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01: Setting
This chapter will give you an overview 

of the thematic backdrop of the game: the 
imaginary landscape where all of its ac-
tion, character development, drama and 
resolution takes place. it is here where tour 
adventures will take place, where your he-
roes will meet their destiny, confront their 
worst enemies, and perhaps do their part 
to nudge the course of human history just 
a little in the right direction. The game of 
Septimus has a multi-headed setting, where 
the game can take root just as easily in one 
place as much as any other. The setting 
includes:

•	The	galactic	Seventh	Empire,	which	
spans	all	known	space

•	The	mysterious	worldsphere	Septimus,	
which	is	big	enough	to	accommodate	the	
entire	galactic	population,	and	which	lies	
on	the	edge	of	known	space

•	The	worlds	within	Septimus,	including	
numerous	planets,	moons	and	asteroids,	
each	with	its	own	unique	culture

•	The	domain	of	the	tyrannous	Sindavar	
Extent,	including	the	edges	of	its	territory	
where	its	own	law	and	order	have	begun	
to	crumble

•	And	finally,	the	practically	endless	fron-
tier	of	the	sphere’s	surface	where	any-
body	can	get	lost	anywhere	just	by	hiding	
out	in	plain	view,	no	more	visible	against	
the	vast	backdrop	of	the	surface	than	a	
single	grain	of	sand	on	a	beach.

However, before one can explore the 
sphere, learn its mysteries, fight its over-
lords and partake of its dramas, one must 
actually get to Septimus. And as anybody 
from the Seventh Empire knows, getting 
anywhere these days is a pretty tall order. 
Little of the system is known, and what 
has been reported is almost certainly lies, 
exaggerations and misinterpretations. For 
many of those going to Septimus, they are 

simply too desperate to leave the Empire, 
or too hard-bitten, to care about what they 
don’t know about the place. Chances are, 
wherever these people are coming from, 
anything within the sphere is preferable to 
the death throes of the Seventh Empire out 
in realspace. These are the naïve travel-
ers who often end up as fodder for preda-
tors along the way, for if there is anything 
certain about Septimus, it is this: you bet-
ter realize what you are in for before you 
make the trip, because going to a place like 
Septimus is not the kind of trip you can just 
back out of. When you go, you must go all 
the way. If you are to do that, then you had 
better do your homework first. All too often 
sufficient preparation is what separates the 
successful travelers from those skeletons 
in torn spacesuits drifting across the cold 
darkness of space; a grim warning to those 
foolish enough to repeat such folly.

The Seventh Empire
The game of Septimus takes place in a 

galactic civilization that has run its course 
and now is going through an extended 
death spasm. This civilization is the vaunted 
Seventh Empire, the greatest single politi-
cal entity ever crafted by humanity. The 
Empire’s mostly undisputed reign over all 
known space has extended for more than 
seven millennia, and during the time it has 
seen the colony ships of a thousand worlds 
reach out across the darkness of space to 
create new settlements. Endless expan-
sion has been the hallmark of the Empire, 
giving it the growing resources it needed 
to sustain an increasingly affluent culture, 
but that has all come crashing down with a 
speed and suddenness that took all but the 
most prescient of forecasters entirely off 
guard. Since then, the history of the Em-
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pire has been one of desperate attempts to 
cling to what it has, while entire systems 
fall by the wayside, and every past grudge 
and grievance harbored in the hearts of the 
Empire’s subjects has become a cause to 
secede, to rebel, to turn away. It is a dark 
time for the Empire, and many of its lead-
ers are simply content to hold on the what 
wealth they can, living lives of isolated 
comfort while their great social construct 
disintegrates. Others have joined the mass 
exodus to Septimus, where they hope to 
re-establish their power base within the 
worldsphere. Still others have tried to stick 
it out but have been dislodged from their 
homes and positions by forces beyond their 
control. Such is the way of the Empire these 
days.

