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When | was a child, | wanted to be an astro-

naut. More than that, | wanted to patrol the infi-

nite stars in my own space fighter and sit in the

captain’s chair of my own space cruiser. Sadly, |

think that we’ve become prisoners of our age.

Just as the power of science begins to advertise

 the secrets of distant stars, our sight and our de-

‘sire exceed our grasp.We just can’t get there yet,

no matter how much we want to. So we dream.
My dream of STAR*DRIVE began in early 1996
along with the creation of the ALTERNITY role-

playing game. The concept called for a sp:u:e :

opera that could bal-
ance excitement and ac-
tion with brushes of
realism that didn’t vio-
late every known rule of
- physics. Why space
opera?! Cyberpunk, con-
temporary, horror, time
travel, and nearfuture
SF are all popular gen-
- res,and maybe some
‘soon we'll explore the
But it is spaceships
doing battje‘mrg myr-
iad of alien worlds that
our thoughts first turn
to when we hear the
words “science fiction.”
In otHer Wokds, 1
century beckoned.

The work began hy
imagining “how do we SR
get there.” H'ilﬁfrs and day; it
went into
,\:that could

STAR*DRIVE is -
of mine, TSII.“.J O/

| invite you to join us in a dream of thet

David Eckelberry, Aprilll¥ 8

”"i il

a'ﬂih

= ‘

-

g finition of specu
of science ﬂ&lﬂn Ilas fallen by the wayside—the

‘So, you ask, what's this all about?
~ John Campbell, one of the great influences on
~ Golden Age science. fiction, demanded that his
authon confine thernselves to one outrageous
assumption per -stor .. That was the rule, the de-
> fiction. Today, this old rule

audience ex s that you'll build on the as-
sl.lmptians ﬂ'le.y ve seen before in the genre, The
~audience wmygm you faster-than-light travel,
mtigmvﬁty.uiqd‘ zen other basic assump-
ou dori‘t havat.o prove your case for each
in today’s science fic-
~tion if you've got a
story to tell. '
“In the STAR*DRIVE
 setting, we've postu-
lated the existence of
- tlpzens of imaginary
. sciences, technologies,
. alien races, and worlds.
ipite these marvels,
' thy is an 1maguxary fu-
. ture in which human
herbisrn, human weak-;,'
nas. and _human mo-
ﬂus drlye the action.
n an age of dlscovery e
d wonder stained by
uries-old eunﬁu:t; -
ﬂﬁ" §Apid. pati

OV ¢ L

" grasp, humankind is
""-.,,ﬁﬁﬂ" still harrled_ by the
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How 1o Use THis Book

| Wl moase than 200 pepen eating i Wk of sxlring s

S1AR*DAIVE campaign may seem a daunting one just now.
There's a wealth of materlal presented in the next few
pages, describing history, technology, and hundreds of indi-
vidual locations. Don't get overwhelmed. To help you along,
the sections of the book are divided into discrete chapters

 and sections that you can skip, read, or return io as you de-

sire. Eventually, you may read over its entirety. For now,
though, you have a few ways to get into the game.

Your first option is to simply turn to the next chapter and
begin reading. You'll get the detalls of the STAR*D8IVE
timeline—how humanity got from the dawn of the 21t cen-
tury to the dawn of the 26th. This section gives you the set-
mwwwmamm:ﬂmw‘
and balts of creating roleplaying scenarins, but it provides
ﬂmhiupmmbahmdthawhnhm

If you're a new hero ready to explore the planets of the
Verge, concentrate on Chaptar 5: Hera Creatian. The careers
and other information presented there can give you a foun-
dation on how to build a distinct hero. Once you've thought
about the kind of character you want ta play, you can con-
sider specific defails such as national origin, species, and all
of the game detalls from the AwesniTy Flayer’s Handbook.
When you get a chance, you can turn back to Chapter 3 of
this book and learn about the game henefits and cultural de-
thought to your character's history, personality, and motiva-
tions—-and you're ready to go,

If you're a Gamemaster starting @ new campaign and
looking to get under way as quickly as possible, there's no.
need for you to learn every detail from the first three chap-
ters or research all of the star systems detafled in the sec-
ond half of the book. Look over page 17 and select a
campalgn model that you feel comfortable starting with,
Then, turn to Chapter 4 to read the details of the star sys-
tems recommended for that model Begin your adventures
around a single sun and branch out. Later, you may want to
turn back and learn more about the cultures that are active
in your star system. Dr in time you'll sall on to another point
of space, another star system described in the Chapter 4 or
maybe one of your own creation

ﬂﬂnwwu‘]lnaﬁ.'thnﬁmdlhmhahmhm each
star system, you'll find populated cities, space stations, and
protected domes that can fulfill this role. Another choice for
your heroes’ center is the mobile space station, the Light-
house, that could serve as a permanent home for heroes
even as it travels from system to system.
&ﬁﬂmﬂ?mmﬂmmmdw
est you can use during your first gaming
sessions. Whether mediating a peace settlement on Blue-
fall's Orian Way, delving into Tendril's Skyward Caverns, or
dodging klick skirmishes in the Vicek Belt, there's no limit
to the stories you'll tell of the future. Soon you'll tnvent your
own material, drawing on the goals and actions of your he-

“roes and on your own creativity. And that's all part of the

fun; no two S1AR*DRIVE campaigns are the same. Each re-
flects the personality and gaming desires of players and
Bamemasters. Make the galaxy your own,
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The Str*DRIVE campaign is the first setting for the Avrernime™
science fiction roleplaying game. To make use of this campaign
boak, you'll need copies of the Atreanviry Flayer’s Handbook
and the Gamemaster Guide. Those two books contain all of the
rules necessary to play the game. This book doesn't contain an
assortment of additional rules; instead, it infroduces you to the
galaxy’s worlds and adventures.

1's an age of discovery. Human ingenuity and alien technal-
ogy have created the means to traverse the incredible distances
between the stars. Gravity's tricks are ours to master. Without
the boundaries of light's speed limit to bind us, the stars are
ours to explore. Millions of stars shine in our galaxy, and we've
only begun to test the Milky Way's depth. White dwarls, red
giants, blue supergiants, pulsars, black holes, white holes—
they're out there, waiting for us fo find them.

Orbiting these stellar bodies are worlds that defy our com-
prehension. Shellered in our solar systemn, guided by our expe-
rience of only nine planets and a single sun, we can't conceive
of the strange combinations that the laws of matter, energy, and
chance have produced. The universe seems to delight in sur-
prising us, challenging our understanding of its laws and origins.
In the StaR"DRIVE campaign, hurnan scientists and archeologists
routinely discover astonishing new life forms, incredible space
and time phenomena, and scattered hints of ancient life in the
ruins and artifacts of alien worlds. Under the light of a million
suns, the diversity of the galaxy can dazzle us all

I's an age of wonder. Science gives us the tools to get there.
Ghips of all sizes, shapes, and purposes navigate through space
and drivespace lo travel between warlds. Fortress ships, verita-
ble cities in space, are the expensive and indomitable peace-
keepers of the day, ferrying vessels, protecting trade routes, and
projecting military force. The proliferation of interstellar travel
has produced a wealth of independent traders wha buy, sell,
and trade the wealth of planets.

Life abounds. As astronomers discovered at the end of the
20th century, planets are common near distant stars. In the
StaR*DRIVE galaxy, life appears on other planets more often
than today’s most optimistic projections. Planets strange and
dangerpus to human life have become home to organisms that
meet most if not all of the defining qualities of life: assimilation,
respiration, reproduction, growth, development, movement, se-
cretion, and excretion. Complex lifeforms find the narrow path
to survival and evolution. On a few lucky worlds, sentience
Bmerges.

As the 26th century opens, we've made contact with dozens
of alien species. A few have become familiar brothers and sis-
ters after centuries of interaction. Others are new friends we've
just come to know. Some we've adopted, much like children in
need of guidance as they grow up. No matter what our relation-
ship, each species comes to us with its own millennia of history.
Each species has heen shaped by its own trials and successes
on the path to civilization, on a world completely unlike the one
we know. After all, they're called aliens far a reason.

It's an age of change. As the centuries have passed, the gov-
ernments and cultures of Earth have fallen away. Their legacies
have seeded the stars and given hirth to the new powers of
human space, the stellar nations. Today these nations extend
humanity’s control of space, currently spreading out across
more than 1,000 light-years. Each nation is the product of a
unique origin and culture, and their national goals often differ
widely. All of the stellar nations remain locked in struggle.

(nly & few years ago, the stellar nations ended a century-
long war, the second fought between the young spaceborne
powers. The Second Galactic War was a terrible conflict, result-

-
-~

ing in the death of billions. In the end, the nations agreed to
peace not because of any smashing victory, but out of simple
exhaustion. While some nations now strive to forge a lasting
peace, others scheme to increase their power and widen their
sphere of influence. The threat of another great war looms
shockingly near.

Hurnanity itself is changing, For centuries, men and women
have lived on worlds far from Earth, slowly mutating, adapting,
and evolving to local conditions, Simultaneously, technological
integration and body modification has allowed those mativated
by professional ambition or personal desire to augment them-
selves with cybertechnology. Medical science has opened the
path ol genetic engineering on both the individual and societal
scale. Engineered humans, and even mutants, are growing
more commaon. The continued rise of extraordinary mental
powers among human beings is even more inexplicable.

More than ever, society must address the gquestion “What
does it mean to be human?

Its an age of heroes. Whether you're an explorer peeling
back the edge of the unknown, a diplomat in pursuit of interna-
lional leverage, a trader hunting down a few extra Concord dal-
lars, or a soldier defending our new homes in the stars, you can
hear destiny blowing her trumpet. It will fall an the shoulders of
a few scattered heroes-human, mutant, mindwalker, cybarg,
and alien—to maka the difference in the years to come.

Nowhere is this struggle more exemplified than among the
distant stars of the Verge, a frantier region of the galaxy. Cut off
from the rest of human civilization during the War, this sector
of space has only recently been reunited with the galactic com-
munity. Here, in a handful of star systems, the rivalry of the
stellar nations flares into espionage, raids, skirmishes, and
even deadly combal. Some fight the wars of the past; others
strive to keep the freedom they won during the years of isola-
tion. Mare troubling to the denizens of the Verge is the de-
struction of the Hammer’s Star colony, a small outpost at the
farthest edge of explored space. Rumormongers and prophets
whisper of a dark and territying enemy that wiped out the
settlement.

Life in the Verge is tough, and it may get a whaole lot tougher.

LOOKING BACK
ON TOMORROW

A terse summary of all of humanity’s history—to say nothing of
the numerous other species we have encountered—would con-
sume thousands of pages. Fortunately, citizens of the 26th cen-
tury begin their study of history with the first missions into
space. Everything else is “prespace Earth® and far ton ancient in
be of interest o the average youth of 2501.

Late in the 20th century humanity took its first steps away
from home. Remote-controlled machines led the way, followed
by manned craft spiraling into orbit Before long, artificial ob-
jects were forever circling above, looking down and transmit-
ting information across the planet. The first satellites were
military in function, but soon a halo of satellites heamed rmes-
sages around the planet and a man named Armstrong placed
the first human footprints on the Moon.

Technology and tnvention continued to advance at a rapid
pace in the 21st century. Slowly, semiautonomous drones and
probes left Earth to travel throughout the solar system, explor-
ing and cataloging the nearby planets. In 2032, the waorld was
linked electronically by the first Grid, an enhancement of earlier
electronic networks, The Grid allowed nearly limitless data stor-




age, lifelike interactive virtual environments, and real-time vi-
sual cornmunications. As computers grew more personable and
portable, use of paper declined for the first time.

As predicted by the dopmsayers of the day, growth in tech-
nology enhanced the power of international corporations and
anonymous financial cartels, Corporate power and indepen-
dence grew. As yet, none could present a threat to a world
power, but less powerful countries were not so immune. Micro-
tel, the largest of Earth's corporations, began an economic as-
sistance program in South America that became the classic
example of national leveraging. Less obtrusively, other corpora-
tions, such as the military contractor and arms supply con-
glomerate Ontis Ordnance, manipulated nations through more
subtle means. Fighting to survive, smaller corporations and in-
dependents formed formidable consortiums and guilds of their
oW,

The collapse of rigid, communist governments at the end of
the 20th and beginning of the 21st century heralded a new op-
portunity far peace. It was a time to offer a helping hand to less
developed nations. Of course, some would call such economic
development exploitation, destruction of environments, or an at-
tack on native cultures. But it was an opportunity io solve long-
standing problems and regional conflicts. Regrettably, small,
localized conflicts remained common. Nationalism competed
with economic interest, and new nations formed from the ashes
of their parent states. Fortunately, governments new and old
avoided the temptation ta canstruct massive arsenals of nuclear
weapons,

The 21st century brought the first steps toward public recog-
nition of human psionics. Tales of strange power to manipulate
matter and thought had been part of human legends and su-
perstitians for years: ghosts, shapeshifters, and magical powers
were seen as simply irrational tales from a more primitive era.
But they held a tiny seed of truth. Over the years, those who be-
lieved were first ridiculed, then brushed aside, then listened o
with skepticism. More and more cases were documented, but
the causes behind the stories remained unclear. Were these
cases the result of a change in human nature or the result of
mare careful observation? Hegardless of the reason, the tide of
evidence slowly became undeniable. Even when psi powers
were recognized, the fraction of the population with these talents
remained small.

While human nature itself was changing, certain economic
principles remained the same. Seli-interest propelled many
nations toward economic union, first in the industrialized West
and then beyond. As time passed, nations that formed unions
for business reasons moved on to conduct joint diplomacy and
draft legislation as one. Political alliance led to consolidation and
ultimately political union. The nations of the world coalesced
into six powerful unions: the American Slates, the European
Union, the Asiatic Federation, the Microtel Protectorate, the Pa-
cific Bloc, and the Indo-African League. An era of warld gov-
ernment had bequn.

It was a time when the great powers found new ways to
wage war. Indeed, industrialization and the Information Age
presented a significant threal to peace. As mare nations strug-
gled to join the ranks of the first-world powers, conflict erupted
over fishing rights, religious reformation, and the flagging lead-
ership of the United Nations. The motivation behind most 2 1st-
century sirife was simple: limited resources. Power plants
relying on fossil fuels were the primary source of power as the
planet industrialized. Despite the best efforts of many to harness
renewable wind, solar, or geothermal power, resources disap-
peared at an alarming rate. Governments collapsed as energy



reserves ran out. Estimates put world population at more than
20 billion by 2050. Automobiles and personal aircraft became
staples of most households. Worldwide industrialization led
muost people to pursue a home in the suburbs, modern cars, and
a plentitul selection of hoaries. Military struggles gave way to
economic wars fought on trading floors and marketplaces. In-
dustrial espionage became standard practice. The first conflicls
over oil and water rights led to the widespread belief that a new
world war was inevitahle.

The war never materialized. Instead, the development of an
efficient fusion generator in 2047 spawned the Fusion Age. The
race for successful nuclear fusion was almost 70 years old
when two scientific teams made nearly simultaneous an-
nouncements of the technological feat. The Spenner-Mindara
reactor, as the first model became known, was a product of an
independent scientific institute in the European Union and an
Asiatic Federation government research project. Hejecting de-
mands from governments to maintain secrecy, the Spenner In-
stitute released its findings to the Grid and the scientific
community on November 11, Within a year, dazens of genera-
tors were powering an energy-starved waorld.

The rise of cheap and plentiful power averted the prospect
of a war fought aver the warld's shrinking fossil fuel supplies,
While fusion generators were too expensive for anyone but
governments, large corporations, and wealthy universities, the
average citizen reaped numerous benefits, Harsh restrictions on
power consumption vanished as the threat of resource wars re-
ceded. Fusion-powered rails crisscrossed the planet, providing
affordable travel to all. Entertainment and leisure industries ex-
perienced wild, unparalleled growth. Fossil fuel technology was
improved and replaced. Amazing technological breakthroughs
advanced the standard of living by leaps and bounds, Thanks to
the period’s social stahility and the advance of science, the peo-
ple of Earth experienced a time of unprecedented peace and
prosperity.

The deep rumble of fusion torch engines heralded the com-
ing of the second space race. Despite a plentiful power supply,
the need for raw resources remained. Orhiting Sol, a wealth of
valuable materials lay unclaimed. The Pacific Bloc completed
the first permanent lunar colony in 2064, and the first manned
outposts on Mars followed less than a decade later. The Amer-
ican States marked the end of the century by establishing the
first Jovian colony on Callisto. In the next few decades, almost
100 stations were established on the nearest planets, moons,
and asteroids. The first serious efforts at colonization, dreamt of
and planned for decades, were at last a reality. The six great
unions dominated the effort, but many corporations joined in to
make their mark on the future. A healthy competition devel-
oped, and the vast new frontier proved large enough to contain
international ambitions without noticeable conlict,

Back on Earth, science pursued new miracles. Medical re-
searchers solved mysteries of the human body. Understanding
of bioelectric energy advanced the security of persanal belong-
ings and homes; only an ftem's owner could activate it. Cancer
followed polio and typhoid into ohlivion, Humanity became a
more formidable, often unassailable, opponent for diseases and
viruses. Genetic engineering, once the sole province of the rich
and powerful, became widespread, and the maximum human
lifespan reached more than 150 years. A few nations manu-
factured clones by mass production. Experiments with the
human genome produced deliberately altered humans, some
tailored to adapt to new environments, or for a specific profes-
sion, or to improve the species. Public understanding of psion-
ics, still in its infancy, grew with the release of psionic detectors

and inhibitors. Cybertechnology, once limited to military and di-
rect medical application, became availahle to the public, and cy-
bernetic limbs and organs replaced or enhanced human
abilities, Implants such as subdermal body art became briefly
fashionable.

New industries on Earth and new husiness opportunities in
space forced changes in the waorld market. The giant cartels and
husiness groups that had dominated the previous century had
to evolve or die. In 2091, Microtel spawned VoidCorp, a corpo-
rale division that would laler play a significant rale in history.
Within a decade, VoidCorp, responsible for all of the corpora-
tion's space operations, accounted for a fifth of Microtel's re-
sources. Numerous mergers and corporate takeovers allowed
existing giants to expand. Austrin Arms joined with its competi-
tor Ontis Ordnance in 2089. Equally important, a burgeoning
middle class with disposable income and spare time offered an
unmistakable chance for corporate interests to increase their
market share and importance in everyday lives.

Studies in high-energy physics and advances in the under-
standing of subatomic matter produced a remarkahle new tech-
nology. The Indo-African government revealed the first
functional mass reactor in 2106. The same mass reactor de-
sign, with only slight modifications, has stayed in use for four
centuries, and remains the standard to the present day. Relying
on the discovery of a nonbaryonic, exotic dark matter named
‘duodecim,” the mass reactor offered numerous advantages
over the fusion generatar. It delivered greater power output, and
for the purposes of the everyday engineer, it never needed re-
fueling. It was safe, easy to operate, and simple to repair.
Equally important, 8 mass reactor could be miniaturized and
used to power smaller spacecraft, equipment, and space sta-
tions. This scientific advance forever changed the world and hu-
manity’s place in it

But the golden era of peace was aver.

The mass reactor renewed political tensions as the great
powers raced to find uses for this new energy source. Ironically,
while the fusion generator solved a crisis by ending an energy
shortage, the mass reactor’s overabundance of enerqgy filled the
powers of the day with the desire to use it. In 2110, the first
system-explorer craft equipped with mass reactors, the Ulysses,
soared into space. Over the next four decades, the world pow-
ers visited, divided, and colonized the solar system, expanding
their territories and exploiting natural resources from sun-
baked Mercury to cold, distant Pluto. Another round of minor
skirmishes developed during the same period, including con-
stant asteroid poaching in the Oort Cloud, as well as the Apple
Skirmishes of 2122, the Satellite War of 2137 and the Martian
War of 2155. War in space was something new to human ex-
perience—it proved to be quick and exceedingly deadly. Each of
these conflicts lasted only a few days, and was soon forgotten.

Despite #ts new technology, humanity was for all practical
purposes imprisoned within its solar system. The distances be-
tween the stars remained foo vast to cross.

FIRST CONTACT

Hurnanity’s success at colonizing the solar system did not go un-
noticed. The fraal, an alien species who had lost contact with
their own civilization, had spent much of their recorded history
watching Earth, walting for an opportunity o reestablish contact
with hurnans. Their first attempt, almost 10 millennia ago, re-
sulted in myths about elves, thundering gods, and fiery chariots
in the sky. This irrational human response prompted the fraal
to abandon human contact,




So the fraal removed themselves from humnanity, resettling
in distant reaches of the Earth. Centuries rolled by as the two
civilizations lived apart, one completely ignorant, one watching
and waiting.

Human expansion in the 15th and 16th centuries forced the
fraal to withdraw to Earth's polar regions. As humanity grew in
numbers and in its understanding of science, the retreat accel-
grated. First, the fraal took up new homes on the surface of the
moon. Then they fled tv Mars, to Ganymede, and to Nereid.
After witnessing the secand wave of human colonization of the
solar systemn thanks to the mass reactor, a consensus formed
among the fraal to open relations. From its sealed habitat deep
within Charon's crust, a fraal vessel slowly rose and made its
way toward Earth. In the early morning hours of July 17, 2124,
it landed on Earth, escorted closely by a fleet of warships rep-
resenting each of Earth’s six great powers. 0f course, news of
the fraal ship, including some stunning visuals from the Saturn
outposts, had already reached Earth. The revelation that hu-
mans weren't the only sentient life in the galaxy generated a
mixture of fear and exciternent. That the fraal ambassador had
come to Earth only enhanced the public’s emotions,

Each power made sure that it was represented in this his-
toric meeting, and each outdid itsell ensuring that none of the
other nations attempted to sabotage it. At the request of the fraal
ambassador, the delegates from the six powers agreed to meet
in the Colléige de Genéve to discuss establishing formal diplo-
matic ties.

The news reports showed the alien ambassador calmly
walking out of his starship, surrounded by a small hanor guard.
Bewildering and disappointing thousands of reporters who
gathered in hopes of interviewing the aliens, the ambassador
stopped and made only the briefest of statements: “We are not
here to wage war, change your way of life, or to side with any
of your Earth empires on any particular issues. We are a peace-
ful people who hope to find friends in this vastness of space’
After repeating his message in several languages, the ambas-
sador left behind a stunned press corps and entered the College
de Gengéve,

[espite his comforting words, the fraal's presence had an
immediate effect on Earth. Contact with an alien species fanned
the {lames of confusion and political instability. Groups of
humans immediately aligned themselves far and against the
fraal. Several groups entered into retreats of their own, either
out of xenophohia or o seek spiritual guidance. Among these
recluses were a group of wealthy aristocrats who would, a few
years later, form a modest but eventually important nation of
their own, the Borealis Republic. Religious riots broke out in
Jerusalem, Aome, New Delhi, and Mecca as news that mankind
wasn't the only sentient creature in the galaxy brought religions
io their knees. Some religious leaders declared the landing a
hoax, others called for an execution of the demonic aliens. For-
tunately, the extremists were in the minority and most religions
openly embraced the fraal.

The Contact Treaty, signed on October 27 2124, granted full
citizenship to the fraal. Individual fraal could elect to become
members of any nation, and an independent fraal outpost on
Ganymede was recognized as a sovereign state. That's all the
fraal requested. In exchange, the fraal immediately began to
share their technology with the nations of Earth.

THE STARDRIVE

Fraal technology was quite distinct from that of humanity. It in-
cluded an understanding of psionics that far surpassed human-

ity's. Fraal mental disciplines—what they call mindwalking—be-
came enormously popular, even among thase without the gift
for harnessing it. The fraal also offered a knowledge of gravitics
far more advanced than anything humanity had hypothesized.
By using the force of gravity to augment a fusion reaction, fraal
grav-fusion cells could far outmatch human fusion generators.
The true breakthrough that gravitics offered, though, was the
gravity induction engine. For centuries, fraal vessels had ma-
nipulated gravity to produce motion. The induction engine could,
in layman’s terms, bend space so as to make a spaceship “fall’
in any desired direction. In comparison, reaction drives such as
the fusion terch or ion engine were crude, slow, and inefficient.
The gravity induction engine revolutionized interplanetary
travel, and the calonization of the solar system entered its final
phase.

The technology transfer wasn't entirely one-way; at least
one human technalogy bewildered the fraal. The mass reacior,
a unique invention of the century, eclipsed fraal grav-fusion
cells. The manipulation of dark matter boggled even the best
fraal scientists.

The union of the two species’ most advanced sciences—dark
matter physics and gravitics—produced the only known means
of traveling faster than light. The first stardrive was activated in
2160.

Human mass reactors could generate and apply a level of
power that the fraal gravitic colls had never seen. Instead of
causing space to bend, the stardrive broke it. A stardrive-
equipped vessel dropped into a previously unknown dimension
instead of moving through normal space. This dimension,
termed drivespace, is tied to the gravitic plane of the galaxy,
though even by the dawn of the 26th century the physics of the
phenomenon aren't completely understood. In its most basic
sense, the stardrive was an engine capable of hurling vessels
from one star system to another in a short period of time.

The discovery of drivespace was monumental, as neither
humans nor fraal could have found it on their own. The human-
built mass reactor couldn't access this dimension, and neither
could the fraal gravity-induction engine. But the two systems to-
gether created the stardrive, an engine that opened a singular-
ity portal into drivespace at one location and allowed a ship to
emerge at a location light-years away. It was discovered that the
larger and more powerful the stardrive, the farther a ship could
travel-up to a maximum of 50 light-years in a single starfall
with the technology of 2501,

But the first vessels didnt have nearly this range, instead
traveling only a few light years for every starfall. Nevertheless,
the light-speed barrier was broken, and this was an incredible
improvement over conventional travel. The nations of Earth
began a new era of exploration and colonization. Thousands,
millions, and eventually hillions of humans bid farewell to the
solar system. In the first years, the six wealthy power blocs led
the charge to the stars. Slowly, the cost of interstellar travel fell
lo more reasonable levels. Smaller corporations and wealthy
individuals made the trip. Humans with valued skills indentured
themselves to a colony to leave Earth behind and explore a new
destiny. Happy about the influx of resources and personnel,
Earth's power blocs made the fateful decision to permit unre-
stricted colonization.

Many groups, organizations, and corporations tried to write
themselves into the histary of stellar colonization. One of the first
was a new religion founded only a decade after the creation of
the stardrive. The Orlamu Foundation, led by Jeff Sendir, one of
the scientists who produced the first stardrive, left the Indo-
Alrican League to study both the technological and the theologi-



cal aspects of drivespace. Mare than
1,000 of Sendir's colleagues left their
pasitions with governments and cor-
porations to join him in his spiritual
guest for the true understanding of
drivespace and the advancement of
drivespace technology. The foundation
moved its headquarters to the colony
waorld, Prophethome.

VoidCorp, Microtel's space division,
created the first drivespace communi-
cation satellite in 2193, allowing quick
communications with the colonies.
Previously, the colonies depended on
slow and expensive message services
that carried messages aboard drive-
ships. Demand for the drivesal com-
munication technology was incredible,
as it allowed last, reliable communica-
tions between star systems, VoidCorp had proven itself, and the
division’s coffers filled quickly. Microtel ordered VoidCorp to
take on additional projects, and the division soon added dozens
of subsidiaries.

The first of these branches was Insight, incorporated in
2198, Insight was assigned the formidable task of developing
an interstellar Grid to replace the system-bound ones. As a sec-
ond, continuing goal, Insight was told to improve the Grid, cre-
ating new technalogies that would become essential ingredients
for every government, corporation, and individual. They imme-
diately set to work on technology that would allow virtual shad-
ows o navigate the Grid independently, create new hardware
that molded man to the machine, and stretch the Grid's reach
across the drivesats.

As engineering techniques and understanding of how the
stardrive functioned grew, so did the size of the vessels. In 2218
construction began on the first of the three-kilometer-long
fortress-class ships. Crafted in Earth orbif, these massive ves-
sels were built around the largest stardrives of their ime and
were capable of carrying hundreds of smaller vessels with them
in their jump into drivespace. They also lived up to their name,
as they were among the most heavily armed and armared ves-
sels ever constructed. Because of their size and function,
fortress ships became traveling cities in space. Markets, the-
aters, diplomatic posts, and mare all made their homes within
these giant vessels. The stellar navies used the fartress ships to
control distant systems and to keep enemies at bay by project-
ing significant force over long distances. No individual could af-
fard to build them. No nation could afford not to,

Throughout the early 23rd century, the nations of Earth
raced to build fortress ships and thus control space and their
colonies. All the major industrial facilities of the solar system
were fully occupied with the massive projects, so much so that
entire new shipyards sprang up to meet the contimuing demand
for civilian vessels. With a fleet of fortress ships under the con-
trol of the great Terran powers by the 2230s, humanity started
a new period of exploration and colonization. The exodus to the
stars from the crowded worlds near Sol accelerated.

I k 1 kd* i. 1

By 2241, Earth's alliances claimed mare than 100 star systems.
And despite their enviable technology and impressive techno-
logical reach, the great nations of Earth found themselves faced
by dwindling influence out among the stars. Distance, social fac-

tors, and a fever of independence have
deposed many powerful rulers in history:
The empires of Earth began to crumble.
The six great pawers didn't lose contral
of their colonies at any specific moment
Their influence diminished gradually, but
not without notice. As the Terran powers
stretched their influence into the stars, they
established new governing bodies to deal
with the problemns of colonization. Colonies
were given autonomy in exchange for
taxes and raw materials that the Terran
powers needed for contimued growth and
development. Of course, everyone on
Earth assumed that the lovalty of colonial
leadership was beyond question.
So the new powers of the era relo-
cated their capitals, corporate headquar-
ters, and other centers of power. The
Borealis Republis, virtually ignored on Earth, quietly moved its
capital to the planet Sapphire in 2243 and opened its doors to
all who wished to join. The Bigunmor Star Consorttum, once
simply an interstellar trading guild, explored and established a
colonial nation centered around the planet Bazaar, Austrin-Ontis
Unlimited transferred its management and operations depart-
ments to the planet Powder, an industrial center dozens of light-
years from Earth. VoldCorp moved its divisional headquarters
to Catalog, to “take advantage of the unique needs and circum-
stances of developing interstellar commerce!” On these distant
warlds, colonial leaders laid the foundations for nations built
along principles more to their liking.

Early in 2246, the Orlamu Theacracy, a colonial territory,
made contact with the weren, a race of pugnacious creatures of
incredible strength and vitality. Bnowing that the discovery of
another intelligent alien species would bring a rush of Terran
powers {o the new planet, the Orlamus carried out negotiations
themselves, The integration of the weren into the Theocracy
came quickly and easily. Following the model of the Contact
Treaty, the Orlamus offered complete citizenship to the weren
and pledged not to invade or otherwise develop Kurg, the weren
homeworld. The powers af Earth learned of the weren only
when the treaty was presented to them by the Orlamus. With no
solid grounds for objection, the Terran powers grudgingly rec-
ognized the Orlamu treaty,

FHE TERRAN EMPIRE
History proves that the declaration of the Terran Empire in
2250 was a largely symbolic gesture. The edict proclaimed that
Earth was the governing body for human colonies everywhere.
Colonial representatives were welcome o participate in the Em-
pire as nonvoting members. The six Terran powers would con-
trol all legislative and economic affairs.

The declaration affected Earth more than its colonies. Hu-
mans and fraal were living hull lives without ever seeing the
light of Sal, and the fledgling stellar governments cared little for
the dictates of a distant regime. The newly declared Empire had
neither the ships nor the manpower to supervise Earth's thou-
sand distant colonies. Even those loyal to Earth understood that
the Sol system was a small part of life in the interstellar schemne
of things. Each of the fledgling colonial governments was be-
coming powerful in its own right, building starships and vessels
of war to defend themselves against any threat.

When decrees from the Imperial Council of Earth arrived,




the stellar governments grudgingly obeyed. As the demands
from the Empire increased, however, it became apparent that
something needed to be done. None of the young colonial gov-
ernments was willing to take that first step, however. Publicly,
they obeyed. Privately, they complained, loudly and bitterly.

New colonial powers rose and fell among the stars, sume-
times completely unnoticed by the Imperial Council. The birth of
the Thuldan Colonial Authority in September 2263 was des-
tined to alter the balance of power. Guided by a vision of a hu-
manity united under a single banner and led by the charismatic
tycoon Gregor Rent, Thuldan fleets conveyed waves of millions
of colonists to their new homes. Nearby colonies joined with the
affluent and well-equipped Thuldans—some of them willingly,
others forced into annexation by the Thuldans’ growing military
and economic power, From the inhospitable world of Naria, the
Nariac Domain consolidated system after system under their
watchful leadership. The Terrans didn’t care who ruled the
*provinces,” frankly, as long as the maney kept rolling in.

One angry voice within the Terran Empire physically re-
moved itself from Earth’s dominion. The Hatires, long consid-
ered radicals for their outspoken hatred of technology, endured
a voyage o a new planet where they could set up their own
way of life. Critics of their faith took the opportunity to attack the
Hatires; after all, the technology the Brethren deplored was the
key to founding their own nation. The Hatire ignored their crit-
ics and settled distant colonies, keeping the location of a few of
themn secret. They were cut off from Earth influence, but also
from its technology, resources, and support. Many were happy
lo see them go.

As the colonies expanded putward into space, new warlds
fell under human control, and inevitably humans encountered
more alien species. Hepresentatives of the Rigunmor Star Con-

sortium stumbled across the mechalus, a species af humanoids
that lived with fully integrated cybertechnology. The Higunmors
successfully cajoled the aliens into joining their young nation
with promises of independence and free trade.

Likewise, VoidCorp discovered the jungle world of Sheya, A
VoidCarp resource analysis team nearly bypassed the resource-
poor world. Instead, they met a primitive alien species. Working
like the Orlamus before them, VoidCorp negotiated the Se-
sheyan Compact. VoidCarp executives intimidated the sesheyan
population into a servitude equivalent to the conditions all Void-
Corp Employees operate under o this day. That is, the resulting
treaty between VoidCorp and the sesheyans quaranteed that the
offspring of sesheyans would toil in perpetual subjugation for all
time. Other colonies and the Terran media denounced the treaty,
but no one was in a position to force VoidCorp to change its
ways. The sesheyans hecame the first alien species that hu-
mans forced into slavery. VoidCorp stepped up its efforts to find
a second.

THE FIRST GaLACTIC WAR
Tensions between the Terran Empire and its colonies mounted.
The Imperial Council issued comprehensive mandates intended
to bring the stellar governments closer to their Terran roots
New colonies were given less time to establish themselves be-
fore taxes came due, and the stellar governments were given
less grace period before they had to return profits.

In 2296, an independent explorer made first contact with the
t'sa, an alien species with interstellar capability. The tsa con-
trolled & small cluster of stars that they had setiled without a
faster-than-light engine. Unlike previous contacts, no nation had
an obvious claim to the t'sa, their worlds, or their valuable tech-




nology. And so several colonial states—and the Terran Empire
itsel{—tried o justify the annexation of the Ysa. The Vsa resisied,
steadfastly refusing all offers. They had no qualms about jain-
ing galactic society, but they didn't want to become a client state
of hurnanity either. The conflict over the t'sa stretched the dis-
cord between the Terran Empire and the colonial governments
to the breaking point.

Gregor Fent, governor of the Thuldan colonies, declared in-
dependence fram Earth in 2238 and simultanecusly announced
the formation of the Thuldan Empire. In short order, the Thul-
dans convinced many colonial governments to proclaim inde-
pendence and demand recognition as sovereign governments.
The Thuldan Empire had the strongest fleet among the colonies.
Once it declared independence, most other colonies followed.
Even VoidCorp joined in, thus beginning a hostile divestiture
from its parent corporation, Microtel. Only the Borealis Repub-
lic abstained, as internal factions and classes in that nation
fought their own civil war.

The six great Terran powers had to act, or they stood to lose
everything. The Tarran Empire gathered its forces, a massive
armada of military spacecraft. This armada split up to launch
attacks on the colonies that had declared their independence,
and soon other nations and stellar corporations became entan-
gled in the conflict. The First Galactic War had begun. The ini-
tial posturing and sword rattling erupted into open battle in the
year 2299. Within three years, all of human space was en-
gaged in an interstellar free-for-all. Earth's power blocs wanted
to keep governing—and more tmportant, taxing—the stellar
nations. At the same time, various nations attacked each other,
looking to increase their spheres of influence and prove their
military superiority. Everyone had a wrong to right, a slight ta
avenge, Many claimed that the problems were new, but many
causes of the war could be traced back to events that had their
origin in a time when all of Earth's people were firmly rooted
on the planet that spawned them. Even those nations that con-
sidered themselves allied to Earth broke away lo take advan-
tage of the situation.

The First Galactic War was vicious, marked by long perinds
of nerve-wracking anticipation followed by sudden, deadly com-
bat. Some star systems found themselves engaged in long,
drawn-out battles as fortress ships fought in-system vessels and
troop carriers touched down on planetary surfaces, It was an
expensive war, both in lives and resources.

The conflict dragged on. Earth’s six alliances and some stel-
lar nations were wracked by internal conflict, but the passage
of years slowly determined a winner. Beginning in 2308, a se-

ries of campaigns led by the Thuldan Empire dealt serious
losses to the Terran forces. By 2311, it had become clear that
the era af Earth imperialism was over, and the Terran Empire
agreed to arbitrate a settlement to bring the war to an end. With-
put an excuse to keep fighting among themselves, the stellar
nations came to the peace table.

The Treaty of Earth was drafted in 2312. Amang the condi-
tions of the treaty that ended the First Galactic War were the
abolition of the Earth-based superpowers, the formal recogni-
tion of twenty-five stellar nations, and the formation of a 26th
nation, the Union of Sol, to replace the extinct Terran Empire.
The Solar Union was much smaller than the Terran Empire,
made up of the Sol system and just over 100 nearby stars,

INTERBELLUM

The tyrannical Terran Empire was defeated, but little was set-
tled. Borders between the stellar nations were contested, and
nations strong and weak hehaved mare like predatar and prey
than friendly neighbors. For many stellar nations, the treaty of
2312 was a time for rearmament rather than a chance for last-
ing peace, GW1 had made clear that no Earth government
would control space, but it was an open guestion what balance
of powers would replace it.

[luring the next three decades, tension boiled just under the
surface, and several small conflicts kept diplomats hopping—but
a cautious interstellar peace held. Everyone could see a new
war on the horizon, and so the nations stockpiled military as-
sets and strategic resources. The previous conflict had taught
the stellar nations many lessons about spaceborne war. The
weapans grew maore advanced, the battlefield larger, and the
stakes even higher. Next time, the war would be fought for more
than freedom—it would be fought for control of space.

Wise national leaders committed their nations to preparing
for the worst. Any spark might reignite the wildfire of war. For
their own protection, the Free Byrena Soclety, Nordic Indepen-
dent State, and New Columbia jpined together with a fourth na-
tion unrecognized by the Treaty of 2312. This union created a
new stellar nation, the Orion League, in 2321,

Iromically, the anxipus time between the wars stimulated new
growth on all fronts. The borders of Dld Space stretched and
planetary improvements blossomed as nations developed their
industrial capacity. It was also a great time for exploration. All
of the stellar nations funded surveys and colonization of distant
stars and worlds. They expected to be hungry for raw respurces
soon. In addition, no nation wanted to repeat the errors of the
Terran Empire by allowing unrestricted expansion to undermine
their future ar their savereignty. For the next 30 years, the stel-
lar nations claimed more and mare stars. The nations quickly
reached the top and bottom of the galactic arm, and began to
spread out toward its edges. Colonies were established over an
area some 2,000 light-years across, and regions such as the
Verge, Far Heach, and the Orion Frontier were opened. The
scars of war began to fade, but a new war already lnomed on
the harizan.

THE VERGE

The Verge received more aftention during this period than any
other frontier region. Why? Popular media may account for
some of its success, with numerous blockbuster holofilms and a
catchy term to attract the masses. But economics was a real dri-
ving force. When the stellar nations searched for resources, the




Verge offered an abundance. Fortune had gifted that area of
space with more than the usual number of worlds rich in raw
‘materials. National ambition was the second key to the Verge's
fame. To date, no human had left the Orion Arm of the galaxy,
the arm of the Milky Way where humanity was born, The Verge
rests on the edge of that galactic arm, serving as the gateway
for the next wave of human expansion. No stellar nation wanted
to be left out of the Great Leap to the next galactic arm and the
rest of the galaxy, and so each made great efforts to establish a
stranghald.

Scouts explored the region in 2314 and 2315, Colony ships
visited Bluefall a year later, establishing the first Orion colony in
the Aegis system and the first human colony in the Verge. As
Aegis grew and became the acknowledged center of Verge
space, dozens of other colonies were established. Although
more than 100 light-years separated the Verge fram Old Space,
the cradle of human nations, many colonies were funded and
organized by the stellar nations. Fortunately, the wealth of un-
explored stars kept the stellar nations too busy for conflict.
Money and manpower poured into the area. It was a prosper-
ous time for the Vergers.

But the Verge was viewed as wild, unclaimed space by the
stellar nations. Colonies and outposts were created fo serve the
needs of their stellar patrons, and the colonists knew the prob-
lems and confrontations of Old Space. As the tension in Old
Space grew, tensions within the Verge increased as well. When
the dark shroud of war overshadowed the bright glow of peace,
the gitizens of the Verge celebrated with their own little wars to
imitate the confrontation taking place far away. Verge systems
went to war with their neighbors, each convinced that its parent
nation had been wronged.

THE SECOND
GaLacTic WAR

The spark that set off the next war was the Mutant Uprising of
Tau Ceti. Within the Union of Sol, the Tau Ceti system was well
defended against foreign attack, but it was unprepared for a re-
volt from within, In 2346, an uprising financed and supported
by the Thuldan Empire gathered attention throughout the Stel-
lar Hing. The rebellion itself was unremarkable, but it was led
by ‘mutants*—binengineered individuals whose genes had been
heavily tampered with to produce extreme changes. Humans
were split about the worth of such radical changes, but no one
was indifferent to the suffering of the Tau Ceti population.

Solar military forces moved in at ance to end the unrest. As
soon as they learned that the rebellion had been funded by the
Thuldans, threats, accusations, and counterthreats flew through
the Grid. The Solars acrused the Thuldan Empire of creating su-
permutants to destroy one of the Union's prized systems, and
the Empire pointed out the inhumane methods the Selars used
to quell the rebellion. The shouting match quickly degenerated
into a shooting match between two of the most powerful stellar
nations, longtime opponents in the previous war.

Despite the public’s violent reaction to the Uprising, the event
was merely a catalyst. Everyone expected a return to the con-
flicts of GW1, but this war was far nastler and lasted far longer,
Once the initial flurry of burned planets ended and the first bil-
lion had died, the war kept going, plunging humanity into a vi-
olent age. For more than a century, stellar nations waged war
upon ane another. In many regions, the conflict was localized
and interstellar travel became harder. The huge fortress ships
built in the previous century to transport humanity across the

void of space became pure war machines under the strict con-
trol of their parent nations. Fortress ships were still the hest way
to take or hold systems, and no stellar nation could squander its
assels on explaration or transportation.

Whole regions of space suffered under the onslaught of ter-
rible superweapons. Stellar nations were sliced up, swallowed
whole, or wiped out completely by more powerful nations,
Three immensely powerful alliances developed to preserve a
balance of power, but mostly served to perpetuate the conflict,
In some places, technological advancement ceased as the war
devastated more and more worlds and targeted centers of in-
dustry and learning. Some planets were bombed into a primi-
tive state, falling from the heights of technological achievement
to the depths of the worst dark age in humanity’s history. Other
planets starved as supply routes were cut. Some waorlds suf-
fered from germ warfare or asteroid strikes. The war was ex-
pensive, bankrupting nations as trade dwindled and treasuries
were exhausted o pay for the war effort. Medical research,
standards of living, arts and sciences—all fell by the waysida as
the stellar nations turned their collective resources to the task of
destraying each other. It was a grim, deadly perind, and civi-
lization came dangerously close o disappearing entirely,

Humanity pulled back from its expanded borders. Ultimately
the developed worlds of Old Space were more precious than
new settlements. The Verge lost contact with the stellar nations
in 2375 when the Battle of Kendai destroyed the Bendai drive-
space communication relay, a crucial link between Old Space
and the Verge. The increasingly exhausted nations forsook fron-
tier regions, leaving their distant colonies and client worlds to
fend for themselves during the dark night of war,

For more than a century, the Verge colonies were on their
own. Some fought among themselves. Dthers put an end to
fighting and resumed the business of living. A few waited im-
patiently for ships or news to arrive from their sponsor nations.
Several Vergers set out in small driveships to seek news of the
war; most of these never returned to the frontier. The colonies
were on their own, and many of the rugged pioneers came to
like it that way. To the young people born during this period, the
stellar nations were nothing more than names in their history
lessons, legends spoken of by the oldest colonists.

The war raged on. After 100 years of bloody strife, It was
clear that no nation or alliance could walk away from the war
and claim victory. Indeed, if the war continued much longer,
every nation would end up bankrupt, decimated, or destroyed.
In 2465, the leaders of three powerful stellar nations came fo-
gether to work out a solution. These leaders were Warthen
Hale, President of the Orion League; Alisan Breel, Executive
Guilder of the Rigunmor Star Consartium; and Emperor Regist
of the Thuldan Empire. They negotiated for weeks in secret, yet
even these powerful figures couldn't mandate a peace. That re-
quired years of work, and effort more painful than anyone an-
ticipated. But they knew the effort was humanity’s best hope.

Years of negotiations, clandestine deal-making, and intense
planning passed before an official peace could be established.



President Hale kept the effort alive. It was his vision of human-
ity’s future that inspired the galaxy and gave even the most des-
titute worlds hope. Hale's vision became the basis for the Treaty
of Concord, signed in the Orion League in 2472. The treaty not
only ended the war, it established the Galactic Concord, poten-
tially humanity’s greatest achievement.

The treaty sel forth several conditions that the stellar nations
agreed to abide by. First, it divided human space into twelve dis-
tinct nations. Second, it established the Galactic Concord, an in-
dependent nation made up of worlds, people, and resources
donated by the war's twelve survivars. The Concord was given
the duty of preserving the peace, negotiating differences be-
tween the nations, and generally overseeing humanity and its
befriended species throughout space.

The Concord had three qualities that placed it above the petty
quarrels of even the best stellar nations: a grand purpose, a
unity of vision, and a moral compass. It was a mix of individu-
als from all stellar nations, giving it a tolerant attitude that al-
lowed it to see beyond the borders of any single nation. If
humanity was o survive as a collective force in the galaxy, this
attitude and vision would be needed in the years ahead.

CoNTACT WITH THE VERGE

In 2498, the Galactic Concord's efforts to repair drivesat relays
on the frontier yielded a major success. While no ward had yet
come from Far Heach or the Orion Frontier, the newly repaired
relay orbiting the star Kendai received the first message from
the Verge in aver 100 years. The Concord welcomed the news,
but 1t also feared what might lie behind the message.

“Borealis colony Silver Bell at Hammer's Star, calling any
FreeSpace Alliance vessel,” the drivespace message began. “We
are under attack by ... Hepeat, the colony is under heavy at-
tack by unknown forces. Send help. Repeat, send help. It's May
3rd, 2489, We need help, damn it! Please ... *

The message repeated. A reconnaissance team was quick-
ly assembled and launched. When the Concord fortress ship
Monitor reached Hammer's Star in 2497 eight years after the
message had been recorded, it found a decimated planet. The
colony had been destroyed. There were no survivars. Concord
observers were able to determine that the colony was destroyed
in a matter of hours.

As the Monitor made its way through the Verge, contact re-
sumed with Aegis and many other systems. The other colonies
reported the loss of contact with the Hammer's Star system, but
no one had an explanation. Verge ships sent to investigate the
silent colony had found nothing but ruins. Silver Bell never
called nearby systems for aid, probably because it had been at
war with its neighbors for years. None of the other colonies re-
ported attacks or unknown invaders, though the Concord heard
disturbing rumars of such altacks in the months ahead.

