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What are Hyperspace 

Animals? 

Most of the galaxy’s xeno-

veterenarians tend to focus their 

studies on the living creatures that 

exist across the myriad of planets 

that make up the cosmos. With 

thousands of different species 

across even one celestial body, 

there is no shortness of animals 

worthy of study. However some 

more adventurous scholars are 

driven to set their sights further 

afield. 

Between the folds of reality, 

beneath the boundaries of the 

universe as we know it, lies 

hyperspace. Often used by space-

faring vessels as a means to pass 

from one region of the galaxy to 

another in a far shorter amount of 

time than traditional sub-light 

propulsion would allow, 

hyperspace travel opened up vast 

possibilities for many cultures. 

However, the realms of 

hyperspace are not uninhabited.  

Whether developing naturally on 

plaetary bodies or asteroids that 

have somehow been rent into the 

boundaries of hyperspace or 

dwelling aboard starships or colony 

vessels that were otherwise 

forgotten or abandoned, a vast 

array of wildlife has developed 

within this strange and unusual 

realm. There, such animal species 

have been subject to the 

peculiarities of hyperspace – 

maturing and evolving in a sub-

space where the laws of reality as 

we know it are more polite  

suggestions than actual laws. The 

mutable nature of hyperspace has  

left a very unusual touch on each 

of the species of animals that has  

spent its evolutionary history in its 

warped touch.  

 

At multiple occasions, animals 

which matured in hyperspace 

have shown that they are just as 

capable of existing in real space as 

any other species. Indeed, it is not 

uncommon for a spaceship that has 

lingered in hyperspace for any 

extended period of time to pick up 

one of these would-be hitchhikers,  

only to eventually lead to a  

hazardous infestation. Great care 

has to be taken when dealing with 

the process of clearing out such  

creatures from the holds of ships or 

from below decks in spaceports, as 

their development in hyperspace 

tends to leave these animals with 

some unique and deadly ways of 

defending themselves from  

predators.  

 

Whilst not evil in the traditional 

understanding of it, hyperspace 

animals are a peculiar and often 

dangerous breed. They are, 

however, also very much just 

like regular animals at heart, and 

more than a few illustrious  

would-be owners have set  

themselves the challenge of gaining 

the affection and loyalty of some 

of these exotic species. This can be 

a difficult task, but is ultimately  

extremely rewarding, as any owner 

of a loyal Astral Kitten will 

surely attest to!



 

 

 

All conflict is born out of contradicting 

desires. An animal may attack because it 

wants food or to protect its territory. A 

guard at an industrial warehouse may 

attack a thief because their want – to be 

paid by their employer to protect said 

warehouse, conflicts with the thief’s want 

to break in and steal some precious item. 

Even the baser instincts that eventually 

grow into bigotries and intolerances stem 

from a conflict of wants; often the want to 

protect one’s home and family from a 

perceived, imagined, threat from an 

‘other’.  

In roleplaying games, the objective is to 

overcome your antagonists, and for this 

reason it is important that your enemies 

are made as interesting as possible for 

your players. Antagonists are obstacles for 

your PCs to overcome, but there is often 

very little need for your players to be 

forced into the roles of murdering them.  

In order to allow your players more 

freedom in how they choose to interact 

with the worlds that you create, we give 

each of the antagonists a Want. A typical 

Want might be anything from:  

- prevent ingress into our territory 

- stop the PCs from disseminating 

information 

- gain a sense of justice at a perceived 

wrong 

- to gain food, or some other basic need. 

 

If the PCs can, in some manner, achieve 

giving the antagonist the feeling that their 

Wants have been met, combat can be 

avoided. Encounter can be resolved (often 

times even using skill checks) and 

experience gained. If such Wants can't be 

resolved, combat can occur instead. 

 

 

Not all antagonist's Wants are going to be 

compatible with your PCs – a 

necromancer's Want  to destroy the 

cosmos is probably going to conflict with 

the PCs Want to, well, continue to be alive 

in that same cosmos. Sometimes violence 

will always result – and for dramatic 

reasons, it should. It's important that 

combat plays a part in games, as it 

externalises a lot of the internal struggle 

and drives the action in the game forward. 

Therefore, the GM is the final arbiter of 

when it is appropriate for the players to 

attempt to achieve an enemy’s Want 

conditions to resolve potential situations.  

What truly matters, though, is that the PCs 

have the means to resolve what might be 

better classed as 'unnecessary conflict'. 

Giving your players more options is 

always better than giving them less, and 

this optional rule allows for the potential to 

increase the depth – and excitement – in 

your encounters. Have fun! 

  

OPTIONAL RULE: WANTS 



 

 

ASTRAL FELINES 
 

   Of all creatures to exist in the cosmos, 

one of the strangest are these cats. Drawn 

inexorably to the domains of the fae, these 

feline menaces are said to exist in two 

different planes of reality at once. When 

hunting, they approach their victims with 

soft, pitiful mewling. Appearing to be 

perfectly normal cats, they only reveal 

their peculiar nature when they feed, 

which they do by opening their infinitely 

large jaws and attempting to devour their 

victim whole.  

   Astral Cats are soft and fluffy, but 

possessing of a mischievous nature. 

Sadly, this nature has made them feared 

across much of the galaxy. Ever since 

astral cats were first discovered by Dr Grel 

Schrodinger (a human scientist who 

documented them and was quickly 

thereafter devoured by an entire pack of 

the kittens), multiple groups have been set 

up to try to keep outbreaks of the kittens 

under control. This is no easy task, as the 

cats possess the unusual habit of slipping 

between realities at a whim, which makes 

it very difficult for people to keep 

count of how 

many there in any 

one place.  

