Characters - 4.03


SKILLS
Existing Skills
Biology -  Because of the us-versus-them mentality of the known worlds, Biology is further separated into Terrestrial and Xeno Biologies. The Terrestrial School is involved in the bio-systems of regions that support predominantly human life. The Xeno school is involved in the bio-systems of regions that support alien races. These different bodies of study carry all of the normal specializations of the Biology Skill and default to one another at -2. There are no penalties for different planet type in the Fading Suns setting. Terraforming made all planets similar enough that their biomes don’t differ radically.
Chemistry – The Chemistry Skill has been replaced by Alchemy in the Fading Suns setting, any skill with a chemistry prerequisite now has an Alchemy pre-rec. Unlike other skill substitutes Alchemy is not just a chemistry re-name, chemists are genuinely capable of chemical manipulations that to the uninitiated are akin to magical powers.
Computer Hacking, Computer Operation, Computer Programming – These skills have been renamed to Think Machine Hacking, Think Machine Operation and Think Machine Programming, respectively.
Electrician - The Eletrician skill is renamed to Volt Redemption.
Electronics Repair – The Electronics Engineering skill is renamed High-Tech Redemption (Specialty) in the Fading Suns setting. 
Electronics Operation – The Electronics Operation skill is renamed High Tech: (Specialty) in the Fading Suns setting. 
Mechanic – The Mechanic Skill is renamed Mech Redemption in the Fading Suns setting. It includes new specializations for Fission Power Plant, Fusion Power Plant, Life Support, and Reactionless Drive
Physician – The Physician skill is renamed to Physick, first aid and surgeon remain the same.
Savior Faire - Specializations in the Fading Suns theme are a bit different than the norm. The primary three are “Noble” for the etiquette of household and political interaction, “Guild” for the etiquette of negotiation and trade, and “Church” for the etiquette of discussing topics of faith. Servants use savior Faire: Noble as their rules of behavior aren’t different than that of those they serve. Savior Faire: Police is replaced by the savior faire of whichever faction provides law enforcement in the jurisdiction. There is no Savior Faire Mafia, even where organized crime isn’t controlled by the Scravers it follows Savior Faire: Guild because they admire the business-like professionalism of the Guilds. There is a Savior Faire: military but it isn’t really practiced outside of Military bases or battlefields. It’s still a useful skill for those that want to convince hard-ass Muster Mercs or retired House Generals that you’re one of their rank and file. Savior Faire: Dojo is replaced with a Savior Faire for the specific Dojo, school, or fencing hall you train at, as each master has their own peculiarities of how to be shown respect. Even two Shaidan fighting schools that branched from the same original style could have vastly different terms of address or expectations of obedience. However Savior Faire for Martial Arts isn’t a critical skill as you advance in that environment based on capability more than good manners.
New Skills
Alchemy (Mental/Very Hard) – The study of Alchemy integrates aspects of Philosophy, Physics and Occultism in the study of matter in its various states and how it can be changed. A Talented Alchemist is able to concoct a wide variety of drugs and poisons and some say magical potions. It can also be used to identify substances or understand a chemical process.
Crewman (Space) – This is basic familiarity with procedure and operations aboard a starship. It gives characters an understanding of alerts and terminology commonly used on starships, helps identify possible problems on the ship, allows them to use basic ships systems like airlocks and intercoms and it is a knowledge of starship mythology. Someone with the Crewman (Space) skill could check indicators on life support systems and replace the canisters that were exhausted but they wouldn’t be able to interpret a life support error indicator.
Navigation (Space) This is the ability to plot a course through a star system between planetary bodies, to and from the Jumpgate, or to and from any other celestial body in the system. It involves complex calculations of the gravity and motion of celestial bodies. In the Fading Suns game world this skill has a prerequisite of the Physics skill. A successful roll will allow a ship’s navigator to plot a course that will take their ship to it’s destination in the normal calculated time. A critical success doesn’t make the journey any faster but it reduces wear and tear on the ship. Failure means that the skill will have to be re-rolled and that another 50% of the normal calculated time between origin and destination will be added to the duration of the trip. A Critical Failure would mean that the starship is likely pulled into the gravity well of a nearby celestial body and the pilot must maneuver to escape it or else the ship is sent so far off course that the journey time is potentially more than doubled.
Pilot skills – Because of the lack of automation and safety figures in aircraft and spacecraft of the fading suns world most piloting operations are procedurally driven. If the character specifies they are taking 5 minutes to make a pre-flight or pre-entry check to  head-off any possible issues, they may take a +2 to basic take-off and landing rolls. Otherwise there are no casual effort rolls involved in piloting craft.
Piloting (Contragrav) This is the skill of operating hoppers, skimmers, flitters and other contra gravity craft.
Piloting (Small Vtol) This is the skill of operating a starcraft under SM + 8 in atmosphere.
Piloting (Large Vtol) This is the skill of operating a starcraft over SM + 7 in atmosphere
Piloting (Small Spacecraft) This is the skill of operating a starcraft under SM + 8 in the Void
Piloting (Large Spacecraft) This is the skill of operating a starcraft over SM + 7 in the Void
Xenology (Mental/Hard) – This is the study of the culture and psychology of the major alien races of the Known Worlds. The knowledge is obscure and usually only come by with field work. A successful roll with appropriate penalty can remove the associated penalty for social interaction with a strange race or a culture influenced by alien outlooks. This skill has a specialization for each alien race.

Fighting Styles
Style Cost
A Character Point cost of a style reflects the minimum points needed to be a practitioner of the style. It is one character point per required skill for the style and one character point for the Style Familiarity perk for that style. Generally speaking the higher the cost of a style the more Techniques, Cinematic Skills and Style Perks it features.
Skills
A style’s skills are its irreducible core. They represent the majority of any student’s training. The most important skills are of course combat skills. Non-combat skills may show up as well, and say a lot about the style’s character. To learn a style and qualify to buy any of its other components, a student must spend at least a point on each skill under “Skills” (but not those under “Cinematic Skills” or “Optional Traits”). 
Techniques
Each style lists the techniques that students can improve via study at any orthodox school of that art – or even without

instruction, if they earn enough points during an adventure – once they’ve bought Style Familiarity and spent a point on each of the style’s skills. A martial artist doesn’t have to spend points on any of his style’s techniques. They’re always optional.
Style Familiarity
Each style has its own Style Familiarity perk. This represents rote memorization of the art’s stances and movements. It has little to do with performing such moves – that’s skill. It simply makes it possible to recognize those forms well enough that they won’t come as a complete surprise. In game terms, a fighter with Style Familiarity ignores -1 in defense penalties from feints and Deceptive Attacks by artists of a style they‘re familiar with. Any martial artist who “knows” a style should have its Style Familiarity. To learn a style and buy any of its other components, a student must buy its Style Familiarity perk. This is figured into style cost.
Style Perks
Improvements to combat skills and techniques correspond primarily to increases in accuracy. Not all advanced martial-arts classes have this goal in mind, however. Some teach how to fight under adverse conditions, eliminating penalties rather than providing bonuses. Others show students new, unorthodox applications of lessons they’ve already learned. Each form of special training corresponds to a special perk called a “Style Perk.” An exceptional time investment in learning the style’s more mainstream components is the surest path to Style Perks. Like any other perk, style perks cost 1 character point to buy. A student with Style Familiarity, and at least one point in all required style skills, may buy one Style Perk per full 10 points he has in that style’s techniques and required skills. A martial artist is never required to take Style Perks except as a prerequisite for cinematic techniques or skills. The training they represent isn’t universal, and is optional even when offered.
Optional Traits
These are Advantages Skills and in some cases Disadvantages that are common but not ubiquitous. They represent the sort of traits that are developed in the training. At the GM’s discretion the practice of this style could be a justification to purchase advantages in play although they may require the player to purchase the Style Perk: Special Exercise as a prerequisite.
Unarmed Fighting Styles
Graa (3pts)
Graa is the martial fighting style of the Vorox, taught widely to soldiers and hunters. It is a hand-striking art with grapple moves intended to immobilize foes for strikes. It’s principal attacks require the Vorox physiology. A human or other race could learn the tenants and styles of Graa but would not purchase extra movement or attacks or the style‘s Cinematic Technique. 
Skills: Brawling, Wrestling

Techniques: Break fall (Brawling), Choke Hold (Wrestling), Eye Rake (Brawling), Head Butt (Brawling), stamp Kick (Brawling), Dual Weapon Attack* (Brawling)

Cinematic Skills: Kiai* (Roar), Power Blow* (Brawling)

Perks: Neck Control, Power Grappling, Unusual Training
Optional Traits
Advantages: Enhanced Defense (Parry: bare handed) 5pts per level, up to one level, Extra Attack, Extra Move, up to one level

Disadvantages: None

Skills: Climbing, Combat Art, Tactics
Iron Heel (4 pts)
Iron Heel is an unarmed combat style made popular by the muster that emphasize powerful kicks and attacks meant to quickly disable foes. It is popular among the Guilds and many troupes of house soldiers. The Strength of the style lies in all-out combinations mean to end the fight before it begins. Iron Heel has a Drunken Style simply known as Drunken Heel.
Skills: Brawling, Wrestling, Tactics

Techniques: Aggressive Parry (Brawling), Disarming (brawling), Kicking (brawling), Spinning Kick (Brawling), Stamp Kick (Brawling), Uppercut (Brawling), Hand Catch* (Wrestling). Targeted Attack (Brawling Thrust/Brain)

Cinematic Skills: Power Blow (brawling)

Perks: Drunken Fighting, Iron Body Parts (Iron Legs), Rapid Reaction (kick), Unusual Training
Optional Traits
Advantages: Enhanced Defense (Parry: bare handed) 5pts per level, up to one level

Disadvantages: None

Skills: Combat Sport, Savior-Faire (Dojo)
Jox Kai Von (4 pts)
Jox Kai von or Jox Boxing is the  fearsome and distinct martial fighting style of the Ukari, taught widely among off world Ukar and those that have won their respect. Jox Boxing is a close-in striking art focused on crippling opponents. Jox Kai Von’s strength is in grapples that keep opponent’s in place for attacks that slowly cripple them.
Skills: Blind Fighting. Karate, Wrestling

Techniques: Acrobatic Stand, Aggressive parry (Karate), Arm Lock (Wrestling), Elbow Strike (Karate), Spinning Kick (Karate), Lethal Eye Poke* (Karate)

Cinematic Skills: Pressure Points*, Pressure Secrets*, Sensitivity*

Perks: Iron Body Parts (Iron Arms), Sure Footed: Uneven, Unusual Training
Optional Traits
Advantages: Enhanced Defense (Parry: bare handed) 5pts per level, up to one level

Disadvantages: None

Skills: Acrobatics, Combat Art, Savior-Faire (Dojo), Tactics
Koto (5 pts)
Koto is a notorious martial fighting style of deception and misdirection made popular during the uprisings after the fall. It is studied by wide range of people from freemen to nobles. It’s strength is in it’s unpredictable movement and unconventional attacks. Koto has a drunken style often referred to as “Gannok Boxing“.
Skills: Acrobatics, Brawling, Escape, Judo

Techniques: Acrobatic Stand, Arm Lock (Judo), Breakfall, Ear Clap (brawling), Evade, Ground fighting (Judo), Sweep (Brawling), Hand Catch* (Judo)

Cinematic Skills: Pressure Points*, Push*, Sensitivity*

Perks: Drunken Fighting, Sure Footed: Slippery, Unusual Training
Optional Traits
Advantages: Enhanced Defense (Dodge) up to one level, Flexibility

Disadvantages: 

Skills: Blind Fighting, Combat Art, Jumping, Savior-Faire (Dojo), Tactics
Mantok (5 Pts)
Mantok is the dynamic and awe-inspiring fighting style of the Brother Battle. The style emphasizes dramatic intimidating moves but it’s powerful strikes and throws shouldn’t be underestimated. It is practiced widely among their ranks and often taught outside of the order as a means of protection but brothers rarely teach the more advanced techniques to non-clergy. 
Skills: Judo, Karate, Meditation, Religious Ritual

Techniques: Back Kick (Karate), Head Butt (Karate), Jump Kick (Karate), Neck Snap, Spinning kick (Karate), Sweep (Karate), Uppercut (Karate), Whirlwind Attack* (Karate)

Cinematic Skills: Body control, Power Blow*, Push*

Perks: Armor Familiarity (Karate), Neck Control, Suit familiarity: Battlesuit, Sure Footed: Uneven, Unusual Training
Optional Traits
Advantages:  Enhanced Defense (Parry: bare handed) 5pts per level, up to one level