By the end of 2500, the Concord had established several key
bases in the Verge and was helping the region rejoin the galac-
tic community. Unfortunately, the Concord’s resources were
spread thin, many Verge worlds regarded the Concord with sus-
picion, and some even saw the Concord as a new enemy. Mare-
over, the stellar nations returning to the Verge were eager to
bring their lost colonies back into the fold. At least half of the
Verge systems made public a desire to remain independent. To
this list of problems, the Concord found persistent evidence that
some unknown enemy threatened not only the Verge but all of
human space.

THE GALAXY TobpAy

The year is 2501. It's the dawn of the 26th century, and while
hopes of a bright future linger, so do the shadows of ancient
wars. Hatred dies hard, old enemies have long memories, and
new dangers haunt the edge of space. Every nation seeks an
advantage, and most include war as a means to their goals. To
further complicate affairs, sorne nations are already expressing
disdain for the Concord and the current order.

War looms on the horizon despite the Concord's determined
efforts to lay the foundations of peace. This war might come
from within, as stellar nations struggle for power and aliens
seek influence. Or it might come from outside, where a myste-
rious threat lurks, waiting for a chance to strike. What will this
century hold for humanity and its allies? Individuals and their
actions will set the course. Throughout human space, explorers
and traders reestablish ties and regain knowledge lost in the
war. The routes to the frontier are recpening as the Verge re-
turns to the galactic community. In the unsettled systems, new
opportunities arise constantly for a hero to step forward and
make a name for himself,
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TIMELINE

The fusion generator is developed. Six world powers
divide Earth: the American States, the European
Union, the Asiatic Federation, the Pacific Bloc, the
Indo-African League, and Microtel. A period of peace
and prosperity begins.

Pacific Bloe builds first permanent lunar calony.
Permanent manned colonies on Mars established.
The mass reactor is developed by the Indo-African
League, forever changing the world. A period of ten-
sion and competition begins between the warld pow-
ers that eventually involves even the client states.
The first spacecraft litted with mass reactor power
sources roll off the assembly lines, and system ax-
plorer vessels are quickly developed. Over the next
50 years, the world powers explore, catalog, divide,
and finally colonize most of the solar system.
Humans make first contact with the fraal

The Borealls Hepublic founded on Earth,

Fraal science combines with human technology to
creale the stardrive. With this new engine, space ves-
sals can now travel out of the solar system at rela-
tively fast speeds due to the stardrive’s ability to
access drivespace.

The Orlamu Foundation, later the Theocracy, calo-
nizes planets of its awn.

VoidCorp constructs first drivespace communications
satellite,

First fortress-class ships are designed and construc-
tion begins.

The first fortress ships, vessels capable of leaping 25
light-years in a single starfall, are completed. A new
era of exploration and colonization begins.

More than 100 star systems fall under the control of
the various Earth powers and grawing colonial pow-
ers. Ties to Earth begin to fray.

The Orlamu Theocracy contacts the weren.

The Earth alliances declare the formation of the Ter-
ran Empire to stem the tide of colonial nationalism
and retain control of their extensive holdings.
Gregor Kent founds the first Thuldan colonies,

The Nariac Domain is declared.

The Hatire Comrmunity is formed.

The mechalus civilization is encountered by the
Rigunmor Star Consortium.

VaidCorp encounters the sesheyans,

Civil war begins in the Borealls Repuhlic.

First contact with the tsa.

The Thuldan Colonial Authority declares indepen-
dence.

The First Galactic War begins, partially incited by the
refusal of the U'sa to join the great Terran Empire or
one of its young colonies. The Terran Empire seeks
to crush the rebellious colonies. The Guilder Conclave
declares the independence of the Higunmor Star Con-
sortium.

StarMech declares itself an independent nation.

The First Galactic War ends with the signing of the
Treaty of Earth. The Terran Empire is replaced by the
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Union of Sol. Twenty-six stellar nations are recog-
nized. The Interbellum begins. It's a period of new ex-
ploration, scientific growth, and development. The
ultimate range of the stardrive increases from 25 to
50 light-years,

The first explorers reach the Verge. Members of the
StarMech Collective explore the Tendril system.
Four nations, the Orion Nation, the Nordic Indepen-
dent State, Free Kyrene Society, and New Columbia,
form the Orion League.

The Hammer Hesearch Group explores Hammer's
Star, the last system in the Verge to be setiled during
the Interbelium,

The Mutant Uprising of Tau Ceti sparks the Second
Galactic War. Nastier than the first, this war plnges
humanity into a violent dark age,

Emperar Decret announces the formation of the Ex-
pansion Pentad, which includes the Thuldan Empire,
VoidCorp, the Hatire Community, the Nariac Domain,
and the Dreth Commonwealth. The Orion League and
the Horealis Hepublic announce the formation of the
FreeSpace Alliance. The Rigunmor Star Consortium,
the Upion of Sol, Austrin-Ontis Unlimited, and
StarMech together form the alliance known as Profit
The Battle of Kendai The drivespace communications
link to the Verge Is destrayed.
Hepresentatives from Insight, a division of
clandestinely meet with leaders of the FreeSpace Al
liance and share Expansion Pentad plans and secrets.
The turning point of the war is fought at the Batile of
Songham. The Thuldan Empire and the Expansion
Pentad are pushed hack after almost 70 years of suc-
cess. The “gentleman’s agreement” between the Free-
Space Alliance and Profit ends.

Insight declares its independence. The VoidCorp Grid
crashes.

Leaders of the three great alliances meet (o negotiate
a peace at the Alkaid Conference.

Alter years of effort, an agreement is signed to end
the Second Galactic War. The Treaty of Concord es-
tablishes the Galactic Concord, a political body made
up of representatives of each stellar nation and de-
signed to maintain the peace, settle disputes, and
bring unity to the galaxy. The stellar nations go about
the business of reconstruction.

The Borealis Colony an Spes, a planet orbiting Ham-
mer's Star in the Verge, is attacked and destrayed by
unknown forces.

The Kendai drivespace relay is rebuilt Contact with
the Verge is reestablished, transmitting the seven-
vear-old recorded distress call from Hammer's Star.
The Concord fortress ship Monitor arrives in the
Verge and begins a four of major star systerns on the
way to Hammar's Star. The Monifor finds the Silver
Bell colony a battered ruin.

The present



CAMPAIGN MODELS

The depths of space are guite literally beyond our ability to fully
conceive. So, it's no great surprise that within this vastmess one
finds numerous places to go and wonders to behold. The galaxy
of 2501 is filled with natians of humans, worlds of alien species,
mutants, robots, mindwalkers, and more. There's never been a
better time for heroes to find advenfure.

In all this wealth of opportunity, there are four principal
models of play that heroes can enjoy: exploration, intrigue, mil-
itary, and trade. Each model can support hundreds of adven-
tures, each different and uniquely entertaining. Information to
support each of these styles of play can be found throughout
this book. Players and Gamemasters can concentrale an one or
two models, or jump between all four.

EXPLORATION

This model of play reaches out to the wonder and mysteries of
the galaxy. Discovery, ultimately, is the reason humans took to
the stars. In this campaign, the herces form an exploratory
team. They're outriders on the frontier and the leaders of dis-
covery. Perhaps they represent a professional interest, commis-
sioned from a guild or government. Corporations employ scouts
to ook for profit and precious resources. Stellar nations con-
tinue their philosophy of expand ar die. The Galactic Concord
views explaring and contacting new species as part of ils char-
ter. Finally, there's the independent company of heroes. Maybe
they've devoted their lives to the frontier. Or they may count on
a discovery to produce the next great technological advance—ar
at least a hefty finder's lee.

This book contains lots of information to help a campaign fo-
cused on exploration. Bead through the next chapter, especially
the section on star travel, to get familiar with what's possible.
The Verge is a great place 1o begin. The descriptions of the set-
tled systems in Chapter 4 provide some worlds to visit. Ulti-
mately, an exploration campaign is founded on imagination; as
heroes peel back the border, players and Gamemasters must
plot for themselves what lies beyond.

INTRIGUE

This style of play emphasizes diplomacy, espionage, courtly in-
triques, and games of death and deceit on a galactic scale. He-
roes become a part of the galactic game of power. They could
assume the roles of interstellar diplomats, preserving the peace
in a desperate galaxy. Or they may be part of a government
agency determined to advance the interests of a single nation.
Or they may find employment among corporations large or
small; the lure of the dollar hasn't diminished. Perhaps they're
involved in the formation of an entirely new government. What-
ever the mission or its source, this style of play showcases role-
playing, plotting, and high drama.

Chapter 3: Stellar Nations should be your starting place for
this model of play. It describes the goals and differences be-
tween the thirteen powers that control explored space and the
web of alliances and conflicts that divide humanity. In the Verge
(Chapter 4), there is no greater center of power than the planet
Bluefall in the Aegls systern. But throughout the region, the in-
terests ol stellar nations conflict with one another and with the
desires of local governments.

=

MILITARY

This model of play emphasizes action-oriented conflict between
heroes, antiheroes, and villains, The heroes may be Concord
Marines, sworn to peacekeeping on the frontier, Or they may be
soldiers trained to protect valuable assets and strategic sites.
Maybe they're mercenaries who work in the Verge because
their skills are in such demand by all sides. They may be a unit
of ground infantry, special forces infiltrators, or the crew of a
cutter or corvette. Whether they are attacking a rival nation or
defending humanity from an unknown enemy, the heroes n this
style of play thrive on adrenaline and the pulse of action.

For details on how to flesh out a military campaign, read
through the “Military” and “Travel & Piracy” sections of the next
chapter. They contain information on available technologies
used in conflicts small and large, Chapter 3: Stellar Nations can
help you determine the likely sources of conflict between gov-
ernments, Finally, star systems such as Algemron and Ham-
mer's Star provide a fantastic batilefield of the future,

TRADE

The trade model of play invites more realistic and materialis-
tic heroes to take a second look at how society really works,
Why do humans explore? To discover new sources of material
and open new markets; in other words, to make money. Why
do stellar nations compete? To increase their economic domi-
nance and resources. 0r, to put it another way, to make money.
Why do soldiers fight against one anather and against foreign
threats? To protect current holdings and seize new anes. Money
again surfaces as a motivating factor.

There's nothing ignoble in the quest for the Concord dallar.
This model of play emphasizes trade and commerce; the heroes
are free traders, smugglers, or corporate merchants, Profit is
the driving force of this campaign style, but it can alse feature
exploration, alien contact, and combat as the heroes go about
earning a living along the space lanes.

The place to begin building a trade campaign is with the
*Economy & Commerce” section of the next chapter and the
“Ships” sections of Chapter 5: Hero Creation. After that, a Game-
master can use TABLE 52: CoMMopITIES (see page 26), which de-
scribes the exchange rate for various commodities in demand
in the Verge. The best places for a general trade campaign in
the Verge are the Tendril and Oberon systems.

For a life on the seamier side, the Lucullus system is an ex-
cellent place to base a campaign concentrating on trade or
piracy. Thousands of independent traders have flocked to the
systern to escape the regulation, taxation, and tariffs of other
Verge systems. Anything goes in Lucullus, but as long as a
trader can cough up protection money or fight to prove that he
doesn’t need protection, he can get alang just fine.

OTHER MODELS

Flayers and Gamemasters can also use the information in this
book to create their own games: epic campaigns of technologi-
cal wonder, stories of far-future murder and mystery, horrific
dramas exploiting the sensibilities of the human mind, or daring
tales of fledgling colonists determined to establish a better to-
morrow on a planet fraught with challenges. The future is open
to heroes as never hefore.
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SCIENGE & TECHNOLOGY

The era of plentiful energy that began in 2160 is generally
called the Gravity Age, and it has delivered the miracles it
promised. The era’s namesake science, gravitics, has affected
all elements of daily life. Spacecraft slide across star systems,
traveling hundreds of millions of kilometers in just a few hours,
using gravity induction engines. The mass reactor and the
stardrive that gravitics produced both offer enormous power
and an outlet to the stars.

Affordable power seeps into the homes of citizens and the
offices of small businesses. Skycars fill the air, powered by
induction engines. Luggage is rendered weightless by mass
neutralizers. Mass transceivers keep friends, relatives, and pro-
fessional contacts in ouch with instantaneous communication
within a star system. The Gravity Age has also unlocked the
ability to create holographic images in free air; holo has re-
placed video as the medium for art, movies, and advanced com-
puter interfaces. Holobroadcast has replaced television,

Personal technology keeps people constantly connected to
society. Computer pads and comm gear are available to every-
one. Gauntlet technology has become the rage; electronic plates
line the arms of older businessmen, adventurous space jockeys,
and young gridpilots. Professional gauntlets offer easy access to
information and guidance. Computer gauntlets and grideasters
provide a never-ending flow of data from the Grid.

To counter the age's invasion of privacy, those seeking sali-
tude face some simple choices. Biolocks demand a precise
bioelectric signature and prevent unwelcome intrusions. Anti-
scan weave can shelter individuals, vehicles, or domiciles from
unwanted perusal. Sensor detectors reveal prying eyes or
machines. Ultimately, the answer to overcrowded metropolises,
burdened infrastructures, and nervous urban psychologies is
the push into open space where people can begin anew.

WoRrLDs oF THE OrRioN ARM

The wonders just described are common on first worlds. The
classification of planets as first, secand, or third worlds has been
in common use for more than a century. In 2501, the terms de-
scribe a planet’s overall level of civilization and technology. The
first worlds of Old Space, including the stellar capitals, are
sprawling city-planets of a scale never imagined, home to tens
of bilions. The worlds of the Sol system remain the mpst ex-
treme example, inhabited by more than 100 billon humans,
fraal, and other sentients. Current surveys place the total num-
ber of first worlds at just over 200. Almost without exception,
first-world environments easily sustain humnan life. They're the
jewels of human space, valued and well protected.

Second worlds are more comrmon; humanity has established
several thousand of these. Second wuorlds average a population
of a billion sentients or less, and their natural enviranments
may be uncomlortable for, or even incompatible with, human
life. Since Earthlike worlds orbit fewer than 1 in 10,000 stars,
most of the colonized worlds of Old Space fit into this category.
Many of these worlds are rich in minerals and resources but too
alien 1o become popular homes for free citizens. Others may be
hahitable, but they have yet to grow in population. Technology
remains state of the art or close. In the Verge, most govern-
ments recognize Bluefall, Alaundril, Lison, Alitar, and Galvin as
secand worlds,

Third waorlds include any (mostly) self-sufficient settlements.
These budding worlds may depend on trade to provide specific

goods (as do many first and second waorlds), but in return they
provide resources to pay for that support. Technology and cer-
tain goods are scarce in comparison to more developed worlds.
Third worlds are uncommon in Old Space and growing even
less common all the time. In the Verge, most independent plan-
ets and systemns fit into this category.

Uninhabitahle worlds don't always remain uninhahitahle.
Terraforming is extraordinarily expensive, costing trillions of
Concord dollars and years of effort even for the simplest oper-
ations, Nevertheless, many stellar nations and even wealthy
colonies and corporations are sometimes willing to pay the
price. Terralorming more radical shifts in planetology and plan-
etary orhit can give even a stellar nation pause; the costs esca-
late rapidly at this scale of effort. Today the most famous feat of
terraforming is the home systemn of the Thuldan Empire, where
brilliant engineers have coaxed five planets inta lush habitabil-
ity. Thuldan Prime is simultaneously the pride and the expen-
sive crown jewel of the Empire.

I's waorth noting that the descriptors first world, second
world, and third world that describe a planet’s development
have no direct correspondence to the system used by environ-
mentalists and planetologists, For scientific purposes, Class 1-3
planets describe a relationship to Earth-normal; Class 1 is very
close to Earthlike, Class 3 is very far. Class 4 planets are gas
giants, and Class 5 planets are airless rocks or other bizarre
forms. (See page 197 of the Gamemaster Guide for more de-
tails of this classification system.)

STANDARD TECHNOLOGY

In the STAR"DRIVE setting, human technology stands at Progress
Level 7, as described in Chapter 9: Goods & Services in the
ALtenntTY Flayer's Handbook and in the Gamemaster Guide.
Gravity Age technology is the commonly accepted definition of
cutting edge. Within the borders of Old Space, this technalogy is
taken for granted by the average citizen. Nevertheless, many
iterns developed during the Fusion Age remain in widespread
use. Items originally introduced more than 200 years ago are
still produced by most factories. The design of Fusion Age gear
is often less expensive, and it has a proven track record that
some recent innovations lack.

As for alien technology, several species that humanity has
encountered have demonstrated at least one superior technol-
ogy, but none have shown a broader range of expertise. The
mechalus remain clearly superior in computer hardware and
organic interfaces, the fraal lead in gravitics and in the mind-
walking sciences, and the tsa have long since perfected eryo-
genic technology. But while each of these species has hrought
something new into the scientific or technical realm, no living
species has reached beyond humanity’s ability to understand. At
least, no species has revealed such an advantage so far.

The results of humanity's overall technological dominance
are widespread. The most obvious sign Is the relative size of the
human population compared to the sentients that humans have
encountered. While humanity is prolific and prone to explo-
ration and expansion, the fact that humans and the fraal dis-
covered the stardrive is the key behind humans and fraal
outnumbering other sentients forty to one. For the last century
or more, the human-led stellar nations have shared their tech-
nology. Yet it will take a century or more before the other sen-
tient species of the Orion Arm can boast a true equality.




COMMUNICATION

Fast and relishle communication is critical to the maintenance of
empires, the growth of free thought, the needs of a modern
economy, and the deployment of military assets, As humanity
has grown, the family of humans and aliens is increasingly re-
liant on communications technology to stay in touch.

PLANETARY

On a planetary scale, communication has been cheap and in-
stantaneous for almost five centuries. An armada of satellites
orbits all developed warlds, dedicated to providing connectivity
io the citizens below. The average cifizen carries comm gear in
the form of a data slate, headset, or computer gauntlet. The
same network of satellites provides audio, video, and holo
mediums, serving as the backbone for the Grid.

INTERPLANETARY

For communicating within an individual star system, the limits
that light speed imposes make the use of radio and laser medi-
ums cumbersome, Within the familiar Sol system, for example,
a message from Earth takes more than four hours io reach
Nephine; any reply takes just as long. Since radio waves are in-
expensive and easy to generale, many star systems continue to
rely on this method. But for a culture that has grown beyond a
single planet of a star system—or for one with the ambition to
o so—radio and laser mediums simply don't produce the de-
sired result

The mass transceiver—invented by the VoidCorp division In-
sight in 2330-revolutionized in-system communication. While
a thousand times mare costly than radio, the mass transceiver
aceelerates compressed and massless graviton packets. Instead
of propagating normally—that is, at the speed of light—these par-
ticles move at several times their normal speed, making com-
munication near a star effectively instantaneous. The new
technology changed the nature of the average slar system; an
entire system could suddenly be administered from one point.
Today, most planets and ships rely an the mass transceiver.

The mass transceiver suffers under a single limitation that
has prevented it from becoming the instrument used for com-
munications everywhere. Since the transceiver depends on the
star's gravity as a carrier frequency, its range is limited by the
star’s own mass and gravitational well. Communication beyond
a star's cometary belt is impossible. For the typical G-class star
similar to Sol ar Aegis, that places the maximum range of the
mass fransceiver at about 100 AU. For larger stars, that range
can extend up to 10 times that distance; for the smallest red
dwarls, the range of a mass transceiver may be anly 10 AU,

INTERSTELLAR

Drivespace communication relays predate the existence of the
mass transcefver by a century., Nevertheless, the mass trans-
ceiver's limitation to a single systern makes drivespace com-
munication the standard for transmitting messages between star
systems. Drivespace communication utilizes the same principles
as the stardrive itself to send a relay momentarily into drive-
space. Since the drive relay Isu't actually traveling anywhere, is
trip to and return from drivespace are nearly simultaneous.
During the few seconds that a drivesat sits in drivespace, it
launches an energy carrier wave to other drivesats within 50

light-years. These transmissions take 11 hours to reach their
destination, and thus contact between star systems always op-
erates on a delay. Messages traveling from the heart of Old
Space to the edge of the frontler—some 1,000 light-years away—
take about nine days to reach their destination, carried over a
network of relays. A reply takes the same time.

The political, military, and economic impacts of drivespace
communication are endless. Orivespace communication makes
the existence of interstellar nations and empires possible, but its
limitations place some heavy burdens on these institutions. He-
cause communications are slow between systems, economic
forecasters must accurately predict the need for resources;
ships that respond to changing market needs are even slower.
Military forces sulfer the same problems; during the Second
Galactic War, drivesats were primary targets. Finally, delayed
contact diminishes the ability of central governments to control
individual systems. Hence regional authorities possess consid-
grable power, even within huge stellar nations.

For the stellar nations, nowhere are the lines of suppart and
communications longer than those to the Verge. Only three
Verge systems can boast drivespace relays. Tendril, Aegls, and
Hammer’s Star have been home to relays since before the Sec-
ond Galactic War, and the Concord Communications Commis-
sion has recently completed overhauls of all three. The high cost
uf drivespace relays hasn't encouraged their proliferation on the
frontier, but several stellar nations have begun to consider such
constructions, To stay in touch with the rest of human space, all
Verge drivesats depend on the crucial link at Kendai, one of the
few inhabited systems in the barren stretch between the tamed
regions of space and the Verge. Since the Kendai relay was re-
stored in 2496, it has become one of the most active drive-
comm relays outside the heart of Old Space.

Frontier systems without a drivespace relay must depend on
merchants who carry messages much like any form of cargo.
For a fee, these dafa merchants deliver messages between
colonies and the nearest drivespace relay. To prevent tamper-
ing, sophisticated cryptography protects the privacy of trans-
missions. The profit margins in message traffic generally aren't
exceptional, so most merchants use it only to supplement their
normal trading. In addition, today all data merchants must be li-
censed by the Concord Communications Commission—and the
CCC has high standards. The CCC's lengthy background checks
ensure that message carriers of the 26th century can be trusted.

Infotrading’s weakness, especially in the Verge, is its vulner-
ability to oulside interference. While drivespace communica-
tion is almopst invulnerable to malleasance, the same cannot be
said of the many independent traders and small corporations
that deal in messages. Despite the best efforts of the CCC, matl
carriers are still lost to accidents and attack by undisciplined
rogues and desperate pirates. Star Foree, the Galactic Coneord's
spaceborne military, suffers public condemnation for iis inahil-
ity to end piracy, but the brutal fact is that Concord resources
are just too thin in the underpopulated systems and less-trav-
eled star lanes io stop piracy entirely,

Music gauntlets produce symphonies unimagined by the
previous generation. Hypochondriacs wear the same medical
gauntlets paramedics use. The paranoid carry weapon detectors
to reveal the armed and dangerous, Psi-detectors reveal
whether neighbars probe each other’s minds. And sensor
gauntlets enahle scientific exploration—or simply permit bored
citizens to watch over neighbors and gossip,
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GRIDSPAGCE

What once intrigued scientists, computer freaks, and hackers is
now a relatively ordinary {acet of the universe. The Grid is taken
for granted as just another part of a technologically enhanced
life, along with computer gauntlets, holohroadcast entertain-
ment, and interstellar travel. It's such an pssential part of every-
one’s life, in fact, that the average citizen of the 2B6th century
wouldn't know what to do without it. The Grid is an electronic
world where businesses, governments, the military, and com-
mon citizens all interact Vast amounts of information infuse the
Grid, and even the most paranoid corporations store valuahle
recards within it; there's simply no easy way to access records
from a distance unless they are on the Grid.

Gridspace is, quite simply, the medium for all {forms of com-
munication. It includes all categories, ranging from private
person-to-person holographic conversations to holobroadcast
entertainment programs walched by billions. Centuries ago, it
replaced telephone, coaxial, fiber-optic cable, television, and
radio. Now, it's an instrument that encompasses and exceeds all
of its predecessors.

The Grid can no longer be divided into districts, regions, or
even planets. Thanks to the existence of mass transceivers, the
fGrid stretches to include entire star systems. For this reason,
when analysts rate the communications quality of a star system,
they’ll commonly refer to the Sol Grid, the Tau Ceti Grid, or the
Tendril Grid. A system's Grid quality is determined simply by
how well it's maintained and the bandwidth it can sustain, In
turn, the quality of its Grid can help make a star systemn either
a bustling beacon of modern times or a backwater nowhere,

The exact condition of a system's Grid depends on its loca-
tion and its pwner. The basic rule is this: The farther out from
0ld Space a system Is, the less current its computer infrastruc-
ture is likely to be. The core warlds and stellar nation capitals
are home to the most sophisticated Grids in explored space. Ex-
ceptional cases such as Insight and VoidCorp systems univer-
sally maintain the most up-to-date computer technology. On the
other hand, Hatire and Austrin-Ontis systems both lag signifi-
cantly behind the tech curve.

0f course, at any moment individual computers or netwarks
within a system Grid can be as open or restricted as their op-
erators desire. Security on the Grid ranges from nonexistent to
extreme. Military and corporate sites frequently have strong se-
curity measures except in their general information areas. The
importance of the Grid has created a new area of law that has
merged with the rest of the criminal code. For example, break-
ing into & corporation’s financial records is prosecuted as crim-
inal trespass. Protecting one's Grid domain Is perfectly legal
however, so a security shadow that destroys an invading
shadow within a company database has committed no crime.

THE INTERSTELLAR GRID

The Stellar Ring is the most densely setlled part of space, with
cultures that span literally thousands of individual star systems.
Over such distances, people depend on the interstellar Grid to
stay in touch within and between stellar nations. And the inter-
stellar Grid depends on the constant work of drivespace com-
munication satellites.

Within the confines of the Stellar Bing, drive relays serve
every populated star system. As everyone knows, all message
traffic within the Stellar Hing works under a delay of at least 11
hours—the time it takes communications to travel from one dri-

vesal to another, And the larger the distance between two sys-
tems, the more drivesats a message must be relayed across,
and the longer it takes. Even within crowded Old Space, news
can be delayed as long as two days.

Farther oul, delays between a communique and ifs source
grow longer. Alang the frontiers, information lag from the Stel-
lar Ring can grow incredibly long by the standards of the day.
Businessmen must make do with data that's days or even weeks
old. More important to the governments, maintaining ties to
people, bureaucracies, and military assets is equally difficult.
The delay is especially annoying for professional computer
users and gridpilots. Whenever sameone wants to obtain infor-
mation from a database outside his or her own star system, it
takes at least 22 hours to get it And that's if the data can be re-
trieved over a single relay—greater distances increase the delay.

For data refrieval from public databases, users transmit sim-
ple requests, launching search engines to capture the data and
return. Use of drivesats and entry to target databases requires
access fees. For more complex actions in distant Grids, gridpi-
lots rely on Insight's engineering triumph: shadow technology.
After a shadow is generaled to represent the gridpilot’s interests
and fulfill his or her mission ohjectives, it can be transmitted
much like any other form of data.

Systems Witnout DRiIVE RELAYs

Grid ghettoes are those without drive relays: the “deaf Grids”
that cannot communicate directly with other Grids. Operating
within the confines of a deaf Grid is the bane of computer users
and gridpilots everywhere. Yet use it they must. In these far-
flung systems, the only means of transmitting or receiving any-
thing-data, programs, or shadows—is through the computer
storage banks of a driveship.

The situation is too bizarre for the modern gridpilot to con-
template. First he must pay a data merchant to take data to its
destination directly, or to a system that has a drive relay. Either
way, it's likely to take weeks, since if the system didnt have a
drive relay, it's also likely to harbor only small driveships. Such
small ships generally cannot reach a settled system in a single
starfall. CCC oversight of these systems is often minimal. As a
result, data access in these systems is slow, extraordinarily ex-
pensive, and completely unreliable, since communications may
be intercepted, altered, or even misrouted when traveling either
in or out of the system.

GRIDPILOTS

For a select few, the Grid transcends ordinary existence and is,
instead, reality’s underlying truth. These true believers are the
gridpilots, the masters of the virtual world. Their understanding
of the Grid goes beyond the simple user knowledge of the
masses. Gridpilots create and alter the electranic world. Fart
programmer, part mechanic, and part security expert, gridpilots
can command their own salaries in the business world. Or they
can enjoy an electronic life unacknowledged by the powers of
the day even as they take advantage of them.

GRiD NEws AGENCIES
The Galactic News Agency is an interstellar network of helo and
Grid reporters who operate throughout human space. In the
Verge, the TransVerge Network (TVN) fulfills much the same
function,




TRAVEL & PIRACY

Despite the vast space humanity has settled, galactic citizens ex-
pect fast and reliable transportation to any destination in any
systern. As a result, vehicles restricted to the muddy earth are
ohsolete. The Fusion Age introduced directed thrust engines and
flying cars, and 26th-century gravitics provide an elegant alter-
native: sleek skycars gliding on the invisible waves of gravity.

The physics behind this fraal technology are well understood,
gravity induction engines generate an artificial curve in space. In
essence, the engine tricks space into believing that a very large
phject lies in front of a vessel, and so it naturally falls forward.
Sports coupes fill the skyways, enjoying a velocity of thousands
of kilometers per hour. Farnily sedans zoom through the atmos-
phere, carrying passengers anywhere on & planet. Expert pilot-
ing systems protect even unskilled drivers from accidents.

INTERPLANETARY

Between planets, travelers on a budget often choose commer-
cial system liners, These commerdial liners may accommodate
a dozen comfortable first-class passengers or 400 cramped
passengers {n economy seating. Sometimes referred to as
“planet buses,* the best liners offer transportation across a sys-
tem for as a litle as a few hundred Concord dollars (&), Of
course, what ecanomy travel gains in low cost, it loses in time.
Travel across a large solar system can take as much as a
month. Powered by fusion generators and driven by a fusion
torch or ion engine, most system liners use reliahle technology
several centuries pld. As a result, they can't match the pure
speed of today’s best vessels.

Luwury liners, speedy cruisers, and yachis use gravity in-
duction engines to decrease the time spent planet-hopping, Most
of these vessels would make the famous Mercury—Neptune run
in just over a day. The price of fast commerdial system travel
can be five times that of economy travel, reaching %7000 in
popular or hazardous systems, and that price assumes a pas-
senger travels at planned times with scheduled reservations.
Chartering a space vessel for an unscheduled run can double or
triple the price.

Some intrasystem trips are quite safe; other are undertaken
at great risk. Navigation around developed planets is entirely
routine. Travel in well-mapped, setiled systems is almost uni-
versally accident-free. Planetary and solar navigational satel-
lites provide information and traffic control for spacecraft that
approach velocities of 0.4c—more than a third the speed of light

Near fledgling frontier colonies or unexplored systems, in-
terplanetary travel is slighlly more troublesome; gravitational
influgnces and orbits are more difficult to navigate in uncharted
regions. Fortunately, the low density of traffic minimizes the like-
lihood of a disastrous collision. Regrettably, the law of averages
has produced some unfortunate consequences. No year goes hy
in the Verge without more than a few mishaps involving cruis-
ing spacecraft. Most natives of the Verge consider the risk an
unfortunate fact of life.

Most wealthy individuals, traders, and frontier freebooters
buy or lease a starfaring vessel of their own. For the trader on
a budget, a battered system liner can be had for as litle as
#200,000. Travelers only interested in crossing a system'’s
inner reaches may consider a launch. But for most heroges of the
day, a spacecraft isn't complete without a stardrive for interstel-
lar travel. For new vessels, a stardrive pushes the price up to
about 2 million Concord dollars.

INTERSTELLAR

Despite impressive feats of conventional travel on and between
planets, when the average citizen thinks of travel, the likely
mental image is that of a driveship starfalling into drivespace in
a multicolored burst of light.

DRIVESPACE

What is drivespace? Orive physicists have given engineers the
capahility to travel through it, but they have no easy answers,
Faor example, terabytes of data exist to explain how {0 manipu-
late drivespace to produce faster-than-light travel, but the equa-
tions that describe drivespace are intelligible to a very small
percentage of the sentien! population, human or otherwisa,
Ultirnately, most drive physicists admit that the fundamental
variables of their best drivespace equations are based on ex-
periments and observation. In other words, the hows have been
mastered, but the whys remain mysterious—even to the ob-
sessed Orlamus, acknowledged leaders in drivespace theory. No
one can answer how the plane of drivespace came to be, or
how it stays tied to the gravitic effects of reality but freed from
the considerations of distance,

Just as gravity’s pull connects every object, drivespace con-
nects every point in space. Drivespace travel is accomplished in
three steps. First, a mass reactor aboard the vessel reaches
maximum power, briefly producing more energy than a star.
The stardrive then hamesses this energy to strengthen the link
between normal space and drivespace, tearing open a rift be-
tween the two. Finally, the stardrive’s tachyon emitler forms a
bond between the ship’s origin and its destination. By carefully
controlling the application of energy, the stardrive allows iis
wielder to make starrise within a lew thousand kilometers of a
precisely selected destination.

The ship disappears in a brilllant splash of multicolored
light—occasionally, a starfalling ship emits just a single color.
These colors have various interpretations among the Orlamus,
physicists, and travelers. Spacers hold the most superstitious
view; while most spacers consider a hlack starfall lucky, they
consider a red starrise a very bad omen.

DRIVESPACE PROPERTIES
The limitations of drive technology have become well under-
stond. By bending two locations in real space to the breaking
point, the stardrive sidesteps the limits between gravity and
space and thus the barrier of light speed, But all space vessels
and objects that traverse drivespace emerge after 121 hours—
about five days. After a starfall, a vessel must wait twa to five
days for its stardrive to recharge in normal space.

Hesonance is an important side effect of a ship making star-
fall. When the first drivespace communication relays began op-
eration, scientists believed that the fluctuating background noise
was just an unusual form of quantum disturbance. After a few
years of studying the phenomenon in an sffort to better under-
stand the principles of drivespace mechanics, ohservers con-
cluded that the background noise was actually a resonance
created by every ship that entered drivespace; By careful filter-
ing, computers installed aboard second-generation drivespace
communication relays could pinpoint both the starfalls and im-
minent slarrises of vessels within 50 light-years. These read-
ings reveal the destination of ships making starfall nearby as
well as the origin of ships making starrise within the relay’s ef-
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The table above lists the distance between the various systems of the Verge. Bold-faced entries show the closest system.
Note that even coming out one-tenth of a light year from a destination requires an additional jump (ar a {few months of

travel at sublight speeds).

From Tendril in the Verge to Kendai in the Stellar Ring is a distance of 270 light-years, or six jumps in a 50-light-year
driveship. The distance to Sol is 1031 light-years.




fective radius. The same measurements reveal the ship’s mass,
Soon, dedicated drivespace detectors were pul in orbit around

partant colonies along the borders and were mounted in the
sensor arrays of capital warships.

Hesonance waves propagate at normal communication
speeds (11 hours), and thus are an important factor in military
operations. When an enemy made starfall on a path that would
put it over a hostile border at starrise, the defending forces had
four and a half days to prepare. If reinforcements can be sum-
moned from within a single starfall's distance, the defenders
only have to hold on for 11 hours before the reserve fleet or
troops appeared. Since a raiding fleet can't leave the system it
is aftacking until its drives have recharged, the defender often
gains a lactical advantage.

STARDRIVE POWER

One measure of a starship’s power Is how far it can travel in a
single five-day starfall. The stardrive is limited only by the
amount of power that can be generated within a compact area.
The force of gravity resists manipulation, and it's only possible
to bend space back on itself so far. The most elficient power
generators are fortress ships, titans fueled by more than a
dozen linked mass reactors. In a single starfall, a fortress ship
can cross 50 light-years. With such power and range, fortress
ships can stretch their influence across space for a variety of
purposes, military or otherwise. The crew of a fortress ship
numbers tens of thousands and the vessel serves as home to
20,000 humans and other sentients. Naturally, such a valuable
target is armed to the teeth and accompanied by a fleet of cruls-
ers and destroyers.

Unfortunately, the construction of a fortress ship can hank-
rupt nations; they cost literally trillions of Concord dollars. Even
the wealthiest nations have only a few of these irreplaceable
national assels, some as much as 200 years old and refitted a
dozen times. Older ships such as Insight's New Hope (formerly
VoidCorp's Fortress Ship 6), the Rigunmor Vayageur, and the
Solar flagship Aiku were built during the first wave of fortress
ship construction. The Concord's Monitor and the Thuldan Em-
peror Gregor | and Centurion have histories as complex as
many small star systems. New ships such as the Rigunmar
Uneagle and the Concard Lighthouse are marvels of speed and
powar. Fortress ships truly are the monarchs of the spaceways.

Smaller than fortress ships, military dreadnoughts and cruis-
ers join large commercial transports and industrial freighters in
the second tler of driveships. These heavy lifters can leap 20 to
35 light-years in a single starfall. While still expensive, these
vessels are much more common, with hundreds registered to
each stellar nation. Unlike the fortress ships, many cormmercial
transports belong to private corporations. For both military and
civilian purposes, they are the workhorses of the stars, moving
cargo and personnel across the long stretches of space.

Smaller still are light freighters, traders, yachts, and military
scouts, While larger vessels may leap between major systems,
it's not uncommon for smaller ships to make several falls along
the way. The average free trader or small exploratory vessel
must make do with a limit of 5 or 10 light-years per starfall
While this allows a ship to cross hillions of kilometers, popu-
lated destination systems can be even farther apart. To traval
great distances, smaller craft must make starfall many times.

For example, a vessel with a 5-light-year range traveling
from the 5ol systemn |o Beta Pictoris must make 10 starfalls, The
trip takes about 81 days (SO days in drivespace, and nine wail-
ing perinds averaging three and a half days each).

Fortunately, small craft have another option. Thanks to their

abundant power and size, capital-class vessels of hoth military
and civilian design can ferry smaller vessels as they travel. It's
not uncomman for a fortress ship to carry hundreds of small-
and medium-sized vessels, gither connected to a docking ring or
carried aboard prodigious hangar bays. Dreadnoughts, cruisers,
and large commercial freighters can fulfill the same function. In
this way, a systemship or driveship with a small range can travel
incredible distances quickly. Once its patron makes starrise, the
smaller craft disconnects and moves on to its destination.

Economic realities impose certain limits on ferry travel, First
of all, the commanders of most large driveships demonstrate a
certain wariness toward unknown or unrecognized craft. Before
a military driveship provides passage, its crew performs safety
inspections of its would-be client. Commercial ship crews are
easier to convince, but they're much more likely to charge a
hefty fee for the service, up to $50,000 in some regions. Ulti-
mately, though, the limit on ferry travel is quite ohvious. The
hopeful traveler has to find a larger driveship that's going
where he wants, when he wanis,

In the established spaceways of the Stellar Ring, the search
isn't hard. Literally thousands of vessels hop between the pop-
ulated worlds, following schedules announced on the Grid well
in advance. In less crowded reaches of space such as the Verge,
its mare difficult. The Lighthouse, a mobile station maintained
by the Concord, tours populated stars in 50 light-year starfalls.
Two Concord dreadnoughts and a dozen large commercial craft
regularly traverse the major systems as well, offering a chance
at 35-light-year jumps. Since large craft are scarce, it can be
days or even weeks hefore a vessel arrives to convey craft in
the majar systems. Ferry travel to less populated systems—and
unexplored stars—is usually not availahle at all

PIRACY

Pirate ships stalk the spaceways, hijacking ships and stealing
cargoes; many of these pirates learned their trade during GW2,
and they know how to cripple a vessel's system engines. Not
surprisingly, most captains run when pirates appear, but the
braver souls among them will defend their passengers and car-
goes with laser cannons and guided missiles,

True pirates can prey on any vessel they choose. In general,
its difficult to force an engagement on a ship in open space un-
less the pirate vessel has a significant edge in speed or position;
pirates in slow ships won't gel very many chances to ply their
trade. The easiest place to catch a prize is near a port, but that's
also the riskiest tactic, because the victim is in easy reach of
vessels that may cut a pirate attack short.

Once a prize is taken, it must be sold. At rogue planets that
accept such tainted goods, stolen cargo usually sells at 50% of
its legal market value. The fence makes his profit, and a smart
pirate captain divides most of the wealth among his crew be-
fore setting out for another voyage.

A carsair who wants a semblance of legitimacy for his ac-
tions may become a privateer. A privateer is a captain who car-
ries a letter of marque. This legal document is issued by a
nation or power against the merchant shipping of an enemy na-
tion. As long as the privateer limits his prey to the designated
enemy, he can plunder and loat to his heart’s delight. 0f course,
the target nation may take actions to stop him.

In addition to stealing valuable cargoes, a pirate captain may
elect to take a vessel as a prize. A pirate can dispose of a stolen
ship for standard salvage rates—as long as a particular port’s
authorities do not object to the pirate’s presence. Typically, pi-
rates also ransom valuahle crew members.



ECONOMY & COMMERGEE

Money is the blood of empires, and the STAR'DRIVE campaign
provides vast fortunes for those who know how to seize them.
The source of this wealth is the interstellar economy of the 26th
century, a greal and hulking beast, larger and stronger than
ever before. In the last three decades, the Stellar Ring has
shifted from a century of wartime economy controlled by the
needs of government to a realm of healthy commerce, growing
industry, and towering new business,

CURRENCY

The Concord dollar reigns supreme in the starfaring nations. Al-
though each stellar nation had issued its own currency prior to
GW2, the interconnectedness of their economies made the cur-
rency markets a source of economic aggression—and a polen-
tial source of another war. With the Treaty of Concord, the
stellar nations established a universal currency—the Concord
dollar (%)—accepted throughout the Stellar Bing and far beyond.

The Galactic Bank, one of the administrative bureaucracies
of the Concord, is the central bank that controls the flow of cur-
rency into the interstellar economy. Whereas systern banks and
regional financial institutions can only exchange money, the
Galactic Bank creates and destroys Concord dollars electroni-
cally to preserve the human sphere’s economic health and halt
the tide of runaway inflation or deflation.

This isn't fo say that paper currency exists; the Concord dol-
lar is entirely electronic. A few years after the development of
fusion power, paper money finally disappeared, replaced by
digits in financial networks. For individuals, a single card com-
pleted any financial transaction. Credit became governed by
computer analysis of credit records; every individual's worth
could be estimated, and his or her spending limits determined
at Grid financial record centers. Except in special cases, robbery
came {n an end,

Alter GW1, the 26 stellar nations of the period pushed the
barriers back by calling for the elimination of credit cards. Bio-
electric signatures, DNA scans, fingerprint detectors, and voice
pattern analyzers made it easy to identify individuals, so it was
no longer necessary to carry identity papers. The interstellar
Grid made it possible for data networks to spin links between
the stars. A bielectric energy scan is the standard means of
confirming identity and accessing accounts. To transfer money,
a citizen simply confirms his hicelectric scan with a merchant,
bank, or financial institution and authorizes the move. Sophisti-
cated megabit encryption protects the banking community from
fraud and other disasters.

The Treaty of Concord also recognized the guilder as a unit
of exchange equal to one-hundredth of a dollar; this mallified
the Star Consartium, the financial empire that threatened to re-
ject the treaty, (In Rigunmor space, merchants price an item that
would sell elsewhers for %7 at 700 guilders.) By a political co-
incidence that is still the subject of debate, the Solar Union's cur-
rency, the Solar credit, was exchanged for Concord dollars on a
one-for-one hasis at the time of monetary union in 2482, 10
years after the end of the war. Many Solars still refer to their
money as ‘credits” rather than dollars.

After endless arguments over rates of exchange, all twelve
stellar nations have successfully converted currency to the Con-
cord dollar. Only a few colonies, frontier regions, and backward
planets use other forms of exchange, such as the T'sa Cluster'’s
creeve or the Orion Frontier's mark. A few years ago, the same

could be said of all the Verge systems, but since 2437 the Con-
cord has set aggressive timetahles so that even the most distant
colonies adopt the universal standard. Many systems used in
the Verge prior to the arrival of the Concord were dated by con-
temporary standards, but the Galactic Bank spared no expense
in updating computers, retraining bankers, and exchanging old
equipment for new. As a result, the Verge banks are hecoming
as up-to-date as those found in 0ld Space.

BANKING

The vast distances between the stars complicate galactic bank-
ing. Since instant communication between star systems is be-
yond current drivesat capahilities, the citizens of the 26th
century find themselves financially limited as they travel. To
access money, a traveler must temporarily open an account
with a bank in the local star system. Typically, the traveler
transfers funds in advance via a drivespace communication
relay.

To buy or sell in systems without a drivespace relay, an in-
dividual can carry a 30 crystal that contains the same dala as
a drivespace message. Once the 30 crystal arrives af a bank in
the destination system, the traveler has full access to the funds
it verifies. The 30 crystal can be protected by its owner’s bin-
electric signature, and mast banks limit 30 crystal transfers to
$100,000 for individuals and %10,000,000 for corporations.
The Galactic Bank can authorize larger transfers, but it typically
watches such transfers closely to avoid fraud or other crimes.
Modified shipboard systemns can also store bioelectrically se-
cured funds; military personnel and traders depend on these se-
cure onhoard syslems.

Banks charge money for their services. They charge a
straight 1% fee—to a maximum of %1,000-for transferring
money to another star system, onto a 30 crystal, or into a ship-
board computer.

Loans

Anyone who wants to buy a spaceship or fund a colony needs
a great deal of money—hundreds of thousands or even millions
of dollars. If you don't have the funds, you need to approach a
bank for a lpan. Banks won't loan money to just anyone—anly
individuals with proven employment records are eligible, but
any corporate merchant can secure a loan. A corsair or an out-
law will have to find another source of funds.

In exchange for a loan, the bank requires the dehtor to sign
a contract detailing how the loan will be repaid. Typical repay-
ment plans last five, ten, or twenty years; the interest rate de-
pends on the length of the loan, the debtor’s credit status, the
bank’s perceived risk, and the collateral. Normally, the plan re-
quires quarterly payments on the debl. If payments fall behind,
the bank seizes the assets purchased using the loan, and possi-
bly other assets as well. In many places (including the Bigun-
mor Star Consortium), a defaulting debtor suffers criminal
prosecution and punishment, up o and including debtor's slav-
ery (only in the Star Consortium), By signing the nate and fail-
ing to repay the debt, the debtor relinquishes any rights to
appeal, much like a criminal who jumps bail

Of course, not every loan is a multimillion-dollar contract,
Loans for a few thousand Concord dollars—for a new weapon
or some cyber gear, for example—can be made without collat-
eral. Credit ratings are a matter of public record, freely avail-
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able on the Grid. Anyone who fails to repay a loan damages his
credit record for many years, eliminating any chance of getting
another loan. The credit databases are well protected, and ac-
cessing a credit record requires a bioelectric signature.

L ORPORATIONS & REE RADER

Interstellar corporations are galaxy-spanning conglomerates
with Interests spread over thousands of light-years. Typical cor-
porate divisions include advertising, consurmer services, sentient
resources, marketing, market research, merchant relations, op-
erations, production, research and development, sales, security,
and transportation. As a company grows and develops, it must
issue stock and pay dividends, protect equity and market share,
and outwit the competition.

For the independent trader, business is much simpler—at
least in principle. Traders operate under the same theary as all
other businesses: buy low, sell high. Put bluntly, independents
fill their carge halds with cheap goods from one star system and
carry them to another system where the price is significantly
higher. Df course, free traders often discover that life is not so
simple. Merchants may be willing to swindle, scam, or betray a
free trader, though they would never dare to try it with a cor-
porate or national representative. Most free traders turn a profit
despite quirky local complications and risks on the frontiers of
explored space. In fact, most operate there because the large
corporations have yet to move in and destroy a small trader's
chance to prosper,

Without a controlling organization, free traders sometimes
band together in guilds. Operating together, guild members
ghare information about prices—their most important function.
They also update their members on dangerous situations,
emerging markets, and opportunities for profit. Typically, the
guild charges a membership fee for its services, including act-
ing as a relerence for accomplished traders. Some guilds ex-
pand over time, becoming corporations and issuing stock.