 Due to their cantankerous nature, fae folk 

are especially drawn to these felines, and 

tend to keep them aboard their vessels in 

great numbers. When the cybernetic fae 

engage in a wild hunt on a planet’s 

surface, they use these cats, typically lead 

by one of their panthers, to chase down 

their mortal quarry.  

The smallest form of ASTRAL Cats, the 

Kittens are rambunctious and demanding 

house pets who are always eager to 

scramble and climb over any surface. 

They follow their owners around, mewing 

loudly and occasionally vanishing from 

sight; however even while invisible, their 

meowing persists.  

 

ASTRAL KITTENS (COMPANION)  
                                             LEVELS 1-12 

Tiny hyperspace magical feline 

Senses darkvision 60ft, low-light vision 

Good Save Ref; Poor Saves Fort, Will 

Speed 20ft, climb 40ft 

Melee Attack scratch (S) 

Space 1ft, Reach 0ft 

Ability Modifiers Dex, Cha 

SPECIAL ABILITIES    

   Owwie! (Ex) As a reaction, any time a 

Astral Kitten takes damage from a single 

source, it may immediately move up 

to 30ft. This movement does not 

provoke attacks of opportunity – it is a 

teleportation move.  

Magical Alignment (Su, 4th level) At 

the start of each day, you may 

designate one spell that you know. 

Once per day, you may cast that 

spell without deducting one of your 

spells-per-day. 

  



 

 

ASTRAL CAT                                    CR 5 

XP 1,200 
N small feline (extraplanar) 
Init +6; Senses darkvision 60ft; 

Perception +18 

DEFENSE   HP 50 

EAC 19; KAC 22 

Fort +6; Ref +9; Will +4 

Defensive Abilities displacement;  

DR 5/- 

Immunities paralysis, sleep, vacuum 

OFFENSIVE     

Speed 40ft. 

Melee claw +10 (1d6+4 S; critical bleed 

1d4) or 

Extraplanar maul +12 (2d4+4 P plus 

reality slippage) 

Spell-Like Abilities (CL 4th) 

3/day –teleport, fear (1st level, DC 16), 

mind thrust (1st level, DC 16) 

STATISTICS     

Str +2; Dex +3; Con +2; Int -; Wis +0; 

Cha +1 

Skills Acrobatics +5, Intimidate +3, 

Stealth +16 

ECOLOGY     

Environment fae settlements 

Organisation solitary, pack (2-6)  

SPECIAL ABILITIES   

   Displacement (Su) Whenever an attack 

hits a Astral Cat but fails to penetrate DR, 

the Astral Cat disappears from sight. The 

Astral Cat reappears within 30ft of the 

point from which it disappeared at the start 

of the next round. This does not count as 

movement, and does not trigger any 

attacks of opportunity. 

   Reality Slippage (Su) If the Astral Cat’s 

extraplanar maul exceeds the target’s 

KAC by 10 or more, the target is 

considered to be bitten and must pass a 

DC 18 Fortitude save. If they fail, they are 

swallowed whole and disappear from 

sight. The target then reappears within 

30ft of the point from which they were 

swallowed at the start of the next combat 

round, with no memory of where they have 

vanished to.  

ASTRAL PANTHER                          CR 8 

XP 4,800 

N medium feline (extraplanar) 

Init +8; Senses darkvision 60ft; 

Perception +24 

DEFENSE   HP 115 

EAC 22; KAC 26 

Fort +7; Ref +12; Will +6 (+11 vs. mind-

altering effects) 

Defensive Abilities between two states, 

DR 8/- 

Immunities paralysis, sleep, vacuum 

Resistances fire 10 

OFFENSIVE     

Speed 40ft. 

Melee claw +15 (2d6+8 S; critical bleed 

3d4)  

Ranged quantum tentacle +11 (1d8+6 B, 

range 30ft) 

Spell-Like Abilities (CL 5th) 

3/day –teleport, fear (1st level, DC 16), 

mind thrust (2nd level, DC 18) 

STATISTICS     

Str +3; Dex +5; Con +3; Int -; Wis +0; 

Cha +2 

Skills Acrobatics +12, Intimidate +3, 

Stealth +24 

Other Abilities mostly liquid, out of sight 

ECOLOGY     

Environment fae settlements 

Organisation solitary 

SPECIAL ABILITIES    

   Mostly liquid (Ex) This creature can 

move through difficult and hazardous 

terrain without any of the usual penalties 

applied. They never need to make any 

skill checks in relation to narrow surfaces, 

uneven ground or inclines. In addition, 

Shrodinger's Cats may move through 

physical barriers (such as walls, closed 

doors etc) by using the standard difficult 

terrain rules. 

   Between two states (Su) Each Astral 

Cat possesses a twin, however they 

cannot exist in the same point in time as 

each other. When a Astral Cat is reduced 

to 50 Hit Points, the creature disappears 

from sight. A second Astral Cat, with the 



 

 

same number of remaining Hit Points, 

materialises within 30ft of the point from 

which the first disappeared at the start of 

the next round. Once the second Astral 

Cat has materialised, treat it as a separate 

creature entirely, recording all damage 

done to it separately from the first. If one 

twin is reduced to 0 Hit Points, the 

remaining twin will materialise within 30ft 

of its fallen twin at the start of the next 

combat round. 

   Out of sight (Su) If a Astral Cat's twin 

has been released (ie, by being reduced 

to 50 Hit Points), either Astral Cat may 

disappear from sight. They are replaced 

by their respective twin, who appears 

within 30ft of where their sibling 

disappeared from at the start of the next 

combat round. 

