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NAMAZIR
TWELVE FEET OF CLAMMINESS AND CONNECTIONS. WELCOME TO LIFE ON TOP.

Water heaves beneath a murky, polluted sky. A head 
slices through its surface - a long, sleek head, with 
bright clever eyes and jaws that bristle with sharp 
teeth. The Namazir stares up through the clouded 
sky, seeking out the sacred glow of Amaz, Zirel’s 
single large moon. When the clouds refuse to part 
the Namazir growls and resolves themself to a long 
journey back into the deep and dark underwater 
caverns they call home. 

TYPICAL NAMES
Names are composed of short, sharp syllables such 
as ta, ko, ni, mu, to, and ka. There are no surnames, 
and Namazir instead name themselves ‘of place.’ 
Example Namazir names include Shomu na Zirel, 
Rina na Azulir, and Suka na Amaz. 

BIOLOGY
The Namazir are hexapedal giant amphibians 
originating from the planet Zirel, which orbits the 
yellow star Tasako. They have gills and are thus 
able to breathe water as well as air, something that 
when combined with their webbed feet and powerful 
finned tails makes them superb swimmers. 

Long and streamlined, with powerful snapping 
jaws and ‘whiskers’ that help them sense their way 
through total darkness, the Namazir evolved as 
opportunistic ambush hunters in a crowded and 
dangerous ecosystem. In the present they serve as 
the backbone of the Trade Galaxy, working in almost 
all professions and occupying a number of highly 
desirable habitable worlds. 

Namazir have markings that are unique to each 
individual, and as such tattoos are rare. Namazir 
instead tend to adorn themselves with decorative 
rings on their facial whiskers and elaborate 
embroidered waistcoats and headdresses. 

The bodies of Namazir change from egg-laying to 
egg-fertilising on a ten year cycle. The transition 
period takes two years, during which they are 
entirely infertile. The Namazir do not have gender 
roles, and instead use pronouns to distinguish 
between these life phases.

As amphibians, Namazir spawn large clutches 
of up to a thousand eggs. To prevent rapid 
overpopulation, the Kanzir enforces strict policies 
around reproduction, with very few Namazir 
being invited to spawn and only on the basis of an 
interesting or extraordinary skill or achievement. 
Eggs are laid biannually beneath the ‘Mud Moon’ 
on the homeworld Zirel and nymphs are raised in 
communal creches in groups of ten.

A twenty-year-old Namazir is considered mature 
and is then free to leave Zirel and pursue their own 
life, with a standard starting stipend of ten thousand 
credits to get them on their feet. 

Namazir can live for up to two hundred years, and 
are at their prime at around the century mark. 

THE THREE WAYS OF LIFE
The Three Ways are represented by three shapes 
- a circle, a triangle, and a square. Each symbol 
represents one of the Three Paths: Mind, Making, 
and Magic. The relevant symbol may be worn 
anywhere on the body on jewellery, clothing, or 
weapon. 

Followers of the Path of Mind devote themselves 
to a life of learning, lessons, philosophy and strict 
self-control. The symbol for the Path of Mind is the 
triangle, the strongest of all shapes. 

Followers of the Path of Making cherish craft above 
all things, either creatively as artists or musicians 
or more structurally as medineers or architects. 
The symbol of Making is the square, the shape of 
structure. 

Followers of the Path of Magic can sense the flow of 
energy in the galaxy and direct it to shape the world 
to their will. Their shape is the circle, the unbroken 
ring. 

NAMAZIR TRAITS
Your Namazir character has an assortment of unique 
abilities due to their species’ unique evolutionary 
history.

Age. Namazir are considered mature at 20 years, and 
can live for 200. They are nymphoid until the age of 
2, and are largely helpless during this time.

Size. Namazir stand between 6 and 7 feet tall and 
can be up to 12 feet in length. They average about 
300 pounds. Your size is Large.

Speed. Your base walking speed is 25 feet. 

Darkvision. Used to life in murky water, you have 
superior vision in dark and dim conditions. You can 
see in dim light within 60 feet of you as if it were 
bright light, and in darkness as if it were dim light. 
You can’t discern color in darkness, only shades of 
gray.

Waterbreathing. You can breathe underwater as if 
in air, thanks to the gills on your neck. 

