


















































































PASHUM
OROGENE

BACKGROUND

Seeking inner peace and understanding is hard under the best of  circum-
stances, but for an Orogene working as a Resistant? Nearly impossible. Each 
day, Pashum is forced to hide her true self  for fear of  being forced from her 
home … or worse. Of  course, every day she practices pretending to be just 
another comm member brings her one step closer to it being true. While she 
might be from elsewhere in the Midlats, she feels more accepted and trusted 
than she ever has, especially thanks to her friendship with Foh-Bak and her 
appointment to Nuveen’s investigation team.

So far, Foh-Bak Innovator is the only one who shares her secret. Fortu-
nately for the two, Foh-Bak’s water reclamation project is the perfect cover for 
Pashum, as it falls to the Resistants to move water dirtied by washing clothes, 
dishes, and bodies into Foh-Bak’s sand filter. Thanks to this fortunate coinci-
dence, she can safely contribute to the comm, and if  anything goes wrong they 
can cover for her. Moreover, Foh-Bak regularly takes her outside the comm to 
test and refine her orogeny away from prying eyes.

Although being on the investigation team brings Pashum more attention 
than she’d like, she enjoys her role. She might not be able to explain why she’s 
so good at finding hidden clues, but few question her value to the team.

DESCRIPTION

You’re a thin woman with sand-colored skin, with your dark hair braided 
close to your scalp in protective cornrows. Many overlook you as few pay close 
attention to Resistants, which suits you just fine; it lets you put in hard work in 
secret and receive recognition from those who really matter.

Though some assume you and Foh-Bak are dating, you’ve never felt desire 
for more than friendship from anyone. The Innovator is practically family to 
you, and you’d do anything for them at this point; their kindness feels like home.

CASTE:  
RESISTANT

SPECIALIZATION: 
STALWART
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Pashum

Nuveen

Resistant

Orogeny (Novice): You can make Perception tests to sess geological activity in your 
surroundings: impending tremors or movements of  the Earth, potential boils or hotspots, 
and so forth. You can perform orogeny stunts (see below) but doing so imposes a Fatigued 
condition on you for every 2 SP you spend on them.

Stalwart (Novice): You have +1 Toughness (included). You can re-roll a failed Constitution 
(Tolerance) test but must keep the result of  the second roll.

Oregeny Stunt - Stilling (1+): You stop or still a shake or similar geological hazard with 
a level equal to twice the number of  SP spent.

Oregeny Stunt - Icing (1+):  You rapidly draw away all of  the heat in the surrounding area, 
causing 1d6 penetrating damage per SP spent in a roughly 10-meter radius. Any creature killed 
by icing is frozen solid, and a layer of  ice or frost covers all surfaces in the area.

Oregeny Stunt - Hazard (1+):  You cause a geological hazard with a number of  dice equal 
to twice the number of  SP spent (up to 5 SP). This can range from a minor shake that does 
2d6 damage to a massive one that does 10d6 damage. The Game Moderator decides the exact 
nature of  the shake, blow, or boil, depending on the SP, the area, and the total damage.

Survivor: Life is hard, but you are going to make it, no matter what. Your quality is 
preparedness. You survive by being ready for anything and knowing what to do in any 
situation. Your downfall is cynicism.

Comm of  Nuveen (Intensity 1)

Foh-Bak (Intensity 1)

Player’s Choice (Intensity 1): 

Bows +1 2d6+2 (crossbow)

Brawling +1 1d3+1

Light Blades +1 1d6+2

Slings +1 1d6+3

Staves +1 1d6+2

Stalwart

1

2

2

2

1

1

2

1

2

Stamina

Geomestry

Sessing

12 12 3 0 0

1

20

Self-Discipline

35 1.68m, 52kg

12 24

canteen 
crossbow 
glassknife 
portable seismometer 
scented worry stone



ZUHANCHI
BREEDER

BACKGROUND

Known as “Father Zuzu” by his twelve children, Zuhanchi is a loving 
father and caretaker at the comm’s crèche. Responsible for building 
and repairing furniture, his basket weaving skill created almost half  of  
the chairs and cribs in the crèche. Despite his impressive ability to care 
for numerous family members at once, he’s often caught off-guard by 
surprises and is easily flummoxed.

Like many men of  the Breeder caste, Zuhanchi has no idea whether 
any of  his twelve children are his by blood, nor is that a question he’d ever 
like answered; he helped raise them along with the rest of  the crèche’s 
members, and that’s all that matters to him. Family is family.