When independent trader profits become truly lucrative, the
demand far working capital grows equally high. For a trader to
make %100,000 transporting lechnical equipment he must
have millions of dollars to buy the equipment in the first place.
Most traders have neither the capital nor the collateral to secure
such loans. Many are still paying off the Ipan on their driveship,
sa many free traders work under contract. Hather than pur-
chasing goods themselves, free traders take & contract from
someone else, Usually, the price is set on both ends, and the fres
trader takes a percentage of the profits—about 109% plus ex-
penses. It's never as lucrative as working for yourself, but many
traders rely on contracts when times are tough.

Buying and selling data is a tricky business reserved for those
with plenty of resources and a shrewd understanding of the
value of knowledge. Those who make a living selling informa-
tion are known as data merchants, These merchants carry data
gither in special ship computers, on encrypted and hiolocked
3Ds, or in secure internal nanocomputers. Basically, data mer-
chants are intelligence agents and couriers who aperate without
the protection of a central agency; they sell information as
others sell industrialized parts,

The easiest part of infotrading involves selling information,
carrying messages, and delivering news to the frontier. Without
drivespace relays, frontier planets rely on driveships to carry li-
braries, financial records, and calls for economic and military
assistance. These are the core business of data merchants. Sim-

TrADE Basics

So, how should a Gamemaster get a trader hero started?
First of all, the would-be free trader needs an opportunity to
buy, lease, ar salvage her own ship. A driveship is useful i
the hera wants the o to visit any part of the Verge
&mmmmﬂlﬂnsmhnmm
normical choice. Even with a systemship, she can visit other
stars—she'll just have to hitch a ride on large intersystem
mw&hwmmmmmﬁmnm
' The free trader needs to raise a stake with which to pur-
chase her first cargo (see T4aLs 52; Commodities). A begin-
ning stake of about $5,000 per Personality point is not
unreasanable for a new hero using the Trader carger (dou-
ble that if she has the Filthy Hich perk), but an experienced
character taking up trade for the first time should only have
mﬁnmwhhﬂﬁmdﬁum'tﬂshnm‘t
afford to purchase her own goods for resale later, the free
'Wmﬂmﬂmspmmnﬁnmﬂ:m shipping
e of 10%, 20%, or 30% (depending on an item’s bulk) of
he tntal cargo’s profit is fairly standard across the Verge.
Of course, a trader must find a commadity to carry and a
place to purchase it-though any major port has work of this
surt. However, it might be necessary io deal with shipping
agenis or port supervisors in order to arrange a time and
place for hﬂmmmwmmmm&ﬂaphﬁ
her ¢ *hmdmm!mmﬂyhnmha
buyer's ange to sell it. Finally, she can
mdhmwm&mﬁnmﬁhmmmn

The fastest way for a trader to increase her profits is to
smugyle contraband. While the return is higher, the risks are
also greater—many mmaduawhmdhhs

E‘i’

E

el gt mamwwmmm
20% of the ship’s value. If she is again caught smuggling, the
funds are forfeited and the ship seized permanently.

Traders may also have to make payments for a ship, or
dole put cash for crew salaries, quild dues, and ship mainte-
nance. In addition, laxes, dankmghw,m&u‘&mmq!m
could put a dent in a merchant's botiom line.

ple data delivery can't provide a living for dealers with small
ships, so most data merchants also carry normal cargo.

It's a tricky business. Information joins foodstuffs as one of
the few commodities in the galaxy that grows stale and useless
over time. Holding information too long can be just as disastrous
as holding out for a few more dollars,

A trader with a ship has one other commadity that he can carry
from system to system: passengers. In the Verge, people pay to
ride aboard trade vessels or freighters heading in the right
direction. This isn't luxury service; the quarters are barely ade-
quate, the service is nonexistent, and the food consists af what-
ever the ship’s cook puts on the table. However, it's an
economical way (o traval.

Hates rise as the quality of accommodations increase.
Aboard a ship equipped with a luxury passenger suite, the stan-
dard rate is %100 per light-year of travel The rate drops to
%50 per light-year if the ship has a huxury suite without service,
and %25 per light-year if the living quarters are standard crew
fare,




MILITARY

Among civilizations that are plagued with as much turmoil and
conflict as the stellar nations of the Orion Arm, devotion to the
art of war is almost a religion. It is worshiped by the lonely ex-
plorer carrying a mass pistal and wearing a CF coat as well as
the stellar nation that guards itself with thousands of warships,

PeErsoNAL HARDWARE

The continuing exploration of new worlds and a growing fron-
tier creates a demand for improved small-unit weapons and
personal weaponry. While Austrin-Ontis Unlimited has led the
way in arms dealing, it hasn't been the only corporation mak-
ing money by selling weapons. The rich diversity of 26th-cen-
tury killing instruments includes render, quantum, mass, stutter,
and laser energy weapans; the conventional slug-thrower con-
tinues to evolve with large-bore charge firearms such as the
aimm sabot cannon.

For almost two centuries; the handgun of choice has been
the 9mm charge pistol, or simply “the nine’ Cancealable, reli-
able, and relatively cheap, the nine has produced many variants
in style, ammunition, and environmental adaptations. It's a po-
lice-force staple and remains a standard holdout for military
and paramilitary forces. Similarly, the 11mm charge rifle is
standard equipment for the infantry of most stellar nations.

But the dependence on slugthrowing weapons is slowly fad-
ing. While sumetimes less reliahle, energy weapons can deliver
crippling force with great accuracy. In addition, personal armor
doesn't effectively counter the strong energy weapons. The
laser pistol and mass pistol are replacing the 8mm and 11mm
charge pistols, respectively. Quantum rifles may someday lead
o the disappearance of charge rifles on the high-tech batllefield.
Mass pistols and mass rifles offer enormous firepower. For riot
suppression and nonlethal combat, stutter guns are superior to
rubber bullets or gel rounds.

The needs of the new era have produced scientific advances
n a new generation of close-range weapons for specalized
needs. Explorers and ship assault units favor gravmaces, power
cesti, and chainswords. Stun and pulse batons are common
among planetary police end security forces.

Despite the proliferation of arms technologies, most civilized
governments, including all stellar nations except Austrin-Ontis,
explicitly dernand permits for owning firearms. Carrying a con-
cealed weapon is a felony. All firearms and most melee
weapons are included. Most citizens of Old Space spend their
lives without even considering the purchase of a handgun.
Fewer than 1% of the citizens of Old Space (excepting Austrins)
OWTl One,

(n the Verge, where Gravity Age weapons were Once rare,
the reappearance of the stellar nations led to an immediate ex-
plosion of arms trafficking. Today, advanced weapanry is at
least as prevalent in the Verge as in the Stellar Ring. Most local
governments can't control the trade of firearms as the stellar
nations do, and, given the dangers of the frontier, they wouldn't
want to. The proliferation of arms has been augmented by the
governments’ weakness, coupled with the natural desire for
self-protection on the frantier and the tensions produced by hos-
tile political groups living side by side. Polls indicate that almost
one in every four Vergers owns a firearm. The arms business
remains in the top five industries on the frontier.

STANDARD TECH

Progress Level 7—the Gravity Age-remains the standard lor
weapons and armor throughout the STAR*DRIVE setting. Leaks
from government and corporate research facilities hint al
masers, Stealth technology, and personal ablative field suits, but
by all published reports, functional models of these Energy Age
(PL 8) technologies are decades away—only & glimmer in the
gves of young engineers,

SHip CoMBAT

In military terms, space {leets form the most important aspect of
controlling a stellar nation, or sending one into war. Infantry
forces and planet-based tools of war will always be a part of
nccupations and defensive engagements, bul a stellar nation,
carporation, or private individual with an advantage in space
assets has the upper hand in most conflicts. In the Second
Galactic War, this was proven true. The epic battles of the con-
flict were the clashes of stellar navies, The stellar nations di-
vided their assets into task forces and sector groups that
defended their own territory or charged into the heart of their
enamy’s. When a fleet moved into enemy space, drivespace de-
tectors recorded the invasion; a dispatch to the nearest task
forces guaranteed that a battle would ensue shortly after the
enemy’s arrival. Only after the baitle in interplanetary space
was over could assault ships land and establish a beachhead on
enemy shores.

Strategies vary from nation to nation, as do techniques of
building and philosophy of design, but military vessels fall into
classes that describe their mission and capabhilities.

@ Fortress ships. The largest vessels built by human
hands, fortress ships range from 2,500 to 4,000 meters long
and carry crews of up to 50,000, They travel 50 light-years in
a single starfall and carry 200 to 500 fighters and scouts. A
typical fortress ship s armed with a main battery of plasma
cannons in five lurrets, a8 secondary battery of mass cannons or
particle bearns, and a tertiary battery of MBB missiles from 24
launch tubes. There are also up to 100 defensive turrets of var-
fous types, and an internal drivespace communication relay.
Fortress ships are often the centerpiece of a fleet, since they can
carry dozens or hundreds of smaller vessels with them through
drivespace. The average stellar nation cormnmands eleven
fortress ships,

@ Dreadnoughts. The largest vessel designed strictly for
military purposes, dreadnoughts are about 500 to 1,000 meters
long and carry crews of 1,000 to 2,000. A dreadnought can
stand up {0 & fortress ship for a short time, but is quickly out-
qunned. Four or five together are a match for a lone fortress
ship. Dreadnoughts are almost always driveships, capable of
25- to 35-light-year starfalls, and always equipped with an in-
ternal drivespace communications relay. Light dreadnoughts are
typically called battlecruisers. They're faster than dreadnoughts,
skimping on either protection or armament in exchange for
speed in normal space. Dreadnoughts and batilecruisers are ex-
pensive, and most stellar nations dan't have more than 70 such
ships in their fleets,

® Carriers and Light Carriers. As military fleets reded-
icate themselves to peacetime operations, the carrier grows in
popularity. The full carrier bears some 200 fighters, useful for
patrols, escort missions, and exploration. The light carrier usu-
elly supports between S0 and 70 fighters. In a confrentation be-



tween carrler and dreadnought, the dreadnought usually proves
victorious; carriers succeed only when they keep the dread-
nought at a distance while the carrier’s fighters do their work.

@ Cruisars. Cruisers are the backbone of every space fleet,
consisting of both drive cruisers and system cruisers. Cruisers
fill a wide variety of missions, so heavy cruisers, light cruisers,
missile cruisers, and survey cruisers are common. On average,
a slellar nation’s fleat includes 1,000 cruisers; cruisers also em-
body the heaviest form of military craft owned by independent
planets and corporations. Cruisers range from 200 o 400 me-
ters long and carry crews of 200 to 500. Most naval personnel
are guided by & dream of commanding their own cruiser, lead-
ing independent expeditions across the galactic arm.

® Destroyers and Frigates. Used to screen capital ships
and convoy merchant vessels in wartime, destroyers and
frigates are escort vessels detached for scouting duties or spe-
clal missions. Produced in equal numbers as driveships and
systemships, destroyers range from 150 o 250 meters long
and carry crews of 100 to 150 people. Frigates generally dis-
pense with secondary weapons systems and make do with one
main hattery; in some cases, this main battery is mounted along
the spine of the ship, A typical frigate is abowt 75 © 125 me-
ters long and supports a crew of 50 to 75,

® Corvetles and Culters. Mass-produced in wartime to
provide large numbers of cheap, expendable units, corvettes
and cutters form the bottom end of military craft. Many of these
are systemships. Corvette class driveships make useful pickets
and scouts; cutters are patrol craft designed to counter pirates,
watch for smugglers, and keep the space lanes safe for travel
Carvettes are S0 to 75 meters lang and have a small crew of
twenty to thirty people. Cutters are smaller, lightly armed by
military standards, and crewed by only ten to twenty (and can
be operated by two to six in a pinch).

@ Fighters. A small one- or two-man fighter has neither
the punch to threaten anything larger than a frigate nor the
armor and size needed to survive a clash with capital ships.
Even squadrans of fighters have a difficult time attacking larger
craft, and Insses in such hattles can be high. During fleet com-
bat, they see best use in harrying escorts and performing spe-
cialized attack runs against individual ships. Squadrons of
fighters can be based on any warship of cruiser size or larger,
and even smaller vessels with dedicated hangar bays can carry
one or two fighters. Typically, though, fighter groups launch
from carriers and fortress ships. The vast majority of these
small craft function without stardrives.

® Assault ships. [elivering marines and other assault
forces to the battlefisld 1s the job of an assault ship. Fortress
ships, dreadnoughts, and cruisers often carry marine detach-
ments, but an assault ship is specialized for the job. It carries
000 to 2,000 marines and their accompanying equipment—in-
cluding light artillery, skytanks, armored assault vehicles, comm
and jamming satellites, and airborne weapons platforms,

SHIP ARMAMENTS

Just about every vessel run down a slipway in the last century
carrigs offensive armament. Il's a matter of course for military
vessels, but even the most innocupus ore hauler or tramp
freighter carries basic means of self-defense. Piracy flourished
in the lang, dark years of the Second Galactic Warn, and the Con-
cord is just beginning to suppress piracy in the Stellar Hing. He-
gions beyond the Ring (such as the Verge) are constantly
plagued by rogues, criminals, and other threats.

As shipboard weapons outpace the advancement of per-
sonal firearms, the decline of projectile weapons is more ap-

parent in ship-to-ship combat. The principal projectile weapon
is the rail cannon, using an electromagnetic accelerator to hurl
small projectiles at relativistic velocities. Power-hungry and in-
accurate, they can nevertheless be deadly at close ranges. Mis-
siles are a mainstay, one of the oldest, most reliable weapons
systems in use. Various warheads and guidance systems ars
avallable; most use conventional high-explosive or nuclear pay-
Inads. The ordnance of choice is the matter reaction warhead,

Energy weapons came into use not long after ships colo-
nized the Sol system. With ships capable of traveling a mea-
surahle percentage of the speed of light, lasers proved
necessary to strike any distant target. Lasers are accurate and
have good range and a quick rate of fire, but they don't deliver
a hard punch. Today, lasers are a litle outdated, but sometimes
independent captains can’t spare the lunds for anything more
advanced. Variations include infrared and x-ray lasers, both of
which perform slightly better than the basic model.

The next generation of energy weapons proved much more
effective: particle beams, plasma cannons, matier torpedoes,
mass cannons, and mass converters, Particle beams are linear
accelerators firing bursts of subatomic particles. They consume
a lot of power, but are accurate and hard-hitting. Plasma can-
nons convert en electrochemical projectile into white-haot
plasma. The plasma superheats and explosively vaporizes
when it contacts a target. Matter torpedoes are charged dark-
matter warheads flung at a target by a simple accelerator.
Though they are limited in range and require lots of power, they
are immensely damaging. Matter torpedoes are strictly military
ordnance. Mass cannons fire powerful ripples of intense grav-
ity waves. State-of-the-arl weapons, they can be found only on
front-line military vessels or the most lavishly equipped private
vessels. Finally, the rarest and most advanced weapons of the
day are mass canverters. They strip a target's atoms of parti-
cles; a farget's substance corrodes o a useless, dusty husk.

SHIPBOARD DEFENSES

Standing up to the abuse a heavily armed warship can dish out
i difficult. The best protection is distance and speed; it's very
hard for anything to hit a ship hustling at 0.3 or 0.4c unless the
pursuer is able to match course and speed. Once a battle en-
sues, the combatants have only a few chaices to bolster their
ship’s defenses: chaff, jammers, point-defense guns, deflection
fields, and varipus types of hull armor. Chaff consists of tiny
strips of metallic foil launched by a simple rocket; the rocket ex-
plodes and the chaff blooms into a huge cloud, covering the
ship. Jammers interfere with radar or communication signals,
Fire control and missile seekers can be scrambled by a jammer,
as well as some sensors. Point-defense guns use rapid-fire guns
to create a wall of projectiles between a missile and its target.
Deflection fields are created by hull-mounted gravitational ar-
rays. By emitting intense gravity fields, these fields can deflect
energy weapons around a ship and stop physical projectiles
outright. This defense is expensive and consumes a lot of power.

Finally, hull armor varies from nonexistent to formidable.
The lightest forms include polymeric and cerametal armor.
Polymeric armor is made from engineered plastics, much like
carbonate fiber. Cerametal armor consists of sandwiched plates
of laminated ceramics and lightweight metals. Alloy armor con-
sists of large quantities of supertough metals, such as vanadium
steel. Neutronite armor is the densest, strongest material known,
but it's also extremely expensive. Only wealthy nations can af-
ford to outfit their entire navy in the stuff; most make do with
lighter armar for the smaller, faster ships, keeping their limited
supply of neutronite for the finest ships of the fleet.




Modern medicine has eliminated the plagues, diseases, and epi-
demics that once harried humanity. The old infectious diseases—
everything from lethal viruses o the common cold—exist only
within medical museums, The few infectious diseases that do
exist on faraway alien worlds must defeat a bolstered, powerful
immune systern to invade the body. For example, cancer, once
a hane of the humnan species, is a trivial matter monitored by
the body’s own cells; rarely, a brief visit to a clinie is all that's
required to rid it from the body.

MEeDICAL TECHNOLOGY

Medical technology has grown commonplace. The average cit-
izen of the 26th century can pass under & medical scanner at
work or home once a week and be virtually guaranteed of good
health, Medical scanners boast a 99.4% effectiveness at diag-
nosing potential problems. For maore up-to-date data, a medical
gauntlet can keep its wearer constantly updated on all vital sta-
tistics: heart rate, blood pressure, sugar content, cellular division
and replication, and body temperature.

When problems do strike, the intervention of medical per-
sonnel can often be avoided. Even those with minimal first-aid
training can use a trauma pack, a belt pouch that combines a
dedicated computer, medicine injectors, and synthetic flesh
patches to provide immediate medical relief. A properly used
traurna pack can heal most wounds and even stabilize martal
damage until proper medical attention becomes available. Au-
tomedics, popular among travelers and explorers, are essen-
tially smart trauma packs that monitor the wearer's status and
act to counter disease, toxins, wounds, or injuries via injections
even if the wearer Is totally incapacitated. an automedic can
even close wounds through basic surgery if placed at the pre-
cise site of injury.

Yet the need for professional medical personnel has never
disappeared. Just as old challenges have been overcome, new
ones arise to take their place. Alien microbes and diseases, rare
though they may be, pose new ohstacles to human health, as
numerous frontier colonies have discovered. Ironically, the Sec-
ond Galactic War was a fantastic time for medical research.
Some of the best hospitals in human history were founded dur-
ing the canflict, including the medical institutes of Thuldan Prime
and Sapphire. Nevertheless, for all the praise thal surgeons and
doctors of the war heap upon recent medical innovatinns, the
need for frained nurses, doctors, and paramedics continues to
grow. Skirmishes along the stellar nations’ barders are partially
responsible, but so is the new age of exploration.

The advance of medical technology, like that of the stardrive,
has been a thorough combination of human and alien ingenu-
ity. Anowledge of the human body has advanced to allow for all
kinds of improved treatments and reduced hospital stays. Med-
ical knowledge encompasses so many fields and subspecialties
that the general practitioner relies extensively on computers,
databases, holo conferences, robots, and cybernetics. As a re-
sult, humans enjoy an incredible rate of recovery. Advanced tai-
lored drugs can augment the body’s own ability to heal injury.
The average hospital stay has been reduced to only two days,
and many injuries that might have once led to surgery and bed
rest can now be treated in a few hours.

Contact with the fraal, mechalus, and t'sa has done wonders
for human medical knowledge. The fraal taught humans how to
use the mind io treat the body—both by the direct application of

a mindwalker'’s healing powers and by the more general power
of belief and will. In addition, the t'sa showed humanity incred-
ibly advanced cryogenics. While humanity doesn’t rely on it for
space travel as do the t'sa, the principles that it unlocked went
beyond the simple ability to flash-freeze the sick and wounded
for later treatment. T'sa cryogenics made it possible to contral
lissue by directly controlling the rate of cellular interaction.
Finally, the mechalus completed the human integration of cy-
berware, Their understanding of neuron-transistor interaction
gave humans hundreds of workable nanites and vastly reduced
the rejection rate of cybertechnology.

GENETICS, LIFESPAN, AND CLONES

The medical extension of sentent lifespans has been possible
because of the mapping, exploring, and understanding of the
genomes of each sentient species. With these weapons in the
medical arsenal, many flaws can be found and carrected long
before they become threatening. Most expectant mothers visit
doctors for gene scans and gene therapy. Even after birth, gene
therapy can alter the [INA strands in cell nuclei o eliminate
metabaolic defects.

Many governments go beyand simple genetic repairs, taking
it upon themselves to exarnine and improve the genome gener-
ation by generation. Sometimes called ‘active evolution® and
sometime denounced as ‘reckless tinkering,” the practice is still
considered distasteful by many citizens, It's most common
among colonists looking to adapt their children quickly to the
foreign environments of alien planets. It's also prevalent
throughout the Thuldan Empire.

Genetic engineering has produced advantages for the
masses too. Each decade or so, citizens go to a hospital or ge-
netic spa for anti-aging gene therapy, Since the treatment costs
$7500 or mare, not every stellar nation offers it as part of
hasic health care (and in the Hatire Community, genetic life ex-
tension is illegal). As a result of these treatments, the lifespans
of humans and other sentient species continue to grow. The typ-
ical human can live 200 years or mare, assuming a life of lew
accidents and consistent medical care.

Other species have used similar genetic technigues to extend
their lives. The already long-lived fraal live more than 400
years. Mechalus, historically slightly longer-lived than humans
thanks to their molecular repair units, live just over 250 years.
Abariginal sesheyans on Sheya before contact with VoidCorp
lived less than 50 years; with modern science and better nutri-
tion, they can reach 180 or 190, Weren who survive the bat-
tles of their youth and reach old age can live up to 160 years,
Even the noforiously short-lived t'sa, once accustomed to living
just 35 years, now have an average life expectancy of more
than a century.

Clones—genetic duplicates—are another outgrowth of genetic
engineering. Cloned sentients represent less than 5% of the total
galactic population; most clones are born to infertile couples or
are raised in corporate creches. The exact legal status of a clone
depends on the local laws; usually, they are treated as the legal
heirs of their genetic parent, their legal parents, or both.

The Borealis Bepublic is famous for its clone population. Half
of the Hepublic’s population shares less than 100 “honored and
established” genomes, genetic types that Borealins believe rep-
resent the elite of their society, Borealin geneticists perfect and
find new genome lines about once a decade.



Human society holds two views of what constitutes a mutation.
The first is some physical characteristic that sets an individual
apart, such as a different eye color or a skin discoloration.
That's the popular view, but it's a hit simplistic from a scientific
point of view. Scientists consider any significant alteration from
hurnan norms to be a mutation, but scientific definitions of *sig-
nificant alteration® vary widely. In truth, just about every mu-
tant—whether engineered or random-has mare than 99% of
the same DNA structure as an unaltered human. That's not sur-
prising, given that every Terran primate would qualify as well.

What's the detinition of the species Homo sapiens? The sci-
entific question has been complicated by political issues. Thul-
dan scientists, well-known for their interest in bettering the
human genome, hold that genetic alterations up to 1% of the
genome constitute a member of the same species. Mainstream
scientists hold that alterations greater than 0.1% can distinguish
an independent species, and point to the other Terran primates
as proof. Preservationist Solars living on Earth teach that any
intentional genetic alteration—or random ones greater than
0.01%—proves a person has gone beyond the boundaries of
what it means to be human, The debate rages on.

The galaxy has also given rise to natural mutations, individ-
uals born with a variation in their DNA. Given the months and
years that spacers spend exposed to cosmic radiation, it's not
surprising that mutations are more comman in the 26th century
than before the advent of spacefaring. Most natural mutants are
the olfspring of spacers; few are born to planet-bound parents.

Most natural mutations are defects that hinder the person
born with them. A few are as beneficial as engineered changes,
though the result is unpredictable and most mutations are small,
with little or no outward sign of their presence. For example, no
mutants with twelve eyes have appeared, but mutants with bet-
ter night vision have been recorded. More hizarre mutations, for
reasons as benign as simple research and as malevolent as the
creation of supersoldiers, are fortunately very rare. And the
more extreme the mutation, the maore likely that serious flaws—
even fatal ones—will arise within the mutant’s genome.

Estimates place the total mutant population at 49 hillion, ar less
than .005% of the total human population. Among aliens, engi-
neered mufants are entirely unknown, as none of the major
spacefaring species tampers with its genes. In some regions
and distinet populations—including mutant enclaves, certain
Thuldan colonies, and reservations—the percentage of human
mutants is much, much higher, up to 100%.

According to popular opinion, these lew live a cursed and
barren existence. Ostracized by mest of soclety since the Mutant
Uprising of Tau Ceti, mutants are widely feared and distrusted.
Holos of Tau Ceti's terrible destruction are shown to every
schoolchild, and anti-mutant sentiment runs deep in some
nations, especially the Solar Union. The fiercest distrust is aimed
at mutants with obvious mutations or mutations clearly intended
for combat: claws, poison, and the like. On the other hand, most
of the Stellar Ring has accepted the mild alterations made to
colonists seeking to inhabit hostile warlds.

Mutants’ specific legal status remains up to each stellar na-
tion. Some mutants have the same rights as other humans. A
fine example of tolerance can be found in the Thuldan Empire.
Thuldans have used selective breeding and engineering to alter

the Thuldan genome, producing a population that's stocky,
strong, and built to withstand the stresses of combat. Beyond
this norm, experimentation further improves the speed, aim,
and reaction time of Thuldan soldiers.

In the rest of the Stellar Hing, mutant sympathy is less com-
mon. Mutants are treated as second-class citizens, and many
engineered humans are little more than slaves shackled to the
demands of their corparate or colonial creators.

Mpst stellar nations actively encourage individual mutants,
whether engineered or natural, to live together on selected
waorlds apart from the rest of the galactic community. Mutants
with dangerous ahilities, such as an acidic touch or an electrical
aura, may lind their actions severely limited to bindomes and
other quarantine structures. Some individuals and cultures even
see genetic engineering as a crime against nature. The Union of
Sol, lor Instance, requires mutants to live in controlled commu-
nities and gives genetic labs the same respect as sanitariums. In
other words, they're isolated and kept outside the community.
Most mutant zones are located near medical facilities, since hos-
pital environments are needed 1o treal most genetic disorders.

Despite widespread prejudice, the average human can genet-
ically alter his or her offspring as a matter of personal freedom.
Those who wish to subject their children to the associated risks
are free o do so0. A few communities, such as the Hatire and the
Solar Union, have laws shielding infants from such alterations
except in the treatment of medical or psychiatric ailments.

Muost mutants live pretty freely within the Verge, their actions
no more limited than any other human's; the frontier is more
forgiving of such differences. Back in Old Space, the Galactic
Consulate has repeatedly failed to pass a Mutants Act to grant
equal rights to mutants. The hill is reintraduced annually by rep-
resentatives of mutant rights groups, but has gotten little support
from the Solar Union, Nariac Domain, and Hatire Community,
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PSIONICS

Psionic individuals exist throughout explored space. Almost
every sentient species demonstrates some ahility, though that
potential isn't always realized within the species’ civilization.
Psionic power was first conclusively demonstrated in the secand
decade of the 21st century, ending a century of debate over the
possihility of extrasensory perception (ESP). The governments
of the era were remarkably unwilling to accept the possibility,
but docurnents uncovered long after the period indicate that cer-
tain administrations and agencies knew more than they ever
admitted. They simply had no desire to share their research or
acknowledge the success of others.

After ESP gained acceptance, three other mindwalking dis-
ciplines were acknowledged. The first was Telepathy, not only
the ability to sense emations and thoughts, but also to introduce
thoughts into another's mind. Next came the recognition of
Telekinesis—the ability to move or alter objects from a distance.
Finally, Biokinesis uses psionic contral over the bady to regulate
its function and alter its chemistry and metabolism. Each use of
a mental power weakens the user, so even an exiremely pow-
erful fraal mindwalker has limits. With each use of mental ahil-
ities, a character becomes mare fatigued, until eventually he is
too exhausted to perform psionic feals.

Mindwalkers are fewer than .01% of the population. They
have aptitude in all four of the major psionic disciplines. Talents,
on the other hand, demonstrate proficiency with only one. Tal-
ents are 10 times more common than true mindwalkers. Mind-
walkers are much more common among the fraal (up to 20%
of the population, by some estimates), and many humans attend
fraal sanctuaries in order to harness or focus their mental fac-
ulties. Even those fraal who are not full mindwalkers have some
psionic talent.

PsiONICS IN SocCIETY

Ever since the fraal joined humankind, the discipline of mind-
walking has been accepted as a part of reality, even though its
relative rarity prevents it from hecoming completely main-
stream. The initial fraal knowledge of mental powers far ex-
ceeded that of humanity’s in 2124, so it's no surprise that fraal
nomenclature and training became the standard, While the ini-
tial years were tense as religious and other ohjections to mind-
walking were volced, in the end mindwalking became an
accepted career.

To most people, psionics are great gifts that can easily be
abused. So, while mindwalkers and talents are tolerated, they
are also treated cautiously. Holo programs have instilled an
image of mindwalkers as normal men, women, and sentients
with extraordinary abilities. Mindwalking families—psionics run
in blogdlines, though the genetics have never been properly un-
derstopd—want to live, love, and thrive just as much as any
others.

Nevertheless, the rarity of mindwalking ability means that a
mindwalker’s life is never like that of the nonpsionic majority.
Each stellar nation has adopted its own laws and customs
regarding mindwalkers. Certain laws regulating psionics have
become almost universal. All stellar nations require that mind-
walkers register themselves, For most citizens, this is a matter
of course. Psionic testing during primary and secondary edu-
cation reveals 99% of those with the ability. Aptitude testing
helps governments recrult mindwalkers, but i also helps pro-
tect the population in general, since experience has shawn that

an untrained mindwalker is the most dangerous kind, prone to
lash out with his powers when threatened or upset. Govern-
ments and private interest groups set up mindwalking acade-
mies 1o train young mindwalkers and prepare them for a life
in society.

The law provides sirict penalties for psionic malfeasance.
Most crimes committed by mindwalking are prosecuted nor-
mally. That is, homicide by electrokinesis Is no different from
homicide by laser pistal. Laws governing privacy are uncom-
man in the stellar nations, but the negative public reaction to
mindwalkers has led most stellar nations to legislate against
mind probes, clairvoyance, and other invasive techniques, even
though those laws proved difficult to enforce.

Licensed use of mindwalkers exists in every industry. Law
enforcement and court officlals commonly employ expert wit-
niesses: typically psychometrists or mystics with postcognitive
abilities. One of the resulls has been the lowest rate of unsolved
crimes in modern history. In more rigidly controlled stellar
nations, such as VoidCorp and the Thuldan Empire, direct
mind-reading is permitted to ascertain guilt. In the private sec-
tor, mindwalkers work in communications, espionage, madi-
cine, and human resources. Whatever their specific job,
mindwalkers benefit from a labor-friendly environment.
Scarcity and high demand comhbine to produce high pay and
excellent benefits.

Most of the thirteen stellar nations demonstrate noteworthy
attitudes toward mindwalking and mindwalkers. Both reli-
giously oriented nations—the Orlamu Theocracy and the Hatire
Community—understand mindwalking as a miracle of a
greater power. Mindwalkers are prized and revered, typically
encouraged to take up orders as members of the clergy. The
Hatire are especially noted for their biokineticists and their
telepaths. VoidCorp uses its mindwalker employees as it does
all its assets. The Orion League and the Union of Saol allow
their mindwalkers almost unchecked freedom, while the Nar-
jac Domain requires that its mindwalkers live with psi-re-
straint implants, allowing the state ‘o control them. The
Concord leaves mindwalking alone, though many Concord
Administrators are said to be mindwalkers. The Horealis He-
public has had some limited success with cloning mindwalk-
ers; the Holtmann line demonstrates mindwalking ahility in
almost 4% of its clones.

Psionics & TECHNOLOGY

As the scientific understanding of psionic energy has grown, so
have the tools to detect psionic activity and the ways to shield
people from psionic manipulation. Hand-held psi-detectors now
detect psionic activity within 100 meters, and psi-restraints can
inhibit use of psionics.

More recently, hand-held psi-spectrometers have demaon-
strated the ahility to recard psianic energy signatures. Psi-spac-
trameters can detect a mindwalker’s psionic print sbout an hour
after the psionic activity—the exact length of time depends on the
amount of psionic energy expended. The unit can recognize the
mindwalker whose psionic print matches the one recorded, but
it has a range of only 10 meters and can store no more than
100 psionic prints at a time. Thanks in large part to this tech-
nology, the regulation of psionics has become an accepted part
of forensic science.



Enhancing organic life with cybernetic implants has been possible
for centuries, but cybertech has never achieved widespread pop-
ularity. In the 26th century, cyberneticists continue o explore
what's possible, and the line between humans and machines con-
tinues to blur. Is humanity still evalving, soan to follow a path like
that of the mechalus? That seems unlikely. The limits imposed on
cybernetics are self-imposed. With the possible exception of the
Nariacs, neither the peoples of the Stellar Hing nor their govern-
ments are prepared to accept a cyber-dominated galaxy.

If history is a guide, cybertechnology will bypass the limits
anyone attempts to impose. The first significant melding of elec-
tronics and the human nervous system occurred in 21st century
militaries. Subdermal weapons, cyberoptics, and body plating
eventually gave way to full limb replacements. Medicine fol-
lowed close behind, using cyberware to replace lost eyes and
limbs and deploying microscopic nanites to enhance the body's
ahility to heal wounds and fight off disease.

The next step in cybertech’s evolution was its move into the
mainstream, albeit in a small way, Business people, scientists,
and gridpilots adopted the simplest form of cyberware—neural
interface jacks, popularly known as NUacks—to enhance their
everyday effectiveness. Finally, fashion, {orever seeking some-
thing new, has accepted fragments of cybertechnology into its
warld. Bipart is a common sight within the Stellar Bing, and few
question the casual use of such neon implants,

YBERNETICS AND S0OCIE

Thanks to the Cyko BRiots of 2314-15, most sentients in the
Stellar Hing view anything more than cosmetic implants with

distaste. Fmam:iers and gridpilots with nanacomputers and ath-
letes using cytronic circuitry are acceptable. Anything more ob-
vious inspires apprehension and distrust, That's especially true
if the cyberware has a military application. Only on the most
rugged and untamed planets can BattleRlaws, body plating, or
MuscleFlus go without attracting attention from law enforce-
ment agencies.

The precise reaction of citizens of the Stellar Hing depends
on the nation of their arigin. The Nariacs are well known for the
integration of cybertechnology info all aspects of their lives, es-
pecially law enforcement and population control. Cybertech-
nology plays an active role in their lives, and their bodies and
culture have adapted to contain #. The Higunmors, thanks to
their long friendship with the mechalus, think litle of electronic-
organic combinations. The Austrins and the Brethren of the
Hatire Community are much less fargiving, The Hatire hold cy-
berware in contempt because it pollutes the buman soul. The
citizens of Austrin-Ontis also abject to cyberware, but for a dif-
ferent reason. Their dislike stems from the Austring’ fierce con-
flicts with the Nariacs during the Second Galactic War.

Use of offensive cyberware is prohibited by the same laws
that prohibit assault and physical attack. Unfortunately, the
wielders of cybertech weapans are difficult to disarm. Depend-
ing on the local government, cyber-enhanced lawhreakers may
simply be tagged for location, or they may have their cyberware
forcibly removed. In the minds of the masses, any averly cy-
bered human is an unpredictable killer, a cykotek in the mak-
ing. In reality, few cykoteks exist. Most cyber-enhanced humans
are normal citizens who prefer to keep their cybernetic gear
minimized, or at least cancealed.




ROBOTS & Als

The robot-filled world predicted for centuries is becoming a re-
ality. In the 26th century, robots serve in every major industry
and in every stellar nation, performing programmed tasks of
various levels of complexity from rote actions to advanced tech-
nical work.

The science of robotics has grown ever since its origins in
the 20th century. The reason for robot production appears clear.
Hobots do wark that human beings can't do. The human body,
like other organic sentients, is limited and even weak. Pistons
and gyros can apply more force in a smaller area than an or-
ganic muscle that tires and weakens. Hobots can also work in
environments that would endanger human life. No one ques-
tions the use of drones in situations where the risk is high. Hu-
mans can'l lolerate extreme temperature, gravity, or pressure
for very long, and radiation can cripple the human body. But
such obstacles can be overcome by robots, without any of the
moral quandaries of cybertechnology or applied genetic manip-
ulation.

Hobots also do work that humans don't want to do, Work
that's repetitive, dull, or located within the loneliest outposts of
space can be reliably executed by a subsentient robot. Without
feeling, emotion, or self-awareness, the average robot has no
distaste for tasks that would drive most sentient species to bore-
dom or even insanity. They perform in completely servile roles
withou! complaint. Common robot models include bodyguard,
colonizer, drone, mechanic, miner, and robot tank.

ARTIFICIAL INTELLIGENCE

Developments In interstellar technology have been pointing to
changes in human-robot relations for many years. In 2318, the
first true artificial intelligence went onling. Prior to that point,
many computer systems could fool a human into believing they
were sentient, but their reactive networks actually did little more
than respond to stimull with such blazing speed that they could
delude most of the public—that is, they passed because pf
human weakness, rather than because of true sentience. After
the development of crystal lattice processors that both stored
and processed data—much like the neurons of the human
brain—the machines began to talk back. Soon enough the early
Als were asking the interesting questions of metaphysics. Bore-
alin philosophers had a field day dissecting the implications and
guizzing the new machines about their model of the universe.

Artificial intelligence is all the rage. At first, an Al filled
rooms upon rooms, dozens of square meters, The first Al oc-
cupied the equivalent of four city blocks, although much of that
space was open to give the Al's builders access to data crystals.
Development over the last two centuries has reduced the cum-
bersome crystal lattice structures somewhat, but the smallest
Als must still be housed within the computer banks of starships,
space stations, and ground installations. Therefare, the technal-
ogy of the day cannot effectively miniaturize an Al program to
fit within the confines of @ humanoid body. Many of these arti-
ficial intelligences can and do control robots of their own—via
remate controls commonly called memory harnesses. A bot
under the control of a parent Al doesnt have the processing
power of its parent when operating alone, but usually the bot
and the Al stay in direct radio contact whenever possible.

AutonomMmous RoBoTs

Only a few years after the birth of the first Al, a revolution in
autonomous robots changed the way that they would operate
and be perceived. According to computer theoreticians and
literati, it isn't artificial intelligence. But it's not a strictly linear
program-driven matrix either. The Dillon lattice pseudo-Al unit
is the means by which most robots function. They aren’t fully
sentient, but they are intelligent, able to make complex decisions
on their own. They have no emotions and no ability to compre-
hend human emotional responses.

As for truly independent robots, controlled by free intelli-
gences, they remain still a goal, not a fact. Research continues
throughout the Stellar Hing, especially in the StarMech Callec-
tive, famous for use of robots in all aspects of its society.

SOCIETY AND LAaw

The tull implications of artificial intelligence remain unexplored.
Once a matter of theoretical debate, the issue is growing mare
immediate, and each culture struggles to find an answer. At first,
robots were simply property, but they were soon given special
status under the law. Malicious attack on a robot is classified as
property damage, but if a robot's memory or processor cores
are damaged, charges of homicide can be levied.

Many historians believe the shift in aftitude toward robots
and Als during the last hundred years is a result of contact with
the mechalus. With mechalus working alongside roboticists, it
was easler for everyone to accept broader robot rights. The
precedent was established in the Bigunmor Star Consortium in
the Guilder Van Huys murder case, when robots first testified as
witnesses in court by performing memary downloads. The
Orion League, StarMech Collective, and Insight soon followed
suit, granting robots the right to act as witnesses in court cases,
as well as for wills and other legal documents,

Increasingly intelligent and independent robots may some-
day be accepted as full citizens, at least in progressive nations
such as the Orion League, Insight, and the Borealis Hepublic.
There, robots are already gaining civil rights and must be
treated as full citizens in many respects. They may own prop-
erty, run businesses, and access public places; emancipated ro-
bots must even pay taxes. But even in the most liberal stellar
nations, free robots are rare. In the rest of space, emancipated
robots don't exist. They simply must accept orders from their
creators—or risk depowering and reprogramming.

ROBOTICISTS

A roboticist is an expert who builds, maintains, repairs, repro-
grams, and modifies robots of all kinds, from heavy industrial
welders and miners to delicate scientific survey bots. A trained
roboticist needs to understand not just hardware actuators, data-
bases, and decision trees, but also imaging programs that per-
mit robot vision and social programming that oversees robot
interactions with humans. In a way, the job combines the most
difficult aspects of engineering, programming, and psychology.
Independent robots who take up roles as roboticists generally
perform very well in all categories save the last.



RELIGION

Religion is one of the strongest motivational forces in human
history. The power of faith and religious belief has created two
stellar nations, and even beyond the borders of the Hatire Com-
munity and the Orlamu Theocracy, more than half of all sen-
tients consider themselves believers in one faith or another.
Even those who don't profess a particular beliel system are af-
fected by religious forces.

All religions struggle with the issues of faith and destiny. It's
not acceptable to merely to lnok back to the words of prophets
and ancient texts. People want to know where they're going—as
a culture, as a nation, and as a species, As humnanity and its al-
lies adapt to their first centuries in space, their solutions to the
puzzle of belief have become more complicated than ever.

ANCIENTIST

A small but growing religion is sweeping through many of the
stellar nations. Begun in the Borealis Hepublic, this new faith fo-
cuses on the ruins and monoliths left behind by a spacefaring
civilization that rose, flourished, and disappeared long before
humanity left its home world. The faithful call themselves the
Children, but the popular press refers to them as “the Ancien-
tists” due to their fervent interest in the past.

This faith helieves that the ancient civilization was a species
of gods. (Historians have labeled this mysterious group the Pre-
cursars,) Their power and majesty can be seen in the structures
they left behind, claim the Anclentists, and they believe that
someday the Precursars will return. On that day, the Precursors
will grant humanity the knowledge and technology it needs to
{ake its place beside them.

“We are the children of the Precursors,” the Ancientists
claim, “and soon they will return to see what we did with what
they left behind. If we did well, they will shepherd us to the next
level of existence” Some Anclentists also believe that the Pre-
cursors will test and judge humanity when they return. If they
find humanity wanting, the Precursars will destroy humanity
and reclaim their ancient home. Ancientists, naturally, believe
they will be spared this judgment—provided they can decipher
the clues left behind in Precursar ruins.

Ancientists are scholarly, inquisitive, and fond of exploring
and studying Precursar sites and artifacts. Their young faith has
few established churches or hierarchical structures. Though it
has a seminary on Sapphire and a Grid presence in many sys-
tems, members of the faith usually gather at Precursar sites to
meet, exchange information, and worship.

HATIRE

The Hatire are followers of a god they call the Cosimir, an alien
deity that they have adopted as their own. Though they became
infamous for their “by-the-sword” conversions during GW2,
they are also well-known for their passionate dislike of ad-
vanced technology, especially tech that alters the human body.
In truth, the Brethren of the Hatire Community—which accounts
for more than half the total followers of the faith~follow a con-
servative philosophy and lifestyle that seems to invite attack and
ridicule by outsiders.

The Brethren accept the burden of their reputation, as unde-
served as they believe it to be. Why? Like most religions
founded in the last three centuries, the Hatire faith is a prosely-
tizing one. The Hatire see themselves as missionaries, deter-
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mined to bring trust in the Cosimir to the masses, exalting the
spirit revered by the long-vanished dwellers of Haven. For both
the Brethren and the ancients whose stories they translated,
waorship is about purity and purification. All other factors being
equal, the ideal Hatire life pursues simple harmony, without
complicated technology to distract the spirit. It would be a sim-
ple agrarian life, focused on spiritual contemplation. Nothing
would stand between a believer and the universe.

This is not the universe the followers of the Cosimir must
live in. In a fierce, contentious universe, the Hatire must gird
themselves with weapons and technology they abhor, The
Hatire priesthood offers special dispensations, called technology
indulgencas, to those who valunteer to contaminate themselves
in this way. The Brethren must fight fierce wars, undertake far-
flung explorations, and even research spaceships and other in-
struments, though ultimately these things are only distractions
from the truly important goals in life.

Missionaries of the Cosimir travel throughout the Stellar
Ring and beyond, spreading the word. The average believer can
camnfort himself with the thought of someday returning to the
spiritual life—once all of humanity has been prepared for it
That's the job of the Cosimir’s disciples. The most famous are
the Hatire Mind Knights, trained in special academies such as
the Mindanaoth Academy of Grith in the Verge or the Académie
du Monde on the stellar capital of Haven. The Hatire's less vio-
lent followers include its telepathic Seers and the members of
the Charus.

The ranks of the faith are fairly simple. Brethren begin as
reverents, then become ordained missioners for a local church
and possibly diocesans, responsible for an entire planet.

The Chaorus is a Hatire religious order that believes faith
heals injuries, Chorus members view hiokineticists as mastars
of the Hatire faith, adepts who have perfected themselves and
others without using technology. The largest Chorus community
in the Verge dwells within the Forest Cathedral on Grith, a moon
in the Corrivale system.

The Hatire faith continues to grow, especially within the
Thuldan Empire. While it's true that Hatire ministers have had
to adapt their teachings to overlook the Empire’s manipulation
of the human genome, belief in the Cosimir is winning over the
hearts of the Thuldan people-members of a culture that the
Brethren consider spiritually bankrupt and ready for change.

HumMmaNITY REFORMATION

The Heformation’s tenets acknowledge that all human faiths—in-
deed all humans—are flawed. Theocratic governments, rigid be-
lief systems, and well-defined canon produce nothing mare than
a docile, weak-minded populace and a wealthy religion. The
faith acknowledges a single god, responsible for the creation of
the universe. However, worship is irrelevant to the creator—
worshipers must help themselves. Blaming one’s shortcomings
on an omnipotent god is just anather failing,

According to Beformer tradition, humans should never ex-
pect divine help to overcome problems. Instead, the creator ex-
pects sentients to solve problems in themselves, in others, and
in society. When a person sees a wrong, he should right it. More
important, when a Heformer discovers greed, malice, ar any
other flaw within himself, it is his duty to confront it.

At the same time, Heformers must help believers overcome
thetr flaws—psychological, physical, or spiritual. To take advan-




tage of another’s weakness or, worse, take joy in it is a greater
crime than to sin or to have personal failings of one's own. Fol-
lowers of the Heformation are expected to devote themselves to
lives of achievement, giving generously to charity, helping those
in need, and opposing injustice.

Opposing injustice often puts the faith's clergymen in conflict
with local authorities, other churches, and even stellar nations.
According to Heformation doctrine, a member must oppose in-
justice even when doing so violates local laws. Far example, the
Reformars actively denounce VoldCorp's ownership of its am-
ployees and work hard to help escaped sesheyans. Despite its
high-profile troublemaking, the Humanity Befarmation is widely
accepted throughout the Stellar Ring. The only issue that divides
the {aithful is nomenclature. The church is open to sentients of
any species, but its name fmplies that only humans are fully
welcome. It's an open question whether the next church council
will remove human-specific tiles and doctrines.

