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Introduction

This is not a heroic galaxy. This is a broken one

Hello - my name is Ron McClung, and I've loved
science fiction for as long as | can remember.
From Star Trek to Star Wars and everything in
between, I've been a fan at one point or
another (and still am in many cases). | started
playing tabletop RPGs as a teenager, and most
of them were sci-fi: Star Frontiers©, Other
Suns®©, Star Wars©, Shatterzone©,
Star*Drive©, Fading Suns©,and Babylon 50.
Over the years, | ran games through high school,
college, and beyond, and along the way | began
creating my own material - aliens, space
dragons, strange worlds, and half-formed ideas
that sometimes found their way into rough

sketches. | don’t claim to be an artist, but I've
always enjoyed dabbling.

Now | find myself in my 50s with decades of
notes, drawings, and concepts sitting on a
website I've been maintaining since the
mid-1990s. | kept it alive simply because | didn’t
want all that creative effort to disappear. Maybe
it isn’t perfect. Maybe it isn’t polished. But it
mattered to me - and maybe someday it might
inspire someone else. Even after personal
websites fell out of fashion, this remained a
quiet passion project.

Then came Al. Tools like ChatGPT, Gemini, and
Copilot gave me a way to revisit all that old
material with fresh eyes. | started cleaning up
the text. Then converting sketches. The results
surprised me. Suddenly, ideas that had lived in
notebooks for decades were becoming vivid



again. That’s when something clicked - what if |
brought everything together into a single,
cohesive setting? With Al acting as a creative
partner, | began refining lore, connecting
factions, rebuilding races, and shaping a
consistent universe. Most of the artwork comes
directly from my original sketches or written
descriptions - about ninety percent of the time,
the Al nailed the look. The rest took iteration,
tweaking, and sometimes a bit of Photoshop.

What you’re holding now is the result of that
process. Shattered Expanse is a compilation of
decades of imagination, blending inspirations
from Star Frontiers ©, Star Wars ©, Shatterzone
©, and Star*Drive ©, mixed with my own ideas
and finally forged into something | can call
uniquely mine.

Welcome to the Shattered Expanse.

Before the Expanse

The Age of Dragons

Long before the rise of any stellar empire,
before humanity ever learned to bend space,
legend says the void itself was alive. They are
remembered only in fragments now, called
many things across different cultures: Void
Dragons, Star Serpents, Celestial Leviathans, or
Hyperspace Wyrms. Most simply call them the
Stellar Dragons.

These entities did not live in normal space. They
existed primarily within higher-dimensional
currents - what modern science calls Foldspace -
drifting through hyperspace tides like great
cosmic predators or shepherds. Entire star
systems formed in their wakes. Some ancient
records suggest they shaped gravity wells,
seeded nebulae, and stabilized early stellar
clusters.

Whether they were natural lifeforms or
something far older is unknown. What is known
is that their passing left scars in spacetime.
These scars became the first hyperspace
corridors. Civilizations would later mistake these
corridors for natural phenomena. They were
not. They were dragon trails.

The Silent Epoch

At some point in the distant past, the dragons
vanished. No fossil remains have ever been
recovered. No confirmed sightings exist in
modern times. Only gravitational anomalies and
impossible energy signatures hint at their
former presence.

Their disappearance marked the beginning of
what historians now call The Silent Epoch - a
vast stretch of prehistory where intelligent life
either did not exist or had not yet learned to
leave lasting records. During this time, stars



stabilized, planets cooled, and early biospheres
emerged. Life spread quietly across the galaxy.

The First Builders

Millennia later, the first advanced civilizations
arose. Little is known of them. Their ruins are
scattered and fragmented, usually buried
beneath newer structures or lost in radiation
storms. Most species refer to them simply as
the First Builders.

Some theories suggest these beings learned to
harness remnants of dragon-made hyperspace
corridors. Others claim they discovered psionic
resonances embedded in spacetime itself.
Whatever their origins, they left behind early
jump gate frameworks, psionically active crystal
lattices, planetary engineering relics, genetic
uplift technologies, and more.

These discoveries would later be rediscovered
independently by multiple races. The Sarginians
are believed to be the closest surviving
inheritors of this era. Of course, they do not
confirm this.

The Terran Empire

Much later still, humanity rose. Earth unified.
Faster-than-light travel was mastered. Artificial
intelligence flourished. Genetic uplift programs
expanded sentient life across dozens of species.
The Terran Empire stretched across thousands
of systems. It was not benevolent. It was
efficient.

Humanity uplifted animal species for labor,
warfare, and colonization. Entire races were
shaped to survive hostile environments or fulfill
strategic roles. Some thrived. Others were
abandoned.

Then came Collapse. No single cause is agreed
upon. Some blame internal rebellion. Others

point to Al conflicts. A few whispers about
Sarginian interference.

Whatever the truth, the Empire fractured. Fold
lanes collapsed. Communication failed. Core
worlds burned. Thus began The Long Silence.

Overview

The Shattered Expanse is not about heroes
saving galaxies. It is about survival, fractured
empires, and ancient lies. The Shattered
Expanse is an isolated fragment of a forgotten
Terran Empire. After the Collapse and the Long
Silence, humanity, uplifted species, and other
alien species developed independently. Only
centuries later did First Contact reoccur,
beginning the Expanse Era (EE).

The Silent Ward

The Truth of the Expanse. In the ages long past,
during the last decades of the Collapse, the
ancestors of the modern Sarginians enacted a



covert isolation protocol over a vast region of
space. Their intent was not annihilation. It was
containment.

Humanity and its uplifted species had become
dangerously expansionist, technologically
volatile, and prone to self-destructive wars. The
Sarginians, possessing advanced predictive
cognition and long-term galactic modeling,
determined that continued unchecked Terran
growth posed a catastrophic risk to surrounding
civilizations.

So they sealed off a fragment of Imperial space,
collapsed jump corridors, scrambled navigation
beacons, and corrupted interstellar databases.
They left a portion of humanity and its uplifted
descendants inside what would later be known
as the Expanse. They did not intervene further.
They allowed the inhabitants to rise, fall, war,
innovate, and evolve on their own. A living
experiment. A controlled entropy zone.

Over millennia, the Silent Ward disappeared
from ordinary Sarginian history. Only a tiny
circle of ancient custodians retains fragmented
records of its creation. To modern Sarginians,
the Expanse is simply an obscure frontier
region. To their friends, the Frak’terians and
Hol’taerrans, it is newly discovered territory -
rich in genetic diversity, abandoned
technologies, and unpredictable cultures. To the
inhabitants of the Expanse, it is reality.

Core Powers

Governance: The Expanse Council, Council of
Sovereignties. The Expanse is not governed by
any central authority. Instead, the major
sovereign powers participate in a standing
diplomatic assembly whose purpose is to
prevent full-scale interstellar war, negotiate
borders and trade corridors, arbitrate
sovereignty disputes, and coordinate responses
to existential threats. It has no enforcement

arm. It cannot compel compliance. It survives
entirely on political pressure, mutual fear, and
economic consequence. Treaties are honored
only when breaking them costs more.

The Expanse Council convenes on what is
considered the Capital World of the Expanse -
Axiom Prime.

Sovereignties

The Expanse contains multiple sovereign regions
surrounded by unexplored space and hostile
outer threats. Surrounding the Core are the
dominant stellar regions - large, militarized,
culturally cohesive empires.

Core Powers

Human Confederation - The Human
Confederation is a fragile coalition of rival
human strains and corporate powers, united
more by necessity than loyalty, struggling to
present a single voice in the Expanse while
quietly tearing itself apart from within.

Sarginian Continuum - The Sarginian Continuum
is an ancient, hyper-advanced civilization that
operates less like a government and more like a
living, calculating mind - guiding, manipulating,
and enforcing stability across the Expanse with
quiet inevitability.

Major Outer Sovereignties
The Great Powers

Halogai’ Dominion - Massive territory.
Physically dominant warrior culture. They
control wide, resource-heavy sectors and exert
pressure on multiple borders.

Torani Pact - Highly organized politically and
strong diplomatic structures. Operate through
alliances and treaties.

Karrian Sphere - Simian empire. Violent,
hierarchical caste system. Controls Kurathi



populations as a subordinate race. Militarized
industry. Extremely territorial.

Urtoran Holds - Slow-moving but immense
territory. Long-lived and Highly defensive. Favor
fortress worlds and heavy industry.

Minor Sovereignties

Candrosian Freeholds - A rugged republic of
horned war-philosophers whose worlds balance
brutal strength with strict codes of honor and
family loyalty.

Creshian-Ecreshian Pact Worlds - A
twin-sovereignty bound by an ancient peace
pact after genocidal wars, where honorable
Creshian feudal-democrats and ruthless
Ecreshian totalitarians coexist under strict
enforcement and ritualized gladiatorial conflict
that prevents their engineered hatred from
reigniting into open war.

Frak’terian Ward - A loosely defined region
protected by roaming life-ships, where
bio-theocrats practice sacred medicine while
quietly wielding terrifying genetic weapons.

K’Dasi Reach - A chaotic sprawl of agile feline
colonies ruled by clan elders, pranksters, and
secret assassins, officially neutral and
unofficially everywhere.

Skaniis Systems- A perpetually furious
parliamentary state whose rodent-like citizens
weaponize debate, intimidation, and sheer
stubbornness to survive among larger powers.

Que’Sha Territories - A serpentine
freedom-focused polity founded by rebels of a
fallen empire, dedicated to diplomacy, civil
rights, and selective vengeance.

Tzen-S’saran Joint Worlds - Shared systems
governed by the Concord Council and enforced
by Scale Wardens, serving as uneasy
laboratories of coexistence between order and
faith. .

S’saran Theocratic Republics - A collection of
swamp-world democracies guided by the
Church of Balance, enforcing spiritual
equilibrium through quiet authority and
sanctioned inquisitors.

Tzen Collective Domains - A caste-engineered
reptilian society devoted to survival through
unity, where duty to the state overrides all
personal identity.

Tor’Drani Ranges - Nomadic canine explorers
organized into roaming clan fleets, controlling
Foldspace routes and ancient technologies
while rejecting traditional planetary rule.

Wen’tri Colonies - Scattered telepathic enclaves
of mysterious quadrupeds who appear across
multiple systems with no known origin, quietly
shaping diplomacy while refusing centralized
power.

Dara’ilan Refuge Territories - Refugee
strongholds built atop ruined Terran worlds,
where amphibious strategists rebuild their
shattered species through discipline, loyalty,
and relentless planning.

Kurathi Forest Realms - Arboreal warrior
societies bound by blood feuds and ancestral
rites, living beneath vast sacred canopies while
enduring Karian oppression.

Bengradi Pride Kingdoms - A feudal tiger-like
civilization ruled jointly by monarchs and elder
prides, structured around loyalty, martial
tradition, and ancestral hierarchy.



Estimated Sizes of Major Regions

Region

Estimated Span
(Longest Dimension)

Approx. Sector
Footprint

Rough Light-Year
Envelope

Human Confederation 100-1201ly 6 x 4 x 4 sectors 120x 80 x 80 ly
Sarginian Continuum 100-1201y 6 x 4 x 4 sectors 120 x 80 x 80 ly
Hol’taerran Regions 20-401ly 2 x1x1sectors 40x20x 201y
Frak’terian Regions 20-40ly 2 x 1 x 1 sectors 40x20x 20 ly
Urtoran Holds 100- 1401y 6 x 4 x 3 sectors 120 x 80 x 60 ly
Halogai’ Dominion 120- 160 ly 7 x 4 x 3 sectors 140 x 80 x 60 ly
Bengradi Reserve 20-401ly 2 x 1 x 1 sectors 40x20x 20y
K’Dasi Reach 20-40ly 2 x 1 x 1 sectors 40x20x 20 ly
Torani Pact 120-1601ly 7 x 4 x 3 sectors 140 x 80 x 60 ly
Tor’Drani Ranges 60 - 80 ly 4 x 2 x 2 sectors 80 x40 x40 ly
Karrian Sphere 120- 160 ly 7 x 4 x 4 sectors 140 x 80 x 80 ly
Candrosian Freeholds 40-60 ly 3 x 2 x 1 sectors 60 x40 x 20 ly
Que’sha Territories 100- 140y 6 x 3 x 3 sectors 120 x 60 x 60 ly
Creshian - Ecreshian Space 80-1201y 5 x 3 x 2 sectors 100 x 60 x 40 ly
Tzen-S’saran Joint Worlds 60 - 80 ly 4 x 2 x 2 sectors 80x40x40ly
Wen’tri Colonies 40-60 ly 3 x 2 x 2 sectors 60 x40 x40 ly
Skaniis Systems 40-601ly 3 x 2 x 2 sectors 60 x40 x40 ly

A Sector is roughly 20x20x20 light years and contains a dozen or so systems.




isolated stellar fragment. Even fewer know who
Timeline sealed it.

The Expanse has existed in isolation for several Prehistory
thousand years. What began as a controlled

fragment of Terran expansion - quietly

engineered by the ancient Sarginians - slowly

became something else entirely: a

self-sustaining galactic ecosystem. Empires

rose. Civilizations collapsed. Species evolved

culturally apart from their origins. Borders

hardened. Wars were fought and forgotten. The

original Terran Empire faded into myth.

Today, humans are just another species among

many. Most inhabitants believe the Expanse is

simply one region of a much larger galaxy. Very Age of Dragons - In the earliest ages of the

few suspect they exist inside a deliberately universe, long before the rise of civilizations or

the formation of the modern Expanse, immense



cosmic entities known as the moved through
the newborn galaxy, shaping star systems,
consuming stellar matter, and establishing
territories in the void; though most have
vanished or retreated into deep space, their
ancient paths and sleeping domains still
influence navigation, myth, and fear among the
younger races.

The Silent Epoch - Following the primordial Age
of Dragons, the great cosmic beasts gradually
vanished from the known regions of space,
leaving the galaxy eerily quiet; whether they
died, departed, or entered a long hibernation
remains unknown, but their absence marked
the beginning of an immense and mysterious
span of time in which the stars lay largely
undisturbed before the rise of the first
civilizations.

The First Builders - At the dawn of recorded
ancient history, an enigmatic civilization known
only as the Precursors began shaping the galaxy,
constructing vast megastructures, artificial
worlds, and mysterious technologies whose
purposes are still poorly understood; though the
Builders eventually vanished, the relics they left
behind remain scattered across the Expanse,
influencing exploration, conflict, and the
ambitions of every younger species that
encounters them.

Unknown years

Terran Empire (Pre-Collapse) - Long before the
modern Expanse, humanity forged a vast
interstellar empire that uplifted numerous
species and spread civilization across thousands
of worlds, but its power eventually fractured
and vanished in a catastrophic collapse whose
causes remain obscured, leaving behind
abandoned worlds, lost technologies, and the

scattered descendants who now populate the
Shattered Expanse.

Collapse - At the height of Terran power the
empire abruptly disintegrated in a galaxy-wide
catastrophe known simply as the Collapse,
when interstellar communications failed, Fold
routes became unstable, and entire regions
were cut off from one another, leaving colonies
isolated, governments shattered, and countless
worlds forced to survive alone in the long dark
age that followed.

Sarginian Intervention & The Silent Ward - As
the chaos of the Collapse threatened to spiral
into total extinction across multiple regions of
the galaxy, the ancient Sarginian Continuum
intervened quietly but decisively, enacting what
later became known as the Silent Ward-a largely
unseen containment and stabilization effort that
curtailed the worst excesses of interstellar
warfare, imposed subtle limits on certain
technologies and expansions, and established
the quiet oversight that continues to shape the
balance of power within the Expanse.

The Long Silence - Also known as The Fracture
Age. Following the collapse of Terran interstellar
infrastructure, the Expanse entered a period of
total isolation. Trade networks collapsed. FTL
routes failed. Entire regions lost contact. Each
civilization evolved independently. Cultures
diverged. Technologies stagnated or mutated.
Histories blurred. This era ended with peaceful
first contact between Humanity and the
Sarginians.

Official records claim infrastructure decay, civil
war collapse and navigation grid failure were at
the heart of the Long Silence. The truth is
buried deep within Sarginian sealed archives.

All that is known is that the Terran Empire fell
suddenly. Not gradually. Something catastrophic
happened. Within decades, human central



authority vanished. Supply chains collapsed.
Uplift maintenance systems failed. Colonial
governors declared independence. Corporate
fleets seized territory. Then the gates closed.

Pre-Expanse (PE) and Expanse Era (EE begins
Year 0)

1500 PE to 900 PE

The Lost Centuries - For approximately 300-500
years, depending on region, no interstellar
travel was possible. Systems survived alone.
Some civilizations regressed. Others
transformed radically. During this time, humans
fragmented into planetary cultures, and many
factions lost spaceflight entirely. Uplifted
species became fully independent civilizations
and developed unique languages, religions, and
political systems.

The Sarginians withdrew completely, observed
silently, preserving their knowledge.

Modern Expanse species began to form.
Halogai’ transitioned from tribal hunters to
imperial warriors. Karians developed caste
militarism. Torani formalized pack governance.
Urtoran built fortress-holds. Minor races
adapted or vanished.

Nobody remembers shared origins. No one
believes ancient unity myths. History becomes
species-specific. Every culture thinks it rose
alone.

900 PE to 30 PE

The Pre-Unification Conflicts -The Torani,
Halogai’, Karians, and Urtoran began forming
their Sovereignties. The Age of Fractures. Before
the Long Silence ended and Humanity
re-entered galactic affairs, the Expanse endured
nearly a millennium of regional wars, civil
schisms, and sovereignty collapses. This era is

now collectively remembered as The Age of
Fractures - a period defined by species-wide
upheaval and the violent reshaping of borders.
These conflicts established most modern
political boundaries, and included the War for
Tor’Drani Independence, Halogai-Bengradi War,
Tzen-S’saran Unification, and the Skaniis-Wen'tri
War.

