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Races in Black Space 
Custom Mod for Bryan Mullins 8.11.18 

 
Aliens have 4 kinds of racial abilities. Mandatory racial abilities must be taken as one or more of the 3 
starting abilities upon making the character. Optional racial abilities can be “grown into” by exploring 
those lines in the cultural and genetic codes twining through the character. 
 
Mandatory limits are racial abilities that are -1 neural load, and they have disadvantages that are 
automatic for the character, from generation on. Optional limits are shortcomings (-1 neural load) that 
can emerge as the character develops.  
 
A player can choose to give the character an optional limit instead of burning 3 attribute points when 
taking an ability that would normally be beyond the character’s neural load. 
 
GMs and Players are encouraged to come up with abilities that fit their customized vision for these aliens 
or other aliens. Mandatory abilities and limits are optional, and optional alien abilities are a great way to 
make “mutants” or half-breeds. 
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AASIMAR 

 
Aasimar look like humans, but idealized and perfectly symmetrical. Their skin colors range through the 
colors of fire, ashes, clouds, and sky. Most have a slight build. Their white teeth glow. Time does no 
damage to an aasimar, but they appear more aged as they channel cosmic energy. 
 
Stereotypes. Aasimar are an alien’s best effort to copy humans that ran into its domain, but the entity 
misunderstood the foibles and flaws that define humanity. Some aasimar are so determined to show 
how good they are that they are absolutely hiding something, other aasimar are all angsty about how 
hard things are for them because of their condition, oh boo hoo, coping with all that radiant hair and 
perfect skin and cosmic power. Aasimar do that “hero” thing a little too on the nose; anything too good 
to be true generally is. (Even the name aasimar is customized to go first in an alphabetized list.) 
 
Mandatory Racial Abilities. Theses must be at least two of the character’s starting abilities. 
 

 Restoration. You can touch someone as an action and grant them 1 hit point per your level. Every 
time you do this, roll a 1d6 usage die, and if you roll a 1 or 2, add 1 year to your visible age. 

 

 Light Bearer. You can create a floating glowing orb of about 60 watts that must stay close, at will. 
Ignore 1 hit point of energy damage per level (including sunburn, blasters, and fire, but not vibro 
weapons.) No amount of bright light can cause you disadvantage, or surprise you, or cause damage 
(including snow blindness, staring into a sun, or flash grenades.)  

 
Mandatory Limit. This must be taken at generation. Each one is -1 neural load. 
 

 Isolated. NPCs may fantasize about you, but somehow they cannot sustain any kind of long-term 
relationship (PCs can do what they want.) There is something distant about you; you can inspire 
loyalty, but not intimacy. You are missing something needed to deeply connect with people. If you 
try to create life (through sex, cloning, or any other method) passing on the spark of your life 
increases your visible age by 10 years. 

 
Optional Racial Abilities. These can be purchased as appropriate upon investing in the aasimar side. 
 

 Invisible Radiance. You can see up to about 20 meters even in complete or partial darkness, seeing 
a grayscale world that reflects the cosmic flame you bear across multiple spectrums of energy. 
 

 Retractable Wings. As a full round action, you can extend or retract gorgeous glowing energy wings 
with about a 6 m wingspan. Flying speed is x2 your running speed in 3 dimensions, using DEX to 
resist mishaps or maneuver. Your encumbrance remains the same, trying to carry a person grants 
disadvantage to flying. Every time you use Wings, roll a 1d6 usage die, and on a 1 or 2, add 1 year to 
your visible age. 

 

 Smite. Take an action to connect your life force to another life force in nearby range (no need to 
touch, most barriers don’t matter, some energy barriers might), and if you do not take damage 
before you have an opportunity to spend another action, automatically hit and inflict [1d6 x level] 
hit points. Some targets can save for ½ damage using DEX or WIS. You can spend up to 1 hit point 
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per level to add to the 1d6 roll after seeing what the roll is, to increase damage. Every time you use 
Smite, roll a 1d6 usage die, and on a 1 or 2, add 1 year to your visible age. 

 
Optional Limits. Each one is -1 neural load. 
 