Disadvantages: None

Skills: Combat Art, Savior-Faire (Dojo), Tactics
Manus Iudicium (6 pts)
This is the martial style of the Manifest Light Order of the Eschaetonic Church. It’s name is Latin for “Hand of Judgment’. It is a combination of physical disciplines drawn from ancient manuscripts and meditative principals of theurgic practices.  Unlike many styles taught by church marshal schools Manus Iudicium, is not taught outside of the Manifest Light Order if they have any other choice. Like other technologies this martial art is seen as something that the Eschaetons cannot entrust to the uninitiated. Manus Iudicium stresses appropriate response to a threat. Most fighters who face a master of the Eschatonic School are unimpressed with the fighting style, but tales from soldiers on Stigmata tell of Monks flying across the battlefield and delivering kicks that break the bodies of Symbiots as hard as armored vehicles.
Skills: Autohypnosis, Hidden Lore (Theurgy), Tactics, Karate, Wrestling

Techniques:  Arm Lock (Wrestling), Back Kick (Karate), Counterattack (Karate), Ground Fighting (Wrestling), Knee Strike (Karate), Sweep (Wrestling), Trip(Wrestling), Lethal Eye Poke* (Karate)

Cinematic Skills: Body Control*, Flying Leap, Lizard Climb*, Power Blow*(Kick), Precognitive Parry*, Pressure Points*

Perks: Chi Resistance (Possession) Chi Resistance (Symbiot Infection), Iron Body Parts (Iron Hands), Sure Footed (Uneven), Unusual Training
Optional Traits
Advantages: Danger Sense, Enhanced Defense (Dodge) up to two levels, Theurgic Ability 

Disadvantages: None

Skills: Breath Control, Combat Art, Jumping, Parry Missile Weapons, Religious Ritual, Savior Faire (Dojo), Theology
Puno Victorioso (4 pts)
This is the Hazat Military unarmed fighting style. It is singular in it’s ruthless offensive capability as a boxing style. Every Hazat Soldier is given rudimentary training in the style but  true Masters of the art can stand toe-to-toe with Masters of Shaidan. It is an attack/defense style that emphasizes exploiting openings with combination strikes meant to disable or destroy opponents.
Skills: Boxing, Wrestling, Tactics

Techniques:  Disarming (Wrestling), Drop Kick (Wrestling), Two-Handed Punch (Boxing), Uppercut (boxing)

Cinematic Skills: Immovable Stance*, Power Blow*, Pressure Points*

Perks: Unusual Training
Optional Traits
Advantages:  Enhanced Defense (Parry: bare handed) 5pts per level, up to one level

Disadvantages: None

Skills: Combat Sport, Parry Missile Weapons, Savior-Faire (Dojo)
Sergir (4 Pts)
Sergir is the Voldrok martial art. It’s name literally means “Honor Beating” in the Drenjar dialect. It relies on moves that leverage tremendous physical strength to grapple and pummel enemies. While the martial art appears chaotic and unruled it is actually a very disciplined style originally intended to resolve legal issues without killing
Skills: Brawling, Wrestling, Savior Faire (Duels)

Techniques: Choke Hold (Wrestling), Drop Kick (Wrestling), Kicking, Neck Snap, Two-Handed Punch (Brawling), Backbreaker*

Cinematic Skills: Breaking Blow (Punch)*, kiai*, Power Blow* (Brawling)

Perks: Neck Control, Power Grappling, Unusual Training
Optional Traits
Advantages: Enhanced Defense (Parry: bare handed) 5pts per level, up to one level

Disadvantages: None

Skills: Combat Art, Parry Missile Weapons, Tactics
Shaidan (5 pts)
Shaidan is the venerable and ancient unarmed fighting art made popular by noble fashion and warfare. It first found popularity among the Li-halan but many believe it predates the First Republic. Shaidan’s strength is in it’s powerful attacks and body discipline.  Shaidan competitions are popular at larger tourneys.
Skills: Breath Control, Body Control, Karate, Meditation

Techniques: Acrobatic Stand, Aggressive Parry (Karate), Counter Attack (Karate), Jump Kick (Karate), Uppercut (Karate), Lethal strike*(Karate)

Cinematic Skills: Breaking Blow*(Punch), Immovable Stance*, Kiai,* Pressure Points*, Pressure Secrets*

Perks: Armor familiarity (Karate), Iron Body Parts (Iron Hands), Rapid Retraction (Punches), Unusual Training
Optional Traits
Advantages: Damage Resistance: (Tough Skin, not against surprise attacks) Up to 2 levels, 2pts per level.

Disadvantages: None

Skills: Acrobatics, Combat Sport, Savior-Faire (Dojo), Tactics
Unarmed Military Fundamentals (3 pts)
This is a generic style that represents schooling in the unarmed fighting style of a House Army or Militant Order. Average soldiers wouldn’t be given this training but any knight, squire or elite guard would know some approximation of this style if they couldn’t get better training.
Skills: Karate, Wrestling

Techniques:  Arm Lock (Wrestling), Counter Attack (Karate), Elbow Strike (Karate), Exotic Hand Strike (Karate), Sweep (Wrestling)

Cinematic Skills: Push*, Sensitivity*

Perks: Armor Familiarity (Karate), Iron Body Parts (Iron Hand),.Sure Footed (Uneven), Unusual Training
Optional Traits
Advantages:  Enhanced Defense (Parry: bare handed) 5pts per level, up to one level

Disadvantages: None

Skills: Combat Sport, Tactics
Armed Styles
Aragon Fencing School (4 pts)
The Aragon style is a long-blade style paired with the buckler. It emphasizes strong swings and ripostes. Other schools find the style simplistic and redundant but the strength of the Hazat style isn’t in it’s complexity and tricks but rather it’s simple utility.
Skills: Fast Draw: Sword, Melee (Rapier), Shield (Buckler)

Techniques: Back Strike (Rapier), Close Combat (Rapier), Counter Attack (rapier), Targeted Attack: (Rapier Swing/Throat), Targeted attack: (Rapier Swing/Hand), Springing Attack* (Rapier)

Cinematic Skills: Sensitivity*

Perks: Armor Familiarity (fencing), Sure Footed (Uneven), Unusual Training
Optional Traits
Advantages: Enhanced Defense (block: Shield) 

Disadvantages: None

Skills: Combat Sport, Connoisseur (Melee Weapons), Melee (Main-Gauche), Savior-Faire (Dojo), Tactics
BAMCB (4 pts)
This is the unarmed fighting technique developed for mercenary training by the Muster Guild. It stands for Brawling Alternative Martial Combat Basics but ask a Muster and they’ll tell you it stands for Best Asskicking Money Can Buy. The rudimentary techniques are taught to every Muster Merc in their Camp Training, but classes in BAMBC are available to nearly everyone with the Firebirds to pay a teacher. The Art emphasizes brawling attacks meant to disable opponents combined with advanced rifle-and-bayonet maneuvers. A group of Muster Mercs well-trained in this school will tear apart a charge from a company of militia fighters or poorly trained soldiers.
Skills: Brawling, Melee  (Staff),Tactics

Techniques: Armed Grapple (staff), Aggressive Parry (Brawling), Close Combat (Spear), Disarming (Brawling), Eye Rake (Brawling), Kicking (Brawling), Retain Weapon (Rifle), Stamp Kick (Brawling)

Cinematic Skills: None

Perks: Form Mastery (Rifle), Teamwork, Weapon Adaptation (Rifle to Staff)
Optional Traits
Advantages: Enhanced Defense (Parry: Melee Weapon) 10pts per level, up to one level

Disadvantages: None

Skills: Combat Sport, Fast Draw (Knife), Melee (Spear), Savior Faire (Dojo)
Criticorum Fencing School (4 pts)
The popular Al-Malik Style is a short-blade style that uses the curved Ishtar Sabre. It relies on rapid fluid movement of body and blade meant to keep opponents from predicting attacks. Other fencing traditions often find themselves put on the defense by the confusing motion of fencers of this school. Watching a practitioner of this style is fascinating. Watching masters of the Criticorum school duel is mesmerizing. The style is infamous for it’s signature move of twirling the saber over the back of the hand, a move the school’s founder used to intimidate opponents.
Skills: Dancing, Fast Draw: Sword, Melee (Saber)

Techniques: Back Strike (Saber), Disarming (Saber), Feint (Saber) Retain Weapon (Saber), Targeted attack: (Saber Thrust/Vital Organs), Targeted attack: (Saber Swing/Foot), Whirlwind Attack* (Saber)

Cinematic Skills: Sensitivity*, Hypnotic Hands (Dance)*

Perks: Armor Familiarity (fencing), Quick Sheathe (Sword), Shtick (Whirling blade flourish: Intimidation as a free action), Unusual Training
Optional Traits
Advantages: Enhanced Defense (Dodge) up to one level

Disadvantages: None

Skills: Breath Control, Cloak, Combat Art, Hypnotism*, Meditation, Connoisseur (Melee Weapons), Savior-Faire (Dojo), Tactics
Delphi Fencing School (5 pts)
The Delphi style is a long-blade style. It uses deep powerful lunges and relentless driving attacks that force the opponent into defensive stance. It is often paired with the Cloak for defense. Other fencing schools find it frustrating to face the Delphi style because it’s explosive chain attacks and tend to try to keep them on the defense. The school is famous for an offensive stance where the fencer looks down the edge of his upturned blade at his opponent, this “Aiming the blade” can be an intimidating focus in the middle of a fight.
Skills: Cloak, Fast Draw (Sword), Melee (Rapier), Tactics

Techniques: Armed Grapple (Cloak), Counter Attack (Rapier), Disarming (Rapier), Retain Weapon (Rapier), Targeted attack: (Rapier Swing/Hand), Targeted attack: (Rapier Thrust/Chinks in Armor), Flying Lunge* (Rapier)

Cinematic Skills: Sensitivity*

Perks: Quick Sheathe (Sword), Shtick (Aiming the blade: +4 to Intimidation), Unusual Training
Optional Traits
Advantages: Enhanced move: up to one level

Disadvantages: None

Skills: Combat Sport, Connoisseur (Melee Weapons), Melee: Main-Gauche, Parry Missile Weapons, Savior-Faire (Dojo)
Gunta Banti Kraxi Fighting Style (5pts)
This is the most widely known Kraxi fighting style, commonly practiced in Ukar slums and depicted widely in Magic Lantern shows. It is the wild, brutal aggressive style made popular by the Droz Clan. It is not widely respected among Old Clan Ur-Ukar but it doesn’t make the style any more intimidating or deadly. The trademark of this style is a leaping attack where the practitioner performs a move-and-attack or Flying Lunge, charging and attacking the target while howling at the top of their voice.
Skills: Acrobatics, Fast Draw (Knife), Melee (Knife), Wrestling

Techniques: Acrobatic Stand, Attack from Above (Knife), Breakfall, Counterattack (knife), Flying Lunge (Knife)*, Targeted attack: (Knife Thrust/Vital Organs)
Cinematic Skills: Sensitivity*

Perks: Iron Body Parts (Iron Hands), Rapid Reaction, Shtick (Screaming charge: Intimidation as a free action), Unusual Training
Optional Traits
Advantages: Fearlessness, up to level 3

Skills: Blind Fighting, Combat Sport, Connoisseur (Melee Weapons), Jumping, Savior-Faire (Dojo)
Hazat Renaissance School (4 Points)
This is a popular return to the heavy blade of the broadsword as a dueling style that’s not only revolutionizing fighting styles within house Hazat but influencing the fighting styles of the rest of the Known Worlds. The style employs a heavy long blade in a traditional fencing stance combined with basic aggressive unarmed fighting strikes. While heralded as a dueling style the Renaissance School originated in the Emperor Wars when gentlemanly fighting was much more brutal and many nobles do not approve.
Skills: Fast Draw (Sword), Melee (Broadsword), Karate

Techniques: Back Strike (Broadsword), Bind Weapon (Broadsword), Counterattack, Off-hand weapon training (Karate), Push Kick, Sweep (Karate), Targeted attack: (Broadsword Swing/Foot), Targeted attack: (Kick/Groin)

Cinematic Skills: Sensitivity*

Perks: Armor Familiarity (Fencing), Armor Familiarity (Karate), Quick Sheathe, Weapon Adaptation (Broadsword to Saber), Unusual Training, Weapon Bond
Optional Traits
Advantages: Ambidexterity, Enhanced Defense (Parry: Melee Weapon) 10 pts per level, up to one level

Skills: Blind Fighting, Combat Sport, Connoisseur (Melee Weapons), Fast Draw (Sword), Melee (Main-Gauche), Savior-Faire (Dojo), Tactics
Hazat Scorpion Style (3 pts)
This is the scientifically developed sword-and-shield style of the Hazat Military. It’s emphasizes close coordinated drills and disciplined fight formation that frustrates and disorganizes attackers on the battlefield. It is the reason that no army in the known worlds can stand against the Hazat in close combat.
Skills: Melee (Broadsword), Shield, Tactics

