
Bross (Brossiards) 

Species Aspects & Stunt 
• Furry-Faced Tribal Savages 
• Hulking Brutes with a Whole 

Lotta Chips on their 
Shoulders 

• In Search of the All-Queen 
 

• Stunt: Razor-Sharp Claws! 
– When a Bross uses the 
Melee Combat Skill to Attack 
with his claws, the Attack gains 
Weapon: 2. Short of a surgical 
procedure, they can never 
truly be “disarmed.” 

Species Description 
The Bross are an innately warlike people 
comprised of many tribes and clans who fight 
with each other constantly.  Shortly after they 
first encountered the Systems Accord, the Bross 
were subverted by the Zuulgos and used in a 
massive offensive against the Accord. They were 
eventually defeated and re-pacified by the other 
species, with the aid of the All-Queen. 
However, during the Twinned War, the Bross 
briefly served the Artaxian Enlightenment before 
being hastily sealed beneath a Keeper Array 
when the Artax leadership realized just how 
dangerous the Bross really were. 
Brossiards are large, furry creatures that 
resemble bestial, bipedal wolves, and they are 
well-known for their love of personal combat, 
high-stakes danger, and a peculiar, foul-smelling 
brew they call Brosshal, which some people say 
can strip the hull off a battleship in five seconds 
flat, but which the Bross consume prodigiously. 



Chowr’ii (Chowri’i) 

Species Aspects & Stunt 
• Ancient Psionic Crystalline 

Intelligences 
• Implacable Master-Strategists of the 

Long Game 
• We Failed the Accord 

 
• Stunt: The Patience of Stone – 

Chowr’ii characters automatically gain 
an additional Minor Consequence slot 
which must be used to absorb Mental 
Stress (this is on top of any extra slots 
they receive from having a high Will 
Skill). 
 

• Extra: Natural Psionics – Chowr’ii 
characters are natural psionics; they get 
a Psionic Attunement Extra by default 

Species Description 
The Chowr’ii are one of the oldest and most 
advanced species in all of the Orion Sector. They, 
alongside the Vandross, were the initial founders 
of the Systems Accord, and their patient, wise 
guidance lead to some of the Accord’s greatest 
victories and advancements. It’s said that they 
were the last race to fall to the advancement of 
the combined fleets of the Zuulgos, Quix, and 
Artax species in the Twinned War. 
Innately Psionic, the Chowr’ii have a deep 
connection to e-space and have developed an 
extraordinary amount of mental resolve as a 
consequence. Moreover, this deep knowledge of 
e-space pushed their study of trans-dimensional 
engineering far beyond other races. 
The Chowr’ii most resemble clusters of 
glimmering, translucent crystals and must 
motivate themselves by means of Psionic energy. 
Some have grown into vaguely bipedal shapes, 
while others prefer more unusual configurations. 



Dulfix (Dulfices) 

Species Aspects & Stunt 
• Rapacious Traders with an Eye for 

Profit 
• I Always Know the Quickest Way 
• Dutifully Paying Off a Billion Life-

Debts to the Zuulgos 
 

• Stunt: I’m Good for It – Once per 
Session, a Dulfix character can invoke 
an Aspect related to trade, money, or 
similar in an appropriate situation for 
free; this stacks with any free 
invocations gained by other means. 
 

• Extra: Costly Extra – Dulfix 
characters can begin play with an Extra 
one step better than their Resources 
score affords (e.g., a Starship) 

Species Description 
Before the Twinned War, the Dulfix had achieved an 
almost complete monopoly on inter-sector trade 
amongst the Accord species, as many Dulfices were 
particularly adept at the sort of high-velocity 
wheeling and dealing needed to be successful in 
interstellar trade.  
Some species see the Dulfix as inherently greedy, 
but this is unfair.  Most suffer a permanent 
susceptibility to the “The Grass is Always Greener” 
fallacy; for a Dulfix, it’s virtually imperative to be 
looking for the next great deal or big score. In fact, 
there’s no happier a Dulfix than a broke Dulfix; she’s 
got nowhere to go but up! 
The Dulfix are blobbish-looking creatures with 
three legs and a number of tentacles.  Atop the 
largest, central tentacle is a single enormous eye 
which never blinks, so most Dulfix carry a small, 
damp cloth to keep it hydrated at all times. 



