
Shattered Stars Campaign Bible 

Swashbuckling Spelljamming Space Fantasy in a New Setting! 

 
The setting in a nutshell, a.k.a. TL;DR: Age of sail-style ships sail through the void of space on solar 
winds between the stars and countless planets and planetoids.  The main playstyle is character-driven, 
episodic exploration with an emphasis on swashbuckling action. 
 
Introduction 
The worlds of Shattered Stars are places of magic and monsters.  The magic of both long dead 
civilizations and new scholars allows the civilized races of to travel across the vastness of space and to 
hundreds of systems full of planets, asteroids, waterworlds, and nebulas full of life.  
 
As the campaign begins, the known worlds of Shattered Stars emerging from a long and devastating war. 
Though it is a time of peace, the old conflicts remain just barely contained.  How will new heroes reshape 
the constellations of power?  Will they rediscover the lost magic of the Architects?  Will they stop the Mind 
Flayers’ nefarious schemes?  Or, will they awaken the Old Gods from beyond the stars? The answer is up 
to you!  
 
Your chosen campaign: “Against the Mind Flayers!”  
Characters begin as prisoners of the dreaded Mind Flayers.  Can they escape and uncover the schemes 
of the nefarious Illithids and their human allies?  

Nine Things You Need to Know about “Shattered Stars” 

1. Forget what you know about fantasy: Compared to most fantasy settings you may or may not 
be familiar with (Greyhawk, the Forgotten Realms, the Lord of the Rings, etc.), Shattered Stars is 
place of swashbuckling adventure and uncertain alignment and betrayal.  The tone places more 
emphasis on the modern, and not the medieval. Planetary Romance and the Western not High 
Fantasy and the Epic, and Sword and Planet over Sword and Sorcery.  

2. Stella Incognita: Space, or the void, is big.  Many asteroids, parts of worlds, and even whole 
solar systems are mysteries to most people within the Shattered Stars.  There are societies, 
species, monsters, or civilizations that no one has heard of just past the next star.  Even within 
the “core” of the known void are uncontacted peoples and abandoned planets.  In the outworlds, 
mysterious species and alien creatures abound.  Expect the unexpected! 

3. The Void War has ended...sort of: The Void War, a massive century-long conflict between the 
two great human factions just ended.  The pathways among the stars are open again, but 
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tensions remain high and many think the peace will not last.  Most character still bear the scars of 
this terrible conflict.  

4. Ancient Aliens.  The Builders, the Architects, the Celestials.  The universe used to be ruled by 
creatures more powerful than the mortals who now inhabit it.  Though these beings have long 
since vanished or left for other planes, their ruins and their magic remain.  These beings once 
moved the stars themselves, controlled gravity and time at cosmic scale, and created or 
extinguished life on a whim.  Whoever could discover their ancient magics could once again rule 
the entire Sphere. 

5. Fractious Factions: The spaceways are dominated by guilds and secret societies that seek to 
advance their cause.  From back-alley brawls to star spanning deals and trade wars, heroes will 
be forced to pick sides!  

6. Interstellar Intrigue: The Void War may be over, by the spies and agents from the factions are 
not idle.  Some say the old hatred burn hotter than ever in this interstellar cold war. While border 
skirmishes do break out on occasion, the two great factions, the White Suns and the TriPact, now 
use economic and political influence, assassination and spycraft as their new weapons. 

7. Space is an Ocean: The void is cold and scary, but 
it certainly not empty! From the great kindori 
behemoths that graze on interstellar energy to 
clouds of intelligent gasses almost every corner of 
space is alive (and dangerous)!  The great 
voidjammers, sailing ships built around a magical 
grav-keel and powered by solar sails are the most 
reliable way to travel among the stars. 

8. It’s the Little Differences: A few rules, pieces of 
equipment, and classes have been modified to 
make for more unique gameplay conducive to 
swashbuckling action and to fit the theme of the 
campaign.  Almost everything from the original 
rulebooks is here, but be sure to read the 
documents before you commit to a character idea 
or concept.  Several worn-out parts of D&D, such 
as the traditional races, have been eliminated 
outright. 

9. Big, Damn Heroes: While powerful organizations and beings have big plans for the stars, heroes 
will have a chance to conquer whole planets, stop doomsday schemes, or upend the balance of 
power.  It is the heroes who are special, it is the heroes’ friends and enemies who are the major 
villains and allies, and it is heroes’ choices that will change the world forever.  Since I am running 
multiple campaigns in this setting, your actions could even alter the course of other heroes’ 
stories! 

 

Sidebar: Hey, where are my elves?  
You may notice that many of the common races and tropes of traditional D&D are missing from 
this campaign setting.  Other than humans, the classic races of the PHB (elves, dwarves, 
halflings, gnomes, orcs and goblinoids) are absent.  This is intentional! Shattered Stars purposely 
excludes these races to create a new feel for the setting. 
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Inspiration 

Thematic Inspiration: Shattered Stars is a space fantasy, drawing on everything from classic planetary 
romances (Princess of Mars), old space operas (Flash Gordon) and adventure films and fiction (The 
Three Musketeers and Captain Blood) to modern TV shows (Firefly, Farscape, and Stargate) and movies 
(Guardians of the Galaxy and Star Wars).   Characters are adventurers who deal with unexpected and 
weird threats while sailing through the stars, explore ancient ruined planets, meet strange aliens, and 
navigate the new cultures throughout the void.  Visually, the art in the following document is a good guide 
for the feel of Shattered Star.  The Pirates of the Caribbean series, the most recent Three Musketeers film 
and TV show, and Disney’s Treasure Planet and John Carter were also on my mind when putting this 
together. 