 

 

 

 

 

 

WANTS: Astral Cats want  

to play, and occasionally eat and  

sleep, often in quick succession. 

Astral Panthers act to  

protect their young kin and 

ensure that they are safe from 

threats. If the PCs are able to 

make this antagonist feel that their 

wants have been met, award them 

XP as if they had defeated this  

antagonist in combat. 

 

 

 

 

 

  



 

 

DREEL 
 

The dreel are a large species of scaled 

serpents, known to function as aerial 

predators in the thin atmosphere of their 

home planets. Hunters highly prize the 

dreel and hunt them for their wings, which 

are feathered with a bright array of 

colours. They possess no arms or legs, 

instead spending their lives in mid-flight 

and land only to sleep.  

 

DREEL STEED  (COMPANION) 
                                             LEVELS 8-20 

Large hyperspace magical beast 

Senses darkvision 40ft, low-light vision 

Good Save Will; Poor Saves Fort, Ref 

Speed 30ft, fly 70ft (Ex, average) 

Melee Attack bite (S) 

Space 1ft, Reach 5ft 

Ability Modifiers Str, Int 

SPECIAL ABILITIES    

   Beautiful Plumage (Ex) While mounted 

on your dreel companion, you gain a +4 

circumstantial bonus to Diplomacy checks. 

Reflective Glare (Ex, 6th level) Once per 

hour as a standard action, a dreel steed 

can increase the brightness of their scales 

as a ranged attack (targeting EAC) at a 

target within 15 feet. On a hit, the target 

must succeed at a Will save (DC = 10 + 

half the dreel’s level + the dreel’s 

Intelligence modifier) or be dazzled for 

1d4 rounds. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

FUNGAL CHIMP 
 

Few things are quite as deadly as an 

enraged primate, much less one which 

shares much of its body with a potent 

breed of sentient fungus. The fungal 

chimps are considered a failure of genetic 

experimentation – a judgement that has 

done very little to improve their mood. It 

takes a considerable amount to tame one.  

 

 

FUNGAL CHIMP  (COMPANION) 
                                             LEVELS 3-12 

Small hyperspace ape 

Senses low-light vision 

Good Save Fort; Poor Saves Ref, Will 

Resistances cold 5 

Weaknesses vulnerable to fire 

Speed 30ft, climb 45ft 

Melee Attack brawl (S) 

Ranged Attack discharge (S) 

Space 1ft, Reach 0ft 

Ability Modifiers Str, Con 

SPECIAL ABILITIES    

   Spore Cloud (Ex, 7th level) When a 

fungal chimp scores a critical hit against a 

living creature with its discharge attack, 

the victim is surrounded in a cloud of 

fungal spores. These spores inflict 

Chimphoria. 

 

 

CHIMPHORIA  

Type poison (injury)  

Save Fortitude DC 16 

Track Intelligence  

Frequency 1/round for 6 rounds 

Cure 1 save 

  



 

 

GENTLEMAN-LOBSTER 

   The origins of many Hyperspace 

Animals is unknown. Not so with the 

Gentleman-Lobsters. Their creation is tied 

with the fate of Reginald Hefworthy 

(esquire), esteemed gent and member of 

the landed gentry who was aboard a 

luxury cruise ship one fateful evening. 

When the liner was struck by a chromaton 

storm, Hefworthy’s psyche was 

inadvertently fused with that of the ship’s 

cargo – namely a rare collection of 

Sarbartion Lobsters which were secured in 

the vessel’s hold. 

   Although many people consider rumours 

of the existence of Gentleman-Lobsters to 

be fairly ridiculous, they quickly change 

their tune when they encounter such 

beings. The Gentlemen-Lobsters travel as 

a colony, often numbering about a dozen, 

which can be fairly demanding for any 

spacefarer to witness. 

   Gentleman-Lobsters are highly 

intelligent and erudite, and demand such 

from those they speak with. Retaining a 

firm demand for polite graces and good 

old-fashioned diction, Gentleman-Lobsters 

are known for striking those who they 

perceive as possessing ‘bad manners’ 

with their potent pincers. On the plus side, 

makers of monocles and top hats often 

welcome travelling colonies of Gentleman-

Lobsters to their settlements, glad for the 

profits that such visitors often bring.  

GENTLEMAN-LOBSTER                  CR 2 

XP 250 

CG small creature 

Init +3; Senses low light vision; 

Perception +4 

DEFENSE       HP 14 

EAC 14; KAC 15 

Fort +3; Ref +1; Will +1 

DR 2/fire 

Defensive Abilities cunning crustacean, 

you shot my hat! 

OFFENSIVE     

Speed 35ft. 

Melee the mighty claw +4 (1d4+3 S plus 

crunch-crunch)  

Ranged duelling pistol +3 (1d6+3 P, range 

25ft) 

Spell-Like Abilities (CL 3rd) 

3/day –supercharge weapon, magic 

missile 

1/day – spider climb, junksword 

At will – life bubble, disguise self  

STATISTICS     

Str +3; Dex +1; Con +3; Int -1; Wis -2; 

Cha +2 

Skills Athletics +4, Engineering +5, 

Diplomacy +12, Piloting +4, Survival +6 

Languages Common 

ECOLOGY     

Environment any 

Organisation diner’s clubs (3-7)  

SPECIAL ABILITIES    

   You shot my hat! (Sp) Whenever a 

Gentleman-Lobster receives damage from 

a non-magical ranged attack, there is a 

10% chance that all such damage is 

reduced to 0.  