The past year has not been kind to the Breeders of  the crèche, with one of  
his children dying of  fever six months ago. Discovering that the comm has a 
food thief  shocks and infuriates him, as he immediately fears for his children.

Zuhanchi dislikes being part of  the investigation team since it takes him 
away from his family. He knows that his co-parents can handle things 
without him, but he misses his co-parents and children even though he’s 
never truly far from them.

DESCRIPTION

You’re a tall and heavyset Midlatter with a perpetual smile on your face. While 
many think this means you’re always excited and eager, you’re usually just 
tired and confused. With your numerous children, co-parents, and spouses, 
you have little time to rest. Even when you don’t actively have something to 
do, your thoughts often return to your family, distracting you from really being 
in the moment. And you wouldn’t have it any other way. You’re happy to play 
the fool if  it means those you care about are taken care of.

CASTE:  
BREEDER

SPECIALIZATION: 
COMPANION



LEVEL

HEIGHT 
&WEIGHTAGE

DISTINCTIVE FEATURES

TALENTS & SPECIALIZATIONS

MOVE

WEAPON DAMAGEATTACK ROLL

NAME

CHARACTER BACKGROUND

CASTE

EQUIPMENT

SPECIALIZATION

RELATIONSHIPS

DRIVE & PERSONAL CHALLENGES

ARMOR TYPE

AR

SPEED ARMOR FORTUNEDEFENSE PENALTYTOUGHNESS

RUN

COMM

SUPPLIES

IN METERS IN METERS

ACCURACY

COMMUNICATION

CONSTITUTION

DEXTERITY

FIGHTING

INTELLIGENCE

PERCEPTION

STRENGTH

WILLPOWER

Zuhanchi

Nuveen

Breeder

Artistry (Novice): You can create works of  art. The GM determines the time, target 
number, and threshold of  a simple or advanced test, depending on your intentions, and the 
Drama Die determines the overall quality of  the work, if  your test is successful.

Carousing (Novice): You can outlast most other people when having fun. When making 
a Constitution (Stamina) or (Tolerance) test as part of  an advanced test, you gain a +1 bonus 
to the result of  each Drama Die.

Companion (Novice): When you generate Stunt Points, you can give them to allies nearby 
able to hear and interact with you. They use them on their next turn as if  they generated 
the SP themselves. You can divide up the SP among different allies and do not need to give 
out all of  them.

Builder: You want to create something lasting. Your quality is organization, being able to 
figure out how to structure things so they work. Your downfall is stubbornness, becoming 
so caught up in structure that you lose flexibility.

Comm of  Nuveen (Intensity 1)

Player’s Choice (Intensity 2): 

Brawling +1 1d3

Light Blades +1 1d6+1

Slings +1 1d6+3

Staves +1 1d6+1

Companion

1

2

1

2

1

2

2

0

2

Stamina

Crafting

Empathy

12 12 1 0 0

1

20

43 1.75m, 145kg

12 24

basket weaving tools 
flask 
glassknife 
sling 
snacks 
tea set 
whittled toys 
wood-carving tools



LOVE THE QUICKSTART?
BACK THE FULL GAME NOW ON  
CROWDFUNDING BY BACKERKIT!

N
.K. Jemisin’s multiple Hugo Award-
winning Broken Earth trilogy comes to 
tabletop RPGs in The Fifth Season Role-
playing Game! 

Enter the Stillness, a vast, furious land that is home 
to thousands of  Comms, settlements large and small 
where people gather for safety in a dangerous and 
unpredictable world. Each member contributes 
according to the dictates of  their use-caste, and all 
with one goal: to prepare for the next Fifth Season, 
those cataclysmic events when Father Earth himself  
rages against humankind. It is only through the 
wisdom of  the ancient Stone Lore that the people of  
the Stillness stand a chance of  survival. The game 
gives players a chance to portray the folk of  the Still-
ness, working together to deal with the problems that 
face their Comm to better prepare for the coming of  
the next Fifth Season. Players build a Comm together, 
create characters of  that Comm, and face the chal-
lenges that the Stillness has to offer. 

The Fifth Season RPG is powered by a customized 
version of  Green Ronin’s popular Adventure Game 
Engine (AGE), the same rules system as The Expanse, 
Modern AGE, Blue Rose, and Fantasy AGE RPGs. If  
you’ve played any AGE RPG before, you already know 
the core of  the rules. Can you survive in the Broken 
Earth? Find out in The Fifth Season Roleplaying Game!

CAMPAIGN ENDS FEBRUARY 23!
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