 
Historical Inspiration: Shattered Stars moves away from the old trope of 
medieval Europe after the collapse of great empire Rome.  Instead, the 
setting uses the Age of Exploration, the Golden Age of Piracy, and the wars 
of imperial expansion and rivalry.  Thrown into the mix are the some loosely 
interpreted versions of the British-French rivalry from the Napoleonic Era 
and the US-USSR rivalry during the Cold War.  
 

RPG Inspiration: Shattered Stars owes its existence both thematically and mechanically to Spelljammer, 
an AD&D campaign setting.  Like Planescape, Spelljammer was developed as a way for characters to 
move among campaign worlds (from Greyhawk to Dark Sun, for example).  Unlike Planscape, 
Spelljammer was never as successful or as heavily developed and only got a couple of stand-alone 
adventures and a single independent setting source-book, hence the need for a brand new setting. 
Shattered Stars also steals heavily from stuff I’ve found in numerous other RPG publications: Rogue 
Trader, Crawljammer, Stars without Number, Freeport, Traveller, Eberron, Calidar: The Stranger Skies, 
Talislanta, Dragon Star, Pathfinder’s adventure paths, and Pathfinder’s Distant Worlds.  
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Timeline 

 

The Primordial Age 

??? The universe begins.  
??? The Elder Gods and beings of the Dark Tapestry emerge as either the first creatures at the heart of 
the Prime Material Plane or as the creators of Prime.  
??? The children of the Elder Gods, the Many-Angled Ones and the Great Old Ones, rule the primordial 
universe before falling into a deep slumber 
??? The Celestials, titanic armored beings of nearly unlimited power, migrate to the Prime from a 
previous universe.  The Celestials master arcane magic, are able to move stars and planets with a single 
spell, and create/manipulate/destroy all manner of life. 
??? Ashta, the last Celestial, migrates to the universe from a dying reality.  The so-called Vampire of 
Worlds begins its million-year cycle of drifting through the void from world-to-world to drain a planet of its 
life.  
??? The Celestials create and destroy a thousand forms of life on a thousand worlds.  One race, the 
Builders, divise an epic spell that destroys almost all of the Celestials.  The rest of the Celestials band 
together in Hosts and flee to the Roil or demi-planes.  
c. -25,000,000. The Builders disappear from the Prime, leaving nothing but cyclopean ruins on a hundred 
worlds and the giant structures, like the Bless'd Ring, in the void.  

Age of Wonders 

c. -2,500,000. A civilization of mages, the Architects, connect many of the known worlds and teach the 
lesser races, including humans, the basics of arcane magic.  
c. -2,000,000. The Architects contact the dragons who live within the hearts of the brightest stars so that 
the can share knowledge and companionship.  
c. -1,000,000. In a million-year project, the Architects create the Sphere of Known Worlds, a constellation 
of seven of the brightest stars and dozens of lesser systems. The architects sail among the stars for sport 
on voidjammers.  
c. -100,000. The Architects master life and death.  As a species they become more concerned with 
esoterica beyond mortal understanding. The dragons take over more and more of the day-to-day rule of 
the Known Worlds.  
c. -90,000. The Architects create the Wall of Night, a massive dyson sphere encompassing their 
constellation. 
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c. -50,000. The architects are destroyed or disappear. Some say the architects sacrificed themselves to 
power the Wall of Night in order to protect the Sphere against an outside threat. Others say the architects 
ascended to higher plane of existence.  

Draconic Age  

c. -15,000. The dragons, in an event known as the Concord, divide the Known Worlds into fiefdoms and 
rule the lesser races for thousands of years.  
c.-12,000. The Dragon-Kings further their mastery of the arcane arts and begin to harness divine magic 
as well. 
c. -10,000. The Templars, devoted to Ancagala the Unblinking, become the first mortal clerics of a deity 
other than the Elder Gods.  Other Dragon-Kings quickly adopt the use of the Templars, who become the 
ultimate mortal enforcers of draconic power. 
1. The Hegira.  Tira, a rebel Templar, and 24 co-conspirators escape their Dragon-King and flee across 
the stars in an salvaged voidjammer.  They discover the Bless’d Ring and the ancient Architect Spire.  
29.  Attacked by draconic agents, Tira sacrifices herself and merges with the mysterious energies said to 
contain the souls of the Architects in the heart of the Spire.  She forms a new conduit for divine energy 
and is reincarnated as the Ivory Empress.  
c. 30 to c. 10,000.  The War of Reclamation.  The dragon-Kings are slowly overthrown by local rebellions 
and forces loyal to the Ivory Empress. The Druids emerge from hiding, reclaiming the divine magic the 
dragon-Kings used to power their Templar servants.  The Arcane appear from parts unknown and 
establish Highport at the behest of the empire. Artifacts provided by the the Arcane allow for the creation 
of the first voidjammers. Regular void-travel is established among worlds.  