Namazir Connections. As the dominant species in 
the galaxy, and the dominant species of the main 
galactic government, you benefit from unconscious 
biases and are more likely to be believed in difficult-
to-explain situations. You are considered proficient 
in Deception and add double your proficiency bonus 
to Deception rather than the normal single bonus. 

Languages. You can speak, read and write in Ziri 
Trade and one other language of your choice. 

Amphibian Dilemma. Your skin is tender and 
evolved for semi-aquatic living. You are vulnerable 
to Cold damage, and take double damage from 
attacks of this nature. 
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ARASWATI
SMALL SIZE, BIG IDEAS. WHAT WILL YOU DO TO EARN YOUR SURNAME?

Something small and pale flashes across the navy-
blue grasslands of the Sarasan nighttime. Fleet-
footed and intelligent, the Araswati bobs and weaves 
their way to the safety of the traps and tricks they 
built from what little materials they could find in 
their surrounding environment. Once safe, they rise 
up on two legs, fluorescing their unique pattern of 
markings to let their allies know the coast is clear.

TYPICAL NAMES
Names are complex mixtures of both hard and soft 
sounds, full of noises like pri, sur, esh, shu, and gee. 
Araswati are born without surnames, and must earn 
the right to have additional names. These names 
often relate to what earnt them the right to additional 
nomenclature. Examples of Araswati names include 
Angee Mindmother, Prisha Chainbreaker, and Tali 
Goldenhorn. 

BIOLOGY
The Araswati are four-limbed optional bipeds that 
appear mammal-like and originate from the planet 
Sarasa, which orbits the yellow dwarf star Lugeera. 
They evolved as prey animals on the vast plains of 
Sarasa’s single giant landmass, surviving thanks to 
wits, speed, and collaboration. 

Small and slight with three horns, heart-shaped 
velvety noses and bioluminescent markings that 
come in a wide range of colours and are unique to 
each individual, the Araswati are the industrious 
underdogs of the galaxy. Young Araswati (known as 
faunlings) are born after eight month pregnancies 
and are immediately able to walk and run. They are 
born one at a time, once a year, though twins do 
occasionally occur. 

THINKERS AND MAKERS
All Araswati possess the appendages for both 
pregnancy and fertilisation. As such, the Araswati 
divide themselves via character rather than gender, 
with the Sasan pronoun ‘gee/geers’ referring to 
thinkers, and ‘ra/ran’ referring to makers. In Ziri 
Trade, gee/geers is subbed for she/her, and ra/ran is 
subbed for he/him. Araswati who are uncomfortable 

with this substitution can and will ask for they/them 
to be used instead.   

FRACTIOUS ENGINEERS
The Araswati live fast, hungry lives. Voracious 
for knowledge, progress, and recognition, they 
compete fiercely to be the one to make that next big 
breakthrough. Many Araswati work as medineers 
and VI technicians, or in the field of space 
infrastructure. 

It is not uncommon for Araswati to resent the 
Kanzir’s Laws of Cooperation, which place heavy 
restrictions on ‘dangerous’ technologies such as 
sentient cyte science and jump gate tunneling, both 
of which were of great interest to the Araswati 
before they encountered the Namazir. 

Araswati can live for up to one hundred years, and 
are considered fully physically mature at the age 
of ten. Mainstream education, coordinated by the 
Seeng (the interstellar Araswati government), ends at 
fifteen. Further education can be pursued beyond this 
point, and many do choose to do this. 

ARASWATI TRAITS
Your Araswati character has an assortment of unique 
abilities due to their species’ unique evolutionary 
history.

Age. Araswati are fully physically mature at 10, and 
can live for up to 100 years.

Size. Araswati stand at a maximum of 4 feet tall on 
their hind legs, and 2 and a half feet tall on all fours. 
Your size is Small. 

Speed. Your base walking speed is 40 feet.

Firefly. You have bioluminescent markings that 
glow in low light. You cast bright light for 5 feet, 
and dim light for a further 20. These markings, if 
not covered by thick cloth, will cause you to be 
Disadvantaged when making Stealth checks. 

Long Jump. With a 10 foot running start, you can 
long jump up to 25 feet. 

Tiny Tinkerer. Choose between Computing and 
Medineering. When you use this skill, apply double 
your proficiency bonus to the total score. 

