use your shield
to attack, causing no damage but
knocking the target back 1d6-
Inches.

Stance Dance, SL’1. Armed MA gains
(+4) Defense but (-4) Attack OR
(+4) Attack but (-4) Defense.

Berserker Stance, SL’3, no shield.
Armed MA causes double dice damage
but suffer double dice damage.

Ccounterstrike, SL’1, do not
attack. Gain (+4) Defense.
Following any melee damage you
suffer, cause your Armed MA weapon
damage (Mk’@) to the attacker.

Siash, SL’1, requires a long blade.
In lieu of damage, Armed MA target
suffers 4’Paralysis.

Stun Wand, SL’1, 1-handed baton, no damage.
armor (critical 12°stun). 200’°mils.

Cause 1d12’Stun reduced by
A civil defense standard.

Dagger-ax-hammer, SL’0, 1-handed. d6’Damage, 30’mils, Twin daggers or
off-hand dagger, (-4) skill roll but gain +1°0D, Thrown: (-1) per 2-Inch
range.

Sword, battieax, warhammer, SL’1, 1-handed. 2d6’Damage & (+1% per
Might SL Critical Chance), 100°mils. Used 2-handed gain +1d6 damage.

,\—-,,.:Great Weapon, SL’3, 2-handed. 3d6’Damage & (+2% per Might SL Critical
(., XChance), 1,000°mils. Mounted usable 1-handed & +1°0D & +1d6 damage.
¥3p

aSolaran Claymore, SL’5, 2-handed. 2d12’Damage & (+3% per Might SL
wiCritical Chance), 10-Sovs. Mounted usable 1-handed & +1°0D & +1d12

A rare and ancient Solaran great sword.

51
glloydbaker.com - 2024



the dead and command the
soulless undead (opposed by
Shadows if in question).

Opposed by Physique.

When rolled, you can glimpse
the future and see the
unseeable, providing full-
Defense vs any attack, seen

or unseen, living or dead,
physical or ethereal, If
concentration is maintained,
you may attack (and be attacked
by) the ethereal, ghost, and
otherwise unseen and vague.

Aura is a catch-ail skill for all
things magic, vague, Super-
natural, and opposed to the
natural order, such as talking
to ghosts, sense the past of a
location, glimpse the future,
sing a lullaby to Lovecraftian
horrors, and pray to old-gods.

Aura is used by the game master ﬂf
anytime no other skill is ngdz'[f rcfﬁcenf}/
appropriate or when a 'Luck'

roll is the only reasonable
resolution.

The skill Aura additionally
allows for the understanding
of the musical language of
creation, Eldrich Song, and the
ability to sing its meaning.
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%ura e az:*afzace

T;'ntﬁ'n , SL'l, burn 1'0OD concentration &
0ld something personal belonging to the
target, or if inanimate, a part of the
target object. Know the direction, like a
pcompass, to the target.

(Consecrate, SL'l. Cause a place or
object to be holy, causing L'Impale

to demons & undead within the area or
touching a consecrated object. Aura vs
Accurse Craft of accursed.

g?ccur&e, SL'l. Cause a place or object
o be un-holy, causing L'Impale to the
iving within the area or touching an

e accursed object. Aura vs Consecrate Craft

--’gﬁfe&&n’n o fternaf cgg&t, SL']1.
{ﬁlmDestroy an undead toucheéd, Aura vs undead
. €'Shadows.

ritual, 5% per SL chance to raise a corpse
dto life. Dead not more than l-day per SL.
®=l'ailure raises the corpse as a mindless

?Somet/fz'n © amo“/[; SL'10, l-round
per SL ritual. You may conjure something
from nothing. It must be a 'something',
tangible, touchable, real as adjudicated
by the game master. The better your skill
roll, the clearer your eldritch song.

tﬁao& W&/{, SL'15, l-hour per SL

ritual. You change the universe, bending
it to your will. This is not a thing

or object, this is chaos, chance, and
diverting the course of the universe as
ad judicated by the game master. The
better your skill roll, the clearer your
eldritch song. Bad things happen to those
that trifle with chaos, very bad things.



ypass (aka ppyder): Requires d12
round ritua}. Rgquires the use of
a Spyder, gfotic set of tools
hidden weightlessly throughout
your clothing.

The skill to temporarily (burn
1'0D concentration) bypass locks,
traps, cameras, security systems,
computer firewalls, codes, and
encryption.

Fraficmay

Contortions, SL'1. Reduce your
effective size 5% per SL (90%
maximum), burn 1'OD concentration
to maintain the effect. If
e'Mral Laced, reduce your actual
size.

Escape Artist, SL'1 & 1-round
of total concentration. Slip
bindings, manacles, and similar
constraints to movement. If
e'lMral Laced, teleport 1-Inch

If Laced (burn 1'0D concentration){about 2-yards) in a clear line

you may pass through any door
(but only doors).

Opposed by Technomancy.

When rolled, Defense = half-

Perception Craft.

You may also look through a door
without the door appearing to be
open (opposed by Perception of
anyone on the other side of the
door). All will be restored to
the way it was when concentration
is broken.

Unlike the skill technomancy, the
effects of Bypass are temporary,
enduring only so long as the
character concentrates (burn 1'0D
concentration).

This means that a door or trap
or lock that is bypassed will
close, re-lock or re-set once the
character stops concentration,
with no obvious signs of having
been bypassed.

Equ i}ament

Sf der, SL'1, 5-1b. A set of
hdldgraphic hand-eye interface,
gloves, goggles, and earpiece,
as well as a collection of
tools, prybars, cyphers, codes,
exotic oils, potions, oils,
drugs, and esoteric apparatus.
500'mils. Weightless worn.
Chrome install 5,000'mils &
1'Pain.

of sight, from your bonds.

e'Mral Lace

host Door, SL'1, Self only,

otal concentration. You may
pass through any door, but only
a door, ghostlike. What is a
door? That which is designed to
open and allow the passage of a
person.

SZ? Stef, SL'1, Self only,
totdl concentration. Teleport
1-Inch per SL, clear line of
sight.

4%0“&&, SL'1l, Self +1 person per
SL touched, total concentration &
1d12 round ritual. You teleport
'home.' Home is the most recent
place you have lived at least
1-year continuously. When in
doubt, it is the place of your
birth.

Mairror St‘:,fy, SL'S, Self only,
total concertration & touch a
surface. Teleport to the other
side of the object, wall, door,
mountain, or whatever you are
touching.

Far Step, SL'10, total

concentrdtion, Self +1 person
touched per OD of skill roll.
Teleport to any place you can
see, even if viewed remotely.
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,‘Elegﬂnce: the skill to run, jump, tumble, Swim,
and okherwise move. Also, the skill to effectively
utilize natural armor or wear armor as 'self.'
Opposed by Might. When rolled, provides Defense vs
any attack. Lace to fall harmless from any height.

Equ i;ymmt

91’%1/~A,ﬂ/1’1¢£55, burn 1'0D concentration. An awkward
ramework connected to arms, legs, and torso that
allows for flight or movement through water with the
same Move as on land except with a vertical competent.
1,000'mils. Chrome install 5'Sovs & 1'Pain.

E}f%k1/~63 cle, burn 1'0D concentration. Speed Craft
£ 1 per Méve'20 (10-mph). 2,000'mils. Drifts l-yard
above the ground or water surface.

Meg annis Horse, attunement, burn 1'0D
concenhtration. Speed Craft = 1 per Move'20 (10-
mph). 100'Sovs. Runs freely over any ground or
water surface. Very intelligent, Size'x2, Health'50,
Armor'5. Rider +1'0OD to mounted attack. Trample
attack, rider Elegance, Ld6 damage.

V1 ?tﬂttﬂ, burn 1'0OD concentration. OSpeed Craft =
1 ng Move'20 (10-mph). 5'Sovs. The ubiquitous cargo
vans and 16-man drop-ships of Xai. Fully flight and
hover capable.

/zf¥6kl~}>tlﬂt, burn 1'0D concentration. A Chrome
and-eye install that grants the ability to 'plug'
into a technomancy vehicle or ship, causing it to be
considered as SELF. Always a Chrome install 100'mils
& 1'Pain.
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Armor

Xai Armor reduces damage 1 for 1.

Only 1 suit of armor may be worn unless noted otherwise.

SL'0: Ltgkt A'rmar: 100-mils, @6(3). Some rare light
armors liké shimmer dress d8(L) and glimmer fur d10(5) may be
found whereas lower quality leathers are dL(2). Exotic Spider
Silk laced Light Armors may add (+1) Armor per 3 Elegance SL.

su'3: Medium Armor: 1,000-nits, 3 Move, d@i2(s).
Reflex Armor” is a rare tactical medium armor d16(8). Exotic metal
wire woven Medium Armors may add (+1,) Armor per 2 Elegance SL.

SL'S: 4{'3%1/12 A‘ TINPT: 5-Sovs, (-6) Move, @20(10). Solaran
Battledress is A rare heavy armor d2L(12) and Demon Armor is an
especially rare living meq'annis armor d30(15). Exotic sandazar
threaded Heavy Armors may add (+1) Armor per Elegance SL.

Note: medium and heavy armor may be environmentally sealed (xZ
cost). Heavy armor may be crafted to be x2'Size (x100 cost), or
even larger at the cost of major military hardware.

Players may choose to always roll armor, or always apply the
(average). If rolled or average, your minimum roll or minimum
average is your Elegance SL. leaning that if you were wearing
Light Armor (d6) and had an Elegance SL'6 or more, you would :
always reduce damage by 6 (never more than the maximum armor die).
Each critical hit suffered by a character will reduce armor by
(-L), armor less than 1 indicating no damage reduction.

SL'3, A';lﬂ/t'LVE A’Tmm’: a heavy brute force kind of armor
that is destroyed on use, the armor permanently reduced 1 per
damage done. 500-mils, (-6) Move, Armor=100 & gaining (+10) per
Elegance SL of the wearer.

Ablative armor may not be repaired. Ablative armor may be stacked
over a suit of traditional armor or stacked over other layers of
ablative armor; the lMove penalties summed. Ablative armor may not
be environmentally sealed nor increase Size.
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, Ferocity: the skill to fight
unarmed and to learn unarmed
martial arts styles of combat
that mimic the fighting
styles of beasts, sometimes
using exotic weapons. If]
Laced, shape change into 4

i beast, of equal mass.
| l Suffer

Provides Defense any attack.

(-1) skill roll per
Move penalty.

-.*Ferocity (SL'l+) attack that
N would otherwise miss, will
instead critical hit (Mk'O)

on a natural roll of 20.

Xai beasts tend to attack i
one of 3 ways:

Serpent Strike, Bite or Claw
or Kick, or other single
strike.

Eagle Strike, talon-talo
or similar double strike =
+1'0D.

Tiger Strike, Claw-Claw-Bite
or similar triple strike =
+2'0D

As such, Primal Martial
Artists fight with &
combination of punches and
kicks emulating the fighting
styles of beasts, gaining
+1'0D at SL'1l and +2'0D at
SL'3.

Unarmed Damage is 2dhL, lethal
or non-lethal as desired

thp character. At SL'6
Zdo at SL'8 = 2d8,

= 2d10, and SL'12 =

2d12.

Egquipment
DPervish Armor, SL'l.
Armor'l per SL. A set of

robes, scarves, chains, and
ropes designed to deflect and
beguile.

Staff, SL'0, 2-hand. d6'Damage
1ethal or non—lethal as you
choose, (-L) attack but (+L)
defense.

Nunchaku, svL'1, 2-hand.
dli'non-lethal Damage & dlL'Stun.
You always strike first
opposing melee attacks.

Throwing Stars, sL'1,
2-hand. Throw 3 stars, +1'0OD,
(-1) per 2-Inch range, causing
dL'Damage. If target is
damaged, they suffer 3'Impale
until the stars can be removed,
1 at a time.

elrai L.ace

fampire Strike, sp'l.
causes half-damage but any
damage suffered heals you 1 for
1.

Bioody Strike, sr's.
causes the target to suffer
1'Damage per round until the
bleeding might be stopped with
medical aid or licking the
wound for a round.

Dervish Whiriwind, sv's
Jump & tumble up to 1-Inch
per SL. All within melee
range (friend or foe) suffer
d6'Stun and are knocked back
1d6-Inches. The game master
may allow Elegance to avoid
the whirlwind if they do not
attack.

Vipers Kata, SL'10 & burn
1'0D concentratlon Your
attack may be made at range up
to 1-Inch per SL.



Proficency

Grappie, SL'l. Target
suffers Move'O so long as
you maintain your hold
(burn 1'0D concentration).
Might or Elegance v
Ferocity Craft to escape.

MNuance Strike, sy'i.
Ferocity cause half-damage
but ignores armor.

Groin Kick, su'1. In
lieu of damage,causes
1d12'Stun, reduced by
armor.

Eye Gouge, SL'l. In
lieu of damage, target eye
is blinded, critical, both
eyes.

Kidney Shot, sL'1. In
lieu of damage, target
suffers L'Paralysis.

Haymaker, sL'l & your
defense = half. 1In lieu of
damage, target knocked back

do-Inches, critical knocks
them out this and next
round.

Neck Chop, SL'1. In
lieu of damage, you cause
target to be unable to
breathe or speak 1d12 ‘
rounds (reduced by armor).

Suffering Strike,

SL'5. damage is maximum
but suffered 1'Damage per
round, minute, hour, or day
as desired by the martial
artist.

Sleepers Ccaress,
SL'10. 1In lieu of damage,
the target sleeps for dl2
minutes less 1 per target
armor.

Heart Strike, sr'io.
In lieu of damage, the
target's heart is stopped,
10054 less 10% per target
Armor.
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The skill to confuse, search for clues and things hidden,
of book learning, education, language, and all things fact,
past, mathematics, and measurable.

If Laced, you are a logic machine, immune to feeling any
emotion including fear, charm, anger, or compassion.

Opposed by Performance.

When rolled, Defense = half-Perception Craft.

ETTIRAL LACE
[TIND READ, si’1,

concentration. Know
thoughts of speaking

[TINEMTI®NICS, sL’s,
SL hypnotic ritual. Erase the most
recent 1-hour per SL memories of
the target, and if desired, replace
or alter them.

burn 1°0D
the surface
target.

1-round per

fﬁiﬁdi, SL’5. Target suffers 4’Fear,
running from you if able.

jﬁERfKBRH SL’10. Target falls into
a fetal ball 1 round per SL, likely
inflicted with a phobia.

P@OSSESSION, sL’15, burn 120D
concentration. Dominate the

mind of the target, your own body
falling to mindless slumber,
possessing the body of the target
as your own.

SKILL PROFICENCY
INTITIDATI®N, sL’1 & burn 1°0D

concentration. Target is inclined
to get away from you.

FeCUs, sL’1, 1-minute per SL
ritual. Your next physical task
will gain (+2) per Logic SL, but is
always made with 1°0D.

ANCESTRAL ITIIND, sL’1, total
concentration. Speak too and know
the memories of your ancestors,
paternal or maternal per your
gender, to the point of conception.

A CoRPSE | AT, sL’1, total
concentration. You are dead, feel
no pain or suffering, need not
breathe, eat, sleep, or perform any
biologic function. You can see as
if standing outside your body.

ZEN TTIIND, st’1, burn 170D
concentration. You are immune

to fear and all forms of mental
manipulations such as mind reading,
mnemonics, and possession.



EQUIPTIEN T

LEXICA, sL’1. Allows you to

speak and understand anyone
installed with a lexica. Commong
among most adults of the i

City. 10’mils. Chrome installi- -
100°mils & 1’Pain.j

KYRSS READER, sL’1, totall
concentration. An eyepiece on
console that allows for the
reading and recording of data,
though data may be encrypted
or otherwise code protected.p, B#;F=
The Kryss being an elongatedEs ks
and irregularly shaped cr‘ystali’
that stores data at a mOIECU1aP\3r$ﬂJ/
level. 10°mils. Chrome installl o
100°mils & 1’Pain.

KRYSS CAITIERA, sL°1, burnig
1°0D concentration. A small WA
dragonfly size flying device_{}*fi;,w
that can be directed to recordperE E——

Inch radius of the controller.
100°mils. Controller chrome)
install 1,000-mils & 1°Pain. N8

RoBoOT FAMILIAR, si°1,§
Attunement. A small robot, gie

animal, spider monkey, or ‘Imp”|
form, with a powerful logic
engine that can read and speak
almost any language and has anis
encyclopedic knowledge of thejsl
‘real’ universe. Anything thatjes e
it does not know or contradicts
its data is ‘clearly magic.’ L7 \\
Familiars used to be common,
dating to the early days of the
Empress, but following the war,
most were destroyed as spies.
The post-war versions are not
very bright or knowledgeable,

— “\.\"*h'\\'\:.\:"'




2] g: The skill to 1ift, bend, break, and

3 otherwise power through the world. If Laced

: our Carry is x1 per Might SL, having super
Strength as adjudicated by the game master.

Opposed by Elegance.

EQUIPMENT

_ When rolled, provides Defense vs any Melee
POWER FRAME, sL'1 attack, half-Defense otherwise.
& burn 1'CD
concentration. A TACKIE& HBLB, sL'0. Roll Might v target
SNV SV CHER A RISl | ccance (to evade escape) or Might (counter
to arms, legs, and old or break). Winning Might causes d6
(Ol Nl YECh =gl nDale SO long as the hold is maintained.
x1'Size character This effect can stack each round of new
to be x2'Size. At attack. Winning Elegance will reduce dé
SL'5 the character Impale, and winning Might may reduce OR
can control a cause an additional d6 Impale. If the
x3'Size frame, at attacker is a group, cause (+2) Impale per
SL'10 a x4'Size pair of attackers. Capture is real.
frame, and at SL'15
a x5'frame. Common

among construction E ?;MWQM%
crews and military ALY, 7] e QO LAY S
engineers.

21600 mi1s. Chrone |HLNLES

install 10'Sovs &

1'Pain. GRAVITY' SHOLB, sp'1, target not larger than
self and up to l-Inch per IRN range. Target
N is gripped by crushing gravity, suffering
SKill PRSFICENCY 1'Paralysis per SL. Burn 1'OD concentration

to maintain hold.
{EVERAGE, sz'1 :
E’rounci per SL FORGE FIELB, SL'S, burn 1'0D concentration.

ritual. Gain (+1) Bend gravity to reduce any damage suffered
per SL to your next |RZEYEIR

THN skill roll. FORCEBBIT, SL'5, total concentration. Target
LT A SRR eul . S knocked back 1-Inch per SL. The bolt

e et AT I Bl 125 the force of the character when breaking
smash, or carry as bRydoors or smashing things.

( Y QY pa ~r G
\*1/) Size per SL. FOROEGUBE, SL'10, burn 1'0OD concentration.
1L [ S AR PSereta C 2 £t a 1-Inch per SL cube with you at the
AR R C ISR Cciter . The cube is fixed, not moving.
I el s .ce crafted, nothing larger than a grain
IR Es TSNSt oL Sand may move through the cube in either
R R s Wl irection except for yourself (Might Craft
1'0D concentration s Elegance roll for others to evade the

to maintain grip. cube ).

éfoﬁgt f,klx(ekirlxcsiiiidual SL'10, burn 1'0OD concentration.
instead suffers Bend gravity up to a range of 1-Inch per
3'Paralysis per SL, moving yourself or targets totaling not
gripping group more than your Heavy-Load. Might Craft vs
member. ) legance roll to evade telekinesis. Targets
and or self, lMove'l per SL.



F ]C he skill of overwatch (burn 1’0OD
roricen Cg concentration & half-Move), tracking,
- : to sense danger, perceive the near
AnthIPathﬂ, SL’1. At future, or otherwise avoid surprise.
the end of a combat round,
move yourself where you want If Laced, you cannot be surprised.

to be, up to 1-Inch per SL.
Your next skill roll is made

with 1°0D. Non-living creatures such as

ndead & robots suffer (-10) to
Perception skill rolls, having no

Fremomtlon, SL’1, The ‘survival instinct.’

first attack against you by an

opponent will miss. Your next Opposed by Shadows.
attack will miss.

hen rolled, provides half-Defense
any attack.