 

Imperial Age 

c. 10,000 to 12,176. The Pax Solarium. The Empire rules the skies of the known worlds. The great 
Armadas of Exploration establish contact among the core systems and beyond.  
12,176. The first tyrant fleet of the beholders attack the empire from the Ghost Stars.  The sacrifice of 
thousands of the Empire’s paladins defeats the invaders.  
12,453. The second tyrant fleet attacks.  The wizards of the Octadrom create an epic spell that wipes out 
much of the incoming tyrant ships, but not before many worlds are ravaged by the beholder armies.  
12,499.  The leadership of the Empire becomes increasingly intolerant of arcane spellcasters, placing 
restrictions on their movement between worlds and requiring them to register with local clerics.  
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13,666.  The Voxian exodus.  Led by Vox, archmage of the College of Evocation, one-third of the wizards 
of the Octadron leave imperial space to establish a new magocracy at the edge of the Outworlds opposite 
the Bless’d Ring and beyond the reach of the Empire.  
13,929. A heretical cleric of the Empress, Kharn, starts a civil war among the Church clergy.  Kharn the 
Apostate is eventually defeated and driven from the Known Worlds to an unknown planet with a 
remaining force of twenty capital ships and 1,000 loyal anti-paladins.  The weakening of the church and 
the imperial navy leads to the further devolution of planetary control to local kings and military forces.  
13,998.  The forminians, an ant-like race with linked minds, begin to colonize worlds around the Green 
Sun. 
14,444. The Great Orrery in Torus predicts the birth of new type of spellcaster, the Sorcerers.  Agents of 
the Empire seek out and recruit these mages.  
14,445.  The Act of Devilry.  The Empire of the White Suns bans the practice of arcane magic, with the 
exception of Sorcery, on their worlds.  Thousands of wizards are killed and others go into hiding.  Many 
are sheltered by the druids on backwater worlds, while a few escape back to the Octadron, which closes 
its doors for the first time in 8,000 years.  
14,515.  The Third Tyrant Fleet of Beholders attacks the known worlds.  Although the fleet is broken, 
many of the Eye Tyrants establish a foothold or retreat underground on many civilized planets.  
14,899. Rockport is abandoned by the Empire and quickly becomes a haven for pirates and smugglers.  
15,112.  The Cataclysm and the rise of the Illithids.  From the depths of the moon Varda, a new race 
emerges from the darkness, the Illithids, or the Mind Flayers.  They quickly conquer the entire system in a 
coordinated lightning attack. 
15,224. The Compact of the Mind is signed.  On the march world of Varda, a dozen planetary dukes sign 
a treaty with the Illithids. 
15,225 - 15,750. The War of the Mind.  The Illithids war weakens the Empire and forces the Empress to 
recognize the independence of the Compact of the Mind.  

The Broken Age 

16,001. Several trade routes to the Outworlds are mapped.  
16,048. The Tripartite Revolution.  An alliance of merchants, wizards, and druids declare independent 
Tripartite Federation. 
16,056. The Establishment of the Brethren Court on Rockport.  The confederation of pirates raids trade 
routes with impunity. 
16,090. The Void War begins.  The TriFeds revolutionaries and the Empire fight an all-out war for the 
control of known space. 
16,066. The Repeal of the Act of Devilry.  Arcane Magic is again legal in the empire.  
16,075. The Creation of the Warjacks.  TriFed begins to make gains against the Empire of the White Sun.  
16,088. The 444th Ivory Empress is Crowned.  
16,091. The Treaty of Highport ends the Void War.  Known space is divided between the Empire of the 
White Sun, the Tripartite Federation, and the Compact of the Mind.  
16,095. The Campaign Begins. Characters are imprisoned on the Illithid slave galley, the Mindphage.  
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Faction Summaries: 

See the “Factions” document for more information.  

Level 1 factions 

Star-spanning powers whose presence can be felt throughout the Known Worlds and in large 
parts of the Outworlds: 

 
● The Empire of the White Suns: a star-spanning Empire that upheld order in most of the 

known worlds for thousands of years though almost total command of divine magic. 
Today, after the Void War, the Empress’ power extends over only a fraction of her former 
domain, but the Empire is still the preeminent military and divine power in the Sphere. 

 
● The TriFeds: born in rebellion against the empire, the TriFeds rule the second largest 

number of worlds through a combination of arcane innovation, druidic guidance, and 
military power.  

 
● The Compact of the Mind (Illithids): A race of powerful psionic magic-users, the 

Illithids conquered dozens of worlds a few centuries ago when they emerged out of 
hiding.  Ruthless and cold, nobody  is quite sure what the illithids want or plan.  
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Level 2 factions 

Regional powers that can found in a large section of the Known Worlds and/or small parts of the 
Outworlds. 

● The Neogi: Nobody’s friend but everyone’s acquaintance, the mercantile Neogi will sell 
anything to anybody.  Ruthless slavers and hard dealers, one should never cross a 
Neogi and a Neogi embargo could mean starvation and chaos for a world.  

● The Arcane: The Arcane have their hands in numerous businesses and trading 
companies, though they themselves are rarely seen.  Only the Arcane sell (and maybe 
manufacture) the gravkeels that make voidjamming possible.  The ultimate free-traders, 
neutral and uncaring, the Arcane are always in search of perfect deal. 

● The Vardan Compact: The humans and other races of the Vardan are the vassals and 
servants of the illithids.  They are often seen serving their masters as diplomats, traders, 
and spies.  