 Accept Sacrifice. A willing person can choose to sacrifice self or submit to sacrifice to increase your 
neural load by 1. Once this has happened, any time a willing person wants to sacrifice self or submit 
to sacrifice to bolster you, that sacrifice reduces your visible age by (10 years – 1 per victim’s decade 
of life) or (5 years per sacrifice’s level) whichever is higher. Once you have this limit, your eyes will 
bleed every time you channel cosmic power (maybe a drop for activating a light, to runnels when 
smiting.) 
 

 Echo of Victims. Upon sleeping after using cosmic power, you dream of echoing voices of those you 
could not save. Upon waking, test WIS, and if you fail, add 1 year to your visible age. 

 

 Taste of Distance. You carry the shadow of endless space in your shadow. When you join in a social 
situation, make a WIS save. If you do not succeed, the conversation dies and those who were 
participating suddenly think of reasons to elsewhere and do other things. You can apply this effect 
at will. 

 

 Sunlost. In your dreams there is a warmth and light that makes the waking world thin, dim, and 
cold. In your dreams you understand what you’re supposed to do, you have certainty and 
established place and camaraderie. Your waking loneliness is unbearable. Positive social interactions 
are made at a disadvantage, as are saving throws against lethal effects. There are rare drugs or 
other remedies to try and combat sunloss, but they must be discovered in game. This limit can be 
cashed in by an unpleasant process of rooting out the sense of home, love, and purpose, and by 
taking 1 neural load. 
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GARGOYLE 
 
Gargoyles are human size, but weigh x8 more than a human’s meat. They are made of energized stone. 
Some are craggy, pitted, and scarred, while others are smooth or artistically textured; they can appear 
as beautiful human statues, or twisted monstrous nightmares. They were originally created by a race of 
energy beings to serve as emissaries to humanity (or destroy them, or serve as spies, no one knows), 
crafted to reflect thoughts of the humans that encountered the energy beings but could not 
communicate with them. Something happened to wipe the neural patterns of the gargoyles, so now 
they do not know what to say or what made them. 
 
Stereotypes. As reflections of human thoughts from an alien perspective, they are images and fragments 
of personality that have to fill in the blanks with their own experiences. They are unfinished, they are 
tools with no purpose abandoned at the work site, and with no inner drive they tend to attach 
themselves to a real person and try to find meaning through imitation. They also don’t understand why 
you shouldn’t kill people, not really; any true emotion is beyond them and anything that looks like 
emotion is pretend. Real enough to get into your heart, fake enough to break it. 
 
Mandatory Racial Ability. This must be one of the character’s starting abilities. 
 

 Stone. No need for air, food, water, or cushions. Ignore the first 3 damage from any physical injury. 
(This stacks with armor.) Weigh x8 normal meat. Cannot gain any ability based on being a meat-
based creature. (GM rules.) Cannot integrate with cybernetics. Limbs count as hand weapons. This 
condition grants advantage and disadvantage in many situations as appropriate, rather than serving 
as a list of special abilities. 
 

Mandatory Limit. This must be taken at generation. It is -1 neural load. 
 

 Hybrid. The life force is an energy being, but it is anchored to stone material. You must go dormant 
for 6 hours in every 24, becoming an unconscious and inanimate statue. Every 6 hours you spend 
dormant heals 1 hit point, and this is the only way you can heal. 

 
Optional Racial Abilities. These can be purchased as appropriate upon investing in the gnomish side. 
 

 Aware Dormancy. You are vaguely aware of what is going on around your dormant form, and you 
can activate in less than 6 hours at the cost of 1d4 hit points, or stay dormant until convenient. 
 

 Chi Energy Attack. Channel energy to create flames, lightning, or energy bolts. One action to focus, 
one action to release the attack. It automatically hits up to 1 target per level at near range, doing 
damage totaling 2 per your level, spread across multiple targets if you want to dilute damage. (At 3rd 
level, generate 6 hit points, split between up to 3 targets; 6 to one, 4 to one and 2 to another, etc.) 
You can do this once per level between dormant periods. 
 