Languages. You can speak, read and write in Sasa, 
Sarsi, Ziri Trade, and one more language of your 
choosing.

Look Ma, No Thumbs. Fine dexterity is hard 
with only fingers. You suffer Disadvantage when 
making Sleight of Hand checks, and when making 
Acrobatics or Athletics checks involving grasping. 
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PLUEEN
TOUGH, COLOURFUL, STICKY-FINGERED SURVIVORS. IT’S NOT EASY BEING PLUEEN.

There’s a spot of jewel-bright colour moving in the 
otherwise dim and dingy shadow of the Namazir 
spaceport. The Plueen darts from cover to cover and 
then runs straight up the nearest wall. A tiny, downy 
face peers out of the cloth wrappings on their back. 
The two of them might not eat tonight, but at least 
they have each other. 

TYPICAL NAMES
Names are trilling and sweet, avoiding hard 
consonants in favour of groupings of short two-letter 
sounds like li, lo, la, ni, na and ra. Plueen born into 
the Roving either take a surname referring to their 
Clan, or to Omanu, the lost Plueen homeworld. 
Plueen born into the Settled take a Namazir-style 
location-based surname with the same ‘na ____’ 
structure. Examples of Plueen names include Nara 
na Cablesti, Nanu na Sunfish, Valor na Omanu, and 
Lira Seruoia.

BIOLOGY
The Plueen are four-limbed optional bipeds that 
appear bird-like and originate from the lush forest 
moon Omanu, which orbits the blue gas giant Lualli 
and, in turn, the yellow star Plua. They evolved as 
arboreal omnivores with a diet of mostly fruit and 
nuts, and lived in large social groups where they all 
shared everything from childcare through to food 
and housing.

With their vibrant feathers and diverse array of crests 
and eye colours, the Plueen are very visually loud 
bunch. They are loud audibly, too, with a love of 
singing that goes bone-deep. Singing is in fact a key 
part of Plueen social bonding, and is a major part of 
initiating romantic courtship. Harmonising with a 
Plueen is considered to be as intimate as kissing. 

The Plueen come in two physiques: egg-laying 
and egg-fertilising. The two are completely 
indistinguishable from one another, however, as 
there is no sexual dimorphism and all organs are 
internal. On Omanu (and even now in the Roving) 
eggs are cared for by specialist egg-tenders and 

child-rearers called allui. The parents only become 

involved once the young are oldest enough to safely 
accompany them on their day-to-day lives among 
the treetops. Young Plueen are called plufflings 
until their full coat moult at around eight years old. 
From the full coat moult until the age of fifteen 
they are apprenticed in a variety of fields in order 
to distinguish their future path. At sixteen they 
pick a field to pursue further and are from then on 
considered true adults.

THE ROVING AND THE SETTLED
90 years before the Reformers met aboard the 
Sunfish, the Plueen were driven from their 
homeworld by the Ipeltan Empire in an event known 
as the Expulsion. Nine billion, four million, two 
hundred thousand, seven hundred and sixty-three 
Plueen died in the Expulsion, with just twenty 
million escaping with their lives. 

The massacre came after a long period of peace, and 
at first the Kanzir were unwilling to believe it was 
happening. By the time they started to come up with 
a response, two billion had already died. Deciding 
to stick to the non-interference policy implemented 
after the War of Empires cost another three billion. 
It was ordinary people, in the end, who saved the 
Plueen. A hundred thousand ordinary people broke 
the law to aid the fleeing refugees, and by doing so 
saved an entire sentient species from extinction. 

But salvation was not without a price. Housing, and 
shelter - in exchange for their culture. Assimilate or 
try to find your way alone, as part of a people with 
nothing to lean on and nowhere to go back to. 

Those Plueen who agreed to assimilate, and their 
descendents, are known as the Settled. Those who 
rejected assimilation banded together to form the 
Roving, a new Clan of star-faring Plueen determined 
to get justice for those lost in the Expulsion. The 
Kanzir branded them as terrorists, and continued to 
do so right up until the Ravan Reforms, at which 
point the Namazir ceded control of the moon Rava 
and gave it to both the Roving and the New Colony 
to settle as they saw fit.

PLUEEN TRAITS
Your Plueen character has an assortment of unique 
abilities due to their species’ unique evolutionary 
history.