Scnsc A]Car, SL'1,

Burn 1’0OD concentration. You
may see OR hear OR feel by
touch OR smell OR taste at

range 1-Inch per SL.

Perception is the skill to sense
danger, shadows, invisible, hidden,
surprise, or anything else that
threatens or may soon threaten
the life of the character, even to the
point of prescience, gaining flashes
of sight into the next round involving
the demise of the character.

Frescncncc, SL’5.
Requires a d12 round ritual &
gain +3’0OD to your next skill
roll.

I:las}‘: Vision, sL10,

Requires a d12 round ritual
& know the likely outcome to
yourself of your next action.

C’Mral Lace

FFC ﬁAancuvenva
burn I'OD concentration. You
cannot be tracked, visualized,
scryed, or otherwise remotely
detected.

Equipmcnt

Darksight Visor, sL'1. Allows
for sight of infra-red and ultra-violet
colors. 100’mils. Chrome install,
1,000’mils & 1’Pain.

Surround Ear iece, SL'1.
Allows for hearing sub-sonic and
hyper-sonic sounds. 100’mils.
Chrome install, 1,000’mils & 1’Pain.

Eﬁidermal Web, sL1. allows
for hypersensitive touch. 500’mils.
Chrome install, 5,000’mils & 1’Pain.
Olfactory Insert, SL’1. Allows for
hypersensitive taste and scent.
1,000’mils. Chrome install, 5’Sovs &
1’Pain.

I:alry Flﬂ‘(, SL’5, burn
1’0OD concentration. Those
that mean you harm glow with
a sickly pink light. You gain
+d12 to attack rolls against
them.

Fix Familiar, SL’1 & attunement.
A small designer Meq’annis animal
like a winged cat. Burn 1°0D
concentration to sense through your
Pix, no matter how far the distance.
10’Sovs. At SL’10 you may perform

skills with your Pix. 63
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UHcann? Survival,
Sp

10, burn 1’°OD

concentration & any skill roll
you make is with only 1°OD.
Damage suffered is minimum
and critical effects are ignored.

FERCEPT




)
Performance (aka,ﬁ f 17): the skill of @Mral/ Lm
emotion, art, music, darlce, theate¥, and rhetoric. IWW)/ Pe/,/-m

To cljgrrn, sense, ar}d man.lpulate the higher S0 errmmel e S el G

emotions of a sentient being, such as anger, , .

hate, grace, love, compassion, faith, honor, burn 1°0OD concentration. You

betrayal, selfishness and self-sacrifice. or target appear, sound, taste,
smell, and feel as you desire.

If Laced, hostile reactions are neutral, neutral are IU,MM,O'VW)/ Sta,g/@,

positive, and positive are charmed. SL’5, 1-round per SL ritual &

Opposed by Logic. burn 1°0OD concentration. A
1-Inch per SL cube is made to

When rolled provides half-Defense vs any attack appear, sound, taste, smell,

except full-Defense when dancing.

PV’Oﬁ:C@VL@/ SL’10, 1-hour per SL ritual.

- Create an illusionary object
Streeftwise; sL'1. Know the underworld bat will act lry 4 A
streets as native. Language, Gutter Chant. atwill act as real excep

Intimidation, make an offer target cannot refuse. [ElSRINEINEIEERR izl

L Doclrine; sui. Know the

corridors of law and bureaucracy as native. . h i
Language, Lucifer’s Contract. Intimidation, ey el el e,
suggest an inquiry. DesiressL1. Target

M w;t_ y Cc Z SL'1. K th engaged in conversation will
ar A . Know the . .

hierarchies and methods of military halls r(e:veal thelr/great%st glc;sue’.

as native. Language, Military Cadence. W"g/ vuy SL,

Intimidation, indignant order. burn 1’0OD concentration.

C]’\OM"VVU, SL’1 & burn 1°0D concentration. |REa inhibitions are lowered,

Target is inclined to be agreeable if not
threatened.

. . Love ell;sus, b
Ventr UL, SL1, burn 1°0D SP un

. . 1°0OD concentration. Target is
concentration. Throw your voice up to 1-Inch perj )
SL. infatuated with you or who you

. . might suggest.
MUVVMzC/ SL’1, burn 1’0OD concentration = =

- > . ’ Mgfg/?/ét SL’5 & burn
Alter your voice to mimic another’s voice or any S, . .
1°OD concentration. Target will

do as you suggest so long as
they are not threatened.

qu/tbp ment Comumond, SL’10 & burn

k,bt SL’1, 5-1b. A collection 1’0OD concentration. Target
of make-up, prosthetics, fabrlcs, and exotic ill do as you say, even to their
materials. Alter the appearance of the character. |sEigsl

[lusionary objects are
permanent so long as the

sound.
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Equipment

Enviro~suit, SL’1. A thin

bright orange membrane that
The skill to sense the natural order of life, appears as paint over the naked
body, health, and holy. The skill' to heal, skin of the character. Life
restore, and resist poison, disease, corruption, maintained up to 1-day per
insanity, the unholy, and magic. All thatis Physique SL. 1,000’mils. Items
good and green in the world. and clothing are worn and carried

outside the enviro-suit. Chrome
If Laced, you are restored 1-Health per minute istall 5’Sovs & 1°Pain.

(excepting Enchanted damage). Aut O"D oc, SL’1. Contains
Opposed by Aura. 1 potion to administgr as
programmed. 100’mils. Chrome
When rolled, provides full-Defense vs any install 1000’mils & 1’Pain. Up
attack and gains (+1) Armor per SL. to 1 per SL Auto-docs may be

installed at the same time.

Non-living creatures such as undead &
robots suffer (-10) to Physique skill rolls & no
Physique Armor bonus, having no connection
to the natural world.

Fotions reliability is 100%
less 10% per additional dose
taken in one day. Failure
indicates the potion fails; the
character suffers d12 Impale for
a day.

Crash, potion, 10-mils. Double
health restored by rest for a day.

Burn, potion, 10-mils. Cleared
& Immune to Stun and Impale for
1d12 rounds.

Chi”, potion, 10-mils. The body
sis preserved, unconscious, but
lalive for 1d12 days.

CU e, potion, 10-mils. Cleanse
the body of one poison or disease.

Fanacca potion, 1,000’mils.
e d6 (x1 per Physique SL) health

is miraculously restored to the
living, non-lethal first, lethal next,
but never enchanted.

Hero potion, 100’mils. Double
current Health for 1d12 rounds.
Upon conclusion, half your
current Health.

Haste potion, 100’mils. Gain
+1°0D to skill rolls & double
gecurrent Move for 1d12 rounds.



e’Mral Lacc

Com anion, SL’1, d12-day ritual.
arget beast is bound (or unbound)
to you, sharing senses and health.
ou are one. You may have up to one
companion per SL. When damage is
suffered, it reduces the total health of
you and your companion(s).

Heroic Bastion, SL’1, burn 1°0OD
concentration. Double current Health.
Upon conclusion, half your current
Health.

|nfatuation, SL’5 & burn 1°0D
concentration. Target is your tool and
ill act accordingly.

Adoration, SL'10 & burn 10D
concentration. Target will do anything
for you.

Brcath & Drown, SL’1, burn 1’0OD
concentration. Target touched may
breathe or be made to drown no matter
the environment.

Adaption, SL’5 & burn 1°0D
concentration. You change as required
to survive as native within your current
environment.

Fo]gmorph, SL’10 & burn 1°0OD

concentration. You are transformed

into a known beast. The character

may ‘know’ up to 1-beast form per SL,

keep a list. If the form is tiny, less than

1-1b, then the target is transformed

into a swam or school of critters. If

the beast cannot survive in the current

environment, Polymorph fails. ‘Knowing

a beast requires some long period of

observation with a living beast in its

natural environment as adjudicated

by the game master. You may target

another, but this requires a d12-round

ritual and touch, but is also maintained
ith concentration.

)

Fig, SL’10, requires touch, target
living creature of your size or smaller
is permanantly turned into a pig (or
restored to their original form).
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Range Attack: The skill to throw rocks,
spears, thrown weapons and to shoot ray-guns,
bows, xbows, antique guns.

Suffer (-4) skill roll within a melee. Defense
is always half against any attack, but (+1)
per 10% cover.

Shooting into a melee will always strike
a random target, though you may burn 1°0D
concentration to avoid hitting a target.

Note: spears, arrows, bolts, and slugs each
cause 1-Impale until removed. Burn 1°0D to
remove a simple arrow or spear, but slugs,
shards, and barbed arrows require 10-minutes
and a sharp knife to remove.

f Laced, suffer no range penalty.

Xai is a far future where everyone with cash
has a flashy ray-gun with a near infinite power
cell. Antique slug throwers, xbows, and bows
are the stuff of sport and museums and the
poor.

SL’2, jzﬁkf7~]zt?t2*: 5-Sovs, 1-handed, (-1)
per 1-Inch’/range, 4d6, (+10%) Critical Chance,
a ring of any style with a large central
gemstone. Single shot only.

SL’1, }(&Lﬁ?~ Mn*: 1,000-mils, 1-handed,
(-1) per 3Z4Inth range, 2d6, (+20%) Critical
Chance, a classic pistol. Gain +1’0D per
3-shots fired, not more than 1-shot per SL or
at SL’3 +1°0D if firing a pair of pistols.

st’3, Ray-CAanon=: 1-sov, 2-handed, (-1) __1&@‘“

per 5-Inch’range, 3d6, (+30%) Critical Chance,#h
a classic military style assault rifle. Gain

+1°0D per 3-shots fired, not more than 1-shot
per SL.

*There are commonly 3 varieties of ray
guns, f3147t'£t cause heat-fire damage &
dé6 Stun, AJLTd cause chill-cold damage
& d6 Paralysis, and f>MlSe weapons cause

electrical-lighting damage & d6 Knockback.
Otherwise, the diversity of exotic weapons
is bound only by the imagination of the game
master and players.



RWFIQUE WERPARS raficency

SL’0, KVCk: free, 1-handed, : ) .
(-1) per 1-Inch range, d6, most QJAle 7_’“’“7: gain (+2{ per SL
any throwable found object. to your first attack against a

target. High roll shoots first.
, femﬁDMZ er: 1e-
1-/h

mils, anQed, (—1 per 2-Inch Strn 2, up to 1 target per
range, d6, javelins (thrown 2-shots. Anyone hit suffers

only) have a range of (-1) per d 10)
- Inch range. veapon damage (Mk'0).

g[vt Crosshow: 106-
mils, 2-handed, (-1) per 3-Inch = : e
range, 2d6, (+10%) Critical '
Chance. One shot per round.

s
SL’3, #Eﬂﬂ/y Crosshow: M?’ﬂ/l Lace
200-mils, 2-handed, (-1) per
5-Inch range, 3d6, (+15%) SBBkET, SL'l, burn 1'0D
s 38 ~itical Chance. 1-round concentration. Lace your range
veapon, it cannot miss, Mark not
less than zero (Mk'O).

2-handed, (-1) per 3-Inch
.‘i-'range, dé, (+2% per Might
SL) Critical Chance. Usable
mounted not more than Elegance
. Gain +1°0D per 3-arrows
1ﬁr‘ed, not more than l-arrow per
1half—SL.

FAr Seeker, SL'3, burn 1'0D
concentration. Lace your range
veapon, you suffer no range
penalty, the shot going until it
its something.

Heart Seeker, SL'S, 1-round
SL’3, Laﬂg Bow: 100-nils, ritual aiming. Lace your range
#2-handed, (<1) per 5-Inch veapon, gaining +5% per SL
range, 2d6, (+3% per Might SL)  KiGRAKUERENTIN

Critical Chance. Gain +1°0D per

IF3-arrows fired, not more than 5tﬂ/t1«(: (’/[ww e, SL'1, roll
. [lange Attack nermally. Causes
=uis o1, Kanetic Pistol: se- dancing lightning to momentarily
1 mils, 1-handed, (-1) per 3-Inch SEVZAREBSYQ N CIVIgEEERT:{SacHRliolRAe
nimrange, 2d6, (+10%) Critical 1-Inch per SL, causing no damage
NQIENI SR TSIV NE PR DUt 1d12 ' Stun reduced by armor
shot magazine & 1-round reload. [(SERSKENNNFRIIAYR
Gain +1°0D per 3-shots fired, i ,
not more than 1-shot per SL or 1 [\,tntn Lﬂ,j[\,, SL'3,
at SL’3 +1°0D if firing a pair rolq Range Attack normally.
of pistols. Causes lightning to momentarily
, crackle from your fingers with
l ’ a thundering boom up to 3-Inch
per SL, causing 1d6 per 3'SL
on-lethal or lethal damage, as
desired. Lighting Lash has the
unusual property of 'healing'
robots and the undead as
ad judicated by the game master$9
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siv3, Kanetic Rifle: 1ee-
mils, 2-handed, (-1) per 5-Inch
range, 3d6, (+15%) Critical
Chance. 12-shot bolt or 36-
shot magazine & 1-round reload.
Gain +1°0D per 3-shots fired,
not more than 1-shot per SL.



Ritual Martial E q M’{p W

Arts: the skill
to fight or St7l ﬁc SL'0

Y Re sz ebislersld 0 Damage, may choose

a0 make a 1’0OD skill

roll but gain up to (+1)

Y MEEtsiper half-SL to attack or
LRSI e cfense, but for each

( j(+1) attack, suffer (-1)

defense, and for each

. Nt Red e+ 1) defense, suffer (-1)
Y :1 NeRo e sEattack.

B or sacred

background KVL{/fE’/, SL1,

Neoad . -hand. +3’0OD,

d4’Damage. The

honorable,|S{errry
melee combat,

as practiced| Vbe@@V, SL’3,

under a set of SNSRI
traditions. Wa R
with rules d12’Damage. Once
ffavored during the reign
of the fallen Empress,

Ritual Martlal a symbol of defeat.

Arts (SL’1+)
N S (oL Pistol; su

1grfl(1)’lr'<§ ar_irl’llo 1-hand, 6-Shot, range
PSRRI - 1) per SL-Inches.
d10’Damage. The
traditional ancient
6-gun with a hair trigger
famed from tales of gun
duels at high-noon.
hen used in a high-

- .+ ¢ Ritual MA ma

from suprise,
flank, back,
invisible

or othe
advantage.

ffires first & gains +5%
per SL critical chance.
Favored by younger
Great Houses such as
the Min’Zirai.

noon-duel, high skill-roll

Proficency

Lunge; su1, burn 10D
concentration, you resolve
melee damage first, Ritual MA
gains +10% Crit. If you both
Lunge, you trade blows (Mk’0).

Feint, sL2, burn 1°0D

concentration, Ritual MA gain
(+4) attack or (+4) defense.

Riposte; sL’3, burn 1'0D
concentration, Ritual MA gain
(+4) defense, if your opponent
misses, you cannot miss, Mk’0
minimum. If you both Riposte,
circle each other.

Dervish Stonce; su4,
burn 1°0OD concentration,
suffer (-4) defense but cause
double weapon damage. If you
both dervish dance, you both
suffer double damage (Mk’0).

D ing tvasiory
SL’6, burn 1’0OD concentration.
You make no attack but any
successful attack against you
is Mk’0, and any miss causes
4’Stun to the attacker.

Flaé'z’\/ PO(/VV)/, SL’8, burn
1°OD concentration, any attack
that misses, range or melee,

is instead sent back to the

attacker, causing attacker
weapon damage (Mk’0). If you
both flash parry, you circle
each other.




eMral Lace

Stowr Lace;

SL’3, burn 1°0OD
concentration.
Lace a range ritual
weapon, the attack
cannot miss (not
less than Mk’0)
and suffers no
range penalty, the
projectile flying
yorever until hitting

1

per 3’SL
location is t

yellow-green causing 5;
lightning damage. Q




SHADE

The skill to slip sideways into the
shadows (burn 1°0D concentration

& half-Move), hide, stalk, follow,
move traceless, or otherwise avoid
detection such as following
unnoticed and vanishing into crowds.
As well as the ability to pick
pockets, perform card tricks, palm
an item or otherwise fool the eye
about what is in your hands. If
Laced, you are invisible.

Opposed by Perception.

When used, provides Defense vs any
attack.

Attacking from shadows: IF you

are not in combat or otherwise
unobserved, Burn 1°0D Shadows &
half-Move, then your target makes
a Perception roll vs. your Shadows

Craft. If your target is on
Overwatch, the lower Craft rolls v
the higher Craft. If target fails,
you gain Suprise Advantage. If
target succeeds, you may attack in
the open or remain in Shadows and
try again next round.

EQUIPITIENT
CHAIMELE®GN CLOAK, reptilian

scale cloak that shifts to mimic

the colors of the surrounding
environment. Gain +1°0D to shadows
rolls. 500°mils. Chrome Install to
naked skin-fur, 5,000°mils & 1’Pain.

STEALTH SUIT, a thin sequin
membrane that appears as shimmering
paint upon the naked skin of the
character or stretched over the
equipment carried as SELF. That
which is covered is invisible.
2,000°mils. Chrome install to naked
skin-fur, 10’Sovs & 1’Pain.
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Technomancy (aka Engineering)@
Requires dl2 minute ritual per component.

Requires an engineering harness, often in the form of 4
trench coat or industrial overalls, containing 50-1bs of|
specialized tools, parts, oils, crystals, and esoterica

that when worn weighs 1 pound.

The skill to identify, manipulate, alter, repair, or]
engineer the machines and subtle e'liral technomancies of
Xai.

Opposed by Bypass.:\
When“rolleds Defense = half-Perception Craft.

If Laced; you may operate & 'communicate with edliral
Technomanc

agrcecy /i

BEY EFEOTRIG, si's. rhe skill toGhrome a body,
repairing, modifyingi~and replacing parts living with
parts machine. Each modification causing 1'Pain. The
limits of modification are the imagination of the player
and game master. A few examples are listed among thelf..
equipment lists.

HﬁﬁllBNE, SL'10. The skill to remake a body immortal
but soulless (FYR'O), a machine animated corpse with 4
living brain and gilded heart. Lichborne are blind togg
the e'lMral mists, preferring to make use of abstractp
mathematical magics, a tale for another day.

WYGHTGBBE, sr'15. 'he skill to preserve a living
immortal mind within a Wyght Core, unalive and soulless
(LYF'O & FYR'0), plugging into machine bodies, vehicles,
ships, and buildings with the ease and convenience of
changing clothing. Wyght Core minds tend to be Psionic,
with psychokinetic and extra sensory perceptions, a tale
for another day.