Clergy begin as initiates and are given small tasks to prove
their worthiness. Once these tasks are completed, an initiate is
given the position of father or mother and is assigned to a spe-
cific location. Alternately, the initiate may be ordained a re-
former, a wandering priest who searches out wrangs and helps
others as part-time counselor and adviser. The reformers are
considered the faith's true patriots, and competition is fierce for
such assignments. Abbots are the rulers of individual Heform
settlements. While a father or mather can become an abbot ar
abbess, he or she can't rise any higher unless named a re-
former at a later date. Finally, the term ‘reformer” is also used
by those outside the church to describe all fts members,

Bishops are the next highest rank, made up entirely of
prominent reformers who have achieved great successes. A
hishop is assigned a region to watch over, which may be as
small as a continent or as large as a star system. Bishops ap-
paint reformers, fathers, and mothers and occasianally sponsar
initiates into the order. Ultimately, the religion is guided by thir-
teen cardinals led by the pontifex. Callectively, the cardinals and
pontifex make up the Council of Heform. Their annual meetings
are held on the planet Desire, in the StarMech Collective. This
body is the faith's highest, and it controls all bishop appoint-
ments, doctrinal issues, and financial arrangements,

THE INSIGHTFUL

As the youngest major religion in existence, the Church of the
Oracle 1s the spiritual home to worshipers called the Insightful—
so named to distinguish them from the title Inseer, given to cit-
izens of the stellar nation of Insight. Followers of the Church of
the Oracle aren't acknowledged as religious adherents by many
stellar nations, and certainly aren’t acknowledged by the other
major religions. Nevertheless, more than 500 billion believers
call the Insightful faith their own. The religion is a well-known
haven for gridpilots and programmers, and same of the hest
hackers are known to follow the code of the Insightful

To understand the Insightful's beliefs, its necessary to expe-
rience the Grid. The Grid's ability to allow exchange of thought
is the cornerstone of all Insightful beliefs and practices. Insight
depends on a perfect melding of technology and mysticism—a
melding that has a strong appeal for many of the technically
and artistically inclined. The vehicle of the religion is not prayer,
or good works, or devotion to scripture. The Insightful believe
that divine potential lurks within the Grid.

Uncomplicated by the imperfections of human language, the
Brid—especially as perfected by Insight—permits direct contact
with the conscious mind. As such, it grants human minds the

potential for complete understanding, or complete union, with
one another and with the universe. This is a possibility ance
thought limited to those fortunate enough to be gifted with mind-
walking talents. This union results in a state of complete equal-
ity among souls, reflected by the Insightful disregard for the
notions of ranks and hierarchies. The only hierarchy is the ex-
change, and its fire of truth. As a believer grows in under-
standing, he gains access to higher and higher levels of truth
and advances along the path to perfect understanding.

For humanity 1o evolve beyond crude flesh o a free ex-
change of thought across the Grid, information must be free. For
governments and corporations to keep secrets and restrict the
free flow of Information is a sin. It's the sacred duty of the In-
sightful {0 expose the truth, no matter how painful it may be,
The price of free exchange, the price of human destiny, is the
willingness to learn and embrace hoth the good and evil sides
of human nature, and ultimately rise above thern hoth.

ORLAMISM

Unlike any other religion except the Church of the Oracle, Or-
lamism is a dynamic faith built on a foundation of technology
and science. The Orlamist faith was born from the invention of
the stardrive and the subsequent discovery of other dimension,
drivespace. While testing the stardrive; pilot Jeff Sendir had an
encounter with the divine. When he returned o normal space,
he abandoned his previous life and set forth the principles of the
faith: Drivespace is the groundwork of God. Just as the world all
around was the conscious act of the creator, the space behind
space remains the source and origin of all things, Drivespace is
nothing less than the Divine Unconscious.

The doctrine of the Theocracy is centered around a single
objective: understanding and contacting the Divine Unconscious.
To reach this goal, the Orlamus constantly monitor and experi-
ment o advance their understanding of drivespace. Doctrine
changes as necessary to fit the latest theory supported by the
scientific evidence. Disputes and disagreements among the Or-
lamist faithful are mare than permitted; they are encouraged,
just as division and argument are vital to the scientific commu-
nity. Not surprisingly, a secondary result of all this experimen-
tation on the Divine Unconscious has been the superiority of
(rlamu stardrives over the last 300 years.

The Theocracy can only loosely be considered a united reli-
gion, since it lacks elders who preach a common doctrine. The
only requirement for an Orlamist is that one’s activities help to
understand the Divine Unconscious. By seeking to understand
what drivespace truly represents, one comes closer to under-
standing God. For example, the 121-hour duration of each star-
fall has led some Orlamists to suggest that this was the span of
creation ftsell. A mare radical Orlamu cult questions the yvery
use of the Divine Unconscious as a means of travel; might not
trespassing alter the very nature of God? At the same time, the
religion’s openness and tolerance extend beyond its own faith;
Orlamists are accepting of all religions.

OLp EARTH

Waves of emigration from humanity’s homeworld have vet to
weaken the venerable belief systems developed on its surface.
Some have seen a percentage decrease in their numbers when
compared to the whole of the population. This decline can be
partially attributed to the same factors that led to the First Galac-
tic War; far from religious centers and leadership that were still
based within the Sol system, faith among the colonial powers



wandered. Its also likely that the discovery of nonhuman sen-
tient life~and the unfriendly response that more conservative
religious groups offered—-played a role in decreasing the atten-
dance at Old Earth churches, synagogues, and temples.

Yet as human population has grown, so has the number of
followers of most Old Earth faiths. Missionaries sent to convert
the alien species have enjoyed some moderate success as well.
More than one and a half trillion sentients follow an Old Earth
faith, All of the major religions in existence prior fo the discov-
ery of the stardrive still flourish, including Christianity (in
Catholic, Orthodox, and Protestant denominations), Buddhism (in
Theravada, Mahayana, and Tantrism branches), Islam (in Sunni
and Ghia sects), Judaism (in Hasidic, Orthodox, Conservative and
Reformed divisions), and Hinduism (in three major traditions
encompassing a variety of sects),

ALIEN RELIGIONS

The alien species encountered by humanity havent embraced
human religion as quickly as they've embraced human technal-
ogy. Indeed, all alien species have offered up their own answers
to religious questions—though most humans find these answers
almost incomprehensible,

FraaL PHILOSOPHIES OF MIND

The fraal are skeptics in most matters of faith. Indeed, the fraal
are the only one of the five major nonhuman species without a
native faith of their own. Even fraal who adopt a religion are
rarely very devout. They show litlle interest in human mission-
aries, and they often forhid preaching on board their city-ships.

At the same time, Borealin colleges have closely studied
fraal philosophy for more than 200 years, and a number of
23rd century discoveries link fraal schools of mindwalking
academies with sacred belief systems. Though the data is in-
caomplete, the fraal seem to believe that each major form of
mindwalking corresponds (o a sentient being’s inner form, pos-
sibly something that resembles a soul. However, the fraal’s ex-
treme reticence in discussing their beliefs about the origin of
mindwalking powers has frustrated every attempt to broaden
human understanding of these beliefs—though the Hatire have
gleaned some portion of this knowledge. As long as the fraal
refuse to discuss i, speculation will continue unchecked.

MEecHALUS CREDO

Ever since the genocide thal converted most mechalus to paci-
fistic ways, these aliens have suppressed their only native faith,
the Warrior's Credo. Founded by a warrior/programmer named
Thetor, the faith taught that only through struggle could the
methalus species attain and maintain unity. The litle evidence
available indicates that the religion involved special implants
and software as well as ritual acts of prayer and violence. Most
mechalus today look back on these beliefs as primitive and
even distasteful, much as many humans frown on some old
human religious practices such as animal sacrifice.

Since contact with humanity, however, the mechalus have
demanstrated some interest in human faiths, Currently, many
mechalus adhere to Old Earth Buddhism or claim membership
among the ranks of the Insightful.

SESHEYAN FABLE ANIMISM
The sesheyans have their own beliefs, based on tales and
proverbs told by their shamans. These tales vary from shaman
to shaman, but almost all contain one of three important figures:
Neshii'en the trickster, Tal the hunter, or Vec'Ulir the brood-

mother. In particular, the parables of Neshii'en and his enemies
have sustained the sesheyans during the dark times of their
servitude to VoldCorp—though many of the public rituals and
putward expressions of the faith have been lost

Sesheyan religious practices are now strictly verbal within
VoidCorp space: Possession or manufacture of religious para-
phernalia is punishable by heavy fines, demotion, or relocation.
If anything, this restrictive atmosphere has strengthened the
hold of religion on the sesheyan culture; new tales of Neshii'en's
conflicts with agents of VoidCarp circulate as pervasively as
jokes and rumors.

CrH’'NauisMm

T'sa religion is a complex polytheistic faith generally referred to
as Ch'Nalism. Ch'Nalites believe in a single, all-powerful ereator
who provides a guardian deity for every sentient creature. After
creating the universe, Ch'Nal created many lesser gods, the Ch'-
Nakan, for each kind of living thing. Each Ch'Nakan watches
over lis own piece of creation, acting as guide and guardian to
its charges. The Ch'Nakan can appear in whatever aspect suits
thern.

While the t'sa revere Ch'Nal and celebrate his holy day dur-
ing the harvest, they reserve their daily worship for their per-
sonal guardian, K'san Ch'Nak, a tireless patron who takes good
care of the Vsa. The tsa joke that it is good that K'san is im-
martal, because otherwise his curiosity would have killed him
many times over. K'san Ch'Nak embodies all the qualities that
the t'sa value most in themselves. He is curious, friendly, and
quick-witted.

Within the T'sa Cluster, almost all t'sa worship Ch'Nal and
K'san Ch'Nak. In human space, many tsa cling to their religion,
but some have adopted other belief systems. The tsa back
home consider this odd, but not blasphemous, since they as-
sume that every species has its own Ch'Nakan guide,

THE WEREN HERESIES

Many weren still living on Kurg have embraced Orlamism. Un-
fortunalely, these weren often hold heretical versions of the
Orlamu beliets, For these weren, the Divine Unconscious is in-
delibly linked to the universe itself. Their version of the Orlamu
god—the Divine Unconscious—takes them from their homeworld
to other, better worlds. The Divine Unconscious isn't a subject of
scientific study, but a force that believers must appease. A
weren who makes the proper offerings before leaving Kurg will
find her way to one of the paradises of the Great Beyand. Those
who fail to do so end up in one of the universe’s many hells.

The native religion of Kurg is a sophisticated form of ani-
mism that depends on its adherents’ belief to give strength to a
clan's warriors through the channeling of the proper spirits. Be-
yond that point, interpretations differ from tribe to tribe.

Weren priests offer a number of simple explanations for
everyday problems, Hexes, curses, astrological predictions, and
the summoning of disease by hostile prayers are widely held
beliefs, especially among the nomadic marrizhe-herders. The
details of these beliefs vary, but the position of priest is one ol
the few in weren society with as much prestige as that of war-
rior. The priests watch over the sacred combats of the faith’s
high haly days and perform the ceremonial bloodletting that pu-
rifies a clan’s warriors, These religious festivals sometimes be-
come little more than drunken riots, as the weren argue points
of doctrine and the merits or interpretation of each individual
combat. Few outsiders can withstand the sheer noise of a weren
religious gathering.




The Treaty of Concord (2472) recog-
nizes thirteen distinct governments divid-
ing explored space—the stellar nations.
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Economically, the stellar nations have chosen different paths.
Each nation has the resources to survive and grow indepen-
dently—even tech-obsessed Insight pursues traditional and hy-
droponic agriculture to feed its hungering billions. But how each
stellar nation answers the needs of its populace makes it dis-
tinct. Some use the reliable principles of capitalism, depending
on corporations and individuals to manulacture, distribute, and
sell goods. Others, such as VoidCorp, control corporate divisions
that take up these roles. A few use planned economies or op-
grate on military lines. While all stellar nations can meet their
basic needs, many excel at one or more industries, such as
computers, high-tech arms, or entertainment.

In strength of arms, the stellar nations have fallen far from
the dizzy heights they had climbed prior to the Second Galactic
War. They now approach half the power they commanded at
the start of the war. Each stellar nation controls several thou-
sand spacecraft, most of which are smaller spaceships such as
scouts, cutters, and corvettes, Each stellar nation also com-
mands many cruisers and dreadnoughts, and a few fortress
ships. Several factors have produced these large navies: large
reaches of interior space, long borders to patrol, and colonies
and other interests that extend to the farthest reaches of ex-
plored space. Despite the best efforts of longsighted pacifists, no
stellar nation has seriously considered disarmament in decades.

Among the stellar nations, nationalism represents the greal-
est threat to peace. Most citizens of the 26th century place their
national identity at the center of their existence. Sociologists
refer to the phenomenon as ‘new tribalism” Humans—and
meny aliens—think of themselves as Orions, Borealins, or Thul-
dans. Even as the convenience of modern transportation allows
all citizens to interact freely, humans continue to band together,
not just for protection but to form common identities.

While the nations compete for interstellar dominance, their
citizens struggle with each other in smaller ways. The stellar
nations have been fighting since their birth, and their citizens’
prejudices make it likely they will fight again. In 2501, most of
these prejudices reflect the recent war, Yesteryear's enemies are
well remembered, and chance encounters between VoidCorp
employees and Inseers, Thuldans and Solars, or Nariacs and
Austrins can quickly turn into brawls.

In the interest of preventing open warfare, the Treaty of Con-
cord created a thirteenth stellar nation: the Galactic Coneord. To
form this artificial state, each nation donated territory, person-
nel, space vessels, and resources. Today, the Concord controls
planets, stars, and entire regions of space, just as the stellar
nations do. Concord bureaucrats regulate the growth and de-
velopment of Concord worlds. The stellar nations didn't set up
the Concord as a competitor, but the Concord has surprised its
creators. While the Concord’s existence may once have de-
pended on the sufferance of its creators, it has now raised an
entire generation under its rule. These citizens see themselves
as Concordans first and foremost.

While the Concord Star Force is only slightly stronger than
the navy of any other stellar nation, the existence of an armed
mediator has already stopped several small conflicts from es-
calating, such as the Rigunmor-Borealin border war of 2481,
The Concord’s charter demands that it rise above local conflicts
to keep the peace. This commission overrides all others. No
stellar nation is willing 1o fight the Concord openly; the other
nations would suppart the Concord, and such a conflict might
well spark another war. No one is quite ready for that.

The Concord acts to help humanity and alien specles
throughout explored space. The Concord ensures free trade be-
tween all stellar nations, and Concord vessels patrol well-trav-

eled space, curbing piracy and privateering. While the Treaty of
Concord doesnt allow the Concord to interfere in any nation's
internal affairs, most Concord authorities stress the importance
of sentient rights in preserving a workable peace. The Concord
also serves as an arhiter between the t'sa and human gavern-
ments. In addition to all these duties, Cancord law is interstellar
law; in the reaches beyond Old Space, the Concord administers
justice, recognizes claims, and settles disputes,

Even pessimistic historians have called the Copcord one of
hurnanity’s brief fits of sanity since the species left Earth. Mast
of these historians also predict that the Concord will ultimately
{all. They may be right, the stellar nations may prove foo paw-
erful, too prejudiced, and too intractable, but no ane questions
the value of making the attempt.

A final consequence of the Treaty was the official extinction
of several nations. Even as the treaty recognized the sovereignty
of the twelve stellar nations, it dissolved more than a dozen
other nations recognized prior to the war. Many had been de-
stroyed. Others had been assimilated into other nations. Today,
these powers are historical footnotes, relegated to minor status
as client states of the stellar powers or reduced to governments
in exile. Although more than 30 years have passed since the
war's end, loyalty and bitter memories keep the defunct nations
from completely disappearing. Scattered within the new bor-
ders, expatriated citizens, bitter refugees, and entire star sys-
terns refuse to accept the authority of a foreign power.

THE STELLAR RING

While hurnanity has stretched its wings to explore the Orion
Arm for 1,000 light-years in every direction, only about half of
that space has been annexed by the stellar nations. Within this
area, called the Stellar Hing, well-defined borders divide the
stellar nations into recognized territories. Beyond the Stellar
Ring is Open Space, full of stars that have been explored but
have yet to be annexed by any stellar nation.

The heart of the Stellar Hing is Old Space, the region within
200 light-years of Sol. Each nation began its expansion here,
and the first-world planets of Old Space represent the core of
human territory. Old Space’s planets are marked by miles-high
megatropolises that stretch almost endlessly over the surface.
The poor, the working class, and the ultrarich alike dwell on
these city-planets. Though urbanized from pole o pole, first
worlds feature incredible diversity. Some portions are pristine
and beautiful, graced with grand architecture and public art.
Dthers are run down and filthy, crowded with the destitute and
the criminal. In between, winding along the wide avenues and
argund the magnetic highways, the commercial districts full of
shops and restaurants are painted in the kaleidoscopic light of
advertising boards, holo commercials, and garish interactive
placards. On most first worlds, humans and aliens live and
waork side by side.

Capital planets and stellar homeworlds are almost univer-
sally located in Old Space. These awe-inspiring showcase
worlds are the height of the stellar nations—paradise first
worlds, clean and beautiful, As the saying goes, everyone
comes to the capitals; these worlds are the pride of the stellar
nations, and rightly so. The capitals are grand examples of the
best the nations have to offer, and in their buildings the nations’
business, politics, and diplomatic posturing never end.

Outside Old Space lie the secand-world planets that form
most of the remainder of the Stellar Ring. Most are colonies that
have reached the second stage of development, and most have
good prospects for continued growth. A few have yet to com-
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plete the extremely expensive process of terraforming to render
them hahitable to unassisted human life. Others are planets that
will never attract the population or develop the resources to
gain first-world status. At least one continent or significant por-
tion of territory must be developed for a planet to be classified
as a second world.

Third-world planets are those where civilization has yet to
extend its grasp. Most third-world planets are established
colonies or planets with neither the resources nor the strategic
importance to meril significant development. Usually, at least
one city must be developed to classify a planet as a third world

Not every world in Old Space has been urbanized. Many
planets are holdings, undeveloped worlds featuring wildlife pre
serves, natural environments, and immaculate communities.
Typically, these utoplas are populated by the human elite, such
as political leaders and the wealthy. All others must obtain a
visa to visit, dwell, or gain employment on a holding, and alien
species are usually barred. Holdings can be found throughout
each stellar nation, in Old Space and beyond.

Similarly scattered throughout space are alien reservations
These are worlds that have been established for a nation’s alien
citizens, and worlds that belonged to the alien species when the
nation subsumed them. The conditions on these worlds depend
on the nation that claims them. Some have been left almost ex-
actly as the humans found them. Others are little more than glo
rified prison camps. A select few are as beautiful and peaceful
as the human haoldings, living monuments to alien civilizations.

The newest divisions of space are the Cancord Neutralities,
the territories administered by the Concord. These regions are
found in each stellar nation, but far more important are the
three major Neuotralities: Concord Prime, Concord Taurus, and
Concord Sagittarius. Each neutrality is considered neutral
ground, whether in a stellar nation’s territory or in Open Space

Colony waorlds are the backwaters of a stellar nation, and
they retain most if not all of their original environmental condi-
tions. They haven't been terraformed, industrialized, or covered
in layers of steel and plastic. Life can be hard an a colony world,
but it can also be uplifting and good. To many, the colony warlds
are more real than the overdeveloped first worlds or the hio-
engineered perfection of the holdings. Some even feature all of
the modern conveniences of a nation's first worlds while being
far removed from the crowded conditions of Old Space, making
them especially attractive 1o those who yearn for a bit of free-
dom and breathing space. Colony worlds can be found in any
region settled in the last century and a hall, both within the Stel-
lar Ring and out along the frontiers,

Concord ambassadors serve throughout human space, en-
forcing the terms and conditions of the Treaty. While many fill
posts in the Concord Neutralities, they also poke around on
colony worlds, alien reservations, the Verge, Open Space, and
disputed regions of the Ring. Wherever they serve, they foster
good relations and negotiate differences of opinion

OPEN SPACE

Beyond the ring claimed by the stellar nations lies Open Space.
Though humans have mapped an area 2,000 light-years in di
ameter and 200 light-years deep, space stretches beyond hu-
manitys grasp In every direction. Even in the settled regions
near the frontier, plenty of planets have been missed or forgot
ten, or simply remain unexplored.

Open Space is the last slice of human territory defined by the
Treaty of Concord. Its vast regions aren't claimed by any single
stellar nation. Instead, they serve as areas of growth for those

wha hape to establish independent homes or new nations in the
future, or safety valves for nations with population pressures

Parts of Open Space were so devastated in the Second
Galactic War thal nothing can live there. It was the battlefield of
nations willing to test their most powerful tools of annihilation.
These weapans crushed planets, lonsed deadly diseases, or oth-
erwise rendered these regions uninhahitable. A few spacefaring
nomads survive in these regions by salvaging valuable materi-
als, engines, and other goods from these warlds, but no colany
could survive in the ruined ecosystermns of these wasted worlds.

Other areas of Open Space remain habitable. These contain
space stalions, independent worlds, or corporate holdings not
tied to the stellar nations or the Galactic Concord. Open Space
may also be home to undiscovered alien civilizations, Each stel-
lar nation explores Open Space in the hope that it will find the
next race of sentients and become their patrons, Each explorer
hopes to find such a species and profit from the knowledge of
the species’ location, lanquage, and customs, which can be sold
to the Concord or the highest bidder, At the very least, the arti-
facts left in alien ruins often fetch a high price for anyone bold
enough to find and plunder them.

In the depths of Open Space, space stations are vital relay
and resupply points. They dot the void, serving as guideposts,
communication relays, resting points, and meeting places along
the interstellar travel lanes. Military stations watch for threats
and protect travelers crossing their regions of space. Private
spacepors acl as way stations for travelers, providing places to
resl, restock supplies, and gather news. Corporate stations
serve these same functions, though they can have military ap-
plications and might even be labor camps. Stations become less
important the more settled a region becomes, but even in the
Hing they help travelers cross space for a modest price,

In the normal course of events on the frontier, minor out-
posts and stations are eventually supplanted by colonies, Entire
systems in Open Space may be controlled by one of the stellar
nations, but the nation cant claim control of the surrounding
space, The continued growth of such systems eventually allows
a stellar nation to expand ils borders

Where Open Space stretches close to established nations,
portions may be patrolled or surveyed by those nations to pro-




tect their nearby holdings, Sometimes this is left to the Cancord,
but more often it falls to the nations themselves to watch for
danger. Open Space also mzkes a wonderful hiding place for
criminals, pirates, the disillusioned, the banished, and the un-
wented masses of humanity—those who, for one reason or an-
other, would rather not be tied to a particular stellar nation,
The Verge is an example of Open Space, albeit an unusual
one. Concord law officially applies, but stellar nations have
claims to many individual planets and systems. Independent
governments control many societies, The Verge is unique be-
cause it was settled by so many siellar nations and indepen-
dents. Members of every stellar nation live in the Verge, even
those whose territory is on the opposite end of human space.

The ltrius Foundation, a privately funded research group, re-
leased its sixth census report a year ago. Improved polling mea-
sures and calculation methods made the census the best taken
since the first colonial driveship left Earth. For six months, lirius
representatives traveled throughout the stellar nations, gather-
ing information. The census publishers are proud to repaort a
margin of error estimated at less than 3% in population figures
and less than 1% in religious affiliation; more skeptical ob-
servers nofe that the accuracy of religion responses is impos-
gible to guarantee. The lirius data defies earlier estimates that
placed buman population in excess of 10 trillion. A revised es-
timate holds that 10 trillion sentients will dwell in explored
space within three years.

The table below presents the master summary of the cen-
sus. The population of each stellar nation {s broken down into
the six principal species and a default category to include other
species. As a casual glance at the table reveals, humans out-
number alien species by a generous margin; for every 40 hu-
mans in explored space, the census found only one alien.

Individual sentients provided their religious affiliation after
polling. Two facls should be noted. First, sentients were not

asked if they regularly attend or support their religious affilia-
tion. Some atheists view the inclusion of so-called “casual be-
lisvers” as evidence that religious estimates are inflated. Finally,
its noteworthy that representatives of the siellar nations were
sometimes present when their citizens revealed a religious af-
filiation. Since confidentiality couldn't be assured, the represen-
latives may have affected their citizen's answers.

For the first time, the Itrius Foundation has given Insight its
own listing, ending its classification as “Other’ The move is
thought ta be a response to public pressure and an attempt to
end Grid attacks against the foundation’s computer core,

In population terms, the Union of Sol still remains the largest
nation, almost twice as populous as the next largest and six
times bigger than newcomers such as Insight. In terms af pop-
ulation density, though, the Galactic Concord is the most thinly
settled nation, with 631 hillion citizens. Iis battered territories
suffered bombardment, hiowarfare, starvation, and wholesale
slaughter during the Second Galactic War; even after the war,
many of its constituent parts collapsed from lack of infrastruc-
ture. Before the war, the region’s population had stood at 790
billion souls. The greatest increase in the Concord’s population
lately has been due to the addition of the tsa, whose numbers
have quadrupled in the last 30 years.

Most of the other alien species remain clustered near their
homewuorlds; the fraal are the obvious exception. Due to their no-
madic lifestyle and their odd ship designations, the Wanderers
among the fraal introduce a high degree of uncertainty into their
numbers. Some city-ships are surely miscounted, and others may
roam beyond civilized horders. The margin of error is higher in
this category than for other species and approaches 6%,

Finally, the ltrius Foundation has recently been commis-
sioned by the Galactic Concord’s Committee on Verge Integra-
tion to undertake a complete census of the Verge. Preliminary
sampling has already begun, though the foundation is still hir-
ing census takers o visit some of the region’s more remote sys-
tems. A fully compiled report isn't expected until 2504 at the
garliest.
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Citizens of the Stellar Nations: Austrin, Borealin, Nariac, Inseer, and Hatire




AUSTRIN-ONTIS UNLIMITED

“Without guns, where would humanity be?”
—CEQ James “Crazy” Gates, 8478

Many outsiders consider the survival of Austrin-Ontis Unlim-
ited as evidence of a human phsession that stretches back for
centuries. Of course, Austrin-Ontis accepts the tradition of sup-
plying armaments with pride. Categorizing Austrin-Ontis re-
mains a difficult task for diplomats and historians alike. It
stands somewhere between a corporate stellar nation and a
confederation of rugged colonies. Most Austrins see no contra-
diction between maximizing the profit line and exercising the
desire to demonstrate their products whenever possible,

HISTORY

Arms dealers are nothing new to human history, and by the
early half of the 21st century, the industry was booming. As
new superpowers rose and corporations staked their claims to
global power, both national and corporate armies felt the need
for state-of-the-art, military-grade arms. Simultaneously, many
free-minded citizens who were intimidated by the world's
cthanges soothed their fears by arming themselves, By 2050,
personal firearms were rapidly spreading throughout other-
wise civilized nations.

Austrin Arms and Ontis Ordnance devoured corporations of
the previous century. Both companies had grown into diverse
conglomerates with holdings in dozens of industries fram
transportation to agriculture. Austrin focused on personal
arms, marketing itself to concerned citizens worried about pro-
tecting their homes and families. Ontis met the demands of a
professional army. Over time, the possession of powerful, ad-
vanced weapons became popular in many frontier areas of the
solar system. Ontis began to market itself to the public, and
thus started an economic war between the corporations. Ag-
gressive advertising pushed gun sales ever higher in those
nations that allowed ownership, and corporate-sponsored
smuggling sent weapons into the rest.

The competition ended in 2112 with Austrin Arms’ hostile
takeover of its competitor. With its new military-grade
weaponry and research facilittes, Austrin-Ontis Unlimited be-
came one of Earth’s most powerful corparations. It clung to
monopolistic control of the arms trade and ruthlessly obliter-
ated any attempts to encourage competition. Simultaneously,
A-0 trained a lavishly equipped corporate security force. The
A-0 private army mushroomed in size to exceed that of many
nations. To command this ideal army, the megacorporation
hired experienced military commanders from existing armies.

The result was never ideal. Given the newest toys to play
with from the moment of enlistment, A-0 soldiers tended to be
highly individualistic. Competition among the troops in accu-
racy, speed, and nerve spread through the entire company.
While sometimes these games were simple contests at a shoot-
ing range, duels and individual acts of violence also increased,
plaguing the corparation’s ahility to organize.

Most analysts believe that Austrin-Ontls would have con-
sumed itsell from within had existing trends continued, Fortu-
nately for the Austrins, the stardrive arrived to transport
humanity to other star systems. Like most multinationals that
survived the century, Austrin-Ontis made the choice to leave
Earth and the restrictions that governments could impose, The
same rugged independence and boldness that plagued attempis

to bring order to the corporate ladder served the Austrins well
in space. Austrin-Untis defied the trend of governments and
corporations tightening down on their new colonies.

Without guidance or organization from above, many Aus-
trin colonies failed. Fortunately, new groups of hardy adven-
turers always stood ready to take their places, and the
Austrin-Ontis stellar nation rose on the backs of the fallen. 0f-
ficially, the nation remains incorparated, and Austring retain
employment under the auspices of a board of directors and a
CED. In practice, the Austrins grew used to the freedoms and
liberties that life on a faraway colony provided. During iis early
days, most Austrin-Ontis colonies met or exceeded production
quotas, and the corporation didn't tighten controls until the First
Galactic War. Even today, A-0 provides a far more relaxed at-
mosphere than that of other corporate nations, such as Vpid-
Corp.

The First Galactic War came as a shock to mast Austrins. At
the war's inception, the corporate management relocated to
Powder, one of Austrin-Ontis’s well-established worlds. As de-
mand for A-0 weapaons rose, profits from the war filled the
corporate treasury. At the same time that it was supplying
arms, Austrin-Ontis fought against all of its neighbors at one
time or another. The Terran Empire was the primary enemy,
but Austrins also attacked the Leodal States and the fledgling
Orion League. The Austrins pushed the Terrans out of their
space and more than held their own against the stellar nations
around them. Most impaortant, Austrin-Ontis Unlimited kept its
reputation as arms supplier to the interstellar community, even
though it was bath a supplier and a combatant.

THE SEconD GaLacTIic WaR

History texts lay the responsibility for inciting GW2 on Austrin-
Ontis Unlimited. The accusation is well-founded. Between the
wars, A-0 merchants roamed the galaxy as arms dealers and
rogues. Desperate fo increase sales, the Austrins spon gained
a reputation for creating business—stirring up trouble wherever
they went to raise the demand for weaponry. No conclusive ev-
idence has yet been found linking Austrin-Ontis operatives to
the Mutant Uprising of Tau Ceti, though most of the rebels were
armed with A-0 arms. As A-0 representatives point out,
though, Austrin weapons are common throughout human
Space.

The war proved disastrous. Demand for A-0 weapons fell
as stellar nations saw the foolishness of fueling an enemy's
economy and built up their own weapons industries. After ini-
tial successes—the Leodal States fell in 2355-Austrin-Ontis
fought the combined forces of the Nariac Domain and Void-
Corp. By joining the Profit alliance and trading space for time,
Austrin-Ontis survived. Self-interest motivated even the Orions
to assist A-0 occasionally, lest the members of the Expansion
Pentad rest on their border instead of the Austrins’ The sys-
tems between Austrin-Ontis and the Nariac Domain became a
wasteland of battered planets that were eventually donated ta
Concord Prime. By the end of the war, even some Austrins ad-
milted a certain exhaustion.

TOoDAY

During the war, Austrin-Ontis joined an alliance motivated by a
single goal: increasing the revenue of its members. The same




goal extends throughout this stellar natian, Members travel the
galaxy in search of deals and opportunities for profit. As long
as a member of the society adds to the profit line, the corpo-
ration allows its people freedom to fransact their business
however they wish. Fallure doesn't meet with the same resull;
Austrins who fall to meet sales or production goals are con-
signed to serve in the A-D bureaucracy, pushing paper for the
rest of their lives. Forbidden from transacting A-0 business,
these wretched failures suffer the highest indignity: Their right
to bear arms is revoked.

The consequences of failure and the corporation’s blind eye
toward method have promoted a popular image of Austrins as
desperate, bullying tradesmen. While there is a great deal of
truth in this public conception, most Austrins don't confine their
interests to making the deal of the century. Even while in
search of making money, most Austrins are would-be heroes,
rugged individuals who travel to the edges of known space and
beyond. The same individualism has kept pistol duels as an ac-
cepted practice, If both parties agree to the duel, murder is
legal in the A-0 sphere of influence.

Military service is voluntary but common. The corporation
lures volunteers by providing its soldiers with the best equip-
ment—state-of-the-art firearms, for the most part. Three weeks
into training, enlistees receive an automatic rifle, which they
may keep after three years of service. Furthermore, the A-0
military maintains its strength by lavishly supporting its troops.
As a result, Austrins tend to be highly effective when operating
alone or in small units. In large actions, Austrins sometimes fail
to demonstrate strict discipline and training,

Thirteen fortress ships bear the Austrin-Ontis logo. The
Austrin Navy mirrors the army's strengths and weaknesses—
fantastic equipment without direction. Despite the Navy’s suc-
cesses in the war, the corporation favors a large standing army
to this day. Even Navy troops and officers prefer personal com-
bat; their specialty is disabling and boarding enemy ships.
Once aboard an enemy vessel, Austrins take a mad delight in
wholesale slaughter.

The A-0 capital planet Powder is said to contain enough
firepower 1o level dozens of star systems, though this may be
an exaggeration. It is true, however, that Austrin-Ontis has de-
voted an substantial level of resources to the protection of the
planet. Defense drones and cascading layers of roaming satel-
lites cardon off the entire system inlo defensive sectors; the de-
fenses combine strategies of strength and depth.

In the Verge, A-0 influence (s focused on the planet Galvin,
contested by the Thuldan Empire. However, Austrin salespen-
ple are a frequent sight throughout the region, as they peddle
arms to the local governments. Since the majority of Verge
equipment is quite dated, there’s a large market available for
the latest A-0 madels. Sales to the Plolemy pirates have been
proven, but no Verge nation can stop the A-O juggernaut, and
the Concord has not yet intervened. They have also applied for
permission to resettle Vieron.

PLAYING AN AUSTRIN

There's no polite way to say It: Austrins are a litle gun-crazy,
Sure, stellar nations, including the mighty Austrin-Ontis, consist
of billions of inhabitants scattered over hundreds of worlds. [n
these massive collectives, each planet and each individual is
unique—with diverse origins, opinions, and belisfs. Pundits
claim to abandon notions such as the “typical Orion® or the
*typical Austrin’ Citizens of the 26th century can only laugh.
The traits a nation shares are what hold it together. What holds

the Austrins together is a love of firearms, the belief in violence
as the crucible of character, and even a somewhat guaint no-
tion of personal honor.

Within Austrin-Ontis, conditioning for a lfe of action and
heroism—the true life of an Austrin—begins soon after birth. In
childhood games of marines and Bug-Eyed Monsters, school-
vs.-school battles, and serious adult duels, Austrins learn not ta
shy away from confrontation or competition. The Austrin psy-
che requires brave deeds, Austrin-Ontis wisdom recognizes the
inbred human need for violence and doesn't try to suppress it;
instead, it provides healthy ways for Austrins to express their
violent urges.

Violence, the Austrins hold, is merely & manifestation of
change, discavery, and progress. Witness human history. War
and conflict bring out the need for development: technologi-
cally, mentally, and even spiritually. Controlled violence keeps
Austrin-Ontis a dynamic, growing entity ready for any chal-
lenge. Fortunately for the nation, this brew of aggression and
competition has fostered a respectable esprit de corps. Recog-
nition of kindred souls allows the rugged frontiersmen to sur-
vive the 26th century,

The long relationship between Austrins and their special-
ized material of trade has had its influence in the Austrin-Dntis
character. Austrins tend to be direct, honest folk. Fans and foes
alike agree thal Austrins as a group lack deceit; they tell it as
they see it. This trait and its fame serve the Austrins well
their trading throughout the galaxy. Integrity and lack of du-
plicity are points of pride. Austrins manifest these tralls in their
trading, too; frequent and willing demonstration of their finest
military wares is a hallmark of Austrin-Ontis commerce.

In matters of spirituality, Austrins tend toward the conserv-
ative and traditional. Old Earth faiths predominate, though aver
the past century, missionaries from the Humanity Heformation
and even the Hatire Community have enjoyed a little success.
Indeed, the reformers have done so well that many wonder
about a new openness in Austrin-Ontis thought. Having fought
over much of the galaxy, Austrin saciety may now be slowing
down to enjoy life’s more ahstract pleasures. Of course, if war
is declared, this cultural change may be quite short-lived.

GAME BENEFITS

The bond between an Austrin and his trusty sidearm tran-
scends ready understanding, Perhaps centuries of reinforce-
ment have enhanced hand-eye coordination. Or maybe years
of coolness under fire have trained the Austrin-Ontis flair for
firearms into the culture. During character creation, an Austrin
hero can specialize in Heavy Weapons or Modern Ranged
Weapons, Any use of the chosen broad skill or its specialty
skills during play receives a -1 step bonus, which can be com-
bined with the Combat Spec bonus to provide a -2 bonus,




BOREALIS REPVUBLIEC

“Justin Arimensis extends compliments from the Republic of
Borealis, the nobility of the planet Sapphire, the Conclave of
Lords, and the twelve schools of philosophy. Jue to the emer-
gency situation which has developed concerning the destruc-
tion of the Horealis fleet at planet Hetradat twelve days and
sixteen hours ago, the Conclave of Lords has accepted the pe-
tition that formalities be kept to a minimum during the current
conference between the Conclave of Lords and the Orion dels-
gates on this the 13th of August 2442 Address this human
being as Justin Arimensis, son of Charles Tantresis, Prince of
Dalos Bay, Grand Philasopher of the Conclave of Lords, Histo-
rian of Ledarn Metaphysics, and alumnus af the College of Jus-
tice Ethics,

— Grand Philosopher Justin Arimensis, 2442

The founders of the Borealis Bepublic would never have ven-
tured into space had they realized how history would turn
against them. Conceived as a return to notions of aristocracy
and nobility, the nation has abandoned these ideas, leaving be-
hind only ghostly shadows. Today, the Borealis Republic is a
unique free society, comprised in equal parts of naturally con-
ceived sentients and popular copies—clones.

HisTORY

During the early 22nd century, changes swept over Earth. New
superpowers clashed, and new technologies radically changed
humanity’s way of life. Extraterrestrials, the fraal, revealed not
only their existence, but also the fact that they had been visit-
ing Earth for millennia! Humanity prepared itself for funda-
mental, comprehensive alterations to its way of life-including
a fump to the stars. Several of Earth’s nation-states spurned
these transformations. Rejecting the radical populist ideas that
swept Eurasia, these reactionary nations turned back the clock
to a time that was, in their minds, better and simpler.

The Borealis Republic formed in 2154. The constitutional
monarchy was ane of the few successful returns from a
democracy to a form of autocracy. The new state reestahlished
a noble class from its cultural leadership, tracing distant ties
back to various noble houses of medieval Europe. Expatriates,
tsarists, royalists, petty nobles, and imperialists of every stripe
flocked to swear allegiance 1o the anachronistic new state. The
Borealins adopted ancient and long-defunct ideals af public
service, but, in essence, the new nobility ruled unchecked.
Meanwhile, the state poured resources into the arts: drama, lit-
erature, and especially philosophy. While it formed from a re-
action against the changes wracking humanity, the Hepublic
was far from stagnant.

The new state owed its existence to the invention of the
stardrive, Many states saw the Borealins as evidence of a
tyrannical resurgence against democracies. Others mocked the
absurdity of an aristocracy actually ruling a country in modern
times. Under scrutiny and assault, the Borealis Hepublic took a
step that ensured its survival. Investing heavily in stellar ex-
ploration, the Borealins relocated their capital to the planet
Sapphire in 2243.

To the surprise of most of the other fledgling stellar nations,
the Hepublic flourished in #ts first century. The sometimes rigid
structure proved its worth on far-off colony waorlds. The strang
authority united the Borealis colonists and gave them the di-

rection they needed to survive. Each planetary leader, typically
a duke or a baron of the Hepublic, clung to the powers of a dic-
tator, Of course, the nobility saw it as a point of personal pride
that their colonies met with success. Ironically, the old structure
encouraged the expansion of the Borealis Hepublic as well
Wealthy nobles’ sons and daughters each wanted o command
a colony of their own, and they setfled these areas with clones
to pass on bath their material and genetic inheritance. Since
only the eldest would inherit, the younger siblings raced off to
the edges of Borealin space to found a new planet for the Re-
public.

Indeed, many observers have noted that the Horealis He-
public reached its geographical and political height befors the
First Galactic War. In 2291, eight years before the war began,
revolution shook the Republic. The autocratic governors had
grown complacent, and their experiments in cloning and pap-
ulation control had become unpopular. Moreover, the arts and
education that the nobility had endorsed had trickled their way
down. Most of that philosophy had litle to say about a nation
that did not acknowledge equality among men.

At first, the civil war looked as if it might end swiftly, with
the Borealin revolutionaries carrying the day. After all, the no-
hility represented only about 5% of the population. But after the
initial storm, the nobles became entrenched, refusing o submit
to commoners. By now, the clone population had grown to half
the Borealin population. The nobles were outraged that their
own creations, often their genetic duplicates, were rebelling.
This rage led them to take great risks and make great sacri-
fices to keep from losing what they had budlt

In 2289, the First Galactic War broke out. Engulfed by their
own problems, the Borealins—noble, revolutionary, and clone
alike—took little interest. The nobility didn’t want to encourage
further revolutionary thought by breaking ties with Earth but,
unable to form a common defense, the HRepublic found itself
picked apart from many sides. The Rigunmor Star Consortium
annexed more than 20% of the Republic’s systems during
GW1.

The Hepublic's civil war came to an end just before the con-
clusion of GW1. The revolutionaries held an ungquestionable
advantage; most believe that, given another decade, they would
have defeated the nobles. Instead, a compromise was reached.
In his last act as leader, King Carolev V of the Barealis He-
public granted nobility to all Borealins, natural and clone.
Henceforth, all Borealins possessed al least the rank of Knight.
The monarchy was dissolved, and a conclave of nobles took its
place. In essence, the king’s decree formed a democracy.

THE SECOND GALACTIC WAR

The Borealins wanted to stay out of GW2. Surrounded by
stronger military and ecanomic powers, the Borealin people
had grown more and more inward-looking, preferring consid-
eration of life's essential questions to fighting over stars and
planets. Discussion of ethics took precedence over plans for the
coming war. Out of necessity, Borealis allied itsalf with the
FreeSpace Alliance in 2372. Thanks to its Orion and Orlamu
allies, the Borealis Republic exists today. Still, the Expansion
Pentad claimed many systems of the Borealis Republic; most
were later donated to the Galactic Concord to form Concord
Sagittarius.



TobpaAy

The Borealin focus on the arts and the nation’s loss of power
in the galaxy represent a vicigus circle, The more removed the
Horealins have grown, the more thal neighboring stellar
nations have taken advantage of the situation. Most Borealins
seem to prefer life in the ivory tower. Once, the clones per-
formed all necessary (but tedious) physical labor. Today, all Bo-
realins share in intellectual freedom. Borealin sculpture and
drama remain the finest in the galaxy, even if others occasion-
ally criticize it as too self-referential. Borealins admit that they
are more interested in the immutables of existence than, for ex-
ample, in the rising price of rhodium.

A dozen Colleges of Philosophy dominate the Borealis He-
public, and every Borealin attends one of them as part of their
higher education. It's traditional to attend the school of one's
parents, but not required. Today, many younger sons and
daughters attend a college of their choice. Recently the College
of Justice Ethics has gained in popularity. Members of this col-
lege advocate a stronger devotion to keeping the peace and
preserving liberty for all Borealins. Justices, as they are called,
represent about half of those enlisted in the Borealin military.

The Borealins remain the best historians, While domestic
politics interest most Borealins only so far as issues of ethics,
marals, and proper etiquette are concerned, Borealins are avid
explorers, New thoughts and discoveries are traded in the Bo-
realis Republic much as weapons or metals are elsewhere, As
a result, the libraries on Sapphire contain the best recards of
humanity outside of Earth itself. Indeed, the Borealin histories
of humanity since it left the Sol system are probahly superior
to those of the Sular Union.

Sapphire itself resembles a planetary college. The philoso-
phy academies debate in the larger cities, and the Conclave of
Lords holds council in a sprawling clone-huilt palace in the
mountains. Sapphire resembles an immaculate campus of
beautiful lawns and landscapes. Libraries fill great volumes of
space, and many of them still stock printed books in various
languages. No one questions knowledge as the noblest pursutt

During the Second Galactic War, the last outward vestiges of
nobility fell away. Rather than Duke or Baron, today Borealins
hold ranks based on academic standing. Most of the population
still ranks as Student, with upper echelons gaining the titles of
Lecturer, Associate Professor, Assistant Professor, Professor,
and Dean. The Conclave of Lords ranks highest with its Philoso-
phers and current Grand Philosopher, Justin Arimensis,

Compared to other stellar nations, the Borealis Republic is
weak. Its military is growing but remains small. On the other
hand, the Borealins possess a multitude of small interstellar
craft and an unusually high proportion of drivesats, Interstellar
communication and the exchange of information hold a high
priority. Borealin diplomats are canny, if long-winded. The Bo-
realin economy is healthy internally, but weak in the interstel-
lar marketplace,

In the Verge, the Borealin Silver Bell colony is no more. The
nation mourned the loss briefly, then aggressively recolonized.
Its scientific research teams investigate sites of interest such as
the Skyward Caverns of Atlas In the Tendril system. Despite the
great potential for academic pursuits, many Barealins are non-
plussed by the idea of colonial life so far from home and opt
for the Far Reach frontier instead.

PLAYING A BoREALIN

Within Borealin space, farmers, shopkeepers, miners, and far-
tary warkers go about their business. Today half of the Bare-

alin population comes into the waorld through a hospital cloning
tank, the product of genetic mimicry, The Borealin reliance on
cloning, while alarming to many stellar nations, hasn't cast a
significant influence over Borealin culture. Clones and naturals
enjoy a completely equal status. And contrary to popular opin-
ion, not every Borealin spends his or her days in the ivory
tower of an academic college inventing arcane systems of rea-
soning. The Republic demands that iis citizens fill all ranks of
life. Nevertheless, the life of a Borealin is a life of intellect. Even
as they go about their normal routines, Borealins are sur-
rounded by study and contemplation. As the saying goes,
scratch a Horealin and you uncover a philosopher,

Borealins are justly proud of their educational system. The
first institutionalized classes hegin at age three, and a general
if superb scholarship continues until the student reaches age
16 and formal proficiency testing begins. After two more years
of vocational batteries and apprenticing to a sampling of ca-
reers, Borealin youths must select a College of Philosophy,
which they join for life. Tradition holds that Borealins attend
their parents’ college and eventually wed a member of their
own college. In the last century, independent choice of college,
once a rebellious gesturs, has become an accepted practice.
Most students stay familiar with current theories and discus-
sion of their school, and as amateur philosophers, students are
maore likely to experiment with splinter schools and outside re-
ligions—usually the Humanity Reformation or Old Earth faiths.

At present, twelve colleges exist. In the past three centuries,
the number has varied from as few as nine to as many as sev-
enteen. Colleges often splinter or die, and new Colleges form
as radical new ideas are Introduced into the academic envi-
ronment, spreading out from the Borealin capital of Sapphire.
From oldest to youngest, the twelve active colleges are Unism,
Virtue, Aestheticism, Neosolipsism, Deism-Unism, Utilitarian-
lsm, Platonism, NeoKantian, Exonthilism, Verant-Benn, High
Hationalism, and Justice Ethics. Since their formation, the col-
leges have kept a healthy rivalry.

GAME BENEFITS

Thanks to a fantastic, highly adaptive early education system
and centuries of breeding for intelligence, Borealin heroes in-
crease their Intelligence score by one point during character
generation, to @ maximum of 15.

An unfortunate side effect of the Borealin ohsession with dis-
covery and new methods of thinking has been to produce citi-
zens often preoccupied and distracted. All Borealin heroes
automatically begin play with a moderate (+4) Obsessed flaw,
although they may eventually remove the flaw using the stan-
dard achievernent rules. The player chooses the focus of his or
her character’s obsession.
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HATIRE COMMUNITY

“The destiny of mankind lies not with its aberrations or ils tech-
nology slaves, but with our brothers and sisters, standing io-

gether for the soul of humanity.”
~High Minister Marion Bhodes, 2498

The Hatire Community is an empire filled with contradictions.
A theocratic stellar nation that couldn’t practice its faith without
the stardrive, the Brethren deny the value of the technological
advances of mankind. Most of humanity sees the advance of
sclence as a measure of humanity’s progress. This beliel
seems foolish in the eyes of the Brethren. The success of a
species cannot be measured in technological toys alone. The
Brethren believe that the next step in humanity's evolution will
be a spiritual leap of faith

HISTORY

More than 100 years before the invention of the stardrive,
Adam Hatire and his group of religious reformers exercised
moderate influence over several of Earth’s superpowers, Over
time, the Brethren lost ground as technological breakthroughs
continued at an ever-faster pace. Still, as scientific advances
forced radical societal change, the Hatire faith attracted millions
by aggressively marketing itsell as a return to a spiritual way
of life. The message was heard, and hundreds of Hatire com-
munes existed on Earth by the time the first space colonies
were founded.