Age. Plueen grow their colourful adult feathers at 
eight, are considered fully mature at 16, and can live 
for up to 140 years.

Size. Plueen stand at a maximum of 5 feet tall, 
though more commonly at around 4 feet. 

Speed. Your base walking speed is 30 feet.

Sticky Fingers. Your fingertips and toe tips each 
have a soft pad that can be used to adhere to walls 
and ceilings. While wall walking you have the same 
base speed as you do on the ground, though glass 
and other slick surfaces are considered Difficult 
Terrain.   

Mimic. You are able to mimic the voices of others, 
and gain Advantage when making Performance or 
Deception checks while making use of this ability.

Arboreal Ancestors. Choose between Acrobatics 
and Stealth. When you use this skill, apply double 
your proficiency bonus to the total score. 

Languages. If you are a member of the Settled, you 
can speak, read and write in Ziri Trade and one more 
language of your choice. If you are a member of the 
Roving, you can speak, read, and write in Omu, Ziri 
Trade, and one more language of your choice.

Up in Smoke. That coat of fluffy feathers is great 
most of the time, but not when faced with an open 
flame. You are vulnerable to fire-based attacks, and 
take double damage from attacks of this nature.
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IPELTA
Eight legs, eight million siblings, and four wildly different castes. 

Deep beneath the surface of Anitar, in the Ket-Kol 
or Hatch-Delve, a Queen is laying down the next 
generation. Each precious metre-long egg is like a 
grain of sand compared to her gargantuan body. Her 
clan of Suitors, each one only five and a half feet 
tall, separate the eggs into four piles. Most of them 
will be Workers, members of a robust caste that will 
grow up to run all the nuts and bolts of Ipeltan life. 
Some will be Soldiers, thorny-carapiced nine-foot-
tall brutes tasked with guarding the Delve from any 
attackers. A rare few will be Suitors, delicate and 
small, who will be sent to other Queens once they 
are old enough to sire eggs themselves. The rarest 
egg of all, laid only once every hundred years, is the 
egg of another Queen. If she survives her brutal first 
century of isolation in the Queen-Brood with her 
ravenous sisters and cousins, she will mature into 
one of the most powerful beings in the entire galaxy: 
a leviathan with the ability to read minds and control 
others like puppets. 

TYPICAL NAMES
Names are made up of short, sharp sounds, and 
impart key information such as caste and lineage. 
The names of Workers always end in el, the names 
of Soldiers in ek, the names of Suitors in al, and the 
names of Queens in et. 

The surname indicates both the Queen and the Suitor 
who bore the individual, in the following structure: 
Et + the first three letters of the Queen’s name - Al + 
the first three letters of the Suitor’s name. Examples 
include Tamal Ether-Altho and Aniset Etiph-Alkor.

BIOLOGY
The Ipelta are eight-limbed eusocial arthropods from 
the planet Anitar, a tidally-locked terrestrial planet 
orbiting the red dwarf star Teketar. Their undersides, 
legs, and beak-like mandibles are matt black, and 
their backs are covered by interlocking silver plates. 
This colouring is inverted in Suitors. Ipelta have 
four eyes, the front pair affording them stereoscopic 
binocular vision, though this vision is limited to 
black, white and red. They can make a range of 

chirring and rattling sounds by vibrating their plates 
against one another. 

The Al-Tav, or breeding season, occurs once every 
two years and lasts for thirty days and nights. During 
this time mature Queens lay eggs around the clock, 
which are then ordered and cared for by her clan of 
Suitors (composed of both her mature mates and her 
immature sons). Eggs take six months to hatch into 
larvae (also known as clickers), which then spend 
a year and a half growing and undergoing a series 
of three moults. At the end of the two years young 
Ipelta are fully-formed miniatures of their adult 
selves and enter fulltime education, which will last 
until they are between twelve and twenty two years 
old depending on the specialism. 

Young Queens are isolated beneath the Delve in dark 
caverns called Queen-Broods or Et-Kets. Queens 
are left in the Et-Kets for their first century, until 
they are mature enough to have their violent urges 
and enormous psychic powers under control. At this 
point they emerge from the Et-Kets and undergo ten 
years of education before they take the Queen Trials. 
If they pass the Trials, they are allowed to start a 
colony of their own. If they fail, they are stripped 
of their psychic powers and rejected from Ipeltan 
society. 