● The Brethren Court: A loose alliance of the pirates operating out of the series of 
asteroid belts and small planets near the Twins, the Brethren Court prey upon the 
shipping in the Known Worlds.  The major powers would like nothing better than to clean 
these corsairs out but currently lack the strength to do so.  

● The Beholder Fleets: Though the beholders have not been seen in known space for 
over a century, these genocidal creatures seek to destroy all non-beholder life.  Of 
course, an attack from the Ghost Stars could come again at any moment.  

● The Formian Hives: Slow and certain, the ant-like formian hivemind has been 
advancing into known space towards the center of the Sphere for the past four centuries.  

Level 3 factions 

Local factions that can found in a single important system of the Known Worlds and/or may 
have agents in the Outworlds. 

● The Octadron: The premier wizarding academy in all of space, the wizards of the 
Octadron, though currently allied with the TriFeds, are devoted above all to the 
advancement of arcane power and learning.  

● The Magistracy of Thallasa:  A council of the female psions on Thallasa, the magistrix 
band together to defend their people from monstrous or formian attacks.  

● The Void Seekers: Scholar-monks who live in floating fortresses in the deep void, the 
Seekers are devoted to understanding the universe through mastery of the body and 
through psionic magic.  

● The Astroleths: Without a doubt, these creatures are one of the most powerful species 
within the known spheres.  Living on ocean worlds and water-bodies, if the Astroleths 
ever stopped fighting one another, the Known Spheres would be in grave danger.  

● The Ranum: Best described as an interstellar thieves’ guild, rumor has it that the Ranum 
trades in a thing more valuable than gold: information.  
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Level 4 factions 

Small factions that have a presence on a single world or a have a few agents in several 
systems. 

● The Liches of Vox: Exiled wizards who destoryed their , the Liches are paranoid and 
will go to any lengths to protect themselves and their immortality (especially from each 
other).  

● The Long Fangs: Once the premier mercenary company in the Sphere, the Long Fangs 
now operate a contracting service for clients interested in hiring other merc groups.  

● The Pots: The Pragmatic Order of Thought is covert group dedicated to eliminating 
slavery.  

● The Dreamers: massive floating jellyfish-like creatures, the Brethidean Dreamers float 
the interstellar spaceways to colonize new air-bodies.  

● The Sarcean Nomads: making their home in the Diaspora asteroid belt and the nearby 
nebula, these winged being travel the stars in flocks as part of their strange life-cycle.  

● MANTIS: The agents of MANTIS are near-legendary assassins.  They will kill anyone, 
save the ruler of a world, for a price.  

● The Starknights: Once a group of armored interstellar police force of knights.  Today, 
the remaining Starknights are corrupted or in hiding.  

● The Doomguard: The sphere is dying, and that’s a good thing, according to the 
Doomguard.  Entropy must be allowed to take its course so the worlds can be reborn.  

● The Cults of the Outer Dark: Either fools or completely mad, these cults seek to 
contact the Old Ones and the Elder Gods.  

● The Defenders of Helix: Hailing from the desert outworld of Thule, the Defenders travel 
the Known Worlds seeking allies to help the embattled city-state.  

● The Wayfayers Guild: A guild of pilots and astrogators, the guild hires out explorers and 
adventurers for those seeking to chart or investigate the Outworlds.  

● The Revolutionary League: anarchists who chafe under the rule of the Empire, the 
Illithids, and the TriFeds alike.  The league wishes to remove all interplanetary 
governments from power.  

● The Tenth Pit: Dedicated to enforcing an interstellar order on the starways, these 
ruthless devotees of law are seldom welcome on any world.  

● The Physiocrats of Uvia: using the strange properties of the Sun Stone, a thousand 
alchemists on Uvia come together once a cycle to brew a potion that restores youth.  It is 
the most highly-sought after artifact in the Known Spheres. 

● The Godsmen: Believers that just as the Dragon-Kings of old, mortals can ascend to 
godhood. They are enemies of all divine casters.  

● Legions of Kharn: Founded by Kharn the Apostate, the legion is a group of a thousand 
anti-paladins operating somewhere in the Outworlds, but seeks to return and conquer 
the Empire of the White Suns.  

● The Sensates: The universe was made to be experienced, or so the Sensates say, and 
to experience everything the thousand worlds have to offer (and to make a buck helping 
others experience it) is the goal of every Sensate.  
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Species 

 

Every character must pick a species.  Use this link to read about each one in detail.  If you are unsure 
what to pick, pick “Human.”  Humans are the most common species in the galaxy and come in all types 
and flavors.  They also have excellent stats and are the most relatable.  
The species are:  

● Humans - Everywhere and everything under the suns 
● Kreen - Six-limbed insects and masters of cyber enhancements  
● ‘Jacks - Robots implanted with arcane sentience  
● Giffs - Silicon-based brutes who love firearms and beer 
● Hibians - Tiny frog people who excel at stealth and spycraft  
● Cetaceans - Aquatic hunters who were once prey themselves 
● Tabaxi - Curious feline merchants and explorers 
● Tortles - Courteous tortoises who used to rule a peaceful kingdom  

Classes 

Each of the classes are listed from most to least common (in each category) in the Known Worlds.   Note: 
some classes like Warlock and Bard have been “reskinned” for this campaign setting.  Please look over 
the information on each class before you begin making your character. 

