THE BIRTH OF GENESYS 1ST AGE
OVERVIEW

How to Decide what type of Faction to
create? There are several ways to go about
creating a faction.
•
•
•

Existing Miniature collections you
already have.
Having a new Concept to dig into the
rules to make.
New Miniatures that you want to get
and use.

Miniatures Agnostic: The Genesys Project
does not have a set of miniatures that you
must use and therefore limiting your choice
of miniatures. Instead, the game is based off
28-32mm miniatures allowing you the largest
selection of models for your use from any
game company you wish to use.
Pre-Made Factions: There are several premade factions in the Core Rules that you
may use to play the game with alongside
separately purchased Faction Packs.
Together this gives you a plenty of starting
room to jump into playing, or a faction to
build off.

Creating your own faction is unlike anything
you do in other Tabletop Miniature
Wargames. To give you a jump into The
Genesys Project here is an overview on how
to create your faction inside The Birth of
Genesys- The First Age

The Birth of Genesys – The 1st Age

The First Age of The Genesys Project is a
Fantasy+ Medieval setting with swords and
magic abound. While you can create your
faction in any of the three ages, the game
designed to allow you to create your faction
here and advance it through all three ages of
gameplay.
The Primitive Age: From the Rocks is an
expansion to the 1st Age giving you rules to
play through the creation of your faction with
special rules to do so. This expansion can be
found on the Genesys Games Store at
www.genesysgames.com.

STEPS TO CREATING A FACTION
Creating a faction is a relatively simple
process, but it is the fine tuning or creative
aspects that players tend to love to delve
into. In that sense creating a faction is
almost its own game within the game.
1. Select your Domain: There are 5
Domains to choose from.
2. Create your Faction: You do this by
selecting traits that your entire
faction will possess.
3. Create Your Classes: Here you
create your classes that will build
upon your Faction Traits. Class Traits
belong only to the class that has
them.

THE DOMAINS OF LIFE
There are 5 Domains in The Genesys Project and your first step in creating a creating a faction is
to select the Domain you wish to play.

Each Domain has its own set of starting
characteristics and method for creating a
faction and selecting traits.
Traits: Each trait has a point cost and comes
with one or more abilities. Totaled up the
cost of your Traits gives you the point cost
per model you will be playing games with.
Each Domain has nearly 400 traits to select
from making your choices extremely varied
where very few if any factions will be the
same.
Faction/Class Trait Only: Some Traits are
listed as being only able to be selected as
Faction or Class Traits. These traits are
restricted to be selected only as directed.
All other traits may be either a Faction or
Class Trait

Abilities: Abilities grant you in game
bonuses, characteristic increases, access to
new equipment, spell-like powers, and
everything else you can get in the game.
Cross Domain Factions: There are many
ways and methods gain access to traits that
belong to a different domain. These include
such things as Forbidden Lore, Hybrids, and
Monsters.
In this way you are very much encouraged to
explore and have fun with the many different
routes and options your factions can have.
Powerful Factions: While this game is
designed to be a narrative building
experience through gameplay, the game is
also designed for players to explore expand
their forces in powerful ways.
You are encouraged to do this and
strengthen your forces through gameplay,
knowing that your friends and opponents will
be doing the same to counter your progress!

CREATING YOUR FACTION
Faction Sheets: Downloadable in several
different formats there are faction sheets on
the website www.genesysgames.com. These
can be downloaded for free and includes a
fillable pdf version allowing you to add your
own pictures into your faction book.
Selecting Faction Traits: Each Domain of
Life builds differently from one another. In
general, you are selecting 3-8 faction traits
when creating your faction.
The Traits and Abilities you select for your
Faction will apply to every class in your
faction.
Branches of Life and Tiered Traits: There are
many categories of traits within the Domains.
These traits are often broken down into
Branches, which includes Domain specific
Branches often with differing names like
Spheres of Influence, Biestial Kingdoms, etc.
Within each Branch having a 1 Tier Trait
unlocks a 2nd Tier Trait.
st

Its important to note that each Domain is
different, and some Domains like the Reptilia
for instance…. May require two 1st Tier Traits
to unlock 2nd Tier Traits if they lack a
Bloodline within the Lineage.
An Example of the Feral Evolutionary Branch
from the Humanoids in the 1st Age