Techniques: Back Strike (Broadsword), Counter Attack (Broadsword), Retain Weapon (Broadsword), Targeted attack: (Broadsword Swing/Foot)

Cinematic Skills: None

Perks: Shield-Wall Training, Teamwork, Unusual Training
Optional Traits
Advantages:  Enhanced Defense (Block: Shield) up to one level

Disadvantages: None

Skills: Fast Draw (Sword), Savior-Faire (Dojo)
Kada Noro Kraxi Fighting Technique (6 pts)
This is a somewhat more formal Kraxi fighting style practiced most commonly in Dojo’s in remote Ukari villages. The somber and patient style is attributed to masters of the Gotek Clan. The style emphasizes defensive stances, deliberated attacks and brutal counter-attacks. The style’s deadly signature maneuver is a choke hold that controls their opponent’s movement while setting them up for attacks from their Kraxi.
Skills: Blind fighting, Fast Draw (Knife), Melee (Knife), Wrestling, Tactics

Techniques: Choke Hold (Wrestling), Counterattack (Knife), disarming (Knife), Leg Grapple (Wrestling), Wrench Limb (Wrestling), Targeted attack: (Wrestling Grapple/Throat), Targeted Attack: (Knife Thrust/Brain)
Cinematic Skills: Precognitive Parry*, Sensitivity*

Perks: Neck Control, Off-Hand weapon training (Wrestling), Rapid reaction, Unusual Training, Weapon Bond.
Optional Traits
Advantages: Enhanced Defense (Dodge) up to one level

Disadvantages: Code of Honor: Ukari Clansman
Skills: Armory (Melee Weapons), Combat Art, Connoisseur (Melee Weapons), Savior-Faire (Dojo)
Li-Halan Reformed Style (4 pts)
This is a literal reformation style codified by Cardano’s house weapons master. It was originally used during the Li-Halan civil war but it’s sturdy stances and powerful strikes quickly won popularity with knights and nobles across the Known Worlds. The Style uses the Katana and Wakasashi (Shortsword), adapting traditional long blade forms with fencing stances. The signature of the style is the intense stillness of the swordsman before striking explosively. Even fighters familiar with the style find it unnerving to face.
Skills: Fast Draw (Sword), Melee (Broadsword), Melee (Shortsword) 

Techniques: Acrobatic Stand, Close Combat (Broadsword), Counterattack, Disarming, Ground Fighting, Off-hand weapon training (Shortsword), Targeted attack: (Broadsword Swing/Throat), Targeted attack: (Shortsword Thrust/Chinks in Armor)

Cinematic Skills: Dual Weapon Attack

Perks: Armor Familiarity (Fencing), Quick Sheathe, Shtick (Stillness before the strike:+4 to Intimidation), Weapon Adaptation (Broadsword to Saber), Weapon Adaptation (Shortsword to Main gauche), Unusual Training, Weapon Bond
Optional Traits
Advantages: Enhanced Move, Enhanced Defense (Parry: Melee Weapon) 10 pts per level, up to one level

Skills: Acrobatics, Blind Fighting, Combat Art, Connoisseur (Melee Weapons), Fast Draw (Sword), Melee (Main-Gauche), Melee (saber),  Savior-Faire (Dojo), Tactics, Theology
Militia Armed Fundamentals (3 pts)
This is the art being taught on 90% of the training fields of the Known Worlds. It is the rudimentary style of the spear for use on the battlefield or the Staff for use in policing village and town streets. It’s methodology varies from planet to planet as much as it does from hamlet to hamlet but the fundamentals are the same; a reach weapon trained in defensive stances. This style is often practiced competitively at smaller tourneys to strengthen incentive to learn.
Skills: Melee (Staff), Wrestling

Techniques: Arm Lock (Wrestling), Close Combat (Staff), Disarming (Staff), Spinning Attack (Staff), Sweep (Staff), Whirlwind Attack (Staff)

Cinematic Skills: None

Perks: Sure Footed (Uneven), Teamwork, Weapon Adaptation (Spear to Staff), Unusual Training
Optional Traits
Advantages: Enhanced Defense (Parry: Melee Weapon) 10pts per level, up to one level

Disadvantages: None

Skills: Brawling, Combat Sport, Melee (Polearm), Shield, Savior Faire (Dojo), Tactics
Ral’yamnor Kraxi Fighting Style (4 pts)
The Ral’yamnor fighting style is very rarely seen outside of the deep caves of Kordeth and and there are few masters of it outside of the deep clans, but romantic rumors persist of Ur-Ukar that teach his style to aliens that desire to avenge a lost love. This unusual dual Kraxi style was supposedly fashioned by a mourning Ukari warlord who’s wife had fallen in battle with a rival clan, and took up her Kraxi so that she could continue to fight on with him.
Skills: Blind fighting, Fast Draw (Knife), Melee (Knife), 

Techniques: Aggressive Parry (Knife), Back Strike (Knife), Dual Weapon Attack (Knives)*, Spinning Attack (Knife), Targeted attack: (Knife Swing/Hand)
Cinematic Skills: Sensitivity*

Perks: Off-Hand weapon training (Knife), Quick Sheath, Sure Footed (Slippery), Unusual Training, Weapon Bond
Optional Traits
Advantages: Ambidexterity, Enhanced Move

Skills: Acrobatics, Connoisseur (Melee Weapons), Naturalist, Parry Missile Weapons, Savior-Faire (Dojo), Tactics
Rampart School Fencing (4 pts)
This is the notorious two-saber fighting style of Li Halan using a pair of their Jian fencing swords. It employs eccentric strikes and powerful multi-sword attacks that hinder defense. It requires intense focus to coordinate both swords effectively, emphasizing the importance of meditative deliberation in each fighting technique. The school is famous for what they call “Ringing Swords” a stance where they rhythmically strike the flats of their blades. The eerie gesture can be quite intimidating when you’re being stared down by a fighter of this school.
Skills: Fast Draw (Sword), Meditation, Melee (Saber)

Techniques: Back Strike (Saber), Disarming (Saber), Retain Weapon (Saber), Spinning Strike (Saber), Targeted attack: (Saber swing/Brain), Dual Weapon Attack (saber)*

Cinematic Skills: Sensitivity*

Perks: Armor Familiarity (Fencing), Off-Hand Weapon Training (Saber), Shtick (Ringing Swords: Intimidate as a free action), Unusual Training
Optional Traits
Advantages: Ambidexterity, Enhanced Defense (Parry: Melee Weapon) 10pts per level, up to one level

Disadvantages: None

Skills: Autohypnosis, Combat Sport, Connoisseur (Melee Weapons), Savior-Faire (Dojo), Tactics
Serpentis Fencing School (5 pts)
The Serpentis school made famous by it’s legendary duelists among House Decados, is a long-blade and off-hand dagger style. It relies on deceptive feints and close-in attacks. Other fencing traditions dread facing a talented fighter of this school as it’s unconventional moves and attacks are challenging to defend against but watching two masters of the school fight is breathtaking. The style is famous for directing the spray of blood flicked from their blades, casting it disdainfully at opponents to intimidate them.
Skills: Melee (Main-Gauche), Fast Draw: Knife, Fast Draw (sword), Melee (Saber)

Techniques: Bind Weapon (Main-gauche), Close Combat (Saber), Counter Attack (Saber), Disarming (Main-Gauche), Feint (Saber), Targeted attack: (Saber Swing/throat), Targeted attack: (Main-Gauche Thrust/Eye)

Cinematic Skills: Sensitivity*

Perks: Off-Hand Weapon Training (Main-Gauche), Quick Sheathe (Saber), Shtick (Flicking blood from blade:+4 to intimidation), Unusual Training
Optional Traits
Advantages:  Enhanced Defense (Parry: Melee Weapon) 10pts per level, up to one level

Disadvantages: None

Skills: Combat Sport, Connoisseur (Melee Weapons), Knife Throwing, Savior-Faire (Dojo), Tactics
Torero Fencing School (4 pts)
Torero is a controversial school of rising popularity. It prominently uses a weighted cloak or cape for offensive and defensive fighting to great effect and it can be challenging to fight against even a novice of this style. Critics of the style are fond of claiming that Torero is less a sword style and more of a fashion show as it’s practitioners are often recognizable by their prized custom-tailored cloaks. The style would be categorized as a “defensive” fighting style but employs the cloak to camouflage attacks and disarm opponents in aggressive moves.
Skills: Brawl, Cloak, Fast Draw (sword), Melee (Saber)

Techniques: Armed Grapple (Cloak), Close Combat (Saber). Counterattack (Saber), Disarming (Cloak), Entangle (Cloak), Grande Disarm (Cloak)*, Targeted attack: (Cloak Entangle/Head)

Cinematic Skills: None

Perks: Improvised Weapons (Cloak), Off-hand weapon Training (Cloak), Neck Control, Unusual Training
Optional Traits
Advantages:  Enhanced Defense (Parry: Melee Weapon) 10pts per level, up to one level

Disadvantages: None

Skills: Fast Draw (Saber), Savior-Faire (Dojo),Tactics, Sewing
Vem Sahem (6 pts)
This is the warrior art of the mystic knightly order of the Ur-Obun. It’s ways are shrouded in mystery as much as rumor but those that have faced Vem Sahem warriors and lived can attest to the strength of it’s style. The art is a sword and melee art that specifically trains the Force Sword form.
Skills: Autohypnosis, Karate, Meditation, Melee (Force Sword), tactics

Techniques: Acrobatic Stand, Back Strike (Force Sword), Close Combat (Force Sword), Spinning Strike (Force Sword), Targeted attack (Force Sword Thrust/Brain), Targeted Attack )Karate Kick/Throat)

Cinematic Skills: Armor familiarity (Karate), Body control*, Breaking Blow*(Force Sword), Pressure Points*, Sensitivity*, Precognitive Parry*

Perks: Armor Familiarity, Quick Sheathe (Force Sword), Unusual Training, Weapon Bond
Optional Traits
Advantages: Combat Reflexes, Danger Sense, Enhanced Defense (Dodge) Up to one level

Disadvantages: None

Skills: Acrobatics, Breath Control, Combat Art, Connoisseur (Melee Weapons), Fast Draw (Force Sword), Parry Melee Weapon, Savior-Faire (Dojo)
Firearm Styles
Arms Technical Applications Sciences (4 pts)
ATAS is the remarkable firearms training regimen of the Think Machine warriors. It is a scientifically developed ranged fighting style that emphasizes maximizing the tactical application of firearms to overcome instinctive responses to threats. While originally developed for the Engineer’s Guild they are happy to train others in the style now that the patent is no longer generating Firebirds.
Skills: Armory (Small Arms), Guns (Rifle), Judo

Techniques: Immediate Action (Rifle), Instant Arsenal Disarm*(Rifle), Neck Snap, Retain Weapon (Rifle), Targeted Attack: (Rifle Shot/Vital Organs)

Cinematic Skills: None

Perks: Armor Familiarity (Judo), Armorer’s Gift, Cool Under Fire, Cross Trained (Rifle), Gun Whisperer (Rifle), Motorized Training (Rifle), Lightning Fingers, Tracer Eyes*, Unusual Training
Optional Traits
Advantages: Acute Vision: up to two levels, Enhanced Defense (Parry: bare handed) 5pts per level, up to one level

Disadvantages: None

Skills: Breath Control, Connoisseur (Guns), Fast Draw (Ammo), Strategy, Tactics
Cadiz Pistol Marksmanship School (4 pts)
To put it politely the Cadiz Style is a less gentlemanly form of pistol dueling. Much like it’s planet of origin the Cadiz Pistol School started with a sterling reputation for Civil behavior and beauty. Over time as Cadiz grew rougher so evolved the style. Today the Cadiz Style is more a favored fighting style of the Muster and Skraver and the most despicable of nobles. The style centers around grapples to immobilize targets then pistol whipping or shooting them at point blank range.
Skills: Fast Draw (Pistol), Guns (Pistol), Judo

Techniques: Behind the Back Shot (Pistol), Close-Hip Shooting, Fast Draw Opponent’s Weapon, Hand Catch*, Head Lock (Judo), Off-Hand Weapon Training (Pistol), Quick Shot, Targeted Attack: (Pistol Shot/Chink in Armor), Targeted Attack: (Pistol Whip/Groin)

Cinematic Skills: None

Perks: Armor Familiarity (Judo), Hand Cannon, Iron Body Parts (Iron Hands), Neck Control (Pistol), Pistol Fist, Unusual Training
Optional Traits
Advantages: Acute Vision: up to two levels, Ambidexterity, Enhanced Defense (Dodge) up to one level