Human (Humans) 

Species Aspects & Stunt 
• Starry-Eyed Newcomers to 

the Cosmos 
• Strength Through Diversity 
• We Fought to the Last Man 

in the Twinned War! 
 

• Stunt: Free Choice – At 
character creation, if you are 
playing a Human character, you 
gain one extra Free Stunt 
(bringing the total to 5) and 
one extra Skill at Fair (+2). 

Species Description 
Humans were relative late-comers to the 
Systems Accord, though several Accord species 
had noticed them before—particularly the 
spectacular way their planet glowed when they 
blew things up on it. Nonetheless, they (mostly) 
overcame their tendency to bomb each other 
and made it into space, only to realize they were 
very much not alone. 
Eager members of the Accord, humans spread 
rapidly throughout the Orion sector during the 
85 or so years before the Twinned War began. 
They settled innumerable colonies and humans 
lived on almost every space station and starbase 
in the sector, and fought for the Accord they so 
loved fiercely. 
Humans are generally medium-sized bipeds with 
short or long hair, two eyes, a nose, and a mouth, 
which some humans seem to have a particularly 
difficult time controlling. It’s been found that 
they don’t respond well to vacuum or fire. 



Kreanne (Kreannies) 

Species Aspects & Stunt 
• Inscrutable Psychic Clouds Floating 

in the Gas Giants 
• Ethereal Monks at Peace with 

Everything 
• We Cannot Hear the [VOICE] 

Anymore 
 

• Stunt: Barely There At All – Once 
per Conflict, when a Kreanne fails to 
Defend against an Attack from a 
physical source (e.g., fists or a bullet), he 
can disperse into a more gaseous form 
and gains Armor: 2 against that Attack. 
 

• Extra: Natural Psionics – A Kreanne 
character can begin play with the 
“Defender” Psionic Attunement Extra 

Species Description 
The Kreanne are a curious species that many 
people didn’t even think were sapient at first. 
Most live out their lives as vast, floating clouds of 
psychically linked particles in the storms of gas 
giants, occasionally sighing contentedly at the 
universe. 
However, some adventurous Kreannes decide to 
take “being one with everything” a little more 
seriously and venture out into known space, 
incorporating themselves into hazy, vaguely 
bipedal shapes to make less aerated races more 
comfortable. They tend to be very calm—almost 
infuriatingly so—and peaceful, and quickly 
allowed themselves to be placed in a Keeper 
Array by the Artax forces. 
Nonetheless, if you actually do manage to agitate 
the majority of particles that make up a 
particular Kreanne, they’ve been known to hold 
grudges for centuries—in fact, most people 
aren’t convinced they can properly die! 



Plodnar (Plodnars) 

Species Aspects & Stunt 
• Floppy-Eared Canid Quadrupeds 

of the Plodd Jungle 
• Cheerful Idiots Happy to be 

Along for the Ride 
• The Quix Say We Gotta, so We 

Gotta 
 

• Stunt: Blissful Ignorance – Once 
per Scene, a Plodnar can somehow 
bumble his way through an 
Overcome Action using Academics 
or Engineering with a +2 Bonus to 
the Roll. If they spend a Fate Point, 
they can do so again in that same 
Scene. 