Classes that don’t use magic.   

Despite the presence of magic all-around the known worlds, the majority of people and the majority of 
adventures are not practices of the arcane, divine, or psionic arts.  Magic, in the form of voidjammers and 
more affordable everyday items may be common, but becoming a master of these arts is not easy.  Why 
devote ten years to master a few spells or life time of prayer to the Church when a firearm and a sword 
will handle your problems just as well?  Hokey religions and ancient magic are no match for a good 
double-pistol at your side, kid. 
 

● Fighters: Soldiers, mercenaries, and weapon-masters.  Fighters have a place in any combat, 
regardless of planet, race or faction.  Human and Giff fighters are perhaps the most common in 
the Known Worlds.  Some are soldiers or ex-soldiers, while others are simply masters of combat. 
The void war produced a number of fighters from grunts and veterans to highly trained marines, 
commandos, and tacticians.  Fighters come from all walks of life and all planets.  Some are 
masters of powerful firearms and elegantly-crafted weapons, while others use only the crudest 
implements and armor.  

○ Mechanical changes: Fighters receive an extra skill proficiency..  Fighters gain 
proficiency with all firearms. 

○ Notable fighters: Nearly every faction has elite soldiers or masters-of-arms.  Some 
examples include: 
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■ The Sable Company.  Elite musketeers from Corvara 
who ride hippogriffs into battle in the name of the Ivory 
Empress. 

■ The pit fighters of Rockport.  These masters of exotic 
weapons entertain the denizens of the most infamous 
pirate haven with their bloodsport.  Are you not 
entertained? 

■ The duelists of Lao.  Masters of the rapier, the duelists 
have exported their art across the stars. 

■ The Iron Brigade.  The first all-Warjack unit in the service 
of the TriFeds, they distinguished themselves in the Void 
War and their service helped grant the Warjacks 
recognition as sentient beings in the Treaty of Highport. 

● Rogues: Scoundrels, thieves, and spies.  Rogues are found everywhere 
in the Void.  Most rogues, or at least the wealthiest ones, are in the great 
cities and trading ports.  The rogue truly comes into her own in a campaign among the stars, 
whether as a wily thief, canny scout, or crafty con artist.  Endless treasures lie in hidden ruins, 
and equal possibilities for wealth sit in the bellies 
of voidjammer ships soaring through the void. 
Members of all races find vast opportunities for 
the life of rogue.  

○ Mechanical changes: Rogues gain 
proficiency with pistols.  

● Rangers: Wardens, explorers, and sailors.  A 
valuable addition to any scouting party or 
planetary investigation, as a ranger’s wilderness 
skills and adaptability are second to none. 
Humans, catfolk, and darfallen, take up the 
mantle of rangers with some frequency, as do 
lizardfolk and grippli of a certain temperament. 
Exploration and survival are essential to any 
crew of ‘jammer that seeks out new worlds.  

○ Mechanical changes: Rangers gain an extra two skill proficiencies.  All rangers use the 
“Ranger with no spells” variant from Unearthed Arcana. Rangers gain proficiency in 
firearms. 

● Barbarians: Savages, hulks, and shock-troops.  Barbarians come from backwater worlds where 
the struggle to survival defines life.  In the shipping lanes of the void they find their skills in high 
demand as bodyguards and enforcers.  Barbarians still stalk the more savage reaches of nearly 
every world, and some choose (or are forced) to venture from their tribe even into the depths of 
space.  Human barbarians are most common, some come from the savage parts of the Known 
Worlds, while others hail from strange cultures of the Outworlds.  

○ Mechanical changes: Barbarians gain proficiency in firearms.  
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Arcane classes. 

Arcane magic is the most powerful force in the known spheres.  Those who devote themselves to 
the study of the Arcane are tapping into the very power of that the ancients (the Celestials, the Builders, 
the Architects, and even the Dragon-Kings) used to build the great structures of the Known Worlds.  While 
modern mages have only unlocked the very smallest fraction of that power, they still wield the most 
awesome power in the sphere.  Arcanists develop their power through a combination of innate talent, 
unlocked through study and skill.  Arcane magic draws on the power that exists throughout the universe 
by using an external focus, bonded magic artifacts, spell tattoos, or through the mysterious entities known 
as familiars.  

After the Great Schism and the Mage Wars, the Empire of the White Suns decreed that Arcane 
Magic was illegal.  For a thousand years, the Act of Deviltry made mages hunted beings by agents of the 
empire and many mages were killed or went into hiding.  As the Empire spun out of control during the 
Long Decline, many mages came out of hiding or fled to the break-away worlds where they would be safe 
from Imperial agents.  The  

● Wizards: Mages, researchers, and teachers.  Only the most elite beings in the Known Worlds 
have both the talent and the dedication to become wizards.  Wizards are both feared and 
respected for the power.  Wizards often leave their laboratories and towers in order to investigate 
the ancient ruins of dead civilizations of the Sphere.  Others use their magical powers as merely a 
means to an end: power.  The Tripartite Federation boasts the greatest number of wizards, as the 
greatest wizarding academy orbits the planet Kilwa.  Within the Empire, the Arcanix of the 
Inverted Pyramid, a school of magic in Corvara on the planet Veiden, has recently reopened. 
While not as powerful or prestigious as the Octodron, the wizards of the Arcanix seek to even the 
magical arms race between the two nations.  Wizards’ greatest creation, led by the School of 
Transmutation, were the sentient Warjack soldiers of the Void War.  