ADORED ANCESTORS
Lineage is everything to the Ipelta. Ancestors 
are venerated and spoken to in the place of gods, 
and none more than Romet Etkez-Alyen, the first 
Arch-Queen of the Ipeltan Empire. Romet used 
teleportation to mutate her DNA, leaving her with 
grievous injuries but one crucial advantage - new 
and devastating psychic powers. As such, Romet was 
the first Queen to have the Et-Lao or Queen-Gift, 
and she used it to wipe out her enemies and unite the 
Ipelta as a truly planetary species. 

Romet’s remains are interred beneath the Principate, 
and form the final altar at the end of the Queen 
Trials. It is common for Ipelta to install exoskeletons 
in this way, meaning that entire “bone churches” 
exist beneath most Delves. 

IPELTAN WORKER TRAITS
Your Ipeltan Worker or Ipeltan Soldier character has 
an assortment of unique abilities due to their species’ 
unique evolutionary history.

Age. Ipeltan Workers are fully-formed at two years 
old, are full-sized adults at twelve, and can live for 
up to 200 years. Ipeltan Soldiers mature at the same 
rate but can live for 300 years. 

Size. Ipeltan Workers stand at around 7 feet tall. 
Your size is Large. Ipeltan Soldiers stand at around 9 
feet tall. Your size is also Large. 

Speed. Your base walking speed is 25 feet.

Reflective Chitin. Your body is covered with silvery 
insulating plates, protecting you from the deadly 
heat of your homeworld’s surface. You are Resistant 
to fire-related attacks and do not take the first 20 
points of damage from attacks of this kind. 

Now That’s What I Call A Tongue-Lashing. Your 
tongue has a venomous barb at the tip that enables 
you to inflict the following: 1 Piercing damage, and 
on a failed Constitution save, 1d6 Poison damage per 
round for four rounds. You can use this ability only 
once a day, as your venom glands need a chance to 
refill between uses. 5ft range. 

Darkvision. You can see in dim light within 60 
feet of you as if it were bright light, and in darkness 
as if it were dim light. You can’t discern color in 
darkness, only shades of gray. Even in full light you 
are colourblind to everything except red, black, and 
white.

Languages. If you are a member of the New Colony, 
you speak Ziri Trade and one other language of your 
choice. If you are a member of the Ipeltan Empire, 
you speak Teket and one other language of your 
choice.

Made To Serve. As an Ipeltan Worker or Soldier, 
you have no natural protection from the psychic 
abilities of Ipeltan Queens. You automatically fail 
checks against being compulsed. 
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HUMAN
Highly social, highly adaptable, and highly underestimated. 

A human woman hefts a hard light pickaxe over 
one shoulder and rubs her nose. Above her, the 
shimmering pane of a force field is the only thing 
protecting her from the deadly void of space. 
Above her another human, this one non-binary, 
pilots a Snaggletooth-class mining ship towards a 
treacherous outcrop of iron-rich rock. Elsewhere in 
the galaxy there are humans trying their hands at 
a thousand different trades, in a thousand different 
environments. Ever-adaptable and ever-courageous, 
humans are busy carving a multitude of spaces for 
themselves in a galaxy that isn’t always friendly to 
their presence. 

TYPICAL NAMES
Human names have a huge amount of variability, 
depending on their ancestral culture. Second and 
third-generation spacers who have spent their entire 
lives off-Earth are more likely to blend their names 
and cultures with those of the other species of the 
galaxy. This mixing is usually dependent on what 
species is most predominant where the human grew 
up. 

The UEF is a global stand-in for the lack of a pan-
human government and makes a point of having 
no enrollment fees as well as having recruitment 
stations on every continent. As such, the humans you 
will meet out in the stars can come from any corner 
of the Earth, and from any walk of life. 

BIOLOGY
Humans are four-limbed bipedal mammals who 
possess a wide array of skin colours, eye colours, 
hair colours and hair textures. They are omnivores 
with the widest-ranging diets of any sentient species 
in the Maelstrom. Humans can tolerate a wide range 
of temperatures, can endure many hours of physical 
exertion and stress, and are competent climbers and 
fighters. Essentially, humans are readily capable of 
specialising in anything they put enough time and 
effort into. 