Increases: Many traits include an Increase
Characteristic ability. Increases are
permanent bonuses to your characteristics
and these only stack within their Branch of
Life. Increases that raise the same
characteristic do not apply if from another
branch. An Example would be a trait taken
from Dwarfism having an Increase Toughness
1 and it not stacking with an Increase
Toughness from the Feral Branch.
Enhancements: Enhancements are
situational bonuses. These do stack from
other branches. For Example, if an ability
gives you an Enhancement Strength from
charging into melee combat and your sword
is a large two-handed sword granting you an
additional Enhancement, these would stack.
Many Enhancements directly affect the
Combat Situation to help gain the advantage
against your opponents.
Creating Your Classes
Your classes represent uniquely different or
trained warriors, wizards, etc in your faction.
While each class will have your Faction Traits,
each class will have the opportunity to take
additional traits and options to make them
unique within your faction.
There are 5 levels of classes in the game,
starting with Level 1 Classes with your
common warriors, Level 2’s being more elite,
Level 3 bigger monsters or leaders, and
finally Level 5 as being unique powerful
individuals.
The Birth of Genesys: The 1st Age
The book is broken down into the 5
Domains: Humanoids, Fey, Reptilia, Biest,
and Insekt. Following that there are the rules
for Creating Heroes through gameplay and
Monsters of Myth and Legend.
The second half of the book is the Armory
with rules for weapons and armor in the
game followed by Natural Weapons and
Armor and finally Powers, which are spells
and spell-like abilities.
Lastly the book contains the rules for each
ability that can be found in the book.
The Possibilities are endless on what you
can create within the Birth of Genesys.

Humanoids

Humanoids are a truly diverse group
including everything from Dwarves and Elves,
to Giants and Orcs and every mix in between.
Humanoids quite easily have access to cross
domain traits to reach into the Fey and Biest
sections of the book, but where humanoids
really stand out is their access to weapons
and equipment.
Armory Traits: are a unique type of trait that
grants you access to the weapon, but you do
not pay for it when selecting the trait.
Instead, the point costs are only applied
when you equip the weapon when to make
your lists and equip a model with the item.
Armory Traits allow you to be extremely
flexible in creating a wide variety of weapons
and armor for your classes and selecting
those that will best help your faction to
complete you mission in games.
Traits in Humanoids are divided up into three
categories of Evolutionary Branches.
These are:
• Genetic Mutation: Giants, Dwarves,
Albinism, and More.
•

Environmental Adaptation: Cultural,
Societal, Feral, Fey-Born, Religious,
and quite a bit more.

•

Knowledge and Science: Training,
Weapons/Equipment, Arcane, and
more.

Humanoid Classes are built from either your
base faction as normal, or from a previously
created lower-level class. For instance, you
can create a Level 2 Class from a Level 1.
This gives us a progression in traits with
additional Class Traits carrying over from the
previous class.
Most other Domain Classes do not do this
and must be built off the base faction.

The Fey

The Fey are your Angels, Demons, and
Elemental factions that are from outside of
reality. The Fey must choose a Path to follow
upon creation which define which Spheres of
Influence they get access to. Each Sphere of
Influence contains traits dedicated to the
Sphere.
•

The Path of Light: Celestial,
Ascended, Courage, Heroism,
Healing, Truth, Protection, and
Justice.

•

The Path of Twilight: Primal, Earth,
Air, Water, and Fire. Also, the
Primordial Spheres of Chaos, Order,
and Time

•

Path of Darkness: Infernal,
Corruption, Death, Deceit, Madness,
Pain, Fear, and Destruction.

The Fey are connected to the Spheres they
belong to and can cast powers easily, even
changing or altering the power during the
game (like increasing the strength, range, or
making it a blast radius effect).
Traits within the Spheres of Influence are
broken up between 1st and 2nd Tier traits, but
only Class Levels 3 and above can take 2nd
Tier Traits for the Fey.
Within each Sphere are Disciplines which a
class may belong to and grant a
specialization and focus within the Sphere of
Influence.

The Fey have unique methods to build for
their Classes including two sub-classes the
Devout (dedicated to worship of the allpowerful Level 5 Paragon) and Incarnates
(Dedicated to a single Sphere of Influence).