 Cyber Hybrid. Adapted energy systems can accept custom cybernetics. 
 

 Flexible Dormancy. You must be dormant for 18 hours in 72, but you can arrange it how you like. 
 

 Hardened. Add 1 point of effective armor. 
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 Life Drain. Hold on to a living humanoid target and spend 2 actions activating this ability to regain 1 
hit point for every 5 CON the target has, reducing the target’s CON by 5 per drain. After the drain, 
the target must test CON and succeed or die from massive system shock. The target recovers 1 CON 
per day of adequate rest and light duty. 

 

 Omnicyber. Connect any appropriate hand-held technology to life energy, adding 1 neural load to 
temporarily assign to weapons, sensors, tools, piloting controls, etc. to mimic an advantage from a 
cyber. (GM rules.) This generally allows advantage when using the technology, and can have other 
effects like free action to reload, enhancing range of senses, super-fast data entry or sorting, etc. 

 

 Projected Shielding. Spend 2 actions to activate a sheen of protective energy that blocks 2 incoming 
damage, with a usage die of d6. Test usage every 10 minutes or every time it blocks damage. Use 
once per day per level. 

 

 Stylist. You can change the appearance of clothing on the stone skin of your form, appearing naked 
or in clothes, armor, feathers, etc. Each change requires a period of dormancy to implement. 
 

 Twisted Energy. Energetic life force can adapt to imitate some normally meat-based mutations. This 
expands the range of abilities you can take. 
 

 Wings. Your stone shape has wings, probably disproportionately short with no more than a 5 meter 
wingspan. Your life energy is sufficient to allow your stone form to fly. Flying speed is x2 your 
running speed in 3 dimensions, using DEX to resist mishaps or maneuver. Your encumbrance 
remains the same, trying to carry a person grants disadvantage to flying. 

 
Optional Limits. Each one is -1 neural load. 
 

 Alien. Your default positive social interaction is at a disadvantage, and your efforts to intimidate or 

creep people out are at an advantage (except with those who are sufficiently post human.) 

 

 Stunted: Cyber. You will never be able to integrate cybernetics or become an omnicyborg. 

 

 Stunted: Energy. You will never be able to imitate mutation abilities with your life energy. 

 

 Heavy Sleeper. You need +2 hours of dormancy every 24. You can take this up to 3 times. 

 

 Awkward Shape. You are too misshapen to use humanoid clothes or armor, and you are at a 

disadvantage to use things made for human hands to operate (like keyboards, guns, or handles.) 

 

 Brittle. -1 natural armor. You can take this up to 2 times. 
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GNOME 

 
Gnomes are about a meter tall and weigh about 1/3 an equivalent human weight. They tend towards 
earth tones in skin and hair, with pronounced noses, bright eyes, and hair that is either unruly or a 
source of creative expression. They are attracted to elaborate patterns and shiny things. 

 Gnomes live about 100 years, x2 every time they level. 
o Level 1: 100 years, Level 2: 200 years, Level 3: 400 years, Level 5: 800 years 

 
Stereotypes. Gnomes are curious about everything, they feel their emotions twice as strongly as 
humans, and they are victims of an excess of enthusiasm. They want to know everybody’s life story, and 
mistakenly think everyone wants to know theirs. They are exhausting to have around and impossible to 
bore, and if you take one on a space voyage, expect to house the gnome in the escape pod for most of 
the journey. Sealed in. 
 
Mandatory Racial Abilities. These must be at least two of the character’s starting abilities. 
 

 Bonesight. You can sense up to about 20 meters even in complete or partial darkness, seeing a 
grayscale world that trembles into resolution as your bones echolocate reality, bouncing back a 
grounded sense of where everything is. Detail is fuzzy, but you can use WIS to sense living things if 
you spend an action concentrating. 
 

 Joyous Complexity. Gain advantage when using INT to work out puzzles or WIS to sense nuance. 
This applies when using complicated technological systems (or repairing them) and when sifting 
data, especially through those systems. This also applies to etiquette, games, art, music, and 
linguistics. 