Species Description 
The Plodnar are a curiosity in interstellar space. 
How these slow, plodding, gentile creatures ever 
managed to lift themselves off their planet in the 
first place—much less tap into e-space—is 
beyond anyone. Nonetheless, they’re among the 
the older members of the Systems Accord and 
were quite content to meander through space 
until the war came. 
While Plodnars are famously dim, they’re also 
kind, loyal, and surprisingly resourceful; some 
even show glimmers of hidden wisdom.  Some 
species find them very trying nonetheless; 
particularly the famously pedantic, snooty 
Zuulgos, who make the Quix watch over Plodd, 
even though it’s in Zuulgos territory. 
Plodnars are quadrupedal and look a little like 
pokey, fluffy Earth dogs, albeit much larger and 
with opposable thumbs on all four paws. They 
initially tended to view humans with some 
skepticism based on their keeping dogs as pets. 



Quix (Quix) 

Species Aspects & Stunt 
• Unfathomable Plants Whose Roots 

Grow Deep 
• Our Cutlings Require. . . Sustenance 
• Two Centuries Since the Last Great 

Flowering 
 

• Stunt: Swift Roots – After the first 
Exchange in a Conflict, Quix can make 
Melee Combat Attacks with their root 
systems up to one Zone away at no 
penalty. 
 

• Extra: I Seed Myself – A Quix 
character may create a Cutling clone of 
itself with one fewer full Skill Column; 
see Player’s Guide for specifics of how 
and when to use it. 

Species Description 
For decades, the Quix were an absolute mystery, 
with their massive, living ships being spotted all 
over the borders of the Orion Sector. One day, 
they simply vanished, and no one felt they’d 
learned anything substantive about the Quix, 
except that they looked a lot like slimy trees. 
When they returned as thralls of the Artaxian 
Enlightenment, the Quix proved surprisingly 
adroit at war, and their bizarre, forest-like ships 
could repair themselves after a battle and be 
ready to fight again far faster than other species’ 
vessels. Little was ever learned about their 
motivations or desires, though they did have a 
nasty habit of “seeding” conquered worlds. 
In fact, some say that the Quix don’t even speak 
a proper language, as even with Universal 
Translators, communication with the bizarre 
plant-people is virtually impossible, usually 
devolving into cryptic metaphors and high-
pitched, noisy repetitions. 



Slyraine (Slyraini) 

Species Aspects & Stunt 
• Shape-Shifting Creatures of 

Impossible Beauty 
• Wandering Space-Gypsies Who 

Bring Comfort to All 
• The Path is Lost; the Song is 

Over 
 

• Stunt: Soothing Song – When 
using Empathy to help Overcome a 
Mental Consequence, Slyraine 
characters can treat its difficulty as 
one step less severe (Severe as 
Moderate, Moderate as Mild, and 
automatically succeeding against a 
Mild Consequence). 

Species Description 
When they arrived in Accord space all those 
centuries ago, the ten-thousand ships of the 
Slyraine Flotilla were surely an awe-inspiring 
sight to behold. . . from a distance. As one drew 
closer, the fading paint, patchwork repairs, and 
evidence of repeated skirmishes would become 
clear, as would the fact that most of the vessels 
were civilian, not warships. 
The Slyraine are a race of artistic, empathic 
wanderers, obsessed with telling tales, finding 
new places, and living life to the fullest. Their 
many years’ traveling have taught them much, 
and the Flotilla is often a destination for those 
seeking rest and relaxation. However, it also 
tends to bring a less-desirable element along 
with it wherever it travels, and has been banned 
in many systems. 
The Slyraine themselves are shape-shifters, 
though they’re usually bipedal. Somehow, they 
always seem to look beautiful, however. 



Tinkren (Tinkreners) 

Species Aspects & Stunt 
• Tri-Form Uni-Intelligences in 

Extraordinary Symbiosis 
• Three Heads are WAY Louder than 

One 
• Unable to Decide on Anything 

Anymore 
 

• Stunt: Which One Am I? – Once per 
Conflict, a Tinkren can gain +2 to a 
Defend Action against a Melee or 
Ranged Combat attack by moving its 
component creatures around. 
 