900 PE to 760 PE

The Tor’Drani Secession - The Tor’Drani were
originally engineered or bred as subordinate
offshoots of the noble Torani lineages - valued
as trackers, scouts, and frontier hunters. Over
generations, cultural divergence and
resentment grew. The Tor’Drani ultimately rose
in revolt, triggering a prolonged conflict known
as the Tor’Drani Secession War. Though
technologically inferior, Tor’Drani survival
instincts and asymmetric tactics wore down
Torani forces.

The war ended with Tor’Drani independence,
forming the Tor’Drani Ranges, while relations
between the two species have remained hostile
ever since. This event permanently shattered
Torani assumptions of racial hierarchy.

700 PE to 620 PE

The Halogai-Bengradi War - Often called The
Purge of Stone and Blood, this brutal conflict
nearly erased the Bengradi. The Halogai’,
expanding aggressively during this era, viewed
Bengradi territory as strategically vital. Bengradi
resistance was fierce but poorly coordinated.
Entire Bengradi population centers were
destroyed. Only scattered enclaves survived,
now known collectively as the Bengradi
Reserve. Modern Bengradi culture is shaped
entirely by this near-extinction event, and



Halogai’ honor codes still struggle to reconcile
this historical atrocity.

580 PE to 510 PE

The Tzen-S’saran Unification War - Initially
believing themselves to be separate species, the
Tzen and S’saran fought over planetary systems
and genetic purity. The war ended abruptly
after joint bio-analysis revealed deep shared
ancestry. Rather than continue mutual
destruction, leadership from both sides
negotiated genetic unification protocols,
forming the Tzen-S’saran Joint Worlds. This
conflict is remembered less as a war and more
as an evolutionary reckoning.

460 PE to 420 PE

The Skaniis-Wen’tri Conflict - A fast, violent
territorial war erupted between the Skaniis
Systems and Wen’tri Colonies. Skaniis'
aggression initially overwhelmed Wen’tri
defenses. Then, without warning, Skaniis
leadership issued a full surrender. No official
explanation has ever been recorded. Wen’tri
historians speculate external interference,
internal Skaniis collapse, or undisclosed
biological catastrophe. The true cause remains
one of the great unsolved mysteries of the
Expanse.

400 PE to 350 PE

The Skaniis-Halogai’ Conflict - This conflict was
a brutal, grinding series of border wars sparked
by Halogai’ expansion into Skaniis-controlled
systems during the early Post-Expansion Era.
What began as territorial disputes quickly
escalated into decades of retaliatory raids,
siege-world campaigns, and political sabotage,
with the honor-bound Halogai’ favoring direct
military action while the Skaniis weaponized
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diplomacy, propaganda, and relentless
negotiation pressure. Entire colonies changed
hands multiple times, and Skaniis homeworld
Skani itself was briefly threatened before
outside powers forced a ceasefire. Though
neither side achieved decisive victory, the
conflict cemented lasting resentment - shaping
Halogai’ militarism and reinforcing the Skaniis
reputation as infuriatingly effective political
survivors.

300 PE to 220 PE

The Skaniis-S’saran Conflict - The conflict
between the Skaniis and the S’saran unfolded as
a prolonged series of territorial disputes and
ideological clashes between the aggressive,
debate-driven Skaniis and the balance-focused
S’Saran republics. Initial skirmishes along shared
trade corridors escalated into open warfare
when Skaniis forces attempted to annex several
swamp-world resource systems claimed by
S’saran religious authorities. While Skaniis
commanders relied on intimidation tactics and
political brinkmanship, the S’saran countered
with disciplined military doctrine and the quiet
influence of the Church of Balance, framing the
war as a spiritual necessity rather than
conquest. After nearly eighty years of shifting
front lines and mounting civilian losses, external
pressure from major Expanse powers forced a
negotiated settlement - leaving neither side
satisfied and embedding a deep cultural distrust
that persists into the modern era.

80 PE to 30 PE

The Halogai’-K’Dasi Border War - A brief but
intense conflict over border systems between
Halogai’ Dominion and K’Dasi Reach. Neither
side achieved a decisive victory. The war ended
prematurely when humanity emerged from
isolation - triggering first contact and



immediately redirecting Halogai’ military focus
toward Human space. K’Dasi independence
survived largely by circumstance.

Year O EE

The Sarginian-Human Accord - After centuries
of isolation during the Long Silence, Human
exploration vessels re-established Foldspace
stability and made contact with the Sarginian
Continuum. Unlike later encounters, this first
contact was measured and deliberate.

The Sarginians initiated communication
protocols. No weapons were fired. No worlds
were lost. The two civilizations exchanged
limited data, star charts, and linguistic
frameworks. This moment marks Year O of the
Reconnection Calendar (Nearly all modern
records date from this point).

The first hundred years following Reconnection
were anything but peaceful. As Foldspace routes
reopened, civilizations discovered each other
again - or for the first time. This era is
remembered as the Age of Turmoil. It was
defined by chaotic exploration, territorial
collisions, and cultural misunderstandings.
Rapid militarization and corporate expansion
was the norm.

Major Events of the First Century included the
Human-Halogai’ Conflict.

0-120EE

Rediscovery Era - Eventually, Foldspace
stabilized. Exploration resumed. New nav
routes formed. Worlds found each other again.
But they were no longer familiar. Former allies
had become empires. Old colonies were alien.
Some species had never even known Humans.

Known as The First Century, Age of Turmoil.
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0-1000 EE

The Early Expansion Wars - Occurred during the
first thousand years after isolation. Newly
uplifted races competed for habitable systems.
Humans fractured into dozens of proto-states.
Several minor species were extinguished
entirely. These wars established the first real
borders. Many ruined worlds date from this
period.

Halogai’-Urtoran Conflict - Hostilities emerged
between the Halogai’ and the Urtoran during
the chaotic Expansion War era, sparked by
competing claims over several frontier systems
rich in bio-resources and high-gravity habitable
worlds. What began as territorial skirmishes
quickly hardened into a centuries-long struggle
between the honor-bound, aggressively
expansionist Halogai’ and the philosophically
driven yet fiercely defensive Urtoran
Sovereignty. The Halogai’ pursued decisive
military engagements and ritualized conquest,
while the Urtoran relied on strategic
fortification and overwhelming retaliation when
their borders were violated - despite their
cultural commitment to restraint and internal
non-violence. The war never reached total
annihilation, but it inflicted profound losses on
both sides and permanently altered interspecies
relations, ultimately ending only when broader
Expanse pressures forced disengagement. In its
aftermath, the Urtoran withdrew into guarded
isolationism, while the Halogai’ emerged with
reinforced militarism and a deep respect for
Urtoran resilience - an uneasy legacy that still
shapes diplomacy between the two powers.

12 EE-42 EE

First violent contact between Humans and
Halogai’ growing tensions between the
sovereignties.



35EE-70EE

Early Karian Border Conflicts. Small-scale
clashes that eventually escalated into the
Karian-Human War centuries later.s

65 EE - 95 EE

Emergence of the Frak’terians & Hol’'taerran

Human-Halogai’ Conflict - This was the first
major interspecies war of the Shattered
Expanse. It happened early in Expanse history -
long before the Karian Cataclysm - and shaped
how Humans would be perceived forever.

Human exploration fleets entered Halogai’
space by accident, emerging from Foldspace
into what they believed was an uninhabited
system. It was not. The system was a Halogai’
hunting cradle - a region used to train young
warriors through live prey tracking across
multiple moons. The Halogai’ did not
communicate. They attacked immediately.
Captured human crew were eaten. Not
ceremonially. Not ritually. As food.

Human commanders, believing they had
encountered a hostile animal species rather
than a civilization, retaliated with orbital
bombardment. Two Halogai’ nursery worlds
were sterilized before translators finally
succeeded. By then, both sides had committed
atrocities. Negotiation became impossible.

The Halogai’ fought as predators - boarding
actions, close-quarters slaughter, drop-pod
assaults, and personal combat. Humans fought
as tacticians - drone swarmes, fleet formations,

saturation bombardment, and planetary denial.

The contrast was horrific.

Halogai’ warriors tore humans apart with claws
and teeth. Humans burned Halogai’ cities from
orbit. Neither understood the other. The war
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lasted only thirty years, but six Halogai’ worlds

were rendered uninhabitable and three Human
colonies were completely exterminated. Entire
Halogai’ bloodlines ended. This is why Halogai’

birth rates are now so carefully regulated.

40 EE - 85 EE

Late-arriving civilizations entering the Expanse.
They aligned with Sarginians shortly after
arrival. Formation of Early Sovereignties

150 EE - 700 EE

Borders had formed. Wars had scars. Treaties
existed. Megacorporations were entrenched.
The Expanse became politically “stable” -
though only on the surface.

450 EE - 825 EE

The Karian-Human War - This was the largest,
bloodiest conflict in Expanse history. Even today,
hundreds of years later, its scars define borders,
politics, and species-level distrust. It began as a
resource conflict. Early Human expansion fleets
pushed aggressively into Karian frontier systems
- regions rich in heavy metals, exotic isotopes,
and Foldspace resonant matter.

To Humans, these were unclaimed systems. To
the Karians, they were ancestral hunting
grounds and migration corridors. Initial
encounters were tense but peaceful. Then a
Human corporate fleet opened fire on a Karian
convoy near the star Yethra-9. No declaration.
No warning. Just destruction. Within weeks,
Karian Domains mobilized fully. The Expanse
ignited.

The Karian-Human War lasted nearly 400
standard years. It involved over 1200 star
systems, at least six Human factional stellar
nations, and every Karian tribe in their Domain.



Secretly, the Sarginian watched through their
observation fleets. Entire biospheres were
destroyed. Some systems still glow.

This war introduced horrors never repeated
since: stellar denial bombs, artificial gravity
inversions that tore atmospheres away, genetic
collapse plagues, tailored bio-agents targeting
Karian physiology, and moon-impact weapons
(captured moons redirected into population
centers.) Many technologies used here are now
banned - or erased from records entirely.

After the war, the Karians changed. Before the
war, Karians were tribal, nomadic, and
honor-based. After the war, the Karian are more
militarized, centralized, and hardened. They
reorganized into permanent war Domains. They
bred soldiers.

Human space never recovered. Factional
empires collapsed. Corporate states replaced
many governments. Survivors scattered.
Today’s Human Sovereignty is only a shadow of
what existed before.

The war ended not with victory but exhaustion.
Both sides signed the Sarginian sponsored
Human-Karian Accords which established a
demilitarized stellar buffer zone, permanent
restricted systems and mutual kill-on-entry
regions.

The Sarginians could have ended the war earlier.
They didn’t. They observed. They recorded.
They allowed millions to die. Their rationale -
Conflict accelerates evolution. This is one of
their deepest unspoken sins. The carnage and
the guilt probably were the main reasons for
their eventual interference.

700 EE - 900 EE

Reconnection - Modern Era include
Human-Halogai War, Human-Karian War,
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Sarginians quietly returned to diplomacy
(Sarginians ended the Human-Karian conflict).
Survivors exist only as legends or elders.
Corporations dominate economics. Clan
conflicts replace empire wars.

Formal stellar nations emerged - Halogai’
Sovereignty, Torani Pack Confederations, Karian
Domains, Urtoran High Holds, and Human
successor states. Trade routes became strategic
assets. Megacorps rise from ruins.

Present Day

The Expanse re-enters galactic awareness.

The Shadow Wars (Recent History) -
Unrecorded conflicts fought through proxy
clans, corporate militaries, black-ops fleets,
artificial plagues, and information warfare.
Entire systems changed hands without formal
declarations of war, while deniable operatives
and mercenary armies carried out the ambitions
of governments and mega-corporations alike.
Though much of it remains classified or
deliberately erased, historians now regard the
Shadow Wars as the true rebirth of interstellar
civilization and the beginning of the modern
Expanse.

The Fringe Emerges - As the major powers
turned outward once more, contact with
isolated colonies, fractured civilizations, and
previously unknown species increased
dramatically. Some came willingly through
reopened Fold routes seeking trade, refuge, or
opportunity. Others were discovered in
forgotten systems beyond the borders of
mapped space. Collectively labeled Fringe races
by the core worlds, these peoples brought
strange technologies, lost histories, and
conflicting beliefs that challenged long-held
assumptions about the known galaxy. Their



arrival transformed the political and cultural
landscape of the Expanse almost overnight.

The Rediscovery of the Rift - Long dismissed as
myth, navigational error, or ancient superstition,
the region now known as the Rift was
rediscovered along the far reaches of the Orion
Arm. Ships approaching the anomaly reported
severe Foldspace instability, distorted sensor
readings, lost time events, and impossible
gravitational behavior. Fold jumps through the
region became dangerously unpredictable, and
many vessels vanished attempting passage.
Though believed by most to mark the outer
boundary of viable Foldspace travel, rumors
persist of hidden routes, ancient transit
corridors, and stranger things waiting beyond
the barrier.
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What Is a Riftrunner?

The term Riftrunner comes from the early
freelancers who claimed they would “run from
the Rift and back to get a job done...” Thus
Riftrunners.

Riftrunners are Expanse Operatives (ExOps.) In
the fractured political landscape of the Expanse,
there are problems no Sovereignty will claim,
operations no corporation can publicly sanction,
and discoveries too dangerous to ignore. To
address these gaps, a system emerged - part
legal framework, part necessity. Individuals
granted limited cross-jurisdictional authority
became known as Expanse Operatives or
Riftrunners.
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Riftrunners are independent agents licensed -
formally or otherwise - to act where others
cannot. They take contracts across corporate
and Sovereignty lines, operate in unstable
regions, and routinely engage threats that fall
outside conventional authority.

They are not soldiers. They are not law
enforcement. They are not citizens in any
traditional sense. They are what remains when
systems fail. And in the Expanse... systems fail
often.

Character Generation

Concept: Start with a general idea of what you
want to play. Any sci-fi archetypes would apply
to this setting



Race/Strain: Choose your Character’s
Race/Strain and apply any bonuses or special
abilities it grants. Some races or strains guide
you into certain archetypes. They also have
Professional Affinity which identifies the PSA
the race or strain has an affinity for.

Hindrances: Select up to four points of
Hindrances (Major Hindrances are worth 2,
Minor are worth 1).

For 2 Hindrance points you can raise an
attribute one die type, or choose an Edge.

For 1 Hindrance point you can gain another skill
point, or gain additional starting funds equal to
twice your setting’s starting amount.

Attributes: Attributes start at d4. You have 5
points to distribute among them. Each step
costs 1 point.

Attributes may not be raised beyond d12 unless
your hero’s ancestry states otherwise.

Skills: Athletics, Common Knowledge, Notice,
Persuasion, and Stealth are core skills and start
at d4 for free. You have 12 points to put into
these or any other skills. Each die type costs 1
point up to and equal to the linked attribute;
then 2 points per step after that.

Professional Skill Area Edge: Choose their
character’s first Professional Skill Area Edge -
Combat Specialist, Exploration Specialist, Life
Sciences Specialist, Mentalist, Social Architect,
Technical Operative. This does not count
towards their Edge total.

Derived Statistics: Standard Pace is 6", but may
be changed by racial abilities, Edges, or
Hindrances. Parry is 2 plus half of Fighting.
Toughness is 2 plus half of Vigor, plus any
Armor.
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Edges: Use any leftover Hindrance points to take
Edges if you like. Each Edge costs 2 Hindrance
points.

Gear: Purchase up to 500 credits/dollars worth

of equipment.

Archetype List

Alien Liaison / Cultural Interpreter: Bridges
species and civilizations.

Artifact Hunter / Relic Seeker: Searches for
ancient tech and lost civilizations.

Colony Survivalist: Protects and sustains
frontier settlements.

Combat Medic: Keeps people alive in impossible
situations.

Con Artist / Identity Shifter: Master of
deception and reinvention.

Corporate Asset (Owned Operative): You
belong to a megacorp - on paper or in reality.

Corporate Black Operative: Elite enforcer for a
megacorp, operating above the law.

Corporate Defector: Former insider now on the
run.

Corporate Diplomat / Negotiator: Navigates
power, contracts, and fragile alliances.

Corporate Security Commander: Leads private
armies enforcing corporate will.

Cybernetic Augmentation Specialist: Installs,
modifies, and sometimes abuses cyberware.

Drone Wrangler / Remote Operator: Controls
swarms of drones in combat and utility roles.

Empathic Mediator: Uses emotion and psionics
to influence outcomes.

Environmental Systems Specialist:
Terraforming, atmosphere control, planetary
systems.



Ex-Cultist (Rift-Touched): Survivor of fringe cults
or anomaly exposure.

Field Engineer / Mechanic: Keeps ships,
weapons, and systems alive under pressure.

Fixer / Underworld Broker: Connects people to
jobs, gear, and trouble.

Foldspace Navigator / Astrogator: Expert in FTL
routes and anomalies.

Fringe Explorer / Scout: Navigates unknown
systems and anomalies.

Fringe Smuggler: Moves illegal goods through
unstable space.

Geneticist / Bio-Engineer: Manipulates life itself
- legally or otherwise.

Latent Psi Survivor: Untrained, unstable psionic
ability.

Mentalist Adept: Dedicated psionic practitioner.

Mercenary Gun-for-Hire: Professional soldier
navigating contracts and survival.

Systems Hacker / Infiltrator: Breaks networks,
security systems, and identities.

Velvet Syndicate Entertainer / Influencer:
Power through image, fame, and subtle
manipulation.

Visionary Oracle: Sees possible futures - or
fractured realities.

Void Corsair (Pirate Raider): Predator of trade
routes and asteroid lanes.

Xenobiologist: Studies alien life - often up close
and dangerously.