Disadvantages: None

Skills: Armory (Small Arms), Connoisseur (Guns), Fast Draw (Ammo), Combat Sport, Savior Faire (Dojo), Tactics
Chevalier Pistolier School (5 pts)
The Pisotolier school is mixed art style combining Hawkwood Military firearms instruction with dueling techniques founded by the Order of the White Lion Guard. It is a unique and robust fighting style featuring Heavy Revolver in primary hand, however with work it could be adapted to a pistol-and-sword technique if not adapted to use any one-handed gun. The School gained fame when during the battle for Valdalla when gun-fighting knights became quite fashionable. There are many immitators of this style but the best instructors are found on Lemikainen where the school was born.
Skills: Fast Draw (Pistol), Guns (Pistol), Riding, Savior-Faire (Noble)

Techniques: Behind the Back Shot (Pistol), Cavalry Training, Close Hip Shooting, Combat Riding, Mounted Shooting, Fast Draw Opponent’s Weapon, Quick Shot, Targeted Attack: (Pistol Shot/Vital Hand)

Cinematic Skills: Zen Marksmanship*

Perks: Dial a Round*(Pistol), Fastest Gun in the West, Hand Cannon, Just Winged Him*, Pistol Fist* (Pistol), Quick Reload (revolver),Tracer Eyes*, Weapon Bond
Optional Traits
Advantages: Acute Vision: up to two levels, Enhanced Defense (Dodge) up to one level

Disadvantages: None

Skills: Armory (Small Arms), Connoisseur (Guns), Fast Draw (Ammo), Combat Sport, Savior Faire (Dojo), Tactics
Hawkwood Formal Rifle Style (3 pts)
The Hawkwood military rifle form is very typical of most noble-house rifle corps styles. It is very basic organized formation firing rifle tactics boiled down to the very basics so that the average freeman soldier can understand it. The Hawkwood school emphasizes ball-and -shot rifle firing lines in rows to maintain consistent offensive fire. The lessons could however be adapted to any disciplined rifle formation.
Skills: Guns (Musket), Fast Draw (Ammo)

Techniques: Retain Weapon (Rifle), Sweep (staff), Targeted Attack: (Rifle Shot/Vital Organs)

Cinematic Skills: None

Perks: Cool Under Fire, Quick Reload (Muzzleloader), Teamwork
Optional Traits
Advantages: Acute Vision: up to two levels, Enhanced Defense (Dodge) up to one level

Disadvantages: None

Skills: Armory (Small Arms), Combat Sport, Melee (Staff),Tactics
Il Modo (6 pts)
Il Modo comes from an ancient earth dialect, literally translated as “The Way”. It is the Brother battle armed fighting style, rumored to be a style refined from pre-first republic martial arts. It is classically used to fight with Broadsword and Heavy Revolver but the style is applicable to any one-handed melee weapon combined with any single-handed ranged weapon. Il Modo trains off-hand technique and close-quarters shooting combined with combat riding techniques.
Skills: Guns (Pistol), Melee (Broadsword), Religious Ritual, Riding, Meditation

Techniques: Behind the Back Shot (Pistol), Close Combat (Pistol), Hands Free Riding, Mounted Shooting (Pistol), Targeted Attack (Pistol shot/Chinks in armor), Targeted attack: (Broadsword swing/throat)

Cinematic Skills: Zen marksmanship*(Pistol)

Perks:  Akimbo* (Pistol and Sword), Cool Under Fire, Dial-a-Round*(Pistol), Off-Hand Weapon Training (Pistol), Quick Sheathe (Sword), Unusual Training, Weapon Bond
Optional Traits
Advantages: Acute Vision: up to two levels, Ambidexterity, Enhanced Defense (Dodge) Up to one level, Gunslinger (Pistol only 20pts)

Disadvantages: None

Skills: Armory (Small Arms), Combat Art, Fast Draw (Sword), Fast Draw (Ammo), Fast Draw (Pistol), Meditation, Savior-Faire (Dojo), Tactics
Muster Rifle Control Academy (3 pts)
This is the sweet science of war, the Rifle Training Regimen that every Muster Merc learns in Camp Training. It is very similar to the Rifle Training that most noble hoses give their elite riflemen, mostly because those training programs were built by masters of this style. However you won’t see many of the advanced techniques in play on a Count’s training grounds. The style emphasizes cautious engagement from cover and mobility to control field position.
Skills: Guns (Rifle), Tactics

Techniques: Immediate Action (Rifle), Quick Shot, Retain Weapon (Rifle), Targeted Attack: (Rifle Shot/Face)

Cinematic Skills: None

Perks: Cool Under Fire, Motorized Training (Rifle), Quick Reload (Magazine), Sure-Footed (Uneven), Tracer Eyes*
Optional Traits
Advantages: Acute Vision: up to two levels, Enhanced Defense (Dodge) up to one level, Fearlessness: One level for each two levels by which their best combat skill exceeds DX.
Disadvantages: None

Skills: Armory (Small Arms), Breath Control, Fast Draw (Ammo), Savior Faire (Dojo)
Phoenix Rifle Control Training (3 pts)
This is the rifle training of the Phoenix Guard. It is a combination of rifle marksmanship and a close combat style where the practitioner wields their rifle by it’s barrel, swinging it with the two-handed sword skill, doing damage as a staff. The technique’s unique strength is a detailed grasp of the exact capabilities of the Imperial Rifle or Imperial carbine. It is one of the reasons the Imperial Rifleman is one of the most formidable soldier’s in the known worlds.
Skills: Armory (Small Arms), Guns (Rifle), Melee (Two-handed sword)

Techniques: Immediate Action (Rifle), Quick Shot, Retain Weapon (Rifle), Sweep (Two-handed sword),Targeted Attack: (Two-handed sword thrust/face)

Cinematic Skills: None

Perks: Armorer’s Gift, Grip Mastery(Rifle), Motorized Training, Sure Footed (Uneven Ground)
Optional Traits
Advantages: Acute Vision: up to two levels, Enhanced Defense (Dodge) up to one level, Fearlessness: One level for each two levels by which their best combat skill exceeds DX.
Disadvantages: None

Skills: Fast Draw (Ammo), Fast Draw Rifle, Savior Faire (Dojo), Tactics
Shejian Zhi Dao (3 pts)
This is the Li-Halan Military School of Archery, a body of basic skills and techniques taught to it’s peasant armies and knights alike to train them in the support of close fighting troops. Most armies don’t put much energy into training archers that are likely to just annoy enemy troops in armor or die to superior ranged fire. However, the Li-Halan view the composition of armies more aesthetically and they believe that all soldiering is an art. There are different schools for the Bow and the Crossbow but effectively they teach the same style.
Skills: Bow or Crossbow, Fast Draw (Ammo)

Techniques: Dual Weapon Attack*(Bow), Hands-Free Riding, Mounted Shooting, Targeted Attack (Bow or Crossbow Shot/Vital organs)

Cinematic Skills: Zen Archery*

Perks: Cool Under Fire, Quick Reload (Bow or Crossbow), Strongbow, Unusual Training
Optional Traits
Advantages: Acute Vision: up to two levels, Enhanced Defense (Dodge) Up to one level

Disadvantages: None

Skills: Blind Fighting, Breath Control, Combat Art, Combat Sport, Connoisseur (Bowyer), Riding, Savior-Faire (Dojo)

* - Cinimatic Perk, skill, or technique, requires the Unusual Training style perk or GM’s special permission.