E'MRAL LAG

IWIMHEN, SL'l, total concentration. The ability to
Lace a scanner or similar communications technomancy.
Laced technomancy reveals things not-quite-real,
esoteric, and oddly specific to the user. Additionally,
the range of the device is more fluid, reaching as far
as seems needed to reveal the song of dead-gods or to
send a message.

glloydbake



TECHNSMRRGY EQUIPMENT
GrRME M!m(“ , SL'1l, attunement. WEETEBWEI, SL'6. Send a

A logic-engine powered robot handful of bumble bee size flying
assistant, most shaped like a robots into a pattern of signal
6-armed spider monkey, 10-1lbs repeaters, expanding the radius

if worn on back, Move'lO on its of scanners and communications
ovn power. A mobile toolbox, to 10-Inches per SL of the
workstation, and assistant that character. 2,000'mils.
allows the character to repair,
modify, or make technomancy mmﬁ[“m]'ﬁm'“[, 1'Pain,
including networked surveillance,single use. Will replace a lost
robots, logic engines, and kIyss 1imb or organ with the twisting
data-stores. 500'mils. Chrome knotted tendrils of reorganized
install 5,000'mils & 1'Pain, 6  pachinery. The replacement will
long mechanical arms placed in operate normally for 1 day per
pairs dovm your back. Might SL of the character. If
the brain is replaced, it will

GlMM& llﬂl(, SL'0, hand-held or  operate as a robot, responding to
earpiece, allows for the verbal simple commands such as follow,
communications of those on the sit, eat. 1,000'mils.
same frequency within about
33-Inches. 10'mils. Chrome CHRIME HEART, sL'0. This is a
install 100'mils & (-1) e'liral  special collection of chrome
LaCed sklll I‘OllS. Usable thile arguments, preventing disease,
performing any skill roll. preventing death (for up to

_ dl2 days), extending life (life
MAP Sl}mm, SL'l, burn 1'0D expectancy +30-years per Might

concentration, detects void SL), and blinding e'Mral sight.
and solid in a 33-Inch radius. Arcane installed with a chrome-
800'mils. heart are 'made real,' imprisoned

in the 'normal' world. Always a
MOTIMH SORWNER, S»'2, burn 1'0p chrome install, 100'Sovs, 1'Pain,
concentration, detects movement Put commonly installed 'free!
in a 33-Inch radius. 200'mils. during childhood among Xai's
Life Scanner, SL'3, burn 1'OD noble and wealthy or to 'cure'
concentration, detects life and Arcane children.
perhaps t?e type in a 33-Inch
radius. L0O'mils. )
Yinutia Scanner, SL'S, total CHARSME HERLTH, si1. (+10) Healtn
concentration, may detect the per half-Might SL. 1,000'Mils &
details of material composition, 1'Pain per (+10) Health.
atmosphere, and non-magical
energy within a 33-Inch radius. GHAGMEGNRAPABE, St'1. (+1) Armor
1,000'mils. per half-Elegance SL. 1,000'Mils
& 1'Pain per (+1) Armor. Armor
and clothing may be worn over
chrome carapace normally.
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CHREME RLAGRITY, su1. (+1) vove C ey

per half-Elegance SL. 1,000'Mils Things that ;;B@GM_

& 1'Pain per (+1) bonus. A1l explosives have a reliability
- I 0% + Cragt. Failure indicating
GnhﬂMEG!ﬁ&*’lﬂiﬂ!ﬂ, SRl the device detonates when in

to poison & Stun. 1'Sov, 1'Pain |sEVeleUEREEs ¢ sETC IR 1o1= sWRAshglel ) s PR
but food has no taste. bomb when armed, or a missile

. E hen launched.
CriR@ME Hﬁsilll , SL'l. Immune to

fear & charm. 1'Sov, 1'Pain &
you are forever bored.

plosives are evaded (minimum
damage) by Might or Eiegance
pposed by Craft. Damage is

. always Mk'O, blast attacks never
GAMMEGORE, si's. (+1) per  [SSSREIETS
half-Physique SL to Might skill
rolls. 10'Sovs & 1'Pain. EMH!E, SL'1. Throw (-1) per
2-Inch Range. Blast dl12-Inch
radius. Effect either d12'Damage
or dl2'Stun, both knocking anyone
it back db6-Inches.

'iM‘, SL'3. Set in place with

a timer or dropped. Effect as
grenade, except damage and blast
radius is per Size of the bomb,
x2, x3, xb, etc. The maximum
radius of any Xai explosive is
about 33-Inches, the e'lMral mists
dissipating forces beyond this
range.

MIYIi-MISSITE, su's. Fired from
a 2-handed launcher. Missiles
f1y at Move'50 (about 200-mph).
ffect as a x2'Size bomb.

HEHW'MI‘ssiE, SL'5. Fired from a

mounted launcher. As per mini-
missile except size may be x3 or

24¥b1indness, paralysis, polymorph,
for most anything exotic and
expensive.



The skill to cheat, to attack
dishonorably with deception, cunning,
<»- ] and guile. This is an offensive style
of combat, providing only half-Defense
vs any attack. Suffer (-1) skill roll

per Move penalty. If Laced, gain Back
Advantage.

._,All Underhand Strikes are made with

M 1°0D but gain +3% per SL critical
chance.

EQUIPITIENT
_ FOUND TTTURDER W/ EAP®N,

SL’1. Any found object, d6’Damage,
melee or thrown (-1) per 2-Inch range.

m If Laced, burn 1°0D concentration,
g ignore armor.

"TWIN STILETT®, sia.

- 2d6’Damage (lethal or non-lethal as
desired) melee or thrown (-1) per
2-Inch range. Blades are poisoned,
poison Craft = Underhand Strike Craft,
the effect being 1 per SL Stun or
Paralysis, or Sleep (causing d12 non-
lethal damage), or Death (causing 1d12
lethal damage). If Laced, burn 1°0D
concentration, ignore armor.

ESLfB\bOQSIJTq or Dartgun, SL’1.

Silently deliver poison (see twin
stiletto) up to 1-Inch per SL range.
10% per target Armor the dart is
deflected harmless. If Laced, burn
1°0D concentration, ignore armor.

m SNIP’EP\ RI'F‘LE, SL’1, Range is a

. clear line of sight, gain (+1) attack
roll & (+d6) damage per 1 round of

| total concentration braced and aiming,
Underhand Strike SL maximum bonus.

S’E’EK’ER, SL’5, single use, total
concentration. A hornet size flying
dart that can deliver poison up

to 30-yards from the controlling
character. You can see through the
eyes of the Seeker. If Laced, the

76 range is 300-yards.
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ATTBUSH STRIKE,
SL’5. An attack made
from surprise causes HALF
current target health
damage (reduced by armor

& size advantage), a
critical hit, causing 100%
current target health
damage (reduced by size
advantage).

REAPER STRIKE,
SL°10. Death in the

city is often more
inconvenience than
consequence, with chrome
hearts, miracle hospitals,
and regen-tanks, keeping
an honestly murdered
person dead is often
harder than it might seem.
But a skilled assassin can
make sure the death is
permanent. A coup degras,
if the target is reduced
to @ health or killed

outright, Underhand Strike
vs target Physique to make
the death permanent.

TIRAL LACE

LATENT STRIKE, si’s,

burn 1°0D concentration.
The damage from your
attack will occur when you
stop concentrating.

APPENST ANCE

TRIK'E, SL’10, requires
a 1-day per SL ritual
following the target.
There is a 5% per SL
chance the target will
die by tragic accident
(Uhderhand Strike vs
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0 MAA: regenerating trolls with chaos mutation.
RAKYRE a multitude mind of past ¢

.HI H 1: giant hateful beast-headed ape-bodied brutes,
us as bodyguards, bouncers, and 'protection.'

’

11 }Ia!.hana noir humans of high logic & art. Male Hathans
may know the skill Wizardry (see appendlx), females the skill
Sorcery (see appendix). Hathans are always Veiled, never Arcane.
If by some strange turn a Hathan were Arcane, they may never know
the skills Wizardry or Sorcery, their e'Mral sight making the
ills unknowable.

¢ hairy hound-like berserkers with dire-wolf shape

13 RAI ZAN the perfect servant, physically identical,
unnoticed until needed.

1L 1M Z’LTﬂ/L: fearless military-minded honorable cats.
1 YX doppelgangers of many personas.

“Him the hard-working lizard-like majority of Xai

’
17 ?SFaE ﬂ;ri: a kind of prey invisible to all except

other Shak'Muri, burn 1'0OD concentration to make yourself visible
to non-Shak'Muri.

.57 A [%: commonly Arcane (exceptlng a tiny minority).
[The orlglnal humankmd from which all Chimera were 'improved' to
become post-humankind.

There are hundreds of other Chimera races, populating Xai, their
stories left for more advanced play and the imagination of the
game master and players.



Aiken Kreer
(

Salterin)
Spire 30, RoxBurr on Horizons Yet Seen

House Eleu by Grace of Wind & Sail & f A
Starfiy

Aiken Kreer the Salterin sailors on
the Seas of Fate- .i

o
Gain +1'0OD to Elegance & Bypass. \\

Size x1
Health: 3d12(20),'¥ /
(+2) per Physique, Might, and Elegance! ™. _@_ VY
skill levels. oy
Move: d12(6), (+1) per Elegance SL, |
(x10) when swimming. L
Carry: d12(6), (+1) per Might SL |

b ¥
M

Aiken are a kind of anthropomorphized e B
otter, slender, elegant, with ang et
insulated silken furn.>_Z3 @ s,

While swimming, shape-change into
any mammaiian aguatic form, seal,
dolphin, whale, and the like. l-roundg}
ritual per x1'Size, not more than
x1'Size per Elegance SL.

At Elegance SL'l10, you may change into
any aguatic creature, fish, octopus,
kraken, or coastal city stomping
kaiju.=

A month or more away from water will
cause 4Impale until they can get a
good swim.

The Aiken are an especially unruly
iot, famed mercenaries, rogues,
explorers, adventurers, and folks
contrary to rules and being told

what to do, especially untrusting of
robots, logic engines, and artificial
intelligence.

The citizen navy of House Eleu if
legend. As are its free markets. If
there is a party after a big score,
it is at Spire Eleu.
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AVIA Cuian

Q?’ ASpire 13, Pen'Imori Sky of the High & Holy
#Z# House Aguia Aerie on High Blessed be the Winged Egg

=2 Yo~ Avia Aquian avian masters of Air
: Z

Yl -
7 .:‘ \,.;-x ain +1'0D to Elegance.
" /=" T—Gain +1'0D opposing evil.
N / "\ Size x1 \
— Health: 3d12(20), (+2) per Physique, Might, and

: ' Elegance skill levels.

= Move: d12(6), (+1) per Elegance SL, (x10) when
= g S _@ .Q{/ flying, burn 1'0OD concentration to hover

- Tt Carry: d12(6), (+1) per Might SL

g A The Avia cannot lie but unerringly detect spoken
: 1 lies, nuance as adjudicated by the game master.

\ ; #_ ““Ihe Avia are thin, tall, and elegant with the
1\ g —-Eﬁfea‘dmery wings of an anget and a long feathery tail.

The men alabaster white, the women jet black.

“¢fhe Avia are a rigid kind, religiously devout and
fdedicated to the promotion of 'good,' and the
anquishing of 'evil.' The Avia have a very black
and white view of the universe and are the paiadins

L]

{

3
1. .
i of Xai.
o

7-3%,Good is compassion, love, harmony, and order.

sLvil is anger, hate, discord, and chaos. More
important, evil is a choice; children, animals, and
those incapable of choice can never be evil. The
Avia view themselves as angels, sent to the mortal
world to remake the world as paradise, to 'prepare

the way.'

The Avia do not murder, instead they cieanse
the discordant, and would never knowingly harm
the good. They are inquisitors and detectives,
investigating crime, tracking wrong doers, and
exacting justice for those unable to defend

themselves.

The Avia are despised by the Great Houses on
general principle, as they are always inserting
themselves into everyone's business, but are adored
by the common citizenry, for their solving crimes
and punishing the wicked. e e &

()



A beyond the Sunrise
rermore and Away
resent & Future.

+3'0D Physique

Size x1

Health: 20+3d12(L0),

(+2) per Physique, Might, and Elegance skill levels.
Move: 10+d12(16), (+1) per Elegance SL, you may Burn 1'0OD
concentration and float in any direction up to l-Inch per
Elegance SL each round.

Carry: do6(3), (+1) per Might SL

Immortal so long as suffering no Pain but suffering
death by accident, disease, or violence as any mortal.

The Avyl are thought to be the first of post-humankind,
evolved by the Demon Princes to be tall, beautiful,
elegant, and immoral as elven mythology. And in this,
they succeeded.

An Avyl will live forever, naturally, so long as they
install MO chrome, a single Pain causing them to begin
aging as any mortal.

Death may visit an Avyl as any mortal, by accident,
disease, or violence. But upon dying, the naked body of the _
Avyl is transformed to mist, leaving all worn or attuned
as dead. But upon the nesxt full moon, the Avyl will
reform, naked and purified elsewhere, as adjudicated by
the game master.

The Avyl are racists, seeing themselves as the pinnacle
of human evolution, and all other post-humankind as toois
to their will, and if of no use to themselves, then of no
value.

Artifact humans they treat kindly, as is right with any
animail.

This is not a universal feeling among Avyl, some few see
their immortality as an obligation £o serve other humankind
cursed of mortality. But they are rare and often exiles

of House Eldritch. b

The haughty arrogance and entitlement of Avyl sets them "'““w'i--“"
apart from most other great houses, a condition Avyl find &

post agreeable, o &E :
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\ Health: 3d12(20),
(+2) per Physique, Might, and Elegance skill levels.

j§ You suffer the permanent, loss of 1 Health each day. You never
; heal or may be healed more than 1 Health per day (usually
buried in the earth).

You are restored 1 for 10 Health stolen from an animal
(up to x1 max health).
Stolen Health causes your victim Enchanted Damage.

0 You are restored 1 for 1 Health stolen from a sentient creature
(up to x2 max health).
Stolen Health causes your victim Enchanted Damage.

] e
-F" ¥oa victim killed by enchanted damage may be raised as a minion
vampire by reducing your ovn Health to 1.

Move: d12(6), (+1) per Elegance SL, you may Burn 1 Health
each round, becoming like a roiling red mist, moving along any
surface by taste & touch,

up to 1-Inch per Shadows SL each round.

Carry: dl12(6), (+1) per Might SL

The @gaze of an Amfyr will hypnotize a person to stare unmoving
at the Amfyr so long as eye contact is maintained.

Minion vampires have freewill (unless beasts) but cannot
disobey the command of their Maker-vampire (as adjudicated by
the game master). Minion-vampires are the same humankind and

have the same stats as when alive except stolen Health is lost
1 per day, with a maximum as when alive.

Destruction of a vampire heart will end their curse.

A vampire with 1 or more stolen Health can sense the world and
may breathe and eat and enjoy life as alive. An undead with
zero Health camnot breathe or speak and may sense the world in
only infra-vision and hear in only deaden tones, but cannot
feel, taste, or smell.

Anfyr and their minions are predators within the City, some
forming covens, some in secret becoming men and women of great
wealth and authority. Some banished from House Eldrich, some
3% still beloved members of their Avyl families. The story of
YA each Amfyr is unique but all are darkand disturbing.

: 33
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Dhar

(Nyrn'dhar, Gris'dhar, & Slagg'dhar)

Spire 6, KonAta Beyond the Cave
House Biackpool in Muck the Blessed Ooze
Troll in kind Dark & Slagg & Gray

Immune to poisons, famed for their toxic
food, spices, and alchemy.

Size x1
Health: 3d12(20), (+2) per Physique,
Might, and Elegance skill levels.

Your blood is acid and your health
regenerates 1 per round (10 seconds), non-
lethal first, lethal next but excepting
Enchanted Damage. Silver, Fire, Cold,
and Lighting causes you Enchanted

Damage. Lost limbs, organs, and similar
'critically' damaged parts are each
regenerated in dl2 hours, you are so very
hungry for raw meat when regenerating.

5

Move: d12(6), (+1) per Elegance SL
Carry: dl12(6), (+1) per Might SL

PTES
’;;"Fg.ﬁ,q,_ S ey

" ;{“n

The 3 kinds of Dhar in the City are
ranked in hierarchy from high to low:

Nyrndhar (dark trolls, the officer
elite) gain +2'0D to Physique, Grisdhar
(gray trolls, the sergeants) gain +2'0D
to Ferocity, and Siag@dhar (slime

trolls, infantry thralls) gain +2'0D to
Perception.

’ 1'!£

The Siagg are siaves to the Gris, and the
Gris are siaves to the Nyrn. All evolved
as slaves for the amusement of diabolic
Demon Princes that played at war with the
never-ending pain of the Dhar.

The most demonic of Post-Humankind, the
Dhar are despised by all, especially
themselves.

Player Dhar may make 1 or more rolls for
chaos mutation, non-player, always 1
roll. See Appendix: Chaos Mutation.

A
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Spire 29, Ariel Southdbf Six and Some
touse Aion Xavier Dehold the Serpents Egg
Drakyr the Ancient Dragonkind Children of Xavior

Immune to fire damage.

ou can Spit a fire iance as a Range Attack,
causing 3d6 damage to a range of 12-Inches.

Size x1, increased 1 per 100 years of age, as you
ascend to your true dragon form.

Healith: 3d12(20), (+2) per Physique, Might, and
Elegance skill levels.

Should you die, you reincarnate into a new
Drakyre egg, hatching in d100 days, Size x1, your
aging beginning new.

Move: d12(6), (+1) per Elegance SL, you have
ebbed arms that allow you to glide from any
height and jump up to 10-Inches per Elegance SL.

L
T e

Carry: d12(6), (+1) per Might SL

'

——=ldPermanent Memory, able to recall every perfect
- detail of your life, and the lives of any other that
dies while being touched by the Drykyr (a ritual
of total concentration). Roll Physique to retain or
regain control of your body if uncertain.

Riood Memory, you have the ability to commune
ith your past, total concentration d12 round
ritual, knowing the memories of every direct
ancestor, to the moment of conception, patriarch
or matriach per your gender, to the beginning of
time. Roll Physique to retain or regain control of
[your body if uncertain.

he Drakyr are the academics, sages,
librarians, and undertakers of Xai. But they
have a vibrant passion for life and are famously
adventurous explorers, especially in their youth,
seeking to try anything at least once.

he Drakyr have pearlescent scaled skin, sharp
dragonesque features, and a long sinuous tail,
able to fall or glide and land unharmed on their
feet thanks to wing-webbing between their arms
tand body.



Splre 8, Prag Laguay till End of Days
House of the Dragon Mountain

Far Fancy Fallen Earthbhound
Drax'Urai the Mountain Kings of Uther

+2'0D Might & Ferocity

Ferocity attack claw-claw-bite, claw dl2,
2in6 tusked bite 2dl2.

Gain (+5%) per Might SL when making a
Subdual Critial Strike.

Size x2

Health: 3d12(20), (+3) per Physique,
Might, and Elegance skill levels.
Move: d12(6), (+1) per Elegance SL
Carry: d12(6), (+1) per Might SL

The Drax'Urai are a kind with massive ape-
like bodies topped with various oversize
bestial heads as determined by their
tribe: the most common being beoar, ram,
goat, bull, buffalo, mammoth, hyena, bear,
saber-tooth tiger, and vulture.

Some are born with twin heads (usually
vulture), sacred to the Drax'Urai, sShaman-
shamaness, and no Drax'Urai will ever harm
any shaman except another shaman.

The DraxUrai are brutes of Xai, their

size causing double dice damage and
suffering only half-damage to-from xl'size
opponents, suffering half Stun, Impale,
and Paralysis as adjudicated by the game
master.

The Drax are famously ME“, bullying,

and find great humor in cruelty and the
suffering of others. And though not all
Drax act on these instincts, all are hard-
wired to feel joy in harm to others.

Drax are the bouncers of Xai, famed
enforcers, bodyguards, mercenaries, and
all-round mean-ass-motherfuckers. All
Drax are hammers and all problems are
nails.

86
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) "mirTA

, Landra Beauty Foreshadowed

ipuse Charm in Delicate Symmetry
evealed

|
£iGain +1°0D to one skill of choice.
lways born twins except Arcane may
sometimes be born triplets.

ize x1

Jleaith: 20+3d12(40), (+3) per Physique,
Might, and Elegance skill levels. A common
health pool shared between your 2 bodies.

Each of the twin bodies is the moiety of
5 single persopn, one consciousness, one
fmind, but in two bodies. One person able

,.\(o be in two places at the same time.

t any time, 1-round ritual, one moiety
can teleport to the location of the

"“a\The Dy’mirra are small (5-foot)

and ordinary, unremarkable, all
appear‘ing so like each other as to be

)}\“indistinguishable, other humankind
StuniBrelying on hair and clothing styles to
\ \ |differentiate. Dy’mirra have no trouble

(O Wi\'distinguishing each other’s ‘obvious’

\ physical differences.

o . S
ZEach Dy’mirra has twin bodies but are
é’car‘eful to never have those two bodies in
%the same place at the same time. Either
$=2by instinct or preference, Dy’mirra live
“'2 lives at the same time, able to talk,
g‘walk, work, fight, raise a family, or
whatever..at the same time, but always with
one set of memories, one person.

\wThe implications of having a body in two
places at the same time are profound.

The Dy’mirra are everywhere, doing every
job in the City, ubiquitous as cooks

and restaurateurs. They are commonly
employed for communications and scouting,
especially military, between 2 locations,

one moiety in each place. 97
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FIGARIAN

Spire 19, Eiger Bule of the Shifting Veil
House Silence Behind a Mind’s Eye
Psionic Eigarian kind of the long ago fallen Red Empire

SIZE x1
HEALTH: 3d12(20), (+2) per Physique, Might, and Elegance skill levels.

m@\/E: 2d12(12), (+1) per Elegance SL, you may jump d12-Inches (+1-
Inch per Elegance SL) in any direction.