Excluded From Core SWADE

Skills

e Faith (Spirit)
e Focus (Spirit)
e Spellcasting (Smarts)

17

e Weird Science (Smarts)

Edges

® Arcane Background (Gifted)

® Arcane Background (Magic)

e Arcane Background (Miracles)

® Arcane Background (Psionics)* - This is

available (as are Powers, etc) to NPC Wild
Cards and some Extras of the strange and
ancient alien nature, representing power
levels sentient beings of the Expanse have
not reached yet. Use the Power in the
Power list and any Power Edges are
available.

Arcane Background (Weird Science)

Extra Effort

Gadgeteer

Holy/Unholy Warrior

Mentalist

New Powers

Power Points

Wizard

Excluded from the Science Fiction
Companion

Ancestries: Most of the Ancestries can exist in
the Expanse as Fringe worlders. They have not
been brought into the Expanse fold but exist on
the outskirts, usually in one system of their
own, and not a major power. The one Ancestry

that would be tricky might be the Voidlings but
we can leave that up to the GM.

Edges
e Mystic Powers
Powers

e The entire chapter.



Character Races

Human Confederation

Humans are a fragmented Core power
descended from the fallen Terran Empire. Once
rulers of vast stellar domains, they now exist as
a loose confederation of successor states,
corporate protectorates, religious enclaves, and
frontier republics. Human society is politically
unstable but economically dominant, with

megacorporations wielding enormous influence.

Culturally shaped by loss and collapse, Humans
are adaptable, argumentative, and paranoid
about extinction. They rely heavily on
cybernetics, mercenary forces, and corporate
militaries. Other races see Humans as volatile
but dangerous-capable of innovation under
pressure, but incapable of lasting unity.

It is a loose coalition of successor states,
planetary governments, corporate holdings, and
independent systems bound together by
necessity rather than loyalty.

18

Formed after Reconnection, the Confederation
exists primarily to coordinate defense, regulate
Foldspace transit within the Sovereignty,
maintain shared trade routes, and present a
unified front to alien powers. Internally, it is
deeply divided. Each member state retains full
sovereignty, Independent militaries, separate
laws, and competing ideologies.

The Confederation Council possesses limited
authority, serving more as a diplomatic forum
than a governing body.

The Rotating Seat

The Human Confederation has no permanent
capital world. Instead, its governing body -
formally called the Confederation Assembly -
operates on a rotating seat system, convening
every standard cycle on a different
faction-controlled capital world.

Humans

Humans within the Expanse are the fragmented
descendants of Terran Empire remnants and
now exist in divided, political, and fragmented
factions. There are six major factions, a few
minor ones and then the Greybloods.

Human Strains & Strain Edges

fiverln game terms, these manifestations are
represented by Strain Edges: selectable abilities
reflecting a combination of engineered genetics
and cultural conditioning. They are not universal
traits of a Strain, but rare expressions of its
intended potential - proof that while humanity
cannot be perfected, it can occasionally be
refined.



Human Major Factions

The Bastion Compact

Capital World: Aegiron

Preservation / Isolation / Militarized Survival.
The Bastion Compact represents humanity’s
survivalist strain - descended from populations
that endured prolonged isolation, siege
conditions, and environmental collapse during
the Long Silence. Physiologically, Bastion
humans are dense-boned, broad-shouldered,
and metabolically optimized for endurance
under scarcity, possessing heightened pain
tolerance and stress resilience. Their culture is
austere and militarized, built around fortified
arcologies and defensive habitats where
discipline, preparedness, and collective
responsibility outweigh personal freedom.
Bastion citizens are conditioned from childhood
for crisis response, weapon familiarity, and
emergency logistics, producing a population
that treats conflict readiness as everyday life.
They maintain a strong operational alliance with
the Laconids, bonded by mutual respect for
strength and honor, while holding a deep rivalry
with the Velvet Syndicate, whom they view as
parasites draining humanity’s limited resources.
Bastion philosophy is simple: civilizations don’t
fall from enemies - they fall from complacency.
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Bastion Strain Bonus: 1 Additional Bastion
Strain Edge

Bastion Strain Drawback: Bastion are
conditioned for survival environments and
prolonged hardship, leaving them
uncomfortable and unfocused in indulgent or
unstructured settings. In luxury environments,
leisure spaces, or highly individualistic cultures
(Velvet enclaves, Cydrani arcologies,
entertainment districts), Bastion humans suffer
—2 to Persuasion and Notice rolls. They don’t
relax - they stand watch.

Professional Affinity: Combat Specialist



The Cydrani Combine

Capital World: Cydra Major

Greed / Adaptability / Innovation. Cydrani are a
mercantile human strain defined by
opportunism, freedom of movement, and
engineered adaptability. Descended from
corporate pioneers and deep-space prospectors,
their bodies reflect generations of
bio-optimization for variable gravity, radiation
exposure, and long-duration Foldspace travel:
lean builds, enhanced metabolic efficiency,
augmented ocular contrast, and neural
patterning that favors rapid risk assessment and
negotiation. Culturally, Cydrani prize profit as
proof of competence and autonomy as a sacred
right - contracts matter more than laws,
reputation more than flags. They operate vast
trade webs spanning the Expanse, dealing in
everything from cutting-edge tech to forbidden
relics, and their enclaves resemble floating
bazaars of wealth, vice, and information. To
outsiders they seem greedy and untrustworthy;
to Cydrani, survival itself is a marketplace, and
every interaction is a transaction waiting to
happen. Commonly, the Cydrani are the Velvet
Syndicate close allies. The Cydrani would have
their strongest rivalry with Meridian and the
Laconids.
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Cydrani Strain Bonus: 1 Additional Cyndrani
Strain Edge.

Cydrani Strain Drawback: Cydrani suffer =2 to
Persuasion and Performance rolls involving
emotional appeal, inspiration, or
empathy-based interaction. They are perceived
as cold, transactional, or unsettlingly calm.

Professional Affinity: Technical Operative,
Exploration Specialist.



The Greybloods

Many humans in the Expanse don’t belong to
any strain at all. They are the Greybloods -
descendants of refugees, forgotten colonies,
broken experiments, mixed-strain unions, and
post-Collapse survivors who never aligned with
Meridian purity doctrine, Luminar idealism,
Bastion discipline, Velvet decadence, Cydrani
ambition, or Laconid honor. Their genetics are
wildly blended, carrying fragments of multiple
strains: diluted gravity adaptations, partial
neural augment compatibility, uneven psionic
potential, or unstable metabolic traits.
Culturally, they are scavengers of identity,
borrowing customs, tech, and beliefs from
whatever faction they currently live beside.

The Greybloods make up a large human
population in the Expanse, yet possess the least
power. They inhabit the cracks between
sovereignties: fringe habitats, trade stations,
forgotten arcologies, frontier moons, and city
underlayers like Conildra Tatil. They become
smugglers, mercenaries, laborers, hackers,
street medics, scavengers, pirates, and
independent traders. Some rise to influence;
most struggle to survive.

Every faction quietly depends on them. Every
faction publicly dismisses them. To Meridian,
they are genetic noise. To Luminar, lost souls. To
Bastion, unreliable civilians. To Velvet,
disposable labor. To Cydrani, exploitable assets.
To Laconids, dishonored bloodlines. But the
Greybloods know something the others don’t:
They are not bound by ideology.

They adapt faster, change loyalties easily, and
thrive in chaos. They interbreed freely. They
innovate in desperate ways. They carry
forgotten tech traditions, black-market
cybernetics, hybrid combat styles, and

21

underground Foldspace routes passed down
through generations of survival.

If there is a future for humanity in the Expanse,
it likely won’t be forged by the proud strains. It
will come from the people who never fit
anywhere.

Greyblood Bonus: Greybloods begin play with
two free Edges of their choice instead of the
one free Edge normally granted to Humans.

Greyblood Strain Hindrance: -1 to any social
skills when interacting with non-Greybloods.

Professional Affinity: Any



The Laconid Clans

Capital World: Dravos Prime

Strength / Honor / Dominance. The Laconids are
a heavy-gravity human strain forged on
high-mass worlds where survival demands
strength, endurance, and discipline above all
else. Generations of adaptation have produced
a people who are shorter, broader, and denser
than baseline humans, with reinforced skeletal
structures, compact musculature, slower
metabolisms, and exceptional resistance to
fatigue, impact trauma, and high-G stress.
Culturally, Laconids embrace a rigid honor code
centered on loyalty, personal accountability, and
martial competence; strength is respected,
weakness is tolerated only if it strives to
improve. Their societies prize service, hierarchy,
and proven merit, and while they respect
courage in all beings, they hold an unshakable
belief in their own superiority as survivors
shaped by an unforgiving environment. Among
the Confederation, Laconids are feared as
relentless soldiers and admired as incorruptible
guardians - but often criticized as inflexible,
prideful, and dangerously willing to impose
order through force when honor demands it.

Once divided among powerful warrior clans, the
Laconids long ago abandoned true clan
sovereignty during a series of unification wars
that forged their modern civilization. Today,
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clans exist only as ancestral identifiers
embedded in personal names, honored as
cultural lineage rather than political
authority-much like ancient Earth bloodlines.
While Laconids still take pride in their heritage,
strength is no longer inherited through clan
status but proven through service, discipline,
and loyalty to the Compact. Fortress cities and
martial institutions now define Laconid society,
leaving the clans as echoes of a harder, older
age-remembered in ceremony and tradition,
but no longer ruling. The Laconids closest ally is
the Bastion and their strongest rivalry is with
the Cyndrani and the Velvet.

Laconid Strain Bonus: 1 Additional Laconid
Strain Edge.

Laconid Strain Drawback: Laconids suffer —2 to
Persuasion rolls when attempting peaceful
negotiation or compromise. They instinctively
read hesitation as weakness.

Professional Affinity: Combat Specialist



The Luminar Accord

Capital World: Heliovar

Human Confederation Founders / Philosophical
Bloc. The Luminar Accord represents humanity’s
philosophical and empathic strain, shaped by
generations of diplomatic service, psionic
sensitivity, and cultural integration with
non-human species. Physiologically, Luminar
humans possess heightened neural plasticity
and elevated mirror-neuron activity, granting
them exceptional emotional awareness and an
increased likelihood of developing low-level
psionic abilities, particularly empathy and
telepathy. Their culture emphasizes education,
meditation, and cooperative governance,
valuing understanding over dominance and
coexistence over conquest. The Luminar were
instrumental in forming the Human
Confederation and establishing early peace
frameworks across the Expanse, believing unity
is humanity’s only sustainable future. Seen by
some as idealists and by others as manipulators
cloaked in compassion, Luminar citizens tend to
be open, expressive, and socially adaptive-yet
emotionally vulnerable compared to other
strains. Where Meridian seeks perfection
through control, Luminar seeks survival through
connection. The Luminar have a strong alliance
with the Laconids and an equally strong rivalry
with the Meridians.
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Luminar Strain Bonus: 1 Additional Luminar
Strain Edge.

Luminar Strain Drawback: To reflect Emotional
Vulnerability, Luminar characters suffer a =2 to
resist Tests involving emotional manipulation,
trauma, or psychic assault. Additionally, when
critically failing Spirit-based rolls, Luminar
automatically become Shaken. They feel
everything.

Professional Affinity: Mentalist



The Meridian Directorate

Capital World: Meridian Prime

Control / Optimization / Design. \Meridian
represents humanity’s pursuit of purity through
structure, logic, and controlled evolution. They
believe themselves to be the last “true”
humans-an unbroken genetic lineage preserved
through strict breeding protocols, cognitive
conditioning, and algorithmic governance
following the Collapse. To Meridian, all other
human strains are Divergent: adaptive offshoots
shaped by chaos rather than design. Their
society is ordered, minimalist, and hierarchical,
guided by a ruling Strategic Intelligence-an
ancient Al framework that optimizes population
planning, resource distribution, and long-term
survival models. Meridian citizens are
physiologically standardized: lean, efficient,
emotionally regulated, and resistant to disease
and psychological instability. Culturally, they
reject excess, emotion-driven politics, and
individual indulgence, viewing such traits as
evolutionary liabilities. While they publicly
present themselves as rational custodians of
humanity’s future, other factions quietly fear
Meridian’s cold utilitarianism and subtle
authoritarianism. To Meridian, freedom is
inefficiency-and survival is mathematics.

Meridian Strain Bonus: 1 Additional Meridian
Strain Edge.
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Meridian Strain Drawback: To reflect Divergent
View, Meridian characters suffer —2 to
Persuasion and Performance rolls involving
non-Meridian cultures. They simply don’t emote
normally.

Professional Affinity: Combat Specialist or
Technical Operative



The Velvet Syndicate

Capital World: Elysar Lux

Pleasure / Excess / Escape. The Velvet Syndicate
is a human strain born of indulgence, sensation,
and cultivated decadence, tracing its origins to
pleasure worlds and luxury habitats that
weathered the Long Silence through isolation
and excess. Where other factions hardened
themselves through discipline or war, the Velvet
perfected leisure as survival. Their wealth flows
from entertainment, bio-enhancement,
designer narcotics, immersive realities, high-end
cybernetics, and curated vice-much of it
operating in legal gray zones or outright
underground markets. Physiologically, Velvet
humans commonly exhibit aesthetic genetic
refinement: extended lifespans, heightened
sensory acuity, emotional regulators, and
optimized physical traits, giving many an
unnervingly graceful or artificial appearance.
Culturally they prize wealth not as authority, but
as access-to rare experiences, forbidden
pleasures, and social influence. Though
dismissed as hollow hedonists, the Syndicate
quietly controls vast networks of casinos,
pleasure stations, black clinics, narcotics labs,
and media empires across the Expanse. They
avoid open warfare, preferring manipulation
through addiction, desire, and reputation. To
the Velvet Syndicate, civilization is neither
sacred nor strategic-it is something to be
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consumed. The Velvet are close allies with the
Cyndrani and try not to emphasize on the
rivalries with Meridian or Laconids as it is bad
for business.

Velvet Strain Bonus: 1 Additional Velvet Strain
Edge.

Velvet Strain Drawback: Velvet
neuro-architecture processes emotional data at
extreme resolution, making chaotic or hostile
environments overwhelming. When in crowded,
emotionally charged, or violent scenes, Velvet
suffer —2 to Notice and Spirit rolls until they
take a moment to center themselves (one
action or one round outside the stimulus). They
can feel everything.

Professional Affinity: Social Architect



Sarginian Continuum

Sarginians

Sarginians do not conquer worlds. They cultivate
outcomes. Their true purpose remains unknown.

Administrative Nexus: Veyrath Null
Ancestral Homeworld: Unknown

The Elder Architects. The Sarginians are the
oldest civilization in the Expanse. Tall, thin
humanoids with elongated heads and three
eyes, they possess tentacular structures in their
palms used for nutrient absorption. Their
civilization operates on century-long timelines
and favors subtle manipulation over overt
conquest.

They quietly shape galactic events through
predictive modeling and limited psionic
influence. Every race mistrusts them-yet none
openly oppose them. Only the most ancient
Sarginian elders remember their role in isolating
the Expanse, and they carry this knowledge in
silence.

Little is known of Sarginian origins beyond their
extreme antiquity. No confirmed homeworld
has ever been identified, and if one exists it
remains among the greatest secrets of the
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Expanse. Sarginians are encountered
throughout known space, though almost never
in visible groups larger than two. They appear
singly or in pairs, embedded within other
societies.

First confirmed contact occurred when a Human
Confederation exploration team rediscovered a
long-lost colony. Records indicate the colony
had survived only through the intervention of a
lone Sarginian who introduced advanced
technologies and trade routes originating
beyond mapped regions of the Expanse. No
explanation was ever given for their arrival or
motivation.

Following this event, Sarginians began
appearing openly across multiple
sovereignties-already occupying positions of
influence within megacorporations, political
institutions, and clandestine organizations. It is
unclear whether this marked their first
emergence or merely the moment they chose
to be seen.

Publicly, Sarginians claim no desire for galactic
domination and profess an interest in
maintaining stability. While they have never
overtly seized power, they consistently appear
at pivotal historical moments. Many believe
they subtly guide events through predictive
modeling and limited psionic influence.

Sarginians possess sensory capabilities far
exceeding those of Humans, including
heightened perception of air pressure, extended
auditory ranges, and the ability to visually
detect psionic activity. They communicate
among themselves through minute modulations
of air pressure using fine sensory filaments
embedded in their skin, transmitting pulses
similar to encoded signals.

Despite their calm demeanor, every major
species harbors deep mistrust toward



Sarginians. Humans in particular view them with
suspicion, believing they manipulate galactic
affairs from behind the scenes. Yet few openly
challenge them. Sarginians consistently emerge
unscathed from wars and catastrophes, and
ancient threats often withdraw following their
intervention.

Racial Traits

Sarginian Speak: Sarginians communicate
through subtle fluctuations in air pressure
detected by fine sensory filaments embedded
across their skin, transmitting information in
rapid pulse patterns similar to biological Morse
code. Sarginians may communicate silently
with other Sarginians within 5” (10 yards) as
long as air is present. This communication
cannot be overheard by non-Sarginians and
does not require line of sight, though heavy
winds or vacuum block it entirely. This counts as
normal speech for coordination purposes.

Sarginian Sight: Sarginians visually perceive
psionic energy as faint luminous distortions in
space, allowing them to recognize active powers
and latent psychic potential. Sarginians
automatically notice when psionic powers are
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activated within 10”, even if they cannot see the
source directly (line of effect required). They
gain +2 to Notice rolls to detect psionically
active creatures, ongoing psionic effects, or
hidden Mentalists. Psionic characters cannot
benefit from concealment or invisibility against
this detection (though physical stealth still
applies). This does not reveal specific powers -
only the presence of psionic activity or talent.

Sensory Saturation: Sarginians constantly
process air-pressure fluctuations and psionic
visual noise, making chaotic environments
mentally exhausting. They don’t lose awareness
- they get too much of it. In crowded areas,
active battlefields, or locations with ongoing
psionic activity, Sarginians suffer —2 to Notice
and Spirit rolls until they can withdraw for one
round to recalibrate.