○ Training: Most wizards in the known worlds train at the the Octodron, a orbiting school of 
magic the size of planetoid.  Only one in five apprentices ever graduate from the 
Octodron.  The rivalry between the eight schools of magic is fierce and often deadly.  

○ Mechanical Changes: Wizards gain an extra tool proficiency.  
● Hedge Wizards.  Hermits, sages, and warlocks. Not all wizards are trained in prestigious 

academy.  These so called Hedge Wizards keep their art alive by passing on their knowledge 
from master to apprentice.  Most hedge wizards can trace their pedagogical heritage back to an 
academy trained wizard who left the Octogram with a item of great power from one of the eight 
schools.  Hedge wizards are few in number, for to complete their training, the master must pass 
down her bonded item to her apprentice.  After a few generations, the knowledge of these hedge 
wizards is diluted enough that they have forgotten how to call upon the powers of specific school 
of magic and have become universalists.  Explorers often find hedge wizards as hermits or rulers 
among backwards groundling societies. 

○ Training: All apprentice hedge wizards are trained by a master outside an academy. 
Many are universalists.  

○ Mechanical Changes: Hedge Wizards gain proficiency with pistols.  
● Witches (Warlock Pact of the Chain):  No other arcane caster is as distrusted among the Known 

Worlds as the witch.  While wizards are feared and respected, witches are feared and despised. 
Unlike wizards, witches learn their arcane magic from their familiars, mysterious creatures known 
as morphlings.  These creatures can take on the guise of small animal and appear and disappear 
from reality in a moment.  In their true form they appear as blogs of pulsating energy.  It is 
unknown whether the morphlings are creatures of the Roil, some other reality, or have entered 
the Sphere from beyond the Wall of Night.  What their true purpose and reason for selecting 
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some mortals and teaching them arcane magic is a mystery.  When a cabal of witches attempted 
to destroy the Spire on the Bless’d Ring, the Empire forbad Arcane Magic for a thousand years. 
Today, witches are still distrusted and often hunted in the Empire.  On TriFed worlds, witches are 
discriminated against by the powerful wizard elite.  On groundling worlds and in the outworlds, 
witches have it somewhat better, where they are seen as healers and helpers, harmless hermits 
and soothsayers, or (at worst) dangerous lunatics.  

○ Training: Witches are trained and taught magic by their familiars, the morphlings. 
○ Mechanical Changes: None.  

● Magi (Eldritch Knights): Swordmages, gishes, and eldritch knights. In the barely explored depths 
of the Octodron, the earliest wizards found a mysterious black metal.  The abducted the finest 
smiths on the nearby world of Lao and forged the metal into the legendary 447 blackblades. 
These swords were given to 447 master swordsmen from Lao to create first Magi, the 
bladebound.  The wizards of the Octodron put a powerful geas on the blades that would compel 
their wielders to protect and preserve the school and its agents from attack.  However, whether 
through an unintended consequence of the original spell or from some deeper magic from the 
creators of the black metal, the bladebound began going beyond their original mission.  Today, a 
few bladebound still guard the heart of the Octodron and occasional accompany the wizards on 
their quests, but just as often the bladebound refuse.  Magi are often seen throughout the known 
worlds and beyond on mysterious errands.  Frequently they have been seen recovering lost 
arcana, settling disputes on Outworld planets, freeing slaves, and most recently, assassinating a 
prominent Seeker philosopher, but to what end, remains a mystery.  

○ Training: A magus is still trained at the Octodron in both the martial arts and in magic.  
○ Mechanical changes: All magi gain proficiency with firearms and a longsword.  

Psionic Magic 

Whereas arcane magic seeks to recreate the powerful spells of the 
magic of the ancients, drawing upon the inherent arcane power 
that permeates all of space, Psionic (or pyschic) magic draws on 
the internal power of talented individuals.  Several races seem to 
developed psionic powers a millennium ago.  The first were the 
ruthless mind flayers who emerged from their underground 
seclusion, conquering and enslaving dozens of worlds.  The kreen 
hives of the formians also have an inherent psionic power.  The 
castrovins, as a race, also in their centuries-long wars with the 
formians also have inherent psionic power.  Some humans, 
especially those of the Vardan Compact, have developed psionics 
from interaction with and experimentation by the illithids or the 
sinister astroleths.  Others, like the Void Seekers, have unlocked 
their psionic powers through study and meditation.  
 

● Psions (Warlock Pact of the Tome/Great Old One Bond): 
Psions are the most powerful pyschic casters in the Known Worlds. 
The illithids and the formians are the most powerful psions. 
However, humans through their overwhelming numbers, are also 
well represented in this class. Many psions are operatives for the 
illithids or their allies, the Compact of the mind.  Other psions work 
to fight the illithids and turn their psychic powers back against 
them.  
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○ Training: Psions are born with their power.  Some scholars think think the awakening of 
the Illithids caused the emergence of psionic magic in the other races. 

● Battleminds (Bards):  A battlemind draws not only on the magical energy within her own mind, 
but also within the mind of her allies.  A battlemind makes an ideal leader of warband, and many 
battleminds served as leaders during the Void War.  Battleminds are also often leaders of 
expeditions into the unknown.  The most famous battleminds are the matriarchs of the Thalassa 
who defend their people against formian incursions.  