CARRY: 2d12(12), (+1) per Might SL
PSI®NIC COIMTIITIUNICATI®ONS with any other Eigarian, immediately, over

any distance. The time of any communication, mental hours, or days,
conducted in 1-round real-world time (total concentration). You may
sometimes communicate with Hathans, Thinker-Xuvarians, and Xanthos that
you know well.

[TIALES 4~ARIT & 2-LEG, Gain +1°0D, using 2 sets of equipment in

each pair of arms as applicable.

\X/ Q@ITIEN are taller and have 6-arms, gaining +2°0D, but are always

non-player, the queens and princesses and Mnemonic Priestesses of House
Silence. They may €‘command’ any male Eigarian to any task, without
recourse or resistance.

Mnemonic Priestesses are truth sayers, able to know the truth of words
spoken (and with effort, painfully sift the memories of another), and are
famously counselors throughout the noble courts of the Great Houses.

Eigarians are among the least human appearing of post-humankind, being

ENTOITI®LIAN, with a shimmering chitinous skin and decidedly insect
features, over-large faceted eyes, and feathery antenna.

Eigarians speak to each other psionically, over any distance, their
LANGUAGE A KALEID@SCO®PE @F IMAGES and esoteric symbols. But

they can learn to mimic the sounds of ‘monkey’ speech, but the sounds
they make are always metallic, hissing, chittering, and grating, as
nails dragged across a chalkboard. No one ‘wants’ to speak to an
Eigarian.

House Silence is the communications hub of the City and the million
worlds beyond the City’s Strange Doorways, even to the far flung
starships and alien worlds of the Hathans; Eigarians are everywhere.

The GUILD @F ITINEITI®ONIC lTIElTI@RANDA, known commonly as “the

Guild,” is arguably the most powerful organization in the City and
larger space opera.




GRAU

spire 33, GHAR ENGRAU THE EARTHEN L@GRD

HeUse GREZURIA V AULTS GALDEN CRAFTED AND V@D X/ ROUGHT

Grau an earthen cyclopean kind the Children of Fjalar
Gain +1°0D to Might, Logic & Perception.
Grau are S% PER [TIIGHT SL [MIMIUNE TO® MAGIC & e’Mral Laced skills,

any Lace or magic used by a Grau will fail with the same percentage.

SIZE x1

HEALTH: 3d12(20), (+2) per Physique, Might, and Elegance skill levels.
You are more stone than flesh,

suffering half-damage from almost any harm when standing on any solid
surface that can trace its gravity path to the ground.

MeVE: d12(6), (+1) per Elegance SL
CARRY: d12(6), (+2) per Might SL

Grau are squat, being wide and heavy and about 5-foot tall. But most
distinctive is their large singe eye that sits over their wide flat nose
and wider expressive mouth.

Sight of TRUE-NUITIERIC—VALUE

The eye of Grau can see clearly in any darkness and if under total
concentration, see the mathematical value of a person or object; to
themselves, to someone they may know, or to some person not yet found,
each as adjudicated by the game master.

Grau have keen IMIATHEMATICAL ITINDS, their language of numbers and
formulas, their poetry of algorithm. They are the bankers, merchants,
and collectors of Xai. They are fast allies of the Hathan great house

and joined them in their betrayal of the Empress.

House Grezuria is the central bank of all Great Houses and the makers of
Sovereign coins. The leader of House Grezuria is named the Sovereign,
and each 7 years there is a GREAT ACCOUNTING, and the Grau with the

most, is named the new Sovereign for a 7-year term.

GRAU DESPISE ITIAGIC, as it is always expressed as a sum zero equation,
magic items and Arcane are seen having no value.

GRAU D® N@®T BELIEVE IN ITIAGIC, and they tend to be immune to magic,
especially e’Mral Laced skills and relics as adjudicated by the game
master. Arcane Grau are mercifully slain when found as children, for

there is no cure for the valueless, or worse, those that only cost.



ire 31, Ihathalu Abstract in Light
House Crusade grant that Strangeways this way Come
Diluvian Humankind the Children of Noah

[TIALE:

MEVER Arcane, always Veiled

Gain +1'0D to L@GIC & SHADOWS.

May learn the skill W/IZARDRY

HYPER-L®GICAL, men with minds more powerful than any
logic engine, computer, or artificial intelligence,
the original builders of Ceye, the Great Machine.

Female:
May be Arcane or Veiled

Gain +1'0D to Aura 5 Ferfarmwnce.

May learn the skill Sarcery if Veiled, but not if
Arcane.

#Wewemvt«;mml, women of original thought,

invention, and witchcraft more artistic, dramatic,
and alluring than any other being.

Size x1

Health: 3d12(20), (+2) per Physique, Might, and
Elegance skill levels.

Move: d12(6), (+1) per Elegance SL

Carry: dl12(6), (+1) per Might SL

All Hathans: colorbiind but can see clearly in any
darkness.

The Hathans are the most 'human' appearing of
post-humankind excepting their powder white-gray-
black skin and hair, as an exotic film star in an
0ld shadow drenched noir film. The Hathans look
like people cut from an antique photo and pasted
onto a color photograph, alien, tall, slender, and
impossibly sharp & beautiful. Anything they wear as
'self' will soon be leeched of color.

Hathan civilization is one of ancient Empire, The
Hathans are one of the few legitimate space faring
peoples, traveling to worlds and galaxies beyond the
City and its Strange Doorways, at home in the cold
dark of space.

The betrayal of the Empress by the Hathans was the
sharpest cut of her demise, for the Hathans she had
loved most, and the Empress the Hathan's had revered
as a goddess.




/ Spire 16, Genai Kiridloor the Dire
House Kin by Heart in Faith & Fealty & Family & Fury

Kin'Rhi a canine kind of pack & berserk rage , ,
Gain +1'0OD Ferocity, Physique, and Performance. J
Berserk shape-change into Dire Woif. " s i

Size x1
Health: 3d12(20), (+2) per Physique, Might, and Elegance skill levels.

Wy

Nyl

uhle your current Health when a dire wolf, half-current Health when
returning to humanoid form. Should you devour a living or vampire
eart while a dire wolf, spend d6 rounds in unmoving ecstasy as you
are restored to full health (excepting any Enchanted Damage you may be
suffering).

Move: d12(6), (+1) per Elegance SL, x2 current Move when a dire wolf.
ipcarry: d12(6), (+l) per Might SL

wai e Kin'Rhi are a kind of anthropomorphized wolves with siiver teeth and
nails, designed to run with a pack, devoutly loyal.

'The Kin'Rhi are famed for being able to RAGE, shape-changing into dire
wolves of equal mass.

@/ 8only the pack remains, only then will CALM, restore humanoid form,

9
)f‘nhile dire wolves, they will siayail enemies, then any non-wolf until
%ﬂeeding to sleep for di2hours. A Kin'khi may attempt to CALM themselves

ile raging, make a Logic roll 20+ as adjudicated by the game master.

While shape changed as a dire wolf, damage suffered (except silver)
¢ is non-lethal, they are immune to Stun, unconsciousness, sleep, charm,
fear, or any form of mnemonic control or confusion. They are instead a
force of nature to survive.

The exception being that Kin'kRhi suffer enchanted damage from siiver,
their own teeth and claws causing silver damage, and a silver critical

; strike through the heart will kill them outright, the dire wolf famously
devouring the heart of the vanquished.

Kin'Rhi civilization is gregarious, welcoming, artistic, and fun, with
an abiding love of family, drink, smoke, and loud hard-driving music.
The Aiken and Kin'Rhi are fast allies.

The Kin'Rhi are formed around small clans defined by abiding loyalty,
usually not more than 120, and are famed trackers, explorers, scouts,

—// merchants, and adventurers. Kin'khi mercenaries can be found serving
among all of the great houses (except the Min'Zirai) and as private
.security throughout the City.

The Kin'Rhi hate the Min'Zirai on general principle but were originally
crafted by the Demon Princes to trackand hunt vampires, as all Xai
undead suffer enchanted damage from silver, and devouring the heart of a
vampire causes its permanent demise. Kin'khi can unerringiy Smeii any
undead within 12-Inches (about 2L yards) and any vampire within a mile.



KRAIZAN

Spire 12, TRINIA TRIX ©F THE TALE DISPLACED
House UNDER HoLLew UNSEEN

Krai’Zan a Gray kind easily overlooked and
misunderstood.

Gain +3’0D Shadows.
Able to speak and understand the language of any they
speak too.

SIZE x1

HEALTH: 20, (+1) per Physique, Might, and Elegance
skill levels.

[MeVE: 5, (+1) per Elegance SL

CARRY: 20, (+1) per Might SL

Unless a character concentrates (burns 1°0D
concentration), the character will not notice a Krai’Zan
and will soon forget a Krai’Zan is there.

The Krai’zan are a small (5-foot), thin, hairless, and
gray-skinned, the men and women indistinguishable when
dressed in their preferred corporate style gray suits
and bowler hats.

The Krai’zan were designed by the Demon Princes as the

PERFECT SERVANTS, quiet, unnoticed, and able to

understand any command or party request.

The Krai’zan have an unusual morality, seeing the

GESTALT of any group, and judging what is ‘best’ and
thus ‘good’ for the majority, discounting the needs of
the minority as irrelevant.

Krai’zan civilization is centered on combine and

corporation, their Great House synonymous with (SFLACf

INDUSTRIES, the largest producer of EVERYTHING in the
City. Never the best, but always of passable quality
and good value, always the choice of the majority.

Their art and entertainment are similarly corporate,

NEVER ©FFENDING, always family friendly, bland but
inclusive. Minority points of view are ignored unless
they form a gestalt that somehow benefits the majority,
sanitized, and rebranded as family friendly.

Their sense of the [TIAJ®RITY GESTALT’ finds

Krai’zan as managers throughout the City, merchant,
noble, underworld, spy, assassin, and military.
ggai‘zan are the chamberlains of Xai.

A
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v ’ (4 (4
Min'Ziraq
Spire 27, Meera Mirror af Hluminated
Grace

House Illuria Shine in Knowledge }717
Ligkt of Faith
Ui

'Zirai Keeran kind ever fearless

Gain +1'0OD to Ritual Martial Arts &
Logic.

Gain +2'0D Performance.

Perception rolls are always made with
1'0D.

Immune to fear & charm.

Size x1

Health: 3d12(20), (+2) per Physique,
Might, and Elegance skill levels.
Move: L+d12(10), (+1) per Elegance SL,
you may fall from any height, landing
without harm on your feet in an epic
Superhero pose. Min'Zirai do not use
parachutes.

Carry: d12(6), (+1) per Might SL

The Min'Zirai appear as
anthropomorphized cats with

long horizontal ears, elegant
counterbalancing tails, and full body
hair, commonly shorn to military
standard. The kind is immune to fear
and charm, and will always make a
Perception roll with 1'0OD, being absent
fear or a proper survival instinct,
relying instead on caution and reason.

The Min'Zirai are a military kind,
finding comfort in regimented hierarchy.
Min'Zirai civilization is modeled upon
the bushido codes of the samurai and the
chivalrous codes of medieval knights,
exalting ancient traditions, and the
noble warrior above individual liberty.

Min'Zirai are famed for their arts,
theater, and poetry. And while they
cannot feel fear or similar 'animal'
emotions, they are keenly aware and
expressive of higher emotions such as
love, compassion, anger, and hatred.
The MinZiraj are the drama-gueens of Xai.



Nyx

Spire 34, sa a’R3n SiHouet’ce ]nc{istict

[House Mirror as Seen Reﬂectccl in Rain & | ear

Pirn’Thrll’Nyx a feline kind both subtle & sublime

Gain +1’°0D Shadows, Performance, and Physique

\fiﬁc: xHalf or per your current persona

r1ezﬁth: d12(6), (+1) per Physique, Might, and Elegance skill
levels, or per your current persona.

hdove: d6(3), (+1) per Elegance SL or per your current persona.
(:arﬁyz d6(3), (+1) per Might SL or per your current persona.

The natural form of a Nyx is vaguely feline with jet fur, more
shadow than substantial. While in their native form, Nyx suffer
and cause only 10% damage, being only 10% ‘physical.’

May assume the ¥C)rn1c3§(ﬂcisfre, any onlooker seeing the Nyx as

their greatest sexual fantasy, each person seeing what they want
to see.

May assume the ?C)Fﬁl()p rC\MJlSiC)n, any onlooker seeing the Nyx as
what disgusts them the most, seeking to avoid contact.
May assume the physical form oFang humankind they have

carnal relations (di12-minute ritual), up to 1 form per Physique
SL. Keep a list of identities. If the Nyx kills the person

to conclude the ritual, they truly become that person with all
memories, while in that form.

Chrome is a proklem for Nyx. They will become the form of
the person sans-chrome. Further, the Pain of installed Chrome
prevents them shape-changing, locking them into their current
form. Sometimes a good thing, as when in deep cover, sometimes
not.

The Nyx are a kind originally evolved by their once Demon Prince
overlords as spies and assassins.

House Mirror is among the most feared of the Great Houses, not

for what is known, but for what is unknown. Little is understood
of House Mirror, its inner workings, leadership, or agenda.

Most have come to suspect that House Mirror is led by former
Priestesses of the Empress and that the war is not so over as the
Great Houses understand. Perhaps paranoia, perhaps.

Nyx operatives can be found in service among all Great Houses,
though most are not known to be Nyx, but instead by one of their

shape-change identities.
94
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Spire 5, Mbine Mnemura be Mine Again
House Petrichor by Embrace of Rain at Home

Saurian kind walkers in Red & Blue & Green

Size x1
Health: 3d12(20), (+2) per Physique, Might, and
Elegance skill levels.

Red Saurians are immune to fire, Biue immune to
cold, Yeilow immune to lightning, and all are
immune to acid and will become immune to any
disease or poison they suffer its effects, but
will never kill them.

Move: d6(3), (+1) per Elegance SL
Carry: 3d12(20), (+2) per Might SL

All Sarians: Adapt to local environment as native
in d100'days as adjudicated by the game master.

Saurians are a reptilian kind, evolved to
terraform worlds and survive hostile industrial
environments. At least half the popuiation of
the City is Saurian.  When in doubt, the NPC is
Saurian.

The soft weakness and whining of most Post-
Humankind is revolting to Saurian-kind, respecting
most, uncompiaining resilience in the face of
hardship. As has been said: "Life is pain, anyone
that says otherwise is selling something."

Saurians can adapt to any environment, no matter
how Seemingly toxic or hostile. Able to breathe,
eat, and survive, perhaps suffering great sickness
for some-days or months, but soon adapting to

live as native, even to understanding languages
and customs. And once adapted, begin to strip
mine the world of natural resources and create an
industrial world of progress.



Shak' murt

Spire 32, Nezra the Burning Tree in Blue
House Azure the Flower af Surreal
Eternal

Shak'muri the mistress of beasts made &
minded.

Gain +3'0D Perception and may naturally
see anyone or anything invisible as
visible.

May Speak with plants, rocks, and herd
animals.

Size x1

Health: 3d12(20), (+1) per Physique,
Might, and Elegance skill levels.

Move: d12(6), (+1) per Elegance SL, when
invisible, your current lMove is x2.
Carry: d12(6), (+1) per Might SL

The Shak'muri are always iﬁtv%SiblB,

except to other Shak'muri, rocks, plants,
and herd animals, but may burn 1'OD
concentration to become visible to all.

While invisible, the Shak'muri cause and
suffer only 10% damage (drop fractions),
being not quite solid. They may walk
through walls.

When visible Shak'muri are plump and

W&(Vf’ﬂjﬂe with large expressive eyes and
small especially cute noses and mouths.

The Shak'muri love nature, animals, good
food, good company, and all things home
and hearth. They are famed for their
large families (d12 kids) and as chefs of
the best restaurants in the City.

House Azure are the farmers, herders,
gardeners, cooks, and housekeepers of Xai.
They are everywhere, even if unseen.

House Azure are the creators of designer
animals, beasts, and monsters, companion
& military, all of which tend to be
invisible when sitting still.

Shak'muri are delicious if your
inclinations tend toward cannibalism, a
vampiric and demonic delicacy.
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<
f(+l) per Physique, Might, and Elegance skill levels.
Jiove: 3+d6(6), (+1) per Elegance SL

Carry: 3+d6(6), (+1) per Might SL

The Solaran Empire reigned for ten thousand generations, a
pedestrian space opera that used its Eldritch Spires and Strange
Doorways and WyghtCore Ships to walk across the vastness of Xai
aand to dance from planet to planet as easily as walking the streets
of the City cailed Clockworks, the seat of the Empress, the center of
the Solaran universe.

All Solarans are Arcane (excepting a few rare born Veiled). As such
all technomancy of the old Solaran Empire requires e'lMral sight and
e'Mral Lace to be usable.

50, when the Chimera races began to appear from the Outlands, they

were always Veiled, blind to the e'liral mists, blasphemous, and were
dismissed as lesser by the Solarans, an underclass to be mistreated
and abused.

%7hen the Demon Princes finally marched upon the Clockworks, hordes
///f of risen demons and Chimera slave armies were at their backs.
%ZBut in the moment the walls fell, the last Empress, the Light of
==1lluria, banished the Demon Princes and their risen demon hordes

to Xai's subworlds, leaving armies of suddenly freed Chimera races
—=surrounding the defeated City. 'They were not so grateful for their

= ‘freedom as many celebrating Solarans thought they would.

\

Instead, the Great House armies of the Chimera races invaded,
burned, raped, enslaved, killed, and drove the last Solarans from
the City, éiaspora, an end to the Solaran Empire and its arrogant
e'lMral magic.

Playing a Solaran is difficult (suggested as non-player-characters),
bounties set by the Great Houses mean that you are always hunted.
\And even if not immediately hunted, you are subject to open hatred,

B hostility, and discrimination, as your immediate burning at the
stake is commonly considered a public service.

But all the old Solaran technomancy will work for you as 'kin'. The
new Chimera Arcane might figure Solaran technomancy, might make it
to work for a short while by force or trickery, but they will always
be resisted, always be 'hated' as the demon crafted tools they are.

What few Solarans found within the City are in hiding for
surreptitious purpose or enslaved, forced to operate surviving
Solaran technomancy under constant threat of violence, pain, and-or
suffering, usually of children and family. 37
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Spire 20, Da underqround Sea

House Labyrinth of Twisted Creen Light in Unseen Hues
1 1 9

Xanthos kind of hard wo and hard survival.

Gain +1°0D Bypass & Elegance.
Immune to Paralysis.

Size 1

Health: 3d12(20), (+2) per Physique, Might, and Elegance skill levels.
Move: d12(6), (+1) per Elegance SL, x10 underwater.

You can contort your body to squeeze as if 1/10th your size

or assume most any geometric shape.

carry: di12(6), (+1) per Might SL

Hibernation, not aging or performing any biologic function.

The Xanthos are brightly colored anthropomorphized frogs with a
luminescent fin ray projecting between their eyes as a lure over their
wide mouths. They are usually yellow with a neon pattern of blues,
reds, or greens, but any riot pattern of bioluminescence is almost
normal.

Xanthos are foldable deep-water contortionists, able to move and squeeze
almost anywhere. Contort your form to take a geometric form or at
Elegance SL’10: become as heavy ooze, flowing along any surface.

Hibernate indefinitely,
not aging or needing to perform any biologic function.

They can }?’Bﬂ«t[\ﬂ ALY Wﬂ&( WATer with equal ease, or not breathe at
all up to di12 days (+1 day per Elegance SL), and endure any pressure, be
it the deepest sea or the void of space.

Their large side-set ‘frog’ eyes can see in any light or dark with equal
ease as well as see clearly in 360 degrees.

The Xanthos are the Cities piumbers, keeping the ancient subterranean
infrastructure in working order. The Xanthos are everywhere,
ubiquitous. So much so that no one notices them anymore, calling them
as one calls a plumber, only when something has gone wrong and with
casual disregard, expecting it to be quickly fixed.