Professional Affinity: Mentalist, Social Architect

Frak’terian Reserve (The Ward)

The Wardens of Life. To the Frak’terians, life is
sacred. Those who destroy it become
pathogens.

Frak’terian

Home world: Aurelion Vitae

Tall leathery humanoids with horned heads and
jointed limbs, Frak’terians specialize in life
sciences and genetic engineering. Their skin
appears stretched, with retractable excess



tissue believed to be an evolutionary defense
mechanism.

They inhabit Sarginian space and function as
biological engineers, medical architects, and
terraform specialists. Curious to a fault,
Frak’terians are responsible for many
breakthroughs-and several disasters.

First contact between Humans and Frak’terians
occurred when a Frak’terian life-ship responded
to a quarantined Human liner suffering from a
lethal viral outbreak in the Outer Colonies. The
Frak’terians successfully cured every infected
passenger. Since that moment, they have been
recognized throughout the Expanse as
unparalleled masters of biological and medical
science.

Frak’terians maintain a civilization centered
entirely on the preservation, development, and
defense of life. Their culture treats biology with
religious reverence. Though ancient-possibly
rivaling most known civilizations in age-they
remain deliberately insular, revealing little of
their early history.

Their home region lies just beyond Sarginian
territory, in a protected biological preserve
known to them as the Ward. While overlapping
Sarginian space, this region remains sovereign
Frak’terian territory by treaty. The two
civilizations maintain a close alliance.

Despite their peaceful appearance, Frak’terians
are not pacifists. When their core beliefs are
violated, their response is silent, decisive, and
terrifying. Rumors persist of a Halogai’ incident
aboard a Frak’terian life-ship that resulted in the
attacker’s death-and shortly afterward,
unexplained genetic collapse among his
bloodline. Official explanations cite biological
failure; independent analysts suspect
Frak’terian intervention.

Frak’terian life-ships function as roaming
interstellar hospitals, traveling through select
regions to assist with plagues, ecological
collapse, famine, and medical crises. They ask
only enough compensation to maintain supplies
and operations. They avoid supporting too
many species simultaneously, though the reason
remains unclear.

Frak’terians possess a unique Life-Sense,
allowing them to perceive biological activity
through proximity and touch. This ability
enables rapid diagnosis and limited healing in
advanced practitioners. Their auditory language
combines audible and subsonic pulses,
supplemented by biological signaling.

While Frak’terians show deep respect toward all
sentient life, they maintain secret bio-weapon
capabilities reserved for existential threats. This
has fueled conspiracy theories that they catalog
species genetics for future warfare - claims
officially denied.

Notably, Frak’terians exhibit extremely low
psionic incidence. Most scholars believe their
species’ psychic potential is entirely invested in
their Life-Sense capability.

Racial Traits

Life-Sense: Frak’terians possess a biological
sensitivity to living systems, perceiving subtle
bioelectric and metabolic fluctuations in nearby
organismes.

Bio-Science Aptitude: Frak’terians gain +1 to
Healing and Science (biological disciplines only).

Life-Detect (Novice): Frak’terians may make a
Notice roll as a free action once per round to
detect living creatures within Smarts x 2”
(ignore line of sight, but solid barriers block
detection). Success reveals the presence and
general direction of living beings. Raise reveals



approximate size and whether injured. This does
not detect constructs, undead, or synthetic life.

Empathic Diagnosis (Seasoned): By touching a
living being for one round, a Frak’terian may
make a Healing roll to diagnose ailments.
Success reveals wounds, diseases, toxins, or
biological abnormalities. Raise reveals severity
and approximate cause. This does not
automatically grant treatment knowledge -
normal Healing rules apply.

Life-Bound Sensitivity: Frak’terians are deeply
attuned to living systems, making exposure to
widespread injury, death, or ecological collapse
emotionally and physiologically jarring. In areas
containing multiple wounded creatures, recent
death, or environmental devastation,
Frak’terians suffer —2 to Spirit rolls and =2 to
resist Fear until they leave the area or take a
moment (one round) to center themselves. This
does not apply to normal combat stress - only
sustained suffering or mass harm.
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Professional Affinity: Life Science Specialist,
Exploration Specialist.

Hol’taerran Reserve

The Hol’taerran Reserve is a scattered network
of sovereign enclave-worlds and migratory clan
territories within Sarginian-controlled space,
governed through rigid psionic caste hierarchies
known as the Resonant Synods. Authority is
determined by psychic strength, ancestral
lineage, and mastery of the Schara’Ta Soul
Crystal traditions central to Hol’taerran society.
Though officially autonomous, the Reserve
maintains a close relationship with the
Sarginians, serving as Foldspace resonance
specialists, psychic analysts, and diplomatic
intermediaries in regions too unstable for
conventional perception. Sarginian fleets often
escort Hol’taerran migration convoys, and many
believe the two civilizations share forbidden
knowledge concerning ancient psionic disasters
and the true nature of Foldspace itself.

Hol’taerran
Home World: Hol’taerra Prime

The Lost Psionates. Psionic caste society reliant
on Soul Crystals. Gaunt humanoids with

elongated snouts, slanted blue-tinted eyes, and
patterned skin. Hol’taerrans require a Schara’Ta



(Soul Crystal) to perceive or interact with
non-Hol’taerrans. Without it, they are
effectively blind and deaf to the physical
universe.

They serve as perception specialists, diplomats,
and psychic analysts within Sarginian territory.
Their crystals resonate strangely near alien
threats and Foldspace anomalies.

The Hol’taerrans are gaunt humanoids with
elongated snouts, slanted blue-tinted eyes, and
faintly patterned skin. They maintain small
sovereign enclaves within Sarginian-controlled
space, while many also exist as nomadic clans
migrating across the Expanse.

Though biologically capable of normal sensory
perception, Hol'taerrans have evolved to rely
almost entirely on psionic awareness. Without
their Schara’Ta (Soul Crystal), they are
effectively unable to meaningfully perceive or
interact with non-Hol’taerran reality. To
outsiders, an unlinked Hol’taerran appears
vacant and unresponsive.

Their civilization once possessed an immense
psionic empire spanning regions now forgotten.
During an era of extreme genetic and psionic
experimentation-possibly catalyzed by
psionically active crystals on their
homeworld-Hol’'taerrans reshaped their own
biology. Physical senses atrophied as psychic
perception became dominant. Non-psionic
members of their species were enslaved, and a
rigid caste system emerged based entirely on psi
strength. Something catastrophic ended their
empire. The Hol’taerrans do not speak of it.

Today, Hol’taerran society is organized into
layered castes and migratory clans, each
governed by psionic hierarchy. Clans periodically
relocate en masse, traveling between worlds in
search of unknown objectives-possibly
remnants of their lost civilization. Clan

membership is considered noble status. Clan
wars are rare but devastating.

Hol’taerrans communicate with non-psionic
species through Soul Crystals-resonant psionic
devices that translate thought into vocalized
sound via crystalline vibration. These crystals
can render speech in any known language and
are essential for sustained interaction with
other species. Extended telepathic contact with
non-Hol’taerrans is physically exhausting,
reinforcing dependence on the crystals.

Most species regard Hol’taerrans with deep
mistrust. Their historical enslavement of
non-psionics, rumored abductions of
psi-talented individuals, and rigid superiority
beliefs have earned them a dark reputation. At
the same time, their unmatched expertise in
psionic training makes them valuable allies.
Several Expanse-wide psi academies are
operated under Hol'taerran oversight.

Rumors persist that Soul Crystals possess
additional functions-possibly enhancing
emotional influence or persuasion. These claims
remain unproven. Hol’taerrans are not
peaceful. They are restrained. They believe
themselves spiritually elevated, and view other
species as biologically incomplete.

Racial Traits

Innate Enlightenment: Hol’taerrans are born
with partially awakened psionic centers and
require far less training to access mental
disciplines. Hol'taerrans begin play with the
Mentalist Professional Edge for free (this does
not count against their required starting
Professional Edge - they still choose another
profession normally). They automatically gain
the Telepathy Discipline at Tier 1. They start
with Psionics at d6 instead of d4. They must still
advance disciplines normally by Rank. This



represents ancestral psychic awakening, not
modern training.

Soul-Crystal: Each Hol’taerran possesses a
crystalline psionic focus tied directly to their
consciousness. By default, the Crystal allows the
Hol’taerran to communicate to other species.

Once per session, the Hol'taerran may reroll a
failed Psionics roll while tapping their
Soul-Crystal.

If separated from their Soul-Crystal, the
Hol’taerran immediately becomes Distracted
until they recover it or complete a long rest.
Soul-Crystals are unique, fragile, and
story-significant.

Psionic Resonance: Hol’taerrans exist in
constant low-level psychic broadcast, making
them highly visible on the mental spectrum and
emotionally porous to their surroundings.
Hol’taerrans suffer —2 to resist Telepathy or
Empathy effects, and hostile Mentalists gain +2
to detect them using psionic abilities.
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Additionally, when critically failing a Psionics
roll, Hol’taerrans automatically become
Fatigued instead of merely Distracted. They
shine too brightly in the psychic dark.

Professional Affinity: Mentalist

Sovereignties

Candrosian Freehold

The Candrosian government is a republican
democracy tempered by strength-based
tradition, known collectively as the Assembly.
Representatives are elected from regional
districts, but leadership is not decided by
rhetoric alone - candidates must also prove
personal resolve through ritualized trials of
endurance, strategy, or controlled combat.
While laws are debated in formal chambers,
unresolved disputes may be settled through
sanctioned contests, reinforcing the Candrosian
belief that authority must be earned, not merely
claimed. This system produces leaders who are
both politically capable and physically
formidable, reflecting their cultural doctrine
that weakness in governance leads to weakness
in society. Though outsiders often see it as
harsh, the Sovereignty has maintained



remarkable stability for thousands of years,
guided by a blunt but effective philosophy:
clarity over compromise, strength in service of
order.

Candrosian
Home World: Candrosi

The Candrosians are a massive, horned,
hexapodal centauroid species native to
Candrosi, a temperate world with slightly lower
gravity than Earth. Their physiology consists of
four powerful locomotion limbs supporting an
elongated lower torso and tail, topped by a
humanoid upper body with two manipulator
arms and a heavy, plated chest. Their heads
resemble a fusion of Terran mountain ram and
rhinoceros, crowned by curled horns and
protected by leathery dermal armor layered
beneath a thin coat of coarse fur. Adult
Candrosians typically measure between 2.4 and
3 meters from head to tail and average over 270
kilograms. They are digitigrade in posture but
walk flat-footed, unlike Torani or K’'Dasi, giving
them exceptional stability and brute force. Their
senses are roughly equivalent to humans,
though their depth perception and spatial
awareness are finely tuned for charge-based
combat.

Candrosian civilization is organized into the
Candrosian Freeholds, a decentralized
republican democracy formed after centuries of
internal conflict and near-extinction events in
their deep past. During the Long Silence, many
Candrosian colonies became isolated from

Candrosi, resulting in linguistic and cultural drift.

Today, two major languages persist: Zat’Cha,
spoken primarily in the core Freeholds, and
Zen'ri, used among outer colonies that were cut
off during Pre-Expanse isolation. Candrosians
are generally blunt, pragmatic, and culturally
binary in outlook-most issues are seen as having
only two solutions - endure or overcome. While
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often perceived as gruff or savage by outsiders,
Candrosians possess a deeply rooted sense of
honor, family loyalty, and earned respect.

The Candrosian social unit centers on
monogamous nuclear families, with extended
kin bonds forming the backbone of Freehold
communities. If blood family is lost, Candrosians
readily adopt close companions-sometimes
even non-Candrosians-as surrogate kin.
Birthrates are naturally low, punctuated by rare
population surges every few generations. Their
society embraces physical dominance as a path
to justice and self-improvement; ritualized
combat and competitive trials remain common,
echoing ancestral behaviors where disputes
were settled through horn-ramming contests.
While modern Candrosians no longer seek
genocide through strength, they still believe
that hardship tempers species and that
weakness, if left unchallenged, endangers
civilization.



Candrosians are broadly friendly to other
Expanse races, though they jokingly refer to
bipeds as “two-leggers” or “bipedal savages.”
They privately consider species with fewer limbs
less physically developed, but will readily grant
respect to any who prove themselves in battle
or adversity. Many Candrosians now serve as
heavy-world colonists, mercenary shock troops,
frontier wardens, or industrial specialists
throughout the Expanse.

Racial Traits
Size +2

Dermal Plating: Candrosians possess thick,
leathery hide reinforced by dense subdermal
tissue. Candrosians gain Armor +2 (stacks with
worn armor). This counts as natural armor.

Tail Strike: Candrosians can lash out with their
powerful tail in close combat. Candrosians gain
a natural tail attack Str+d4 damage. Counts as a
natural weapon. May be used as part of a
normal Fighting action. If a Candrosian hits with
a tail attack on a raise, the target must make an
Athletics roll or be Shaken. (This is not an extra
action - it’s simply another attack option.)

Ram Charge: When building momentum,
Candrosians become living battering rams. If a
Candrosian moves at least 3” in a straight line
before making a Fighting attack, they gain +2
damage. On a hit, the target must succeed at a
Strength roll or be pushed back 1” and become
Vulnerable until their next turn. This stacks with
Wild Attack.

Momentum Psychology: They are hard to stop
once committed. Candrosians are biologically
conditioned toward forward aggression and
dominance displays, making restraint difficult.
Candrosians suffer —2 to Persuasion when
attempting de-escalation or peaceful
negotiation. Additionally, once combat begins,
a Candrosian must succeed at a Spirit roll to
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voluntarily disengage or retreat unless ordered
by a recognized authority or ally. They are built
to advance.

Professional Affinity: Combat Specialist

Creshian/Ecreshian Space

The Creshian-Ecreshian Sovereignty operates
under a Feudal Democratic system, emphasizing
individual codes of conduct and personal
responsibility. The Pact keeps the peace and
there is a whole gladiator sport sub-culture that
dominates the society.

Creshians & Ecreshians

The Creshians are an ancient amphibious
arthropod civilization that rose to interstellar
prominence long before the Terran Empire.
Their early empire dominated vast regions of
space until they encountered the Krowl-an
extinct genetic-warfare species that specialized
in destabilizing civilizations through engineered
proxy races.

The Krowl created the Ecreshians by modifying
captured Creshians, embedding genetic hostility
toward their progenitors. Their strategy was
simple: allow the Ecreshians to weaken the
Creshian Empire from within, then intervene
once collapse was inevitable. The plan nearly
succeeded.

Centuries of uninterrupted war followed.
Though the Creshians ultimately annihilated the



Krowl, their empire shattered. Both Creshians
and Ecreshians entered prolonged technological
dark ages marked by planetary isolation and
societal collapse.

Recovery came first to the Creshians, who
gradually rebuilt a new, smaller
empire-eventually absorbing former Krowl
territories. When they rediscovered the
Ecreshians on a reclaimed colony world,
violence erupted immediately.

Before extinction could repeat itself, both sides
agreed to the Pact-possibly influenced by early
Sarginian mediation.

Under the Pact, Ecreshians were recognized as
unwilling creations rather than true enemies,
and accepted into shared Creshian space.
However, to contain genetically ingrained
hatred, annual gladiatorial competitions were
instituted on the Creshian homeworld. These
contests have since evolved into the largest
sporting events in the Expanse.

Pact violations are treated as existential threats.
Outcasts are hunted jointly by specialized
enforcement teams from both species.

Creshians value honor, loyalty, and strength of
character. Ecreshians believe in racial supremacy
and obedience to collective will. Their society is
centralized and authoritarian. They respect
strength among their own and actively seek
weakness in outsiders. Failure to dominate
psychologically is interpreted as a threat.
Despite coexistence, philosophical conflict
remains constant beneath the surface.

Today, Creshians and Ecreshians share territory
under rigid Pact law. Their alliance is one of
necessity, not reconciliation. Both species are
powerful regional actors, feared for their
ancient grudges and disciplined militaries.

Both species possess exceptional sensitivity to
atmospheric pressure and can regulate internal
body pressure, allowing survival at extreme
oceanic depths. Their hearing is slightly inferior
to Humans, and many employ auditory
enhancement devices. They can produce
high-frequency vocalizations and communicate
underwater using ultrasonics.

Creshians retain superior visual acuity and
agility, granting them enhanced ranged
targeting capabilities. Ecreshians sacrificed this
trait during genetic modification but gained
remarkable physical endurance and resilience.

Ecreshians also exhibit a low-level empathic
resonance with one another-insufficient for true
psionics, but enough to reinforce collective
discipline and emotional unity.

Creshian

Creshian Home world: Cresh



Racial Traits

Body Pressure Regulation: Creshians can
consciously regulate internal pressure and
circulation, allowing survival in extreme depths
and high-pressure environments. Creshians
ighore environmental penalties from deep
water pressure. They gain +4 to Vigor rolls to
resist pressure-based Fatigue or injury.
Creshians may operate at depths that would
instantly incapacitate most surface species. This
does not protect against temperature or toxins -
pressure only.

Keen Sight: Creshians possess highly adaptive
ocular structures optimized for long-distance
targeting and motion tracking. Ignore up to -2
in Range penalties on ranged attacks. Ignore —2
penalties from target Size (small or distant
targets). Gain +2 Notice when spotting distant
or moving objects. This represents biological
optics, not targeting tech.

Sonic Blast - Creshians can emit a focused
high-frequency sonic pulse capable of stunning
or injuring non-aquatic organisms. Once per
encounter as an action, a Creshian may emit a
Sonic Blast in a Cone Template, Targets must
make a Vigor roll. Failure: Shaken. Failure by 4+:
Shaken and one Wound. Success: No effect.
This attack Ignores armor not specifically
designed for sonic dampening and does not
affect Creshians or fully aquatic creatures. It is
considered a natural biological weapon.