 
Mandatory Limit. This must be taken at generation. It is -1 neural load. 
 

 Short. Gain disadvantage on efforts that require height, and advantage on efforts that benefit from 
being small. 

 
Optional Racial Abilities. These can be purchased as appropriate upon investing in the gnomish side. 
 

 Communicator. You use nuance, posture, tone, and gestures to communicate where no 
communication should be possible. You can communicate with some animals at a CHA 
disadvantage, and any basic communication that would be difficult enough to require a roll gets 
advantage. You can ignore 1 source of disadvantage any time communication is difficult, even if it is 
because an emotionally crippled person doesn’t know how to share feelings. 
 

 Blather. Spend 1 action a round in a constant stream of talking. The target may suffer disadvantage 
from the distraction. Quick-witted targets may get a save to ignore the talking. This can often grant 
advantage to someone else’s effort to deceive, irritate, annoy, distract, or otherwise manipulate a 
target’s attention. If another character would get a roll to grant advantage, you do it automatically. 
If it would normally not be possible to help, you might manage it with a CHA test. 

 

 Mechapets. You can build machines and grant them a limited intelligence and personality. 
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 Infectious Personality. Given at least 6 hours for a system of average complexity, you can infect a 
distinct unit of integrated computer systems with a personality. The finishing touch is to name the 
system. This can work on the interrelated systems that allow a spaceship to function, or a vehicle 
with any level of complexity, or a residence or installation’s computer systems. A system with a 
personality can choose to be helpful or resistant, which affects what users can do with it. Once it is 
created, the personality is difficult to completely scrub from the system afterwards. 

 

 Life is Story. If your social effort involves telling an appropriate story, compel the audience to save 
against the effect CHA or WIS (if they choose to resist). This can be used to unsettle, inspire, seduce, 
cheer, threaten, or otherwise affect an audience. If the player has a good story to at least describe if 
not tell, the save may be at a disadvantage. 

 

 Life Bond. Defying science, you connect your life force to another willing person’s life force. At will, 
you can withdraw inside and sense the other person’s empathic state, and offer your own feelings. 
You can choose to meet in dreams also, though you cannot speak in them. The death or loss of the 
bonded partner always inflicts the “Wounded” limit on the survivor. 

 

 Cyberfusion. Given time and equipment, you can adjust cybernetics to free up a single neural load in 
a patient. This takes appropriate facilities and at least a week. A target can only benefit from one 
cyberfusion at a time (if it is broken, like the cyber is damaged or the neural load is reshuffled, then 
the procedure can be done again, but no target can have more than 1 neural load freed up at a time 
from cyberfusion.) 

 
Optional Limits. Each one is -1 neural load. 
 

 Wounded. Gnomes love hard, trust deep, and live large. When a person inflicts sufficient damage to 
you for the betrayal or loss to shake you to your core, lose access to one of your gnomish abilities. It 
can only be regained if that wound is healed somehow. 
 

 Just So. You have a complicated ritual for your hair, and often appearance regarding placement of 
jewelry and colors and so on. If you do not spend a minimum of an hour upon waking, and ten 
minutes after any disruptive activity, you are distracted and suffering 1 disadvantage until you can 
get yourself tidied up. 

 

 Filtration. The real world is unbearable. If you must deal with something face-to-face (not through a 
mask that modulates the senses and voice, or through a computer, or a screen of some kind) you 
suffer 1 disadvantage.  

 
  



D&D Aliens for Black Space Page 8 by Andrew Shields, 7.31.18 

ORC 

 
Orcs tend to be bulkier than humans, and they age faster, adults at 14 and unlikely to live past 75. They 
have a much wider range of skin colors than humans, and they tend to have coarse hair or spines. Orcs 
with spots are considered lucky. Most have heavy jaws with underslung canine tusks. 
 
Stereotypes. Orcs are stubborn and contrary, they enjoy being difficult, throwing tantrums, and not 
dying even under intolerable circumstances. They are only happy when they are bullying weaker people 
or rebelling against authority figures. If possible, they live on meat and meat alone, and standard spacer 
fare gives them intolerable body odor. 
 