This disregard of Xanthos is compounded by their language, one spoken
underwater, with hyper and sub harmonic sounds that cannot be heard by
other humans. And their own ability with land-languages is severely
limited, often involving bubbling sounds akin to vomiting and a great
deal of globs, spittle, and salt-spray. It does not help that their
slime covered skin has the strong scent of rotting fish and that whatever
they eat, to the size of a child, they swallow whole. Xanthos are not
invited to parties.
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Spire 3, A Neon Rain
House Reptile Dance Away my Ghost Lucretia

Xuvarian a unique kind of once flesh soul forged machine.

Xuvarians are NEVER Arcane, always Veiled, blind to the e’Mral mists.
All Xuvarians have the same base statistics.

Size x1
Health: 20, (+2) per Physique, Might, and Elegance skill levels.

Xuvarian Health may be restored d12 per 10-minutes of SL’3+ Technomancy given
proper tools and replacement materials as adjudicated by the game master.

If you die, you will likely (game master’s adjudication) be downloaded into a new
‘Frame’ of the same kind, either at the Temple of Ceye in the Adrena’Chrome, or
if out of range, into the nearest Temple, the ruins of which are scattered across
Xai and the larger cosmos.

Move: 10, (+1) per Elegance SL
carry: 10, (+1) per Might SL

There are 4 common Xuvarian Frames:
Model 1: Lifter Frame: (+20 Carry), the Xuvarian masses.

Model 2: MRFHHME, you are a hard to kill defender of the Great Machine,
always with chiseled bronze features, identical. Any damage you would suffer
(after armor), is reduced by half.

Model 3: Dﬂz%CET Ft%me (x3 Move but half-Carry), you are the Great
Machine’s spy, able to mirror your appearance to any (x1) size humanoid (d12
round ritual).

Model 4: THINKER FRA]T[’E your mind is a powerful computer, second only to
the Great Machine itself. You may know the skill Wizardry (see appendix). You
may ‘speak’ psionically with the Great Machine (d100 rounds of meditation) or any
other Thinker across any distance in real time. You may similarly communicate
with Eigarians and male Hathans that you may come to know, the Hathans being

the original creators of the Great Machine but having ‘lost’ control during the
Psychic War a very long time ago.

House Reptile is the most technically advanced in the City, makers of the best
robots, logic engines, technomancy and chrome enhancements.

House Reptile is ruled by a council of 4, one of each model, who worship at the

prompt of the Great Machine, an ancient artificial intelligence named GEYE that
creates new Xuvarian consciousnesses and can predict any next likely future but
cannot see or predict the e’Mral mists, the Light of Illuria, or the Arcane.

Predictably, it was House Reptile that orchestrated the war against the Empress
and now hunts the e’Mral sighted and ‘cures’ them with the installation of a
chrome-heart, merciful, normail.

The dark of the Ceye soul-forge, the secret ingredient in making of a new
Xuvarian consciousness is the life of a Solaran child, more human than human.
House Reptile is famous for its charitable work with orphanages throughout the
City.
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[l FIRST BORN of 1d12 siblings:

family expectations weigh heavily. Cash,
d12x100°mils.

13 H-HDDL'E CHILD of 1d12 Siblings, lost

and forgotten by all except your grandmother.
Cash, d12x10’mils & family heirloom.

IS Y®UR FATHER ioved his children

more than life, especially you. Cash
d12x100’mils & family heirloom.

2] B&RN S® POSBR that hunger and

hardship were your only comforts. Use or be
used. Cash, d12x10’mils & branded a slave.

23 DRPHAN RAISED by another kind,

never knowing your own people. Cash,
di12x10°mils.

2S RAISED UNLOVED in an
orphanage. Your childhood was a horror
show of degradation and abuse. Later you
discovered you were abandoned by your
mother, your birth a disgrace. Cash, d12’mils
& whatever clothes you could steal.

‘ TH'E l'I'IElTlB'ER of a large and

long storied family of heroes, artists, and
celebrities. Everyone you meet expects
GREAT things. And everyone so far has been
disappointed. Were you adopted? Cash,
d12x1,000’mils.

3 SLAV'ERY IS ILLEGAL in the City,
officially, but no one seemed interested in
telling the people that owned you. Life has
thus far been dehumanizing episodes of
obedience and suffering. Your parents and
siblings were sold long ago, your own escape
recent. Cash, d12x10’mils & whatever else
you stole on your way out.

5 Y@UR BFEST FRIEND is imaginary,
your only company through a hellish
childhood. You have a split personality. Cash,
d12x100°mils.

4] Yeu WERE BORN RICH and

have spent your life a spoiled entitled prodigal
brat with no ambition but intoxication. Now
on your own, your family on the run, you are
penniless, your rental friends gone. Cash,
d12x10’mils & some very fine clothes.

3 YOU HAVE ALWAYS BEEN
able to see and talk to ghosts, good and
cruel. Your loving parents sought to cure you




of your ailment, leading you to spend years
in an asylum suffering alienation and torture

55 Y@U WERE RAISED by a demon

until you finally stopped seeing ghosts. Cash, @S a slave, your life a living nightmare of soul
draining suffering best left undescribed. Then
suddenly, you were abandoned in a ditch.
Cash, d12’mils & some donated clothes.

d12x100’mils.

4S YoU \WERE THE PAGE ofa
valiant Paladin, a faithful, honest, and hope
filled hero that protected and educated you.
But you betrayed and killed him. Cash,
d12x100’mils & an heirloom of your former
master.

SI Y®U HAVE HAD A HAPPY i
filled with family and friends. You married
your one true love in your teens, a charmed

6l RAISED IN A CIRCUS among the
odd and artistic, your father unknown, your
mother recently killed in a tragic trapeze
accident where you failed to catch her. Cash,
d12x10°’mils & a circus costume.

63 SED BY LIBRARIANS within the

Tllurian Library of Pan-Celestial Knowledge,

life by any imagining. Your lovely wife and d6and until your recent leaving, having never

children are with you. Cash, d12x1,000’mils.

S3 Y®UR FATHER IS UNKNOWN
to you, your mother a powerful witch of curse
and hex determined to protect you. As a
child you were smothered, never knowing
friendship or love except from mother, anyone
that might be a friend, the victim of a tragic
accident. You finally ran away. Cash,
d12x100’mils & a charm of non-detection you
are careful to ALWAYS wear.

known the outside world. d12x100’mils &
4in12 chance to know any random fact or read
a fragment of any text.

65 Y@U XERE BPRN to a traveling
band of musicians; rock, sex, and drugs your
childhood curriculum. d12x10’mils & a String-
Laz, the Xai version of a 7-string self-amplified
electric guitar.




Appendix:
SEEDRITCH /A BIEITY

Player Arcane may ro 135?
Eldritch Ability chart

Roll d66, (tens & ones) Each only

once per campaign, no duplicates.

7 Stunm'ng Luck, you may
choose to réroll any failed
skill roll with 1'0D, suffering
dl2'Stun next round.

12 Insubstantial, burn 1'0D
concentration, you may pass
through any metal or stone.

13 3co ing siqht, your sight can
look gg the stars as a telescope
or see the too tiny as a

microscope, total concentration.

4 Animal Friend, you may speak
to animals; they tend to do as
you suggest.

7"ME/?Z burn 1'0D concentration,
you are assumed innocent of any
wrongdoing.

1L Honest Bargainer, always
gaining the best possible price
or trade.

Z1 Cash Troll, if you are
friendly and ask, people tend to
give you cash (d12'mils), meals,
places to crash, and invite you
to parties.

,ZZSmilinzguiSe, if you are
friendly, anyone you first meet
will see you as a friendly
acquaintance.

Z3 Safely AwWAy, when you are
frightened or with a l-round
ritual, teleport to the nearest
safe place.

Z4 Unwelcome Thoughts, burn
1'0D concentration, read the
surface thoughts of anyone you
are talking to.

1.0¢
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Z5 Crawler, you may crawl along
any surface, even water.

Zb 51/1?&7’, total concentration,
you may jump any unreasonable
height or distance. Reasonable
heights and distances require
skill rolls like everyone else.

37 Vanish, total concentration,
close your eyes and scream, You
cease to exist for 4100 rounds, a
double (11, 22, etc.) indicating
days.

32 Fire starter, your fear or
touch sets the flammable to burn,
water to boil, metals to heat, or
the area around you to explode in
a dl2-Inch radius, Craft'lO+PL vs
Might, for dl2 damage & dl2-Inch
knockback.

33 Morning Blessing, the first
skill you use after’dl?2 hours of
sleep gains +1'0OD until you again
sleep.

34 Mirror Fight, you may choose
to fight witz the same Option
Dice and Skill Level as your
opponent .

35 Zen-~zere, burn 1'0D
concentration, so long as you
take no hostile action, you are
ignored.

3L Sﬂ/tisk Tool, your body is a
tempdral simulacrum, the finger
puppet of a old-Lovecraftian-
god, the real perpendicular you.
Any damage you suffer is applied
never more than 1 per round,
until all damage has, in time,
become real.

47 Wlk%t{ering Dream, when you
sleep you vanish, waking up well
rested in d12 hours, somewhere
else, pleasant if a dream, less
so if a nightmare (a 1 on the dl12
roll).

42 Shared Su Jan’n , you suffer
only half-damage, thé nearest
person to you (friend or foe)
suffering the other half.



43 Halo, you glow with holy L2 51&&51&55, you do not sleep

light, the undead and wicked nor havé a need to sleep and are
suffer Li'Impale looking upon you,immune to sleep and non-lethal
the undead cannot touch you. damage. You gain double skill
44 Cockroach, when afraid points, but gain 1 gain 1 Power
or f()l;lOVVillg a’ 1-round ritual Level per 10 Total Skill Levels.
you may shape change into a 43 Flicker, if you are surprised,
cockroach, while changed, you areyou hiccup, any attack against
immune to all harm or damage. you passes harmlessly through
45 Full Moon Crace, dl2'Hour ~ You. You may attack your
ritual under the light of a surprise attacker with surprise

full moon, you are restored, advantage.
cured, regenerated, or otherwise 44 4{'0117 Touch, dl2-round

purified and healthy. ritual,’ your touch cures plague,
44 Truth 3aver, so long as disease, poison, and paralysis,
you speak the’ truth, lies are you are immune. The infirm
revealed. always find you.

51 Weather 3mile, a micro- L5 Amaranth Touch, dl2 round
climate of about dl2-yards ritual, your touch heals and
follows you, the weather matching8TOWS plants and trees, flowers
your mood. you pick enduring. Vines you

summon within dl12-Inches may

7L g"l‘(‘m oose, your solid waStecuuse q12'Paralysis (Craft'l0+PL
is d12 gold nuggets (each 1/10th y5 giggance).

pound) each day. Your liquid

waste is single malt whisky. éé Ashen Pall’ your corpse was
Gold has a City value of about risen by ritual, outwardly alive
100'mils per nugget. but stuffed with the corpse ash

of a thousand past heroes, a
7z :E.l‘(ﬂ’f Blood, you are forever yeapon of vengeance. You are
a fit 2o-years-old, immune to immune to critical effects and
life-drain and similar chilling gyffer only minimum damage,

undead §ttacks. Your own touch regenerating 1'Health per round.
destroying undead, Craft'l0+PL VSBut the ritual failed, your
undead Shadows. purpose and memory lost. Your
54 Rat Sfﬂﬂvkar, rats seek you, life expectancy,is dl2 years.
speak to ‘you, and will do as you
say.

55 Star @kilc{, your father is
of unknovm origins, your mother
perished giving birth. You are
physically PERFECT.

56 Skall Vn?nfire, if anyone
within a d12'Inch radius has a
higher skill level than you, rol
their skill as your own.

b1 Split Personality, you have

2 szg)arate personalities, create
2 separate character sheets with
separate stats and skills. Each
morning, determine randomly which
is you for the day.
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22 [R&N HANDS, your cybernetic hands
appear ancient, primitive, with crude

ball joints, exposed wires, and oversized
bolts. However, your sense of touch is
extraordinary, sensing the physical and
magnetic with delicacy and precision. You
can crush almost anything that will fit into
either of your hands.

24 ANCENT CRCUIT, your chrome-heart is
one of the first, containing the souls of
11 GLASS BYE, your cybernetic left eye may thousands, they speak to you. Gain (+d6 &
see through any solid object as if glass for -d6) to any skill you roll.
1 round. You get very dizzy, suffering d6
Stun when you do this.

26 [TIONKEY GRIP, your ‘hands’ and “feet’
13 HEAT RAY, burn 1°00 concentration, are cybernetic, and all are as 6 long-fingered
your cybernetic right eye may heat-ray an mechanical hands. Anything you can do with
object within 1-Inch per Elegance SL so your hands you can do with your feet. You
long as you maintain eye contact. This will may climb as if moving on the ground.
boil a cup of water, cause dé6 damage, or as
otherwise adjudicated by the game master.
At SL’10 it is hot enough to weld or cut
metal.

32 [TIACHINE RESURRECTI®N, your body is
crawling with tiny robots, slowly cleansing
you of any living flesh, replaced by eldritch
robotic function. You are 5% per Might SL

robotic. When damaged, roll this % to suffer
15 COILED TONGUE, your cybernetic no damage. Suffer (-10) Performance & Aura.
tongue is prehensile and may extend 1-Inch
per Elegance SL. Your sense of taste is

extraordinary if a bit odd as evidenced by
your preference for foods that taste like

pickled mud and rust.

34 THE TIACHNE W/ITHN, you have a
6-foot mechanical snake (that shares your
21 RGN ARIT, your archaic cybernetic arm Health) that lives coiled around your spine
is virtually indestructible with a vice grip and chrome-heart, that may leave and enter
that can crush or bend almost anything and your body through your mouth. You may

a rabbit punch (Might skill) that causes direct it as self and see through its eyes
d20 damage and will knock the target back (burn 1°0D concentration). Ferocity attack,
d6 Inches or destroy most any door or pierce bite, d6 damage, if target is damaged, they
most any wall. The industrial power of your will fall into an enchanted sleep for di2
arm is only limited by the flesh and bone of days.

your shoulder.
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55 VAGUE [TIATH, your ancient chrome-

heart contains the mathematics of creation,
allowing you to speak to any non-living
machine, logic engine, or artificial
intelligence.

36 LJGHTNING LIFE, lightning damage heals
you 1 for 1, non-lethal first, lethal next,
but never enchanted.

42 BODY SNATCHER, upon death, your heart 61 EVERYTHNG, your chrome-heart was once
will burst from your chest, crawl about as the repository of knowledge for the Pan

a mirror chromed alien, seeking the closest Celestial Bureau of Weights, Measures, and
person or beast either unconscious or as1eep’Uncer'tainties. The clutter of information
crawling in through the mouth, and taking up iS maddening, but sometimes useful. You

permanent residence, your new body. may know the answer to most any question
but requiring d12 hours of meditative effort

to sort and find what you are looking for, a
roll of 12 indicating days.

44 DITINIVERE, you may eat any biomass, you
fart hot smoke and, on your birthday, will
shit a 1-Sov diamond.

63 DARK HEART, your chrome-heart has

. spent too much time in the Pale. Your touch
46 fﬂiﬁf{T Sﬂﬁis, your ancient chrome heart will drain Health from the living, causing
was a prototype. You may command any logic-

engine or robot to do as you say, burn 1°0D Enchanted damagef restoring your Health 1
. : X for 1. If you kill, you may be restored a

concentration to maintain control, roll critically damaged location

Might opposed by Elegance if the result is Y & .

uncertain.

. 65 PUPPETEER HEART, your chrome-heart
>2 }ﬂEAJ(TBRinK£$L your chrome-heart is exists outside your cyber-zombie body, so
long as it is undamaged, you cannot be
reduced to less than 1 Health, your zombie
corpse body enduring until it is finally
hacked to zero Move.

a killer, a sociopath of the worst kind.
Touching the chest of another you may explode
the chrome-heart of another, Ferocity attack
(+4).

54 TITIE CL@CK, your chrome-heart controls
time around itself, allowing you to step
forward in time any amount of time you
choose, rounds, minutes, hours, years, etc.,
or to step backwards in time 1 round (10
seconds), either effect causing you d12 Stun.




53:{/‘1'1160 acgort, you have 2
heads with different personalities,
one knows your combat skills, the

other your non-combat skills.

11 aﬁo o‘f /ldt you have eyes

all ove e & body, giving
you 360-degree vision.

, your mouth is in
You are always
hungry, swallowing anything up to

about half your size, a bottomless
13 eﬁremf?*zﬁdt, you have a pit.

single Lovecra¥tian eye shared with
an old-god, all is revealed, you are
rightly insane.

15 gj;»iaonous, your skin is %
a

especially sickly, greasy, and at, your skin is
poisonous, your touch causing covered 1th rsting pustules. You
d12’Paralysis, Craft’10+PL vs targetare immune to plague & disease, your
Physique. touch curing or causing plague or

disease (Craft 10+PL vs Physique).

21 ?oofﬁefz’ver ,- when hungry, <C

your stomach leave$’ your body 35 ﬁﬁfyr your body is covered

to hunt, returning to fsleep’, 1n hoarFrost the air around you

nourishing your body. chilled, your touch freezing liquids
& causing d6 damage & 4’Paralysis.

ou are always, miserably, too hot.

§3 (jhﬁkerver, your head is 279

etachable, fluttering on small 1 e:1tatJ5J3 you have dé6

wings, which can still control your tentacles emerging from your person.

body when within sight. Each may be used as an ‘additional’
arm. ‘Each pair of tentacles gains
+1°0D to Armed or Ferocity or Range

Attack.




4} Eﬁ'me, your nose constantly
drips a neon green slime.

You are
immune to slimes and oozes. You
may spit green slime (Range Attack,
(-1) per 2-Inche range) causing dé
damage & reducing target armor by 1,
otherwise dissolving a hole in most

anything not stone or glass.

L5 g‘aze, your eyes are mirror,
immune to gaze attacks and hypnosis.
Your own gaze holds anyone unmoving
so long as eye contact between

the two of you is maintained

(Craft’10+PL vs Logic).

51 Donic 3{'2/&, you have huge
bat like earsand your head can
swivel up to 270 degrees. You may
hear anything in a clear line of
sight.. You operate normally under

any duress of darkness or blindness.

A3 gj;'e/:enen'fe, you have a

prehensile tongue or tail, reaching
up to 3-Inches (6 yards).

55 7/171’6 w/tdz'c/:((;rawf&, youn

body is composed of snakes, beetles,
centipedes, worms, snails, slugs,
crustaceans, and other crawling
slithering critters. When it rains
or you Burn-1°0D concentration, you

break into .a swarm, moving along any

surface, expanding your perception
up to a mile radius anywhere your

critters may crawl.

61 3Jaectacufarfy ?ﬂ, +1°Size.

é3 ZZﬂB1V, you glow in the dark,
but to your sight, so does everyone
else.

65%natom y;o‘t, you are

a jumble of rdndomly assembled
anatomy, vaguely humanoid, but
emerging from the assemblage of
parts are the head of lion (d12
bite), the coiling head of a snake
(d12’Paralysis poison Craft’10+PL
vs Physique), and the fire breathing
head of a goat (d12 Range Attack
within di12-Inches). Each head has

its own personality.



ELICS

Relics require attunement, roll dle2+
Pain, less than the indicated skill,
a 12+ always failing.
use Aura SL. A soulless character
can never attune. One attune attempt
per Power Level. You may attune
automatically if you killed the
previous possessor or stole the item
from an unwilling possessor.

When in doubt,

Z1 #Hard Light Origami, Relics
of pre-war Shak'mury¥, makers of
various folded 2-dimensional
objects, buildings, and ships,
weightless, indestructible, luminous,
transparent, but the invisible able
to pass through unhindered. Attune
Performance,

ZZ Dwarven Stone, single use,
1d20 stones, a marble size stone that
when touching the ground expands
to be a permanent 30-foot boulder.
Attune Might. Relics of pre-war

d66, Suggested, Relics are unique perGrau Diminutive Arts, allowing

campaign, no duplicates.

most anything to be reduced to fit
in hand, be it a vehicle, ship,

17 Tool oF the mm{mmter, Relicsbuilding, or most anything inanimate,

of pre-war artisans, +1'0OD to a
random skill. Attune per skill.