Advantages and Disadvantages
Existing Advantages and Disadvantages
Barbarian (Cost per social stigma, p 155) Either Kurgan Caliphate or Vuldrok Raider.  Any Barbarian character would certainly have an unusual background.
Branded (Cost per Reputation, p 26.) – It’s normal practice in the Noble, Guild and Church courts to brand the face or hand of those who are convicted of a serious crime so that all the rest of their lives they’ll bear the mark of their crimes. Brands are a type of reputation that are always recognized, however because brands aren’t standard across the known worlds some may not know exactly what your crime is. GMs will assess how given NPCs react to a brand they may not know. A Brand of “Thievery” would only rate a -1 reputation, a brand of “Apostasy” may be a -2, while a brand of “Murder” is always a -4
Code of Honor (varies) - Various different factions of the Fading Suns World are concerned with the reputation of their faction, some hold it more dearly than their lives. Some examples follow:
-Ukari Clansman: Clansmen are expected to respect the wisdom of elders of their clan. They must be able to recite the history and lineage of their clan. Clansmen must protect the young and weak of their clan from threats and commonly in a culture where everyone has some degree of urge that also means protecting fellow clans folk from themselves. Clansmen are expected to follow all tradition and ritual law of the clan, even if they are away from their people. -15 pts.
-Vuldrok: Members of the Voldrok Star nation are expected to show respect to their leaders and to those who have bested them in a fair challenge. They must set right any insult to their honor but what exactly sets an insult right is often a up to the individual Voldrok. Voldrok who are concerned with honor will always keep an oath made upon the tools of their trade. -10 pts.
Contacts (Cost per Contacts, p 44.) Contacts are an odd thing in Fading Suns. Not many people step out of their social circles and meet people from different walks of life. Those that do have a definite advantage that should be quantified with an ally or contact advantge. Contacts that wouldn’t make sense for a character normally may need to be part of an unusual background. The Church Ordained, Guild Membership, Imperial Charter, and Noble advantages include contacts within those factions with skills appropriate to their profession at 12 that are somewhat reliable and will aid the player if it doesn’t conflict with their own agenda.
Family Ties (Cost per Allies or Patron) – Characters in the Known Worlds often benefit from strong familial ties. Families make trustworthy allies and sometimes they’re the only ones that will give you an opportunity. It could be the strength of your noble house or a marriage to a powerful guild family. If your character relies on the support of their family they must be purchased as allies or patrons depending on their relationship. It’s not uncommon for Family ties to be connected to wealth or duty or even dependants.
Fief (N/A) – It’s very unusual for players to have land in the Fading Suns setting. Few character nobles, even of high rank have a fief of their own and the ones that do don’t have time to go off running around looking for adventure however some GMs may want to run games that revolve around a Noble Character dealing with matters in his fief or something similar. In the case that it’s appropriate for a noble in the game to have a fief there will be no cost and the GM will determine all details about it.
Heir (N/A) – Heirs to a position in society have to pay the normal price of that position and gain the mechanical advantages of that position even though they don‘t hold it yet. The exception would be the Black Sheep disadvantage below.
High TL/Low TL (5 pts/level) The Fading Suns world is full of people who have an understanding of technology different from the status quo. Technology also works a bit differently in the Fading Suns world (See Technology section). HighTL and Low TL will modify the TL of the setting for the character with this advantage or disadvantage. They are still familiar with technology higher and lower that this tech level. So an Engineer with 3 Levels of technologically advanced in a TL 7 setting is able to use his Redemption Skills to repair TL 10 equipment and would be able to functionally operate TL 13 equipment.
Indebted (Cost as per Duty, p 133. ) Just as a debt of honor is represented by a Duty a monetary debt is also a Duty disadvantage.  The task indebted characters are called to perform is always a payment equal to 20% of their starting wealth. If they’re unable to, the adventure may take the interesting turn of avoiding collectors after their payment or the disadvantage may turn into a powerful enemy instead. The roll for frequency is not intended to indicate payments are random in frequency but to indicate the arbitrary passage of time between game sessions. If the game begins running on a clock after the last session the roll for frequency won’t happen until the next downtime in the game.
Infamous Family (Cost as per Reputation, p 26.) – The social implications of coming from a notorious family are no different than any negative reputation. Take heart in the fact that no matter how badly they’ll treat you because of what your Grandfather did they’ll treat him worse.
Languages  - In this current edition of the rules Languages shift from a skill to an advantage per the rules for Language on P23. The following are languages common to the Fading Suns setting. 
-Battle Signs: This is a simple gesture language employed by both the Muster and the Brother battle as well as many other military forces in the known worlds. The language is robust, meant to convey simple messages over visual distance without sound. You could express “Trouble to the right, two hostiles, searching for us” in three quick gestures but couldn’t say that the men are Eschatonic enforcers or that they look gullible in any amount of gestures. Just like ASL the cost of fluency is halved at each level.
-Hironem: The language of the reptilian Hironem race. The language is more complex than it seems, utilizing tonal pitch to emphasize emotions associated with words.
-Kurgan: The language of the Kurga Caliphate. Each caste of the Caliphate has a distinct dialect and different word usage, communicating with someone of a different Caste holds a -2 penalty to the language roll.
-Latin: The Core of academics in the Fading Suns world and the language most church documents are drafted in.
-Obunish: The language of the Ur-Obun, stratified with many levels of meaning and context. Few Obun can truly claim they are masters of their own language.
-Oro’Ym/At’ym: These are the languages of the Oro’ym race. They are separate and very distinct. Oro’ym is spoken in utra-sonic tones and only under water, pronounceable and understandable only by the Oro’ym and possibly specialized translation tech. At’ym is the “common” tongue of the Oro’ym, able to be spoken and understood by any race.
Scraver’s Cant: A patios of slangs and symbolic language meant to communicate simple ideas quickly without those familiar with the language understanding what’s being said. Scravers use this pigeon language to conceal their intentions around others.
-The Graceful Tongue: A combination of classic literature, cultural history and House Al-malik familial history woven into common conversation to create a powerful subtext. Skilled users can carry on two entirely separate conversations simultaneously. While the graceful tongue can articulate ideas very effectively it has difficulty in spelling out specifics. You could easily communicate that the smug visitor is not who he claims to be but you couldn’t specify if you’re talking about the Decados knight or his Orthodox confessor.
-Tok Tok: The Gannok tongue, a melodic birdsong-like speech of subdued yowls, chirps and clicks of the tongue. 
-Ukari: The language of the Ur-Ukar, built on historic and cultural norms where posture and expression often carry more meaning than words.
-Urtech: A technical language built on the back of Urthish in order to express high tech notions in a language for a primitive people. It is a clumsy language to discuss things outside of technology but Engineers often carry on conversations in the subtext of their discussions.
-Voroxian: The language of the Vorox. Seemingly a very simple language, but its small vocabulary has weighted meaning depending on expression and intensity.
-Vuldrok: There is no Voldrok language. Voldrok isn’t a culture but a republic of cultures, each with their own language. The many languages of the vuldrok Star Nation are: Drenjar, Lakol, Zetol, Skey, Maghtaw, and Rekgold. Their languages are all descended from the original language of the early settlers of the Voldrok worlds and any Native Speaker of one language can speak the others at broken comprehension.
Literacy (Cost per Literacy, p. 24) – Literacy is uncommon in the Fading Suns world. The known worlds get along well enough without, criers deliver news and business use pictographic signs, but real power is locked behind letters. however, as players fill roles in the story that are commonly literate. Literacy, therefore, is not an advantage and illiteracy is a disadvantage. 
Oath of Fealty or Obligation (Cost per Duty, p 133) In a classist feudal setting fealty is a common issue. Most people looking to better themselves take Oaths of Fealty to Noble houses, guild families or even the Church. It’s normal for a Duty of this sort to be paired with a patron, most of which provide employment and special equipment as part of that Duty. Many more still simply have a duty they must perform or a dependant.
Secrets (N/A) – Secrets are as much an Advantage as a Disadvantage to most players and more the domain of plot and RP than any character asset. Therefore they aren’t purchasable for character points in this game setting unless the secret gives the player some mechanical advantage in the world, such as the patronage of a secret society, then it would have an unusual background cost associated with it. The Secret Disadvantage is still very relevant to game mechanics and characters that are concealing aspects of themselves still gain a disadvantage for having to keep their past a secret.
Talent: Spacer (5 pts per level) Whether you were raised aboard starships or just have a knack for void skills, you are adept at space-related skills. Skills included; Astronomy, Crewman: Space, Environmental Suit (Vacc Suit), Free Fall, and Think Machine Operation.
Peon(N/A) There is no disadvantage for being a serf or a slave because mechanically it would remove any of the value of playing a serf or slave. Instead there are a series of disadvantages that are common to serfdom or slavery. Both serfs and slaves have a -1 status. Both have the Social Stigma: Valuable property. It is normal for both serfs and slaves to have the illiteracy disadvantage. Serfs commonly have intolerance or Mild Xenophobia. Slaves tend to have the Slave Mentality disadvantage from constant oppression, those that don’t usually have hidebound or indecisive from a lifetime of following others. Serf are at best at Poor poverty. Slaves are always dead broke, not even allowed their own possessions. There are a lot of reasons a serf or a slave wouldn’t have these disadvantages but if those reasons don’t make sense for the setting the GM shouldn’t hesitate to require an unusual background.
Possessions (Cost per GM) While the stars are full of stories of those with remarkable devices beyond the reach of their wealth or station these things should not be common for PCs. If a player strongly wants possession of a rare artifact or valuable piece of technology at the start of the game that they cannot afford to buy, the GM can work out a cost for it as part of a signature gear advantage.
Status (Cost per Status, p 28.) –
Guild: Guild ranks are fought for financially. After entry into the guild the climb upward is fought for economically either in guild dues paid our outright bribery to superiors to gain promotion. While the titles and specific jobs of ranks differ from guild to guild the status levels themselves are very similar.
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Church: Church rank is fought for politically. Rising in power within the church is a function of impressing one’s superiors of your capable work or in some cases extorting or bribing their promotions. Each church faction calls their ranks by unique names but status is canonized within the Universal Church and ranks are generally respected between sects.
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Noble: Noble status is awarded by birth or through remarkable undertakings. The only reliable way to climb in status among nobles is assassination, and even that doesn’t get you very far. Despite the different cultures of Noble Houses the names of titles and their functions are nearly identical, with the possible exception of House Decados that often prefer Old Urthish Russian Imperialist titles. Rank is rarely observed between nobles of different houses beyond courtesy.
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Stigma (Cost per Social Stigma, p 155) Odd people are more common in the Known Worlds than our own but much less accepted. The wyrd touches people in a myriad of ways. Some have strange eye coloration or exotic birthmarks or strange hair color or pattern, inherited from a psionicist ancestor or won from exposure to an alien artifact or the installation of cybernetics. The Stigma must be difficult to conceal to be worth points. The intensity of the Stigma and its obviousness governs its value and reaction penalty. Blue hair that cannot be bleached or died may be worth a -1 while a forked tongue may warrant a -4. Like any stigma it separates you as much from the majority as it bonds you to those who are like you, however no matter how extreme the stigma is others who are stigmatized will react to you with a +2. Stigma is a mandatory Disadvantage for psychics and theurgists or other weird users.
Social Stigma: Excommunicated (-15 pts) The character is declared Heretical or worse, soul-dead and is no longer accepted by the Church or any faction. Those who find out usually react with fear or distrust of the character, -4 to all reaction rolls. The character loses any church rank immediately and cannot gain rank. Excommunication is not revocable. Any infractions against the church by someone Excommunicated are publishable by death.
New Advantages
Alien Upbringing (1 pt) – The Hunan character was raised in an alien society. Their native language and customs are that of the race he was raised among plus they speak the language of the setting at IQ -1. By virtue of his unusual birth he has access to most of the unusual skills and equipment of their parent race, however others find their strange cultural quirks unsettling. The characters have what amounts to a social stigma. Members of their birth race react to them with a -1 while their adopted race gives them a +1 reaction for their assimilation. 
Church Ordained (20 pts) The character is a member of one of the sects of the Universal Church of the Pancreator. While they serve the interest of their sect they are given tremendous liberty in the worlds of the Fading Suns. Frocked characters are guaranteed shelter and protection in any temple of their faith and shown good hospitality in the churches of other sects. They are provided legal counsel when the good name of their sect is challenged. They have access to libraries and think machine networks not publicly available. The public is also unusually supportive of priests of any faith giving players who wear church robes a +1 reaction roll from commoners.
Commission (5 pts) – Because of the strange state of specialization of labor in the Known Worlds some people are paid simply to do what they do best. Commissions are commonly awarded by the guilds but also by Noble Houses and more rarely the Church as well. Commissions are usually paid positions to conduct research or locate lost objects or operate businesses that are needed badly. Commissions always have terms that must be followed and a set duration. Characters with the commission advantage can have wealth levels above those supported by their profession as approved by the GM.
Gossip Network (5 pts/level) The character has well-founded sources of information from a series of trusted sources that they can call on in times of uncertainty. The Gossip is rarely factual but also rarely far from the facts. The information requires no roll and can be RPed as the GM desires. Particularly valuable information may be available but the character may need to find out information their loose-lipped contact wants in return. All Gossip networks have a focal point based on the character. A noble may be able to get information about the real reason the Baron they’re assisting was disinherited but would get little more than speculation about what’s driving up the cost of corn on his native planet, while a Charioteer could get a very small list of names of those who had expressed great interest in the current corn crop last Spring. The reach of the network depends on its level. A level 1 characters are well-informed within the reach of a city or province, level 2 a planet, level 3 the entire holdings of a royal house, or all Church worlds, or all Guild worlds, or at level 4 all of the Known Worlds. 
Guild Membership (20 pts) The character is a member of the Merchant’s League in good standing. They have an understated patron in the guild. While the guild will never compromise itself to assist the character it will go to great lengths to help the character help the guild. In addition to the game background benefits the guild offers it will also offers material gains to the character. Guilds  provide education from skilled instructors in their given profession and assistance in finding work or workers. The guilds offer professional assistance from negotiators, bookkeepers, collectors and business consultants. Guilds keep at least one barracks on any planet where humble lodgings and food are provided to help guild members establish themselves on a planet. On the downside guilds charge 1/10th of every Firebird a Guildsman earns for membership and hold the right to cancel or deny any contract without compensation to members. The guilds of particular planets all impose their own particular strictures based on long negotiated pacts and treaties.
Imperial Charter (25 pts, Noble Rank 3+) The Character is an imperial Questing knight endowed with the rights and responsibilities of his charter. The Emperor is his patron. He has a duty occurring on a roll of a 6 or less each session. This is often a simple errand but occasionally an investigation or conflict of some sort. The Patron grants him a Passage Contract on any imperial vessel, shelter and equipment from any imperial base where reasonable and a 840 FB per year stipend. They never pay tolls or Imperial taxes and are always afforded free representation in legal maters. Additionally the Imperial Questing Knights are given martial authority anywhere in the Known Worlds. They can inspect any building or record. While many refuse to accommodate this right they risk greater imperial scrutiny in doing so. Questing knights are very popular, gaining a +2 reaction roll from anyone who doesn’t dislike the Emperor or his forces.
Imperial Cohort ( 15 pts, Rank 3+ in a Church or Guild or exemption of the Imperial Order of Questing Knights) The character is a recognized cohort of an Imperial Questing Knight. Each knight is awarded a number of Cohorts badges based on his time of service and his success in his position. Badges are not transferable, issued to a specific person by the offices of the questing knights and revoked by similar process. Generally even a new knight is allowed two cohorts and every 5 years of service or every remarkable act of service earns another cohort allotment.  Cohorts have no real power on their own. They are permitted to accompany the Questing Knight wherever he goes and are granted quarters in any imperial shelter the knight takes. They pay no tolls or imperial taxes and are given free legal counsel if authorized by a Questing Knight. They have an identical Imperial Passage Contract to the Questing knight and a 420 FB annual stipend.
Noble (25pts) The character is a member of a Noble House with all the rights and privileges accorded. Nobles are given respect and rights above others of their status because of the very great power of their families. A noble house will look out for the character’s needs and come to their defense against outside threats. Nobles have access to unprecedented wealth and opportunity and the freedom of movement through the known worlds few others have. Nobles however have to be extremely cautious with their good name, ultimately it’s the only currency they have. Noble houses provide their members with legal and financial assistance. The hospitality of noble families offers many opportunities for advancement and if nothing else regardless of how Noble houses draw battle lines nobles can count on fair treatment from other nobles.
Theurgic Ability (15/25/35/45 pts) The character has some degree of talent with theurgic rites and wyrding ways. Only those with Theurgic Ability can perform theurgic rites successfully and all those with Theurgic Ability are marked with Stigma weather they know any rites or not. Each of the four levels of Theurgic Ability add to a Character’s IQ for purchasing skill levels in theurgic rites. They also gain Wyrd Sense just like Psionicists plus add their Theurgic Ability levels to any Wyrd Sense roll.  The Theurgic ability advantage includes an implied unusual background for being a theurgist.
Well-Traveled (1 pt/level) – The character has been around a bit more than most and has seen a few things. They are at less of a disadvantage when interacting with people of a foreign culture and have a much easier time with different dialects of languages. Each level of the well-traveled advantage reduces the penalty to a skill roll for being a foreigner by 1. The advantage at any level also gives the character an area knowledge skill roll for the immediate area around any spaceport at IQ, as all ports tend to have similar services and layouts. The skill wouldn’t function to tell the character where access to sewer entrances around the port are but they’d be able to roll to find cheap lodging or Al-Malik food or the Imperial Consulate.
New Disadvantages
Bastard (-5 pts, Nobles only) Bastards have a unique kind of status in the known worlds, while looked down on they do possess noble blood. For the sake of noble contract no house enforced right of succession or inheritance to a Bastard and in practice they will have effectively be one status less than their full-blooded peers but otherwise they are nobles of appropriate rank.
Black Sheep (-10 pts) The character is currently on the outs with his House Guild or Sect. They hold rank in society but their faction will not aid them or tolerate their presence. Members of their faction that are taken as allies will be even more sympathetic to their plight but will likely require great discretion in their dealings. They can never have better than a Poor reaction from faction members until they resolve their exile. Player and GM should determine the nature of the offense that has made them unpopular, it should be a complex but not impossible issue to resolve.
Cloistered (-10 pts) – The character was raised separated from other people and has never gotten over the fact. More than being raised in an alien or xenophobic environment they have not had many challenges to their exotic dogma. They have had few dealings with others and are prone to misunderstandings. The character suffers a -1 to any reaction roll and a -2 penalty to all social skill rolls.
Grim Soul (-5 pts) The character has a close relationship with death. Either they have been immersed in death for much of their life or they have dealt with a terrible loss. Others are unsettled by their rather cold nature giving them a -1 to all reaction rolls. Characters with this disadvantage struggle with expressing compassion. They suffer a -2 to any effort to console those who have lost someone or who are fearing death. Conversely death holds no fear for them and they will not have to make a fear check regarding dead bodies except in the most bizarre or gruesome of circumstances, and even then at the GM’s discretion they may make a mental stun check instead.
Hubris (-2 pts / Level, Theurgists only) The Theurgist is beset by their own pride, corrupting their every miracle, threatening those they try to protect. See the Theurgy Section for a description of Hubris, it’s levels and effects.
Orphan (-5 pts) In a world where virtually all power is handed down by position of birth the loss of parents is a monumental one. Orphans cannot have status as a noble unless it is granted to them through knighthood and cannot purchase status above a 3 in guild or church, military rank however is not affected. Additionally the character may experience -1 reaction from more conservative persons should they find out.  Additionally Chainers are fond of preying on orphans that aren’t under the protection of house guild or Church as they had difficulty finding anyone to vouch for their free-status.
Urge (-2pts per level. Psychics only) The psychic is haunted by a powerful Dark Twin, possibly to dangerous levels. See the Psychic Powers section for a description of Urge levels and powers.