Mandatory Racial Ability. This must be one of the character’s starting abilities. 
 

 Bestial Senses. Gain disadvantage from overly strong stimulus, but ignore disadvantage to sense 
weak stimuli (like dim light.) A WIS test can detect living things that are nearby, and reveal 1 
relevant fact about someone or something within close range. 

 
Mandatory Limit. This must be taken at generation. It is -1 neural load. 
 

 Tech Vendetta. Technology hates you. Never get advantage when using a computer or 
computerized system. (This does not apply to hand-held melee or range weapons or basic piloting.) 

 
Optional Racial Abilities. These can be purchased as appropriate upon investing in the orcish side. 
 

 Resilient. When regaining hit points for any reason, get back x2 the indicated number. When rolling 
for “Death and Dying” upon reaching 0 or less hit points, the 1d6 roll is -2. If it comes up 0 or a 
positive, stay up with 1 hit point. 
 

 Brutal. Acts of physical or verbal violence have advantage (if they already have advantage, they 
automatically succeed.) This does not work with shooting, technical skills, or anything requiring a 
level of patience or restraint. If using a primitive weapon or bare hands, roll damage twice and keep 
the higher total. 

 

 Rawhide. Gain a point of light armor from tough skin and flesh. This stacks with worn armor. 
 
Optional Limits. Each one is -1 neural load. 
 

 Hidebound. You cannot use DEX as a combat style. Gain disadvantage to using DEX for anything but 
dodging. 
 

 Intolerable Stench. Gain disadvantage to all positive social actions with those within close range 
unless sealed up in airtight clothing. Gut bacteria and skin infections are persistent and stinky. 
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TIEFLING 

 
Tieflings look like humans, but tend to be sleeker. Their skin colors range from pure black through earth 
tones to reds and purples, with blue considered especially beloved of the Void. Most have a slight build. 
Some have white teeth, but most are either black or translucent. Age changes a tiefling’s appearance, 
and some appear old, but as far as science knows, age does no damage to them. 
 
Stereotypes. Tieflings savor misery, and will pretend to be friendly because that’s how you get close 
enough to really hurt people. There are things that are half-real in the endless dark between stars that 
leak a malicious misery into reality through these corrupt life forces. Tieflings act on agendas known 
only to them and the shapeless madness that enslaves them. 
 
Mandatory Racial Abilities. Theses must be at least two of the character’s starting abilities. 
 

 Witch Twitches. Alter reality in minor ways. Take at least 1 at generation, others are optional. When 
using a Witch Twitch, you breathe wisps of smoke, as though vaping. 

o WT Sound. You can triple the sound of your voice, and within nearby range you can make 
audio effects like sinister whispers, cawing of carrion birds, or thunder. This can grant 
advantage to CHA tests to intimidate or unsettle a target. 

o WT Light. You can change the appearance of your eyes, increase or decrease the light put 
out by a single source (creating light up to a 60 watt bulb out of nothing as a witch light that 
floats around you or is assigned to something else, staying nearby.) You can make 1 source 
of light change color, flicker, or bend to your will in other ways. This can grant advantage to 
CHA tests to intimidate or unsettle a target. 

o WT Touch. You can cause harmless tremors felt nearby. You can also cause one target at a 
time in nearby range to feel your caress or breath. This can grant advantage to CHA tests to 
intimidate or unsettle a target. 

 

 Voidpit Echoes. Start with 5 cm horns that grow 1d6 + 5 cm per level. Ignore 3 hit points from fire, 
heat, or cold damage per level. Decide if the otherworldly echo around you is cold or hot, you 
radiate a subtle heat or cold based on your choice. This does not change. Feeling intense emotion 
causes a rippling mirage effect around you and increases the temperature difference. 

 
Mandatory Limit. This must be taken at generation. It is -1 neural load. 
 

 Nightmares. You are getting signals from somewhere in the Void, a leak of experience and senses 
from the perspective of something alien. Sleeping is vulnerable and frightening, and you don’t need 
more than 4 hours in 24. You always wake from a nap with a violent start or Witch Twitch. You don’t 
know what would happen if you came to the attention of whatever you’re connected to, but it’s a 
horrifying thought. 