12 Illurian Armor, Relics of pre-

war Illurian Knights, the armor of a
great hero, a Linl2 chance that any
attack is deflected as harmless in a
splash ¢f sparks. Attune Elegance.
1% Sinister Weapon, Relics of
pre-war assassins‘/loyal to the
Empress, the Sinister Society, +30%
critical chance. Attune per Weapon
Skill. , ,

14 Item of immu mtz,
pre-war artisans, somethi.
hero or villain granting immunity to
one: Stun, Paralysis, Impale, non-

Relics of

lethal damage, cold, fire, lightning,

poison, disease, Fear, Charm, or
most anything else excepting Pain,
that can never be reduced except
by removing the cause or Enchanted
damage, that can never be reduced
except 1 per day or rest.
Physique or Might.

17 Slayer Weapon, Relics of
pre-war/Illurian/Inquisitors of the
Empress, a hero hunting a single
humankind or beast, or demon, or
undead, or giant, or whatever the
target of the Inguisition, that kind
being killed-destroyed if damaged

3 times. The weapon detects the
nearest of jts ?ind.

1L Perpendicular Archatecture,
Relics/of pre-war Illinyar'Vooran,
makers of bags, chests, telephone
booths, rooms, buildings, and ships
that are bigger on the inside than
the outside. Most common, the [rech
Coat of Pockets, 1d100 pockets, each
holding an item up to a pound in
size within a weightless dimensional
space. Attune Shadows.
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ng of a pastpre-war

Attyne Shadows.

and when set upon the ground,
permanently restored to its original
size., >

23 Inexhaustiple Purse,
producing 1d100'mils per day in the
useful currency of the area. Attune
Performance. Relics of pre-war Dhar
and their Inexhaustible Arts, used
to craft items that produce food,
water, whisky, or anything else in
amounts that suit the daily needs of
the user,

Z4 &alagInm WeApons, Relics of
emon hunters,

pulled whole from the ground, worked
cold using e'lMral arts. They tend to
be brittle, breaking on a successful
critical strike, but always cause
Enchanted Damagg. Attune Aura.

25 Morqants Bla e, Relics of
pre-war Necromancer Kings (the
Lichborne nobility of Morganti

Attune perkind), each strike reduces the

permanent Health of a character by
1, increasing the current Health of
the user by 1. Anyone reduced to
Health zero or killed with a Morganti
Blade is dead and cannot be healed
or otherwise restored to life as
the soul-spirit of the target is
consumed, restoring you to maximum
Health. Attune Aura.

2L Neon White Ribbon, glows as
neon light, 1d100 feet. The ribbon
cannot be broken, cut, or damaged
excgpt by silver. Attune Elegance.
31 Daedalus Ball Zf'gtrmq, a
fist size ball of endless string.
Attune Shaodws. , .

I AP Robe of Disquise,

you are unrecognizable. tune
Performance, |,

2z %anw«:fe s Cloak., with a
flourish swirl cloak yourself,
turning into any familiar inanimate

carved of iron



object, enduring if you choose. IYou

can still hear and feel when touched.

Att ht .
Lﬁmtﬁ aze Treasure Ma o if

you attune fAura), suffer half-
health damage & know the locatlon of
the nearest 1d100'Sovs.
health reduced to zgro.
,5;ME¢{IASW s HeAaq, if you attune
(Might), you are immune to the head.
Any that view the head are turned

to stone (Craft'lO+PL vs Might),

the head has a 1inl?2 chance on each
successful turning to itself turn to

stone destroyed,
mgl’ms Wﬂm f ening, tap 3
11inl2 any do or 1 ck will

open, a 1 indicating the wand's last
use, opening but shattering. Attune

GRC.
41 Shield of Achilles, cach di2-

hours you mdy cause a 180-degree wave

of sunlight forward to the horizon.
The living and undead suffering
d20'Stun

Stun). Attu g Performance.
4Z Aarvak.'s Horseshoe, vhen
polished, l-round ritual, will
glow with sunlight for dl2'hours,
dispelling any darkness.
43 @%SWW[ZWVL s 514701’ when
dravm, the sword is visib e, but you
are invisible. Attune Shadows.
44 Toyaz Amulet, worn over the
heart,/ you need not eat or drink.
Each day, there is a 1% chance the
topaz will shatfer.

15 Blue Lwn s Hide, felled by
a famous hunter, when worn over the
back, you shape change into the lion
slain, x1'Size, 5'0D+10, d12'damage,
double your current health. Change
back as you choose & reduce current
health by half. With each use
there is a 1A chance the change is
permanent. une_Physigue.
446 H erma S oots, you may jump
a mile, not less, not more. Attune
Elegance.

§Cﬂzrﬂﬁ Amulet, single use,
boxes into the heart of your corpse,
raising you alive to half-maximum-
health. Attune Physique.
5Z Prince Kopo 7 % sh, allows
for calligraphy upon any surface,
even water. Attune Performance.
53 MtlaStﬂ/ﬂ mulet, any water
vessel bearing the wearer cannot

sink. Attune E ﬁ,
,9'4 AvVAalin o tm , single
, Range Attack to a cle line of

51ght, 3d12 damage. Attune Elegance
for each dl2 javelins.

If you fail,

even if otherwise immune to

4Attune Physique.

55 Anron’s Rod, tossed to the

ground becoming a snake, 1'0D+d12
bite, causing target current health
reduced by half (critical full
damage), turning back into a rod for
at least 1d12 hours after causing
damage. Attune Physique.

/et Llas Stone, a 1-foot polished
stone cube weighing l-pound, but if
Laced with e'lMral mists, burn 1'0OD
concentratlon, weighing 14100 tons.
Attune Might. .
61 K n% FMrness, the first
attack made by you or against you

will vays miss. Attune Shadows.
LZ ]Ztel s#al out Pistol, will
appear” in hand when desired, never
miss (Mk'0), causing dl2'damage to
any target within 12-Inches. Attune

Shadows.,

L3 wate Rat Purse, each 1d12-
hours, the rat can be released

from the purse, turning into a

white elephant for dl12 hours before
returning to the purse as a rat.
Attune Physique. There is a 1% per
use chance the ele hant, is permanent.
b4 Charming Plushie, the most
adorable child’s plaything. Attune

Attune Auraperrormance, you are drawm to dearly

hug the toy, your new best friend,
going everywhere with you. You may
sacrifice "Mr. Snug-a-lufins" to
evade any single attack as harmless,
but you will cr
L5 Compass o DﬂSt?’ﬂ, will point to
your hedrt's greatest desire. Attune
Aura. If Laced with e'Mral mists, it
can be made to point to anyone you
know or the target of your 'quest.'
Lt Solaran Sf , crafted in
the early days of the Empress, a
time long gone, by her Arcane Spire
Architects, the makers of the City's
Strange Doorways. A great clockwork
horse with luminous eyes, joints
& hooves. When Laced with e'liral
mists, total concentration, the steed
is self, and may slip the seams of
time & space and travel to anyplace
known to the rider or the nearest
place most like that imagined by the
rider, arriving in dl2'hours, on a
roll of 12, arriving someplace random
in the cosmos where you are needed.
The steed can 'travel' again in dl12-
days. Otherwise, the steed may move
over any surface with tireless ease,
even over water. Each steed has a
name and personality and is haunted
by their many famous riders. Attune
Aura.
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Step 7: Optional Alignment
Xai characters may begin play aligned to one of the City's
major or minor powers.

This is advanced play and suggested only if it suits the game
master's story.

Otherwise, use the various alignments to inform interesting
non-player characters.

Additionally, the game master 1s encouraged to create as many
different aligned powers as suits their campaign, use those

: ﬂngﬁl sted as examples.

<

&

¢
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(masterless, non-aligned)
The Grezurians and
Shadarans, and especially
the Illurians can go pound
sand. Live free, never
join.

However you were raised,
you are now a rebkel against
the worid suffocating
under the crush of Great
House and religious

social mores, duties, and
-ré&Sponsibilities, always
for the benefit of someone
else. The past needs to
die, for good, and you are
the person to do it.

You may choose one of the
gifts below:

Instinct: your
e vicious,

Freewiil Ego: you are

the center of your own

Eg;verse, immune to the

5 fects of fear, charm,

<+ mind control, and other
manipulations that may
cause you to unwillingly
act.

Predator Instinct: you
are a owback, a blood-
badined wolf in a faded
2wpink world or sheep. The
o weak minded will do as you
&  say (your Performance vs
' target Logic if the game
master decides the resuldt B
is uncertain). '




INQUISITOR IFEURITAT
Illuria is a holy order, with dominion over City religions:
Illuria, Shadara, and Grezuria.

You are Arcane (only), raised by the Sisters of Iiluria, and trained
to seek and destroy demonkind and the wicked in their service.
You may choose one of the 3 gifts below:

Smite: Your luminous touch (half-defense & Mk'O) causes dl2
enchanted damage to demonkind, dl2 lethal damage to Nephelim, or
dl2 Stun to the Wicked. As useful for detection as harm.

Ritual Miracle: requires a 1O0-minute ritual, the valiant are set
to slumber for dl2 hours, awaking cured of a disease or blindness
or deafness or lameness or other enduring debilitating malady.
The wicked instead suffer a debility.

Halo: create a globe of light (burn 1'OD concertation) up to
1-Inch per Power Level from your person. The demonic and the
wicked may not enter this globe, and if within, are hurled
forcibly out.

,Em/ay f rezu A
The Grezurian r 1gion is the faith of the City's masses. This is

a faith of practical commercial justice and monetary compensation,
where good is honest fair-play and evil is cheating deception.

As an Envoy you were raised within one of the City's great trading
houses among the working masses as a skilled negotiator, arbiter,
and fixer. You are the grease that keeps the machine running
smoothly.

You are Veiled or Arcane, now representing one of the City's
industrial combines, guilds, unions, corporate suites, underworld
families, or explorer leagues. You are loyal if you are paid,
Seeking your way in the world as a mercenary for hire.

You may choose onex of the 3 gifts below:

Union Dues: everything you buy is discounted half, everything
you are paid is double, or as otherwise adjudicated by the game
master.

Worldwise: you are nobody's fool; you know how the world works
and how to find and apply leverage to your personal benefit. You
know where to find things and how to make an offer that cannot

be refused. Toss a % roll when called for the game master, the
higher the roll the greater your immediate economic benefit.

Hanai Family: you are never alone, you have friends, family,

and acquaintances strung through Xai's unions, guilds, combines,
free leagues, and hard-working masses, never alone, never without
a place to go, never without resources. Toss a % roll when
called for the game master, the higher the roll the greater your
relationship and reputation.

11
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ALE AGENT (AKA AR AGENT)
Players may be aligned with the | ar Traveier, League ( L)Q
operating as Pale Agents of the Illinyar-Vooran, a kind of freakishly alien
Lovecraftian navigator.

Old Solaran Wy-ght—Core equipped ships, able to move from place to place
instantly, were once a monopoly of the Sisters of Illuria, one of the great powers
of the once all mighty Solaran Empire.

But now there are strangg@ewcemers to the City, a Chimera kind called the

Iilir ;yar’v'oora a kind born with a glorious female Solaran body but
with a cephaloid head hung with 7 long prehensile tentacles, 3 draping down the
front to their knees, 4 down their backs coiling to the floor. These Chimera are
insane by any reasonable standard, their te#pathlc speech woven with nightmare
images. F

The Vooran are gifted with perpendicular sight into The Paie, . timeless
ethereal Plane coincident with reality. The Vooran can ‘step’ into the Pale, walk
there (burn 1’OD concentration) and see back into reality.

The Pale is a place in the Same space as Xai, a place absent time, where
everything that has been and will be, exists in shifting shadows, like layers of
overlaid movies displayed on the same screen. Mind bending. Insanity causing.
Occupied by purgatory ghosts and timeless Lovecraftian horrors.

But to enter the Pale, to £ravel the Pale, and leave the Pale, is to have i '_
real-word time pass, seeming to vanish and appear elsewhere instantly if your
Pale travels can be survived.

The Illinyar-Vooran can travel the Pale. And with a Solaran Wyght-Core, take a
ship and passengers with it, allowing for instant travel from piace to piace,
mimicking the Arcane navigation of the Sisters of Illuria, breaking their ancient
monopoly. The Illinyar-Vooran, selling passage to anyone anywhere for the right
coin.

The side effect of Pale travel is mind-raking nightmares, @s a chiii ciaw siowiy
dragged across your exposed brain, and the occasional vanished passenger
or ship. Pale travel is safer than not. But never truly safe. And the true ambition
of the Illiyar-Vooran, if they have a master plan, is unknown.

Pale Agents are aitered by the Illinyar-Vooran to suffer a single powerfui
phokia of something ordinary, like snakes, spiders, rats, or something similar,
no two the same, all skills reduced (-5) when opposing creatures of their Iﬁf
as adjudicated by the game master. =
But this is a carefully crafted insanity, shielding the character from any
other fear, mind manipulation, or insanity and allowing the Agent to see and
affect ghosts and horrors of the Pale (burn 1’OD concentration).

Pale Agents are expert in dealing with the Illinyar-Vooran, ghosts hauntmgs
mind melting psionic terrors, and Lovecraftian horrors.



SISTER OF LLURLA

The Sisters of Illuria are suggested to be non-player
characters, guiding player characters to where their
e'Mral gifts may be of highest use. If a player, there
will only ever be 1, the Sisters never travel together.

Always female Arcane. The order of high priestesses in
service to the Light of Illuria, the crystal bound last
Solaran Empress.

Any Sister may commune with the Light of Iiluria

as regards the future or may commune with any other
Sister over any distance.

Communing with the Light of Illuria requires total
concentration (dl12 hours trance). The Sister may travel
the strands of various likely and unlikely futures to
search or reveal the outcome of various actions but
unable to see beyond a decision not yet made.

This is powerful, a Sister can know just about anything
given time and luck. Note, if you are a game master
that does not care for side quests, on the fly gameplay,
and distracting storylines, keep these folks as non-
player characters.

The Light of Illuria, the amber bound last Solaran
Empress, may take possession of any Sister to act.

When communing with the Light of Illuria, a Sister may
use the skill Aura to navigate a Wyght Core equipped
ship to anywhere, one of the greatest powers of the old
Solaran Empire for ten thousand generations.

Each Sister may shape change into one of 5 forms, at
will, permanently: child-@daughter, SISTER, lover,
WIiFE, or CRONE.

In the game, the Sisters of Illuria are often 'Home' forg
Illurian aligned player characters, acting as mission
giver, guide, and quartermaster, to seek and destroy
demonkind.

But sometimes players are more independent, seeking
adventure far from the judgment and rules of the
Sisters, aligned with the Grezurians or Shdarans

or mercenaries for hire to the highest bidder. But
always the Sisters will watch and influence
and guide the Arcane. As the Sisters like to say, a
blade need not know it cuts to be useful. The Sisters
of Illuria exalt duty above freewill, choice being the
ability to do wrong.
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Lichborne are suggested to be non-player
characters, though several all Lichborne

groups over the years have proved for some
interesting, advanced play.

Lichborne are Arcane remade by ritual and
faith, their bones carved and inlaid with
silver, their brain crystalized, and heart
gilded, their skin stretched and sewn as
vellum over their corpse frame, personal
Paladins of the last Solaran Empress, each a
L =champion demon hunter during the war, the last
ke 2dcfenders of the City.

The Sisters of Illuria endeavor to create new
Lichhorne when possible, though the rigors of
the transformation and the few 'true believer'
Arcane candidates make them a fading force.

Lichborne will recognize any lie, spoken, read,
or otherwise, and if uncertain, use the skill
ogic to divine some fragment of the veiled
ruth.

I'The Lichborne skills: Ferocity, Physique, and
. Perception, are always rolled with 10D, no
natter skill level or bonus option dice.

ichborne are undead, but have a hound soui,
etaining their e'Mral sight, still Arcane.
Lichborne are immortal and, like all undead,
are immune to cold, fear, stun, paralysis,
poison, disease, and most all hindrances

of 1life such as hunger, and breathing, and
otherwise suffer minimum damage from any
attack.

Shattering the brain of a Lichborne with cold
iron will shatter both the brain and cold iron
in a harmonic blast.

Their inability to breathe means they must make
an active effort to exhale to speak, causing
them to have a dusty mummified corpse-rattle
oice of few words.

The health of a Lichborne is restored 1 per
day of rest but may be repaired by the skill
fechnomancy: dl2 Health per 10-minutes of
repair given a set of undertaker's tools and
replacement, corpse material as adjudicated by

the game master.
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EMON
Suggested non-player character,

as demons can dominate a campaign
unless carefully written into the story
by the game master.

Xai demons are the spuls of the
wicked clad in demon flesh cultivated
by pruning cut and nutrient suffering
within Xai’s infernal subworlds: the
Primary Subworld home to lesser
demons, the Near-Deep Subworid
home to Demon Barons, and the
Far-Deep Subworld the dominion of
Demon Princes.

The Demon Prices and their powerful
minions were banished at the moment
of penultimate victory over the City,
bound to their subworld realms by
the Light of Iiluria. But many
lesser demons, half-breed Nephilim,
and wicked mortal cultists still abide
among the living, seeking their own
selfish evil or acting for the return of
their banished overlords.

Demons are always Veiled, never
Arcane, always blind to the e’Mral
mists and unable to learn the skills
Sorcery or Wizardry.

Demons have their own flesh crafting
technomancy called Meq‘annis:
crafted creatures, parasites,

symbionts, grafts, and living machines
& devices that always cause Pain.

All demons have a hung @1, akin to

the seven deadly sins, being of 7 types
but each unique, no two demons being
the same.

<‘7)’rz'nce: driven by rz’t[é,arrogance,
and the need to remake the world as a
‘better’ more righteous god.

11
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D
““BARON: a prodigal demon, driven
by GEUTTONY, waste, excess, and a

never-ending hunger for MORE.
COLLECT®R: driven by AVARICE,

greed, and obsession with or for
something, usually specific. These
tend to be ‘intellectual’ demons, the
most likely summoned and open to
negotiation in trade for whatever they
collect.

Hl‘]ﬂﬁkﬂ driven by Wﬁﬂi‘i, anger,
revengé, murder, and violence. When
summoned, they will negotiate in trade
for bloody violence upon the living.
Succubus-Incubus: driven by lust,
physical pain & pleasure, and the
suffering of others.

Slaver: driven by $ioth,
privilege, creature comfort, and
dominion over the freewill of others.
When summoned, they will negotiate
in trade for living slaves.

Imyp: driven by envy, emptiness, and
nihilism, to take what others have that
the demon rightfully deserves, mirrors
of desire, devoid of ambition, servant
to other demons, at least until the
moment of their betrayal.

Each demon is unique, each has a
special power related to their type, like
a demonic super-villain or superhero
with a single Superpower.

All demons share a few traits. All are
immoreal, but if slain are returned
to their infernal subworld ‘ield’ to
be‘regrown’ over the next d100 years,
tended and pruned by blood caked
shears.

All demons regenerate d12 damage
at the beginning of each round.
Enchanted damage is not regenerated.

Demons suffer enchanted damage
from cold iron weapons (a critical
hit destroying a cold iron weapon)
and one other form of damage
unique to the demon. Damage caused
by a Lichborne is always considered
enchanted.






X/ [Z ARDRY

Wizardry Skill (SHD)
Requires the character be Veiled (never Arcane) and have spent
8-years as an apprentice under a Wizard.

Skill Level not more than Logic.

The skill of psionic mathematica, the mind remade as a logic
engine so powerful as to see and change the underlying math of
nearby physics. Change the reality within any imaginary 1-foot
cube you can touch.

Skill to dispel magic, Wizardry roll vs opposing magic
Craft. If unsuccessful or otherwise desired, the magic is
suppressed so long as concentration is maintained, burn 1°0D
concentration.

Male characters gai +4) Wizardr Female (-4).

You begin with 3 Cyphers
You may thereafter learn 1 Cypher instead of a Skill
Proficiency.

When successfully placing a Cypher, roll d6*, a 1 indicating
the Wizard suffers e’Mral Burn, meaning that no Cypher may be

used for di2 hours. *At SL°6 roll di2.

Cyphers always target a volume, a 1-Inch column up to 10-Inches .4
per skill level high or any single volume that can fit within.

At SL’5, the area may be a 1-Inch per skill level cube instead
of a column.

Wizardry Craft is opposed by the resistance roll of any within.