Alien Races
Gannock (11pts)
Gannock are short primate-like creatures, native to Banonckburn.  They have compact builds with long flexible limbs that make them adept at working in tight hard to reach spaces. Gannock also have a prehensile tail as long as their arms and just as strong. Gannock are natural brachiators, swinging from overhead branches, pipes or other easily grappled structures at half their Basic Speed. The Gannock physiology has multiple glands that produce enzyme-rich oils that aid in closing wounds and restoring bruising giving them remarkable healing abilities but the oils give their furry coat a terrible musky scent that irritates the noses of all other races and tends to permeate the places the spend time in. Those dealing with a gannock with an ability to smell them react to them at a -1. Gannock are voraciously hungry, consuming up to 5 lbs of meat and fruit per day, along with a variety of other foods. Wounded Gannock consume up to twice that amount as they fuel up to power their regeneration. Gannock are immune to the Symbiot Gene and cannot be converted. Gannock traditionally live in large family groups or tribes. Females are familial masters but males are normally found in leadership positions in work groups. Dominance in their society is established by wit, in pranking others, showy debates and sometimes through technological talents. Gannocks are impulsive by nature, often acting before thinking things out. Gannock Culture looks down on direct confrontations, preferring to embarrass and humiliate rivals. When a Gannok feels wronged or wishes to dominate another they do so with clever pranks. The Gannock begin play with the Compulsive Behavior: Pranking disadvantage that gives them a -1 reaction penalty. While this isn’t a trivial behavior to overcome it be bought off for 5 points. The native language of Gannock is TokTok, a combination of tongue clicks and guttural noises. Gannock are not simply mischaracterized, they are annoying smelling aliens. 

Stats: -2 ST, +2DX, Brachiator, Flexible: Double-jointed, Extra Arm, Immunity: Symbiosis, Regeneration: 1pt every 12 hours. 1 level of Stretching (Negated by Dwardism), Bad Smell, Compulsive Behavior: Pranking, Dwarfism, Impulsive, Level 1 Increased Consumption, They have a -2 social stigma from all other races in the Known Worlds and a +2 reaction to their own kind.

Hironem (44pts)
Hironem are a tall slender race of lizard people native to Cadiz. Their skin is thick and scaly ranging from green to brown in color. Like other reptiles the Hironmen are cold-blooded and are vulnerable to the cold. The native language of Hironem is Salsu. The Hironem culture is strictly casted and insular. Most Hironem are Xenophobic but the Pcs would most likely not be so it’s not part of the template. PCs would be a member of the Warrior or Maker caste that have left the Hironem reservation and are not permitted back among their people. Hironmen have a unique sensory ability. They can sense the pattern of weird and how it interacts with people and places, an energy that the Hironmen call S’su. Hironem do not see S’su energy but rather almost feel it like a vibration in the air. Sensing this energy is as natural to them as vision is to a human and functions just like other perception rolls. A good roll against S’su sense could give a Hironem insight into the emotional state of someone or help them decorate their home to enhance their tranquility or know if weird forces are manipulating people or interactions. A critical success at a S’su sense roll could alert the Hironem to an impending Theurgic attack or the arrival of a teleporting psychic. Hironem are unable to become psychics. The Hironem priestly caste, the Sibanzi, have a form of Theurgy that they can use but it would be very unusual for PCs to have this ability. 

Stats: ST +1, DX +1, DR 2, Detect: Weird Energy, Cold Blooded (50 degrees), Racial Quirk (Cannot be psychics), Hironem are very strange looking and they struggle to communicate with with non-Hironem giving them a -2 social stigma with the other races of the Known Worlds and a +2 reaction from their own kind.
Hironmen Equipment
Warming Doublet (TL 7) - These insulated vests were made during the emperor wars by the Alchemists Cartel for the Dragon Legion, but has been reproduced by many different makers. The doublet pumps a fluid thought their synth vesicles in the doublet that is warmed in the pump housing in the lower back of the doublet. The Doublet warms the blood and organs of a hironmen enough to lower the threshold of their Cold Blooded disadvantage down to 25 degrees Fahrenheit, they don’t take damage in temperatures above 10 degrees Fahrenheit, and gives a +2 to HT rolls to avoid damage. The Doublet runs for 60 hours on a C cell and has a DR 8. An impaling or piercing attack to the body or groin has a 1-in-6 chance on a roll of a d6 of causing the vest to fail, cutting attacks have a 2-in-6 chance. Repairs to a Warming Doublet can be as expensive as the doublet itself. The Doublet is slender enough to be worn under an energy shield. Cost 48 FB, Wt. 2lbs.
Shantor (75 pts)
Shantor are the horse-like alien natives of Shaprut. More truthfully they are built like broad-shouldered ponies with a highly articulated mouth the functions somewhat like a hand that can’t handle toxins safely and dewclaws on their forehooves that allow them to grip small lightweight objects. The neck of a Shantor is extremely articulate and muscular, allowing them to wield a melee weapon held in their teeth without penalty but they cannot perform any skill that requires two hands. Other than that they cannot manipulate objects. Shantor hunters and soldiers commonly fight with spears thrown from their mouth. Shantor are quadrupeds with a horizontal build. Treat all hit locations for hand or arm as fore hoof and foreleg. They can stand on their rear legs but it requires a DX roll to avoid falling and cannot make more than step movements unless they‘re on all fours. Their build only allows them to make punch attacks into their front hex, and only make kick attacks into their rear hex. Shantor aren’t capable of complex speech. Their native language, Windspeech, is an articulation of grunts, whinnies and neighs.  They are unable to speak other languages but could can learn to understand or even write them. Shantor language isn’t descriptive or flowery, the artistic expression of their language is in it’s verbal expression. They can use technology to overcome their speech but tend to discuss issues very directly and can be confused by implied meanings or sarcasm. Shantor Culture is not literate, their laws and history are passed on orally. Shantor have remarkable memory, able to remember specific details of conversations from their childhood. Shantor also have exceptionally sharp hearing. Unfortunately the Shantor don’t live very long. The reach reaching maturity at 4 years and begin making aging rolls every year at 12, every 6 months at 17 and every 3 months at 22. However the Shantor don’t suffer from the impatience that plagues the vorox because their culture views life generationally, they may not live long enough to complete a great undertaking but they feel honored to be one of many lives dedicated to it. Shantor live in low-tech communities, even in busy city areas. Their race’s oppression and physical limitations just makes them disadvantaged at understanding and utilizing technology. Shantor are given to melancholy and given their place in the known worlds it’s difficult to blame them, many of them fall prey to addiction or alcoholism but it‘s not common enough to be a racial feature. Generations of dealing with the dysfunctional, angry, alcoholic Shantor that have become the spokesmen of their race has created a stigma against their race in the known worlds. Shantor are unable to gain psychic abilities or learn Theurgy. 

Stats: +8 ST, +1 DX, -2 IQ, +4 HT, +2 to basic move and Shantor PCs should be allowed to buy increased Basic Move within reason, SM+1, Low TL (-2 tech levels), +4 Acute hearing, Claws (Hooves), Eidetic Memory (Photographic), Extra Legs: 4 legs, Cannot Speak, Chronic Depression (Self Control-15), Ham Fisted (-3) ,Horizontal, Illiterate, One Arm, Racial Quirk: No psychic powers or Theurgy. 2 levels of Short Lifespan. Known Worlders react to Shantor at a -2 but other Shantor react to them at a +2. 
Shantor Equipment
Dolomei (TL 9)- These devices are profuse among the Shantor originally created during the Second Republic when Xeno-Anthropologists discovered that the bestial sounds Shantor made were actually language. The Dolomei is a relatively small box worn around the neck of a Shantor that translates Windsspeech to Urthish. The translation isn’t perfect, often missing subtleties of speech but usually getting the basic idea across. Dolomei are fragile by nature, any hit to the throat will damage it on a roll of a 6 on 1d6, more than 2 pts of damage will damage the Domomei beyond use. A Dolomei Costs between 125-200 FB depending on quality, Wt 1lb.
Sheaths (TL 2)- Traditionally used by hunters and soldiers to carry spears the Shantor often build leather sheathes custom made to allow them to draw tools and weapons with their mouth. The construction is normally simple but very effective at keeping tools at the ready. Cost 3 FB per sheath, Wt negligible.
Shoulder Mount (TL 5)- This is a harness that straps over the shoulders and belly of the Shantor allowing it to mount a forward facing gun, triggered by a pull cord that is grasped in the mouth. The Shantor has to make a ready maneuver to grasp the pull trigger in order to fire. The Shoulder Mounted gun can only fire at targets directly in front of the Shantor and shoots with a -2 to the applicable weapon skill. A weapon in a Shoulder Mount cannot be aimed. The mount normally allows for the Shantor to reload the weapon using normal reload times. A Shantor cannot strap on a Shoulder mount without assistance. Cost 13 FB, Wt 2lbs
Swivel Mount (TL 8)- This is a shoulder-mounted mechanical turret that holds and aims a gun. It functions much like a Shoulder mount but allows the user to aim in any direction they can look. The turret follows the direction the head points using a sensor that mounts to the Shantor’s head and is fired by a trigger held in the teeth. Shooting still has a -2 penalty to the applicable skill and shots cannot be aimed.  The Swivel Mount can mount any weapon up to Bulk 5. A Shantor cannot strap on a Swivel Mount without assistance.  Cost  185 FB, Wt. 5lbs.
Target Reticule (TL 8)- These goggles are specifically designed to fit a Shantor’s eyes and can be mounted to a helmet or worn on a band. They feature a projection of the view of the barrel of a gun worn in a mount, negating the skill penalty for using a gun in a mount and permitting the Shantor to aim. Cost 65 FB, Wt 1lb.
Articulation Mask - This is a high tech muzzle that is fitted with very small articulated armatures that are controlled by the lips and tongue of a Shantor. The Mask is used to carry out precision work that Shantor would otherwise struggle with such as artistry work or High Tech Redemption or even surgery. The armatures aren’t strong enough to perform work that requires any kind of strength. The Mask takes some time to get accustomed to but requires no special skill to use. Runs for 12 hours on a B Cell, Cost 235 FB, Wt. 1lb.