   Crunch-Crunch (Sp) When the 

Gentleman-Lobster deals damage to a 

target, it may immediately make a Sunder 

combat manoeuvre as a swift action 

against the same target.  

   Cunning Crustacean (Ex) When 

damage from any single source reduces a 

Gentleman-Lobster to 0 Hit Points, it is 

instead reduced to 1 Hit Point. This ability 

may only be used once per day.  

 



 

 

A young Gentleman-Lobster is a hard 

companion to train. Although they are 

sturdy, they are also fiercely independent. 

Upon reaching maturity, they leave their 

owner and journey off into the wilderness 

of space on their own to seek their own 

adventures. 

 

PINCHY-LOBSTER (COMPANION) 
                                             LEVELS 3-15 

Tiny hyperspace animal 

Senses low-light vision 

Good Save Fort; Poor Saves Ref, Will 

Speed 35ft, swim 40ft 

Melee Attack pinch (P) 

Ranged Attack starter’s pistol (P) 

Space 1ft, Reach 0ft 

Ability Modifiers Str, Con 

SPECIAL ABILITIES    

   Pinchy-pinchy (Ex) When a Pinchy-

Lobster deals damage to an enemy with 

its pinch attack, its next pinch attack 

against the same enemy gains a +2 

circumstantial bonus and deals 1d4 

additional damage. 

Emotional Support Lobster (Ex) While 

underwater, the lobster does not require 

air to breathe. As long as you are within 

5ft of the lobster, you do not require air to 

breathe either. 

 

 

WANTS: Gentleman-Lobsters rarely  

act aggressively, typically only when  

they feel that they have been insulted  

or otherwise dishonoured. In such 

instances, they often resort to such  

‘duels’ when an apology for such  

insults is not forthcoming. If the PCs  

are able to make this antagonist feel  

that their wants have been met by 

providing them what they want, award 

them XP as if they had defeated this 

antagonist in combat. 

  



 

 

GIGANTO-DOGGO 
 

   Not all beings which act as a hazard or a 

danger to an illustrious crew of 

adventurers are evil. Many creatures 

which drift through the infinite vastness of 

hyperspace necessarily intend to do any 

harm. Few illustrates this quite so aptly as 

the misunderstood Giganto-Doggo.  

   Nobody is quite sure where this rare 

species originated. Some believe that they 

may have once been household pets, 

perhaps locked in a storage hold aboard a 

space cruiser. Because time tends to pass 

in unique and uncertain ways in this realm, 

there is no way of knowing how many 

would-be years or centuries may pass 

aboard such a ship if it were lost in the 

realms of hyperspace. Enough time, 

perhaps, for small puppies to grow into the 

eager and bright-eyed dogs that they are 

now.  

   There is relatively little to differentiate a 

regular dog from a Giganto-Doggo, aside 

from the obvious. Both species are full of 

affectionate energy and eagerness to play. 

Both are loving and bubbly in their 

personalities, and both are immediately 

recognisable as dogs. The main 

difference, though, is that regular domestic 

dogs tend not to grow to the 

size of a large moon.  

   Each Giganto-

Doggo 

possesses a 

unique 

biome, formed 

across the 

surface of 

their body. 

This allows 

truly reckless 

(or heroic) 

adventurers 

to land on 

the surface of the canine. From there, they 

may explore the dog’s various bountiful 

fields, icy tundra, sweltering jungles, rocky 

mountains or more in the pursuit of lost 

civilizations or long-forgotten treasures. 

   Giganto-Doggos mean no harm. They 

do not understand that their playful nature 

is hazardous to space vessels, which the 

energetic dogs view in the same way that 

domestic dogs view a chew toy. Often, 

Giganto-Doggos will chase a ship across 

entire systems. For the crew onboard 

these ships, this can be quite terrifying, 

even if the crew are aware of the dog’s 

playful nature. Sadly, the dog’s eagerness 

to play has cost the lives of many 

spacefarers. Despite that, few find it in 

their hearts to assign malicious intent to 

the Giganto-Doggos.  

   Like their larger counterparts, baby 

Giganto-Doggos are energetic. They are 

considerably smaller, with newborn 

puppies being roughly the size of a large 

pony. Although they make for sturdy 

mounts and are often used as such by 

scouting parties, their most peculiar 

attribute is that even newly born Micro-

Giganto-

Doggos 

retain small 

versions of 

the adult dog’s 

unique 

biiomes. 

Typically this 

takes the form 

of wilderness 

shrubbery 

which springs 

from the 

puppy’s back 

and gives the 

canine a 

similarity to a 

walking 

bush. 



 

 

MICRO-GIGANTO-DOGGO 
(COMPANION) 
                                             LEVELS 4-15 

Large hyperspace beast 

Senses blindsense (sound) 80ft, low-light 

vision 

Good Save Fort; Poor Saves Ref, Will 

Speed 30ft, climb 20ft 

Melee Attack headbutt (B) 

Space 10ft, Reach 5ft 

Ability Modifiers Str, Con 

SPECIAL ABILITIES    

   Delicious Puppyberry Jam (Su) Once 

per week, a PC may harvest the berries 

that grow on the Micro-Giganto-Doggo’s 

foliage, bottle them, and turn them into a 

delicious jam. Once ready (a process 

which takes two days), a bottle of jam will 

be ready. This delicious preserve has 

restorative properties. This jam works as a 

healing serum, recovering Hit Points 

based on the Micro-Giganto-Doggo’s level 

as per below. 

Level Healing 

4-7 1d8 Hit Points 
8-11 3d8 Hit Points 
12-15 6d8 Hit Points 

Wagging tail (Ex) Attacks of opportunity 

made by a PC when mounted on the 

Micro-Giganto-Doggo receive a +4 

circumstantial bonus. 