The nearest face of the volume may be up to 1-Inch per skill
level from the Wizard.

Items worn as self are considered as the person wearing and or
carrying them.

Cyphers endure so long as concentration is maintained, burn

1°0D concentration, unless noted otherwise. i e -l-llo.l.
At SL’5 a Wizard may set a clockwork duration of di2 hours on 2 10 ;0m 20 %% ¢
Cypher, this will cause e’Mral Burn. o0 > B

i B 190 60: o

At SL’10, a Wizard may perform a di2 hour permanency ritual, 800 100 5 o 05

the Cypher made permanent, this will cause e’Mral Burn.
‘.. - -u....

A Cypher may be crafted into a grenade, requiring d12 hours per 'lﬂ IIJ"'. ll

grenade once all materials and tools are available. Unless i Y| .'" -

crafted otherwise, grenade effects endure d12 rounds. i |' ’, ;'
I
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AFON

The Academy of e’Mral Zero Numerology
. Wizardry is the dominion of Ae@n, the Academy is the
‘oficial’ and only legal magic of the Great Houses.

Aedn is dedicated to the eradication of Sorcery, the
Arcane (and by extension Artifact Humanity) and the
finding and curing of Myrddin children.

The spiritual heart of the Academy reaches back
swthousands of years in a ruined quarter of the
‘#Adrena’Chrome within a small block building
2-]abeled with a scorched brass plaque: “Ministry of
= ?Mathematica.” Here is the first prompt terminal of

; ‘Ceye, the Great Machine, an artificial intelligence
' Jso powerful that it can predict the most likely next

_eranything, infinitely derivative.

' But the Ceye cannot see or predict the Empress,
_gm#JArcane, or Myrddin. This led to a centuries long

}_-1.campaign by the Priests of Ceye to end the Empress

ﬁiand her Sorcerous Priestesses and Arcane architects,
- jd== culminating in the recent war and the victory of the
£ dlGreat Houses. What few Sorceresses and Arcane managed
~to survive are hunted.

’.___ o, :;?‘But the grand vison of the Priests of Ceye did not go
poe o P - 'l vito plan. The priests did not acquire the secret to
-9 "'_--'- "o «~Create Strange Doorways, an art that remains unique to
'j LB e .. the Arcane and their architectural training. Nor did
p & ' "the priests understand the true power of the Empress

and her Priestesses, who in the final days of the war,
¥ . n.sent the City hurling forward in time to a far-far-
/' _‘dfuture. The Stange Doorways of the City dislocated in
+ 4% ,, Wtime, passage impossible, the conquerors of the City

/ trapped.
Hi .'

% o But now, some decades after the end of the war, the
¥,'Strange Doorways are beginning to ‘clear’, slowly,

L]
./:oddly, again allowing passage. Each an exploration
~of a far-future world, alien, unknown. Some Strange
'Door'ways lead to worlds where only a few decades or
centuries have passed, others where millennia or eons

".have ticked by, unrecognizable, the evolution of

are é,adventur'e is the exploration of alien worlds, a_

§ ' " ";}_/ edestrian space opera, that the Wizards of Ae@n are
. fé determined to reclaim, no matter the means.

: & 11
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ALPHABETICAL LIST
oF [TIATHEMATICA CYPHERS

Cyphers are the magic of everyone and everything, living, robot, demon,
and undead, learned by way of the skill Wizardry.

Arcane may learn any Cypher as an e’Mral Lace of Logic.

ANIITATE DBJECTS

Requires: SL’1 Wizardry.

...A Cypher to amuse children and serve
the lazy: just because you can do a
thing does not mean you should. Meaning
of course, this is among the most well-
known Cypher responsible for trivial
convenience and amusement throughout the

to h 1 d th t 1k : SL’f‘Wizardry
_£l__§!EL__Qg§_Qﬂ_____g_mgéﬂé__lg_ﬂg__; ...Some might Laugh when
Move 1 per SL. The object will move

as directed by the Wizard so long as
concentrating (burn 1°0D concentration),
even beyond the original volume, but
will otherwise sit and wait.

speaking of the ‘cone of
silence,’ but secrets are
sometimes worth keeping.

If made permanent, the object can be
programmed to respond to verbal commands

. . At SL’5, anything invisible
to direct its movement.

within the volume may see
normally and is rendered
entirely absent, unable to be
detected by any means except as
adjudicated by the game master.

At SL’5 the object may climb at half
Move, at SL°10 fly at half Move.

BREATH

Requires: SL’1 Wizardry
...Ubiquitous throughout the City,

allowing the creation of architecture T =
and ships once thought impossible. !E{é“”lﬁ“

Requires: SL’1 Wizardry

SL’10, everything within 1is
also invisible.

The volume is made breathable or

unbreathable to the Wizard. ...Demolition makes way for the
future, so please, clean up
SL’5 Water, the volume 1is fiLled with your mess.

water, drinkable or foul to the Wizard. . L
Objects of lesser Craft within

SL’10 Salt fills the volume, pushing a volume detonate, knocking
anything in the area outward as the salt anything near back d12 Inches.
crystalizes from the center outward. Objects of ‘self’ are unaffected.
120
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BISINTEGRATIGN DISTANCE

Requires: SL’1 Wizardry & suffer 10% of current

health as Enchanted Damage (drop fractions). I:)ESEI¥})IQ:IT€})}J

...Powerful, frightening, and rarely taught except Requires: SL’10
to the most Loyal of‘/\EQDN that can prove a good Wizardry

reason such knowledge is required. ...Ubiquitous
throughout the

Objects current mass is reduced 10% per SL, 100% City, allowing the

indicating the target is turned to dust. creation of mind-

bending boxes,

cabinets, ships,
and architecture
that would make

The living are not disintigrated, but any living
‘self’ within a volume suffers Half current health.
Wizardry Craft vs Physique to negate any harm.

SL’10 Restoration, you may restore the dust of the Empress blush.
disintegration (any handful will do) to its But beware, the
original form (at the moment of disintegration). dimensions infringed
This requires a d12 hour ritual and the suffering are not so empty as
of 1 Enchanted Damage per hour of the ritual. you might imagine.

The inside dimension
of the volume is up

to 10-Inches per
Craft.

Looking through the
surface of a volume
is distorted in both
_ directions but if

' ) Wy N viewed in a small

) ) - area, such as a

[LLUSI®NARY FERITI oun, e GRS
Requires: SL’1 Wizardry is negligible.
...A mainstay of film and stage and interior design.
The world 1is dull, make it better.

When collapsed,
the space between

You may change the appearance of the volume as you e€vVerything within

imagine. Craft opposed by Perception or Logic. the volume 1is

SL’5 the illusion may have sound, taste, scent, collapsed to the

and touch. outside size of the
volume.

NVISIBILITY At SL’15, the inside

Requires: SL’5 Wizardry dimension may be any
...Not so useful as you might think, as with most size up to 1-mile,
Cyphers, doing it yourself is usually easier. though fanciful
tales of volumes
that contain stars,
solar systems, and
galaxies are Llegend.

Any object or person fully within a volume is
invisible. Any object or person partly in or out
of the volume is unaffected.

SL’16, anything made 1invisible cannot cause or
suffer damage.
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LEVITATI®N

Requires: SL’1
Wizardry

...Elevators and
stairs are ubiquitous
and safer, what is the
real point here?

Objects may be made to

gently rise or fall
or float within the

volume, Move up to
10-Inches per round.

SL’5 Grounding, all
within the volume 1is
crashed to the ground,
suffering dé non-lethal
damage per Inch of
height.

SL’10 Splat, all
within the volume

is crashed to the
ground and fixed to

the ground, unable

to move, suffering dé6
Lethal damage per Inch
of height.

LIGHT

Requires: SL’5
Wizardry

...Those that would
sneak are up to no
good, do not let them
sneak.

No darkness,
invisibility, or
shadow is possible
within the volume, all
is rendered in vibrant
oversaturated color.
SL’10, all within the
volume is made light.
Only creatures made

of light may affect

a creature made of

light. Undead made
light are destroyed.
122
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LiGHTNING ARMGR

Requires: SL’1 Wizardry.
...An eye for an eye,

so the saying goes,

but beware, for it is a

warning, ONLY an eye for
an eye, be just.

Anyone within the volume
that suffers damage,
causes di12 lightnin
damage to the attacker,
no matter the attacker’s
range.

LiGHTNING STORM

Requires: SL’5 Wizardry
...Violence and
destruction, there is

no place for this in
civilized society. So
of course, this is every
Wizard’s favorite Cypher.

A swirling storm of
lightning fills the volume
causing d6(xSL) damage

to all within, Wizardry
Craft opposed by target
Elegance roll to suffer
minimum damage.

You may instead cause fire
damage 1if your FYR stat
is 10+ or cold damage if
your SHD is 10+.

NEGATIGN

Requires: SL’5 Wizardry
...Destruction is a
preoccupation of many
Wizards, this is another
example.

Any magical or
technological effect has
its Craft reduced 1 per
Craft of the Wizard.

At SL’10, any item Craft
reduced to zero is
destroyed.

sS S

...Secret Places are
ubiquitous among
Wizards,
use and ability, to
provide creature
comforts anywhere
1s* famous, gseemingly
summoning entire
camps, ‘stables,
vehicles, anhd *%ouses

fiLled with robot . ®-

servanfg out -of ‘thin
air.’ But dlso,

their «cruel misuse”
made famous in ‘story
is why nmost hate’
Wiz&nds on :general
peincipal, assuming
hey, are”all evils e
otherfuckers.

A volupe.ereated
requiring 4 I-day
pep-Craft ritual’ to?
cemplete during incH
time the Wizérd makes
2 Command words, ohé
of ‘open’ and bne for
KGIosa
is permanent until
dispelled. Each®
Secret Place causes
the Wizard 1°Pain.

Wizard along with
anything and anyone
ertirely within' the
volume at the time
(Craft vs Might or
When

The" volume ™

their clever .




Requires: SL’1@ Wizardry i :
.This has- led to the prevalence of fresh ‘boxes and canisters used to

‘contain food, 11qu1ds, and other perlshables indefinitely. f

Lunch boxes costing '10°mils, home size ‘fresh’ cablnets being about
100°mils. The ubiquitous nature of ‘fresh’ boxes méans that many
‘ancient’s tombs, and forgotten complexes are ‘filled with ‘fresh’ foods,
11qu1ds, beasts, prlsoners, and even corpses, the ‘fresh’ casket

somethlng of a favorite among certaln cultures. !

Tifie stops within the’volume.- Craft opposed by Elegance.__Light'is
.. not affécted by ,time stop. Anything not’fully within the volume is
. R 8. g - unaffected.

T

B " ‘ : - . A G T e
: .. 7. -SUMMSN GARGBYLE -
; ; Requ1res SL>T W1zardry & 1 minute per SL ritual

.Xai gd%goyles are, creatures of elemental,earth from the ‘famed
Chthohlc Clty below Xai’s primary subworld. Gargoyles aré a logical
kind; master ehgineers with a desire to bu11d and protect. Gargoyles
have control of all things .earth, stone, ice, volcanic, gravity, and .
mathematics. ~ GargoyIe of PL’15+ have the power to grant wishes*.

Gargoyles will 'bend thelr wishes to constructive purpose

*No being of Xai may ever (as in never ‘ever’ and never agdln) be the
recipient of more thap 3 wishes in.the span.of thEIP ex1stence allve,
dead, or otherw1se

Summon the nearest gargoyle into the volume, Power Level not more than'

Wizardry skill level, Might roll to shatter the volume if the gargoyle
.is feeling Frlsky

.%he gargoyle witl perform the task as described during the summoning
Gargoyles become very angry-if ,asked to attack or break things,
preferring to defend and make things.

o

ritual.



SUPPRESSIBN

Requires: SL’1 Wizardry

..Commonly available, Llikely the first taught an
apprentice. Rare in that its use cannot easily be
turned to harm.

All within the volume are immune to lightning.
Enchanted Damage may never be prevented.

At SL’5, if your SHD is 10+, those within are also
immune to cold. And if your FYR is 10+, those within
are also immune to fire.

At SL’10, ALL within the cube are immune to non-Llethal
and Llethal damage.

SURFACE FORCE

Requires: SL’5 Wizardry.
..Like any wall, it protects in both directions. So
very useful, let me count the ways..

Nothing larger than a grain of sand may pass through
the perimeter of the volume in either direction. A
surface may be shattered by Might skill or ignored by
Bypass or Shadows skill. The creating Wizard may move
through the perimeter unhindered.

TEEEKINESIS

Requires: 5 Wizardry

Serlously, how lazy do you have to be. There are
entire Wizard homes and laboratories designed that
nothing ever need be physically touched.

Objects metal or stone within the volume may be moved
by the Wizard within the volume. Craft opposed by
Might or Elegance as applicable.

TRANSITI®GRIFICATI®N

Requires: SL’10 Wizardry

..Turning things to gold was once popular, so
popular, that gold in the City is less valuable than
clay.

Objects of metal or stone are turned into another
metal or stone such as lead, granite, sand, or salt.
The mass of the object is reduced by half. Craft
opposed by Might or Elegance as applicable.
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Sorcery Skill

Requires the character be a female
Hathan or have spent 8-years as an
apprentice under a Sorceress.

Skill Level not more than Physigue.

The skill of seductive artistry, the
body remade as a life so vibrant as
to change the underlying genetics of
creation. Change the perceptions of any .
person you can touch.

Skill to dispel magic, Sorcery roll vs
opposing magic Craft. If unsuccessful
or otherwise desired, the magic is
suppressed so long as concentration is
maintained, burn 1'0OD concentration.

Female characters gain () Sorcery males
suffer (-4).

You be@in piay with 3 Charms.

You may thereafter learn a Charm instead

of a skill proficiency.

When successfully attacking with a Charm,
roll dbé%, a 1 indicating the Witch :
suffers elral Burn, meaning that no
Charm may be used for dl2 hours. %At
SL'6 roll dl2.

Charms are always made as a melee
attack, Sorcery attack roll vs target
melee defense. Determine Mark and
critical as normal.

The range of Sorcery melee attack may be

extended up to 1-Inch per skiil level,
Items worn as self are considered as the
person wearing and or carrying them.

Charms endure as noted in the
description of each.

A Charm may be crafted into a peotion,
requiring d12 hours to brew per dose
once all materials and apparatus are
available.
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#OF MERCY

i Sorcery is the dominion of the

—= 5 Sisters of Mercy, once loyal

priestesses of the Empress, now

~ hunted villains of the ruling

=Great Houses and the Wizards of
AFON.

[ he guiding star of the Sisters is
‘the finding of children gifted with
sMral sight, Arcane (born to an

5 Jartifact-human mother) and Myrddin
g (born to a post-human mother),

"~ raising them safely away from

. hunting Great House Inguisitors,

T '*'hungry Wizards, and nefarious
Xuvarians that seek the child's
~~cure or death.

-+The Sisters are famed for their
-———hospitals and orphanages, both
pre-war and modern. This makes

P the politics of the Sisters is
complicated, as the sorceresses
tend to be healers, popular heroes
i ‘among the public, sworn to help

¢ any in need, even those that would
hunt them. They also represent
the last organized power of the
Empress in the City and many have
come to regret their betrayal and
g-.part in the war that brought low
their beloved goddess and are now

The Sisters do not oppose the
#M.Great Houses, but their example
reminds the people of the Empress,
her light, compassion, and her
heyday Strange Doorways leading to
~+-a million paradise worlds, a time
_past, the way closed since the end
dof war, the peoples of the City

s trapped. The betrayal, invasion,
o nd war a disaster that the

Great Houses would see forcefully
:_forgotten.
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mA;pha&.etxca; ‘List of Sorcery charms
Charms are the magic of life, unknowable by anyone or’

'Eanythmg not alive, usually learmng Charms as part of
Sorcery Skil.

MI’C is worthy of note, that sSome.undead steal Health
. from the living such as Ghouls, Vampires, and
g¥lichborne, and while flush with Health (at least half.
2imaximum health), may also learn and use Sorcery and
Charms. ' ! . X .

BEArcane may.learn any Charm as an e'lral Lage of . " »

UPhys:.que. : S : : g

5 Sorcery & d6 round ritual or instant & suffer d6

Duration: Permanent as noted.
The world is a dangerous place, caution is advised
rv Target is (+d12 or -d12) armor, a roll of 12 dispelling the charm. |

B S1°10 Violet Butterflies, target gains a shimmering shield of violet
butterflies with d66 health, enduring until shield health is lost to |
damage or the target sleeps.

a8 S1.°10 Sunder, target armor is reduced to zero, enduring until the
@ target suffers d66 damage or the target sleeps.

dBlessing o f Defense
Requires: Sorcery & suffer 1 non-lethal damage.
Duration: Permanent as noted.
A special kind of blessing, a tool in every Sorcerers
A Loolbox.
Target is indistinct, elusive, quick, gaining +d12 Defense, a roll
"% of 12 dispelling the effect.

SL 5 Hunter’s Mark, the target glows bnghtly, in sharp focus
ddl2 12 di h

Duration: Permanent as noted.

“It is easier to eat and o leave this charm unknown
Target need not eat or drmk or expel waste, enduring until the
target eats or drinks.

SL’5 Starvation, cause target to suffer (-1) skill rolls per day of
Starvation. Enduring until the target eats or drinks something
poisonous (Craft equal or greater than Craft of Blessing.




Duration: Permanent as noted.
Sometimes violence is inevitable,
but not for you.

B Target is not viewed as a threat and
#will tend to be ignored. Sorcery Craft
s onlooker Perception roll to notice
Sotherwise. Any violent action by the

target will dispel the effect.

B Duration: Permanent as noted. )
BAnyone may be a beast of burden, i

treat your beasts kindly

fTarget Carry is x1 per Sorcery SL.

Carrying less than your original Carry
ill dispel the effect.

8lSL’°5 Weakness, target Move reduced
to 1. Carrying no load will dispel the

SL’5 Insomnia, target cannot sleep;

W suffering (-1) skill rolls per day. If the

penalty exceeds d12 (+1 per Physique
SL), the character will collapse to sleep
exhausted, dispelling the effect. Each 8

hours of sleep thereafter will reduce the %

penalty by 1.

8 SL’10 Unrest, lay a corpse to eternal

rest, or animate a corpse to wander,
doing as you say when within sight, but

@ otherwise mindlessly seeking vengeance
Bl upon the living. Undead target is made

comatose for d12 hours.

o;f Sfee
L’1 Sofcery & suffer 1 non-
lethal damage.
Duration: Permanent as noted.
Always useful, freely known and
-ained
arget is double move, sitting or

dsleeping will dispel the effect.

SL’S Root, target Move reduced to zero,

L’ Sorcery & d6 round

ritual or 1nstant & suffer d6 non-letha .

Hdamage.
Duration Permanent as noted.

: 'xcouraged, neldmer is good.

arget is (+d12 or -d12) damage, a roll

of 12 dispelling the charm.

of Slee

) Sorcery?
B Duration: Permanent as noted.

Moleep is easier, but there

aiways seems to be something

to do. Beware of the dark side of
fambition.

arget need not sleep or is made to

sleep for d12 hours*, suffering no ill
effects from hunger or other biologic
@function. *At SL’5 time is days, SL’10
weeks, SL’15 months.

Sktll

L Sorcery & d6 round

fritual or 1nstant but suffer d6 non-
i lcthal damage.
@ Duration: Permanent as noted.

Rlessings are to be encouraged, [
but should the heart turn dark, a &

Mihlessing turns to curse.

arget is (+d6 or -d6) to all skill rolls, a
roll of 6 dispelling the charm.

SL’5 Expertise, target is (+d12 or -d12)

tto ONE skill, a roll of 12 dispelling the

charm.

SL’10 Muse, the next d12 skill rolls
of the character are blessed and will

B succeed (MK’0), followed by d12 skill

rolls that are cursed and made to fail.




Blood Dolf

Requires: SL’5

Duration: Concentration

...Rarely taught, often found only in dark scrolls of forbidden charms.
There is no moral justification for its use on sentient beings, but its
use on beasts of burden and cavalry horses is morally ambiguous.

Half of any damage you suffer is INSTEAD suffered by the
target. If the target’s Health is reduced to zero, you suffer d12
Stun and concentration is broken.

