


Mercenaries have become common now, seeking out odd 
jobs--dangerous ones, more often than not--to gain wealth, 
knowledge, and power. So where do you belong in all of 
this? Well, that’s the fun part: you decide! With an infinite 
amount of possibilities and so many different worlds to be 
discovered, your only limit is your imagination... so let’s 
open our minds and go Beyond Imgination.
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Preface  
 

Feeling inspired? The Art of Otherworlds: Beyond 
Imagination is a great way to get in some personal creative 
smexytime by diving headfirst into Otherworlds and 
learning all about its characters, lore, and more!
 
Welcome to Storytime 
 
The year is 86 AA (After Awakening) in the Veralysis Galaxy. 
The worlds’ ancient gates, relics, and wanderers have 
been activated with the appearance of an unknown alien. 
With the discovery of this alien and other worlds in the 
multiverse, Anthos ended The Thousand Year War and 
united as a single militant force known as the Iron Guard.  
 
Now adventurers travel among the worlds, exploring the 
unknown and settling deadly conflicts.

Krystos has begun to tap into a rare resource called 
ethereal, which produces Astral Energy. This energy 
predates all known life, but its abilities are being tapped 
into with modern advances in science. 

Guards have become a highly sought after device, as they 
emit repulsive magnetic energy protection powered by this 
Astral. They’re the bee’s knees for anyone wanting to stay 
safe(er) from harm.

Through planetary trading, other planets that were once 
lacking in technology have started to catch up. While 
commonplace weapons like swords, maces, and clubs are 
still used among the worlds for their sheer power, guns 
have been developing at a rapid pace, and are very much 
present.

As with all life, war is all too common and weapons have 
found their home in advanced warfare. They are now being 
infused with deadly elemental properties, such as fire and 
ice. 

Fantastical beings have been sighted throughout the 
adventurous landscapes of Otherworlds. Vast areas have 
yet to be explored by outsiders, so it is certain that even 
more creatures beyond imagination are out there. 
















































