Hopeful colonists left the Sol system, and the Hatire
Brethren were among them. Many wealthy Hatire churches de-
cided that only in the uncontaminated reaches of space could a
new spiritual colony meet with success. Millions of the
Brethren left Earth behind, hoping to build a new society, Sub-
sidies from friendly Terran powers helped lift the Hatire into
space, and the faith’s early spaceborne popularity ensured its
offworld success. Colonies were established in dozens of sys
temns, and the Hatire doctrines of a simple life of hard waork and
a minimum of technology met with great success, Colonies
supported their closest neighbors and exchanged information
Eventually, the linked colonies formed a closed economy with
one another, excluding the rest of human space. But since any
closed society is an irresistible lure to human curiosity, the
farme of the Hatire colonies spread, and mare Brethren took to
the stars. Connected by religious ties, a shared sense of the fu-
ture, and a budding economy, the Hatire Community declared
itself a nation on September 16, 2271

As decades passed, the Hatire faith lost some of its cohe-
sion, Generations of Brethren grew up on a number of diverse
planets with different ways of life. The simple style of living re-
mained popular, and the mad advance of science met with the
same scorn by the collected Brethren, The religious fervor of
the faith had never been as strong as the call for a return to
simpler days, bul now the religious component of Hatire life
was weakening rapidly. Heretics grew in number, and the nor
mally reclusive and peaceful Brethren were forced to put down
several splinter groups.

The start of the First Galactic War in 2299 brought the Com-
munity’s inlernal schisms into sharp relief. Governed by a sys-
tem-by-system confederacy, most of the Community elected to
declare neutrality. A few colonies sided with Earth, and a few
allied themselves with the Thuldan Empire

Despite the Community'’s neutrality, the first decade of the

24th century transformed Hatire society. Haven, a beautiful
planet settled in the late 23rd century, provided the inspiration
that eventually drew the Community together. The exploration
of Haven's surface offered humanity a rare opportunity to see
the intact ruins of a million-year-old alien civilization.

Hatire archeologists reported that the largest structure to
survive was located at the center of the ancient ¢ity. The relics
found within that site dazzled scientists, but the story told on the
edifice’s walls was even more important, at least to the
Brethren. After studying the alien symbols for a dozen years,
the Brethren announced a discovery that would reshape the
Community. The ancient dwellers of Haven's ruins revered a
noncorpareal being that the translators named the Cosimir, The
alien writings recorded the history of the Cosimir’s visitation to
the material world and its prescription for a new purity of
spirit. As more texts were translated, the gospel of the Cosimir
spread among the Hatire. Over the next decade, the Commu-
nity went through phases of curiosity, debate, and ultimately
revelation. While Hatire theologians argued about the Cosimir's
message, the masses accepted the Cosimir as an element of
faith they had been missing, Purity of spirit and trust in the
Cosimir becamne the watchwords of the Hatire Community,

Transformed by their new faith, the formerly reclusive
Brethren saw their mission clearly, The Cosimir’s word must be
heard and spread throughout space.

THE SEconND GALACTIC WAR

The years between the wars—and the first few years of GW2
itself-went badly for the Community. As Hatire missi

met resistance to what many outsiders perceived as a hizarre
religion, the Community became mare entrenched. Unlike other
stellar nations, the Community spent few resources exploring
new frontiers. Instead, it concentrated on spreading the faith,
but with missionaries traveling throughout human space, the
Hatire were ill prepared for the outbreak of war in 2346.

When the Thuldan barder expanded to contact the Commu-
nity in 2357, the survival of the nation was threatened. Fortu-
nately for the Hatire, the list of the Thuldan Empire’s enemies
had grown long. Meetings with Emperor Decret produced a
peace agreement that eventually led the Community to join the
Expansion Pentad. A detachment of Hatire mind knights went
into action in the first Expansion Pentad joint operation in 2362
in a ground assault during the Battle of Morgan's Bluff.

While the Community had accepted force as a useful in-
strument to spread the word of the Cosimir, ts goals were dif-
ferent from those of the Pentad’s other members. Even as
Thuldan and Hatire forces fought together against the Borealins
and the Solars, Hatire missionaries worked to gain converts in
the powerful Empire. After all the physical battles were won
and lost, the Empire found there had been a spiritual front to
the war as well. Almost a quarter of the Thuldan population
had embraced the Hatire faith by the war's end, and the ties be-
tween Empire and Community grew stronger than ever before.

TopAy

Hatire society is defined by its faith, which permeates all levels
of Hatire life. Morning and evening meditation services are es-
tablished custom among even the most secular of the Brethren.
Indeed, more than a third of the Hatire petition to join the



priesthood, hoping to live in constant contemplation of the
Cosimir. The order accepts fewer than half of the applicants.

The current High Minister is Marion Hhodes, who has been
serving the Cosimir with distinction for the last 40 years. Each
planet in the Community has a parish Minister, and the 27
highest-ranking Ministers function as the true governing body
of the Community. Serving from within the holy walls of the
Temple of Cosimir on Haven, the Ministers issue decrees that
affect both the political and religious life of their followers.

To the Brethren, little distinguishes the political from the re-
ligious. Haven is the spiritual and political center of the Comn-
munity. Most followers of the Cosimir hope to make a
pilgrimage to the holy ruins before they die, and as a result the
planet is now one of the maost heavily populated Hatire worlds.

Militarily, the Community appears to be one of the weakest
stellar nations. Only eight fortress ships survived the war with
Hatire loyalties, and of the twelve stellar nations, the Comrmu-
nity boasts the third-smallest standing army. Speculations of
their military weakness, however, end on paper. The crusading
army of the Community is made up of known fanatics, willing
to sacrifice their lives for the Cosimir. Moreover, the Commu-
nity’s neighbors offer no threat. Ties to the Thuldan Empire and
even the Union of Sol have grown with the spread of the Hatire
faith, and the Borealis Republic’s military threat is negligible.

The revelation of the Cosimir radically altered and matured
the Hatire faith, but much of the conservative ideology that
brought the Community into space remains with it. The words
of the Cosimir call for a purity of spirit. The long-despised in-
vasion of technology has contaminated that spirit in humanity.
Hatire distaste for technology is now famous, and in truth most
Hatire treat all forms of advanced technology with suspicion.
But the Hatire reserve their greatest hatred for technology that
pollutes the spirit, and they turn clones, mechalus, and fully cy-
bered gearheads away at the border. Those who don't take the
hint are often spurned or even attacked if they overstay their
brief welcome on Hatire worlds,

The most impartant part of Hatire life is spreading the word
ol the Cosimir to unbelisvers. Many take this tenet of the {aith
quite literally and become crusaders, In fact, most Hatire en-
countered putside the borders of the Community are crusaders.
No one guestions the zeal of these well-intended citizens, but
the actions of a few violent crusaders have given this mission-
ary work and the Community at large a mixed public image.

Still, it is possible to live a life full of the Cosimir's bounty
without serving as a missionary. In all the roles of life, the
Community demands that the Brethren hold themselves to the
highest standards of excellence. Not only must every member
of the Community strive for purity of the soul, but the Brethren
must stand out against a galaxy of sin and medincrity as a
shining example of what joys enlightenment brings.

In the Verge, the Hatire Community is resettling Diamond
Point, its colony on Grith in the Carrivale system. However, the
Hatire also have & monastic retreat in the desert of Alaundril
in the Tendril systemn, and small missionary temples in most
cities of any size.

PLAYING A HATIRE

Accused of racism and feared as Luddites, the Hatire follow a
difficult path. Almost all the Brethren have an abiding distrust
of new technology, and they abhor technology that alters the
human body. Those who tie themselves to cybertechnology, in-
cluding the mechalus, have strayed from the path aof truth.
The Second Galactic War and the fearsome Hatire mind

knights gave the Community a reputation for militarism and in-
tolerance, producing an image of a religion bent on converting
humanity by the swaord. To the Hatire, such notions are absurd.
The Hatire has proven itself a Community willing to accept
change: Did not the Community founders accept alien doctrine
into their own theology? Did they not accept the Cosimir, an
alien divinity? The Hatire life embraces metamorphosis, ac-
cepting both the actuality and potentiality of human existence.
Now the Brethren must work diligently, redefining themselves
as crusaders of peace rather than war while maintaining m-
portant ties to their powerful Thuldan and VoidCarp allies.

Wisdom clings to the Brethren as gravity clings to stars.
Only the independent and thoughtful members of the Commu-
nity, arriving in space without blinding notions of nationalism
or conguest, could open themselves 1o the spiritual message of
a long-dead alien species who probably knew nothing of the
human species. It is a source of Hatire ecstasy that the words
of the Cosimir, a noncorporeal entity with nothing but sentience
in common with humanity, ring true. The life of spiritual con-
templation calls to all Brethren, and it is with some regret that
the Brethren acknowledge a duty to the Community and all of
humanity. Duty calls for individual Hatire to practice agricul-
ture, business, and even the art of war. Duty doesn’t demand
that they enjoy these distractions from the higher things in life.

For the words of the Cosimir to reach all species, the Com-
munity itself must prosper. Without thought of reward, the
Community has accepted the burden of preaching to the un-
willing; it wouldn't say much about the strength of their faith if
they only spread the word to those who were already listen-
ing. Until the day when “all are one,” the Brethren must act to
preserve the Community’s integrity even as they found Hatire
churches in far-flung reaches of space under foreign flags.

The loyalty that the Brethren [eel for the Community is only
rivaled by the reverence in which they hold the Cosimir. It is
unfortunate, for its own sake, that much of humanity fails to
enjoy the happiness and peace the Cosimir brings.

GAME BENEFITS

Because of the devotion and passion that Hatire learn to instill
within themselves, Hatire heroes begin play with the Faith perk
automatically, without having to purchase it. Even the least de-
vout of the Hatire can't quite shake their religious upbringing.

In addition, some Hatire have developed an especially close
link with the Cosimir. Normally, the Faith perk begins with a —d4
situation die, and is penalized one step (+d0,+d4,+d6, etc)
after each use. The Hatire can gain a great benefit by spending
additional skill points to purchase the Faith perk during hero
creation. In this case, the strength of the Hatire faith increases
the power of the Faith perk, and the base situation die for Hatire
with this greater level of religious conviction improves to —d8.




INSIGHT

“Click on this reality”
—Zane, 2460

Insight is the youngest stellar nation, born only 40 years ago.
(On the surface, it barely deserves mention. It boasts the fewest
star systems and the weakest military. But as the saying goes,
knowledge is power,

FISTORY

Insight’s histary is inextricably entwined with VoidCorp and
the Grid. Although systems for electronic data transfer existed
in the 1960s, the first true Grid came into use in 2032. The
Earth-Grid linked all of the planet in a sophisticated virtual en-
vironment, and the computer-focused carporation that eventu-
ally became VoidCorp had its hand in the Grid from the
beginning.

While claiming massive areas of space in is early days,
VoldCorp made technalogical leaps. In 2193, the first drive-
space communication relay—commonly known as a drivesat—
was designed. Initially limited to simple data exchanges, in only
seven years VoidCorp Employess integrated Grid technology
with the drivesats. While real-time interstellar Grid exchanges
remained impossible, gridpilots developed the use of shadows
to cross drivespace and interact in the interstellar Grid.

Profits and fortunes could be made from this medium, and
VoidCorp hastened to realize that goal. Maost stellar nations li-
censed creation and even maintenance of Grid systems 1o
VoidCorp Employees. No independent corporation could
compete with the stellar nation. After two decades of Void-
Corp dominance, competitors sensed the opportunity for
profit, and VoidCorp saw the need to maintain a division de-
voled to advanced Grid design and shadow programming.

Insight was incorporated as a VoidCorp division in 2198.
From its inception, Insight produced success after success.
VoidCorp technology and implementation became the stan-
dard for the interstellar Grid. With a near monopoly, sale of
VoidCorp computers skyrocketed as the corporation inte-
grated proprietary hardware and software systems. Insight's
achievements gave its vice president unprecedented influence,
and Insight was granted unheard-of independence.

Insight was the closest thing that VoidCorp had to an in-
stitutionalized forum for artists. As hefty profits continued to
roll in, the Inseers, as they came to be known, got whatever
they wanted. No Inseer held lower than N rank, and top de-
signers were (s or higher—the equivalent of a subdivision
manager (see the VoidCorp text). The unique environment be-
came an accepted part of Insight's organization. Free Intellec-
tual exchange hlossomed in one small division of VoidCorp.

THE Seconn GaracrTic WaR

A year before GW1, Insight marked its centennial as an incor-
porated division. Generations of Insight Employees had been
born, educated, and even died as members of the division. The
top-notch computer professionals had unrestricted access to
the Grid and all the information # could provide, Insight Em-
ployees enjoyed not only the liberty to exchange ideas inter-
nally, but also channels thal connected them to all of humanity.
Insight's intellectual freedom manifested itself in a multitude of
ways. Their freedom led to revolution and betrayal.

Insight's revolt started with small things. Often difficult to
manage, the Inseers were allowed to choose one of their own
as their division's new vice president in 2314, The practice of
promoting gridpilots from inside the division to leadership soon
became an Insight tradition. Under their own leaders, Insight
gridpilots popularized radical systerns of thought. The Grid, In-
seers posited, is not an artificial reality, or even a secondary
reality. The Grid was, waiting for us to find it. The Grid s, more
real than real, the haven of conscious minds embracing one
another. The Grid will be humanity’s ascension.

Information born free became the Insight motto. To this day,
the Inseers still believe that data has a natural inclination to
disseminate, and no government, religion, or corporation has
the right to restrict the flow of information. Given this difference
in attitude, the break with VoidCorp was foreordained. Aware
of how VoidCorp executives would react to any statement of
Insight’s principles, the Insight revolution stayed underground.
The gridpilots expanded the audience for their messages but
found the typical VoidCorp Employee uninterested. Most non-
Insight Employees were consumed by corporate ambition and
unfamiliar with free thought. The Inseers realized their lonely
situation, and kept looking for the proper means to achigve in-
dependence,

While Insight Employees kept up the image of loyal, pro-
ductive servants, Vice President ZV237 B2WBH (Stalker) met
with representatives of the FreeSpace Alliance in 2394. The
clandestine gathering set in motion a plan for the next 50
years, [n those 50 years, Insight was the most valuahle intelli-
gence asset in human history. Insight gridpilots uncovered key
elements of the Expansion Pentad's strateqy, plans, and military
placements. Unaware of the source of their intelligence reports,
the Orion and Orlamu militaries were remarkably well pre-
pared for the Pentad’s offensives, Time after time, FreeSpace
attacks found VoidCorp weaknesses—without significant
damage to Insight assets.

Insight's treachery can account for many of the FreeSpace
Alliance’s successes. Still trapped in the corporation’s grasp,
the Inseers anxipusly awaited the opportunity to leave Void-
Corp behind. Their philosophy abhorred the secrets they
found themselves keeping. In 2454, the Inseers met face to
face with President Hale of the Orion League. Knowing the
value of Insight’s inside information, Hale advised patience.
Long tired of this message from the Orions, the Inseers made
their final preparations. On February 5, 2460, independence
was declared. Insight positioned its strength in what was for-
merly Oreth Commonwealth space, and seven defecting Void-
Corp fartress ships gave the new stellar nation a flerce hite,

VoidCorp was stunned. Insight's treachery was the best




kept secret of the century. Ignoring Insight warnings, Void-
Corp massed their fleet to crush the upstart state. On May 10,
2460, the VoidCorp Grid crashed. Entire datacores were
grased, and star systems found their networks unresponsive.
Many VoidCorp drivesats simply vanished. The damage to
the VoidCorp economy and infrastructure couldn’t be mea-
sured; VoldCorp is still recovering today. The invasion of In-
sight was ahorted; buttressed by FreeSpace assistance, Insight
survived until the war's end.

TobAy

With their freedom established, the Inseers shed most relics of
the VoidCorp organization. Inseers were declared private cit-
izens, no longer held accountable by management and the
board of directors. No formal government has emerged to re-
place the old system. Governors exert nominal control over In-
sight planets and systems, but the only term to describe the
current situation is institutionalized anarchy. To outsiders, no
order can be discerned. Inseers admit the administration is un-
conventional, but paint to a clear pecking order set by reputa-
tion and gridpiloting ability.

Insight leads much of the computer industry, specializing in
Grid hardware, software, and interfaces. While VoidCorp Grid
systems remain universal and fixed—boring, say the Inseers—
Insight Grid systems are beautiful, unpredictable works of art.
Despite their complexity, the Insight environments allow
greater individuality and creativity. When used by a skilled
gridpilot, Insight systems provide the best performance known.
Insight’s relentless advances into VoidCorp‘s markets has
fueled the hatred VoidCorp feels for its rebellious child.

VoidCorp has refused to recognize Insight's indepen-
dence except to the extent required by the Treaty of Concord.
VoidCorp often refuses to attend diplomatic conferences
where Inseers are expected, and VoidCorp Employees are
taught that Insight is composed of deviants and traitors. For
their part, most Inseers believe that VoldCorp represents a
step in mankind's evolution that they have transcended. In the
Grid, the war quietly rages on, as VoidCorp uses its greater
resources fo test Insight skill The guerrilla warfare remains
largely invisible to all save its players, and the Galactic Con-
cord is powerless to stop the giants of the industry from tear-
ing at one another’s throats.

Most Inseers have adopted the doctrine of the Insightful.
The Grid represents the first environment in which minds can
exchange information uncluttered by hindrances. Free informa-
tion is a natural state to which the Inseers believe all sentients
will ascend. Of course, the demands of a successful economy
mean that Insight endorses free information but markets the
technology to receive, manipulate, and send information. Like
all stellar nations, Insight is invested in a range of industries
from agriculture to weapons manufacture; in all of these,
though, the Insight bent toward advanced technology is visible.

Nowhere is Insight's technophilia more apparent than on its
capital planet, Vision. The Insight homewarld hoasts a system-
wide Grid network with a complexity rivaling the ancient Grid
of Sal. Implemented using only the best equipment, the Vision
Grid has both the fastest carrier rates and the highest carrier
load. Even those unfamiliar with gridpiloting admit its frenzied
splendor; gridpilots, hackers, and reality entertainment junkies
come from around the galaxy to behaold Vision's wonders.

The Insight military remains one of the smallest in the
galaxy. It lost one of its fortress ships in the war and has not
rebullt it, but six fortress ships still bear the Insight banner.

Plans call for only a modest increase in the Insight defense
forces; the fledgling stellar nation continues to rely on its ahil-
ity to successfully wage an information war against any foe.

In the Verge, Insight took over the VoidCorp colony at Walin
Il in the Walin system by & bit of logistical sabotage, sending
only Insight employees to found the colony. Elsewhere in the
region, [nsight techs are busy building or rebuilding the local
Gridspaces. Curious Inseer Grid tourists are a common sight In
the Aegis, Oberon, and Karnath Grids, and the planet Bhruu in
the Karnath system is a major Insight settlemnent.

PLAYING AN INSEER

Inseers describe themselves as poets, explorers, and artists of
electronic dreams, Usually, the denizens of the youngest nation
of the 26th century arent given a chance to describe them-
selves except within the Grid; reputation and the madness that
passes for style and fashion speak for them. As the smallest
stellar nation, Inseers are also the most radical. Inseer space
has given birth to notions that would have boggled the minds
of pre-space Terrans. And that's just how the Inseers like it.

No one understands the frue nature of the Grid, not even the
Inseers. It's the ultimate in virtual environments, providing a
haven for the soul’s free expression unlike any other, Far the
Inseer, it is the reason for heing. Fully interactive along all
human sensory inputs, every Inseer becomes a painter, a
sculptor, & musician, and more—all at once.

Many Inseers avoid real life altogether, leaving machines
and programs to regulate the frail flesh, yet even veteran grid-
pilots cannot quantify or hope to define the Grid, infinitely com-
plex and infinitely large. No wonder it gave birth to the
Insightful religion, the latest technology to force the question of
what it means to be human. The Insightful believe the Grid to
be the final expression of intelligence. Free exchange-no se-
crets, no misunderstandings.

Most Inseers seem just as colorful outside their virtual re-
alities as within them. Although today Insight includes people
of all ages and backgrounds, as a nation Inseers are young to
the stars. This makes them almost desperate to find new ex-
periences, to do that which no one has done before. Inseers
have something to prove, to themselves and to other stallar
nations.

Over the years, Inseer speech has become & dialect of its
own, only lnosed related to Balactic Standard. Just as Insight's
leaders are defined by their reputation as gridpilots, so the pa-
tois spoken among the Inseers serves as a means of recogni-
tion. The Inseers spice their language with jargon and inside
terminology; indeed, when on the Grid, their language is often
flavored with sounds and graphics meant to speed communi-
cation. This leads to an inward-looking, impenetrable jumble of
tech-talk whenever two Inseers meet.

GaAaME BENEFITS

A culture of technical wizardry, older than the existence of In-
sight itself, infects all Insight characters. This genius provides
Inseers with an automatic -1 step bonus to all computer activ-
ifies, Including design, use, hacking, programming, and any
Grid-based actions. In addition, Insight heroes and their shad-
ows receive a —1 step bonus on BGrid action checks.

Unfortunately, the Insight mind and body, long perfected to
understand electronic media, reacts slowly in non-virtual envi-
ronments. All Inseers suffer a +1 step penalty on real-waorld
action checks.
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NARIAC DOMAIN

“Workers of the galaxy, unite!”
—Premiger Palis 2304

The galaxy needs equality. Who has not heard the cries of men
and women for the end of inequalities? ask the Nariacs, In-
equalities of species, gender, and social rank. (nly the Nariac
Domain promises a life without such human pettiness and
short-sightedness. No, life in the Domain is not perfect and
often isn't easy. Life will always force struggle upon those who
want to succeed, but at least among the Nariacs you know that
you work alongside brothers and sisters for an equal division
of the fruits of your labor.

HisTORY

Despite the passage of time, many stellar nations can trace
their origin back to an 0ld Earth government, corporation, or
indfvidual. The Nariac Domain is an exception to the rule. Be-
fore 2267, no Domain existed.

For a variety of political and economic reasons—chief of
which was fewer habitable worlds per cubic light-year—no
powerful organization staked put a claim in the stretch of space
the Nariac Domain would later occupy. Instead, independent
colonists explored and settled the region. Ever since the pro-
duction of stardrive vessels hegan in the second half of the
2end century, wealthy enthusiasts and dreamers had taken to
the stars to find their perfect tomorrows, While many visionar-
les saw their amateur colonies end in disaster, overpopulated
Earth sent out its hopeful in droves. By the time the Terran Em-
pire was declared, the Narlac sector was well populated with
colonists from two dozen sources.

Settlements on Naria, a harsh planet wracked by earth-
guakes and hot winds, experienced a unique evolution. Like
many colonists, the Narlacs survived their first few decades
without any formal system of government or leadership. In-
stead, each member of the early community worked for the
betterment of all. On Naria, the choice was simple: cooperate
or die. Because the success of the community was more im-
portant than any individual, no one individual was held up as
superior to any other. Private property would stratify the Nari-
acs and create an elite class. To prevent this, the community
owned all property on Naria, and the individual owned none.

Naria’s development was truly curious, since its colonists
never attempted to develop another system. Not only did the
settlement survive its first two decades, it flourished. Naria's
rich heavy-metal deposits made the colony profitable even as
the unkind planet discouraged immigration to its surface. The
Nariacs solved the problem of a small labor pool by investing
heavily in cybernetics. With each Nariac’s productivity multi-
plied by electronics, the colony’s economy grew by leaps and
bounds, becoming a center for trade and commerce among
nearby systems.

Naria's colonists attributed their achievements to their
unigue birth and society. Nariac histories boast that the cir-
cumstances of their creation allowed them to choose only the
best elements of Old Earth to incorporate into the Nariac way
of life. Early critics of the Nariacs disagreed with the choices
that the space-born empire made. After all, they claimed, com-
munist societies failed in both the 20th and 21st centuries. The
only Nariac answer to those criticisms was the Domain's thriv-
ing empire,

It was only natural that the Nariacs spread their success
throughout Iocal star systems, They gained economic leverage,
then a growing military, as system after system joined the Nar-
iacs and their way of life. Many colonies willingly joined the
newly formed Nariac Domain in hopes of simply participating
in their economic success, Others found themselves sur-
rounded by Nariac traders and the Nariac Navy. Either way,
those integrated into the Domain's fold adopted the conventions
of Nariac society, including the aggressive use of cybertech..

The First Galactic War marked the high point of Nariac ex-
pansion. At the start of the war, the Domain numbered several
dozen systems, and the Domain joined many fledgling stellar
nations in 2304 in declaring independence. Following the Thul-
dan lead, the Narlacs sent resources, ships, and soldiers into
war. In large part, though, the fight for independence covered
a darker plan, because the Nariac Domain considered GW1 a
prime opportunity to extend its borders, During the thirteen
years of the war, most of the Nariac military fought against
other young colonies and budding empires. Few Nariacs went
to hattle the Terran Empire.

The Treaty of Earth ended GW1 and likewise ended Nariac
expansion, Nariac borders stood about where they rest today.
Further growth was difficult; at the war's end, the Nariacs were
surrounded by the radical capitalist states of VoidCorp and
Austrin-Ontis. Philosophical disagreement and competing am-
bitions made conflict in this sector of human space inevitable.
Even as most stellar nations devoted their resources toward
exploration and colonization of new borders, the Nariac
Domain found itsell fighting frequent skirmishes with Void-
Corp—and losing,

THE SEconDp GaLAacTIC WAR

VoidCorp representatives, hated as they had become over the
previous three decades, made an irresistible proposition to the
Nariacs in 2344. The Nariac Domain joined the Oreth Com-
monwealth in a treaty with VoidCorp calling for a cessation
of hostilities and mutual defense. Everyone could see anather
interstellar war coming, and the Domain desperately needed
allies. Moreover, all three empires saw conquest as a valid
way to increase their power.

As the Nariac war engine turned against Austrin-Ontis Un-
limited at the start of the war, Nariac ties to VoidCorp grew.
To defend their ally, VoidCarp warships roamed Nariac
space. Within a decade, the truth was clear to those in power:
The Nariac Domain had become a client state of the VoidCorp
monolith. VoidCorp used the Domain as a bufter against the
enemies of the Expansion Pentad; Narfacs took the heaviest
losses in conflicts against the Solar Union and Austrin-Ontis.
Nevertheless, the war went well until the Orions and Orlamus
intervened on behalf of the Austrins. Forced to compete with
both FreeSpace and Profit alliances, Nariac Domain saw defeat
piled on defeat throughout 100 years of warfare. The region
between the Nariacs and Austrins was one of the fiercest bat-
tlegrounds of the war, and literally dozens of systems were laid
waste.

TobpAy

Officially, no ruler stands over the Nariac Domain, All Nariac
citizen-workers are equal. This equality is preserved by the




simple fact that private ownership does not exist in any form.
Competition, independent corporations, and private enterprise
remain forbidden through all Nariac reaches, Instead, the Nar-
fac state makes all decisions for the economy. Both selling and
buying prices are fixed by central planners. Quotas for pro-
duction are mandated for each factory and source of produc-
tion. All transactions are authorized and menitored by the state
economic Als. Those who deal with foreign powers or traders
are especially scrutinized. Higorous educational festing places
gach Nariac in a field suited to his or her ability.

In Nariac society, the government bureaucracy is merely
another spurce of production, at least in name. Centuries ago,
the Nariac assertion that members of the government bureau-
cracy held no maore rights ar claims may have been true.
Today, as an instrument of the Nariac will, the government bu-
reaucracy must act to preserve the integrity of the society and
the well-being of all. Cybertechnology is the Nariac solution.
Originally employed to multiply the labor capital of an under-
populated society, today cybertechnology keeps order through-
out the Nariac Domain. Implants monitor the activity of Nariac
citizen-warkers, and only a few refugees of the Nariac Domain
are without cybernetic implants. Nowhere is the tendency
toward implantation more evident than on the Nariac's home-
warld, Naria. There, the Domain has encouraged the develop-
ment of cybertechnology as an art form,

Nariac military forces are strang, and the Domain's empha-
sis on heavy industry and cybernetics has made its armed
forces mighty. Although military service is no longer manda-
tary, the Nariac army remains a popular choice among the stal-
lar nation’s younger generation. After a few years of service,
enlistees can retire and keep their military-grade cyberware.
Eleven fortress ships serve the Domain, including the famous
NDS People’s Justice.

Since the conclusion of the War, Nariac relations with other
nations have grown mare unsure. After the Insight secession,
VoidCorp's control over the Nariac Domain has waned. Void-
Corp executives still make pointed suggestions about the Do-
main’s foreign policy. Most Nariacs look forward to a day when
VioidCorp is driven from their nation. The Nariac Domain's links
to other stellar nations are neutral at best. The enemies of past
wars hold to their hostile attitudes.

Hecently, the Domain appears to have given up on con-
quering the stellar nations directly. Today, the goal of the Nar-
fac seems fo be the subversion of the stellar nations and the
Concord. Nariac envoys travel far and wide to speak to the
warkers of foreign powers, inspiring them to seek out better
conditions and better government. None of the stellar nations
has yet to view the activity as a serious threat. The Nariacs
view their toil as laying the groundwork for the interstellar rav-
olution of the masses. On that grand day, human and alien
alike shall stand together for a better future

The Domain has no holdings in the Verge; its colony in the
Ptolemy systemn has regressed into piracy and resists all ap-
peals to return to the fold of Nariac society. Narlac efforts are
currently centered on securing the rights to the moons of Pox,
a gas glant in the StarMech-controlled Tendril system.

PLayinGg A NARIAC

An individual Nariac—the idea is alien, bordering upon the ab-
surd. It's true that individuals and individual freedoms exist
with the Damain, but to define a Nariac is to describe a mem-
ber of a thriving community. Just as the Domain rewards each
of its worker-citizens with a livelihood, employment, and a

place to live, the Nariacs contribute their skills and hard labor
for the betterment of the whole.

0f course, that's not to say that the Nariacs claim to have
erased the human ego and its avarice, ambition, and envy. Yet
in a community in which there is no individual property, greed
becomes pointless. In the Domain, personal ownership is a
thing of the past; the Domain legally owns all material goods.
Individual citizens only register use of objects, land, and other
possessions. I's not a perfect system, as Nariac bureaucrats
admit, but i's a clear improvement over systems that permit
the greed of a few to inhibit the greater good of the many.

Nariacs, for the most part, respect and value their system of
government while simultaneously quietly questioning the in-
tegrity and motives of the Nariac leadership. Cybertechnology
prevents any organized disruption of the Domain, but its inva-
sive presence—and the utter lack of privacy in the nation—is
something that even the Nariacs sometimes have difficulty with.
Of course, most Nariacs understand the necessity for such pre-
cautions: Humanity is filled with those who wish to harm the
Domain, Agents and spies from Orion, VoidCorp, and else-
where attempt to despoil Nariac prosperity. Nariacs understand
that once the galaxy is united, the true utopia will issue forth,
For this reason, Nariacs travel far from home and family and
the comfortable order to which they are accustomed. They risk
their lives to educate the workers of the galaxy.

The practice of religion, or any similar outdated concepts of
waorship, is frowned on within the borders of the Domain. Only
a small number of Nariacs acknowledge a religion, and these
pariahs face public mockery, government scrutiny, and pos-
sible expatriation. Missionaries from several faiths occasianally
enter the Domain in secret, only to find their mission near im-
possible. The few organized churches have been forced into a
clandestine, underground existence, to be quickly destroyed if
their presence is discovered.

GAME BENEFITS

Mare than any other people, Nariacs are immersed in technol-
ogy: Cool metallic surfaces surround the Nariac child, and join-
ing the Nariac nation always entails the integration of circuitry
into skin. All Nariac heroes begin play with one free item of
cyber gear worth %5,000 or less—and with a free implanted
security monitor that reports their movements to the Domain.

Fortunately, the Nariac psyche has adapted well to the con-
stant intrusion of technology. Their bodies and Nariac culture in
general are well adapted to cybernetic implantation. Thus, the
free item of cyberware does not count against the heroes’
cyber lolerance score.

Finally, Nariac doctars with the surgery specialty skill gain
the cybernetic surgery skill rank benefit for free. However, all
Nariac cyber gear contains the Domain's tracking monitors,




ORION LEAGUE

‘1 stand in awe of this diverse fellowship of men and women
whao have bound logether to form a union’
—President Kathryn Brown, 2521

Neither the strongest nor the largest of the stellar nations, the
Orion League is known as the most heterogeneous, Every eth-
nicity from Old Earth can find descendants in the League, and
many have preserved their way of life unchanged. Meanwhile,
space has produced dozens of new cultures in Orion spaca.
Though the hundreds of worlds thal comprise any stellar na-
tion usually share general tendencies, the Orion League defies
attempts at definition.

HISTORY

To trace the formation of the Orion League is to examine the
foundation of dozens of separate states, In the first wave from
the Sol system, hundreds of independent colonies estahlished
themselves by migrating toward the constellation of Orion.
Some colonists were fleeing from trouble, and others sought a
fresh start far from home. Of these system-states, more than
half were subsidized by corporations or independently wealthy
private individuals. The superpowers of Earth’s western hemi-
sphere dispaiched colonies of their own to the region.

By 2260, eighty-six distinct governments were functioning
in Orion space. Most of Old Space had been explored and
claimed by at least one of the fledgling states, and humanity
was pushing past the borders of known space. Ahout this time,
the unchecked growth of the small nations halted. Several
colonies failed or were absorbed into other nations. A few
clashed directly, and others formed trading coalitions. Then the
First Galactic War erupted, and everything changed.

The future Orions fought a disorganized and defensive war
against the Terran Empire, against stellar nations such as the
Orlamu Theocracy and Austrin-Ontis Unlimited, and against
each other. Some colonies were destroyed, while others barely
noticad the war. Natural selection whittled away at the inde-
pendents in Orion space. Four centers of power developed: two
founded by Earth nations, and two founded on economic al-
liances between neighboring systems.

After the war ended, the Nordic Independent State, Free
Byrene Socisty, and New Columbia were recognized as stellar
nations. The fourth, the Orion Nation, was centered farther out
from the Selar Union and the center of humanity. Ironically, it
was the Orion Nation's omission from the Treaty of Earth that
led to the formation of the stellar nation known today. In terms
of military strength alone, the Orion Nation could not have
faced down any of the three powers. But given the Orion Na-
tion’s position at the edge of colonized space, it held the key io
expansion, and all three of the new stellar nations would fight
for that opportunity to expand.

Still, the nations were tired of war and needed time to re-
build. Three years after signing the Treaty of Earth, the four
nations mel in conference about the Orion capital planet,
Jaeger. The delegates were commissioned to iron out an agree-
ment under which the nations could live together peacefully.
Seven maonths into the slow process, the focus of the meetings
changed. Word arrived that Austrin-Ontis had refused to allow
vessels passage through its space, It was the first shot of an
economic war, The delegates reacted as one, ordering a multi-
national {orce of vessels to clear the way for merchant traffic,

After a single skirmish, both sides backed down. Shortly there-
alter, news came of yet another Thuldan raid into a neighbor's
space. The delegates joined together to boyeott Thuldan goods,
and officially censured the Empire, After nine other nations
agreed to the boycott, the Thuldan emperor stopped the raids.

With these joint successes In mind, the delegales recon-
vened in 2317 These new meetings were no longer confined
to discussions about internal peace and stability hetween
neighbors. They looked outward at the stellar nations, shared
information, and negotiated trading opportunities. All four lead-
ers were now in regular attendance. The Jaeger Conference
developed into a permanent forum.

The nations grew entangled until 2321, when Kathryn
Brown, president of the Orion Nation, addressed the delegates,
She spoke al great length about the advances that her nation
had made in recent years, and lauded her citizens for their
courage and resolve in the face of difficulty, The surprise came
when she offered to dissolve her own nation and unite it with
one of the other three nations. The Orion people would he as-
sured representation in the Treaty of Earth, and a larger nation
would stand a better chance in the coming war.

The delegates took her words to heart. Unfortunately, this
unified nation would disturb the careful balance of power be-
tween nations. The delegates rejected her proposal. Instead,
each national leader articulated the need for alliance, praised
his citizens, and dissolved his nation. The Orion League was
united. Jagger was named the capital, and Brown was elected
president, Her first act was to commission a charter and a bill
of rights. Freedom of speech, religion, press, and assemhly for
all sentients was declared throughout Orion space, Ethnic and
species discrimination was denounced. The Orion League
grew, and aliens—especially the fraal—flocked to its banner.

THE SEcoND GALACTIC WAR

The Orion League hurried to unify as the war opened in 2346,
ahout a decade after Brown had retired from public life. When
the war broke out, newly elected President Mischa Dobrescu
had just taken office, and the Orion response was slowed as a
result. Dobrescu concluded a nonaggression pact with the Or-
lamu Theocracy, and the Orions focused on Austrin-Ontis. The
Orions buckled at first, but turned the tide by 2360. Then the
Thuldans announced the formation of the Expansion Pentad.

Consultation with the Orlamu Theocracy and the Borealis
Hepublic led to the creation of the FreeSpace Alliance. Mean-
while, another set of stellar nations formed the Profit alliance.
Concerned about Thuldan and VoidCorp advances, Brown
established a “gentleman’s agreement’ between the Profit con-
federation and the FreeSpace Alliance. Over the next few
decades, the Orions supported the war efforts of the Borealins,
the Orlamus, and occasionally the Austrins. By 2401, the Ex-
pansion Pentad had been pushed back, and the agresment with
Profit collapsed. The war degenerated into three bitterly en-
trenched alliances. Only the heroism and sacrifice of Warthen
Hale brought peace,

TobAY

The nature of politics in Orion space keeps power decentral-
ized. Individual worlds and systems are free to conduct their
own business, as long as certain broad laws—including the







Orion Charter—are followed. Of course, each member system is
taxed by the Orion government. The chief functions of the
League are to maintain peace between its member systems,
and to guard against foreign aggression. The League also sets
fair trade practices, both internally and with other nations.

Each system elects representatives based on ils population.
The legislative house, called the House of Equals, meets in con-
ference for three months every year on Jaeger. The House of
Equals is also convened during national emergencies, such as
in wartime—including throughout most of GW2. The represen-
latives are a diverse body of professional politicians, colony
leaders, and alien emissaries. To accomplish their individual
objectives, House members must compromise and build coali-
tions among groups with widely divergen! interests.

The League president guides the stellar nation. Every Orion
world participates in the election of the chief executive, held
every five years. The current president of the Orion League is
Lora Trigard; in the 2504 election she is expected to face stiff
opposition from Senator Bruce Hale, youngest son of the fa-
mous peacemaker, president Warthen Hale.

Orion military strength helped the League remain the leader
of the FreeSpace Alliance during the war, even though the front
lines of the war seldom touched Orion space. Although the
League tapped every industry and individual to confribute to
the war effort, the Orion military has always been formed from
volunteers. Twelve fortress ships bear the Orion flag.

Twenty years after the war, the Orion economy is still re-
covering. After dashing over long stretches of human space to
preserve Insight and the Horealis Republic, clashing with Aus-
trin-Ontis, and donating resources to the Galactic Concord, the
League finds itself at the end of its resources. A postwar eco-
nomic recession cast a pall over the Orion League’s prosperity
for more than a decade, and only now are signs of recovery
emerging. Hecently the Orions have planned new exploration,
including rebuilding contact with the Orion Frantier.

Jaeger is one of few capital planets where visitors from for-
eign stellar nations and empires are welcome. [ndeed, this tol-
grance is a source of pride for the Orion people. Founded on
freedom and equality for all, the Orions accept dissidents and
refugees no matter what their origin. While this leads to
clashes with other nations, it also contributes to the League's
strength. [mmigrants and refugees from VoidCarp, the Thuldan
Empire, the Union of Sol, and the Orlamu Theocracy have all
joined the Orions.

The League made its contribution ol respurces and person-
nel to the Concord quite willingly. Someday the Orion loyalty to
the Concord may weaken, but today many Orions consider the
Concord their own child.

In the Verge, the Orions have one ace holding: Bluefall, in
the Aegis system. While the planet has an independent gov-
ernment, its cultural and political ties to the parent nation re-
main strong. Using the Aegis system as their base, the Orions
travel the Verge, exploring and trading, They have also reuni-
fied with the tiny High Mofave colony in the Mantebron system.
Most of their plans for expansion, however, involve the Orion
Frontier.

PLAYING AN ORION

Categorizing an Orion is like trapping a wild weren—frustrating
at best. From its exploration centuries ago until today, tolerance
and diversity have flluminated Orion space. While many states
seek to bring unity out of sameness, the Orion League seems
at times willing to sacrifice its own unification for the sake of

preserving the individuality of its peoples. Evaluating the spec-
tacular diversity of Earth, the Orions have gone further by
adding free sentienl races and humans adapted lo every kind
of world and environment to their national makeup.

While in general the Orions appear content, their own di-
versity keeps the society in a constant state of turmoil. Individ-
ual systems relain a grest deal of autonomy, and economic
conflicts among individua! groups in the Orion League deter
any attempt at firm organization. Other stellar nations oiten
view the chaotic nature of politics in the Orion League as a
weakness 1o be exploited. In times of crisis they have been
proven wrong, as the shared ideals of the nation pull its dis-
parate groups together.

For the most part, Orion patriotism squashes outside at-
tempts at fomenting dissent and chaos. Of course, in the hun-
dreds of stars that belong to the League, foreign ambassadors
and envoys enjoy same success at manipulating local govern-
ment, but these lobbying efforts rarely affect the League as a
whale. Rather than close off their Iree society, the Orion attitude
is to lead by example and to hope that more stellar nations will
graw to grant the same freedoms.

Orion motives for the exploration of space are as varied as
the Orions themselves. Some hear the call of distant worlds.
Others see a profit o be made in the depths of space, trading
new commodities and information. Finally, there is the call of
the frontier, which almost all Orions seem to have in common.
The borders of human space, the edges of the galactic arm,
and the Verge summon Orions like a candle attracts maths.

Personal freedoms are taken for granted among the Orions.
Orions traveling outside the League are often astonished at
both the interference and the subsidies that foreign govern-
ments inflict on their citizens: licenses, high taxes, economic
support, and denial of basic rights; Checks on the free practice
of speech or religion are practically unheard of within the
League. Even on colony worlds founded by a particular faith,
religious tolerance prevails. More than two-thirds of all Orions
claim a religious affiliation, and of these the Orlamist, Aeformer,
and Old Earth churches hold the lion's share.

GAME BENEFITS

With its emphasis on the need for civilized interpersonal and
intercultural relations, the League has instilled its founders’ val-
ues within its individual members, During character creation,
Orion herpes add 1 point to their Personality attribute, to &
maximum of 15.

In addition, Orions have an easier time familiarizing them-
selves with different cultures. Orion heroes automatically gain a
~1 bonus when using the Culture hroad skill or any of its spe-
cialty skills. Their reputation for tolerance and goodwill grants
them the benefit of the doubt fram almost everyone.
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ORLAMU THEOCGRACY

“Frepare lo enter the Divine Unconscious.”
~ Orlamu medium Anwar Etan, 2501

The Orlamu Theacracy marks the latest example of a society
born out of the desire for religious freedom. For the Orlamus,
the exodus from Earth meant abandoning the clouded views of
a planet to embrace the reality of the stars. The Orlamus hap-
pily attribute the origin of their society to a scientific advance,
Their union of faith and science has been blessed with success.

HisTORY

The stardrive project formed in 2154, a collaboration between
the fraal and human representatives from Terran superpowers.
The research presented a terrific drain on all of the national
economies, but Earth’s scientific community believed-cor-
rectly—that the marriage of fraal gravity technology and hu-
manity’s ahility to harness dark-matter power would prevail.
Only through the combined efforts of the world powers was the
feat accomplished.

Unknown ta all but the research team and a few seniar gov-
ernment officials, the first starfall took place on November 11,
2159, almost three years before the first public exhibition. Sci-
entists constructed the prototype stardrive on a satellite orbit-
ing Mars. On the fateful day, engineers began to bambard the
activated dark matter with gravitons at 7:01 GMT, Thirty sec-
onds later, the satellite vanished in a spectacular wave of light.
Observers witnessed the first recorded starfall. Since the satel-
lite's projected path was only to the other side of the Sal sys-
tem, scientists expected the vessel to reappear after a few
moments. The ship vanished, and the wait for its return
stretched first to minutes, then hours, then days.

Scientists and researchers panicked. The fate of the satellite
was unknown. Would it return? When? Accusations of incom-
petence and sahotage flew between the superpowers. Exactly
121 hours after its departure, the satellite returned and was
immediately surrounded by dozens of sclentific and military
vessels. The incident was the first instance demonstrating an
important rule of stardrive travel: All trips take five days, no
matter the distance traveled.

The charismatic Jeff Sendir, engineer for the Indo-African
League, was the only erewman ahoard the satellite for the sur-
prise journey. Unprepared for a long departure into an unex-
plored dimension, Commander Sendir struggled to survive.
During the five days, the satellite’s sensors drew no readings
from drivespace. All measurements and readings reported that
the satellite was surrounded by a featureless vaid.

Sendir’s report was not so silent. On the third day of what
he began to think of as his afterlife, Sendir described a shift in
his consciousness. He characterized it as similar to a dream.
He had the sudden feeling that he was not alone, although the
best efforts of his five senses and the salellite’s instruments
could not reveal an intruder. The experience was entirely in-
tangible. Sendir recounts that he felt that his mind was a part
of something greater, in direct contact with an intelligence. First
he felt as if his own mind was being poured out, as if his own
unconscious thoughts and memories had left him. Sendir be-
came aware of something more than himsell. Vast, unfath-
omable ideas floated through his consciousness, and Sendir
lost feeling in his own body, A few moments later, the cantact
abruptly ended, and the next two days passed without event.

The normally stable Sendir had never demonstrated mind-
walker talents, and he passed a battery of psychological and
physical exams after his return, None of the later test pilots into
drivespace reported a similar experience. Many wrote Sendir’s
experience off as an anomaly,

Sendir stayed active in the scientific community for another
decade, keeping abreast of the development and commercial-
ization of the stardrive. He retired in 2170 at age 45, More
than a hundred of his colleagues left their positions to join him
in estahlishing an independent academy for the study of drive-
space and dark matter energies. The Orlamu Foundation de-
voted itsell to unlocking the mysteries of not merely how the
stardrive operated, but why. What, Sendir asked, is the true na-
ture of drivespace? From its beginning, the foundation had re-
ligious overtones. Even while his strictly scientific pursuits
attempted to deepen knowledge of drivespace, Sendir contin-
ued to develop religious views and spread them to the scien-
tific community. Even as the Orlamu Foundation assisted many
nations in the exploration of space, it continued to develop
larger and larger stardrives. In 2213 it claimed several sys-
tems for itself; the first of these was Praphethome. Sendir re-
tired to the planet in 2215, taking the headquarters of the
Orlamu Foundation with him.

Light-years from Earth, the Orlamu Foundation experienced
its final metamorphosis with the official recognition of Sendir's
sainthood. The Orlamu Foundation became the Orlamu Theoe-
racy in 2211, and five years later First Prophet Sendir was
succeeded upan his death by First Prophet Walen. Shortly
thereafter, the new Theocracy discovered the weren in 2248,
Despite the weren's own never-ending civil war, they were
peacefully incorporated into the Orlamu Theocracy over the
following years.