Oro’ym (43pts)
Oro’ym are a very rare race of amphibious humanoids that populate the oceans of Maddoc. They are a secretive society that tends to avoid human contact without good reason. PC Oro’ym would likely be of the Redem’ym, those that cut the webbing between their fingers to live among the “others”. As amphibians Oro’ym can swim in water just as easily as they walk on land, requiring a DX roll only for difficult maneuvers under water. Oro’ym are able to filter oxygen, and can breathe water indefinitely provided it is normally oxygenated.  Oro’ym are able to withstand pressures up to 10 atmospheres and have nictating membranes over their eyes to protect from sensory attacks or damage, giving the eyes a DR+2 or +2 to HT checks to prevent vision damage while they’re in place.  The long Tail of the Oro’ym aids in their swimming, giving them a +2 to any roll to maneuver in water and can be used to strike opponents..  The Oro’ym are technically cold-blooded creatures and suffer from the disadvantage of the same name but their scaled physique and temperature regulating fins allow them to survive in very low temperatures so long as they surface once every 12 hours to warm themselves. Their minimum temperature tolerance is 0 degrees Fahrenheit for normal freezing results and for the Cold-Blooded disadvantage.  Oro’ym aren’t comfortable in the open air for long. Approximately 30 minutes after leaving the water Oro’ym’s scaled skin begins to dry, and grow increasingly sensitive and they have difficulty regulating temperature, taking a -1 to all HT rolls and must make a HT roll every minute or lose a fatigue point until then are once more wet. The Oro’ym have a reptilian capacity to regrow lost organs and many warriors take pride in the number of limbs they have lost in battle once the fully recover the hit points from a crippling injury the limb or organ is recovered. Oro’ym have a chamber of their skull not unlike the melon of a dolphin that allows them to speak and hear in ultra-frequency as well as giving them excellent hearing. Their native language, Oro’ym, is spoken in ultrasound as it is the only way they can communicate under water. While Oro’ym can make ultra-frequency noises above the water they cannot articulate clearly enough to speak their language on land. The Oro’ym have a second native language, At’ym, that is spoken verbally in deep baritone while on land and is the language “others” most often speak to them in. The Oro’ym are obsessive about their heredity and lineage, taking great strains to track it and continue their familial line. Their concept of family is not differentiated from their concept of self. They take insults to their heredity poorly. Oro’ym do not wear clothing in their native culture except for ceremonial purposes. They are fascinated by the idea of wearables and believe that wearing the clothing of a great person gives them some of their karma. The Oro’ym are pessimistic about the future of their race. They believe that their time of greatness is behind them and their civilization is doomed to decline, they accept bad fortune as their lot in life and it often causes them to fall into fugues where they will not struggle against an adversity. The Oro’ym are especially alien compared to other races because of their customs and appearance.  

Stats: +1 DX, +1 Acute Hearing, Amphibious, Doesn’t Breathe: Gills, 2 Levels of Nictitating Membranes, Level 1 Pressure Support, Regrowth, Striker (Tail Th+1 CR, R1), 5 levels of Temperature Tolerance, Ultrahearing, Ultrasonic Speech (Only underwater), Chronic Depression (Self Control-12), Cold blooded. Dependency (Water, hourly, Fatigue Damage, Resisted by HT), Fanaticism (Lineage), Racial Quirk: Obsessed with clothing of famous people. Known Worlders react to Oro’ym at a -2 but other Oro’ym react to them at a +2. 
Oro’ym Equipment
WET suit -  Originally built by the Engineers during the Second Republic these Water Environment Togs are skin-tight suits that store a bladder of 1 gallon that transmits moisture across the inside of the suit, filterring and recycling the fluid. A fully loaded WET suit will keep an Oro’ym moist in normal humidity for a week. Higher tech versions work for a month. The Suit covers all parts of the body except the face and provide DR 3. Damage to the suit would likely kill the wearer long before it caused the WET suit to fail. The WET suit is too bulky to be worn under an energy shield. A TL 6 WET Suit Cost 28 FB, Wt 7lbs, and runs for a week on a B cell and fresh water. A TL 8 WET suit Costs 120 FB, Wt. 5lbs, and runs for a month on a B cell and fresh water.
Newt Gun - Designed by Engineer Povronda Capek, and more commonly known as the Capek Aquatic Rifle, this weapon fires specialized ammunition that is as effective above the water as below and is never damaged by exposure to water. The Newt Gun fires chemically propelled flechette and cannot use special ammo. It is fired using it’s own Guns: Newt Gun skill. It is designed for people with webbed fingers and non Oro‘ym fire it at a -1 to skill. The rifle is slightly less noisy than a regular slug thrower but it’s distinct report is still easy to hear. It’s stats are: Malf 16, Dam 3d+2 (2) Pi, Acc 3, Range 166/633, ROF 1, Shots 5(2i), ST 9, Bulk 5, RCL -1. The forward ridge of the Newt Gun is a sharp pointed edge designed for striking, functioning just like a hatchet in combat. Cost 325 FB, Wt. 6lbs. Ammunition costs 4 FB per round.
Ur Obun (0 Pts)
Ur Obun are usually more slender than humans of comparable height and their brows have a tell-tale curvature but they are otherwise very human-looking. Ubun are a peaceful people known for their perceptiveness and tranquility. They have a natural empathic ability and find other species troublingly oblivious to the feelings of others. The obun also have a remarkable ability to solve problems through focused thinking, but rarely apply their gifts towards technology out of personal preference.. Obun live in a community minded culture feeling a natural urge to help those they know. Obun culture has no analog of joking, or witticisms. All Ur-Obun harbor an intolerance for their cousin race the Ur Ukai and find it difficult to trust them. Psychic ability is common among the Ur-Obun. Obun Characters do not need the Unusual Background Advantage to purchase Psychic powers and they may purchase Novice level in a psychic power without training. Ur Ubun are the most widely accepted of Alien races but their tendency to offer cryptic or evasive answers has earned them an unpopular social stigma. 

Stats: -1 ST, +1 DX, Empathy: Sensitive, Single-minded, Unusual Background (Psychic aptitude), Intolerance (Ur Ukar), No Sense of Humor, Sense of Duty (To everyone they know personally). Ur Obun receive a -1 reaction from all other known worlders and a +1 reaction from their own people.
Ur-Ukar (0 Points)
Ukari are a warrior people highly concerned with personal honor. Ukar are famous for their bad tempers, quick to anger and slow to forgive. Most Ukar grow up in an environment of aggression and violence, breeding them to have exceptional fighting reflexes. They also harbor an intolerance for their lost cousin race the Ur-Obun and have difficult cooperating with them. The Ukari’s life underground has given them sharp night vision but they also suffer from Albinism, suffering a -2 to all vision checks in direct sunlight, and suffering a point of damage for every 30 minutes of direct exposure to sunlight. Psychic ability is common among the Ukar. Ukari Characters do not need the Unusual Background Advantage to purchase Psychic powers and they may purchase Novice level in a psychic power without training. Ukari are largely perceived to be irrational human haters and even other alien races tend to be fearful of them.

Stats: -1 ST, +1 DX, Combat Reflexes, 5 levels of Nightvision, Unusual Background (Psychic aptitude), Albinism, Bad Temper, Intolerance (Ur Obun). Ur Ukar suffer a -2 Social Stigma to all other known worlders and a +2 among their own people.

Vorox (72 Pts)
Vorox are huge 6-limbed furry mamals with the teeth and claws one would expect. Most interesting in the Vorox physiology is their 6-armed frame. Vorox do not suffer the same left/right coordination issues other races have. They have two forearms that are -2 to fine manipulation tasks, two secondary arms that operate without penalty and two rear arms that are functionally their off-hands with a -4 for any task. Vorrox can walk on their hands as if they were feet if they are empty, gaining the stability of the extra legs advantage (B 54). If  a Vorox is walking on all six arms they gain a +1 to move. Their huge build and physiology makes the normal world very inconvenient for them, vehicles are often too small for them to enter most of their clothing and armor has to be specially made. Using tools designed for human physiology carries a -2 penalty. Their thick furred coat and thick skin give them a natural armor against scrapes and abrasions. Vorox hearing is uncommonly keen. Vorox are culturally isolated and primitive, their society doesn’t support more than medieval technology. Vorox cannot begin the game with Technology higher than 3 without taking the Technologically Advanced advantage. Vorox have very strong instincts and even the most civilized of them fall prey to poorly thought out actions. Vorox are short-lived, reaching maturity at 9 years and begin making aging rolls every year at 25, every 6 months at 35 and every 3 months at 45. Most Vorox have their poisonous claws shorn at birth but they still have sharp teeth that bite for Th-1 Cut Damage. Vorox are very rare outside of their home planet of Ungavorox and their inhuman appearance combined with their intimidating manner has created a very unpopular bestial stereotype. 

Royals (+10 pts) of the Vorox Culture are permitted to keep a single claw (Thrust cutting damage, C reach), creatures wounded by the claw are subjected to their painful paralytic venom and have their DX reduced by 1 for a minute and must make a HT-1 roll. A failed roll means the victim takes 1d-2 Fatigue damage each turn until they make a successful HT -1 roll, success means they resisted the poison.  While Royals have little say over the human world, their own kind revere them, effectively giving them a +3 reputation among Vorox that is always recognized. 

Stats: +5 ST, +1 DX, -1 IQ, +3 HT, +1 Basic Move (Empty handed), +2 Acute Hearing, DR 2,  4 Extra Arms (Foot Manipulators), Extra legs, Teeth: Sharp Teeth, Gigantism (SM+1), Impulsive, Low TL (-2 tech levels), 1 level of Short lived, Vorox have a -3 reaction roll to all non-Vorox however the get a +3 to intimidation rolls.

The Changed
The Changed are humans and sometimes aliens that have had their genetics altered to make them more than what they could be. This kind of tweaked evolution was fashionable and easy in the Second Republic but those ages are long behind us. Some of these new humans bred in the Second Republic have endured, passing on their genes through the ages. Some have bred out their strange DNA but occasionally their descendants produce strange Changed features. Many of the first Nobles of the Known Worlds were more than normal men, and occasionally when house lines aren’t policed for inbreeding those Changed genes arise. Many are the stories of hideous inbred nobles locked in towers are such unfortunates. The genetic modification of the New Dark Age is clumsy and grim, producing horribly changed peoples often mentally or emotionally crippled by what has been done to them. The church cannot abide any of the changed, even the smallest tweak of DNA is a slap in the face of the creator that molded each and every one of us. They work to destroy all changed with varying levels of zeal. The changed face a terrible stigma from ages of bogeymen stories mixed with exaggerated accounts of actual conflicts with The Changed. Unlike most prejudices even most Changed don’t like or trust other Changed breeds. They don’t react with the penalty of the social stigma, no do other changed have a bonus to intimidate them. They simply deal with them like any stranger.
The Animalized
The animalized were the ultimate vanity of the second republic, human beings altered genetically to take on animal features. There were entire colonies of them at the height of the science. When the fall came they were easy targets for the fear and frustration of those looking for a scapegoat. Now they huddle together in hidden tribes, fearing persecution.  Some others still were the creation of ambitious Engineers of the New Dark Ages created for war or less moral ambitions. The animalized that have survived are a some of the most purebred of the changed. Their appearance if not their genetics makes them only suited to mate with their own kind, preserving and enhancing their genetic template. Most Animalized communities tend to be very xenophobic, even among other changed. Thousands of years of oppression and united sacrifice has taught them not to trust others. The mechanics of changed characters depends a lot on which animal they’ve been modified to resemble. The most populous communities of the Animalized are the Tiger Men of Criticorum or the Gillmen of Byzantium Secundus.
Tiger Men (20 Pts)
Stats: +1 DX, Unnatural features -5, Accute Hearing +1, Claws: sharp,  Night vision 3, Unusual Background, intolerance, Social Stigma (changed) -4 Reaction from Known Worlders, +4 intimidation.
Gillmen (5 Pts)
Stats: +1 HT, Unattractive, Unnatural features -5, Doesn’t Breathe (Gills), Hard to kill 2, pressure support 1, Unusual Background, Social Stigma (changed) -4 Reaction from Known Worlders, +4 intimidation.
Grimsons (70 Pts)
Grimsons were super soldiers created during the Emperor Wars. Virtually all noble houses had a Grimson program. Some were made through assisted breeding, others through direct genetic manipulation. By the end of the fighting only House Decados still had an operating Grimson Program in it’s Kossaks. However, for each super soldier program that was shut down there were dozens of genetic freaks loose in the population. Grimsons are larger, stronger and more durable than a normal humans but other than a vast selection of battle scars they aren’t especially unattractive. What’s more, while their condition is obvious most Known Worlders don’t think of them as Changed, being Grimson is frightening enough. Grimsons were built to follow orders and brought with the indoctrination to need to be commanded. Outside in the real world Grimsons have difficulty in finding their own way in life. Most keep rigid routines to avoid making choices. Grimsons are often callous, mercy and empathy are usually considered a failure in those programs and weeded out of the stock, but enough Grimsons are capable of empathy that  the disadvantage isn’t part of the profile. Grimsons are often ugly. If genetic tampering isn’t hard enough on a man’s face then years of front-line fighting will often give him some marks of distinction. But there is nothing specific about all of the Grimsons that requires them to be unattractive so it’s not part of the profile.