○ Training: Battleminds are born with their power.  Some scholars think think the 
awakening of the Illithids caused the emergence of psionic magic in the other races. 

○ Mechanical Changes: Battleminds gain proficiency with pistols.  
● Monks: Unlike psions and battleminds, who have some inherent trait that allows them to unlock 

the psionic magic of their minds, monks discipline their minds and bodies in order to develop their 
psionic powers.  The Void Seekers, the natural philosophers who study the mysteries of the Void 
from their floating monasteries, train monks in physical perfection, philosophy, and mental power. 
Masters of combat and the fundamental forces of universe, monks that leave their monasteries 
are curious explorers and catalogers of the unknown.  

○ Training: All monks are trained in the the fortress-monastery-academies of the Void 
Seekers. 

○ Mechanical Changes: Monks take no penalty for operating in zero-g.  
● Kineticists (New class, see “classes folder”) The first kineticists were not trained, but made.  The 

mind-warper Illithids created kineticists to serve as their shock troops and enforcers.  These 
deadly warriors were part of the illithid lightning conquest of a sizable portion of the Known 
Worlds.  However, three decades ago, a group of five kineticists escaped illithid controlled worlds. 
The Void Seekers took in these rogue kineticists and helped them refine and control their powers. 
Today, some kineticists are trained in Void Seeker monasteries but the most still serve the 
Vardan Compact and their illithid overlords.  

○ Training: Kinectist are created by the Mind Flayers as their ultimate enforcers. 
○ Mechanical Changes: See document in “Classes” folder.  

● Mindblades (Warlock Hexblade/Pact of the Blade): The mindblades are the ultimate protectors of 
the Vardan Compact.  

Divine Magic  

Divine magic is dangerous.  Unlike arcane magic, which draws upon the inherent power of universe and 
the spells of the ancients, and psionic magic, which unlocks the internal power of a spellcaster, divine 
magic requires a caster opening herself to an external influence.  For millions of years, mortals feared the 
madness and insanity who were chosen or anointed by the Old Ones.  During the Draconic Age, the 
Dragon-Kings would great spellcasting powers to their chosen agents, the Templars, granting them a 
fraction of their power.  The first Ivory Empress, though the Great Sacrifice, merged her spirit with the 
ancient magic of the Bless’d Ring and created an source of divine magic independent of both the Old 
Ones and Dragon-Kings, effectively breaking the dragons hold over mortal races.  Armed with this power, 
mortals across the Known Worlds threw off the rule of the Draconic Mage-Kings.  When the Ivory 
Empress’ power was reincarnated, the Church of the Ivory Empress helped forge a human empire that 
ruled much of the Known Worlds for thousands of years.  The defeat of the dragon-kings and the opening 
up of divine power had an unintended consequence.  The mysterious order of druids found a way to tap 
directly into the divine power that radiates from every inhabited world.  The conflict between the Church 
and Druidism would ultimately come to a head in the Void  War.  

● Clerics:  Clerics are the knights of the Ivory Empress, sworn to protect and serve both the 
citizens of the Empire and intelligent life everywhere.  On imperial planets, the Ivory Clergy 
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ensure that the common people on the outlying planets retain a loyalty to the Empress.  Outside 
the empire, clerics of the ivory empress serve as missionaries that lay the seeds for eventual 
merger with imperial political structures.  The Church teaches that the Empress is a divine and 
eternal being anointed by the First Ones who wishes to shepard and protect all humans in the 
sphere.  There are no set domains and alignments for the Ivory priests, however, Law, Protection, 
and Sun are favored by Church higher-ups.  

○ Training: Clerics spend many years of devotion and service to the Church as adepts. 
Only the most holy and most devout can expect to receive the blessing of the Ivory 
Empress. 

● Druids: The Druids are the champions of the divine power of inhabited worlds throughout the 
Sphere.  A druid draws power from the collective life-force of the planet itself.  Druids everywhere 
are part of the same brotherhood.  Every planet and planetoid with druids is part of 
Sphere-spanning hierarchy, and to level up, druids must challenge their superiors for rank. 
Several factions and philosophies divide the druids.  The Shapers, believe it is their responsibility 
to help intelligent creatures form and shape their worlds and grow their collective power.  The 
Shapers often serve as elders in small communities and viziers to planetary rulers. The 
Preservers value balance above all else, and believe in the unity of all systems as a single 
ecosystem.  The Children of the Void believe that intelligent life is an anathema and that the 
species of the spheres are on a dangerous path that will lead to utter destruction on the same 
scale that destroyed the ancient Builder or the Architect civilizations.  During the Void War, the 
Shapers and the Preservers allied with the Tripartite Federation.  This has 
made druids on the whole less than welcome in the Empire. The current 
Grand Druid is a member of the Shaper faction. Druid adventurers are 
explorers, protectors, and advisers. 

○ Training: Druids are always trained by other druids.  
● Paladins:  Paladins are the elite of the church.  Each paladin is anointed 

by the Ivory Empress herself.  The serve as the protectors of the both 
Church and Empire.  They are dedicated to fighting evil wherever it exists 
in the Spheres.  It was the paladins of the Church who stopped the first 
Behold fleet, held back the Illithid advance and defended the Bless’d Ring 
itself from the TriFed invasion. They are the ultimate champions of Ivory 
Empress.  