THE SECOND GaAaLACTIC WAR

The Theocracy avoided activity in both wars as long as pos-
gible. In the First Galactic War, it wasn't until the conflict actu-
ally began that the Orlamu Theocracy aligned itself with the
stellar powers to oppose the Terran Empire. The decision was
almost entirely based on a prediction of the eventual defeat of
the Terrans,

The Theocracy opened the Second Galactic War by con-
cluding pacts of nonaggression with its closest neighbors, the
StarMech Collective and the Orion League. Still skirmishes
with powers near and far harried the Orlamus, and the ap-
pearance of the Expansion Pentad dealt thoughts of Orlamu
neutrality a death blow. When the call from the Orions came
for the formation of the FreeSpace Alliance, the only regret of
the Orlamus was that StarMech could not be persuaded to join,
Fighting along the Orlamu-StarMech border remained light
until the Pentad’s defeat at Kendal in 2401, when fighting he-
tween the FreeSpace Alliance and Profit began in earnest. De-
spite its well-established policies of tolerance, the Orlamus
became just as aggressive as any of the other stellar nations
and survived the war,

TobAy

The Theacracy’s origins still cast shadows over its interests and
strengths, but even its founders could not have foreseen the
levels of contradiction that define the Orlamus. Mare than any-




thing else, drivespace research and stardrive development are

e nation’s principal focuses. Much of the Orlamu population
devotes itself to understanding drivespace, ar, as they call i,
the Divine Uncenscious. Oddly, the Theocracy remains a scien-
tific body first and a religious organization second. Only the
most radical Orlamists would place their faith over proven sci-
entific fact. At the same time, the religion has become another
spur to Orlamu intellects. Only through sclentific development
can the Orlamist religion answer its adherents’ questions.

This interest in science has propelled the Orlamu economy
to a greal deal of success. Orlamu stardrives power almost a
third of the starships in service, and the reliability of Orlamu
drive technology is second to none. The Theocracy has met
with the best success in miniaturization and development of
stardrive technology, and through high production the Orlamus
make a hefty profit in sales of stardrives and the technology to
build them. The Orlamu media industry has blossomed since
GW2 as more and more humans seek an alternative to the Bo-
realing’ stranglehold on the entertainment {ndustry. In turn,
economic success has forged a strong military. Although most
military vessels spend most of their time conducting research
rather than war, the Orlamu navy has proven itself time and
tirne again, favoring superior technology and training to mas-
sive armadas and sirike forces.

Intellectual and religious freedom are accepted as a matter
of course by the Orlamus, more a matter of tradition than of
any written contract. Even as most Urlamus follow the Orlamist
faith, most Orlamus hold the theocratic government as a nec-
essary evil, not a divinely inspired power The Orlamus ac-
knowledge the need for a central power to organize the
interests of the stellar nation and see to its common defense,
but most af the time theirs is as much of a burdened bureau-
cracy as any other.

First Prophet Galindus heads this bureaucracy with a prac-
ticed hand. Galindus ascended to the highest position in 2474,
the chosen successor after the retirement of First Prophst
Zachel. Considered a moderate, he spent nine years serving on
a stardrive ship, more than twice the time required of Orlamist
priests. He left behind the pursuits of science for a career fa-
cilitating similar pursuits by others. It is said that even today he
keeps himself current on the latest drivespace equations. Galin-
dus controls the Orlamist church and Drlamu state from the
world of Prophethome, the capital for both religious and scien-
tific pursuits. The Sendir Cathedral is the seat of the Orlamu
government and of most of the hierarchy of the Orlamist faith.

The weren have flourished under Orlamu guidance. Their
violent tendencies have made integration difficult, but talented
weren are growing maore common throughout human regions
of space, often preaching the Orlamist faith with a greater zeal
than the Orlamus themselves. A few of the most devout have
achieved important posts within the church hierarchy.

The strongest Orlamu putpost in the Verge is the Light-
house, the stardrive-equipped station that the Theocracy do-
nated fo the Concord. Though now operated as a Concord base,
the Lighthouse still carrles much of its original support staff
and an Orlamu temple. The Orlamus have also reunified with
the Yellow Sky colony in the Tychus systemn.

PLAYING AN ODRLAMU

Orlamu life is founded on the acceptance of contradiction. The
people of the Theocracy maintain a belief in scientific revela-
tions: the tachyon paradox theory of subatomic particles, the
grand unified theory of forces, and the Kaidman dark-matter

assumption, all of which provide the scientific foundation of
knowledge for a stardrive. Along with their allegiance to the
most advanced disciplines of science, the Orlamus gaze with
wonder at the marvels of the universe—the beautiful halances
of energy and matter, and the existence of life itself. And in
these marvels, they see witness of a conscious, divine will

Unlike followers of older religions, the Orlamus do not find
their beliefs and scientific rationallsm conflicting. As the Orlamu
saying goes, the search for truth demands realism and a trust
in the divine. The Orlamu mission is simply to explore the di-
vine itself: in this world, a realm of conscious divine creation,
and the Divine Unconscious itself, which others call drivespace.

The Orlamu obsession with drivespace has been estab-
lished for centuries. Fortunately, it's proved profitable as well
as educational. Orlamu mediums—others simply call them dri-
vespace navigators—travel through the Unconscious regularly,
and the Orlamu people hold a great deal of reverence for all
things that drivespace touches. The most famous example are
the generally honored and pampered Starborne, a group
whose members were born in the Unconscious.

The only enemies an Orlamu admits to are the familiar, the
tedious, and the boring. The burning desire to discover fills the
(Orlamu life and soul. It's common to find Orlamus along the
borders of humanity—venturing into the unknown, unsure of
what to expect but willing to accept whatever s found.

For the Orlamu people, the Orlamist church and theacratic
guvernment are largely accepted as a matter of course. Orlamu
missionaries wander the stars, but most seem more devoted to
personal explorations and investigation than to making con-
versions to the Orlamist faith. After all, the religion poses as
many questions 1o its faithful as it delivers answers.

GAME BENEFITS

The Orlamus attempt to reach a better understanding of the
universe and their place in it has met with great success. Pio-
neers in many realms of science, Orlamus pride themselves on
their use of scientific methods and instruments to discover
truth. Orlamu heroes gain from this outlook and education by
receiving a —~1 bonus on the use of any Physical Science or
Navigation skill.

Moreover, the Orlamus are blessed with a disproportionate
number of mindwalker children. The merits of Orlamu mind
academies have gained Orlamus a reputation for psionic apti-
tude second only to the fraal themselves. Orlamu Mindwalkers
reduce the cost of all Mindwalker broad and specialty skills by
1 point, both during character generation and later advance-
ment. Finally, all Orlamu mindwalkers have a -2 bonus when
using the naveognition specialty skill




Citizens of the Stellar Nations: Solar, Starmech, Mechalus,




RIGUNMOR STAR CONSORTIUM

“‘Warthen, let's make a deal”
— Executive Guilder Alison Bree| 2465

As an enlightened society, the Star Consortium holds that life,
liberty, and the pursuit of profit are inalienahle rights common
to all sentients. Though many nations bear such sentiments in
treaty or charter, only the perspicacious Rigunmars recognize
that life and liberty are just necessary conditions that allow hu-
manity to pursue its noblest goal: the Concord dollar. Bigunmor
financial zeal and success has brought numerous accusations
and slanders; the peaceful Star Consortium faces frequent con-
demnation as a society of thieves, smugglers, and cheats.
Higunmors are a forgiving people and continue to conduct
business with those who naturally envy the Star Cansortium.,

HISTORY

The Rigunmor Star Consortium is the only stellar nation with
the audacity and ability to contest Thuldan and VoidCorp
claims of supremacy routinely. In large part, Rigunmor power
can be traced to the Consortium's venerable age among the
stellar nations, At the midpoint of the 21st century, long before
the development of the stardrive or even the mass reactor, the
Consartium was born among the superpowers of Old Earth,

While the superpowers presided over an era of unprece-
dented peace and prosperity, Old Earth knit itself into a single
economy. Trade for common and cheap goods crossed the
glohe, and {alling freight prices allowed profit-seeking entre-
preneurs {o leap into international trade. Independent traders
flourished. Several of Earth’s great alliances eventually consid-
ered the growth of these independents as a threal. While large
corporations received coveted privileges under the aegis of the
superpowers, the Rigunmor found regulations and economic
restrictions intruding more and more on the success of small
businesses and private individuals,

The Rigunmor Consortium began as one of many trading
guilds, consortiums, and organizations created by businesses to
protect their interests. By banding together, smaller companies
found that they could greatly increase their influence over both
corporations and governments, Some of these business unions
and cooperatives died when met with even tougher resistance
from governments and competitive corporations. DOthers
evolved into corporations themselves.

By the 22nd century, the Rigunmor Consortium had not
only survived, but had developed into the largest economic af-
filiation of its type. The Consortium preserved the sovereignty
of its individual members and allowed unsupervised internal
competition. Unlike most of its kind, the Bigunmor Consortium
did not specialize in the production of a specific product. In-
stead, the Rigunmors came to be known as specialists in the
art of the deal itself-traders, financiers, and sometime
swindlers. Simply put, Rigunmors made their profits arranging
for the transfer of product and finance from one party to an-
other. The psychology of canvineing both seller and buyer that
they had made a good deal came naturally to the Rigunmors,

Humanity leapt to the stars in a chaotic, disorderly rush, but
this only further catalyzed Rigunmor success. Without the Ter-
ran powers o frustrate their efforts, the Rigunmors became a
popular source of trade goods among the early colonies.
Rigunmaor driveships traveled between colonies exchanging the
necessities of life: food, clothing, technical gear, and sometimes

waler. Rigunmor trade proved especially vital for independent
colonies such as the Hatire Community and the Nariac Domain.

In time, the Higunmor guilders saw that their own success
would be challenged in the years to come. As the fledgling stel-
lar nations gained power and became self-sufficient, the need
for Rigunmor trading vessels waned, though it never vanished.
Maoreover, as early as 2241 they saw thal the stellar govern-
ments and the Terran superpowers were destined to clash. In-
terstellar war, as a Rigunmor noted, could be bad for business.

No longer only traders, amhbitious Rigunmor vessels ex-
plored and colonized a region of space to call their own. One
of the first of these systems produced the capital planet called
Bazaar, a center of Rigunmor trading to this day. Later, Rigun-
mor scouts discovered a system in 2273 that had been fully
explored by an alien species, the mechalus. Without the
stardrive, the mechalus had been limited to a single star. De-
spite this, many mechalus technologies rivaled the best hu-
manity had. The Rigunmor deal with the mechalus was quite
simple; the mechalus system joined the Star Consortium
peacefully, but individual mechalus were free lo explore the
galaxy with the stardrive.

The 2299 Guilder Conclave was the largest such gathering
to date. The resolution of that council created the Rigunmor
Star Consortium as a stellar nation, joining the Thuldan Empire
and VoidCorp in leaving the Terran Empire. It was a risky de-
cision, but the timing was too convenient to pass up. The
Higunmars were dragged into the First Galactic War.

GW1 demanded yet another division of Rigunmor labor.
Joining with the Thuldans and their allies to gain independence,
Higunmors took up the mantle of warrlors as well as traders
and explorers. Although thousands of Rigunmors fought
valiantly, the Consortium's supply lines were even mare criti-
cal to the war efforts of the young stellar nations.

THE SECcOND GALACTIC WAR

Unlike the hawks in several other stellar nations, Rigunmor
profit analysts did not advocate fomenting war. Indeed, al-
though most historians consider the Star Consortium one of the
war's few victors, the Higunmors were among the first to join
Warthen Hale's quest for peace.

Higunmar victories are easy to trace. For decades, the Star
Consortium literally was the richest nation, and that reputation
made enemigs hesitate to attack early in the war. In addition,
Rigunmor wealth made it easier to convince the Union of Sal,
Austrin-Ontis, and StarMech to join Profit, an alliance support-
ing the causes of free trade. For the Rigunmors, the alliance
was a triumph. Large sections of their borders were secured.
Division within VoidCorp only cemented what was clear o
many: If anyone could claim victory in GW2, it was the traders.

TobAY

The Higunmor Star Consortium organizes itself on a principle
of fairness, In the Consortium, background, birth, and ethnic
origin are unimportant, because the stellar nation measures
success by a much simpler equation: ‘Let he with the most
rule! After all, reason the Higunmors, only viciors in the fields
of finance and profiteering have the talents necessary to ad-
minister the Consortium, And only the wealthy can command
respect and pbedience from the Rigunmor masses.



Auditors annually assess gach Rigunmor's net worth to de-
termine his or her position, both within the Consortium as a
whole and inside the bureaucracy, if the Rigunmor takes up
government service. The plutocracy is led by the Executive
Guilder, the richest individual in the Consortium. Today the po-
sition is held by Atha Oneagle, a post she has held for the last
seven years. Alison Breel, her predecessor, held the reins of
power for 31 years, until her death. The Executive Guilder is
backed by an Advisory Board, overseeing the mighty Higun-
mor economy. The Board consists of the ten individuals whose
wealth totals slightly less than that of the Executive Guilder.

The Higunmor military follows a similarly unusual com-
mand structure. Military rank, like everything else, is up for
sale. While the practice causes occasional discipline problems,
Higunmor avarice does seem to hold its military together.
Bounties, plunder, and salvage are common practice; these
customs often occupy the mind of ship crews and army
brigades, who divide spoils by rank.

Mobhility characterizes Rigunmor society. Just as interstellar
markets can decide Higunmor leadership, the culture as a
whole welcomes an unmatched upward and downward social
mobility. As long as he shows off his wealth, the Rigunmor
treat a foreigner or immigrant with respect. 0f course, yester-
day’s golden child can quickly become today’s has-been.

Rigunmors also favor physical mobility. Traveling the stars,
they look for new businesses to finance, expeditions to exploit,
and any means to make a buck. Even the Executive Guilder, the
Advisory Board, and the upper government refuse to stay put.
The Consortium's leaders place their administration in a
fortress ship, the Oneagle. Indeed the transfer of power in the
Consortium is always accompanied by the transfer of the
Oneagle's ownership to the new Executive Guilder. The largest
fortress ship ever, it roams Rigunmor space issuing regulations
and decrees. Heports claim that the Oneagle's starfalls exceed
B0 light-years,

The arrangement pleases the denizens of Bazaar, the
Higunmor capital. Freed from the imposition of serving as an
administrative center, Bazaar can focus on the important thing:
making money. Everything’s for sale in the capital, even money
itself. The decentralized Rigunmor economy prevents Bazaar
from assumning the role of the true heart of the Consartium.

The mechalus hold close ties to the Consortium. The
mechalus homewaorld falls officially under Bigunmor jurisdic-
tion, and mechalus are as free to come and go as any other
citizen of the Consortium. In truth, the mechalus have absorbed
few Higunmor traits, but the relationship between the Cansor-
tium and Aleer—the mechalus homeworld—is healthy.
Mechalus assistance during GW2 was a decisive factor against
VoidCorp forces.

In the Verge, the Star Consortium was recently outmaneu-
vered by the United Lison State in the Oberon system, which
had been one of the Consortium'’s richest sources of rhodium
before the war. Persistent rumors claim that the Rigunmors
plan to retake Oberon by force.

PLAYING A RIGUNMOR

Though others may mock such timeless Rigunmor aphorisms
as ‘greed is best,” the people of the Star Consartium accept a
philosophy of life that few others understand. Looking over hu-
manity’s long history, they say, what has remained constant?
Goodwill, charity, and kindness have not. In times of trouble,
and in times when personal desire interferes, humans have
been known to toss all such ethical niceties aside. No, say the

Rigunmars, ane thing has remained fixed during times of war
and peace: human avarice.

Hather than whine about what some might call the root of
evil or at least one of humanity’s flaws, the Higunmors hase the
existence of their society on it. While Rigunmors cannot rely on
the benevolence or altruism of their fellow humans, they can
rely on greed to dictate action. In the Star Consortium, the veil
of ignorance about human nature is removed, so Higunmors
can deal with one another with simple honesty, knowing in
their hearts what everyone is after.

Of course, simple honesty is not the approach that most
Rigunmors choose to operate their business with. The Rigun-
mor way of life is subtle and manipulative; as their philoso-
phies embrace the covetous elements in man, the law of the
Rigunmors is to let the buyer beware. More than a prescrip-
tion for consumer caution, the old saying illuminates Rigunmor
willingness to utilize any trick, any scheme, to cut a deal. It's
common for a Higunmor victim to walk away happy and con-
tent, unaware he or she has been swindled. Thus have the
Rigunmors gained their reputation of interstellar swindlers and
con artists. Fortunately for the rest of the galaxy, the Rigunmars
prize trading with their own kind as a real challenge.

Ambitious young traders take to the stars to make their for-
tunes, wary of becoming complete paupers amang their own.
Hordes of such entrepreneurs, often desperate to make names
for themselves, travel far from home seeking a chance for
riches. Such independent expeditions end in success more
often than not, and the Rigunmor explorers return home rich
in both funds and experiences to claim their own space within
the Consortium.

In their devotion to the almighty Concord dollar and guilder,
Rigunmors have litfle time for organized religion. Rigunmors
generally note that most faiths, if not overtly against the acqui-
sition of worldly goods, do not encourage wealth. The Star
Consortium has one of the largest populations of atheists and
agnostics among the stellar nations, second only to VoidCorp
and its puppet state, the Nariac Domain,

GAME BENEFITS

As many have observed, Rigunmors have a talent for making
customers comfortable with even the most outrageous deals.
Higunmor herces gain a -1 step bonus to all uses of the In-
teraction and Deception broad and specially skills. Just because
everyone knows Rigunmaors can't be trusted doesn't make their
ploys less effective against the gullible,

In addition, Rigunmors always pay 1 point less than the
listed cost for purchase or advancement of the Interaction-bar-
gain skill. As members of the wealthiest stellar nation, Rigun-
mors may begin with the Filthy Rich perk for free. Characters
whao elect not to take the perk gain 6 more skill points instead.




STARMECH COLLECTIVE

“Unit 821889, give me an update on the hull reconstruction pro-
ject. Unit 92052, increase the pressure by four newtons. Unit
53891, adjust the holo frequency to 106 megahertz. Unit
45215, prepare my beverage.”

— Lt Commander Samuel Tritiac

One of the smallest and youngest of the stellar nations, the
StarMech Collective has led a marginal existence for more than
a century. Created hy bureaucratic need, interstellar fiat, and
hedonistic pleasure, the Collective has survived through the
cleverness and technological ingenuity of its members. Specif-
ically, StarMech survives because of its renowned ahility to
construct the finest ships and robots in the galaxy.

HisToRY

The region of space accepted today as the StarMech Collective
lacked both organization and leadership during the 23rd cen-
tury. The century before had seen the end of the 100-year
peace imposed by the six Terran alliances. During the 23rd
century, humanity undertook a massive leap fo the stars, but
many smaller countries left without much planning. Coloniza-
tion was correspondingly chaotic. Dozens of small corporations
and states carved out a niche in regions ignored by the larger
powers, including the Taurus sector,

Almnst unnoticed among the migrations was the relocation
of StarMech Inc., a corporation specializing in the manufacture
of advanced machinery. Specifically, the company focused on
robotics. StarMech abandoned profitable contracts and fiscal
security on Earth to maintain its independence in space.

As fledgling colonies sprang up and nations unified, the
Taurus sector had no central power able to forge neighboring
systems into a larger whole. Until 2299, the nation’s future cit-
izens—already referred to as “Starmechs’—-suffered through a
dark and confusing time. As the colonists civilized the new
worlds, natural disasters and piracy took their toll. Without
support from Earth, life itself was a struggle. Slowly, the
colonies improved and even flourished, opening avenues for
trade. But without a central government, StarMech success
went unpublicized. Compared to other young natlons, emigra-
tion to StarMech space was very low. The region’s reliance on
robotic technology grew, and the Starmechs enjoyed the bene-
fits of a large, artificial work force: time for recreation and play.

When the First Galactic War erupted, the inhabitants of the
region were caught off guard by the intense conflict. Military
reatdiness was a foreign idea. The region wasn't a primary ob-
jective for forces on either side of the war. The greatest threat
to the colonies came from pirates, who saw the war as a time
to loot and pillage the undefended.

Despite the constant atirition of the weak, the colonies took
the first steps toward cooperation and unification. As the war
marched toward its conclusion, StarMech and the other re-
glonal powers formed a mutual defense force and patrolled the
region, preserving a tense peace for all of the new colonies. In
23182, the war ended after thirteen bloody years.

In the following months, diplomats wrangled for advantage
in the Treaty of Earth. At the time, StarMech Inc’s leadership
wanted to use its robots to conquer the surrounding colonies.
To do so, it needed permission from great powers that might
intervene, especially the Thuldans and the Orlamus. The post-
war treaty did more than define borders between the new pow-

ers; it determined what the powers were. Since no frue power
existed in the Taurus sector, it was to be divided among its
neighbors, StarMech Inc, pulled in favors and staged one of its
infamnous, often deviant, parties. Legend claims that when the
diplomats awoke the next morning, StarMech had the signa-
tures to guarantee a diplomatic coup. Partly through pure so-
cializing and partly through closed-door arbitration, StarMech
convinced the other treaty signatories to recognize the Collec-
tive as one of the 26 great powers. In 2312, the Collective was
born as a nation, at least on paper.

In practice, the Collective remained a fiction for more than
a decade. Over time, though, StarMech technical expertise paid
off in unexpected ways. First, the corporation had thousands of
construction orders to fulfill-and at reduced prices, as part of
the deal that it had signed to secure its status as a recognized
nation. With contracts flooding in, the overworked robots and
their builders had little time fo unify their neighbors. Besides,
outfitting an army of conquest didn't fit StarMech’s pleasure-
seeking culture. Instead, for the next two decades, StarMech
and its robots built hundreds of high-quality driveships.

At first, StarMech's smaller neighbors were understandably
nervous aboul StarMech’s plans. Many were angry at being in-
cluded in the Collective, which they rightly considered a bu-
reaucratic creation. But as the years passed, StarMech's
economic ties with its neighbars grew ever tighter. Even after
the treaty commissions were filled, the quality of StarMech
workmanship kept an economic boom going, and both materi-
als and personnel were desperately needed in the shipyards,
Fortunately, it was faster and easier to negotiate for new staff
than to form a battle fleet. The Collective pulled together, and
by 2331, it was not just a map sector; it was a stellar nation.
Soon StarMech driveships set out to explore the galaxy.

THE SeconD GaLacTic WaRr

To a nation still struggling to bring its members together, still
forming its first navy, still obsessed with feeding personal plea-
sures and amusements, the Mutant Uprising was an unrivaled
cataclysm. StarMech’s members, caught up in carousing, were
among the few who did not see the war coming. Their long-
standing reliance on robots proved unfortunate as well, war-
rior robots fared poorly against well-armed soldiers.

Losses were acceptably low in the first years of the war,
until the collapse of Sothver Industries, a StarMech neighbaor,
brought the Thuldan Empire to Starmech’s border, Faced with
overwhelming force, the Collective’s military fell back, aban-
doning systems to buy time to construct more ships. In 2361,
the Higunmors proposed an alliance, and the Orions and Orla-
mus pramised suppart-or at least neutrality—during the Thul-
dan invasion. With only one enemy to focus on, StarMech
forces halted Thuldan advances by the turn of the century. The
StarMech-Thuldan frant was one of the fiercest in the war, and
losses on both sides remained high until the end.

TobpAy

The Second Galactic War saw the loss of 40% of StarMech’s
former territories, and the shrunken nation struggles to pull #t-
self into shape. Many valuable star systems were lost to the
Thuldans, including ravaged Delight, Tallis, and even Liber
once the economic and political center of the Collective. While



the Collective has relocated its capital to the planet Chance, re-
building its current territories will be the effort of a lifetime, In
an effort to share the burden, StarMech CE0 Adam Spiner do-
nated several sectors of ravaged planets and battlefields o the
Galactic Concord Neutrality of Concord Taurus. In the process,
he reduced the Collective to one of the smallest nations in area.

Today’s Collective embraces a level of unification and orga-
nization that only two galactic wars could bring. The rule of the
Collective is finally recognized throughout all af StarMech
space. Still, the destiny of StarMach Inc. would have surprised
its founders, Although the Collective retains the pretense of cor-
porate existence, StarMech's disorganized neighbors never ac-
cepted the transition to a corporate way of life. The Collective’s
leadership found it necessary to form a de facto republic.

Every citizen of the Collective is also a shareholder in
StarMech, Inc., possessing ane share of the company and the
ability to elect the administration. The Caollective society grants
most democratic freedoms to its citizens—freedom of speech,
religion, and leisure is taken for granted. But the Collective re-
tains its corporate roots. The Starmechs vote for leaders who
hold offices such as CEQ, CFO, and COD: the elections are
called “shareholder referenda’ Starmechs also vate to appoint
members of the Board of Directors, which oversees the execu-
tive officers and heads the judicial and legislative departrents
of the Collective.

The Collective’s econamy walks a delicate line between free
republic and corporation. Independent traders and small car-
porations exist throughout the Collective, sometimes even com-
peting with an official division of the StarMech Collective itself.
Still, the Collective's economy, independent or tied to the cor-
poration, relies on the superior workmanship and production
facilities about planets such as Chance. StarMech shipyards are
rightfully the pride of the Collective and the source of most of
its interstellar trade, While the StarMech specialization has ere-
ated a dependence on interstellar trade, the high guality of
StarMech material has created de facto allies out of several
stellar nations, especially the affluent Higunmar Star Consor-
tium. No one wants to see StarMech robotic shipyards cease
operation.

The StarMech military has been rebuilt since GW2. Taday,
StarMech boasts a young and new navy easily able to defend
the Collective’s borders, StarMech military vessels, like all
StarMech craft, are at the leading edge of starship design, with
systems and sensors of unrivaled sophistication. More impor-
tant, to StarMech minds, is the unquestioned reliability of
StarMech engineering; their ships never fail to pass inspection.
As StarMech naval forces grow, many Starmechs see a day
when fortune may smile, and they may take vengeance on the
Thuldans. Three new loriress ships are already being assem-
bled by the nation’s robotic fiting yards.

In the Verge, StarMech's control over the Tendril system is
still a matter of some dispute, but StarMech hopes to resolve
the matter legally. In addition, it has sent robotic scouts to all
nearby systems to establish additional footholds in the region.

PLAYING A STARMECH

StarMech engineers conceive brilliant theories, unorthodox de-
signs, and fantastic models. Then the robots do the work.

The Starmechs enjoy the opportunity to have a good time, They
don't suffer from any overpowering need to collect material
possessiuns, ar even to acquire wealth. Neither do StarMech
citizens separate themselves from the galaxy and seek mean-
ing in abstraction and exploration of arcane theories. What they

do have is a special cleverness that goes into manufacturing
ships and robots. StarMech construction and engineering ro-
bots fulfill most of the needs of the society, and Starmechs are
comiortable with their mechanical servants, treating them as
other cultures treat dogs or children, Most Starmechs prefer to
travel with at least one robot servant.

StarMech culture lives and breathes in the technical ad-
vances of the day. For instance, they seem mare comfortable
when surrounded by their own robotic creations rather than
other humans. Even Starmechs who never leave the planet of
their birth appreciate the StarMech devotion to the engineering.
They're baffled by foreign cultures, such as the Hatire, which
reject technical advances. How can one reject the instruments
of creation? The applications of robots in industry, especially
heavy industry, fill all corners of StarMech society.

Ultimately, Starmechs accept that the world is run for profit
Most will admit that their frolicking, no matter how attached
they've became to it and no matter how enjoyable may be,
can't form the basis for a real existence. Most Starmechs in-
stead dream of the realization af the next ship, the next build-
ing, the next project, and the next hope to bring into reality. Not
that a Starmech necessarily wants to get started on that glori-
ous project right away. ldleness and unemployment among the
Collective are common, despite the constant work to be done.

Given the lack of a StarMech work ethic and the acceptance
of technology in all parts of their lives, the Starmechs would
seem to have litle need for religion. Ironically, most Starmechs
do profess a religious affiliation, with Humanity Beformation
and Old Earth faiths claiming the largest followings.

Finally, although Starmechs have a fierce interest in sci-
ence, most also have an odd streak of superstition. A Starmech
expects terrible events to follow breaking a reflector, crossing
green and yellow wires, and making a red starfall. Many
Starmechs have their own quirks of superstition; even their ro-
bots are sometimes programmed to take these into account,

GAME BENEFITS
StarMech’s excellent educational and occupational training give
the Starmechs a natural flair for all things technical. [uring
play, Starmechs receive a -1 bonus to any use of the Techni-
cal Science broad skill or any of its specialty skills.

In addition, many Starmechs are prone to the excesses of
hedonism, withdrawing from the real world in favor of lavish
parties, inebriation, and sensory excess. At the player’s aption,
a Starmech hera may take the (blivious flaw and gain double
the usual skill points (8). While many Starmechs seem dis-
tracted, others pursue their pleasures obsessively. These he-
roes may take the Obsessed flaw and gain 4/8/12 skill points,
depending on how much time the hedonist devotes to physical
pleasures.




THULDAN EMPIRE

“The future of mankind is a burden we cannot refuse.”
—Emperor Gregor Eent, 2365

In terms of size, age, military strength, and self-opinion, the
Thuldan Empire ranks first among the stellar nations. The suc-
cess of the empire rests on the fierce patriotic spirit that infuses
Thuldan society. The Thuldan Empire has proven itself in
dozens of conflicts without a defeat; the Second Galactic War is
its first battle “lacking a victary”

HISTORY

[n the wake of humanity's departure fram Earth, one of the first
space-born cultures to rise was the Thuldan Empire. The be-
ginning of the 23rd century marked an explosion of humanity
from the cluster of stars around Sol. [n those early days, even
a small stardrive facilitated the founding of dozens of calonies,
Many of these fledgling colonies maintained strong ties to the
Earth-based nations that spawned them; athers, funded pri-
valely, gained a rogue independence early in their existence.

Gregor Kent had risen to become one of the wealthiest ty-
coons of the era. Already his power had grown to eclipse gov-
ernments, and he dictated policy for much of old Europe. As
Thuldan legends tell it, Kent was concluding a multitrillion dal-
lar deal to bankroll a stellar expedition when he experienced
“the Vision” For 28 hours Kent lay on the floor of his palatial
offices, silent except when refusing offers of water, food, and
medical care. When Kent emerged from his darkened cham-
ber, he declared, ‘I have seen tomorrow” The media mocked
his press releases and his predictions of space-based king-
doms and nations. No colony, public opinion held, could sur-
vive in space without support from Earth.

Thuldan epics tell the story. Bent despaired of humanity’s
folly and lack of foresight, He lamented that in his vision of to-
maorrow, no one would be able to lead humanity, to guide it for-
ward to meet the challenges of space. Kent resolved that if one
man could make a difference, he would. Nathing must stand in
the way of mankind's future. Taking control of the stellar expe-
dition he was funding, he poured all of his immense resources
into the foundation of a new home where humanity’s next gen-
eration of leaders could blossom. For the first time, a fleet of
stardrive-equipped vessels left for the stars.

Kent didn't ook back. No Thuldan textbooks point out the in-
human drive that allowed Kent to seize contral of the expedi-
tion and oust its former administration. Aumors abound about
the tactics Kent employed to command his employees and their
families to follow him into the unknown.

Traveling more than 50 light-years from Earth, Kent estab-
lished an independent colony on the planet Thuldan. The em-
pire recognizes Sept. 1, 2263, as Founder’s Day. Coincidentally,
the arrival on Thuldan Prime fell on Kent's S0th hirthday. The
Thuldan Nation—a decade later the Thuldan Empire-was de-
clared, with Kent its leader and eventually its emperar.

The empire grew quickly. Only 10 years after the founding
of the first colony, five excursion fleets left the planet Thuldan
to extend their Emperor’s sphere of influence. A dozen colonies
were accepted into the Thuldan fold after a short period of
reeducation. These times of adjustment remained violent; trag-
ically, Emperar Kent ohserved, many died in the struggle for
humanity’s advancement. Rumors abound about the Empire’s
early years and the measures needed to establish an indepen-

dent colony so far from Earth; some even claim that the Thul-
dans discovered a sentient alien species that helped them sur-
vive. In any case, the species has never been seen and ils
existence remains Unproven.

It is a quirk of history that the Thuldan Empire, conceived
in a burst of aggressive expansionism, has yel to end. In the
First Galactic War, the Empire took on a leadership role among
the young stellar nations against the Earth-based Terran Em-
pire. Mare than 100 systems fell under Thuldan control eco-
nomnically and militarily. When GW1 ended in 2312, the
independence and influence of the Thuldan Empire was estab-
lished. Militarily, the empire was among the strongest of the
stellar nations of that period. The influx of hundreds of colonies
ensured that the Thuldan Empire would remain forever inde-
pendent. Emperor Kent died in his sleep in 2317, content that
his creation would one day guide all of humanity.

THE SEcoOND GALACTIC WAR

The Empire’s growth continued unabated during the period be-
fore the Second Galactic War, Thuldan explorers pushed the
borders of the Empire farther and farther away fram Old
Space, and skirmishes with other stellar nations helped to in-
crease Thuldan holdings. Emperor Decret saw another war on
the horizon, and the Thuldan military-industrial complex, al-
ready gigantic, consumed world after world of resources. The
size of the Thuldan navy and war engine grew,

With the outhreak of war in 2346, the Thuldan Empire be-
came an aggressor. By 2356, Sothvec Industries, the Anarchist
Union, the Sultanate of Fomalhaut, and the Taurean Star Re-
public had been swallowed whale, their planets occupied and
their populations forced to adapt to Thuldan ways or face fm-
prisonment and extermination. Battle lines were drawn with
other stellar nations, especially the newly formed Solar Union,
and the Empire's advance slowed. Two decades into the war,
the weakest stellar nations had been wiped out, and those that
survived commanded formidable fleets and armies.

The formation of the great alliances oceurred during this
period. With his health beginning to fail, Emperor Decret
reached an accommodation with one of the Empire’s enemies,
the Hatire Community. In return for a cessation of hostilities, the
Hatires joined the Thuldans in their campaigns and conceded
several cantested star systems to the Empire. Meanwhile, Oe-
cret revealed his greatest diplomatic coup in 2361; Void-
Corp, one of the great powers, allied itself with the Thuldans,
as did the Dreth Commonwealth and the Nariac Domain. Decret
proclaimed the formation of the Expansion Pentad.

Soon after, the Thuldan Empire reached its greatest extent
to date. At its height, the Empire controlled the areas now
called Concord Sagittarius and Concord Taurus. But other al-
liances had formed to oppose the Empire, and Thuldan supply
lines were growing very long. In 2415, for the first time, the
Empire was pushed back, and the war settled down into a long
campaign of attrition,

TobAY

Emperor Hegist rules with an iron hand. All decisions that af-
fect more than a single star system remain the emperor’s to
make. For more than a decade, Regist has faced down at-
tempted coups and assassinations following his decision to



make peace in the Alkald Conference of 2465. Much of the
Thuldan military was reluctant to accept a war that ended with-
put victory—and to accept the surrender of land the Empire had
gained. One of Hegist's most difficult tasks during the seven
years between the Alkaid Conference and the signing of the
Treaty of Concord was convincing his own people that a ces-
gation in hostilities was necessary, at least in the short term.
Today, Hegist rules untuestioned. Already 170 years old and
still healthy, he is likely to rule for another decade or more.
Even so, he has yet to follow tradition and name a successor.
Since he has no clear heir, the turmaoil following his death could
tear the Empire apart,

In strength of arms, the Empire remains the clear leader.
Sevenleen fortress ships and more than 200 capital ships bear
the Thuldan flag. In addition, all driveships built in Thuldan
space—from the lowliest freighter to the richest passenger
liner—must carry armaments of use to the Thuldan military. In
terms of sheer manpower, the Empire has enormous reserves.
Legally, every Thuldan citizen answers to the military, and all
adult Thuldans hold military rank and are subject to military
orders.

The capital of the Empire, referred to as Thuldan Prime,
consists of five habitahle planets orbiting a single star. The ter-
raforming effort that altered the orbits of three planets is con-
sidered one of the wonders of the galaxy; it nearly bankrupted
the Empire during the Interbellum. Home to more than B0 bil-
lion men and women, Thuldan Prime serves as the political
and intellectual center of the Empire. Thuldan power emanates
from the homewaorld in a highly centralized pattern; systams
farther out from the homeworld receive progressively less at-
tention. Given Thuldan Prime's location in the heart of Old
Space, notions of imperialism central to the Thuldan belief sys-
tem~spreading Thuldan influence out evenly in all directions—
meet stiff resistance from other stellar nations. While Thuldans
remain interested in exploring new worlds, they are maore in-
terested in fulfilling Kent's Vision. Humanity must be unified.

In service to that destiny, the Thuldans’ definition of hu-
manity has widened. Thuldans see nothing wrong with genetic
engineering, as long as these improvements are properly har-
nessed. The Thuldan military has altered many of its citizens
for missions ranging from assassination to terraforming. Thul-
dan medical science is the most advanced known.

Thuldan philosophy doesn't leave room for deviation from
the vision's path. Dissidents, though common in systems far
from Thuldan Prime (including those in the Verge), are by de-
finition traitors to humanity’s future. Similarly, the Thuldan at-
titude toward aliens remains less than liberal. At best, alien
species are servants to human destiny. If they do not adapt and
accept the Empire’s vision of a unified human state controlling
all of the Orion Arm (and one day the galaxy), they will be
eliminated.

The Thuldans are expanding aggressively in the Verge, re-
shaping Filtrane Island on Bluefall in the Aegis system, fighting
a proxy war through their puppet state an Alitar in the Algem-
ron system, and settling new bases elsewhere. The Thuldan
military’s interest in the Verge shows no sign of dwindling.

PLaying A THULDAN

Thuldans stride from world to world with pride and patriotism,
and more than a bit of arrogance. Thuldans are self-confident
as a matter of course; in every conflict and war they've ever
waged, even the painful Second Galactic War, the Thuldan ex-
pansion has continued. Of course, Thuldans can understand

that many of their stellar neighbors choose to insult or depre-
cate the Empire’s goals. Envy is a common human trait.

The reputation that Thuldans have for tough skins, strong
arms, and coarse behavior rings true. Few Thuldans go
through their first two decades without strenuous physical and
military training. Even preschool Thuldan educators have the
souls of drill sergeants, quickly orienting their young charges
ta the methods of the Empire. From an early age, Thuldans are
taught the importance of the chain of command, and the ab-
solute need to follow orders from superior officers.

Most Thuldan youths dream of joining the Legions; those
who don't are encouraged to keep their weakness quiet. Epic
poems, art, and stories of conguest fill Thuldan society, and the
Legionnaires are always shown in a halo of glary as befits
Thuldan champions. Indeed, the nation is proud of the Legion's
history of conguering, sometimes destroying, dozens of sys-
terns. Of course, few Thuldans ever realize the ambition of be-
coming Legionnaires. Most Thuldans serve only two years in
the military before mustering out. The same military training,
however, ensures that proficient and skilled Thuldan merce-
naries serve in armies and navies throughout the galaxy.

Fortunately, Thuldan strength stays focused on the goal of
Kent's centuries-old Vision. That the galaxy will be united
under solid leadership Thuldans have little doubt, but the re-
cent war has made clear the impartance of consolidation. Over
the past two decades, the reconstruction of dozens af Thuldan
waorlds has begun. Meanwhile, Thuldans continue to search for
new resources and military technologies. To many in the Em-
pire, the current peace is only a cease-fire,

The reverence in which Thuldans hald their founder and his
Vision leaves litle room for the cultivation of religious belief.
Nevertheless, canverts have flocked to the Hatire faith over the
past century as Its missionaries link concepts of human purity
and cultural unification. Today, almost a third of the Thuldan
population professes a Hatire faith, and that number continues
o grow.

GAamME BENEFITS

Widespread genetic manipulation and centuries-long breeding
programs have toughened the Thuldan physique. Mareover,
the Thuldan drive for perfection has encouraged ambitious
Thuldan physical education. These programs rival the depth
and enthusiasm that other nations devote to “useless” academic
pursuits. During hero creation, Human Thuldan heroes have
maximums of 15 in Strength and Constitution, although they
still receive B0 ahbility points,

Thuldan efforts to improve the human body have borne fruit.
Thuldan medicine and understanding of human biochemistry is
unmatched. Thus, all Thuldan mutant heroes reduce their num-
ber of drawback points by one.




GHIGN

*The Union of 5al welcomes you to the Earth metropaolis. While
visiting the cradle of humanity, please remember that camping,
collecting, farming, fishing harvesting, hunting gathering, li-
tering, loitering, mining, setlling smoking, violence, apd any
disturbance of the natural environment are not permitted on the
surface. Enjoy your stay.”

~Starport Supervisar Irene Liy, 2501

The Union of Sol rests at the core of humanity. The hub be-
tween all of the stellar nations, it remains a center for trade,
diplomacy, and intellectual pursuits. Whatever other stellar
nations may claim about their place in the galaxy, man is Solar.
Humanity has not sailed so far or so wide as to forget its ori-
gins, and Earth is the mutual center. And it shall remain that
way, so say the Solars.

That Solars are arrogant nationalists has never been dis-
puted. Neither has the nation’s place in humanity’s past and
present.

MISTORY

The history of the Solar Union is the history of mankind, the
description of which fills libraries of electronic files. Until the
22nd century, the history of man is the history of Earth, and
not until the 23rd century can one attempt to claim that men
and women lived and died independent of Earth's influence.
Warfare between nations and eventually corporations contin-
ued all the while, and many historians consider humanity lucky
to have survived long enough to discover the stardrive. Now,
humans have ensured the survival of the species by spreading
throughout this region of the Orion Arm. While utopians and
radicals fled the Sol system and eventually declared their in-
dependence, life continued on Earth.

Earth nations poured their own resources inio space even
while continuing their intense competition. Gradually, the su-
perpowers devoted more and more resources to the coloniza-
tion of space, and the systems near Sol all fell under Earth's
direct control. Farther out, independent colonies grew at a
feverish rate, and the new colonies gave birth to new stellar-
based powers. 50 many newly explored planets held human
life that by the mid-23rd century, Earth’s leaders could no long-
er control them. To further muddy the waters, the stellar colo-
nies declared a desire for independence from the homeworld

In 2250, the Terran Empire was declared. The Proxima
conflicts lasted only a few years; openly defiant systems wers
systematically brought to heel. The Terran Empire and its Im-
perial Council claimed the right to govern all human affairs.

Although the Proxima conflicts discouraged political agita-
tion for the next 20 years, the Terran Empire was a failure
from its conception. Earth's nations continued to bicker over
power and seat assignments on the Imperial Council even as
the fledgling stellar nations sought their own representation.
More and more of Earth’s populace left the earthbound rival-
ries behind by fleeing into space.

In the end, the Asiatic Union seized control of the Imperial
Council by co-opting (one way or another) more than hall of
the council's 100 voting members. Ironically, the move was
only possible because most of Earth's superpowers had relo-
cated their capitals to the stars. Still, the leadership of the early
Asiatics was refined and benign; & multitude of cultures
thrived. At the same time, final steps were taken for the pro-

tection of Earth's hiosphere. By then, Earth was the warldwide
metropolis that modern Solars know today, & ball of mud en-
circled by water and asphalt. The council instituted strict mea-
sures to prevent further erosion of Earth's environment.

The new leadership did not, however, show any leniency
toward the upstart colonies, The Terran Empire put down sev-
eral rebellious colonies that refused to acknowledge the dic-
tates of the councll. The military might of Earth and ifs tightly
held neighbors could easily match the strength of half the
growing stellar nations. But as their power and stahility con-
tinued to grow, the stellar nations demonstrated more and
maore cantempt for the Imperial Council,

The Thuldan Empire was the first to claim independence in
22898. Although the Empire was one of the strongest of the
stellar nations, the move was unexpected, given the constant
Thuldan speeches crying for humanity’s unification. Instead of
a swift military response, the Imperial Council rattled its saber
and tried to cajole the Thuldans back into the fold. The postur-
ing lasted for more than a year, and most of the new stellar
nations took the Council’s reluctance to attack as a sign of
weakness. Dozens of the tiny star-born nation-states threw in
with the Thuldans, and the First Galactic War began.

If the stellar nations had kept to their unified purpese, the
war would have quickly ended. Instead, the nations spent al-
maost as much time fighting one anather as they did fighting the
Terran Empire. After 12 years of war, the Imperial Council ca-
pitulated and recognized the independence of the stellar
nations, The Treaty af Earth dissolved the Terran Empire and
replaced it with the 26th stellar nation, the Union of Sol

THE SeconD GALACTIC WAR

The new Solar Council had no desire to enter into another war
a short 30 years after the first was concluded. The Union of Sol
had just finished decade-long reconstruction projects on Earth
and in the nearby ring of systems. Solar vessels for the first
time had joined in the exploration of the deeper reaches of
space, visiting sites as far off as the Verge.

When the war opened in 2348, the Union immediately de-
clared neutrality. For almost two decades, the Solars held onto
that neutrality. The Solar defense forces kept incursions and
skirmishes to a minimum while Solar industry went to work to
increase the size and strength of the Solar navy. With the cre-
ation of the Expansion Pentad in 2361, the nature of the war
changed for the Solars. The Thuldans had already crushed
several of their neighbars, and the Solars thought—correctly—
that they would be next on the Thuldans’ list. The bad blood be-
tween Solars and Thuldans was already a century old. In



respanse, the Union of Sol formed the Profit Confederation with
the Higunmor Star Consortium, Austrin-Ontis Unlimited, and
StarMech. With the aid of its new allies—and sometimes the as-
sistance of the FreeSpace Alllance—the Solars pushed the Thul-
dans back. It was ironic that when the war finally ended in
2472, the Solar Union had grown by 20%.

TobAy

When the Union of Sol formed in 2312, many of the institu-
tions of the Terran Empire survived. The Solar Council oper-
ates with much of the old Imperial hierarchy. After the war
ended, for the first time colony planets held more seats than
those given over to Earth itself. Today, Earth still controls 42 of
the 100 seats, and many Solar colonies are unrepresented at
the highest level of government.

One decisive change in the Union was the anointing of a
chief executive, the Sunlord. A charismatic figure in the [mpe-
rial Councll, Jimol Gatanita, became the first Sunlord, and after
his death the position became hereditary. For the most part, the
Sunlord is a figurehead: he performs the role of public spokes-
person for the Solar Council’s decisions. The military reports
directly to the Council, and the Sunlord’s legal powers to check
the Council are seldom exercised. The Sunlord's actual function
is to act as the Council’s foreign minister, meeting with heads
of state to iron out political and economic agreements. The cur-
rent Sunlord is Acron Gatanita. His daughter, the temperamen-
tal and ambitious Princess Cestre, will become the first femals
Sunlord as soon as Acron retires, possihly within the decade.

Despite internal calls for disarmament, the Solar Union re-
tains a strong fighting force. Military service is voluntary, but
generally considered a position of honor and a prelude to a life
of public service in the Solar government. Traditionally, the
Sunlord and his heirs spend at least a few years in the navy.
Younger sons and daughters of the Sunlord's family have been
known to make a career of the military; whenever a visitor to
the Union asks about *Admiral Gatanita,” a Solar must respond
“Which one? Ten fortress ships bear the Solar flag; the first
and largest of these, the Aiky, is also the Sunlord’s flagship in
times of war.

The Solar economy is amang the healthiest, Earth’s location
at the center of explored space still makes it an ideal trading
and diplomatic center. Solar planets tend to have large, edu-
cated populations, but few resources. Solar mining corpora-
tions, for example, swept the solar system’'s moons and
asteroids clear of valuable materials almost a century ago. The
Solar economy has evolved to focus en manufacturing and
services; raw malerials are imported for refinement and man-
ufacturing. Solar financial markets run second only to the
Rigunmors’, and since the Earth financial market doesn't move
as the Star Consortium'’s does, many favor it over the mohile
Rigunmor financial centers,

Surrounded by history, the Solars are often accused of ar-
rogance and self-centeredness. It is a claim that Solars are
quick to refute, citing their interest in helping all of humanity
find diplomatic solutions to its problems.