Stats: +3 ST (Many have much higher), +2 HT, Giantism (SM +1), Combat Reflexes, Damage Resistance 4, Fearlessness 3, Hard to Kill 2,  Rapid Healing, Unusual Background, indecisive 12+,  berserk, Social Stigma (Grimson) -2 Reaction from Known Worlders, +2 intimidation.
Ground Troll (90pts)
Early in the second republic corporations were overly tempted by the idea of genetic manipulation to augment profit. One downfall of this period was the GHUL project, an experiment that changed human beings into living mining equipment. GHULs were designed to be able to opperate deep in the ground for extended duration, with tough skin and efficient lungs to withstand cave-ins and broad hard claws able to burrow into rock. GHUL were even able to take nourishment from minerals in the earth. The transformation was dehumanizing and many GHUL rebelled against their corporate masters digging deep into remote locations and living out their years away from humanity. Every now and again commoners encounter one of these changed with their rock-grey skin and huge clawed hands and they believe they‘ve found a mythical monster, hence the nickname for these unfortunate changed. Ground Trolls live in subterranean colonies about the size of a rural village. Their society is very alien even by alien standards but they’re very curious about humanity and their origins. Ground trolls see the world in black and white, literally. Their eyes have evolved to see xray radiation and they can see in complete darkness and even through less-dense solid materials.

Stats +5 ST, -1 IQ, +2 HT, Gigantism (SM+1), Absolute Direction, Claws (Long Talons), Damage Resistance 4, Darkvision, Penetrating Vision level 1, Tunneling level 1, Cloistered, Low Tech level 3 levels, Unusual Biochemistry, Weak Willed 2 levels, Social Stigma (changed) -4 Reaction from Known Worlders, +4 intimidation.
Hounds (10 Pts)
Originally created during the Dispora to track fugitives or detect chemical threats. Hounds are natural huntsmen, able to sift out subtle scents to the point of tracking by smell. Their senses are sharp and their lean builds and tight muscles make them very dexterous. Their body odor is strong and upsetting to animals. The irony is that hounds are not just able to identify one another by scent but they’re intensely attracted to one another’s scent, carrying on their genetic legacy by a blueprint that was lost centuries ago. Hounds are lean of build with distinctive bestial features, peaked earlobes, pointed canines and thick body hair. They can pass for human at a distance or in poor lighting or with a hood and a tight lip, but they are no less hated than any other changed. Hounds are clannish, keeping in communities of their own away from the unchanged. Even when they live in changed colonies they keep a distance from others. They tend to be quirky and keep strange customs because of their disconnect from society. Player Character Hounds are likely survivors of a Hound clan that has been scattered or they were cast out for breaking the laws of their clan.

Stats: +1 DX, +1 Basic Move, +1 Acute Hearing, Discriminating Smell, Night Vision 3, Cloistered, Frightens Animals, Odious Personal Habit: Strong Body Odor, Skinny, Social Stigma (Changed, concealable) -4 Reaction from Known Worlders, +3 Intimidation.
Metonyms (30pts)
Some Changed are made to serve a specific purpose but what can be done for the problems that need many roles? This is what the espionage agencies of the Known Worlds have been trying to figure out, and why they began Metonym programs. Their aim was to make the perfect spy, a person who could be any person. There were many failures along the way that form the basis for peasant tales of shape-shifting monsters but the end justified the means if only for a short time. Once the genetics were out of the lamp they couldn’t be controlled, there was no way to keep track of a man with no face. Most Metonyms left their creators and vanished into the crowd, those that remain are more frightening, nebulous creatures that seem to know everything and everyone within their agencies, some have managed to erase the nature of their existence. Metonyms are able to take the form of any humanoid. The change of form takes 10 minutes and is  highly uncomfortable. A Metonym can duplicate the body and voice of any humanoid they know with 30 minutes of close study and a successful Disguise skill roll at a +2.  They do not gain any advantages of the person imitated other than appearance and cannot duplicate the appearance of someone with a ST more than one point higher or lower than their own without it appearing suspicious. Metonyms lack a sense of identity. They can imitate anyone but they are nobody themselves. It makes them callous, many having more severe psychological disorders. Metonyms aren’t apparently Changed. even those with unusual features in their native shape are able to conceal their looks at will. Instead they hold the secret of their nature. 

Stats: Mimicry, Shape shifting (cosmetic, retains shape,  Appearance: Transcendent, Skill roll required), Unusual Background, callous, Secret (Changed)
Succubi (15 pts)
Succubi are another example of  how the changed prevail over a world that despises them. Originally a fashionable genetic enhancement popular in the Second Republic, although  many were created after the fall, Succubi are able to manipulate behaviors in others through pheromones. The can cause others able to smell their pheromones to like them, desire them or even fear them. The Succubi can only inspire one emotion at a time and cannot selectively use their ability against specific people. The Succubi’s powers only work in fairly close proximity, about 3 hexes of distance from the Succubi and once used the effects last for a scene or until the succubi inspires a different emotion. Those with no sense of smell, or who’s senses are protected, are not affected. The down-side to their ability to manipulate pheromones is that their own receptors aren’t affected by non-Succubi. They cannot form loving relationships with humans or aliens and are nearly sexually dysfunctional.  At GM’s discretions, reaction or skill modifiers that are affected by pheromone production are halved, rounded down, when used against a Succubi. However the attraction Succubi feel to one another is intense overpowering reason or decency. In this strange way the Succubi are drawn to keep their Changed bloodline pure. Succubi are accustomed to the control of others and spend their lives surrounded by people. When they are alone they find it difficult to do things for themselves. While some Succubi are malformed, most blend into society easily, not suffering the stigma of the Changed. Instead they hold the secret of their nature. 

Stats: Charisma 10 (scent-based), Unusual Background, Chummy, loveless (5pts), Secret (Changed)
Stirgoi (60 pts)
The Stirgoi were a failed precursor to the Decados Kossack Program, intended to be terror unit, striking in darkness and wreaking havoc behind enemy lines. They were designed with the ability to produce a pheromone that makes people ignore their presence, giving them a -4 to vision and hearing or smell checks provided the observer is able smell them. The Stirgoi have exceptional night vision, need only 4 hours of sleep a night, consume about 1/3 the food that a normal human does and have remarkable healing capacity, which allows them to age very slowly. Unfortunately Stirgoi’s skin is poorly protected from ultraviolet radiation due to the genetic modification that allows it’s pheromone production Any strong ultraviolet light, such as sunlight is painful to them. Being exposed to indirect sunlight such as light through a window or on an overcast day afflicts them with Pain:Moderate, unobscured daylight causes Pain: Severe and extreme exposure, such as through the window of a starship or a high powered UV lamp causes Pain:Extreme. Even suffused sunlight is an irritation to them. The aversion can be mitigated with heavy clothing that covers the entire body, lowering the effect one level, thus unobscured daylight through a hooded cloak would cause the Pain: Moderate affliction. Stirgoi were designed to be difficult to sneak up on making them extremely light sleepers. Many Stirgoi rest in isolated chambers to allow them peaceful sleep. As a method of control, the Stirgoi were designed to need a dietary supplement to allow them to produce new red blood cells. If denied the supplement they would slowly suffocate to death. That is until the Stirgoi discovered that drinking human blood permitted them to simply process the hemoglobin of others into their bloodstream, and shortly there-after freed themselves from their masters. A Stirgoi wakes with 2 HP of damage from the slow depletion of red blood cells that are healed if he consumes 2 HP worth of human blood. Blood doesn’t work as effectively as the supplement did and if Stirgoi don’t consume their 2 HP dose each day they begin to suffer from starvation regardless of how much food they consume. Some Stirgoi have evolved to survive off the blood of any mammal (10 additional pts). Many Stirgoi are obsessed with the quest of recreating the lost supplement that they were originally controlled with. A life of surviving on blood has given Stirgoi a certain detachment from the living, some even form an unnatural hunger for blood or an obsession with morbidity. Since their escape from the Decados the Stirgoi faced both vendetta from the Decados and understandable persecution by the church. Those that survived are tenacious monsters, but skilled at hiding in plain sight and deflecting accusations. Stirgoi don’t often gather in large groups finding no special kinship with those that are as horrible as themselves.

Stats: +3 ST, +1DX, +3 HT, Combat Reflexes, Extended Lifespan 1, Less Sleep 4, Night Vision 6, Obscure 4 (Scent-Based, Doesn’t work in sunlight), Reduced Consumption (1/3 food) Regeneration (1HP ever 12 hours), Aversion to sunlight, Callous, Draining (Human Blood), Grim Soul, Light Sleeper, Restricted Diet (Human Blood, illegal), Social Stigma (Changed, concealable)-4 Reaction from Known Worlders.
Thana (30 pts)
Not all changed hide in the sewers and eat children. The Noble Thana family have heavily tweaked genetics to make them superior leaders. Most Thana are more attractive and Intelligent than the average human. Some retain the gene-works of enhanced social prowess or powerful memory. But sweet is rarely found without sour. Generations of tinkering with their own genetics have left the Thana with a variety of neurological issues. Their modified genetics are well known but their stigma is offset by the good standing of their Household. The Inquisition dislikes the idea of publicly acknowledged changed by any name but as long as the Thana remain a noble house and make no other heretical missteps there’s little they can do without a massive political backlash.

Stats: IQ+1, Appearance: Beautiful, Reputation -1 from anyone who has heard of House Thana. Additionally many Thana have Charisma, Edict Memory or the Smooth Operator Talent added to this racial template. To offset these costs, all Thana have the one of the following disadvantages; Callous, Chronic Depression, Jealousy or Paranoia added into the racial template and most Thana additionally have at least one phobia.
Travelers (20Pts)
One of the first of the changed, the Travelers date back to the early Diaspora when Teraforming was clumsy and the Known Worlds were harsh. Travelers were the Zaibatsu’s solution to words that were harder than humanity could bear. The original Travelers were indomitable, sleepless men and women that barely ate, able to function in a broad range of temperatures, with immune systems that were virtually impervious. Each bore the corporate logo of their masters etched into the pigments of their skin. The river of years has diluted the abilities of Travelers and deformed their genetic logo but they are still formidably adaptable to different environments and still bear the strange marks of those that changed their forefathers. Their genetics are recessive, laying low for generations before a “marked child” is born again. Travelers are widely known in folklore and are often cast in a favorable light in stories. Known Worlders understand that they are changed but few fear them so much as the consequences of harboring or associating with them.

Stats: Very Fit, Hard to Kill 2, Less sleep 3, Reduced Consumption (1/3), Resistant to Disease (+3 to HT rolls), Temperature tolerance 2, Social Stigma(Changed, concealable) -2 Reaction from Known Worlders, +2 Reaction from other Travelers.
Vulpanthrope (10 Pts)
Vulpanthropes were originally created during the Voldrok occupation of Leminkainen as guerilla shock troops to fight against the invading barbarians. They quickly proved too difficult to control and went into the wild. Vumpanthropes are changed that attempted to cross the genetic qualities of the fox with men. Unlike the Animalized or Hounds Vulpanthropes do not look like men with animal features, they have bestial bipedal builds and opposable thumbs but are covered in the thick brown fur of a fox with full flush tails and the head of a fox.The Vulpanthrope immunity to pathogens tends to make them carriers of virulent viruses. Most are considered to carry the deadly Fox fever. Vupanthropes are not widely known outside of Hawkwood Space but there is no mistaking them for anything other than changed.

Stats: DX +2, IQ -3, HT +2, +1 MV, Claws: sharp claws, Immunity: disease, 4 levels of Nightvision, Teeth: sharp teeth, Berserk, Social Stigma (Changed, concealable)-4 Reaction from Known Worlders.
Freaks (-35 Pts)
Outside of the deliberate programmed genetic lines and the hereditary lines of the changed are those that are just different. These unlucky few are the cast offs of the outsiders. The most horribly deformed of the changed. Some are products of experimentation gone wrong and some are genetic riots from the recessive genes of one or more lines of changed. Freaks have extreme and severe mutations that prevent them from ever fitting in among others. Even those with fairly mild changed powers are physically warped by errant genetics. Freaks are not a bloodline of changed so much as a curse waiting in the genetics of those that have ancestors who were Changed. They are marked terribly and suffer imaginably for the sins of those who are long dead. Many harbor terribly bitterness or rage, others are marked with remarkable kindness but few have a traditional outlook on the world. Mechanically other than their appearance, background and social stigma they are free to take any advantage or disadvantage that reflect their unusual physical nature that the GM will permit in the game.

Stats: Monstrous, Unusual Background, Social Stigma (changed) -4 Reaction from Known Worlders, +4 intimidation.
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