Atmospheric Fragility - Creshian physiology
depends on moisture-rich environments and
stable pressure gradients. In dry, arid, or
low-humidity environments, Creshians suffer —2
to Vigor rolls and gain Fatigue twice as fast from
heat or dehydration. After 24 hours without
proper hydration or immersion, they become
Distracted until rehydrated. They are visitors on
dry worlds - not natives.
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Professional Affinity: Combat Specialist

Ecreshian

Ecreshian Home World: Ecrath
Racial Traits

Body Pressure Regulation: Ecreshians can
consciously regulate internal pressure and
circulation, allowing survival in extreme depths
and high-pressure environments. Ecreshians
ignore environmental penalties from deep
water pressure. They gain +4 to Vigor rolls to
resist pressure-based Fatigue or injury.
Ecreshians may operate at depths that would
instantly incapacitate most surface species. This
does not protect against temperature or toxins -
pressure only.

Abyssal Endurance: Ecreshians possess
massively reinforced organs and redundant
biological systems. Gain +1 Toughness. Ignore
the first level of Fatigue caused by wounds or
environmental stress. Ecreshians do not fall
unconscious from Incapacitation; instead they
remain conscious but immobile for one round,
then may attempt Vigor rolls each round to act
normally (still Wounded as usual). They don’t
black out - they grind forward.

Sonic Blast: Ecreshians can emit a focused
high-frequency sonic pulse capable of stunning
or injuring non-aquatic organisms. Once per
encounter as an action, a Ecreshians may emit a
Sonic Blast in a Cone Template, Targets must
make a Vigor roll. Failure: Shaken. Failure by 4+:
Shaken and one Wound. Success: No effect.
This attack Ignores armor not specifically
designed for sonic dampening and does not
affect Ecreshians or fully aquatic creatures. It is
considered a natural biological weapon.

Surface Inertia: Ecreshian bodies are optimized
for crushing pressure and dense mediums,
making surface environments disorienting and



inefficient. In dry, low-pressure, or low-gravity
environments, Ecreshians suffer —2 to
Agility-based rolls and cannot run. Additionally,
after one hour outside a humid or aquatic
environment, they become Distracted until
rehydrated or immersed. They are built for
oceans, not corridors.

Professional Affinity: Social Architect

Dara’ilan Refuge

The Dara’ilan refugee government is a
pragmatic wartime council known as the
Continuance Assembly, formed from surviving
fleet commanders, elder matriarchs, and
strategic planners. Power is distributed by
demonstrated competence rather than lineage,
with military tacticians and population stewards
holding equal authority. Every decision is
weighed against a single overriding mandate:
the survival and rebirth of the Dara’ilan species.
Civil matters, resource allocation, and
settlement planning are treated as strategic
operations, while defense remains permanently
mobilized. Though outwardly cooperative with
host governments - especially human factions -
the Assembly quietly maintains contingency
plans for evacuation, retaliation, and
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reconsolidation, should history threaten to
repeat itself.

Dara’ilan

Current Home World: Polomegan

The Dara’ilan are a towering amphibious species
whose appearance has been described by
Expanse xenobiologists as “a fusion of Terran
turtle, shark, and octopus, shaped into a
humanoid warform.” Descended from aquatic
mammals, Dara’ilan breathe water as easily as
air and possess a massive armored cranial
structure, shark-like respiratory slits along the
sides of the head, powerful limbs, and clusters
of tentacular appendages emerging from both
wrists and ankles. Their feet terminate in
four-pronged claws adapted for traction on slick
surfaces. Internally, Dara’ilan possess what
researchers call “two and a half hearts”-two
primary cardiac organs supported by a tertiary
half-heart capable of sustaining minimal life
functions if the primary hearts fail, often leaving



the individual in a coma until medical
intervention. Adults average 2.2 meters in
height, weigh approximately 180 kilograms, and
may live over four centuries.

Once rulers of a vast stellar empire, the
Dara’ilan civilization was shattered during a
catastrophic ancient war in the Pre-Expanse Era.
Their homeworld was destroyed, and much of
their fleet sacrificed itself holding back the
unknown enemy while surviving populations
fled across Foldspace in a desperate exodus.
Ultimately, scattered refugee groups found
sanctuary within Human Confederation space,
settling primarily on a handful of marginal
water-rich worlds. Today, the Dara’ilan exist as a
displaced people-without sovereignty, but not
without purpose-focused almost entirely on
cultural survival and demographic recovery.

Dara’ilan senses are highly specialized: hearing
and olfactory perception far exceed human
norms, while visual acuity is slightly inferior.
Their native language, Biss’i, consists of
ultrasonic screeches layered with guttural
pulses, rendering it incomprehensible to most
species without specialized translation
equipment. Dara’ilan struggle with Basic,
typically speaking with thick accents, though
meaning is rarely lost. Socially, they are cautious
and reserved with outsiders, granting trust
slowly and deliberately. Humans, however,
occupy a special place among them; many
Dara’ilan credit Human space with saving their
species from extinction. In contrast, Que’sha
provoke immediate unease-possibly triggering
ancestral memories of their long-lost enemy.

Dara’ilan families are matriarchal and
polygamous, with a single female bonded to
multiple males. Offspring hatch from eggs
submerged in freshwater pools and remain
aquatic for approximately three standard years
before undergoing metamorphosis into their
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adult form. Fertility is culturally sacred; families
with many children are highly honored.
Dara’ilan society revolves around collective
endurance-every individual is raised with the
understanding that survival is victory, and
extinction is always only one war away.

Despite their refugee status, Dara’ilan are
renowned throughout the Expanse for their
tactical brilliance. From small-unit combat to
planetary-scale engagements, they display an
instinctive grasp of strategy and logistics.
Challenges are not avoided-they are confronted
immediately, methodically, and relentlessly.
Once a Dara’ilan commits to a cause or ally,
their loyalty becomes absolute. Few races
match their willingness to sacrifice everything
for trusted companions.

Racial Traits

Amphibious: Dara’ilan breathe both air and
water without penalty. Dara’ilan suffer no
penalties for underwater breathing or
movement related to respiration.

Chromatic Camouflage: Dara’ilan can
consciously alter their skin pigmentation to
blend with surrounding environments. When
stationary or moving at half Pace or less,
Dara’ilan gain +2 to Stealth rolls. In aquatic
environments, this bonus increases to +4. This
does not function while running or under bright
artificial lighting without shadows.

Redundant Cardiac System: Dara’ilan possess
secondary cardiac nodes that sustain minimal
brain function after catastrophic injury. When
Incapacitated, Dara’ilan do not immediately
begin dying. Instead, they enter a coma state for
1d6 minutes. During this time they
automatically stabilize. Medical treatment
within this window prevents death normally.
After recovery, they still suffer Wound penalties
as usual. This ability functions once per day.



Claws: Dara’ilan have retractable claws that can
be used in close combat. They gain natural
weapons. Claws: Str+d4

Tentacle Strikes: Dara’ilan have flexible
tentacles in the arms. Tentacles: Str+d4 (Reach
1”). On a raise with tentacles, the target is
Entangled until they break free (Athletics vs
Strength).

Strategic Instinct: Dara’ilan possess innate
tactical awareness shaped by communal
hunting patterns. Gain +2 to Battle rolls.
Additionally, once per encounter, a Dara’ilan
may grant one ally within 5” +1 to their next
Trait roll as a free action (must be able to
communicate).

Collective Dependency: Dara’ilan psychology is
optimized for squad-based decision-making.
When operating alone or without clear allies
within 5”, Dara’ilan suffer —2 to Spirit rolls. They
are strongest as part of a pack.

Professional Affinity: Combat Specialist, Social
Architect.

Halogai’ Dominion

Halogai’ governance is overseen by the High
Council of the Honored, composed of
individuals bearing the longest and most storied
titles. Above them sits a monarchic figure - the
Emperor-King - supported by the
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Empress-Queen. While technically symbolic, this
pair wields enormous cultural influence.
Halogai’ society does not recognize equality
with other species; outsiders may be tolerated,
but never regarded as peers.

Halogai’

Home World: Haloga’as

The Halogai’ are towering (males average 7’ tall,
females average 7.25’ tell), aggressive
humanoid felines descended from an ancient
predatory species distantly related to the K’Dasi
and Bengradi. Where those races evolved agility
and adaptability, the Halogai’ evolved
dominance. They possess dense musculature,
heavy skeletal frames, and thick fur ranging
from jet black to layered earth tones and tawny
browns. Males develop large manes as they
mature, while females are typically taller and
leaner. Both sexes possess long tails averaging
half their body length. Halogai’ are obligate
carnivores, lacking any ability to digest plant
matter, and their physiology reflects a life built
entirely around hunting and consumption of
animal protein.

Their homeworld, Haloga’as, is a high-gravity
world (1.25 Human-standard), producing
naturally powerful physiques and high
endurance. Halogai’ sensory capabilities largely
mirror Human norms, though their predatory
vision, spatial awareness, and motion tracking
are significantly enhanced.

The Halogai’ emerged as a major power during
the Reconnect Era, first encountered by the
Urtoran Holds. That encounter escalated into a
brief but politically significant conflict,
establishing the Halogai’ as both militarily
formidable and diplomatically ruthless. Soon
afterward, they entered into direct conflict with
Humanity during the early Expanse Era-a brutal
war that ended inconclusively and left lasting



bitterness on both sides. Earlier still, the
Halogai’-Bengradi War nearly erased Bengradi
civilization, a legacy that continues to poison
relations between the two races.

Modern Halogai’ speak Basic fluently, though
their natural voices are deep and resonant.
Their native language, simply called Tongue, is
now rarely used outside ceremonial or familial
contexts.

Halogai’ culture revolves entirely around honor -
earned, displayed, and recorded through
naming. A Halogai’ is born with only a functional
identifier tied to lineage. During adolescence,
each undergoes a rite of passage chosen by
their father. Survival earns the right to select a
personal name. From that point onward, titles
accumulate throughout life, each reflecting a
deed or achievement. Honor cannot be
fabricated; false titles are cultural heresy. Older
Halogai’ with few or no titles are considered
disgraced.

Family forms the foundation of Halogai’ society.
The nuclear household is central, with the
father serving as symbolic leader while mothers
oversee logistics, provisioning, and education.
Males traditionally become warriors; females
dominate hunting and resource acquisition.
Both roles are honored equally. Physical
discipline is sacred: Halogai’ reject intoxicants
and artificial enhancement, viewing bodily
purity as an expression of spiritual strength.

Naturally aggressive, Halogai’ nevertheless
respect adaptability and resilience. Humans
earn grudging admiration despite historic
hostility. Sarginians are treated cautiously, with
instinctive distrust tempered by fear of their
unseen influence. Bengradi hatred runs deep
and unresolved.

Halogai’ also possess a unique psionic-adjacent
trait: the ability to communicate with
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non-sentient animals, sensing emotional states
and basic intent-an evolutionary remnant of
their predatory ancestry.

Racial Traits
Size +1

Claws: Natural melee weapons. Damage
STR+d6.

Fur Armor: +1 natural Armor; +2 to resist
cold-based environmental effects.

Predator Vision: Halogai’ eyes are optimized for
motion detection and target acquisition. Gain
+2 to Notice rolls involving movement, tracking
targets, or spotting ambushers. Ignore —2 in
penalties from Dim Lighting or moving targets.
Once per encounter, a Halogai’ may reroll a
failed Notice roll related to detecting threats.
They don’t just see - they hunt patterns.

Animal Empathy: Halogai’ communicate
instinctively with non-sapient creatures through



posture, pheromonal cues, and subtle
vocalizations. Gain +2 to Persuasion when
interacting with animals or bestial creatures.

May attempt to calm or influence non-sapient
animals as an action (Persuasion vs Spirit). On
success, the creature becomes Hesitant for one
round; on a raise, it will not act aggressively
unless attacked. This does not work on fully
sapient beings.

High-Gravity Physique: Halogai’ evolved under
crushing gravity, developing dense musculature
and exceptional stamina.

Game Effect: Gain +1 Strength (may raise above
racial maximum at character creation). Gain +2
to Vigor rolls to resist Fatigue from exertion,
heat, or hostile environments. Gain +2 to resist
Knockback or forced movement.

They are compact, powerful, and hard to push
around.

Professional Affinity: Combat Specialist

Bengradi Reservation

The Bengradi planetary government remains a
feudal monarchic system, ruled jointly by a King
and Queen beneath a powerful Council of
Elder-Prides. Authority flows through hereditary
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pride-lines, each Elder-Pride controlling
territory, military forces, and industrial assets on
behalf of the Crown. While the royal pair serve
as symbolic and strategic unifiers of Bengradi
society, real political power is constantly
negotiated among the Elder-Prides, whose
rivalries, alliances, and vendettas shape
Bengradi policy. Loyalty is sworn first to one’s
Pride, then to the Crown, creating a culture
where honor, lineage, and martial reputation
matter more than abstract law.

Bengradi

Homeworld: Grahza Ertas (Halogai’
sovereignty).

The Bengradi are a race of tailed, bipedal felines
closely resembling upright terrestrial Bengal
tigers. Their pelts universally display
orange-and-black striping, and their powerful
frames conceal remarkable speed and agility.



Females are typically taller than males, though
neither sex develops manes.

Despite their fearsome appearance, modern
Bengradi culture emphasizes humility, reverence
for life, and restraint in the use of force. They
share many physiological and cultural traits with
the Halogai’, leading many xenologists to
conclude that both races descended from
related uplifted Terran felines during the
forgotten eras of the Terran Empire. Unlike the
Halogai’, however, the Bengradi emerged from
tragedy with a culture centered on scholarship,
reflection, and the preservation of life.

Most Bengradi possess latent telepathic ability,
with a minority developing advanced psionic
talents. While not as culturally devoted to
psionics as the Sarginians or Hol’taerrans,
Bengradi mental disciplines are deeply
respected and often intertwined with
philosophy, history, and spiritual practice.

The Bengradi originate from Grahza Ertas, a
world dominated by vast equatorial landmasses
bordered by polar ice caps and global oceans.
When first observed by offworld powers, the
planet was geologically young yet socially
advanced. Bengradi civilization had already
reached a medieval-equivalent stage while
much of its biosphere still resembled Earth's
prehistoric eras. Its rapid cultural development
and extraordinary mineral wealth drew the
attention of the expanding Halogai’ Dominion
during the Pre-Expanse era.

Before the Halogai invasion, Bengradi society
was organized into rival Prides that competed
fiercely for prestige, territory, and influence.
Although often martial, these rivalries were
governed by ritual, honor, and tradition rather
than wars of annihilation. The Halogai—Bengradi
War shattered that world. Grahza Ertas was
devastated, and the Bengradi came perilously
close to extinction before peace—Ilikely imposed
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through Sarginian intervention—ended the
conflict. A protected Bengradi Reserve was
established within Halogai-controlled space,
preserving the species while leaving scars that
have never fully healed.

That catastrophe transformed Bengradi society.
Military service remains a sacred duty, but no
longer as a path to conquest. Instead, it
represents the solemn responsibility to ensure
their people never again face extinction.
Ancient Pride traditions survive through
ceremonial leadership, family lineages, and
ritualized competition, but modern Bengradi
value discipline, service, and wisdom above
domination.

The Grahza system remains extraordinarily rich
in mineral resources, with multiple asteroid
belts and resource-heavy moons. Today, that
wealth supports thriving trade with neighboring
sovereignties—including the Halogai’
Dominion—despite lingering resentment on
both sides.

Bengradi are renowned for their ability to learn
quickly, and many become respected scholars,
diplomats, scientists, and explorers throughout
the Expanse. Even those who serve as warriors
approach violence reluctantly. Taking weapons
from the dead is considered deeply
dishonorable, and death itself is treated as
sacred. Whenever a Bengradi loses a
companion, they perform the Ritual of Passage,
a ten-minute ceremony honoring the fallen
spirit. Family crests engraved upon their
weapons serve as both memorials and solemn
oaths to those who came before.

Although political peace has endured for
generations, the Halogai remain the Bengradi's
most distrusted neighbors. Many Bengradi still
tell the ancient tale of the Lost Pride of Coladia,
said to have vanished into the heavens long
before the Halogai—Bengradi War. Some



scholars believe the legend hints at a shared
ancestry between the two peoples, though
most Halogai’ dismiss it as folklore.

Despite their tragic history, the Bengradi
maintain peaceful relations with most
civilizations of the Expanse and are widely
respected for their integrity, compassion, and
quiet determination. They speak Basic fluently,
while their native language, Soloc, combines
concise spoken phrases with expressive hand
gestures and subtle body posture, creating a
remarkably nuanced means of communication.

Racial Traits

Claws: Bengradi strikes can become slashing
attacks when desired. The Bengradi has claws
that cause Str+d4 damage.

Fur Armor: +1 natural Armor; +2 to resist
cold-based environmental effects.

Natural Low Light Vision: Bengradi ignore
penalties for Dim or Dark illumination (but not
Pitch Darkness).

Hunting Instinct (Novice): They are natural
trackers of the unseen. Centuries of predatory
evolution have sharpened Bengradi's perception
of hidden dangers. +2 to Notice rolls to detect
concealed threats, traps, hidden enemies, or
disguised objects. Once per encounter, a
Bengradi may reroll a failed Notice roll involving
hidden danger.

Acute Spatial Awareness (Seasoned):
Ambushing a Bengradi is difficult - rarely
impossible, but difficult. Bengradi possess an
instinctive understanding of movement and
positioning within their environment. Bengradi
gain +2 to Notice rolls to avoid Surprise.
Opponents suffer —2 to Stealth rolls when
attempting to ambush a Bengradi. Bengradi may
roll Notice to avoid Surprise even when
normally unable to act.