Reptillia

Through Ancestral Traits you can create huge
Kaiju, Dragons, Powerful Spellcasters, and so
much more, even including Monster traits to
create creatures of Myth and Legends.
The Reptilia Lineages are Draconic,
Troglodyte, Tuatara, Saurien, Gargoyle, and
Ophidian.
Within each Lineage are Devolutionary
Branches where evolution takes a
degenerative side trek to give us Dinosaurs,
Wyverns, Basilisks, Annura, Naga, and
Caudata.
Here is a part of the Draconic Lineage.

The Reptilia are the great descendants of the
Great Leviathan, a serpent that once
protected the ancient worlds of Genesys.
They are broken down into Lineages
containing their own series of traits and
abilities.
Within each Lineage are Bloodlines, the
purest of individuals that grant additional
traits. No model may have more than a
single Bloodline.
Each Lineage is broken down with the
following
•

Bloodlines: Granting additional traits
and making it easier to take higher
level Tier Traits.

•

1st Tier Traits: These are easily
accessible for all reptilia with no
requirements, allowing a large set of
traits to select from.

•

2nd Tier Traits: Without having a
Bloodline in the Lineage these require
having two 1st Tier Traits to unlock.

•

Ancestral: A Third Tier of powerful
Traits is unlocked by having two 2nd
Tier Traits in the Lineage. Having a
Bloodline in this Lineage reduces this
to a single 2nd Tier Trait.

•

Devolutionary Branch: This branch
cannot be taken by a model that has
a Bloodline. A model that has or
gains a Bloodline Trait loses it.

A level 3 Class.

Biests

Biests are more tied to the land with their
Kingdom and Regional Traits with several
Kingdoms having affinities to certain regions.
Overall, the Biests are the most
characteristic driven Domain getting the
most options for Class Increases.

The Biests are tied to the Biestial Kingdoms
and Monsters of Myth and Legends. Here
might makes right and your chosen Biest
Kingdom gives you its own starting
Characteristics and access to Kingdom
Traits.
Biests are most often focused on Physical
Characteristics and brute force while having
the flexibility of Monsters and Weapons often
found among the Humanoids. A biest warrior
is just as often found using natural weapons
as it is forged weapons, making them
extremely versatile to survive.
Biest Traits are broken down into the
following categories.
•

Kingdoms: A models chosen
Kingdom unlocks Kingdom specific
traits.

•

Regional Traits: Specific landscapes
such as Desert, Forests, Mountains,
Caverns, Tundra, and more grant
access to specific traits.

•

Genetic Mutation: Aberrations,
Gigantism, and Biological Mutations

•

Environmental Adaptation:
Social/Cultural structures, Breeding,
Prey Adaptation, Omnivore
Adaptations, and Predatorial
Advantages.

•

Knowledge and Science:
Shamanism, Armory, Ambush tactics
and more.

Biest Classes all build from the base faction,
but they also have the best access to
Monsters of Myth and Legends able to
create a wide variety of Monsters or even a
completely Monster Faction!

Insekt

Each Order has its own starting
characteristics but where the insekt excel is
in their Natural Weapons and Defenses. Its
here that rapid evolution takes place to
change biomorphs or improve them.
In addition, most Classifications have access
to creating Monsters of various sizes, making
Insekts a widely diverse Domain focused on
spreading, feeding, and domination of
others.

The Insekt Domain includes Categories that
are not necessarily Insects, but also
Arachnids and Deadly Fungi like Cordyceps,
Armillaria, and Harvesters.
Unlike the other domains, the Insekt evolved
as a direct response to the other domains in
the Genesys Worlds.
The Insekt specialize in rapid evolution and
through games can rapidly evolve taking on
or replacing traits to allow them to adjust to
the local gamers quickly and efficiently.
The Insekt are divided up within their Orders
to Classifications giving conceptual starting
points.
•

Arachnea: Spiders and Scorpions

•

Crustacea: Crabs and Isopods

•

Insecta: The largest includes Ants,
Beetles, flying parasitic insects,
Mantis, and Wasps

•

Myriapoda: Millipede and Centipedes

Insekts take advantage of Natural Weapon
Morphs making deadly in the extreme.

Additional trait categories include
•

Genetic Morphology: Circulatory,
Exoskeletons, Infections Weapons
and more

•

Environmental Adaptations:
Eusociality, Specialized Natural
Weapons, Environmental Extremes

•

Infestations, Domination, and
Knowledge: Specialized Armory,
Fungal Infestations and more.

This concludes the preview for The Birth of
Genesys- The 1st Age book. For more
overviews you can go to
www.genesysgames.com