History

  It was not always like this. The Seventh 
Empire took root more than 7,000 years ago 
through the collective effort of those space 
faring powers who left their various home-
worlds behind many thousands of years 
before and joined in the depths of space to 
create a star-spanning society that would 
be a mutual benefit to all. Wildly divergent 
social, military and commercial priorities 
soon pushed this patchwork collective to 
the brink of collapse, so it fell to the elites 
to impose their will upon their charges, 
demanding they sacrifice some freedom 
for the sake of stability. Thus was born 
the first galactic empire, whose name has 
been lost to the passage of time. It ruled in 
its own way for a time before it fell to the 
same perils that consume all great empires: 
infighting, greed, passion, sloth, decadence, 
jealously, brutality, elitism, tyranny. Thus 
the empire fell, and a great chaos reigned 
in its stead until a new empire was reborn 
from the ashes of the old, restoring peace 
and plenty among the worlds of the gal-
axy and reminding its people what it could 
mean to be part of something great. Alas, 
all empires must die, and so too did the 
third, fourth, fifth and sixth, until such time 
as the wreckage of history had piled so high 

that the galaxy seemed to be smothered 
under the weight. It was from this environ-
ment that the seed of the Seventh Empire 
sprung.

Although the galaxy had long been ruled 
by elite groups of one kind or another, 
the rise and fall of the various empires of 
history never did much to dislodge these 
entrenched groups from their power. Some 
were destroyed with each great upheaval, 
of course, but many of these institutions 
were older and more stable in their ways 
than the empires of which they were part. 
So it was that simple companies, military 
institutions, social groups, extended fami-
lies and other populations bound by en-
during commonalities became long-lived 
dynasties, each with its own brand of power 
and styles of leadership. Each had culti-
vated the kind of wealth that perpetuates 
itself. Each had developed a way of life that 
was unique and as much a part of history as 
the empires of old. Each had become some-
thing greater than its individual members, 
something that the common people of the 
galaxy clung to during times of trouble. The 
greatest of these is the Aedos Dynasty, 
a large family of self-styled nobles whose 
financial interests stretch across the entire 
galaxy. Its philosophers have shaped the 
pattern of thought for trillions of people. Its 
soldiers have enforced its will across the 
stars. Its factories have manufactured the 
very building blocks of an empire. Its will 
has been absolute.

The Aedos nobility has ruled for more 
than seven centuries from Aedos Prime, its 
homeworld near the center of the galaxy. 
Ensconced in almost unimaginable levels 
of wealth, power and privilege, the Aedos 
nobles consider themselves almost a race 
apart from the rest of humanity, carefully 
and selectively bred into a particular geno-
type that has made the Aedos bloodline 
very much an isolated gene pool from which 
all future lords of the galaxy are meant to 
come. The elitism and special rule of the 
Aedos has been made possible by its many 
tiers of leadership, each lording over the 
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one before it. The members of these tiers 
are in turn driven by the hope that in reach-
ing the pinnacle of their particular level of 
the pyramid they might be granted the op-
portunity to interbreed with the Aedos. This 
would ensure that one’s own descendants 
might become part of the Familia Galac-
tica. It is a wild dream held by the most 
ambitious of commoners, and somehow the 
dream endures despite the grand scope of 
the galaxy and despite the fact that incredi-
ble fortunes can be made without ever com-
ing into contact with the core of the Aedos 
Dynasty. Such is the power of the Aedos.

The economics of the Empire have been a 
simple, if gigantic, network of manufacture, 
trade and retail. A constant force in the 
galaxy has been rising population and the 
necessary colonization of other worlds. As 
intrepid settlers have tamed new planets on 
the galactic frontier, they created new soci-

eties with great economic power and needs. 
As the empire has thus expanded, the Ae-
dos industrial base has been there to build 
cities out of wilderness, to bring civilization 
where there is none. Those who settled the 
outlying worlds of the empire have exploited 
new resources and sent them back to the 
core of the empire for sale and to further 
enrich the entire system. As competing 
interests among the populace have created 
friction and even internal warfare — many 
other companies, organizations and clans 
have built their own militaries, even if they 
pale to that of the Aedos — it has been the  
self-important Aedos warfleet that has kept 
the peace. Capable of subjugating entire 
planets in a single bombardment, the vari-
ous armadas of the fleet keep all imperial 
subjects in line and working in relatively 
peaceful productivity. Still, old grudges die 
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