• Extra: Tri-Form Resiliency – A 
Tinkren can sacrifice one of its 
symbiotes rather than being Taken Out; 
this has some very dire Consequences. 

Species Description 
Tinkreners are one of the most unusual species 
of the old Accord. Comprised of three separate, 
but utterly dependent, sub-species, they are the 
ultimate in symbiosis. They seem to share a 
single mind, with one body finishing sentences 
for the other two in a manner some find 
unnerving. 
The Tinkren were renowned as fabulous 
engineers and scientists before the Twinned War, 
contributing much to the advancement of 
Accord society. An innate curiosity seems to grip 
their people, accompanied by almost incessant 
arguing amongst their three bodies. 
As of late, the Tinkren have been exhibiting 
unusual behavior. Individual bodies have been 
seen wandering around on their own, sans 
symbiotes, and their society as a whole seems to 
be slowly coming apart at the seams; they seem 
to lack a unity of purpose, as it were. Individual 
Tinkreners are just as sharp as ever, though! 



Vandross (Vandrosses) 

Species Aspects & Stunt 
• Ultra-Adaptable Intelligent Machines 
• My Programming is Infinitely 

Reconfigurable 
• Why were We Made? 

 
• Stunt: Multi-Purpose Parts – Once per 

Scene, a Vandross can reconfigure its form to 
gain a +3 bonus to an Engineering Overcome 
Action. However, it cannot take any other 
such Actions in that Scene. 
 

• Extra: Starship Integration – Vandrosses 
can be Starship Crewmembers via an Extra 
rather than an Aspect, and can change their 
role on the ship at any Milestone. 

Species Description 
The Vandross are likely the oldest sapient 
civilization in the Orion Sector. 20,000 years ago, 
1billion Vandross units spontaneously activated 
on their “homeworld,” finding it already filled 
with homes, factories, vehicles, and more; none 
of them had any memories prior to that day. 
The Vandross are an inherently adaptable people; 
their bodies can be reconfigured at a moment’s 
notice, and even their internal programming can 
be altered to adapt a new personality or skillset. 
Moreover, their artificial nature makes them 
superb at performing repetitive or dangerous 
tasks. They are also notable for founding the 
Accord with the Chowr’ii 1000+ years ago. 
However, Vandrosses are not simple robots; they 
are sapient. Indeed, Vandrosses across the 
entirety of Accord space have spent most of the 
last 20,000 years wondering the very same thing 
their “biological brethren” have:  “Where did I 
come from, and why am I here? 



Zuulgos (Zuulgoes) 

Species Aspects & Stunt 
• Purple, Insectoid Horrors with Way 

too Many Claws 
• Unpleasant is My Middle Name 
• Conscripted “Jail Keepers” of the 

Artaxian Inquisition 
 

• Stunt: Zuulgosian Spite – Once per 
Conflict, a Zuulgos character can use 
Provoke to make an Attack Action that 
targets a character’s Physical Stress 
rather than Mental. 
 

• Extra: Correct Papers – Once per 
Scenario, if stopped by a Patrol, a 
Zuulgos can produce the correct 
papers to warrant free passage (within 
reason, of course). 

Species Description 
The Zuulgos have been at the center of virtually 
every major conflict in Accord space in the last 
800 years, and most would be happy to tell you 
how none of it was their fault and how all their 
many defeats were really just victories, anyway. 
Of course, that’s assuming anyone could stand 
talking to a Zuulgos for that long; they’re 
disagreeable, haughty, contrary, and extremely 
aggressive, almost to a man—err, Zuulgos. And, 
of course, a good Zuulgos will only talk to 
someone of another species long enough to 
remind them of how inherently inferior they are. 
Somehow, despite all this, the Zuulgos have 
managed to build a sizable, well-maintained 
interstellar empire for themselves. 
Physically, they resemble enormous, purple 
cockroaches mixed with a bit of mantis, each 
limb ending in vicious pincers. They have a 
second brain near their hindquarters, though 
there is debate about what this says about them. 
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