 

YOUNG GIGANTO-DOGGO           CR 18 

XP 200,800 

CN Colossal beast 

Init +4; Senses blindsense (sound) 180ft, 

low-light vision; Perception +32 

DEFENSE   HP 420 

EAC 32; KAC 34 

Fort +22; Ref +18; Will +20 

Defensive Abilities lick wounds 

Resistances cold 40, acid 30, fire 30 

Immunity vacuum 

Weaknesses sonic 15 

OFFENSIVE     

Speed 120ft, fly 150ft 

Melee lick +31 (3d12+32 S)  

   or bounce excitedly +35 (6d8+30 B)  

   or roll over (4d12+29 B) 

Space 50ft ; Reach 40ft 

Offensive Abilities wagging tail, fetch 

STATISTICS     

Str +8; Dex -2; Con +10; Int +5; Wis +0; 

Cha +10 

Skills Survival +29 

Languages n/a 

ECOLOGY     

Environment any 

Organisation solitary, pair or groups (2-5)  

SPECIAL ABILITIES    

Wagging Tail (Su) When a targets 

positioned in a square which the Giganto-

Doggo threatens takes a Guarded Step 

action, the Giganto-Doggo may move up 

to 30ft as a free action. The Giganto-

Doggo must finish this movement in a 

square next to the PC that moved – if it 

cannot do so, then the Giganto-Doggo 

cannot take this action. This movement 

does not trigger attacks of opportunity. 

   Lick wounds (Sp) Up to three times per 

day, a Giganto-Doggo may, as a full 

action, lick any wounds they have 

received to immediately regain 8d6+20 Hit 

Points. Doing so also removes any 

conditions, as well as ending any poison 

or disease effects.  

  Fetch (Sp) Once per day, as a full 

action, a Giganto-Doggo may cause any 

PCs within 30ft of them to be pushed back 

directly away from the Giganto-Doggo up 

to 100ft. Any targets who are pushed back 

in this manner receive 8d6+20 B damage 

(Fortitude savings throw DC 18 to take 

half). If the targets impacts on any wall or 

similar solid surface, they take an 

additional 4d6+10 B damage (which 

cannot be reduced). The Giganto-Doggo 

may then make a charge attack action 

against one target. All squares within 30ft 

of the Giganto-Doggo’s starting location 

are strewn with rubble and considered to 

be difficult terrain. None of the movements 

resulting from this action trigger attacks of 

opportunity. 

 



 

 

 

MATURE GIGANTO-DOGGO           CR 4 

CN Large starship beast 

Speed 6; Manoeuvrability average (turn 

2) 

AC 17; TL 16 

HP 140; DT n/a; CT 28 

Shields Light 50 (forward 13, port 12, 

starboard 12, aft 13) 

Attack (Forward) Reverberating bark 

(4d8, range 4 hexes) 

Attack (Port) Paw swipe (4d8 range 1 

hex) 

Attack (Starboard) Paw swipe (4d8 range 

1 hex) 

Power Core Heart full of love (150 PCU); 

Drift Engine none; Systems budget 

short-range sensors, mk 4 armor, mk 3 

defences; Expansion Bays none 

Other Abilities Awooo 

CREW ACTIONS    

Engineer (1 action) Engineering +4  

Gunner (1 action) gunnery +5 (1 rank) 

Pilot (1 action) Computers +14 (3 rank) 

SPECIAL ABILITIES    

   Awooo (Su) Twice per day, during the 

gunner phase the Giganto-Doggo may 

howl, causing all targets within 12 hexes 

to suffer 5d8 damage. This does not count 

as an attack and the Giganto-Doggo may 

continue to make attacks as per normal.  

Living Starship (Ex) A Giganto-Doggo is 

a living creature which can also function 

as a starship in order to engage in starship 

combat. It possesses no crew, but can still 

take crew actions using the skill bonuses 

and ranks listed. Modifiers for its size, 

speed, and manoeuvrability have already 

been factored into its statistics. Use the 

following table to determine the effects 

when a Giganto-Doggo takes critical 

damage.  

d% System Effect 

1–30 Weapon During the next 
round, the Giganto-
Doggo’s Paw swipe 
attack action has a 
20% chance of 

failure 
31–60 Propulsion During the next 

round, the Giganto-
Doggo’s speed is 
reduced by 2 

61–90 Heart Condition applies 
to all engineer 
actions, except 
when patching or 
repairing the heart 

91–100 Brain Reduce the shields 
in each quadrant 
by 4 

 

 

ELDERLY GIGANTO-DOGGO              

At their fullest size, a fully mature Giganto-

Doggo grows to the size of a small 

planetoid. No longer a threat to any 

spacefarer, the enormous canines now 

function as an environment. Adventurers 

are able to land on an Elderly Giganto-

Doggo’s back and travel across its 

surface. The atmosphere within the biome 

is often breathable, but can be hazardous. 

 

1d6 Environment 

1 Forest 
2 Heavy snowfall 
3 Arid desert 
4 Mountainous 
5 Grasslands 
6 Volcanic 

 

Forest areas reduce manoeuvrability for 

the PCs, slowing their progress – the PCs 

speed is reduced by half.  

Heavy snowfall causes areas of 

increasing cold – any PCs who are 

wearing armour which is below level 8 

must make a Survival check (DC 18) 

every two hours while in this environment. 

Failure results in 2d8 cold damage 

(Fortitude savings roll, DC 15, reduces this 

damage by half).  

Arid desert causes extreme heat. 