That desire to serve as the galaxy’s diplomats has made the
Solar relationship with the Concord difficult Most Solars view
the creation of the Concord as entirely unnecessary. After all,
the Union of Sol, as the center af humanity, ts perfectly capa-
hle of fulfilling the Concord's charter. This new upstart, say the
Solars, is a subtle insult. Solars rarely miss an chance to up-
stage a Concordan on issues of charity, policy, or governance,

The Solars’ interest in the Verge is centered on the Lucul-

lus system, where they have gained basing rights in exchange
for recognizing the system’s independence, The Solar Fleet is
aggressively searching for a new hahitable planet and may de-
velop arfuatic colonies on Dione if no better site is found.

PLAYING A SoLAR

With nearly 60 billion sentients on Earth and mast habitable
waorlds experiencing acute problems of overpopulation, Selars
are accustomed to a crowded, urban lifestyle. As necessity
pushes planetary populations thousands of meters below or
ahove the ground, or ultimately into space, the stellar nation at
the center of humanity faces unique challenges.

As the caretakers of Earth, Solars are surrounded by his-
tory. Over 4,000 years of recorded history passed before men
and women left their homes for the stars, and only the Solars
can truly appreciate the ties to the past. As a result, they have
radical environmental goals, To preserve Earth’s surviving na-
tive flora and fauna, they forbid any interference by humanity
in the Union Preserves. On Earth and the colony worlds they've
discovered and setlled, Solars display the deepest respect for
ecological issues. In many cases, they do more than preserve
native creatures; they restore damaged binspheres and ensure
species survival by elaborate stewardship arrangements.

Even while aggressive steps are taken to prohibit the loss
of natural treasures, Solars protect Earth’s cultures. Human
histary is filled with examples of extinct and endangered cul-
tures. Today, years after humanity left Earth behind, Solar com-
munities and individuals attempt to preserve the human
cultures of Earth, Many Solars adopt the lifestyle and fashions
of a lost age, such as the precolonial Aztecs, imperial Japan,
independent Athens, or 17th-century France. Ethnic origin
plays a role, but many Solars join cultures outside their own
heritage. Since most Solars take part to some degree, almost
every culture that ever was finds representation in the Union.

0f course, if the Union is to survive, it must look to the fu-
ture as well as the past. Only the most radical Solars com-
pletely abandon modern technology in their devotion to ancient
cultures. Most Solars strike a balance between the culture they
grew up in, and the demands of the present day. Though So-
lars care about the past, Solar driveships also roam the edges
of human space, seeking new frontiers and new resources for
the overpopulated and resource-hungry nation.

Solars show great respect for native life forms, but they
rarely tolerate mutants and genetically altered humans. Some
attribute this attitude to the Solars’ sense of historical and cul-
tural stewardship. Others point to the Solars’ long dislike of the
Thuldans, whom the Solars consider litlle more than filthy mu-
tant freaks, Thuldans and others don't answer the Solar higotry
directly. Whatever the reason, genetically altered humans are
usually given a very hostile reception in Solar space.

Solar diversity doesn't seem to be harmed by its dominantly
Japanese leadership, and religious freedom is widely accepted.
Oid Earth religions remain the most commaon. The younger re-
ligions have met with small, but growing, success.

GAME BENEFITS

The richly diverse and well-developed Solar people benefit
from a culture full of talented citizens unweakened by extreme
specialization. Tb represent the diversity of the Solar people,
Solar heroes start with a total of 62 points to assign to Ability
Scores rather than the usuval 60, Nevertheless, Solars must
abide by the human maximurmn of 14 in any Ahility Score.




VOIDEORP

“VowCorp does not grant the clemency request af assistant

manager FH327 74USK (Catherine Howe). VomCose hereby

terminates FH327 74USK’s contract effective immediately.”
~Vice President ZM325 34HIW [deleted) 2499

Space is chaotic and unpredictable. Although humanity may
never be ahle to fashion stability in the stars themselves, il can
put its own house in order. Only when order is maintained is
humankind free to pursue goals of profit, advancement, and
societal growth. Only in the stellar nation called VoidCorp can
one find such order, and it is that very order which explains the
economic and political leadership of VoidCorp in the galactic
community. Or so claim the corporate brochures.

HISTORY

VoidCorp traces its roots o a corporation born in the late
20th century, Originally a software company, VoldCorp's an-
cestar Microtel grew into Earth’s largest and most powerful
corparation. When the 21st-century wars between corpora-
tions, nations, and superpowers hroke out, the corporation in-
vested in dozens of industries while maintaining its supremacy
in computer systems. With a virtual monopoly on the market,
the transnational corporation wielded power greater than that
of many nations, and attempts to break it met with vinlent fail-
ure, By the end of the 21st century, VoidCorp’s precursor
had secured a position as the most powerful corporation on the
planet. It had already gained its reputation for ruthless business
practices and territorialism.

With the beginning of exploration into human space, a new
corporate division came into existence. The new division,
VoidCorp, was stocked with the most talented Employees.
Granted vast resources, the VoidCorp mission was explicit
and direct: carry the stellar corporation into space. Out among
the stars, VoidCorp had the opportunity to found an au-
tonomous collective free of interfering governments. At last, the
corporation could define every aspect of the new state.

The corparate plan met with great success, VoidCorp em-
ployees sattled dozens of star systems, and in 2193 VoidCorp
developed the first drivesats to link its star systems together. Of
course, some VoidCorp Employees were shocked as the car-
poration took the final step: Personnel, long listed as a corporate
assel, became property of the corporation. Iis internal strength
assured, VoidCorp grew much as any nation in space.

Humans were not the only servants of the corporation, In
2274, a VoidCorp vessel landed on Sheya, the largest moon
of the system’s fourth planet. There, project leader 11795
43IWQ (Erim Ollander) had first contact with the alien species
known as the sesheyan. JT795 43IWI) negotiated a contract
with the species. All sesheyans are held to the Sesheyan Com-
pact: In return for the benefits of technology and the freedom to
leave their own planet, the sesheyans were named VoidCarp
Employees in perpetuity. In essence, they became subject to all
VoidCorp corporate rules and VoidCorp authorities, and each
sesheyan was assigned an Employee [dentification Number.

In VoidCorp space, every child, human or sesheyan, is a
VoidCorp Employee from the moment of birth. VoidCorp
Employees attend corporate schools and corporate colleges,
compete in corporate athletic and academic games, and take
their assigned places in the corporate structure,

Within two generations, the remaining vestiges of Old Earth

ties were erased. One of those ties was to VoidCorp's parent
corporation. When the First Galactic War erupted in 2288,
VoidCorp took up sides with many of the colonies of space
against the Terran Empire and the superpowers of Earth. The
VoidCorp leadership had long ago relocated itself from Earth
to the planet Catalog to take a hands-on approach, and Void-
Corp brought with it all of its parent’s stellar assets. As a re-
sult, a civil war was fought on economic grounds. The parent
corporation bankrolled the Terrans’ forays into VoidCorp
space, and VoidCorp retaliated with the ald of neighbaring
states. The war lought between VoidCorp and ils parent cor-
poration in cyberspace was the first of its kind.

At the end of the war, VoidCorp claimed victory. Its par-
ent had depleted its financial resources, and collapsed under
the relentless attacks of its former employees. VoidCorp was
named one of the 26 stellar nations in the Treaty of Earth.

In the years after GW1, VoidCorp tightened control inter-
nally even as it expanded externally. In 2330, an official cor-
porate memo forbade Employees from ever leaving the
company. Ironically, the memo didn't mention even death as a
valid form of leave-taking; the memo was eventually called the
Death Oath. At the same time, the edges of VoidCorp ad-
vanced farther from Sol than those of any other stellar nation.
Management demanded more and more raw resources and
hoped to discover another client species.

THE SEcoND GALACTIC WAR

Such aggressive inclinations led directly into the second war
between the stellar nations, Just before the war, VoidCorp
signed alliances with two of its neighbors, the Narlac Domain
and the Dreth Commonwealth. Both became client states under
the leadership of the big corporation, and VoidCorp borders
were secure. Although Higunmor and Solar Union forces oc-
casionally raided VoidCorp territories, its planets survived
the first three decades of the war largely unscathed. In 2361
VoidCorp joined the Expansion Pentad. The Higunmaors shat-
tered the Dreth Commonwealth in 2380, and VoidCorp losses
rose as it took over that front of the war. Expenditures reached
heights that drained even VoldCorp’s immense treasury.

Unknown to most VoidCorp Employees, the worst was yet
to come. Insight, a corporate division responsible for Grid and
software design, had grown disillusioned with VoidCorp. For
decades, Insight provided the FreeSpace Alliance with infor-
mation about VoidCorp plans and battle tactics. During a Grid
battle between the Orions and VoidCorp in 2433, shadows of
the Inseers handed the Orions the victory. In 2460, Insight
grew tired of waiting and declared its independence, claiming
the area of the former Dreth Commonwealth. As VoidCorp
readied its response, the rebels countered by crashing the Grid
upon which VoidCorp relied. History repeated itself as a cor-
porate division once again spun off into autonomy,

TobDAY

VoidCorp remains at heart unchanged. It has retained its cen-
turies-old focus on computer software, hardware, and the Grid.
Its draconian practices still form the most regimented way of
life known to man. To VoidCorp management, this structure
is the most advantageous avenue for profit. VoidCorp Em-
ployees, raised in its culture, accept it as a fact of life. Indeed,



when Insight broke off, most VoidCorp dissidents Ieft with it,
and now VoldCorp homogeneity is greater than ever.

The VoidCorp corporate structure mirrors its business
practices. At the lowest level, Employees are litle more than
slaves. [Over 70% of the population fits this mold. Once in a
skilled or managerial position, Emplovees grow intensely com-
petitive. The society succeeds, evolves, and holds itself together
through struggle. Inferiors expect denigration and abuse. Syco-
phancy, submission, and currying favor mark behavior to a su-
pervisor. When the superior is gone, machinations to gain
position take over, Political maneuvering, favoritism, and back-
stabhing are well established; informers are rewarded. Deaths
of superiors that remain unexplained guarantee promotion. Of-
ficers of vice president rank and above live anonymously.

As Machiavellian as it may sound, the systemn works.

In terms of sheer wealth, only the Rigunmor Star Consor-
tium can boast deeper pockets than VoidCorp. Thanks to its
strict hierarchy, VoidCorp can bring resources to bear more
effectively than the more disorganized, if richer, Consortium,
The VoidCorp military is recovering following Insight's
treachery. VoidCorp commands only 10 fortress ships; eight
were lost during the war—seven to Insight and another wasted
in tithe to the Concord. The prodigious VoidCorp assets are
rebuilding & dominant military. Only the tenacious corporate
will to succeed has allowed VoidCorp to weather the times.
The VoidCorp Grid, ironically updated by Insight before its
defection, has kept the stellar nation at the top.

Rule of the sesheyans continues as it has for centuries, Few
sesheyans have climbed the corporate ladder; most are pawns
working as specialist couriers, bounty hunters, or assassins.
VoidCorp executives also retain sesheyans as bodyguards.
Sesheyan attempts to win freedom are crushed whenever dis-
covered. The native, planet-bound sesheyans can only mourn
the loss of their friends who willingly serve the corporate state.

According to management, the corporate structure is the
next stage in humanity's evolution. Minor setbacks such as In-
sight's revolt are the last throes of humans resisting their des-
tiny. (Insight's existence is not officially acknowledged.)

Unofficially, the Grid war between the corparations rages
on, largely unseen, Shadow saboteurs on hoth sides scramble
to destroy relay stations, databases, and public recards. Recent
years have been filled with the results: phony press releases
from both companies, tampering with annual reports, as well
as unexplained power and data losses. Both deny being either
the instigators ar victims of any act of sabotage.

VoidCorp is extremely active in the Verge, despite the dis-
tances involved. It is pursuing legal and harassment campaigns
against the Grith sesheyans of the Corrivale system and is
busily exploiting resources, such as its gas mines on Redcraown
in the Aegis system and the refineries and strip mines of Iphus
in the Corrivale system. lts exploitation teams (resource-ori-
ented survey teams) are investigating all likely sources of raw
materials in the region. Corporate strategy dictates that the
Verge will be one of the corparation’s next great profit centers.

PLAYING AN EMPLOYEE

Rank is everything. Stop at nothing to get it. Among Employ-
ees, such statements are common, even accepted. VoidCorp
executives have expressed their opinion on the corporation’s
competitive internal hierarchy: Survival of the fittest is a sound
business strategy. Of course, VoidCorp's vice presidents and
directors rose to their positions under the same social Darwin-
ism, so they do not encourage any change to the structure.

VoidCorp is well known for its rigid corporate structure,
but most rising managers and station leaders point to their own
advancement as proof of VoidCorp's willingness to change.
Nevertheless, every citizen holds a corporate rank from hirth,
expressed in his Employee Identification Number. Each of the
676 ranks begins with a double alphabetical code, ranging
from AA, AB to ZZ. Most Employees never rise above CM sta-
tus, though valuable, skilled laborers reach L ranks. At ranks
of M and above, Employees accept management positions
whose exact duties vary depending on local departmental and
division needs. Directors usually rate at least an S rank, while
the anonymous executive officers—vice presidents and above—
merit 8 Z. Aumors claim that a single CEQ holds ZZ rank, but
his or her identity remains a mystery.

Employees can be found in every corner of human space,
often following orders they do not fully understand, or even or-
ders that contradict another Employee's orders. Despite this
reputation for faceless interaction, VoidCorp does not permit
retirement—Employees must work until death. When found, es-
capees (called “absentees’ by corporate personnel) can expect
harsh discipline, if not literal termination,

Following the failure of early atempts to implement and
contral a state-sponsored faith, VoidCorp outlawed the prac-
tice of religion. Churches have been forced underground, and
their members are severely punished when discovered. Most
Employees grow up without a personal familiarity with reli-
gious practices, and VoidCorp religious education is pre-
sented as a purely historical subject. With the exception of the
Insight-tainted census of 2481, every official poll shows that
Employee believers represent just 6% of the population. How-
ever, representatives of several faiths have commented that re-
ligious practice is more widespread than VoidCorp would ever
admit, without providing any basis for these comments.

GAME BENEFITS

VoidCorp takes steps to insure that all of its Employees are
prepared for a life in the harsh realities of interstellar husiness.
VoidCorp heroes automatically begin play with the Business
broad skill and the Business—corparate specialty skill. No skill
points are paid for these skills, and they do not count against
the maximum number of broad skills that a hero can start with.
In addition, any use of the Business broad skill or any of its
specialty skills during play, whether used in negotiating busi-
ness deals or as an encounter skill in financial situations, re-
ceives a -1 banus,

Employees are also quite competitive; as a result, VaidCarp
heroes permanently fill in the leftmost box on the achievement
track of their hero sheet during hera creation. (This achieve-
ment point can never be turned in for skill points) Thus, Void-
Carp heroes advance in level faster than other characters do,







THE GALACTIC CONCORD

‘Humanily is only as strong as ils commitment to fellowship, ad-
vancemeni, and peace. For once civilization has lost faith in its
future, then it is truly lost in the present”

—First Secretary Thomas Stern, 2472

Formed from the wreckage of the Second Galactic War, the Galac-
tic Concord stands as mankind's hope far the future. Cobbled to-
gether from the losers and leftovers of the war by the surviving
nations, the Concord s an arbiter in the affairs of the stellar
nations. The Concord has been described as humanity's jury, a
moral compass intended to keep all the stellar nations in line.

THE TREATY oOF CONCORD

The Treaty of Concord established the groundwork for the
Galactic Concord. The treaty finalized the borders between the
stellar nations, established Concord Neutralities, allocated re-
sources from the existing governments into a pool that became
the property of the Galactic Concord, protected the tsa by es-
tablishing their cluster of space as a Concord protectorate, and
created the 13th stellar nation.

The Concord was established along the same lines as other
stellar nations. Understandably, many nations feared the cre-
ation of a supernation that could one day overthrow them. The
lessons of both Galactic Wars and the secessions that came with
them were still fresh in the minds of the delegates.

The nation created by the treaty is a hybrid unlike any of the
other stellar nations. Its borders are scattered across Old Spare,
creating neutral territory between wartime enemies, Its govern-
mental bodies contain members from all of the stellar nations, each
dedicated to governing on both a macro and micro level. The Con-
cord’s military is likewise composed of members from every na-
tion and species. In the years since the war, Concord authorities
have successfully brought numerous small conflicts to a close.
Skirmishes have proven Star Force and the Galactic Marines sur-
prisingly effective after only a few years of organization.

THE T’sA
Officially, the T'sa Cluster remains a Concord Neutrality, pro-
tected from interference through the Treaty of Concard. The ex-
istence of the t'sa as an independent force in human-controlled
space is still a matter of great concern to many; humanity’s
manifest destiny to the stars is a popular concept.

The leader of the t'sa, Chaluk Chisier, is a far-sighted t'sa of
great diplomatic skill. While the t'sa have proven their unwill-
ingness to bow to human military force, they'’re not interested in
an armed conflict, either. Both Chisier and the human leaders of
the remaining stellar nations understand that such a direct con-
frontation could spark another interstellar war.

Visitors to the T'sa Cluster are warned by Concord commu-
nication drones that the tsa operate under their own laws and
that the laws of human space do not apply there. The same
message greets every visitor: “Welcome to the T'sa Cluster. Your
ship has entered the jurisdiction of the Ysa. Military vessels may
not proceed without a security escort. All other vessels should
be aware of the cluster’s customs and regulations, the details of
which are available on the Grid” In the Cluster, humans always
travel at their own risk—though the tsa are friendly, they owe
no allegiance to any stellar nation.

GOVERNMENT

The Galactic Concord is composed of five branches: executive,
judicial, diplomatic, legislative, and financial. Two branches—leg-
islative and financial—are totally autonomous from the stellar
nations, but they are also the weakest of the Concord’s divisions,
resiricted to internal operations. The judicial and diplomatic
branches are extremely powerful, but their power is checked by
appointees from each of the other twelve stellar nations. The ex-
ecutive branch has the authority to act independently, but it is
restricted from significant expansion by the treaty,

All branches of the government meet on the planet Concard,
Iocated in the center of Concord Prime. The planet is open to
visitors, tourists, and lobbyists of all species and nations, but the
Cancord's space-to-ground security is quite thorough.

GaAaLAcTIC CONSULATE
Of all the powers that the Treaty of Concord gave to the Galac-
tic Concord, the survivors of GW2 feared the diplomatic branch,
the Galactic Consulate, the most. It reminded some delegates of
the Terran Empire’s Imperial Council, whose high-handedness
sparked the First Galactic War. Others feared that the Consulate
would anly serve the greatest of the stellar nations.

The Consulate is composed of six ministers from each of the
stellar nations, plus two ministers from each of the alien nations.
The Galactic Concord itself has nine ministers in the Consulate,
though it started with only two ministers and worked its way up
to its maximum in 2496. The Galactic Consulate is currently at
its maximum size of 91.

The selection of ministers is left to each stellar nation. Many
nations appoint representatives for a variable number of years;
others serve as long as their particular political faction retains
control. The freal, by counterexample, appoint their ministers
for life. Typically, membership in the Consulate is a prestigious
position, seen as a stepping stone to power in the stellar capi-
tals. To the masses, the Consulate ministers form a modern no-
bility, the core leadership of the sentient species.

The Consulate creates laws that govern the relations be-
tween the stellar nations and finalizes laws passed by the Con-
cord Assembly. Hecent laws passed by the Consulate include the
establishment of shipping lanes throughout the Stellar Hing, the
Code of Galactic Salvage measure, and laws to punish Grid ter-
rarism. The Consulate is in session year-round.

The Treaty of Concord requires a two-thirds majority (61
votes) for any measure to pass the Consulate. As a result, most
local issues remain in the jurisdiction of the stellar nations, and
the Galactic Consulate concentrates on issues of importance to
all of explored space.

Ministers act and vote independently; it's not uncommon for
one minister in a national delegation to vole in opposition to an-
other. This is especially true when ministers are appainted from
governments containing factions vying for control. The singular
exception to this democratic process is VoidCorp, to date, Vold-
Carp ministers and their sesheyan clients have voted in a bloc
without exception. This pattern has earned them a nickname
among the Concordans; the VoidCorp bloc is often referred to as
“The Eight Gods of Happiness”

One of the Consulate’s many subcommittees, the Committee
on Verge Integration, is composed of one minister from each
stellar nation. Chaired by Undersecretary Michael Thayne



(Hm/5tarMech/DFA-19), the committee’s official goal is to bring
e Verge back into the galactic community. More practically,
each nation has ils own vision for the Verge's future.

Five of the committee’s members make regular forays into
the Verge, reporting their findings back to the other members.
Undersecretary Thayne and ministers Bruce Hale ((rion],
YC937 S9NMP (VoidCorp), Helitalia Yonce (Higunmor), and
Philosopher Karel Denisenko (Borealis) are regular visitors to the
Verge. Each maintains diplomatic offices on board the Light-
house, showing up at least once a year for tours, brisfings, and
fact-finding missions. The last few visits have concentrated on
the Hammer's Star system to investigate the destruction of the
Silver Bell colony, but litle new information has surfaced. As de-
mands for an explanation of the colony’s destruction mount,
many of the ministers are openly scoffing at the notion that aliens
were responsible.

THE FIRST SECRETARY

Elected by the ministers fraom among the Consulate members
for a four-year term, the First Secretary is responsible for di-
recting the flow of debates and votes, calling the Cansulate tn
order, sanctioning recesses, and overseeing other legislative
matters. In exchange for the power to direct the Consulate, the
First Secretary loses his or her ability to vote. The only excep-
tion to this rule is when a single vote will decide the outcaome of
an issue. Interestingly, in every election since the Concord's
founding, a Galactic Concord citizen has been elected to fill the
post of First Secretary. It seems that none of the stellar nations
.desires a competitor from an opposing stellar nation to rise to
the position. First Secretary Derek Orthen started serving his
second term in 2500.

The First Secretary can be removed by a vote of no confi-
dence by the Consulate, which requires a two-thirds majority
and which permits the Secretary to vote in his or her own de-
fense. [f the vote passes, a new First Secretary is elected.

The First Secretary appoints six Undersecretaries o assist
him. The Undersecretaries act as the First Secretary’s mediatars
and ambassadors. While they may act independently, the First
Secretary can replace them at any time. No maore than one Un-
dersecretary may serve from any single nation. Under the Con-
cord's charter, at least one Undersecretary must be an alien.

The current Undersecretaries are Princess Cestre (Solar),
ZH937 57ILKE (VoidCorp), Kinna Loric (Mechalus), Alexander
Foss (Orion), Richard “Nickelshot® Kessel (Austrin-Ontis), and
Michael Thayne (StarMech).

PLAYING A CONCORDAN
Members of the Galactic Concord have a knack for reading the
palitical climate of the times, and they realize that they have
both great power and responsihility in dealing with the other
stellar nations. A Concordan in a position of authority knows
that rash decisions—even moral decisions, In some instances—
could catapult human space into another war.

While most Concordans have a strong sense of right and
wrong, they realize that such tender sensibiliies must sometimes
be sacrificed to interstellar diplomacy and peace. The Treaty of
Concord is a model of such realism, often acceding to the de-
mands of the strong with few apologies to the weak. Concordans
take extraordinary risks to do the right thing, even if it means
ruffling a few feathers along the way. Concordans excel at know-
ing where the thin gray line begins and ends, having an innate
understanding of just how far to push before backing down.

GAME BENEFITS .
Unapologetic defenders of humankind, Concardans embody the
finest qualities of humanity; honor, selflessness, and a cerfain
realistic attiude. Belonging to the Galactic Concard gives one a
balanced, circumspect viewpoint. Concordans are frequently
called upon to provide an unhiased opinion, to resolve dis-
agreements between citizens of different nations, or simply to
serve as a calm and reasonable voice during a sudden crisis.
Heroes who begin their career as Concordans add +1 to one
of their resistance modifiers (Strength, Dexterity, Will, or Intelli-
gence). Trained to resist physical and mental influence, Concor-
dans demonstrate a remarkahle ahility to avoid trouble.

GAaLAcTIC COURT
The Court is composed of representatives from each of the stel-
lar nations. Its primary task is to settle legal disputes between
nations, and its decisions are enforceable through the Concord
military. The judicial branch is forbidden from involving itself in
legal disputes internal to any stellar nation except the Concord
itself. The Court serves as the final authority for the various
planetary, system, and neutrality courts throughout the Concord.

An appaintment to the Court lasts 20 years, but no Justice
may hold office for more than a single term. Each stellar nation
appoints a single Justice to the Court. Each year, the Justices de-
cide among themselves who will serve as Chief Justice, the in-
dividual with final responsibility for estahlishing the order in
which the Justices hear cases and render their decisions. The
Galactic Court operates year-round. Though the Justices are not
required to sit in a single room to argue out their cases, they
normally do.

The Galactic Court holds powers similar to those of the
courts of the Borealis Republic and the Union of Sol. It can im-
peach any other Concord official, including nation-appointed
ministers. A majority vole is required to begin the impeachment
proceedings, and a two-thirds majority is needed to impeach.
The Court is quick to hear all appeals brought into its jurisdic-
tion, normally hearing a case within a month of filing, though
politically sensitive cases are sometimes delayed for years.

With contact with the Verge still new, the Court is bracing it-
self for a storm of appeals from the surviving outposts applying
for independence. So far, Verge-related appeals have centered
around old claims of system ownership between competing
stellar nations. Chief Justice Sheila Lecoq (Borealin) has sched-
uled cases to be heard, through a Grid link, on Bluefall in the
coming year. The most hotly contested claim is a renewed el-
fart by VoidCorp to absorb the sesheyans on Grith into the cor-
porate structure. VoidCorp wants the Court to set aside the
ruling of Ari Mahdra, a Concord Administrator who recognized
sesheyan independence on Grith in 2499, Dfficially, Lecoq is
waiting for all sides to file their claims and for an open space
on the Court’s docket, some year in the future. In fact, she's con-
vinced that a vole at the current time would nat favor VoidCorp
and might further aggravate tensions in the region.

CONCORD ASSEMBLY

This is the largest group of elected representatives within the
Galactic Concord, containing more than 1,200 representatives
from Concord worlds, colonies, and outposts. The Assembly is
always in session, meeting daily on a secure node of the Grid.
Members travel to Concord Assemblies for formal meetings at
least once a year. The Concord Assembly only has jurisdiction
within Concord Neutralities.



Laws are passed by a simple majority, and debate is limited
to what a representative chooses to view on his gridcaster. Once
through the Assembly, a measure goes directly to the Consulate.
If approved by the Consulate, it becomes law.

The Assembly has taken only a minor interest in the Verge,
since certain parts of the area—such as the Ignatius system,
Hammer’s Star, and the Lighthouse—are technically Concord
Neutralities. Until the diplomatic tangles are resolved, however,
the Verge has no representation in the Assembly.

The Galactic Bank is one of the most powerful, yet unassuming,
branches of the Concard. lis powers shape the economies of all
the stellar nations and ensure the financial stability of the Con-
cord itself. Yet few citizens actually notice it.

The Galactic Bank is responsible for establishing a uniform
currency (the Concord dollar); insuring the integrity of all banks;
providing secure data exchange between stellar banks, corpora
tions, and individuals; investigating failed banks and questionable
loans; and establishing borrowing rates between stellar banks.
While the Galactic Bank contains dozens of bureaus, gach is re-
spansible for its own specific task, such as security or research.
To the average citizen, these departments are virtually unseen.
Operating through offices in Old Space and the Verge, the finan-
cial branch of the Galactic Concord quietly makes sure that trans-
actions are safely conducted. It doesn't look for headlines.

The Hegulator General heads the Galactic Bank and guides
thousands of regulators who conduct investigations. The regu-
lators wark with other government branches toward the com-
mon goal of unifying the galactic currency, as agreed in the
Treaty of Concord. Bank regulators roam the Stellar Ring and
Open Space, ascertaining that fair practices govern the distrib-

ution of the Concord dollar. The tsa Talox Tesla is the current
Hegulator General, serving a five-year appointment.

s

Elected by citizens of the Concord to a six-year term, the Chan-
cellor directs all aspects of the executive branch, including the
military abroad and police forces at home. The executive branch
carries out orders from the Assembly and the Consulate. As the
commander-in-chief of Star Force, the Concord Defense Corps,
and the Concord Marines, and the ultimate overseer of the Con-
cord Administrators, the Chancellor wields considerable influ-
ence over the affairs of the Concord.

The current Chancellor, Tor Rustoski, began his six-year
term in 2500, He was a StarMech hero from the Second Galac-
tic War who entered politics following a famed 0ld Space battle.
His popularity has yet to be challenged by a major crisis. Rus-
toski spends most of his days insuring his popularity by keep-
ing a careful eye on affairs in the Stellar Ring and Open Space.

Vice Chancellor Elizabeth Fortma and dozens of Directors
control various departments of the executive branch. At least
one director is always resident in any Concord Neutrality, and
many directars fravel from system to system to keep a close
watch on their wards, They are appointed to the offices by the
Chancellor and confirmed by the Assembly.
The Concord is deeply involved in galactic affairs, and the Chan-
cellor commands a vast number of diplomatic functionaries in one
of the executive branch’s largest departments, the Concord Diplo-
matic Service. The current Director of the Diplomatic Service is
[hsan Karra, a resident of the Concord Sagittarius Neutrality.

At the foundation of the Diplomatic Service are the ambas-




ing Chief or Sergeant-Major receives a promotion to

sadors in each large, settled system of the Concord Neutralities
and Protectorates. These ambassadors operate as Held agents,
and command staffs ol as many as 1,000 who keep tabs an
varipus planets in a system, major urban centers, military
readiness, Iocal legislation, and taxation. They also work closely
with the Concord Investigative Bureau.

The ambassadors assign deputy ambassadors to watch over
specific cities, planets, and installations, and to investigate
charges and conditions throughout the system.

Litlle information is available about “the Silent Bureau,” but it is
believed that the Concord's intelligence-gathering arm is based
on the Taurean Star Hepublic’s Strategic Information Agency,
which had many agents in place throughout the Stellar Ring be-
fore that nation's collapse in GW2

The Concord military is split into four branches: Star Force, the
Detense Corps, the Marines, and the Administrators. All of these
branches report to the Chancellor, Tor Hustoski,

For a military scraped together from volunteers, outdated or
damaged ships, and the shattered armies of defunct nations, the
Concord Miltary has done a remarkable job of training, up-
grading, and unifying its forces. In part, this is due to the sense
of shared mission that Concordans rely on. The Concord has
also bengfited from substantial military advice and materiel
from the t'sa, who view the Concord as the best chance for re-
taining their independence.

Star Force is the pride of the Concord military; its motto is “Ex-
cellence outshining the stars’ Thirty years ago, Star Farce ex-
isted only as a plan in the mind of a few diplomats. Today, Star
Force is the strongest naval force in the galaxy, patrolling all of
explored space, from the heart of Old Space to the farthest sys-
tems of the Verge. The men and women of Star Force keep hu-
manity safe from alien threats—and from itself

While the Concord has plenty of funding to produce or pro-
cure state-of-the-art naval vessels, the pilots, engineers, crew,
and commanders of those vessels give Star Force its edge. Star
Force personnel exude a cool confidence when dealing with en-
emies. The officers of the Star Force have alloyed their unique
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strengths and their individual backgrounds to form the core of
the stellar navy. Even though Star Force's personnel numbers
mare than 4 millian, it can afford to recruit only the best from
an annual applicant pool larger than the size of its membership,

The selection process to attend the officers’ academies is
gven more intense. Five years of officer training produces en-
signs honored to serve, and three Star Force academies prepare
officers for service, Each Neutrality boasts an academy, but Vi-
tion, on Concord itself, is considered the best of the best.

The most active branch of Star Force on the frontier is the
Concord Survey Service, a scouting, surveying, and first contact
organization. The CSS is devoted not just to patrolling the bor-
ders of human space, but to pushing beyond them into unknown
and unsetlled territory. It frequently assists colonists on new
worlds by maintaining supplies and communications, and it
tracks the movement of pirates and putlaw vessels along the
frontier. The CSS frequently hires independent explorers to visit
new worlds or conduct geclogical surveys of promising planets.

The Concord Defense Corps, or CDC, is the principal branch of
the Concord military. Numbering more than 11 million sentients
under arms, its mission is defined by its motto: “We defend the
galaxy” The CIC protects all setled regions of explored space,
including Concord systems, planets, and stations. With bases
throughout the Stellar Hing, the COC stands on the front line of
international conflict.

The CDC is an entirely volunteer force and has the highest
turnover in the Concord military. This turnover stems from the
Concordan desire to serve; doing a few years in the COC is a
common way for a citizen to realize that desire. Although this
frustrates the generals who must organize this large and dis-
persed army, the depths of its ready reserves also mean that ii
the Concord ever mobilizes for war, the COC can triple fts num-
bers in less than a year.

The Marines are the Concord's elite force. Their motto is “Eager
to Strike” I's their fob to strike and hold targets on the frant
lines, Numbering fewer than a million, the Concord Marines
make up for small numbers with a well-trained ferocity.
Marines serve in planetary assaults, hazardous peacekeeping
duties, and frontier defense. When the Concord expects trouble-
or wants (o stop some—they send in the best; the Marines,



A single master academy offers the two years of training re-
guired to join. Training doesn’t end there; the veterans that
formed the Marines’ heart 30 years ago made sure that train-
ing never ends. While units and whole divisions of the COC and
even Star Force report less than combat readiness, the Marines
by their very nature must be ready for a state of war at all
times. In these times of peace, they practice their battle talents
with the only worthy opponents—each other.

CONCORD ADMINISTRATORS

The best of the Concard’s servants are ordained as Concord Ad-
ministrators, easily identified by the tri-staff that signifies their
office. Trained to embody the best that the Concord has to offer,
Administrators bear a heavy burden, as reflected by their matto:
“Our duty is peace.”

The Administratars’ history extends back to the first days of
planetary colonization in the Sol system. Concerned about con-
flict between the multinational settlements, the superpowers of
the day agreed to create the United Administrators in 2073.
Controlled by an independent organization, the Administrators
preserved order during humanity’s era of peace. Eventually,
though, the new colonial empires and the strains of interstellar
politics grew beyond the power of the Administratars to control.

With the Treaty of Concord, the Administralors were rebormn.
The Concord now oversees the Administrators and commissions
small groups to oversee the lawless edges of humanity. By Con-
cord law, Administrators are authorized to arrest, convict, and
sentence criminals out in the lonely depths ol space. Most of the
time, Administrators bring miscreants to a public trial; it's good
publicity, and it demonstrates the price of breaking Concord law.
Sometimes, though, Administrators are left with litle choice but
to execute summary punishment,

The Galactic Concord prides itself on a rigorous training reg-
imen that results in few abuses of power. Applicants for the
honaor of Administrator duty are numerous, a result of both Con-
cordans’ willingness to support the peace and the natural am-
bition for such a respected position in interstellar society. Fewer
than 1 in 100 of the applicants are invited to attend Ascension,
the college of the Administrators on Cancord.

THE VERGE

The political pressures that ignited the Second Galactic War still
prevail in the Stellar Ring and beyond. With commendable fore-
sight, the Concord has recognized that these problems are
spilling over into the Verge. Unable to address the danger di-
rectly for fear of starting another conflict, the Concord is using
the Verge as a testing ground for resolving the bitter rivalries of
Old Space. Perhaps if a particular approach succeeds in the
Verge, it will have a similar effect back in the older regions.
Chancellor Hustoski is keeping a close eye on Verge activi-
ties, and the rumars from Hammer’s Star are a cause for great

concern. Most of the stellar nations don't believe the Verge con-
tains & tangible threat, and Chancellor Rustoski finds it difficult to
change opinions while he remains unsure of the situation. With-
out a serious loss of troops or ships, the Chancellor has no proof
to present o the Consulate,

The Consulate is a viper's nest of political intrigue and de-
bate. The Committee on Verge Integration has only a few mem-
bers who have an inlerest in what is going on in the area; some
of their motives are less than altruistic. It's obvious that any res-
olution to reintegrate Verge palitics with those of the Stellar Ring
would fail, and s equally apparent that many of the stellar
nations don't want the Verge to fall into the hands of the Galac-
tic Concord. An unspoken truce currently reigns.

JoiNING THE CONCORD

In 2472, approximately 500 billion humans and alien sentients
became citizens of the Concord. Most were given no choice; the
Treaty'’s new houndaries dictated the change. For others, each
home government provided an incentive for its citizens to join
the Concord. Defeated nations transferred all their military units
to the Concord at the end of the war; since their old nations
were extinct, these units became loyal to the Concord.

Today, the decision o join the Concord is always voluntary—if
anything, the Concord’s high standards make immigration more
difficult than ever. In practice, the process is fairly simple; the ap-
plicant just files a few electronic forms with his home government.
Th gain citizenship, an applicant must have ane of two qualifica-
tions. The first is io prove status as a political refugee, The sec-
ond is to demanstrate a skill that Concord officials consider
valuable. Df course, some citizens, such as Employees of Void-
Carp, can't legally terminate their former citizenship.

As with all changes in nationality, heroes who become Con-
cordans after hero creation keep the game benefits they began
with, and do not gain the benefits of their new nation.




ALIENS

Humans dominate the explored reaches of the Orion Arm. This
seems odd. More than a dozen sentient species have been dis-
covered, and five of these have taken to spacefaring in signifi-
cant numbers. And yet collectively, the nonhuman sentient
species equal only about ane-fortieth the sum of humans living
in the Stellar Ring. Why have humans grown while others lag
behind?

The standard and popular answer is the stardrive—discoy-
ered by lucky humans. It allowed them to explode out of their
home system long befare other species. Unfortunately, this so-
lution, while politically neutral, doesn't answer every aspect of
the problem. Several factors are at work, many of them unique
to the circumstances of every species.

One species’ low population can be traced to its low num-
bers when the first stardrive was constructed. Fewer than a mil-
lion fraal were living in the Sol system in 2160. Given such a
humble beginning, the fraal situation is explained. For other
species, other factors are at work. Among the weren, sesheyan,
and mechalus, much of the population has chosen to stay home.
Without the manpower demands of a wave of colonization, their
numbers have been much more stable.

Even these explanations don't offer a complete picture. A re-
alistic and neutral ohserver couldn't help considering the effects
of species bias. In enlightened parts of the galaxy, equal rights
and consideration are a matter of course. But many parts of
space—in the Stellar Ring and beyond—can't be so pleasantly
described. o be falr, interspecies discrimination is uncommaon,
but it exists. With humans outnumbering aliens by such a huge
proportion, many humans live their lives never seeing a sen-
tient alien other than on holo.

FRAAL

“Let us speak. There are humans present”
—Lirist Jil Oric, 2124

By now, fraal and humans should be as close as brothers.
They've known one another for almost 400 years, and they cal-
onized space together. In the 26th century, fraal can be found as
members of every significant society. The truth is, though, that
fraal are in many ways still the most alien sentients that hu-
manity deals with. A full third of the fraal live almost completely
apart from humans. They're from an ancient culture, even if
their history lies mostly forgotten, and the differences between
human and fraal loom larger than those between many of hu-
manity’s newer friends.

Legally, fraal enjoy the strongest protection under the law
and suffer the least discrimination. As humanity shares the
credit for the stardrive with the fraal, its pretty well accepted
that the fraal should be given equal consideration in other mat-
ters as well. Indeed, the respect given to fraal borders on ven-
eration in some parts; this is especially true of fraal who have
experienced their 300th or 400th birthdays.

As for the fraal themselves, their culture has been deeply di-
vided since before 2124. The younger generation of fraal,
called Builders by humans, pushed hard for contact with hu-
manity. The older, more conservative Wanderers had become
entrenched in their opposition, by then millennia old. This divi-
sion remains in place in the 26th century, not surprising given
the fraal lifespan. The eldest fraal still remember the arguments.
As the centuries have passed, the Wanderers' numbers have

declined as mare and more of their city-driveships leave human
space in search of their homeworld Those left behind are pri-
marily the Builders, whose numbers continue to mushroom.

This population shift is largely a result of choices the two
cultures have made. The Wanderers prefer life aboard city-
ships. These lonely voyaging craft can be found within all stel-
lar nations, starfalling from one end of space to the other. For
the mast part, the dwellers of the city-ships avoid contact with
the humans they pass by, and the hurnans extend the same
courtesy. Human folklore considers these fraal truly mysterious,
as they were in the days when unidentified objects wandered
over the cities of Earth. But the nomadic life has never been ex-
plained. Maybe the wandering serves a purpose that even the
fraal have forgotten, but for the fraal it's the life they're used to,

The younger generation, the Wanderers say, has become
tainted by the humans they watched for so long. The Builders
have left the city-ships behind. Instead, they live intermingled
with humans, taking up human causes and concerns. Fully ab-
sorbed in human society, they share in human interests and cul-
ture. They fight in what many would call humanity's wars, as
the Galactic Wars demonstrated. They are in all ways artive cit-
izens of the stellar nations. They live in human-dominated cities
and find employment side by side with humans.

WEREN

“Of course I care whether I live or die. [id you think that big
meant stupid?*
~Lt. Commander Raiaza, 2500

In February 2246, the Orlamu Theocracy made contact with a
second sentient race. The ferocious weren living on Kurg were
just emerging from their own Middle Ages. The discovery of the
printing press was changing their feudal states, and weren ex-
plorers discovered a secand continent. The invention of black
powder weapons threatened to end the ancient and honorable
codes of warfare.

The best statement of Orlamu success during first contact is
that Jamal Abuweren (‘Father of the Weren”) is a saint among
both Orlamists and weren. Despite mare than three centuries of
human contact, weren culture and spirit are unpolluted. The
weren remain a proud people, determined to preserve their
way of life. On Kurg, the clans still rule through a well-estab-
lished system of feudalism and scutage. By mutual agreement,
Orlamu law forbids the import of advanced technology, espe-
cially weapons. Two isolated starports in Kurg's barren regions
are the only sign that humans ever visit.

At the same time, a galaxy of opportunity has opened for in-
dividual weren. Depending on a clan’s opinion of humanity and
space, they send either their best or worst representatives to
one of Kurg's starports. Disaffected weren also make the trip,
fleeing an unhappy life or hopeful of a better one in the stars
above. Whatever a weren's reason for coming, a delegation of
Orlamus greets him or her at the starport. A week of interviews
confirms that the émigré is committed to leaving Kurg. In fact,
the Orlamus discourage weren from emigrating; they want the
candidate to weigh the decision carefully. Once a weren has left
the Orlamus discourage him from returning and contaminating
Rurg with foreign ways.

A weren who leaves Kurg immediately gains lemparary cit-
izenship in the Theocracy, and an overwhelming majority of



weren attend an Orlamu college. Crusade, a respected military
academy orhiting the Drlamu capital, is a popular choice. But
the Orlamu diplomats provide other options as well, many of
them outside the borders of the Theocracy. If a weren expresses
an interest in exploring these options, representatives from each
stellar nation, including the Concord, have offices in Burg orbit.
The lierce warriors of Burg are in high demand by stellar
nations. The weren are prized assets within any nation'’s mili-
tary force.

The many weren who take up lives within the Theocracy
can choose careers in business, academia, or the military. In the
Theocracy, the final option is to enter the priesthood, and a sur-
prisingly large number of weren find themselves inspired to
take up orders as Orlamists, Once they join the church, weren
are fierce supparters of the Orlamist faith and the Theocracy.
Theyre among the most successful missionaries, traveling
throughout the Stellar Ring and beyond.

Whether they stay at home, join the Theocracy, or travel
abroad, weren are among the most respected sentients in ex-
plored space. Part of this respect can be attributed to the weren
physique and their well-deserved reputation as powerful war-
riors. Part of it comes from the value that weren culture attaches
to loyalty. Proverbially, when a weren elects to place his loy-
alty—whether to clan, nation, religion, or friend—it's impossible
to shake.

MECHALUS

“We agree”’
—Phi Sola, 2273

The third sentient species to be brought into humanity’s fold, the
aleerins were discovered and adopted by a young stellar nation
just as the weren were, For the aleerins, though, the meeting
took on a different, though benevolent, tone. Rigunmor diplo-
mats were astounded by the wonders of Aleer, and pald the na-
tives a compliment by sparing no expense lo demonstrate the
advantages in an alliance with the Rigunmor Star Consortium
To the amazement of the Rigunmor delegation, prepared for
months of arbitration, the aleerins signed a commercial agree-
ment after only a lew days.

Although the Rigunmaors attributed the aleerins’ haste to their
appreciation of Higunmor society or to the aleerins’ ability to
cormmunicate quickly through their Grid, the truth was that the
aleerins were especially vulnerable at the time. Three centuries
previously, the warlike and expansionist aleerins had discov-
ered and fought a sentient species within their own star system.
The complete annthilation of this species produced a revolution
on Aleer and a radical change in aleerin culture. The aleerins
vowed to put aside their violent ways.

More radical pacifists, the uncompromising Negationists,
swuore that their own biological components were incompatible
with peace. Shedding the last remnants of organic life, the
Negationists became one with their computers. After stripping
aleerin military vessels of their weaponry, they departed in the
aleerin fleet. Those who remained on Aleer still felt the impact
of their departure for decades afterward, as the flest slowly
sailed out of radio communication range.

Though it wasn't obvious on the surface, the Rigunmors had
encountered a species just recovering from incredible internal
turmoil. And though it never became an issue, the aleerins had
no fleet. The Rigunmor proposal to incorporate Aleer within the
Rigunmor sphere of influence met no resistance. The aleerins
even accepted the name that humans gave them: mechalus.

Shedding their old name seemed to serve as the last element of
the revalution.

The mechalus’s unique ahbilities and technology have con-
tributed to the Star Consortium’s growth as an interstellar
power. Though most mechalus refused to fight in the Second
Galactic War, the indirect effects of mechalus assistance proved
essential to the Rigunmars, espectally against computer-savvy
VoidCorp. Even the most pacifistic mechalus, it turned out, did
not consider Grid warfare a form of violence. The mechalus
don't speak about their contribution to the war effort often, but
surgly they had something to do with the Consortium’s freedom
from crippling electronic attack.

Thday, the mechalus are recognized as the unquestioned
masters of computer and Grid technology; they are the front-line
defenders of Higunmor Grid sectors against hostile tampering.
In fact, their skill at manipulating the Grid is so advanced, only
the best of Insight and VoidCorp can maich them. For the Rigun-
mors and those lucky enough to secure mechalus labor con-
tracts from the Consortium, mechalus technology provides a
powerful source of efficiency and protection.

SESHEYAN

“It's a pleasure to serve, Vice President. How else may [ be of
assistance 7
~HX839 58LIE (Easodan), 2483

Outside the barders of VoidCorp, many sentients believe that the
sasheyans of Grith got a raw deal. In faci, the enterlainment in-
dustry relishes the situation as a forum lor social criticism. In
holofilm, even the most nefarious sesheyan assassins are de-
picted as unwilling pawns to be pitied or even rescued. It's a
sure bet that holos depicting such plots, or anything involving
rebellious sesheyans, don't make it inside VoidCarp.

VoidCorp survey ships landed on Sheya on July 13, 2274.
Since that day, the sesheyans have fallen under the contral of
the corporate state. The sesheyans call it aikeita, “The Day of
Ghosts” That day, and the subsequent signing of the Sesheyan
Compact, ended the sesheyan's peacehul il primitive lilestyle.
The interstellar community, represented by the Terran alliances,
could do no more than stand by and express shock and dismay.
Even the sesheyans who avoided conscription into the ranks
couldn't completely avoid VoidCorp's influence. VoidCorp per-
sonnel wander Sheya at will, inspecting, analyzing, and moni-
toring all of sesheyan society,

VoidCorp and its Employees, however, see the entire affair
differently. VoidCorp found the sesheyans living in terrible
straits, victims of a stagnant culture. Far waorse off than even the
most destitute VoidCorp Employee, the sesheyans were living
on the edge, forced fo fend off dangerous predators with hone
knives and animal skins. They lived in crude houses cut into
trees. VoidCorp hrought the sesheyans out of the darkness of
their own ignorance, bringing enlightenment to the dark jungle
waorld. VoidCorp provided the sesheyans with humanity’s most
advanced technology, and invited them to join a growing, suc-
cessful society in the stars.