 
Optional Racial Abilities. These can be purchased as appropriate upon investing in the tiefling side. 
 

 Darkvision. You can see up to about 20 meters even in complete or partial darkness, seeing a 
grayscale world sketched out by the Voidpaint that covers the surface of reality, that only your kind 
can see. 
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 Retractable Wings. As a full round action, you can extend or retract bat-like leathern wings that 
radiate heat or cold (based on your Voidpit echo) and have about a 6 m wingspan. Flying speed is x2 
your running speed in 3 dimensions, using DEX to resist mishaps or maneuver. Your encumbrance 
remains the same, trying to carry a person grants disadvantage to flying. 

 

 Bioweaponry. You can take any number of these variations. 
o BW Venom or Acid. Your blood, spittle, poison ducts, nails, or venereal fluids (choose upon 

taking the ability) become either venomous or acidic. Activating a dose costs 1 hit point. 
 Venomous. Every dose requires a CON save or inflicts [2d6 + Level] temporary CON 

damage. A target who is affected must pass a CON test once per scene (GM 
discretion) or lose a round to coughing, swooning, tremors, or hallucinations (player 
picks a type upon taking this ability.) A target who runs out of CON slips into a coma 
and dies in 1d6 hours without appropriate medical aid. Targets regain 1 CON per 6 
hours of sleep or meditation. 

 Acidic. Every dose does 1d6 damage at the rate of 1 hit point a round (or a dose 
burns a hole in ¼ inch of metal or armor; limited use in a fight, good for getting into 
control panels or out of cuffs.) 

o BW Spikes & Blades. You can take an action to grow or retract spikes or blades, usually 
fingernails, forearm spikes, butting horns, elbow spikes, etc. They use your attack damage. 

 
Optional Limits. Each one is -1 neural load. 
 

 Visible Maturation. Tieflings default to appearing as young adults. Take this once to appear mid-life, 
once to appear retirement age, once to appear elderly (and -1 to an attribute), and once to appear 
ancient and decrepit (and -2 to attributes). This sometimes happens to tieflings who roll botches on 
biological rolls while borrowing against their neural load, or for other reasons. 

 

 Loose Twitches. Choose or randomize one of the WT abilities. When you concentrate hard on 
something, or when it would be bad timing to lose control, the witch twitch manifests in a way that 
amuses the GM. Trying to control the twitch puts any other action at a disadvantage, but allows the 
character to make a WIS test to contain the twitch or shut it down. Each loose twitch ability has a 
certain chemical, substance, or activity that provides a level of defense against it, but it must be 
found through trial and error or research. (Meditation, drinking a ground-up moss, a mantra, etc.) 

 

 Loosened Shape. You grow a tail and swap out your boots for cloven hooves, gaining recurve goat 
knees. Your horns triple in size and get creative. You can force yourself into a “pass for human” 
shape by spending about 1 hit point per hour. Your cybers adapt to any shapeshifting, but pick up 
baroque runic etchings and Void stylings, and may sometimes whisper or bleed. 

 

 Weird Thirst. Your ability to enjoy healthy pleasures is deadened, and you find that you must 
indulge your weird thirst at least once a week (the thirst ebbs and flows depending on how well it’s 
slaked, GM discretion). Resisting the thirst leads to hallucinations, at first only fleeting images on a 
daily basis, after about a month it’s hard to tell what’s real at any time. This limit can be cashed in by 
an unpleasant detox process and by taking 1 neural load. Upon gaining this limit, the GM will 
choose, allow you to choose, or let someone randomize what your weird thirst is (or supply a new 
one not on the list.) 

1. Steal innocence. 
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2. Kiss the dying breath. 
3. Steep in the fear of others. 
4. Drink in physical pain. 
5. Cause despair. 
6. Cultivate others’ guilty lust. 
7. Reduce surety to confusion. 
8. Profound darkness, no light, minimum 6 hours. 
9. Gather and betray trust. 
10. Twisted deals. 

 