Although most armour can regulate this 

heat, the lack of natural cover poses a 

threat. PCs must attempt a Constitution 



 

 

check (DC 16) every three hours, with 

failure resulting in the Fatigued condition. 

Mountainous environments require all 

PCs to attempt an Athletics check (DC 14) 

once during their travels, with failure 

indicating a non-lethal trip or fall resulting 

in 1d4 damage. 

Grasslands pose no environmental 

threat. 

Volcanic environments have a 75% 

chance of releasing superheated magma 

every 1 hour. PCs in this region who are 

caught in such a burst suffer 3d8 damage 

(Reflex savings throw, DC 17, takes half).  

 

1d6 Population 

1-2 Uninhabited 
3 Hostile animal packs 
4 Dead world 
5 Early-developing  

sentient species   
6 Industrial cities society 

 

When travelling across a wilderness atop 

an Elderly Giganto-Doggo’s back, PCs 

may encounter a variety of different 

species. 

Uninhabited Giganto-Doggos have no 

local populations. 

Hostile animal packs are CR 8 or less 

and should possess the animal or plant 

subtype. The GM should select 

appropriate antagonists to challenge the 

party, taking into account the environment. 

A Dead world is one whose civilizations 

have long since died out, either through 

self-annihilation or extermination from an 

outside force. PCs may attempt a Survival 

roll, DC 14, to recover items from the ruins 

of this civilization.  

Early-developing sentient species have 

a 25% chance of reacting in a hostile 

manner to the PCs, viewing them as alien 

interlopers. They are otherwise non-

threatening and willing to trade, although 

their trade goods are limited to items 

carrying the archaic subcategory. 

Industrial cities society settlements are 

willing to trade, and have no restrictions 

on items. 

Trading can be attempted with either 

early-developing sentient species or 

Industrial cities societies. PCs can attempt 

a check to open trade negotiations, based 

on Diplomacy, Bluff or Intimidation, at DC 

14-18 (as determined by the GM). 

Attempts to use the Intimidation skill on 

early-developing sentient species suffer a 

-5 penalty, and failure on the Intimidation 

roll causes the early-developing sentient 

species to become hostile – it is never 

wise to bully others. 

 

If the PCs are successful at Trading, or 

succeed on exploring the ruins of a Dead 

world, they may gain Items. The GM may 

select 1d6 individual items ranging from 

armour, weapons, or personal items, up to 

the following levels. 

 

1d4 Items available 

1 Up to item level 4 
2 Up to item level 6 
3 Up to item level 8 
4 Up to item level 10 

 

 

 

 

 

WANTS: Giganto-Doggos want  

nothing more than to play. They  

are full of energy, and attempting  

to play with them is no small feat. 

However if the PCs are able to  

make this antagonist feel that their  

wants have been met by providing  

them what they want, award them  

XP as if they had defeated this  

antagonist in combat. 

 

 

 

 

  



 

 

HYPERANTS 
 

Many species throughout the known 

galaxy have experimented with introducing 

their native ant species to space travel. 

Mutations to the ants used in the 

experiments was an unintended side 

effect, leaving the Hyperants possessing 

the intelligence – and size – of an infant 

human.  

 

 

HYPERANT  (COMPANION) 
                                             LEVELS 1-10 

Medium hyperspace beast 

Senses blindsight (hearing) 60 ft.; 

sightless 

Good Save Will; Poor Saves Fort, Ref 

Speed 25ft, burrow 50ft 

Melee Attack bite (P) 

Space 10ft, Reach 5ft 

Ability Modifiers Con, Wis 

SPECIAL ABILITIES    

   Reconfiguration (Ex) Once per hour, a 

hyperant may chew on a single non-

magical item which has a bulk of 1 or less. 

After 5 minutes of chewing, the hyperant 

can transform the object to any other non-

magical item of bulk 1 with the same (or 

lower) item level as the hyperant’s level. 

This can be used to create non-powered 

melee weapons, but cannot create any 

items that require functional moving parts 

or require energy sources, such as ranged 

weaponry or cybernetic augmentations. 

Forging trade goods or money in this 

method is considered illegal in most 

galactic systems. 

 

 

 

 

 

 

 

 

LUMINOUS GLITCH 
 

Created by technomancers as a means to 

find technological companionship during 

their travels, luminous glitches are sentient 

computer errors which have been freed 

from the confines of their hardware. These 

small flickering glimmers of light float 

gently in the air, making soft chirping 

sounds while they shift from one vibrant 

colour to another. 

  

LUMINOUS GLITCH (COMPANION) 
                                             LEVELS 4-12 

Tiny hyperspace digital beast 

Senses blindsight (lifesense) 40 ft.; 

sightless 

Good Save Fort; Poor Saves Ref, Will 

Defensive abilities Unliving  

Weaknesses vulnerable to fire 

Immunities electricity 

Speed 30ft, fly 40ft (Ex, average) 

Melee Attack bludgeon (S) 

Ranged Attack shock (E) 

Space 2-1/2 ft. Reach 0 ft 

Ability Modifiers Int, Cha 

SPECIAL ABILITIES    

   Bright (Ex) A luminous glitch sheds 

normal light in a 30-foot radius around 

itself. As a move action, you can 

command this creature companion to shift 

to dim light, or from dim to normal light. 

Blaze (Ex, 6th level) Every 1d6 rounds, a 

luminous glitch can reflect all of its innate 

electrical light as a ranged attack that 

targets EAC. This attack has a range 

increment of 50 feet and the shaken 

critical hit effect. 