42

Sense Presence (Veteran): Bengradi
instinctively perceive shifts in tension and
hostile intent nearby. If a hostile creature comes
within 5”, the Bengradi may make a free Notice
roll to detect them, even without line of sight
(solid barriers block this). This ability does not
reveal exact position - only general direction
and presence. Surprise attacks against Bengradi
require a raise on the attacker’s Stealth roll.

Predator’s Edge: Bengradi instincts constantly
evaluate nearby beings as potential threats. In
crowded, non-hostile environments, Bengradi
suffer —2 to Persuasion and Performance rolls
due to visible tension or guarded posture.
Additionally, they must succeed at a Spirit roll to
willingly ignore a clear threat or insult. They
don’t relax easily.

Professional Affinity: Combat Specialist,
Exploration Specialist

K’Dasi Reach

K’Dasi society appears anarchic to outsiders, but
operates through an organic network of clan
councils and elder mediators. Each world
maintains a fluctuating Council of Elders drawn
from its most influential clans. Authority shifts
constantly, based on reputation rather than
fixed hierarchy. This decentralized structure
frustrates diplomats but has sustained K’Dasi
civilization for millennia.

K’Dasi
Homeworld: K’Das

The K’Dasi are compact, agile humanoid felines
native to the cool, high-latitude world of K’'Das.
Shorter than Humans and lightly built, they
typically stand around 1.2 meters tall, with long
expressive tails measuring half to two-thirds
their body length. Their fur varies wildly - solid
whites and greys, striped patterns, mottled



patches - mirroring their famously
unpredictable personalities. Though fully
bipedal, K’Dasi instinctively drop to all fours
when sprinting, achieving remarkable bursts of
speed and maneuverability. Their physiology
reflects their 1.1-gravity homeworld: dense
muscle fibers, powerful hindquarters, and
exceptional balance.

Because of their smaller frames, K’'Dasi cannot
effectively wield weapons larger than Short
Rifles unless mounted or vehicle-supported.

K'Das itself is a cool, temperate world with long
winters and abbreviated summers, orbiting its
star every 405 standard days. K'Dasi senses
largely mirror Human norms, except for hearing
- K’Dasi can detect sound at nearly twice Human
sensitivity, often making them the first to notice
danger.

The K’Dasi achieved Sovereignty during the
chaotic early Expanse Era, following repeated
attempts at subjugation by both the Halogai’
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Dominion and Skaniis systems. Lacking brute
strength or territorial dominance, the K'Dasi
survived through misdirection, psychological
warfare, and asymmetrical tactics. Ultimately,
Sarginian sponsorship secured their recognition
as a Sovereign Reach, cementing their place
among the powers of the Core Spiral.

Culturally, the K’'Dasi embrace the archetype of
the Harlequin-the clever prankster, the witty
survivor, the rebel who mocks authority. Humor,
physical pleasure, relaxation, and cleverness are
highly valued, and even in moments of crisis a
K’'Dasi is likely to offer sarcasm or mischief. They
despise unnecessary complexity and
bureaucratic rigidity, preferring improvised
solutions even when those solutions are
objectively worse.

Yet beneath this playful exterior lies a far darker
tradition.

The K’Dasi are widely acknowledged - though
never officially credited - as the finest assassins
in the Expanse. This role is fulfilled by the
Hissska, a secretive internal guild specializing in
elaborate environmental traps and precision
ambushes. Their methods favor indirect kills -
collapsing structures, delayed mechanisms, and
absurdly intricate “mouse-trap” devices.
Membership in the Hissska is never spoken of
publicly, and most K’Dasi pretend the
organization does not exist.

K’Dasi mating culture is equi-polygamous: both
sexes may maintain multiple partners without
stigma. Long-term bonds do occur but are
uncommon. Children typically align with
whichever parent’s clan holds greater influence.
Lineage is fluid, avoiding inbreeding while
strengthening inter-clan ties.

The K’Dasi share an uneasy rivalry with the
Torani, whose rigid pack hierarchies they view
as humorless and overcomplicated. Rumors



persist that K’'Dasi agents occasionally support
Torani dissident packs, though nothing has ever
been proven.

Despite being regarded across the Expanse as
infuriating troublemakers, K’Dasi are widely
tolerated - and quietly respected - for their
adaptability, ingenuity, and refusal to submit to
domination.

Racial Traits

Enhanced Hearing: K’'Dasi can detect sound at
nearly twice Human sensitivity. +2 to Notice
rolls involving sound. Ignore up to 2 points of
penalties for auditory-based Notice checks.

Cannot be Surprised by targets approaching
solely via normal movement unless deafened or
in extreme noise.

Move Quietly: Natural stealth predators. Begin
play with Stealth d6. +2 to Stealth when moving
at half Pace or less.

Climber: Born of rocky high-latitude terrain.
Gain +2 to Athletics when Climbing. Climbing
Pace equals half normal Pace (instead of
quarter).

Claws: Retractable natural weapons. Str+d4
damage. Considered Natural Weapons.

May climb surfaces that would normally require
gear (GM discretion).

Quadrupedal Sprint: K’'Dasi can drop to all
fours for explosive bursts of speed. As a Free
Action, may shift to Sprint Stance. Gain +2 Pace
and roll an additional d6 when running. Cannot
attack with non-natural weapons while
sprinting. Switching back is a Free Action.

Small Frame: Compact physiology. Size -1.
Reduce Toughness by 1. Cannot effectively wield
Heavy or Long Rifles unless mounted or braced.
Weapons larger than Short Rifles impose -2 to
use unless vehicle-supported.
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Professional Affinity: Technical Operative

Karian Sphere

The Faithbound Sphere. Former Terran slaves;
Simian theocracy with three castes.

Modern Karian society is governed entirely by a
religious theocracy known simply as the Faith.
The Karian High Council serves simultaneously
as government, priesthood, and military
authority. There is no separation between
church and state.

Karians

Capital World: Kar'Thera

The Karians are a powerful simian-descended
species divided into three biological castes:
Gorilla, Chimp, and Tang. Stocky and immensely
resilient, Karians possess extraordinary pain
tolerance and physical endurance. Their senses



are comparable to Humans, except for an acute
olfactory system capable of detecting
approaching beings long before visual contact.

Humanity first rediscovered the Karians during
early Expanse exploration. Initial contact
collapsed almost immediately into war. The
Karians fought with terrifying fervor, their
fanatic discipline and biological resilience
offsetting Human technological superiority. The
conflict ended only after rare Sarginian
intervention forced both sides into peace
accords.

What followed was not reconciliation. It was a
Cold War. Hatred between Humans and Karians
remains deeply embedded in both cultures.

Few outside Karian society know that their
ancestors were enslaved by the ancient Terran
Empire. After the Collapse, surviving Karians
reverse-engineered abandoned Human FTL
technology and carved out the Karian Sphere
just beyond the Core Spiral. Much of Terran
culture was absorbed and reshaped through
Karian religious doctrine, forming the civilization
that exists today.

Karian culture is structured by caste:

e Gorilla Caste - Warriors and laborers, the
largest and physically strongest.

o Chimp Caste - Scholars, technicians, and
lower clergy; smaller and more agile.

e Tang Caste - Rare leaders and high priests,
forming the ruling elite.

While publicly devoted to stability, a radical
inner sect of the Faith - known as the True
Faithful - wages a covert holy war against
Humanity. These extremists believe Humans
must be punished for ancient enslavement and
modern humiliation. Terrorism, sabotage, and
proxy warfare are their preferred tools. The
Karian state officially denies involvement.
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Privately, many within the High Council tolerate
it.

Karians lack the resources to challenge
Humanity directly, but they patiently cultivate

revenge through political manipulation,
espionage, and asymmetric conflict.

Their primary spoken language remains a
descendant of Terran Standard, adopted during
post-collapse reconstruction. Older ritual
languages persist within religious ceremonies.

Among all Expanse species, Karians reserve
their deepest hatred for Humans. They do not
forget. They prepare.

Common to All Castes:

Sense Presence: Karians can detect the
approach of living beings through subtle scent
traces, pheromones, and air disturbance.

May make a Notice (Smell) roll as a Free Action
to detect unseen or hidden living creatures
within 10" (20 yards).

Ignore up to 2 points of penalties from darkness
or visual obstruction if scent is viable.

If successful, they know, number of distinct
living beings (approximate); General direction

Does not function in Vacuum or sealed
environmental suits; Overwhelming chemical
contamination.

Natural Climbers: Arboreal ancestry remains
strong. Begin play with +2 to Athletics when
Climbing. Climbing Pace is half normal Pace
instead of quarter. Ignore 2 points of penalties
for rough or vertical surfaces.

Caste Traits:

Gorilla Caste: +1 Strength die type; Size +1; -1
Smarts die type.; Hindrances: Code of Honor -
Protect the Faith and all that is Karian. Role:
Shock troops, heavy labor, enforcers.



Professional Affinity: Combat Specialist

Chimp Caste: +1 Agility die type, +1 Smarts die
type, -1 Strength die type. Hinderance: Curious.
Role: Engineers, tacticians, clergy scholars.

Professional Affinity: Technical Operative, Life
Sciences Specialist

Tang Caste: +1 Smarts die type; +2 Persuasion
within Karian Sphere; Hindrance: Caste Burden
(Minor) - Must maintain ideological purity and
public composure.; Stubborn. Role: High clergy,
ruling elite.

Professional Affinity: Social Architect, Mentalist

Kurathi

Home World: Kur’Vesha

An arboreal offshoot race within
Karrian-controlled space.

Status: Subjugated Offshoot of the Karian
Species. Karian Sphere (original), now scattered
throughout the Expanse
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Arboreal primate humanoids resembling Terran
tarsier-like mammals, Kurathi possess large
forward-facing eyes, prominent ears, rotating
necks, and prehensile tails. Their hands and feet
feature specialized vascular grip pads allowing
extraordinary climbing ability and resistance to
muscular fatigue. They retain fur on torso and
head, with bare hands, feet, and tail. Arms and
legs are covered in fine down-like hair. Highly
agile ambush specialists and natural climbers.

Originally uplifted alongside the Karians, the
Kurathi evolved along a divergent path - smaller,
more agile, and adapted to vertical
environments. While technically autonomous at
a local level, they exist politically under Karian
dominance. Most Kurathi populations serve as
scouts, climbers, and infiltration specialists and
occupy fringe ecological niches (jungles,
megaforests, arcology canopy zones). They are
culturally subordinate to Karian authority. Some
Kurathi enclaves resist Karian rule, but lack the
numbers or unity to form an independent polity.

Official Karian doctrine refers to the Kurathi as
“deviants” or “lesser bloodlines.” In truth, they
are the remnants of early Karian genetic
experimentation and selective breeding
programs conducted during the Terran Empire
era. When Karian society unified under the
Faith, Kurathi communities were systematically
displaced, stripped of land rights, and pushed
into marginal territories.

Today, Kurathi exist throughout
Karian-controlled space and beyond as a
scattered underclass- nomads, scavengers,
mercenaries, and survivalists. Karian authorities
publicly deny their existence while quietly
exploiting Kurathi labor and using them as
expendable shock troops or deniable assets.

Many Kurathi have fled Karian space entirely,
integrating into Human Confederation worlds or
fringe systems. These expatriates are often



mistrusted but respected for their resilience.
The Kurathi remember what the Karians prefer
to forget.

Kurathi senses are equivalent to Humans,
except for vision, which is exceptionally
acute-allowing them to identify targets and
details at roughly one-and-a-half times human
visual range. Kurathi speak Kurish, a linguistic
offshoot of classical Karian. Most also speak
Basic fluently. Kurish retains older Karian
phonemes long abandoned by modern Karian
society-another reminder of Kurathi origins the
Karians seek to erase.

Their physiology reflects their ancestral
adaptation to forest canopies and vertical
environments. Kurathi culture centers on honor,
physical prowess, and family prestige.
Traditionally, respect is earned through skill in
combat or hunting, courage in dangerous
endeavors, loyalty to family, and defense of
personal and clan honor. Failure to avenge an
insult or protect one’s kin brings lasting shame.

Modern Kurathi have adapted these ideals to
survival in the Expanse. Technical expertise,
medical knowledge, or mastery of weapons may
now earn prestige alongside traditional feats.

Kurathi are notorious for elaborate displays of
wealth - even when poor - often staging
extravagant feasts or gifting ceremonies to
assert social dominance or deliver subtle insults.
These acts are deeply symbolic and often part
of ritualized vengeance. They also possess a
mischievous streak, using practical jokes as
social weapons, particularly against outsiders.

Kurathi society is built on extended family units,
typically ranging from 20-40 individuals under a
patriarch. Kinship ties are precise and dictate
obligations, alliances, and inheritance. Above
the extended family are Clans (All families
sharing a common ancestral name), Tribes (All
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Kurathi living within a shared territory or
settlement), and People (All Kurathi trace
lineage to Kurathi, the First Ancestor.)

Marriage is arranged primarily as alliances
between families. Romantic love exists, but
often conflicts with tradition-many feuds
originate from forbidden relationships.
Polygamy is permitted for males able to support
multiple wives. Taking more wives than one can
provide for is deeply dishonorable. Kurathi
chiefs are traditionally selected through ritual
combat, though urbanized communities now
favor elections. Justice is administered by
councils of elders interpreting ancestral law.

Kurathi spirituality revolves around ancestor
reverence. Every household maintains a shrine
honoring familial dead. Ancestors are believed
to guide and protect their descendants from
beyond.

Shamans exist within Kurathi society-these
individuals are latent psionics who interpret
spiritual signs and perform ritual guidance.

Kurathi maintain cordial relations with most
Expanse species. They deeply resent the
Karians. Though genetically related, Kurathi are
treated as social contaminants by Karian society.
Kurathi settlements are routinely displaced,
Kurathi cultural records destroyed, and Kurathi
children forcibly “re-educated” under Karian
religious doctrine. Humans are respected for
adaptability and resistance to domination. Many
Kurathi now work as scavengers, explorers,
mercenaries, or underworld operatives-roles
born of necessity rather than choice.

Racial Traits
Attributes: +1 Agility

Prehensile Tail: May wield light weapons or
tools (under ~2kg). May make one additional
Fighting or Shooting attack per round with a



Light weapon.Tail cannot use Heavy weapons.
Tail attacks count as off-hand unless
Ambidextrous applies (see below).

Ambidextrous: Ignore off-hand penalties.
Applies to hands and tail.

Arboreal Agility: +2 to Athletics for Climbing
and Balance Checks. Climbing Pace equals full
Pace. Ignore up to 2 points of unstable surface
penalties.

Keen Vision: +2 Notice for sight-based rolls.
May identify targets at 1.5x normal visual range.
Ignore 2 points of darkness penalties (non-total
darkness).

Highly Dexterous Feet: May manipulate small
objects with feet. Gain +1 to Athletics involving
grappling or climbing contests. Cannot be
disarmed while at least one limb remains free
(GM discretion).

Small Frame: Size -1. -1 Toughness

Oppressed Lineage (Minor Hindrance): -2
Persuasion when dealing with Karian officials.
Karian authorities treat Kurathi as socially
inferior.

Professional Affinity: Technical Operative

Orkra’an Tribes

Orkra’an, The Silent Natives
Home World: Gortath Ul (Core)
Orkra’an

Short, stout humanoids with broad torsos,
compact but wide skulls, and powerful builds
that give them an almost dwarven silhouette.
Orkra’an possess leathery, weathered skin, small
intensely focused eyes, and wide mouths filled
with jagged teeth. Their ears are short and
blunt, and their noses are flattened and broad.
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What most outsiders find unsettling is that
Orkra’an appear aged from adolescence
onward. As Orkra’an enter maturity, their skin
rapidly wrinkles and their hair turns grey or
white, giving even young adults the appearance
of elderly humans. This is not degeneration - it
is a natural part of their biology. Internally,
Orkra’an remain extremely resilient and
physically capable well into advanced age.

They are typically very strong for their size and
adapted to harsh environments, with dense
muscle structure and high resistance to fatigue.

The Orkra’an are the only known species native
to the Expanse itself. Their ancestral origins lie
in regions now governed by the Sarginians,
though Orkra’an populations are found
scattered throughout the Core and beyond.
Unlike most civilizations, they never formed a
centralized stellar empire, instead spreading
quietly across countless worlds.



Long before humanity arrived, Orkra’an spread
organically across the region through slow,
generational colonization. Rather than forming
centralized governments or stellar empires,
Orkra’an culture evolved around distributed
settlement - small colonies, family enclaves, and
independent industrial communities scattered
across dozens of systems.

Orkra’an settlements exist primarily beneath
planetary surfaces, carved into vast cavern
networks and tunnel systems. These
subterranean cities contain immense libraries of
hieroglyphs and wall paintings documenting
Orkra’an history. Much of this record remains
untranslated. One prominent
xeno-archaeologist claimed to have deciphered
portions of the archive several years ago-shortly
before vanishing.

When questioned, Orkra’an simply gesture
toward the walls. “The story has been told.”

Despite their withdrawn nature, Orkra’an are
neither primitive nor ignorant. They are patient
observers, possessing deep cultural memory
and quiet wisdom earned through millennia of
survival. While most avoid surface societies,
some venture into colonial populations, moving
unnoticed through shadows and forgotten
spaces.

They tend toward hard labor professions, heavy
industry, security and mercenary work, and
frontier engineering. Many Orkra’an migrate
into dangerous zones of the Expanse where
their toughness gives them a survival edge.
They are generally blunt, direct communicators
and have little patience for abstract politics.

Biologically, Orkra’an possess extraordinary
night vision and adapt rapidly to changes in light
levels. They are highly sensitive to ground
vibrations and pressure shifts, allowing them to
predict seismic events on most worlds. Many
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claim Orkra’an can only be noticed in peripheral
vision-an effect attributed to their subtle
movement patterns and natural camouflage
rather than true invisibility.