HUMAN TRAITS
Your human character has an assortment of unique 
abilities due to their species’ unique evolutionary 
history.
 
Age. Humans reach adulthood in their late teens and 
can live for around 100 years.

Size. Human height ranges from around 5 feet to 
close to 7. Your size is Medium.

Speed. Your base walking speed is 30 feet.

Endurance Runner. Your species evolved to 
travel for great distances without tiring. You have 
Advantage when making Constitution saves against 
gaining a level of Exhaustion.  

Primate Ancestors. You have inherited flexible 
shoulders and opposable thumbs from your distant 
ancestors. You have Advantage when making 
Athletics or Acrobatics checks related to climbing. 

Social Species. Choose between Insight and 
Persuasion. When you use this skill, apply double 
your proficiency bonus to the total score. 

Languages. You speak Ziri Trade and one other 
language of your choice. This choice may include a 
Regional Language specific to Earth, usually linked 
to your heritage. 

Equatorial Origins. You are vulnerable to Cold 
damage, and take double damage from attacks of this 
nature.  
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AMITACYTE
You wre built for a reason, but now you have a mind of your own. 

A cyte with an enormously broad chassis ambles 
along the cargo bay of a Moray-class ship, 
transporting goods with ease. A cyte with a 
segmented body and digging drills in its palms 
twists its way through the wreckage of a building, 
searching for organic survivors. A cyte with a 
smooth, harmless-looking exterior and a pleasant 
speaking voice takes notes during their master’s 
business meeting. Welcome to a world of endless 
variability and specificity, where your original 
purpose shapes your entire body in a multitude of 
ways.  

TYPICAL NAMES
Cytes are typically given names following one 
of two avenues: a serial number, such as LM3 or 
M0P5EY, or a single-word name such as Agent 
or Teacher. Sentient cytes often choose additional 
names of their own liking. 

MECHANICS
Though cyte bodies depend on the original purpose 
of the cyte in question, all cytes do have one thing 
in common: a core. The core is usually in a well-
protected central cavity, and contains the cyte’s mind 
as well as a power source that the body runs off of. 
Sentient cores are not visually distinguishable from 
non-sentient cores. Most cores don’t have cameras, 
and so are unable to see while separated from the 
body, though they can usually detect sound. Most 
cores don’t have speakers and cannot talk while 
separated from the body. 

Cores must be connected to cyte bodies by a 
medineer with experience as a sentient cyte 
technician. 

PHYSICAL OR MENTAL
While cytes may be built for a huge range of very 
specific purposes, they always fall into one of two 
categories: Physical, or Mental. 

Physical cytes were either built with Strength or 
Dexterity in mind. These cytes are bodyguards, 

rescue operators, and acrobats - though this is by no 
means an exhaustive list. 

Mental cytes were built with either Intelligence 
or Charisma in mind. These cytes are personal 
assistants, teachers, mathematicians, or musicians, 
though again this is not an exhaustive list. 

The key to building your cyte character is being 
clear on what their original purpose was, as this 
informs a lot of how your character’s body will 
function and what their skills are. 

CYTE TRAITS
Your Cyte character has an assortment of innate 
abilities, built into them by their creators. 

Age. Cytes are effectively immortal, so long as their 
bodies are regularly maintained, or they change body 
once their current one wears out. Sentient cytes, 
much like organic children, take time to learn about 
their surroundings and mature. A seven year old 
cyte can have the maturity of a Human in their mid-
twenties, for example, while a three year old cyte is 
more akin to a child. 

Size. Your purpose influences your size. You can be 
Small or Medium. If you were built for a Physical 
purpose, you can also be Large.

Speed. Your base walking speed is 25 feet.

Camera Head. You can make recordings of your 
experiences and share them with others. Your 
recordings also include sound. You can also make 
images from your imagination, but this will require 
a Dexterity check to determine how successful you 
are. 

Cross Compatible. You can connect to and 
communicate with lesser machines.

Languages. You speak Cylex and Ziri Trade. If 
you are a Mental Cyte, you also speak one more 
additional language of your choice. 

Illegal. As a sentient cyte, your existence is 
technically illegal all across the Trade Galaxy, 
though this is typically only properly enforced 
on Namazir worlds. If you are discovered by 
government representatives or by security or police, 
they will try to confiscate you as contraband. 