  



 

 

REGAL AMOEBA 
 

The regal variety of amoebas are among 

the most noble and glorious of their 

species. Capable of growing to the size of 

a small cat, a young regal amoeba is 

identifiable by their distinctive blue 

colouring (as well as being a gigantic 

amoeba). They possess a keen desire to 

seek out knowledge, and are known to 

particularly enjoy living in places where 

there is a high amount of data such as 

network hubs and libraries. 

 

REGAL AMOEBA (COMPANION)  
                                           LEVELS 13-20 

Medium hyperspace magical beast 

Senses blindsight (lifesense) 40 ft. 

Good Save Will; Poor Saves Fort, Ref 

Defensive abilities amorphous; 

Resistances electricity 5 

Speed 35ft, fly 20ft (Ex, average) 

Melee Attack smash (S) 

Ranged Attack molecular juices (E; 

critical corrode 1d4) 

Space 5 ft. Reach 5 ft. 

Ability Modifiers Con, Wis 

SPECIAL ABILITIES    

   Calming chirps (Su) While the Regal 

Amoeba is within 5 feet of you, their soft 

chirping grants you a +2 enhancement 

bonus to saving throws against emotional 

and mind-controlling effects.  

Molecular decompression (Su, 15th 

level) Once per day, a regal amoeba may 

attempt to latch onto a static, inanimate 

object. Once it has done so, it may (as a 

full action) secrete a fluid over the object 

which reduces the object’s hardness by 

half (rounded down).  

 

 

 

 

 

 

 

TEMPORAL WORM 
 

Starships which are capable of travelling 

through time are extremely rare, and those 

that do exist are heavily regulated. The 

few ships that have made such journeys 

reported seeing curious sights among the 

timestreams – writhing earthworm-like 

creatures. These temporal worms stick to 

the hulls of time-travelling starships, 

sucking up loose chronal energies. They 

also make affectionate and snuggly 

companions.  

 

TEMPORAL WORM (COMPANION)  
                                             LEVELS 1-10 

Small hyperspace fey beast 

Senses darkvision 60ft, low-light vision 

Good Save Ref; Poor Saves Fort, Will 

Defensive Abilities: void adaptation  

Weaknesses vulnerable to sonic 

Speed 25ft 

Melee Attack bite (S; critical bleed 1d4) 

   or tail smash (B) 

Space 1ft, Reach 0ft 

Ability Modifiers Str, Cha 

SPECIAL ABILITIES    

   Time-screech (Ex) As a standard 

action, a temporal worm can unleash a 

burst of time energy, causing each living 

enemy creature within 20 feet to become 

shaken for 1d4 rounds unless it succeeds 

at a Will saving throw (DC = 10 + 1-1/2 × 

the temporal worm’s level). Regardless of 

whether a creature succeeds at this 

check, it is immune to that temporal 

worm’s screech for 24 hours.  

Temporal adjustment (Su) Once per 

hour, at the start of combat after initiative 

has been rolled but before any character 

has taken their action, you may raise or 

lower your initiative by 2. If the temporal 

worm moves more than 20 feet from you 

at any point during combat, your initiative 

returns to its original number. 

 

  



 

 

WOLPERTINGER 
 

   “If you are ever travelling through the 

mountainous heights of the planet Iae, 

keep an eye open for the elusive 

Wolpertinger!” It is with this slogan that the 

tourist board of Iae developed not only the 

legend of the mystical beast, but ensured 

that their planet would remain an 

appealing holiday destination for 

centuries.  

   Rumoured to be mischievous and 

enigmatic creatures, the wolpertingers are 

reputed to possess heads that are similar 

to Terrosian rabbits, antlers like Carosian 

elk, as well as large eagle-like wings and 

exceptionally large teeth. The bizarre 

nature of this odd monstrosity is little 

surprise when one realizes that the man 

who invented the myth of the wolpertinger, 

Arcublus Zentrados IVth, is also renowned 

as the developer of some of the most 

potent mind-altering chemicals in the 

whole of Iae’s history. 

   However after almost three centuries of 

enjoying the fruits of Zentrados’ artistic 

ingenuity, the Iae tourism industry started 

to experience a slump. 

 

 

 

  

For three hundred years people had 

flocked to the little planet on the far end of 

the galaxy, and in that time no tourist had 

caught sight of such a creature. The 

galactic broadcasting corporation N-

SPACE went so far as to run an 

investigative report, accusing the planet of 

fabricating the entire story.  

   Fearing for the threat that the lack of 

income posed to the planet’s economy, 

Prime Minister Tchulos, with the support of 

Iae’s elder council, approved for 

geneticists from across the planet’s best 

academic institutes to create the planet’s 

very own real, actual, living wolpertinger. 

After eight years of exhausting work, the 

efforts were a success – the planet’s first 

clutch of young wolpertingers were born in 

a laboratory. The younglings were healthy, 

feisty, and possessed a ravenous taste for 

Iae flesh. The latter was not intended 

during the testing phase. Neither was the 

wolpertinger’s accelerated reproductive 

cycle.  

   Six months later, the entire population of 

Iae had been devoured by wolpertingers. 

The planet has since been placed under 

an extensive quarantine. Landing on the 

planet is technically forbidden to all – 

although numerous war-like cultures 

across the galaxy still tend to send their 

young off to hone their battle skills against 

the ravenous horde. 

 

WANTS: Wolpertingers desire  

only to devour the flesh of the 

living. If the PCs are able to  

satiate this hunger in some  

manner (preferably without  

causing the death of any 

innocents!), award them XP as  

if they had defeated this  

antagonist in combat.  