They speak a low, resonant language known as
Lagaran, though most also communicate
fluently in Basic.

Because of their broad build, leathery skin, and
jagged features, Orkra’an are often misjudged as
unintelligent or threatening. In truth, they are
among the most contemplative species in the
Expanse. They have watched civilizations rise
and fall from beneath the surface, choosing
endurance over dominance.

They do not seek power. They remember it.

Orkra’an communities are decentralized,
organized around subterranean enclaves rather
than planetary governments. Elders known as
Stone-Keepers preserve historical knowledge
and arbitrate disputes. Leadership is informal,
based on wisdom and memory rather than
authority. Their culture values patience,
observation, and restraint. Violence is rare
among Orkra’an, though when threatened they
are capable defenders of their hidden domains.

They never unified. They never conquered. They
simply migrated.

This decentralized expansion means Orkra’an
can be found almost everywhere in the
Expanse, from asteroid belts to frontier worlds
to corporate slums - often embedded quietly
within larger populations.

Orkra’an societies emphasize practical survival,
craftsmanship, community resilience, and local
autonomy. They have no concept of galactic
nationalism. To an Orkra’an, allegiance is
personal and local - clan, settlement, or work
crew - never planetary or stellar. Their lack of
empire is not a weakness. It is philosophy.



Because Orkra’an never built centralized
infrastructure, they avoided the catastrophic
collapse suffered by Terran systems during the
Shattering. Their populations endured while
empires fell around them.

Today, Orkra’an are often perceived as
background species of the Expanse - always
present, rarely dominant, quietly persistent.
Some Sarginian elders privately regard them as
the most successful civilization in the region.

Racial Traits
Attributes: +1 Vigor
Size -1

Dense Endurance: +1 Toughness; +2 to resist
Fatigue (heat, cold, exertion, radiation
exposure) +2 to resist environmental hazards.
Orkra’an are built for survival in harsh zones.

Night Adaptation: Ignore up to 4 points of
Illumination penalties. Automatically adapt
between bright and dark environments without
penalty.

Earth Sense: Orkra’an detect vibrations and
pressure shifts through solid ground. May make
a Notice roll to detect movement through
connected surfaces within 12" (24 yards).

Automatically detect approaching creatures in
contact with the same solid surface unless they
are airborne or insulated. Gain +2 to Survival
rolls related to seismic or geological instability.
May predict imminent cave-ins or quakes with a
successful Notice roll. Does not function: In
zero-g; On unstable floating platforms; Across
non-connected surfaces

Shadow Presence: Orkra’an move subtly and
unconsciously remain overlooked. Begin play
with Stealth d6. +2 to Stealth in low light or
cluttered environments. Opponents suffer -1 to
Notice when spotting a stationary Orkra’an in
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dim conditions. Not invisibility - cultural
camouflage.

Compact Build (Minor Hindrance): Pace -1;
Cannot run as far as most species (reduce
running die one step). They are powerful, not
swift.

Professional Affinity: Technical Operative,
Exploration Specialist

Que’sha Territories

The Que’sha government is a deliberately
restrained, consensus-driven system built to
prevent the rise of tyranny they once rebelled
against. Authority is decentralized and layered,
with governance handled by Civic Concords -
councils of elected advocates, mediators,
scholars, and military delegates - each tasked
with safeguarding individual rights first and
collective stability second. Laws are framed as
protections rather than commands, and any
expansion of state power requires
overwhelming consensus across multiple
Concords. While the Que’sha maintain a capable
and disciplined military, it is strictly subordinate
to civilian oversight and bound by doctrine that
prioritizes defense, liberation, and treaty
enforcement over conquest. To outsiders, their
system can seem slow and overly procedural,
but to the Que’sha it is a moral necessity - a
government designed not to rule its people, but
to ensure no one ever does again.

Que’sha
Capital World: Asha’Kel

The Que’Sha are a tall, serpentine humanoid
species descended from massive terrestrial
constrictor snake-like creatures that resemble
the classic Terran mythological figure of a Naga.
Adults range from 2.5 to 4 meters in total
length, with roughly half of that consisting of a
powerful, legless tail and the remainder forming



an upright torso with four arms and a humanoid
upper body. Their heads are roughly
human-sized, crowned with a distinctive horned
crest across the forehead, and their bodies are
covered in thick, overlapping scales. Each hand
ends in clawed digits, and their mouths contain
multiple rows of recurved fangs. Though visually
imposing, Que’Sha movement is fluid and
precise, combining coiling serpentine motion
with coordinated multi-limb dexterity.

The Que’Sha trace their ancestry to an ancient
starfaring civilization known in fragmented
records as the Siriusan Dominion - a ruthless
expansionist empire that once operated beyond
the Expanse, in regions bordering unexplored
space. The Siriusan Dominion treated lesser
species as expendable resources, strip-mining
worlds and dismantling developing civilizations
under the guise of technological uplift and
alliance. Their fleets left behind ecological
collapse, broken societies, and cultural
extinction.
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Within that empire arose a dissident movement
composed of Siriusan genetic lineages who
rejected conquest and exploitation. These
rebels reclaimed an ancient ancestral name -
Que’Sha -and began covertly assisting resistance
movements on occupied worlds, smuggling
populations to safety and sabotaging Dominion
infrastructure from within.

What ultimately destroyed the Siriusan
Dominion is unknown. Some historians suspect
its collapse coincided with the same era that
destabilized Foldspace routes and fractured the
Terran Empire, during the events now
remembered only as part of the Pre-Expanse
Dark Ages. Whatever the cause, only the
Que’Sha remain - descendants of the original
internal resistance - scattered among younger
civilizations, carrying the inherited guilt of an
empire they did not personally build.

Today, the Que’Sha maintain a Sovereignty
within the Expans. Although the Territories
cover a broad stellar envelope, Que’Sha
settlement is sparse and concentrated in a
relatively small number of systems. The Que’Sha
are also found widely dispersed, often acting as
diplomats, mediators, or independent agents.
Their culture is shaped by a collective drive
toward restitution: many Que’Sha feel a moral
obligation to counter tyranny wherever they
find it, even when the injustice has no direct
connection to their ancestral crimes.

Que’Sha society centers on personal freedom,
individual rights, and cooperative governance.
They despise authoritarianism in all its forms
and are instinctively hostile toward regimes that
suppress dissent or treat populations as
expendable. This places them in philosophical
opposition to factions such as the Meridian
Directorate and often at odds with Karian
theocratic absolutism.



Their basic social unit is the nuclear family,
typically with many offspring. They do not
organize into clans or extended kin structures;
loyalty flows first to immediate family, then to
chosen allies. Que’Sha spiritual life is
polytheistic, with a wide pantheon of symbolic
deities tied to natural forces, freedom,
endurance, and transformation. Science and
faith coexist comfortably in their
worldview-neither dominates the other.

Que’Sha tend to be natural negotiators and
coalition builders, frequently serving as
intermediaries between alien sovereignties or
human factions. Despite this, they are highly
capable combatants. Their martial traditions
emphasize unpredictable multi-limb techniques
and fluid motion, making Que’Sha warriors
difficult opponents in close quarters.

They are sensitive to bright light and often wear
ocular filters or shaded lenses in
human-standard environments. Their sense of
smell is exceptionally acute, sometimes creating
awkward social moments when interacting with
mammalian species.

Que’Sha are often viewed with quiet suspicion,
especially among refugee populations such as
the Dara’ilan, who instinctively associate their
serpentine form with ancient predators. Despite
this, Que’Sha have worked extensively to build
trust with displaced peoples and marginalized
communities.

They maintain generally positive relations with
Humans, particularly Greyblood populations
and the Luminar Accord, whose emphasis on
empathy and cooperation aligns with Que’Sha
values. Tensions exist with the Meridian
Directorate and Karian High Council, both of
whom view Que’Sha ideals as destabilizing.
Though peaceful by preference, Que’Sha are
unafraid of war when faced with oppression.
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Their history has taught them that neutrality in
the face of tyranny is complicity.

The Que’Sha native tongue, Hygris, consists of
tonal hisses, low guttural pulses, and ultrasonic
harmonics. Much of the language exists beyond
standard human auditory range and requires
specialized translators. Most Que’Sha speak
Basic fluently, though with a subtle
reverberating resonance caused by their vocal
anatomy.

Racial Traits
Attributes: +1 Agility; +1 Spirit

Four-Arm Coordination: May make one
additional Fighting attack per round at -2.Ignore
Multi-Action penalties for using multiple arms
for separate non-attack tasks (reloading +
grappling + holding, etc.). Gain +2 to Grapple
attempts.

Tail Strike: Natural Weapon: Str+d6; Reach 1;
May be used in addition to arm attacks (subject
to MAP).

Scale Armor: +2 Armor (natural, stacks with
worn armor to a max of +4 total from armor
sources).

Spit Venom: As an action, Que’sha may project
venom up to 3". Choose one venom profile at
character creation: Neurotoxin - Target must
make Vigor roll or be Distracted; Corrosive - AP
2 vs armor (no additional effect); Sedative -
Target must make Vigor roll or suffer -2 to Pace
next round. May be used once per encounter
without Fatigue. Additional uses require Vigor
roll or gain Fatigue.

Light Sensitivity (Minor Hindrance): -2 to
Notice in bright sunlight without ocular filters.
Flashbang-type effects are made at -2 to resist.

Professional Affinity: Combat Specialist, Social
Architect



Skaniis Systems

Skaniis governance is nominally democratic, but
in practice power is seized and maintained
through dominance and intimidation. Citizens
vote, yes- but they almost always vote for
whoever frightens them the most. Political life
on Skani worlds appears perpetually on the
brink of civil war, yet Skaniis themselves thrive
in this atmosphere, possessing an uncanny
tolerance for stress and conflict. Skani
Parliament sessions are infamous: no
non-Skaniis species has ever successfully
endured one in person due to the
overwhelming auditory chaos of simultaneous
shouting, debate, and ritualized insult. Among
the Skaniis, politicians are the most respected
class, trained from youth in rhetoric, logic
combat, and psychological pressure.

Skaniis
Home World: Skani

The Skaniis are small, mammalian humanoids
loosely resembling a fusion of Terran badger
and chipmunk traits - compact, muscular bodies
covered in dense fur ranging from dark brown
to sandy tan, usually patterned in mixed tones.
They are bipedal, tailed, and powerfully built for
their size, driven by a high metabolism that
fuels both their boundless energy and famously
volatile tempers. Because of their stature,
Skaniis cannot effectively wield weapons larger
than a short rifle unless mounted on vehicles or
stabilized platforms. Their movements are sharp
and twitchy, giving outsiders the impression
that they are perpetually on edge - which,
culturally speaking, they usually are.
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The Skaniis Sovereignty endured devastating
losses during the Expansion Wars, clashing most
fiercely with the Wen’tri and suffering repeated
confrontations with Halogai’ and S’saran forces
as territories shifted violently across the region.
Their homeworld, Skani, changed hands
multiple times during this era, leaving behind a
layered architectural legacy that blends dozens
of alien styles into a chaotic but strangely
beautiful whole. Skani is a human-normal world
(0.98 G), and its capital city, Skeesh, is widely
regarded as one of the most bizarre yet
impressive examples of blended Expanse urban
design. Through relentless negotiation - some
would say exhaustion tactics - the Skaniis
managed to reclaim nearly all of their former
territory following the peace accords.
Non-Skaniis historians often note that other
delegations likely conceded simply to end the
arguments.

Their primary spoken language is Kaniari, a
staggeringly complex tongue with multiple
dialect layers and social registers; only Skaniis



truly master it. Lasharli serves as their sacred
written language and is known exclusively to
religious authorities. Skaniis speak Basic with
high-pitched, squeaking voices that many
outsiders find grating - an irritation the Skaniis
are fully aware of and occasionally weaponize.
Beyond an acute sense of smell, their senses are
comparable to humans.

Culturally, Skaniis are confrontational,
argumentative, and deeply opinionated. They
idolize powerful leaders and master debaters,
and they measure respect through conflict: if
you can defeat a Skaniis in an argument, they
will often treat you as family thereafter. In battle
or political struggle alike, Skaniis are ferocious
allies - unyielding, relentless, and brutally
honest. They harbor deep mistrust toward the
Torani, S’saran, and Candrosians, keeping
weapons trained on members of these species
until trust is earned. Strangely, their closest
allies are the K’Dasi, whose irreverent humor
and rebellious spirit resonate strongly with
Skaniis culture. The K’Dasi have even
represented Skaniis interests before the
Expanse Council during periods when Skaniis
delegates were “asked to leave indefinitely” - a
recurring diplomatic incident.

Marriage among Skaniis follows a pattern of
serial polygamy: individuals typically have
multiple mates over a lifetime, though rarely
more than one at a time. Education is sacred in
Skaniis society, but always with a singular
purpose-producing better debaters. From
childhood onward, Skaniis are trained to argue,
analyze, and verbally dismantle opponents.
Each Skaniis also maintains multiple names: a
complex native name few outsiders can
pronounce, and a simplified “trade name”
assigned for offworld interaction.

To outsiders, Skaniis appear perpetually angry,
exhausting, and impossible to work with. To
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those who survive their culture long enough,
they reveal themselves as one of the Expanse’s
most resilient political forces-unpleasant,
uncompromising, and absolutely impossible to
ignore.

Racial Traits

Claws: Retractable natural weapons. Str+d4
damage. Considered Natural Weapons.

Small Frame: Size -1. Use Small-scale weapons
(cannot use Heavy Weapons without mounting).
Larger weapons impose -2 to use unless
stabilized.

Attributes: +1 Agility. They are quick.

Compact Power: +1 Toughness (dense
musculature). +2 to resist being Shaken by
Intimidation. They are small, but not fragile.

Argumentative Combat: Skaniis gain +2
Persuasion when arguing, debating, or
negotiating in adversarial settings; +2
Intimidation in verbal exchanges; May reroll one
failed Persuasion or Intimidation roll per
session. If they lose a contested Persuasion roll,
they become Distracted for one round (they
take it personally).

Ferocious Ally: When fighting alongside an ally
they respect. Gain +1 to Fighting rolls. Remove
Shaken automatically if an ally is Incapacitated
nearby (once per combat). They escalate in
loyalty-based combat.

Acute Olfaction: +2 Notice (smell-based
detection).

High-Strung: -2 to resist Taunt. -1 to resist Fear
effects. They run hot.

Professional Affinity: Combat Specialist



Tor’Drani Ranges

Tor’Drani governance is decentralized and
clan-based, built around mutual obligation
rather than centralized authority. Each Home
Clan is sovereign over its own fleets and
territories, ruled internally by councils of senior
navigators, explorers, and honored elders, while
inter-clan matters are handled through periodic
Gatherings - rare conclaves where clan
representatives negotiate trade routes, resolve
disputes, and reaffirm shared codes of conduct.
There is no permanent Tor’Drani capital or
supreme leader; instead, influence flows to
whichever clan currently holds critical Foldspace
routes, discoveries, or resources. This fluid
power structure reflects their ranger ethos:
leadership is earned through action and
reputation, not title, and any attempt at rigid
hierarchy is instinctively rejected. To outsiders it
appears chaotic, but among the Tor’Drani it
functions as a living system of balance, honor,
and negotiated independence-one that values
freedom of movement above all else.
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Tor’Drani
Home World: Kor’Vaara

The Tor’Drani descend from the same ancient
canine uplifts as the Torani, but diverged early
during the late Terran Empire era. Where the
Torani became administrators, labor
coordinators, and political intermediaries for
imperial elites, the Tor’Drani were shaped into
scouts, soldiers, pathfinders, and covert
operatives serving frontier populations and
outer territories. This division deepened during
the Collapse, and over centuries the two
peoples evolved into distinct cultures-and rivals.
Physically, Tor’'Drani resemble a cross between
terran wolves and coyotes, leaner and rangier
than their Torani cousins, distinguished mainly
by coloration and subtle physiological traits.
While biologically compatible, interbreeding is
almost unheard of due to fierce cultural pride
on both sides.

Following the Collapse, the Tor’Drani migrated
toward the unstable edges of mapped space,
becoming nomadic explorers of broken
Foldspace routes and forgotten systems. It was
the Tor’Drani who first mastered navigating
partially collapsed Fold corridors and beaconless
routes, earning them a reputation as the
Expanse’s foremost rangers, scouts, and
astrogators. Through centuries of frontier
exploration, they uncovered fragments of
Ancient technology and lost
infrastructure-knowledge they guard closely.
Though they avoid formal politics, this control
over rare routes and discoveries makes them
quietly influential, rivaled only by the Torani in
practical leverage across the Expanse. Their
caravans and roaming clan fleets serve as
mobile trade hubs, and a Tor’Drani bazaar is
legendary-part marketplace, part festival, part
intelligence exchange.



Culturally, the Tor’Drani prize freedom, personal
expression, and lived experience. They are
openly hedonistic and broadly polygamous,
celebrating individuality, art, sensation, and
storytelling alongside honor and personal
reputation. Keeping one’s word is sacred;
contracts sealed by a Tor’Drani are considered
stronger than most written treaties. They
believe deeply in free trade and mutual benefit,
collecting rare goods and unusual artifacts from
across Foldspace. Most Tor’Drani speak Basic
fluently, while their primary tongue is G’kang’li,
used among clans. Each clan also maintains a
private dialect known only to its members. Their
heightened sense of smell aids navigation and
survival, but otherwise their senses are
comparable to humans.

The Tor’Drani generally avoid entanglement in
Expanse governance, but maintain
representation solely to counter Torani
influence. Relations with most species are
cordial - they see others as equals - but
longstanding distrust of the Torani runs deep,
rooted in ancient imperial divisions and modern
political rivalry. Skaniis are considered
perpetually over-wound, K’'Dasi irritating but
amusing. Despite their relaxed demeanor,
Tor’Drani rangers are formidable when pressed,
combining frontier combat skill with unmatched
Foldspace expertise. To many worlds, their
arrival signals opportunity; to empires,
uncertainty; and to the Torani, an ever-present
reminder that power doesn’t always wear a
crown.