SL’10 all damage is suffered by the target.

ﬁreat/f & [ ow‘n

Requires: SL’1 Sorcery
Duration: Concentration
...As with any tool, its misuse is the responsibility of the user.

Target may breathe as native their current environment.

SL’5 Drowning, cause target to drown, “breathe” as non-native

the current environment, suffering (-1) to all skill rolls each round.
Falling unconscious when the penalty exceeds d12 (+1 per Physique
SL) & dying the same number or rounds thereafter. While unable to
breathe, the victim may not speak.

SL’10 Vacuum, the volume made as the cold vacuum of space, the

target suffering half their current health each round (drop fractions). |
- 3 wih v -

‘Gommand o ain

Requires: SL’1 Sorcery & suffer d12 non-lethal damage.

Duration: Permanent as noted.

...The vilest charm, there is no excuse, its use rightly punishable by

death.

Targe suffers d12’Impale as suffering pain until they perform

orruption
Requires: SL’1 Sorcery & suffer d12 non-lethal damage.
Duration: Permanent as noted.

...Found in foul books written by the cruel.

Target suffers 1-non-lethal damage per round until health is
zero.

SL’5 Bleed, target suffers 1-lethal damage per round until health is
zero.

SL’10 Corrosion: target current Health reduced by half each day until
zero (drop fractions).




Cure Blindnessga2t n25 18
Requires: SL’1 Sorce Req ires: SL’1 Sorcery i
Duration: permanen Duration: Target must burn 1’OD
...Blindness is especially defeating inf¥glessts 1sTeye8 :
the moment, but the penalty may be _...An.qdd sort of Charrn with some clever
offset 1 per Perception SL after livinglIX} ! b
afflicted for a while.

Chuse a living target to appear dead
Target is cured of blindness orfl|ZS e elalolo BT INe oje T Icls Moy A E=Vi e :
made blind, suffering (-d12) to sightie{CileldiniNobiR-1a] CRToN (-1 Ve e [cTe &
dependent skill rolls and unable tofREiy-(G@at:NnleYR:1s\% time they’ choose,
gain advantage. _-pegatlng the effect, though no' amount
, . | of pain or damage can cause a target
SL’5 You may instead cure or causcis involuntarily moéve or otherwise

deafness, numbness, or loss of scent SRR ISNN I NI vy though
taste.

L . comatose, the target need not eat, :
TR WY drink, breathe, or otherwise perform
Requires: SL’5 Sorcery. SN biological function. ;
Duration: Permanent as noted. I
...Freely taught and known by all
Sisters of Mercy.

SL’5 Preserwation, you may cause a

corpse.or formerly living materials

| such as food, wood, and bone, to be

Target’s lost limb or organ isPR AL N Nl g Cloi VS
regenerated, requires a d12 hou eﬁ” ect is permanent until dispelled.

ritual, you suffering 1 lethal damage

S e L 4 SL’10 Painless, lzvlng target is made

* durable, lgnorlng non-lethal damage

SL’10 Lame, target location (random infkeae! unconsciousness, suffering death
combat) is withered useless, you suffe only after failing 3 Lyfe Checks or an
d12 lethal damage. instant death cntlcal eﬂ'ect

. “ o -
s . . i -
] ; " s ; H g

} te W : Requues SL’1 Sorcery. .
. Duration: Concentratlon or d12-hours but suffer d12 non-lethal damage
...Commonly known and freely taught. Sorcery is scary. Courage jewelry is

: com_mon among the iwealthy, 1°Sov, preventing fear. Less expensive options are -

; available from street vendors'thrdughout the City but none will prevent fear. :

Target is compelled to get as far from the Sorceress as fast as pos51ble,
suffering ( 1) per Sorcery SL should they act otherwi'se

L
.

-SL’5 Heroism, target is immune. to-fear; feeling heroic, lndomlnable galaing (+4)

attack but (- 4) defense. ' The undead are driven insane, attackmg anythmg that

moves suﬁ‘enng (-d12) defense. &gt

SL 10 Terror, target collapses into a fetal ball, likely suffering:an insanity. The
undead will go msane ripping d6 health chunks from t;hemselves each round.

L

_ such suffering i is “felt” normally. While

Aty ~ =¥ - Pl T ; v AT

o 4l . o Y ; " ¢ 40 4 e o« T
: . 2 : ‘ ; . . :
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Reqlglres SL’1 Sorcety
Duration: Permanent until target-lands.
..When is flight not useful?

Target may fly. Move as on ground able to hover and
‘swim’ through the air.

At SL’5, Water Flight, the target may move and swim through
water as if air.

At SL’10, Swdop, x10 Move while ﬂylng

Floral érawtk

Requires: ‘SL’1 "Sorcery . .
Duration: Permanent per thé normal living conditions of
vegetatlon

..Charms are Life, and Llfe is drawn to: you

q L .
Cause a seed or plant or tree to grow to flower o'r fruit.

SL’5 Cage of Vines, cause: vines (or $imilar native vegetation)
to grow up under the target, causing d12’Paralysis. ,Sorcgry -
Craft vs resistance Might or Elegance or Bypass or Shadois
to escape. At SL’10, thé target may be drawn down into the”
ground’ buried alive*in di12 rdunds Uy K
SL’10 Wall of Vlnes, causes-a: wall of vines (or similar*native
vegetation) to break from target floor, wall, and ceiling, up

to I-Inch (2-yards) per sKill level square. Craft of vines vs
resistance Might or Elegance or Bypass or Shadows to' get
through. May be used to bind doors, block windows, or most
any clever use to slow or trap or demolish.

-

Requlres SL’1 Sorcery.
Duration: Permanent

..Rarely known or taught, there is no moral Justzﬁcaaon for
the taking of freewill.

?or et : .- j }

Target will have no memory of the last and next
1-round* per Craft (*at SL’5 the time may be minutes,
SIZ’10 hours, and SL’15 days). The memories remain but
are suppressed and the Forget may be dispelled opposing
Craft normally

SL’5 New Experience. You may replace. lost memories with-
fiction.

SL’10 Amnesia, wipe the mind of the target. Skills and
languages are not lost, but how and why and who are gone.
You may, by d12 hour ritual,*replace their memories with a
storybook life. - . -




Halo

Requires: SL’5 Sorcery
Duration: Concentration
...Freely available and useful, let the anger and violence wash over you.

Target may not touch or be touched
by the living, undead, or once living material, effectively immune to sorcerous
attack and unable to eat food.

SL’10, Circle of Protection, a 1-Inch per SL sphere centered on the target, pushing
anyone the Sorceress does not like to the outside edge of the halo. The halo moves
with the target. Craft opposed by Bypass.

#m!m CAress

Requires: SL’1 Sorcery
Duration: Permanent
...A long channeling heal, deeply intimate, often erotic, for both target and crafter.

Target is healed 1 non-lethal damage per round of concentration.

SL’5 Hand of Blood, once all non-lethal damage is healed, the target is healed 1
lethal damage per minute of concentration.

SL’10 Hand of Lamneth, once all non-lethal and lethal damage has been healed,
target is healed 1 enchanted damage per hour of concentration.

¢ r f ATy e :
Healing Grace
Requires: SY’T Sorcery
Duration: Permanent
...A powerful but sacrificing heal of the pure hearted, few achieve such love.

For each 1 Enchanted Damage you choose to suffer,
target is healed d12 damage (non-lethal then lethal but never enchanted).

SL’5 Heroic Gift, target is restored to full health,
you are reduced to half-current Health.

SL’10 Living Sacrifice, target corpse is raised to life & full health
ou (or living sacrifice) are reduced to zero Health, make a Life Check.

Healing Touc
Requires: SL’1 Sorc & d6 round ritual
or instant but suffer d6 non-lethal damage.
Duration: Permanent
...A quick heal, likely the first Charm taught an acolyte, from you, life flows.

Target is healed d12 damage,
non-lethal damage healed first, lethal damage next, but never enchanted damage.

SL’5 Touch of Light, target is healed d20 damage,
if the target is Undead, it instead suffers d100 lethal damage.

SL’10 Lay on Hands, target is healed d100 damage,
if the target is Undead, it is instead disintegrated.



Tnvisibifit
Requires: SL’
Duration: Permanent until
broken by use of any Skill
except Elegance.

...A tool no more nefarious
than the user, but still creepy.

Target is made invisible.

SL’10 Ethereal, target is
made ghostlike, immaterial,
unable to be seen, touch or
be touched except by the
ethereal. Move is flight, able
to pass through any except
ethereal walls, floors, and
ceilings. Creatures of the
Pale can see and touch you
and you can see and touch
the denizens, buildings,
streets, and alleys of the Pale
Metropolis. Target may burn
1°0OD concentration to perform
skills while ethereal.

ires: SLl Sorcery
& suffer d12 Enchanted

Duration: Permanent
...Taught only to those proven
most worthy, its misuse a
crime against nature.

Raise a corpse as undead.
Target skills and mind are as
when alive except they suffer
. The undead need
not breathe and must make

a concerted effort to force a
gasping breath to speak and
are otherwise ‘undead’, with
all the benefits and curse that

SL’5 Death Touch, kill a living
target or destroy an undead.

SL’10 Life Touch, restore
a corpse or undead to life,
1-hour per SL ritual.

ﬂZ;nJ ﬁoacfz

Requires: Sorcery

Duration: Permanent

...Secrets are a matter of
perspective, be wise, for what

you know, and experience is not
so easily forgotten, especially

the horrors contained within a
criminal’s mind. Sometimes, it is
hard to know whose memories are
your own.

ou may know the target’s
current thoughts and read
the target’s memory of the last
1-round* per Craft (*at SL’5 the
time may be hours, SL’10 days, and§
SL’15 years).

SL’10 Deep Thoughts, you may

sift through the memories of the
target’s life, requiring a 1 round per
SL ritual, causing, and suffering 1
lethal damage per round of ritual.

«7)’(9&&9&&1'071
Requires: SL’10 Sorcery. e

Duration: Concentration A
...One of the most detestable

n-.lL o
charms known, villainous, cruel, but%";’k

B~

so much fun with a willing partner. q._ ';,_f

Possess target body, your body
is possessed by the target’s

spirit. While in possession of the _
target, all memories and skills are [
[your own, not those of the body
[you possess, rather you are a

your Skl Leve*s are reduced
y half (round down).

When finished, the two spirits B
return to their respective bodies, no. #
matter the distance. If one of the

bodies dies by accident or intention
(perhaps a sick sort of immortality)
the duration is immediately ended, &
and the possession of the I

2 3

living party made permanent,

it

and all skill levels permanently i A * L
reset to half. s e

[ ; {E »

£






3011/[66‘6‘ 45{966/;

Requires: SL’1 Sorcery.

Duration: Concentration

... Talking to beasts and trees might
seem harmless, but their ‘thoughts’
are hungering, bereft of morality or
compassion.

You speak with any soulless or non-
sentient flora or fauna, including plants,
trees, animals, beasts, demons, undead,
and monsters.

SL’5, Creature will do as you suggest.

SL’10, Creature will do as you command.

306&/]&6‘6‘ 3ummon§ cgouff‘ufﬁummona

Requires: SL’1 Sorcery & Soulless Requires: SL’5 Sorcery & Aura, 1
Speech, 1 round per SL ritual. hour per SL ritual, and something
Duration: Permanent personal of the person such as
...Not knowing from whom you steal is blood, hair, or a handwritten letter
still theft and walking into a lion’s cage  sjgislcleleiglejs Mol i=NuiololsTeMusids W e1biy
and killing the lion in self-defense is still  NjtalB

murder. Duration: Permanent

...Perhaps the most powerful Charm
known, its use has changed the
course of history, usually for the
worse, beware.

This ritual summons the nearest animal,
beast, monster, demon, undead, or
similar soulless creatures as noted.
During the ritual, the Sorceress describes
the characteristics of the creature ai prisons and the wealthy are
desired, and the nearest closest match aware of sorcerous summons,

will be summoned. Nothing with a soul  [IRelzileReialelYolginteRylIVVligVNela

may be summoned. You may specifically [eyjghaialelolgRlel=ieS RV i Relell ol W Vel
summon any such creature branded with [N abilel kW 1W=1ingY=Ido 1gTeIaToleIR
your Sigil. Fixing Jewelry costs 1’Sov, a prison

collar 200°mils.
You may summon the nearest d20

chickens, giant rats, barn cats, Summon a person with a soul.
pigs, goats, cows, horses, or similar Sorcery roll vs target resistance
domesticated farm animals. Might or Shadows or Aura roll. If
successful, the target is brought to
SL’5, you may summon the nearest d12 you, if unsuccessful, you are
Power Level 0—4 wild beasts, undead, summoned to the location of
demons, or similar creatures. the target. You may try to be
nsuccessful, choosing your lowest

SL’10, you may summon the nearest d6 h A
Option Die roll.

Power Level 5-9 wild beasts, undead,

demons, or similar creatures. SL’10, you may describe a ‘person’

during your ritual, summoning
the nearest person most like your
description.

SL’15, you may summon the nearest
Power Level 10+ wild beast, undead,
demon, or similar apex predator.
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W oicked Glaw

Requires: SL’1 Sorcery
Duration: Permanent
...Weapons are easier, the practical
use of this Charm uncertain but
the hate required to manifest such
violence is disturbing.

Target suffers d6(xSL) non-lethal
damage. You suffer d12 non-lethal
damage.

SL’5 Bloody Claw, target suffers d6
(xSL) lethal damage. You suffer d12
lethal damage.

SL’10 Silver Claw, target suffers d6
enchanted damage. You suffer 1
enchanted damage.

Sufferin
Requires: SL’1 Sorcery.

Duration: as noted.

...There is no moral justification for
knowing this Charm as torture is
its purpose, may you be forgiven
your cruelty.

Charm to inflict suffering:
4’Impale for d12 hours (SL’5
days, SL’10 weeks, SL’15 months).

SL’5 Wrack, target suffers 1’Impale
per day for d12 days, thereafter,
Impale is reduced 1 per day.

SL’10 Ruin, target suffers 1’Impale
per day. Suffering more than

d12 + Physique SL tends to cause
insanity and coma.

Duqggestion

Reqﬁ%%s: SL’1 Sorcery & target
must understand your speech.
Duration: Permanent

...The taking of freewill is always
evil. Such is the fear of this Charm
that Sorcery is illegal among the
Great Houses, and its practitioners
put to death when found.

Freewill jewelry, costing 1°Sov,
is common among the wealthy,
preventing fear and suggestion,
fake freewill charms can be
purchased for less.

Target will do as you suggest in
the next d12 rounds, so long as
the suggestion is something they
might normally perform, having no
memory of performing the act.

SL’5, Hypnosis, target will do as
you suggest in the next d12 days,
having no memory of performing
the act.

SL’10, Command, target will do
as they are told, now, even to risk
of life, and have no memory of
performing the act.
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Word o :ﬁeat/f

Requires: SL’S Sorcery.

Duration: Total Concentration

...Fair warning, the dead lie.
Knowledge comes with a price, and this
knowledge is rarely worth the cost as
memories of death are unforgettable
and the life of another may become
your own.

Speak with the target corpse.

SL’5, Final Moments, you may
experience the last d12 hours of the
corpse’s life as if you lived it. Suffer
d12 rounds of coma, a 12 indicating
you view the death as your own.

SL’10, Life Lost, you may experience
the whole of the target corpse’s life as if
you lived it. Suffer d12 hours of coma,
a 12 indicating you view the target’s life
as your own.

Word of Praver

Requires:"SI/'1 Sorcery & d12 round
ritual.

Duration: Permanent

...If you are not a believer, this Charm
is powerless. If you are not a believer,
your life is meaningless.

If you believe in a power greater
than yourself, your next skill roll
will succeed.

SL’5 Omen, you receive a favorable
omen when faced with a choice, such
as which direction to take or who to
trust.

SL’10, Query, you receive a relevant
fact.

SL’15, Quest, target believer is
commanded to complete a quest, to
achieve a specific and individual

task. If the task is vague or unclear,
the magic fails. Any skill roll made in
furtherance of the quest is made with
+1°0OD. Any skill roll made in disregard
of the quest or for personal benefit is
made with a single OD. Enduring until
the quest is complete.




W»rc[g‘yfe athy

Requires: SL’1 Sorcery

Duration: Concentration or
d12 hours.

...Useful among the willing,
a terrible violation when
unuwilling, please, be kind.

You may mentally speak to
the target and they to you,
no matter their language or
later distance.

SL’5 Psychic Scream, total
concentration, you may
scream into the target’s mind,
causing d12’°Stun.

SL’10 Mind Spike, total
concentration, target is
rendered comatose for d12
hours, you suffer d12°Stun.

Word af
um{erstnm{t

Requires: SL’1 Sorcery.
Duration: Concentratlon or
d12 hours.

...There is no greater good
than understanding, this
charm is freely available and
is likely the first learned by
an apprentice.

Target understands any
uncoded speech or writing.

SL’5 Babel, target speech &
writing is incomprehensible to
anyone but themselves.

SL’10 Secret Script, target
may read and write secret
script, roll Sorcery vs secret
script Craft. As the target
writes, anyone they wish to
understand can freely read
the text, even if no one or
everyone. Most all signs in
the City are scribed in Secret
Script.




The City, Clockwork Shilara e'Xai the Eldritch Metropolis
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The Island, Xavia Xai the Mistress Lands
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The Dragon Spiral, Xai e'Drax Miral
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Skill Roll & Skill Craft

Skill
Roll
(Option
Dice)
1'0D+SL
2'0D+SL
3'0D+SL
4'0D+SL
5'0D+SL

Skill
Level
(SL)
0-4
5-9
10-14
15-19
20+

Body Location

Effect

ankle
knee
hip
fingers
wrist
elbow
shoulder
groin
lower intestine
stomach
lung
heart
neck
face
head-brain

half-Move
quarter-Move
Move 1

lose 1d4

hand useless
arm useless
arm useless
eunuch-barren
unable to eat
unable to eat

half-maximum-Health

dead
dead

l:eye, 2:ear, 3:nose, 4:jaw

death or coma




A few other skill effect modifiers as adjudicated by the game master

SITUATIONAL MODIFIERS

Melee Cover, a range target within a melee is random.
tleiee Range, (-4) Range Attack within melee.

Cover, (+1) defense per 10% cover as adjudicated by the game
master.

Flurry Attack, Craft Attack & Defense, cause MK’@ damage to d6
targets within a melee, range attacks requiring at least 2-shots
per target struck.

xImpale, (-1) per Impale to all skill rolls until the source
of the Impale is removed, such as arrows, critical damage, and
poison-disease. 1Impale stacks.

x¥Stun, (-1) per Stun to all skill rolls, the penalty reduced
1 per round or 1 per minute, hour, or day as adjudicated by the
game master. Stun stacks.

xPain, (-1) per Pain to Ritual MA, Aura, Performance, Physique,
Perception, Ferocity, and any skill roll Laced with e’Mral
mists. Pain stacks.

xParalysis, (-1) per paralysis to Move. Paralysis stacks.
Drowning-Asphyxiation, unable to speak or breathe, suffering
1’Impale each round. When Impale = d12 + Physique SL, character
is unconscious, then dead the same number of rounds thereafter.

Knockdown, burn 1°0D concentration to stand back up. Suffer
4’Paralysis while on the ground.

Group advantage, highest member of group makes skill roll,
gaining +1°0D per 2 group members.

Individual Flank advantage, (+2)attack & (+10%) Critical
Individual Back advantage, (+4)attack & (+20%) Critical

Individual Surprise advantage, (+10)attack & (+50%) critical
chance.

Individual Helpless advantage, attack vs half-Perception
Craft & (+100%) critical chance & selected location.

Invisibie advantage, cannot suffer individual flank or back or
surprise advantage, gain (+4) attack & defense.

Opportunity advantage, gain a free 1°0D attack as
adjudicated by the game master. Usually when one enters or
leaves a melee.

Size Advantage = Larger Size / Smaller Size drop fractions.
Multiply damage caused and divide damage suffered by Size
Advantage.

Multiply Damage = multiply weapon or effect damage, never
multiply Mark (Mk). Only apply the highest multiplier.

Divide Damage = divide total damage suffered, after armor and
similar damage reductions. Only apply the highest denominator,
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