 



 

 

WOLPERTINGER                              CR 6 

XP 1,600 

CN medium animal 

Init +5; Senses low light vision 30ft; 

Perception +5 

DEFENSE   HP 75 

EAC 20; KAC 23 

Fort +3; Ref +4; Will +2 

Defensive Abilities skyward leap 

OFFENSIVE     

Speed 35ft. 

Melee toothy bite +12 (1d8+7 S; critical 

bleed)  

   or Go For The Neck 

Ranged antler rush +10 (2d6+3 P; critical 

wound, range 10ft) 

Offensive Abilities Hop Around 

STATISTICS     

Str +1; Dex +4; Con 0; Int 0; Wis +1; Cha 

+2 

Skills Athletics +9, Intimidate +14, Stealth 

+12, Survival +6 

Feats kip up, spring attack, terrifying 

presence 

ECOLOGY     

Environment Iae 

Organisation groups (3-5)  

SPECIAL ABILITIES    

   Skyward Leap (Ex) As a move action, a 

Wolpertinger which is on solid ground may 

immediately leaps up to 25ft upwards. If 

the Wolpertinger is unable to move 

upwards to a full height of 25ft, it moves 

as far as it is able. On each turn in which it 

is airborn, the Wolpertinger must descend 

10ft – descending does not count as a 

move action, and the Wolpertinger may 

take a move action on a horizontal axis as 

per normal. Ascending and descending 

movement caused by Skyward Leap does 

allow for attacks of opportunity.  

   Go For The Neck (Sp) If airborn, a 

Wolpertinger may as a full action move up 

to 40ft and descend down upon a target 

and then make two toothy bite attack 

actions. After both attacks, the target is 

then knocked back by 10ft.  

   Hop Around (Ex) When a Wolpertinger 

reduces a target’s Hit Points to zero, it 

may immediately take an additional move 

action which does not trigger attacks of 

opportunity. 

    

 

 

 

 

 

 

 

 

 

Infant Wolpertingers are named 

Wolpertincubs, naturally. Despite their 

adorable aesthetic, they are exceptionally 

carnivorous.  

 

WOLPERTINCUB (COMPANION) 
                                             LEVELS 8-15 

Small hyperspace beast 

Senses low light vision 30ft 

Good Save Ref; Poor Saves Fort, Will 

Speed 30ft, fly 50ft 

Melee Attack bite (B) 

Space 1ft, Reach 0ft 

Ability Modifiers Dex, Int 

SPECIAL ABILITIES    

   Darting Speed (Ex) Once per day, a 

Wolpertincub may take an additional move 

action.  

Big sharp pointy teeth (Ex) If a 

Wolpertincub’s attack roll surpasses their 

target’s KAC by 5, the attack deals an 

additional point of damage per Creature 

Companion level. 

  



 

 

NEW CHARACTER THEMES 

 

 

ANIMAL HANDLER (+1 CHA) 

You have an exceptional capability to 

connect with the soul of animals, matched 

only by your urge to help out your beloved 

companions. Although you often travel 

with fellow adventurers, your true heart 

lies in the wildlife and you will almost 

always have at least one wild animal 

padding along by your side. 

Theme Knowledge (1st)   

You possess an encyclopaedic lore of all 

different types of animal life throughout the 

galaxy. Reduce the DC to identify sentient 

animal creatures using Life Science by 5. 

Survival is a class skill for you, though if it 

is a class skill from the class you take at 

1st level, you instead gain a +1 bonus to 

Survival checks. In addition, you gain an 

ability adjustment of +1 to Charisma at 

character creation 

 

Can you understand me? (6st)   

You are able to use body language as well 

as your tone of voice to express yourself 

to wild animals. When attempting to 

Handle an Animal, you may choose to use 

Diplomacy or Bluff instead of Survival. 

Shhh, easy now… (12st)   

You can recognise when a seemingly 

angry wild animal is actually hurt or 

scared. When you successfully use 

Survival to change the attitude of a hostile 

creature, it changes one additional step 

(ie, from hostile to indifferent).  

Gotta befriend ‘em all! (18st)   

Up to twice per day, when you befriend a 

new species of animal, you regain 1 

Resolve Point. Befriending a creature 

usually takes 10 minutes at most (and 

doesn’t count as resting to regain Stamina 

Points), and requires the animal’s 

disposition to be either Friendly or Helpful. 

 

 

XENO- VETERINARIAN (+1 INT) 

Your capacity to care for the wellbeing of 

animals is rivalled only by your knowledge. 

Your travels bring you to many parts of the 

galaxy, often requiring urgent need to 

save the life of injured or sickly pets. Your 

true love is watching one of your furry 

friends complete their journey to health. 

Theme Knowledge (1st)   

You have learned to adapt to the 

necessity to diagnose illness from animals 

that cannot speak. Reduce the DC to 

identify information about a disease or 

poison using Medicine by 5. Medicine is a 

class skill for you, though if it is a class 

skill from the class you take at 1st level, 

you instead gain a +1 bonus to Medicine 

checks. In addition, you gain an ability 

adjustment of +1 to Intelligence at 

character creation 

 

Administer care (6st)   

You can heal an injured creature 

companion, whether it is yours or an ally’s. 

Once per day, you can spend 10 minutes 

to heal an ally up to 5 Hit Points per 

character level. 

Now now, don’t bite (12st)   

You have grown resistant to the poisons 

that your wild animal friends deploy. Once 

per day, you can reroll a Fortitude saving 

throw to resist the effects of a disease or 

poison received from an animal. 

Preventative medicine (18st)   

Up to twice per day, when you act to 

prevent harm coming to a creature (a 

creature companion or a wild animal), you 

regain 1 Resolve Point.  
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