Tor’Drani society is organized around
autonomous Home Clans, each commanding its
own massive exploration fleet that serves
simultaneously as homeland, trade hub, and
military force. These roaming clan-fleets chart
Foldspace routes, uncover lost technologies,
and project Tor’Drani influence across the
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Expanse, their rivalries and alliances shaping
much of the region’s quiet politics.

Yisik (Wardens of Nova) - First Clan, Keepers of
the Old Light. Largest and oldest of the
Tor’Drani clans. Yisik embodies traditional
Tor’Drani honor, exploration discipline, and
technological stewardship. They operate the
most advanced fleets and are widely believed to
possess fragments of Precursor Architect-era
navigation systems. Yisik publicly denies this,
but their uncanny mastery of Foldspace routes
suggests otherwise. They act as informal
mediators among Tor’Drani clans and are
quietly respected even by rivals.

Asira’Donja (Keepers of Deep Space) -
Wanderers Beyond the Maps. The most
infamous hedonists of Tor’Drani society. Deep
Space clan treat existence as a celebration - part
explorers, part libertines. They are rumored to
know Foldspace corridors no one else has
charted and may have ventured beyond the
Expanse entirely. Their astrogation schools are
legendary. Where Yisik values honor,
Asira’Donja values experience.

Sha’anor (Guardians of the Falling Comet) - The
Burning Claw. Militant, radical, and openly
hostile toward the Torani. Sha’anor views Torani
dominance as unfinished slavery and conducts
covert raids, sabotage, and occasional terrorist
strikes against Torani interests. While officially
disavowed by other clans, Sha’anor enjoys quiet
sympathy among Tor’Drani veterans of the
Brethren War.

Korla’Bin (Sentinels of the Void) - Those Who
Returned. Once thought lost, Korla’Bin vanished
during early Tor’Drani history and re-emerged
generations later, shortly before the Brethren
War (War with the Torani) ended. They speak
little of where they went. Their fleets employ
unfamiliar technologies and psychological
warfare tactics. Many believe Korla’Bin



encountered something beyond known
Foldspace - or something encountered them.

Orta’Tar (Custodian of the Crater Deep) -
Stonebound Traders. Industrial specialists and
resource masters. Orta’Tar clans control rare
mineral routes and asteroid extraction networks
across Tor’Drani space. They are less flamboyant
than Asira’Donja and less political than Yisik,
but their material leverage gives them
enormous quiet influence.

Met’iya Arna (Stewards of the Moonlight) - The
Rememberers. The only major clan still
advocating reconciliation with the Torani,
despite knowing the Torani will never accept
them. They preserve records of Tor’Drani origins
and old Terran colonial archives. Viewed by
many Tor’Drani as naive idealists-but they
remain deeply respected for their historical
memory.

Minor/Regional Clans

These exist on the edges of power and serve
narrative flavor.

Sadriem (Watchers of the Pulsar) - Exiles who
once hid inside a pulsar system. They lost the
coordinates and now obsessively seek them
again. Often employed as information brokers
and deep-space scouts.

Tomarak (Marshalls of the Nebula Veil) -
Operate gas-mining outposts inside a
permanent nebula. Isolationists with strange
biotech adaptations from long-term exposure.

Donjal Mon (Preservers of the Space’s Edge) -
Physically larger Tor’Drani who favor gladiatorial
traditions. Often hired as elite shock troops.

Racial Traits

Attributes: +1 Agility; +1 Spirit;

57

Pack Speech: Tor’Drani may communicate
telepathically with willing intelligent creatures
within 6".

Ranger Instinct: +2 Survival in wilderness or
unstable environments. +2 to
Navigation/Astrogation rolls involving Foldspace
anomalies. Ignore 2 points of unstable terrain
penalties.

Claws: Natural Weapons: Str+d4; May be used
while wielding other weapons.

Fur Armor: +1 natural Armor; +2 to resist
cold-based environmental effects.

Heightened Scent: +2 Notice (smell); Track by
scent at -2 without Survival.

Clan Pride (Minor Hindrance): -2 Persuasion
when dealing with Torani officials. Breaking
one’s word causes automatic loss of Status
within the clan.

Professional Affinity: Technical Operative,
Exploration Specialist.

Torani Pact

The Torani are governed through a layered
aristocratic system dominated by Noble Packs,
each functioning as both political houses and
extended family dynasties. Power flows upward
through intrigue, alliances, and carefully
orchestrated betrayals, culminating in a shifting
High Council composed of the most influential



packs. While the Council outwardly presents
unity, Torani politics is a constant shadow-war of
manipulation, favors, and quiet eliminations.
Psionically gifted Elders serve as advisors and
power brokers, reinforcing pack loyalty and
long-term strategy, and although the Torani
preach honor and duty, governance is ultimately
defined by cunning-those who master both
deception and pack loyalty rise, while the rest
are quietly absorbed or discarded.

Torani

Home World: J’'Vaara

Descended from ancient canine uplifts, the
Torani are furred humanoids with tails, most
commonly resembling terran fox-like canines,
though coloration and markings vary by Noble
Pack. Once strictly carnivorous, they evolved
omnivorous diets over millennia. Their physical
form belies an intensely social and politically
complex species whose instinctive pack
mentality has grown into one of the most
intricate aristocratic systems in the Expanse.

The Torani homeworld, J’Vaara, was once
inhabited by an ancient precursor civilization
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that annihilated itself through atomic and
chemical warfare. How the planet later became
habitable again remains unknown. In the long
isolation following the Collapse, Torani science
flourished-particularly in genetic refinement
and psionic research. Telepathy was formally
proven during this era, and over generations
psionic sensitivity became endemic throughout
the species. Today, nearly all Torani possess
some degree of psi potential.

The Torani openly consider themselves one of
the founding powers of the modern
Expanse-and rarely miss an opportunity to
remind others.

Their senses mirror human norms except for an
enhanced sense of smell. Torani readily speak
Basic, alongside their own languages:

e [|'kang’li - The ancient ceremonial language
of the Elders.

e |ka'Ara - The language of the Higher Packs,
used among Torani nobility and governance.

Relations with other species are carefully
managed and deeply political. The Torani
maintain a longstanding rivalry with the
Tor’Drani and harbor an unexplained hostility
toward humans-many scholars suspect echoes
of genetic memory from Terran-era servitude.
While outwardly cordial, Torani diplomacy is
famously treacherous.

Torani culture revolves around Noble Packs-vast
dynastic houses whose members maneuver
relentlessly for influence. Loyalty to one’s Pack
supersedes all other obligations. Political
advancement is achieved through alliances,
subterfuge, economic leverage, and occasionally
assassination. Deception is not merely
tolerated; it is culturally refined into an art form.
Yet paradoxically, Torani honor codes remain
rigid within pack structures, making them



simultaneously treacherous and dependable
depending on circumstance.

Torani society is matriarchal in practice. Females
dominate political life, commerce, and strategy,
while males traditionally occupy military and
administrative roles. Families form
monogamous nuclear units nested within Noble
Packs. Children inherit their mother’s Pack
affiliation; fathers are typically drawn from
minor packs or aligned houses.

Torani naming conventions follow strict
protocol: a gender identifier or noble title,
followed by given name and Pack designation.

e Ors-Male
e Orsa- Female

Titles range from Knight/Dame to Duke/Duchess
to Lord/Lady (translated into Basic for
outsiders).

While respected as master diplomats, Torani are
widely distrusted across the Expanse. Their rise
to power is marked by smiling negotiations
paired with unseen daggers. Still, when Torani
honor is invoked-and properly bound-they can
be fiercely loyal allies.

Racial Traits
Attributes: +1 Smarts; +1 Spirit

Short-Range Telepathy: Torani may
communicate telepathically with willing
intelligent creatures within 6".

Claws: Natural Weapons: Str+d4.
Fur Armor: +1 natural Armor; +2 resist cold.

Pack Manipulator: The Torani excel at social
leverage. +2 Persuasion. +2 to Support rolls
involving social or political interaction. May
reroll a failed Persuasion once per session when
acting in Pack interest.

Heightened Scent: +2 Notice (smell); Track by
scent at -2.
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Intrigue Conditioning (Minor Hindrance): -2 to
resist engaging in political maneuvering when
opportunity presents. Distrusted by many
species (-1 Charisma outside Torani space unless
bound by contract).

Professional Affinity: Social Architect, Combat
Specialist

Tzen-S’saran Joint Worlds

S’saran Theocratic Republics are typically
republican democracies, but all are deeply
influenced by the Church of Balance, a powerful
religious institution that permeates public life.
The Church operates vast temples and
confessionals where citizens formally recount
their actions and seek guidance on restoring
balance. While respected, the Church is also
feared; it maintains a sanctioned inquisitorial
arm empowered to investigate and punish
perceived imbalance. This fusion of civic
authority and spiritual oversight varies by
colony, but no S’saran polity exists without
Church influence.

The Tzen are governed by the Tzen Collective
Domains - a rigid, centralized system known as
the Directive Collective - a hierarchical
meritocracy built around caste duty and
strategic necessity. At its core is the High



Strategic Council, composed of elder tacticians,
genetic overseers, and military commanders
drawn from the most accomplished castes.
Rather than hereditary rule, advancement
comes through demonstrated service to the
species, with lifelong appointments granted
only after decades of evaluation. Civil
administration, population control, and
reproduction are handled by subordinate bodies
such as the Selective Breeding Directorate and
the Aptitude Assignment Boards, ensuring every
Tzen is placed where they are most useful to the
whole. Individual rights are subordinate to
species survival; dissent is not punished so
much as quietly removed from influence. To
outsiders, the Tzen government appears cold
and authoritarian - but internally it is viewed as
perfectly natural: a living machine where every
component exists to preserve the collective.
Their alliance with the S’saran operates through
joint diplomatic envoys, but the Tzen retain
absolute sovereignty over their internal affairs.

The Concord of Scales - Following the
Tzen-S’saran Unification War, both species
recognized that continued conflict would result
in mutual extinction. Under quiet Sarginian
mediation, they established a supranational
governing framework called the Concord of
Scales - a bilateral regulatory authority
overseeing all shared systems, border colonies,
and mixed-population worlds.

The Concord is not a true government. Instead,
it functions as a binding arbitration council,
ensuring that neither species can dominate the
other in joint territories and that another war
between then does not happen. It is composed
of two equal chambers:

e The Tzen Strategic Assembly - Military
planners, caste overseers, and genetic
directors appointed by the Tzen Directive
Collective.
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e The S’saran Balance Synod - High clerics and
philosophical jurists chosen by the Church
of Balance.

Every joint-world decision must pass both
chambers. Deadlock is common. And
intentional.

The Concord exists to regulate many things
including population movement between Tzen
and S’saran worlds, military deployments in
shared systems, resource extraction quotas,
breeding permissions for mixed zones, religious
jurisdiction (S’saran) versus security mandates
(Tzen), and Foldspace access routes through
their combined territories.

Neither side fully trusts the other. The Tzen see
the Concord as a strategic containment
mechanism. The S’saran see it as a spiritual
balancing instrument. Both tolerate it because it
prevents open war.

The Scale Wardens - The enforcement arm of
the Concord of Scales is known as the Scale
Wardens - a supposedly neutral peacekeeping
force tasked with implementing Concord rulings
across all joint Tzen-S’saran territories.

Publicly, the Wardens are presented as elite
operatives drawn equally from both species,
rigorously trained to suppress cultural instincts
in favor of discipline and balance. They serve as
border inspectors, conflict mediators, inquisitors
of treaty violations, and peacekeepers on mixed
worlds. Their arrival is universally feared by
civilians and respected by governments; a
Warden presence almost always signals a crisis.

In truth, the Scale Wardens are something far
darker. Unknown to both the Tzen and S’saran
governments, the Wardens are genetically
engineered hybrids - each individual created
through clandestine Sarginian bio-psionic
manipulation, blending Tzen and S’saran



physiology into a single organism optimized for
control, endurance, and obedience. Their
creation was justified internally by the
Sarginians as a necessary stabilizing measure
following the Unification War, ensuring neither
species could ever fully dominate the other.

Their hybrid nature is concealed beneath
specialized sealed armor systems, which mask
biological signatures and prevent identification.
Even medical scans register them as either Tzen
or S’saran depending on calibration. No Warden
has ever appeared unarmored in public record.

Operational doctrine reflects their dual
heritage: the Tzen aspect provides tactical
discipline, combat authority, and battlefield
coordination, while the S’saran side governs
judicial oversight, spiritual arbitration, and
philosophical enforcement of Balance. Together,
they embody the Concord’s authority-precision
married to ritual.

Officially, the Scale Wardens answer only to the
Concord. In reality, they are a silent instrument
of Sarginian influence-an invisible hand ensuring
that the joint worlds remain permanently
dependent, permanently divided, and
permanently contained.

S’saran
Home World: Skaran

The S’saran are a reptilian species resembling a
fusion of ancient Terran komodo dragons and
gila monsters - broad-bodied, powerfully built,
and covered in thick black-green scales. They
possess no fur and retain many traits of their
predatory ancestors. Uplifted in antiquity from
several related reptilian stock species, the
S’saran are genetically and culturally linked to
the Tzen, though that shared lineage was not
fully understood until much later in their
history.
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The early relationship between the S’saran and
the Tzen was catastrophic. Competition over
territory and ideology escalated into a brutal
interstellar conflict that rendered the original
S’saran homeworld uninhabitable. Only after
generations of war did both species come to
realize their close genetic relationship, bringing
the conflict to an abrupt end. This realization
led to the Tzen-S’saran Unification Accords,
reshaping both civilizations. Following the war,
the S’saran resettled on a new homeworld,
Skaran, a humid, swamp-dominated planet with
1.2 standard gravity and slightly
warmer-than-human norms.

Despite being among the oldest uplifted
civilizations of the Expanse, the S’saran are not a
dominant power. The devastation of their early
wars permanently limited their expansion.
However, they are widely respected by the
major sovereignties, and their voices often carry
disproportionate weight in interstellar
deliberations. Among diplomats, the S’saran are



sometimes regarded as a quiet conscience of the
Expanse.

S’saran senses are broadly comparable to
humans, with notable exceptions. They possess
exceptional olfactory capability, particularly
sensitive to pheromones and emotional stress
markers, and excellent low-light and night
vision. Their biology grants them strong
resistance to toxins and venomes, a legacy of
their predatory origins.

There are three primary living S’saran
languages, each tied to a distinct social context:

e Quolos - Used among trusted allies and
honored friends.
Kali’Nar - Reserved for family and close kin.
e Alatura - A sacred liturgical language used
exclusively by the Church of Balance. No
non-S’saran are permitted to learn or speak
it under any circumstance.

Every S’saran bears three names, each
associated with these linguistic spheres. The
third, known as the secret name, is deeply tied
to spiritual identity. Revealing it to an outsider is
considered a grave violation of personal
balance.

S’saran culture revolves around a central
philosophical principle known simply as
Balance. All actions are believed to create
imbalance that must eventually be corrected.
This belief resembles karmic systems found in
other cultures, but among the S’saran it is
codified, ritualized, and actively enforced. While
not every individual adheres perfectly to the
doctrine, most strive to correct major
imbalances-often by pairing harmful acts with
deliberate restorative ones.

This philosophy produces a culture that
outsiders sometimes mistake for laziness. In
truth, the S’saran draw a sharp distinction
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between responsibility and non-responsibility. If
a matter is not theirs, they feel no obligation to
intervene. If it is theirs, they pursue it with
focused, meticulous excellence.

The S’saran generally maintain cordial relations
with most Expanse species, particularly other
reptilian races. They value patience, restraint,
and moral accounting, and they deeply distrust
cultures that glorify excess or absolution
without consequence.

Racial Traits
Scale Armor: +2 Armor (natural).

Poison Resistance: +4 to resist toxins and
venoms.

Low-Light Vision: Ignore dim lighting penalties.

Claws & Fangs: Str+d6 claws, Bite Str+d6 (may
apply venom flavor effect).

Tail Attack: Str+d4 secondary natural attack.
Professional Affinity: Combat Specialist
Tzen

The Tzen are a cold-blooded reptilian bipedal
species, typically standing between 2 and 2.5
meters tall, though individuals as short as 1.75
meters and as tall as 3.1 meters are known.
Their bodies are stocky and powerful, covered
in small, dense scales with no fur. A thick tail
extends behind them, usually stopping just
short of the ground when standing upright and
serving primarily as a balance organ. Tzen mass
ranges widely, from 90 to over 240 kilograms,
depending on caste and environment.



The Tzen share ancient genetic roots with the
S’saran, having been uplifted from related
reptilian stock in the distant past. Early in their
development, however, the Tzen’s home world
was conquered and the Tzen were enslaved by
an insectoid species now known only in
fragmented records as the K’lik. During
generations of captivity, the K'lik further
modified Tzen physiology for labor and warfare,
accelerating their divergence from the S’saran
line. Eventually, the Tzen rebelled. The uprising
was absolute: every K’lik on the world was
exterminated. Unfortunately, the conflict
rendered the planet ecologically barren, forcing
the newly freed Tzen to adapt to a harsh desert
environment.

From the remnants of K’lik technology, the Tzen
rebuilt themselves into a militant civilization,
eventually expanding beyond their ruined
homeworld. Centuries later, first contact with
the S’saran reignited long-buried genetic kinship
- but also old grievances. This culminated in the
Tzen-S’saran Unification War, a brutal conflict
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that ended only when both species recognized
their shared origins. The resulting pact formed a
joint sovereignty, with the Tzen and S’saran
occup