○ Training: Paladins are anointed.  
○ Mechanical changes:  Paladins gain proficiency in all firearms.  

● Sorcerers: Sorcerers wield a magic that defies classification, but is 
considered Divine Magic but folks from the Empire.  Within the Empire, the Church considers 
sorcerers a blessing from the Ivory Empress.  Supposedly, every person who manifests sorcery is 
taken in and trained by the Church.  The Oracles of the Argent Orrery devote much of magical 
divinations into predicted the manifestation of sorcery.  Paladins are sent out to bring in (some 
would say capture) Sorcerers to train and raise as champions of the Empire.  After a period of 
time, these mages are free to go or may continue their service to the Empire.  While it is the case 
that most Sorcerers are born and found on or near the Bless’d Ring, many say that the blood or 
the influence of the ancient Dragon-Kings, who were said to be able to wield similar magic, is 
responsible for the development of sorcerous powers.  

○ Training: Sorcerers are born with their powers. 
○ Mechanical changes:  The “Favored Soul” option from Xanathar’s is the only available 

origin for sorcerers in this campaign.  
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Adventurers in the Shattered Stars 

 

Adventurers in Shattered Star 

Questions that relate to the setting and history of Shattered Star that every character must answer are: 
 
What is your character’s homeworld? In Shattered Stars a character’s homeworld is just as important, if 
not more important, than a character’s race and class in determining their background.  Are they from a 
bustling, cosmopolitan trade world, or a backwater desert planet?  Are they from an Outworld and is 
everyone else a stranger?  Or, are they from one of the Known Worlds and they have thousands of others 
from their homeworld travelling the stars with them? Perhaps, they are from something stranger still: an 
asteroid chain or a waterbody?  Maybe, your character is a nomad, and doesn’t have a home planet; they 
are only at east when they are soaring among the stars.  
 
The Void War ended three years ago.  What was your character’s role?  Did the fight, if so for what side?  
Does your character identify strongly with any of the factions? Is she glad the war is over or does she 
wish for the resumption of hostilities.  How has her life changed since the war ended? 
 
What is your character’s social standing?  
Status is important in the Known Worlds.  Did you character grow up rich or poor?  Was she perhaps the 
daughter of a planetary duke?  Or, was he an abandoned orphan born and raised on a void ship? 
 
What is your character’s relationship to the existing factions? 
Is your character a loyal son or daughter of the Empire?  Or, were they cast out for some heresy? Did 
they barely escape enslavement from the Illithids or the Neogi?  Or, did they cut some deal with these evil 
races in the past?  
 
How were you capture by the Mind Flayers? 
In this campaign, characters begin as prisoners on a Mind Flayer slaving Nautiloid.  Was your character 
sold into slavery?  Captured in a raid?  Imprisoned for rebellious activities against the Mind Flayers?  
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Gettings a Feel for Shattered Stars 

 

Map of the Known Worlds (See “Map” folder for larger version and below for a simplified 

version of the main planets).  

 
What is the technology level like? 
Technological progress varies widely across the Shattered Stars.  On most heavily populated worlds near 
the core, technology is equivalent to the Late Renaissance of Early Modern periods.  Firearms, all muzzle 
loaded and cap-fired, are deadly, but fragile (we will use the rules for “Renaissance firearms” from the 
DMG.  Ships, both blue water and void jammers, are fast and powerful.  Mechanical clocks exist but 
possession of one of these is restricted to a few.  Printing presses create broadsheets in many 
metropolises but even in the most densely populated cities, only half the population can read.  Engines 
powered with steam are unheard of, though engines that rely on water or magical energy are common in 
some places.  On some worlds, especially ones far from the Seven, are still in the Stone Age.  Most 
importantly, many worlds and societies rely on magical artifacts left by the Architects or other advanced 
societies.  
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Voidjamming and Voidjammers  

 
Also known as Sun-sailing or jamming, void-jamming is how skyships (aka ‘jammers) can travel from 
world-to-world, asteroid-to-asteroid, and from system-to-system.  
 
Skyships operate in a way that is similar to blue-water ships with several notable differences.  First, most 
of masts pointing in multiple directions, usually radially around the central axis in a an “Y”, a “⅄” or an “X” 
configuration.  Second, all skyships are built around a Gravkeel.  This powerful magical items generate a 
gravity field parallel to the decks of the ship, keep an atmosphere around the ship, and (like a nautical 
keel) convert force from the sails into forward momentum in line with the keel.  Third, most skyships carry 
three different types of sails: foils (for use in atmospheres), spins (for acceleration and movement), 
leeches (for deceleration).  Fourth, the difference between sun-wind and atmospheric wind allows 
skyships to move at the same pace whether they are running (sailing in the same direction of the wind) or 
reaching (sailing perpendicular to the wind).  Skyships can take like normal ships and their still exists a 
“dead in irons” zone around the direction of the source of the wind. 
 
Generally, a skyship can be sailed with the same set of skills as a ocean-going vessel.  It’s sails must be 
adjusted to catch the sun-winds, its control wheels and rudders must steer it on a three-dimensional 
heading,  and it’s course through shifting gravity currents must be navigated.  Players interested in 
being able to sail ships should take proficiency with vehicle (Voidjammers) or proficiency with 
tools (Navigator’s Tools).  
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