At what cost? None. The sesheyans became VoidCorp citi-
zens—-Employees, actually—just like any other. They have clear
and equal rights under official corporate memoranda. They
have equal, if not superior, opportunities for advancement,
given their unique skills, The elevation of more than a dozen se-
sheyans to vice presidential level (ZA or above) demanstrates
VoidCorp's commitment to promation through achievement.

It's true that sesheyans are rarely found outside VoidCorp,




but their numbers were never very large. A few million amang
17 hillion have made their way, illegally, to join other stellar
nations. Some escaped with Insight during the Second Galactic
War. And, to answer the complaints of many, VoidCorp legally
recruited almost half a billion sesheyan emplayees to join in the
formation of the Galactic Concord. Even so, 95% of the se-
sheyan populace remain productive members of VoidCorp.

i
T’sA
“Of course! Graviton wave compression! Dark matter duodecim!

Tachyons! If only we'd realized!”
~Wisek Wopli, 2286

Humans got lucky. That's the only explanation the tsa will ac-
cept. They lucked into the discovery of dark matter physics and
the mass reactor less than a century after discavering the fusion
generator. They lucked out again when, having only just begun
space exploration, an older, wiser species simply handed them
waorking knowledge of gravity technology. And luck blessed hu-
manity a third time—again with fraal assistance—with the largely
accidental invention of the stardrive,

The t'sa did it the hard way, without the helping hands of
friends and fortune. The t'sa built up their expertise and civi-
lization over 20 millennia—longer than human history even pre-
tends to remember. The t'sa were developing their solar system
while humans were erecting tetrahedrons in the desert. When
humans confirmed that their world was indeed round, the tsa
sent their first robotic probes into the depths of interstellar
space. And around the time humanity detonated an atomic
bomb, the first t'sa colonists fell into a deep cryogenic sleep and
began their voyage to nearby stars.

When humnans met the t'sa in 2296, the 'sa had claimed five
star systems near thefr homeworld. A group of independent ex-
plorers were the first to meet the tsa, and that may be the one
bit of blind luck that t'sa society has had. Even though fate
blessed humanity with the stardrive, none of humanity’s young
stellar nations could press a clear claim to the tsa and their
stars. T'sa independence was the spark that lit the First Galactic
War. Standing on the sidelines, the tsa ohserved their fascinat-
ing new neighbors, and slowly made friends.

It was a challenge for both species. The tsa disliked human
arrogance, nationalism, and belief in 8 manifest human destiny
for the galaxy. They're rightfully proud of their accomplishments
as a people. As for humans, even the most enlightened were
unprepared for a species that demanded equal ronsideration.
With the exception of the fraal, humanity was used ta loftily dis-
pensing freedom (o the species it encountered.

The Vsa weren't about to take handouts from anyone, and
they didn't sit idly by while humans colonized the galaxy. They
took the opportunity during both galactic wars to settle a few
new systems with their own fast driveships. These planets were
settled with incredible speed, because their ships could each
carry millions of 'sa settlers in cryogenic sleep in their cargo
holds, eliminating the need for life support by treating the set-
tiers like bulk goods. Soan swarms of hard-working colonists
were raising t'sa cities on new worlds. Within a few months,
tens of millions of t'sa could settle a world or an entire system.
When humanity looked around after GW1, the T'sa Cluster had
expanded by three densely populated new warlds. After GW2,
the t'sa had settled fifteen mare. Today, the T'sa Cluster numbers
twenty-three worlds, and the t'sa have petitioned the Concord to
settle forty-one new worlds in nearby Concord space. The case
is currently under review,

The tsa today aren't totally content, but they can be proud
that no human government presumes o govern for them. Offi-
cially, the T'sa Cluster is a protectorate of the Galactic Concord.
Far all practical purposes, the t'sa have complete independence
within their space. The t'sa also have standing invitations to be-
come citizens of any stellar nation. Almost a tenth of the t'sa
have left their homelands behind to join human affairs.

Exciting hurnans provide an answer to t'sa restlessness. The
t'sa, more than any sentient species, are a curious people. They
like to know, to find things out, to discover. To many t'sa, hu-
manity's scientific and stellar explorations are irresistible. Its
impossible not to join in.

OTHER SPECIES

The galaxy has proven itself an exciting place. In the millions of
systems visited by the sentient species, explorers have encoun-
tered literally trillions of different species. Of course, most of the
species have only the most rudimentary, animal intelligence.
Only a small percentage have evolved to reason and tool use,
About 50 sentient species have been discovered, the exact num-
ber depending on whose scale of sentience is applied.

In the Verge alone, several sentient species have heen dis-
cavered. The deepfallen of Bluefall in the Aegis system are shy
aguatic humanoids who went undiscavered for years. The
bhruu of the planet Bhruusil in the Karnath system are a plod-
ding herd species; they show some curiosity about other warlds,
but seem reluctant to leave their herds behind.

Many other species remain unclassified with respect to in-
telligence; gauging higher-order behavior is a difficult process
that can take years. The warlike ke'kekt of the planet Ignatius
in the Antigua system, for example, were initially dismissed as
marauders without real intelligence. When they overran a Tau-
rean Star Republic colony using simple weapons, opinions of
their level of intelligence changed, though they were still con-
sidered little more than savages. Further contact and analysis
have shown the ke'kekt to have a sophisticated—but extremely
xenophobic—culture. Similar misjudgments are frequent accur-
rences in the exploration and classification of alien sentience.

Of all these species, circumstances prevent all but a few
from taking to the stars. For some, it's a matter of biology;
they're ill fit for interstellar travel. For others, its a matter of
choice. Some species don't feel the drive to push outward.
Finally, in a few cases, those who found them chose to leave the
species alone. Maybe they're not ready. Or, despite their intelli-
gence, we have nothing in common and no way to communi-
cate. And so, while one in 40 sentients is an alien, only abeut
ane in 500 s not of human, fraal, weren, mechalus, sesheyan,
or t'sa origin.

EXTERNALS
Many alien species have been encountered only in passing,
Since the homeworlds of these species are unknown, they are
collectively referred to as “externals’—not of human space. Most
externals are sighted once and never seen again. Characteriza-
tions of their technology vary from superhuman to barely
spaceworthy.

Some externals speak to humans; sometimes the first en-
counter ends in bloodshed, but it's often unclear whether they
are species from outside the Stellar Ring or species from an un-
explored frontier world. Externals are among the mysteries hid-
den by the sheer volume of the universe.



VERGERS

“They abandoned us for a hundred years. lid they expect us lo
welcome them back with open arms? Let's get real. The Ar-
rivers see a lot of things around here that they want. And they
have some things we'd like to have. Fine. What we need to de-
cide now is whether we're willing to tie our fates with theirs one
mare time. And if the answer 5 no, what we're willing to do
aboutit...

—President Michael Bevik

Life out on the frontier s quite different from the decadent lives
led by the teeming trillions of Old Space. While a Verger sacri-
fices some modern comforts, the benefits can't be overlooked.
Even the most rigid of the frontier governments in the Verge fail
to match the level of intrusive control imposed by VoidCorp, the
Nariac Domain, or even the Borealis Bepublic. Vergers are free
to come and go as they please, and most of them take a great
interest in ensuring that this freedom is presarved.

ATTITUDES

With a population close to 5 billion sentients of every species
and nation, the Vergers are tough to categorize, They've grown
up in all the settled star systems that had little contact with one
another during the Long Silence, when the Verge lost contact
with the Stellar Hing. Even now, they don't always have much
to say to each other; the citizens of Lison have little in commaon
with the freebooters on the prison planet Penates. There is no
unifying cultural set of assumptions that warks throughout the
Verge, as Arrivers quickly learn.

Though all Vergers agree on the necessity of dealing with
the stellar nations, they disagree on how to go about it. In gen-
gral, Vergers can be divided into three loose camps based on
their reaction o the stellar nations’ return: loyalists, separatists,
and the undecided.

LOYALISTS

At one extreme lie the enthusiastic Vergers of star systems such
as Ignatius, Tychus, Coulomb, and Mantebron. All Vergers agree
that the Lang Silence forced terrible days on the people of the
Verge. Most colonies were less than 20 years old at the start of
GW2. The adolescent colonies were unprepared for the disap-
pearance of their providers. The settlements in the Vieron and
Aegis systems disappeared entirely, no doubt thanks to their in-
ability to suppart themselves.

Many young colonies survived with constant diligence, sac-
rifice, and occasional desperate measures. Without resupply
ships from the Stellar Ring, the colonies were forced to set up
makeshift trading circles among themselves and improvise
ways to persevere. Every system has tales of the heroes who
led the way and made the hard choices necessary for survival.
Even so, the loss of life was high, and many Vergers squeezed
out a miserable existence on thetr new worlds.

The return of the stellar nations has been an unexpected
boon. They bring the latest technology, resources, and henefits
of a 26th-century lifestyle. To a stellar nation, the resources a
small colony requires are next to nothing. To the people of
wuorlds one step away from collapse, the nations are saviors.
How can they be blamed for wanting a better life?

Variously known as patriots, sympathizers, or collabarators,
loyalist Vergers usually endorse a quick reuntfication with the

stellar nation that founded their colony, In a few instances, the
particulars of the situation have led loyalists to seek a new pa-
tron from the Stellar Bing. The same individuals adopt stellar
nation cultures and fashions, and they support groups dedicated
to the peaceful reintegration of the Verge.

SEPARATISTS

Not every citizen of the Verge thinks well of the stellar nations’
return. Despite the difficulties that the Long Silence imposed,
many Vergers can't help looking back on their survival and
hard work with pride. Sure, there were tough times, but that's
no reasan to throw away sll the good wark that's been done.
The Verge has been home to incredible successes and much
native ingenuity. Independence gives Verge systems an oppar-
tunity to reinvest in their own worlds and interests rather than
waste resources catering to the demands of a ruling council lo-
cated 1,000 light-years away in Old Space.

What sane Verger would prefer to be ruled by an emperar
ar oligarchy that he or she will never see? Most peaple find the
time io take greater interest in their leadership when they can
influence its decisions. In the Verge, local governments are
around to see what Vergers want and need. And they're much
more likely to be interested in the needs of & mere 40 million
citizens, History has proven the capricious stellar nations less
than trustworthy. Many of the nations lied, cajoled, or even ab-
ducted citizens in arder to get them here. Indeed, how long can
Vergers expect the bellicose stellar natians to be around? The
last peace lasted only 30 years, and as the stellar nations rearm
and compete, who can expect this one to last much longer?
When war comes, the Verge will have to do without yvet again.

Some separatists respond with arms when pressed. The
Concord quelled conflicts hetween stellar nation forces and sep-
aratists in the Annahoy and Oberon systems, Mare radical sep-
aratists—convinced that the stellar nations have already gone
too far-have forged terrorist groups such as the Concord Free
Verge, determined to remove the infection of stellar-nation in-
fluence. They don't hesitate to turn to violence, especially ac-
tions that gather mass attention. As more and more Arrivers
settle the Verge, these attacks will surely grow more frequent.

UNDECIDED

0f course, most Vergers don't reach such a level of {anaticism
even if their personal sympathies are for loyalist or separatist.
They remain undecided. It's clear that a marriage with the stel-
lar nations offers many advantages, but it's equally cbvious that
the Verge systems will give up something special should they
become fust another outpost of stellar national identity. The last
few years of growth show that the stellar nations are here to
stay; what happens next is anyone’s guess.

GAME BENEFITS

The youth and diversity among Verge systems has yet to pro-

duce specializations that alter the dynamics of hero creation,

Vergers raised on a warld dominated by one of the stellar na-

tion’s cultures share in that stellar nations’ advantages (see the

individual system descriptions). Vergers from independent sys-

tl:‘Ems are freated as Independents (see page 80) and share their
engfils.




INDEPENDENTS

“Shut up. You can’t tell me what to do.”
~Sarah Duarte, freeholder

Over the last 200 years, grawth in the availability of interstellar
travel has created a new class of non-citizens, During the Sec-
ond Galactic War and immediately thereafter, the number of un-
patriated sentients in the galaxy reached incredible heights. An
estimated 1 billion humans, about 1 in every 10,000, live their
lives unacknowledged by any nation, willingly forgotten by the
political entities of the day.

ATTITUDES

Most citizens can't help feeling a little envy of the independents
of the galaxy. Of the trillions of sentients in the galaxy, only these
free spirits can truly claim ta be free. They're not beholden to
the whims and caprices of governments. Legally, they have no
pbligation to answer to many of the demands of citizenship,
They don't need to support a patron government with income
and property taxes.

The overwhelming majority of sentients chaose to remain
citizens of a stellar nation. Many don't have the opportunity or
the means to renounce their citizenship. And even if they had
an opportunity to renounce the nation of their birth, most would
stay at home,

Why? Safety and comfort, first of all. In exchange for taxes
and duties, citizens are assured of a secure environment. Police
protect them against crime. Armies and navies patrol space to
ward off attack from any foreign quarters. And even the most
oppressive stellar nations demonstrate some concern for the
well-being of their people. Medical care and the necessities of
survival are given to the poor or elderly. The leadership in all
stellar nations realizes that i's in their best interest to have a
population that's at least mallified, if not entirely content.

Independents and expatriates can't rely on anyone. No one
protects them against felons or criminals, and they stand unde-
fended in the event of war. Legally, they have no right to visas
or diplomatic papers that allow travel between nations and star
systems, a luxury taken for granted by those in established
space. Independents have no embassy, no court to appeal to, no
backups. Faced with aggression, independents have no one in
their corner. Against serious attacks, such as those of a stellar
nation, they're helpless. More than one independent colony has
fallen to the avarice of a powerful government or to simple
piracy.

DIVERSITY

Piratical independents sometimes prey on one another. While
anonymity cloaks most pirates, it's clear that most pirates are
expatriates themselves. They survive and profit through the
robbery of the weak. Strang military forces render the bucca-
neers harmless in many regions of space; on the frontier, no
star syslem is safe.

Criminals are also independents of a kind. Fleeing prosecu-
tion, these exiles roam the star lanes refusing to acknowledge
any stellar nation as their patron. Wanted by the law, criminals
are forced into a nomadic life, always trying to stay one step
ahead of pursuit. They take on new identities in time, some just
keep moving. More than any other independent, they feel the
vulnerability of operating without a salety net. Some wind up

avoiding prosecution by entering the T'sa Cluster; others strike
put for the trackless systems of the Verge.

Not every sentient takes up the independent lifestyle out of a
desire to turn bandit ar flee criminal prosecution. In the last 200
years, thousands of citizens have abandoned comfortable lives
in the Stellar Bing. Forming small bands, these pioneers travel
beyond the reach of the stellar nations. Eventually, they find a
waorld that meets their needs. Some of them go to explore new
worlds. Some go for the adventure. Some go fo escape an op-
pressive government. And some go to establish a better place
for themselves and their descendants.

About half of these colonies fail within the first five years.
They may succumb to the rigors of an alien environment, or
they may fall victimn to ralds by aliens or corsairs. Just as often,
they collapse from within. Internal conflict and small civil wars
have struck down many a growing colony. Finally, as the stel-
lar nations grow, many independent colonists, or their descen-
dants, are reabsorbed into the Stellar Ring.

For the greater part of humanity’s interstellar histary, inde-
pendents simply didn't exist in interstellar records. Stellar
nations oceasionally hunted down criminals, but that was about
it. That's beginning to change. Though several stellar nations
may now regret the decision, the Galactic Concord has the char-
ter to control and administer Open Space, where most indepen-
dents live. Derek Orthen, the Concord First Secretary, recognized
this authority officially by committing scarce Concord ships and
Administrators to the frontiers. Today, explorers comb the stars
to recontact humanity’s lost sons and daughters, And for the first
time, serious military resources are being devoled to guelling
piracy.

The Verge serves as an example of the Concord’s successes
and faihires. While the campaign to suppress brigands hasn't
been a complete success, the Concord has reestablished contact
along many frontiers and mapped out the location of many In-
dependent settlements, commonly called freeholds. Of course,
the problems that the nations’ return causes are another
headache for the Concord. But for the independents and expa-
triates, times are mare difficult than ever. To preserve their sov-
ereignty, Verge governments have become maore organized. As
always, the new government comes at the price of the inde-
pendents’ freedoms,

GAME BENEFITS

Often homeless, the independents live their lives without the ad-
vantages of an established culture. Heroes who begin their ca-
reer as independents gain an additional last resorl point,

Flag of the T’sa Cluster




ANALYSIS

The stellar nations are vast entities, home to trillions. They con-
trol thousands of worlds, millions of stars, and power that's dif-
ficult to fathom. With each passing year, scholars create
terabytes of data that fill the Grid with analysis of the stellar
nations’ militaries, economies, and politics. Complex equatians
promise to predict the actions of nations and planets. More im-
portant to the average citizen is an understanding of what it
means to be a Inseer, an Austrin, or a Thuldan, and what that
means to where everyone stands.

For more than 20 years, the Mikada Report compiled annu-
ally by Philosopher Trent Mikada, College of Utilitarianism, has
performed admirably In introducing students and scholars alike
to the depth and diversity of the age. While it embraces the Bo-
realin perspective wholeheartedly, it is widely considered a rel-
atively unbiased source for interstellar trends.

EXCERPT FROM

THE Mikapa REPORT
The efforts of most politicians and policy studies to quantify the
pawers of the thirteen stellar nations are largely fruitless. Any
one nation is strong enough to render hundreds of worlds un-
inhabitable, slaughter billions of innocents, or perhaps construct
a dozen beautiful first worlds. What's more valuahle to students
today is a comparison of stellar nation economies.

The growth of humanity beyond its home system has al-
lowed the formation of specialized republic states. Or, to put it in
pedestrian terms, some stellar nations are better at some things
than others. In this précis, we introduce the strengths of the stel-
lar nations via a cursory discussion of the primary fields by
which they may be evaluated. Because this broadcast is in-
tended for a public, largely unlearned forum, we shall endeavar
to direct our commentary to the simplest explanations.

Agriculture: Ignoring the ethical issues, this category in-
cludes the harvest of both vegetable and animal crops. Only the
Hatire Community has constructed a successful econamy from
interstellar trade in foodstuffs. That's no real surprise, given the
perception that Brethren project as simple people uncompli-
cated by modern ways. Austrin-Ontis strength in agriculture
may be a function of its historical association with explosives,
sometimes derived from natural sources. Solars, Inseers,
Rigunmars, and our own Republic are all somewhat dependent
on others to provide sustenance for the masses.

Biology: The study of biology, including human and alien
lifeforms, has been a subject of interest to all cultures stemming
from Old Earth. As we've indicated, Thuldan medical knowledge
has been on the forefront for more than a century. The Kent
Hospital Institute, the most famous and most successful hospital
in human space, bears witness to the Empire’s strength, as do
the many breeds of genetically enhanced Thuldans, Insight and
StarMech, two nations otherwise heavily invested in high-tech
industries, demanstrate clear weakness in this category, relying
on medical technology as much as three decades old.

Chemistry: Chemical science, including planetology, has
seen amazing growth recently. Today, the most advanced stud-
ies in the field are devoted to the growing science of terraform-
ing, The overpopulated Solar Union has invested terabillions in
research and development over the course of centuries. Unlike
other nations, the Union of Sal has been forced {o reinvest re-
sources in established space instead of expanding to new terri-
tory. To date, their efforts in the 100 light-years around Earth

have paid off handsamely; the Solar Union is home to mare
hahitable planets and mare sentients than any other stellar na-
tion, thanks to the well-protected secrets of its scientific com-
munity.

Computer Enginsering: Clearly, we all depend on com-
puters in our daily lives; they assist us at work, guide us in
travel, and allow us to communicate. Without computers, the
Grid couldn’t transmit this report. Only the most foolish of stel-
lar nations can ignore a technology on which so much depends.
As has been true since its formation, VoidCorp leads the field,
its hardware and software, or imitations based on its modals,
run on just about every computer, gridcaster, and interface.
VoidCorp's rebellious offshoot Insight runs a close secand.

Cybernatics: Cybernetics allow the middle-class citizen of
the 26th century to enjoy more leisure time than ever before.
This category includes the technologies that focus on pure ro-
botics and those that marry organic tissue to metal and plastics.
Use of cybernetics is common in fields ranging from military to
heavy industry, and even the Hatire Community can’t com-
pletely divest their theacracy from its use. Today, the leaders in
cybertechnology are the StarMech Collective and the Nariac Do-
main for their superiority in robotics and cybarg technology, re-
spectively.

Entertainment: Many question our nation’s leadership in
video, virtual, holographic, and live entertainment. Data from re-
cent economic studies in addition fo our own has confirmed that
Borealis entertainment media outsell all others. 0f course, much
of what is popular in the mass market is scorned within our
own critical circles. More interesting works of culture exist pri-
marily for the distinctive Borealis palate. Nevertheless, the en-
tertainment industry is the best means by which superior
Borealin thought may be absorbed by the interstellar masses.

Finance: Not precisely a form of production itself, finance
and its professionals facilitate the production of other industries,
What may seem the arcane movement of Cancard dollars from
one place to another represents a truly complex distribution
system of buyers, sellers, and independent marketers. Rigun-
mor merchants are famous for leading hoth sides of the indus-
try: financing business ventures and coordinating the sale of
products throughout explored space. Of course, the finance in-
dustry depends on a steady flow of trade goods.

Grid Engineering: The newest industry to be included as
a categary in our report, the importance of the Grid to commu-
nications, trade, and even war has become clear in recent
years, and has warranted its own category for quite some time.
Grid engineering includes the use of local Grids and interstellar
communications over drivesats. The primary function of the
Grid is to inform and communicate, although for centuries pop-
ular media has emphasized the ability of gridpilots to probe into
the secrets of the rich and powerful. Insight and VoidCorp tech-
nologies offer the best alternatives in a field otherwise medincre,

Heavy Industry: Many stellar nations place great empha-
sis on heavy construction, which includes infrastructure im-
provement, advanced building materials, and even large
machines. As new colonies are created and developed, heavy
industry puts together a workable infrastructure for the young
warlds, Despite weathering significant losses of production cap-
tal during the GW2, the StarMech Collective has a clear edge
over lts competitors. Nevertheless, heavy industry is a field that
most studies predict will decline in the next decade as mare cit-
izens focus on the mner growth and intellectual development
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that peace allows, Both our Bepublic and Insight have logically
chosen not to specialize in such a declining industry,

Military Technalagy: [nvestment in military research and
production remains high more than two decades after the war,
Tensions among enemies both old and new haven't really di-
minished. In addition, frontier governments and independents
agree that in troubled times everyone should prepare for the
waorsl. As a result, arms suppliers throughout the galaxy can
revel in a hooming business, Austrin-Ontie Unlimited and the
Thuldan Empire are the first and second largest arms suppliers,
respectively. Austrins, whatever their heroic dreams, can rely
on the most up-to-date weapons technology in the known
galaxy.

Stardrive Tachnology: An extremely specialized industry,
the design and construction of stardrives is nonetheless critical
to interstellar trade, travel, and war. In addition to being a diffi-
cult and impartant fisld, stardrive engineering is one of the most
lucrative. Despite the stardrive’s age—the original design dates
from 2260-only the largest corporations and wealthiest sden-
tific teams can become invalved with research or development.
The Orlamu Thencracy leads in both A30 and production of
stardrive lechnology. Their research continues to identify means
to increase the range of the stardrive, although many re-
searchers are more concerned with reliability and mass pro-
duction of current models. Orlamu stardrives power mare than
a quartar of the driveships in existence.

Starship Engineering: A well-built vessel can be appre-

clated by any interstellar traveler, Starships, whether drive-
equipped not, should be adequately powered, logically laid out,
and sometimes well armed. Inferstellar economies have be-
come sufficiently intertwined that the construction of a spaceship
typically involves paris and technology from a dozen star sys-
tems, possibly even from several stellar nations. Most stellar
nations maintain a madicum of self-sufficiency to produce their
own starships, especially military vessels, The StarMech Col-
lective made #s name from its immaculate and efficient ship-
vards; they've given birth to more ships than those of Earth,
even though the Collective's yards are 100 years younger.

Resource Tetal: Contrary to popular opinion, the number
listed in the final row of the table carmot and should not be used
as a measure of a stellar nation’s overall strength. It may prove
useful in some regard, however, as a primitive measure of each
nation’s gross economic strength. For example, Austrin-Ontis
may be one of the more powerful stellar nations, thanks to a
large and well-trained military. Nevertheless, in terms of its ef-
fect on the interstellar economy, several nations produce more
capital.

Hough estimates place the combined interstellar military forces
today at about three-quarters the strength demonstrated in the
middle of the Second Galactic War, near 2430. More important,
the industrial capacity to create military assets has fallen by
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maore than half; the end of the war has brought an end to the
need to constantly replace assels lost in fighting. Ironically,
though, the gross number of military assets in explored space
has risen since the Treaty of Concord. The fact that military
forces were at an all-time low before 2472 lends credence to
the theary that the current peace is likely to be a temporary one,
an opportunity for stellar nations to fortify, rebuild, and prepare
for the next round of strife.

Almpst three decades after the war, the primary means for
the projection of force is still the naval ask force. It's the prin-
tipal military structure of the day. The standard task force is
centered around a fortress ship, typically escorted by two addi-
tinnal capital ships (dreadnoughts or carriers), several cruisers,
replenishment vessels, and smaller craft. With a range of 50
light-years provided by its fortress ship, the task force can at-
tack or defend over a wide operational theatre. Allernatively,
task groups can contain a mix of three or more dreadnoughts
and carriers. Though slightly weaker (history has shown the
giant fortress ships capahle of defeating as many as four dread-
noughts in pitched battle), this task group is a mainstay of most
stellar navies, thanks mostly to the incredible cost of lortress
ships. Most dreadnoughts can leap a prodigious 35 light-years
while ferrying a dozen cruisers and smaller escarts.

Once a task force has eliminated enemy spacecraft and de-
fensive stations and established space superiority, troop carriers
and space-to-ground assault craft take the next step. While or-
bital bombardment can reduce important military targets to rub-
ble, assault troops must seize the imporian! communication,
command, and control targets. Losses among ground troops can
be very high; this is one reason why each stellar nation has an
army numbering in the hillions of soldiers. Eventually, a planet
and its population can be brought under a new authority.

Nevertheless, the value of naval and ground assets limits
their use during offensive actions, Many stellar naval forces are
tied down to defense sectors. Each defense sector within a stel-
lar nation is patrolled by the equivalent of at least one task force
or group. In times of war, these defensive groups cluster to-
gether for strength, awaiting a drivespace signal that indicates
the approach of an enemy fleet. Is not uncommon for the de-
fense seclors to be patrolled by a fleet that's more dispersed,
concerned with putting out small uprisings and skirmishes
rather than facing a concentrated attack from a foreign power.

The greatest advantage that militaries enjoy today are well-
trained forces. In the midst of GW2, military personnel learned
many of the important lessons on the field of battle—if they sur-
vived long enough. Today, the armies are smaller but better
equipped, better trained, and better prepared for the occasional
skirmishes expected in postwar society. As noted on the pri-
mary table of military assets, none of the nations that survived
the war have the obsaolete “E” naval or ground rating. Only two
have ‘)’ scores {o represent fourth-rate performance. The num-
ber af elite (A" forces in the galaxy continues to grow, and the
high military readiness isnt unnoticed by political scientists nf
all stripes.

DirLomMmATIC RELATIONS

A Primer for Concord Dificers
by Jordan Maddux, Concord Administrator

Stellar diplomacy among the stellar nations and the Concord
has considerable tmpact on the day-to-day lives of Concordan
men and women, and every sentient should understand the ba-
sics. Of course, the summary provided here grossly oversimpli-

fies the complexities of internatinnal dynarnics. This simplified
presentation illustrates only broad tendencies on the indivicual
level. Orions and Orlamus are steadfast allies, yet nothing pre-
vents individual Orlamus and Orions from despising one an-
other. And the reverse can be said about VoidCorp Employees
and Inseers, as difticult as that may be to imagine.

Today, many diplomatic relations remain colored by the
events of the War. Enemies of 30 vears ago remain unfriendly
today, even if the interstellar peace doesn't allow open conflict
As the war recedes into history, new coalitions, alliances, and
rivalries are sure to arise. A whole new strain of national com-
petition has started over the frontiers abandoned a century ago.
Nations that pretend to the closest friendship clash desperately
over economic and territorial issues. The need for the Galactic
Concord has never been greater.

Austrin-Ontis Unlimited has few friends but only one national
enemy. Hecause Austrins rely on armis sales to every stellar na-
tion, they avoid becoming entangled in alliances. Some goodwill
exists between Austrin-Ontis and the other members of the
Profit alliance (Blgunmors, StarMech, and Solar), but the com-
petitive nature of the stellar nations has diminished any friend-
ship into simple defensive agreements. Austrin-Ontis's greatest
antipathy is reserved for the Nariacs—a hatred fostered by the
War,

The Borealis Aepublic follows form by maintaining close ties
to war allies and spurning wartime foes. While the Borealis mil-
itary has made minor improvements, Borealins walk softly de-
spite their distaste for Thuldans and their puppet Hatire
brethren, Horealis diplomats wrangle for protection and support
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from more powerful friends; the creation of the neutral Concord
Sagittarius region has only slightly dulled their nervousnass,

The Hatire Community is dominated by s own religious
views and the demands of its theocracy. Nevertheless, this has
not prevented the Community from reaching a compromise with
its militaristic neighbors in the Thuldan Empire. The Community
can't make serious diplomatic moves without Thuldan ovar-
sight, but the only issue on which the two nations differ is the
Hatire crusade against the Nariacs and their cybertechnolngy—
despite their alliance during the war.

Insigh, as the youngest stellar nation, is still working to find
its place in the interstellar community. About the anly stable el-
ement in its diplomatic policy is the disdain with which Inseers
view VoidCorp. While Insight enjoys modest assistance from its
wartime allies (Orion, Orlamu, and Borealis), Insight leaders
have to date refused to ally themselves closely with anyone,
Thay understand that they were supported as a weapon against
cornmon enemies—and will continue to be viewed as such.

The Nariac Domain, ironically, doesn't reciprocate the Aus-
trins’ {ll will. Instead, most Nariacs dislike VoidCorp. For maore
than & century, VoidCorp has reduced the Domain to Iittle more
than a client state. As the Nariacs institute slow changes in their
relationship with the corporate behemoth, they are becoming
mare openly opposed to ValdCorp "hureaucratic assistance” Un-
fortunately, the Domain finds itself without allies willing to as-
sist; most of VoidCorp's enemies have little reason to assist the
Domain after their violent struggles against cyber-enhanced
Nariac soldiers during the war.

The Orien League enjoys some of the strongest alliances
among the interstellar nations, The close bonds between the
League and the Orlamu Theocracy has led to their status as “sis-
ter states” They represent an exception to the rule that stellar

nations will use any means fo gain an advantage, even against
their allies. The League maintains close ties with Insight and the
Borealis Republic. As the leader of the FreeSpace Alliance, the
Urion government is singularly responsible for the survival of
these weaker powers.

As noted, the Orlamu Theocracy has the strongest ties to the
Orion League. Despite their theocratic government, the Orlamus
have a democracy, with civil rights preserved for all; this has
certainly helped the two states’ excellent relations. The Theoc-
racy also shares another quality with the Leagque: few strong
enemies. While the Expansion states may never respect either
of these nations, since neither Orlamu nor Orion shared a bar-
der with them, hatred never became as strongly entrenched
here as it did elsewhere.

The Aigunmor Star Consortium has many enviable charac-
teristics. Despite a capable military, tew nations consider the
Rigunmors a palitical threat. Only with VaidCarp, an enemy dur-
ing the war and a daily competitor on the open markets, do
Rigunmars share a mutual dislike. Rigunmar aggressiveness in
financial circles has reduced the number of would-be allies,
even wartime friends have gone cold and distant before the jug-
gernaut of the Rigunmor economy. One of few new frends that
the Rigunmors have discovered is Insight. Since Insight is a
manufacturing and design house desperately in need of a dis-
tributor—and a protector—a new alliance seems likely.

The StarMech Collective enjoys healthy and profitable rela-
tionships with most of the interstellar community. Ironically, this
favor may be a resull of the same disinterest in war that led to
massive StarMech losses during GW2. It's also a lestament to
the quality of StarMech shipyards. Today, StarMech diplomats
save their venom for Thuldan targets. Though the nation’s only
external concerns lie in Thuldan space, even that threat is
muted by the Concord presence in the Taurus Neutrality. The
Collective's command of technology has even facilitated its mod-
est success in opening markets in Nariac space.

The Thuldan Empire has a healthy relationship with more
than a third of the Stellar Ring—namely, its wartime partners.
Fear and dislike have bred conflict with the Borealis Republic,
the Union of Sol, and the StarMech Collective, but even mare
nations express continued distress over the growth of the Thul-
dan military and the industries that support it. The Thuldan goal
of reunifying humanity stifles their friendship with foreign pow-
ars; the Thuldan diplomatic corps is sometimes unclear whathar
it wants to conquer the galaxy by force or foster a sense of
friendship and respect that could lead to a more natural Thul-
dan leadership of the Stellar Ring,

The Union of 5o, always represented in foreign affairs by
the Sunlord, presents one of the best images of a successful
state. It has no significant enemies, but few strong allies. Solar
diplomats are among the most capable, and they benefit from
standing at the center of explored space. Like the Thuldans,
though, the Union is always looking for habitable worlds 1o re-
lieve the stress of overpopulation. Unlike stellar nations with
obvious routes of expansion, Salars must struggle to build a
stranger saort of “internal frontier”

VaidCarp, perhaps because of its economic dominance and
success, has lewer friends than enemies today. Its underground
war with the rogue division Insight continues. Despite years of
success and the threat of harsh retaliation, the Narlac Domain
threatens to leave the VoidCorp sphere of influence; in recent
years, brazen acts of sabotage and terrorism targeting VoidCorp
assets have escalated. Oddly, it's still not uncommon to see all
three of these stellar nations vote together in the Galactic Con-
sulate, given their interest in technological industries. However,




the Bigunmor Star Consortium, the enemy during the war and
beyond, spares no expense to compete with VoidCorp. The anly
ally that VoidCorp can rely on consistently is the Thuldan Em-
pire, its chief economic and political partner.

The Galactic Loncard, in spite of its official status above the
fray of nations, has many of the same difficulties working with
individual stellar nations. In particular, the Solar Union and
VoidCorp have proven the most troublesome and difficult;
they're notorious for disturbing meetings of the Galactic Con-
sulate and sometimes the Galactic Court. All of the stellar
nations have mixed relations with the Concord. Dn one hand,
they relish the peace dividends that the Concord is partially re-
sponsible for. They can take advantage of a neutral mediator in
times of conflict. But when decisions don't go their way, they are
quick to denounce the Concord as a totalitarian regime casting
its weight about. To date, the only consistent and constant sup-
porter af the Concord is the Orion League, which led the charge
to create the Concord in the first place.

GW2 AND THE GREAT ALLIANCES

With the war receding into the past, citizens of the 26th cen-
tury sometimes forget its ravages. Unfortunately, the war con-
tinues to cast its shadow over many segments of interstellar
life, Three of the most important surviving elements of the war
are ifts great alllances: the Expansion Pentad, the FreeSpace Al-
liance, and the Profit Confederation.

When the war opened in 2346, few international alliances
existed. Every stellar nation was struggling to survive in a
galaxy of aggressors. Almost half of the 26 stellar nations es-
tablished by the Treaty of Earth disappeared within the first
decade of fighting. They were weak and unprepared. By 2358,
the surviving nations were well armed and well defended.
After a decade of operating under a wartime economy, they
had improved their readiness for war and were fully capable
of prosecuting the war effort further. But the price in lives, re-
sources, and planets would be high.

Faced with the cost of hard conflict, the Thuldan Empire
took the first steps to create an interstellar alliance. After mak-
ing peace and then aligning itself with the Hatire Community,
Emperor Decret's next move was bolder. The emperor met with
VoidCorp and its clients—the Dreth Commonwealth and the
Nariac omain—and farmed the Expansion Pentad in 2361, As
its name suggested, the bloc's goal was to bring all of space
under its control. This new powerhouse already controlled al-
most half of the Stellar Ring, and given its concentration of
power, it promised to graw.

The other nations were quick to respand. The Union of Sal
and the Orlamu Theocracy gave up their dreams of neutrality.
The Orion League and the Orlamu Theoeracy, after years of
mutual peace and friendship, formed the FreeSpace Alliance.
Largely & mutual defense treaty promising aid in the event of
attack, the FreeSpace Alliance also stood for self-determination
in the rough days of war. After the Pentad claimed large areas
of Borealis space in 2372, the Borealis Republic joined the
FreeSpace Alliance, mastly out of desperation.

Al the same time, the Bigunmor Star Consortium formed the
Profit Confederation with the Union of Sol, Austrin-Ontis Un-
limited, and StarMech. This alliance was formed out of fear,
and incorporated nations devoted entirely to trade. The Profit
nations depended on the interstellar economy. As a result of
their alliance, all four nations survived. Finally, concerned
about Thuldan and VoidCorp advances throughout the 2360s
and 2370s, President Brown of the Orion League estahlished a

‘gentleman’s agreement” between the Profit Confederation and
the FreeSpace Alliance. FreeSpace and Profit nations wouldn't
attack one another as long as the Expansion Pentad threat was
dominant.

Slowly, the tide of Expansion advance was brought o a halt.
The Higunmor Star Consortium dealt a crippling blow to Void-
Corp when it crushed the Dreth Commonwealth fleet in 2380.
Almost half of Dreth space fell to the Rigunmors, while Void-
Corp annexed the remainder. Furthermore, VoidCorp losses
rose when it took over the front against the Rigunmors. The
war's true turning point was at the Batlle of Songham (2401)
in StarMech space. There, Thuldan, StarMech, Orlamu, and
Orion armadas clashed. After a savage conflict leading to
heavy losses on all sides, the Thuldans were pushed back.
Songham changed the nature of the war.

With the Expansion Pentad checked, the agreement hetween
Profit and FreeSpace collapsed. The war degenerated into three
hitterly entrenched alllances sniping at one another. Whenever
one seemed ascendant, the other two formed temporary al-
liances to restore the balance of power. The final shift in the
war came 30 years later when Insight, a division of Void-
Corp, declared its independence and joined the FreeSpace Al-
liance. Faced with growing rebellion and diminishing
resources, the stellar nations finally agreed to a peace in 2472.

Today, remnants of the great alliances live on in interstellar
relations. For the most part, the war'’s enemies rémain enemies,
and its allies remain allies. The Orion League and the Orlamu
Theocracy have never been closer friends, and Solars and
Thuldans remain bitter enemies. Whether the alliances will be
strong enough to drag all the nations concerned into a third
galactic war remains anyone’s guess, but the most likely power
blocs may not involve three alliances at all. A few shifts plausi-
ble in the current climate: The Nariac Domain may attempt to
find a home with the Union of Sol, and the Proftt Confederation
splits between the Union/StarMech and the Rigunmor/Austrin-
Untis pairing. Further, Insight is rumored to be toadying furi-
ously among the Rigunmor to cement a partnership against
their mutual VoidCorp enemies. The great enigma that keeps
these conflicts from sparking into war remains the Coneord,
which cannot afford to take sides.




The Verge is full of wonders and trea-
sures, but it’s not for the timid. Out here
in the farthest reaches of explored
space, the process of discovery contin-
ues. Virgin worlds still await the first
imprint of a human foot, and humanity
continuously encounters new life. As
more than one explorer has put it: The
Verge is where the action is.

The Verge’s borders are a matter of
some debate. Some
stellar cartographers
include all the stars
beyond Kendai, at
the border of the
Concord Taurus pro-
tectorate. Others—
StarMech, for ex-
ample—say that the
Verge begins with
the populated world"
of Bluefall in the
Aegis system (of
course, this assertion
benefits StarMech,
as it could then
advance a'¢laim’ that
the systems cen-
tered around Tendril
should fall within 8 TG
StarMech'space). R o
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the Verge. In fact, it was the Tendril
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and Endomar form the likeliest candi-
dates on each side.

All in all, the Verge is a sector of space
about 100 light-years long, wide, and
deep.With an approximate stellar densi-
ty of one star for every 10 cubic light-
years, the Verge contains some 10,000
stars, and explorers have examined only
1000 of those. Fewer than 100 of these
explored stars possess colonies,

Officially, the
region is part of the
vastness of Open
Space, but the
Galactic Concord
sees the Verge as a
collection of inde-
pendent nations
and patrols accord-
ingly. Unfortunate-
ly, many of the stel-
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Thus, the Verge represents the future, If the Interbellum of
2312-234% is any guide, the sentients of the Stellar Aing are
likely to seize upon this new era of peace as a time of grawth:
in the sciences, with new discoveries and advancements; in
population, with more opportunities for a peaceful existence; in
exploration. New expeditions into the Verge begin each year,
and explorers currently plan to travel beyond Hammer's Star.

The Verge is a springboard into the unknown because of its
location near the edge of the Orion Arm of the Milky Way. Not
far beyond (in astronomical terms] lies the Perseus Arm, an un-
explored expanse that presents new opportunities for the sen-
tients of the Orion Arm. Finally, the depths of intergalactic space
lie beyond the Perseus Arm. It is to here that the bold and
courageous species of the Milky Way must eventually travel

HISTORY

The history of the Verge is bound up in each of its many sys-
tems, all of which possess unique origins and experiences.
These systems share one thing: a common history that encour-
ages them to work together as a group instead of competing
against each other.

EXPLORATION

Expeditions to the Verge began with the StarMech Collective’s
journey to the Tendril system in 2315. It was the StarMech Cal-
lective’s first wave of exploration after the First Galactic War. In
truth, the Tendril system lay closer to the Taurean Star Hepub-
lic, a weak stellar nation eventually destroyed by the Thuldan
Empire during GW2, But the leaders of StarMech set a prece-
dent by advancing & claim to the system.

Taking advantage of what they correctly perceived as Tau-
rean weakness, groups from every stellar nation soon followed
the StarMech advance.

Orion scouts charted the beautiful Aegis system in 2316,
The Hatire Community seized the world of Grith in the Corrivale
system in 2319. The Solars registered a claim to Penates in the
Lucullus system. The Rigunmors latched onto the mineral-rich
waorld of Leen in the Oberan system, and within two decades,
the Thuldans and Austrins settled the twin planets of the Al-
gemron system. Finally, in 2341, an expedition partially funded
by the Borealis Republic crossed most of explored space in
order to colonize Spes, a planet in the Hammer's Star system.

By then, the wave of exploration had ended. The stellar
nations directed their precious resources inward, girding them-
selves for the Second Galactic War. It proved to be a wise step,
for the war dragged on longer than anyone anticipated, and
none of the stellar nations wanted to support their colonies
when they faced extinction back home.

COoONFLICT

The Vergers followed the first few years of the war with inter-
esl, as the Infant Verge colonies considered themselves very
much a part of the stellar nations that founded them. News nof
the major battles and confrontations arrived via drive relay, and
interest soon grew to conflict. Thus, the Second Galactic War
found a microcosmic expression in and hetween many Verge
systems, as the colonists used their meager resources to fight
each other.

Slowly, several factors led most colonies to waver in their
loyalties. The first of these was the lack of cornmitment demon-
strated by the stellar nations at war. Few of the nations assigned

military forces to help the Vergers win their little wars, and in-
deed the resources that these nations promised their colonists
began to dwindle as early as the 2350s. Some of the smaller
colonies actually collapsed as a result, and even the largest and
muost populous falt the erunch when their support vanished. Not
surprisingly, a few of the less intrepid colonists decided to climb
aboard driveships and make their way back to their stellar
nations.

Most Verge settlernents decided 1o weather their ditficulties,
and instead of sending their few driveships back to the Stellar
Ring and its war, they sent driveships to each other. Many of the
sotllements couldn't survive on their own, but with trade be-
tween systems, each found a way to get what it needed. A sense
of & common good even led some of the richer systems o go
out of their way to trade with their weaker neighbors. Yet it
quickly became clear that nothing like a common Verge gov-
ernment would ever arise. Even though most of the Verge sys-
tems had put aside their desire to battle one another in the
name of their stellar nations, distrust still ruled throughout the
frontier. Piracy and crime were rising Iast, and some of the sys-
tems—Lucullus and Plolemy among them-—embraced these
practices as a way of life.

THE LONG SILENCE

The catalyst for the final break came with the Battle of Kendai,
fought at the edge of the Stellar Ring in 2375, During the en-
gagement, the Kendai drivespace communication relay was de-
stroyed, terminating contact between the Stellar Ring and the
Verge. Thus began the Long Silence, Now firmly on their own,
many colonies of the Verge began to think independently. As
new generations were born and cultures developed, many
colonists started to think of themselves as citizens of their own
system, instead of members of a distant stellar nation. By the
time contact was reestablished more than a century later, more
than half the Verge systems boasted of their independence.

Meanwhile, they struggled for survival, Hoth traders and pi-
rates organized themselves, and life on the frontier soon
reached a certain level of stability. However, two events rocked
that stability during the Long Stlence. The first was the inexplic-
able disappearance of the Orion colony on Bluefall in 2454, a
mystery that remains unsalved. The second was the destruction
of the Stlver Bell colony—and much of the surface of the planet
Spes with ft—in the Hammer's Star system. (The culprits behind
this attack are still at large) Both of these events taught the
Vergers the unpredictability of life on the frantier.

Yet the Long Stlence itself was never absolute. Decasionally,
stray vessels—some of military origin and some full of
refugees—would make their way out to the frontier. A whole
fleet of such newcomers arrived from Orion space in 2464 to
reestablish a eolony in the Aegis system. Most of these fravel-
ers brought word of the terrible ferocity of the Second Galactic
War; many had fled dying waorlds and crumbling stellar nations
in arder to come. Yet in 2472, the war in the Stellar Ring came
to an end. In the next two decades, while the stellar nations
struggled to survive and rebuild, rumors trickled into the Verge
that peace had descended. Most didn't believe it at first, but by
2496, the gossip had gained the ring of truth: The war was
OVER

THE RETURN

The reconstruction of the Kendai relay occurred just as several
of the Verge governments, led by the Hegency government of
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Aggis and the corporate syndicates of Tendril, began planning a
joint expedition back to the Stellar Hing. While many Verge
nations were enjoying their independence, some colonies con-
tinued to struggle. In any event, the Vergers wanted first hand
news of the Stellar Hing.

The transmission received at the Tendril drive relay ended
the Vergers' proposal. Along with allowing the colonies to send
and receive messages to the Stellar Ring again, the rebuilding
of the Kendal drive relay had two important effects. First, it al-
lowed the distress call of Harmmer's Star—then seven years old—
to reach its intended audience. The stellar nations were, if
anything, more alarmed than the Verge governments, as the
Vergers had grown used to disappearing colonies. Second, #
became clear that the stellar nations had regained their interest
in exploration, expansion, and the Verge.

The arrival of the Monitor, a fortress ship of the Galactic
Concord, made that abundantly clear. Now the stellar nations
have returned to the Verge, and they're eager to take up where
they left off a century ago.

TODAY

The Vergers' reaction to the Return was quite mixed. The strug-
gling colonies cheered the return of their patrons, and many of
the larger colonies—such as those on Algemron and Tendril-
hoped that the return of their patrons would solve many of their
problems, Others, however, resented the arrogant presumption
that the stellar nations could so quickly and easily assume con-
trol. Currently, more than & dozen systems have loudly pro-
claimed their independence, demanding recognition from the
stellar nations and the Galactic Concord,

As for the Concord, most Vergers consider its arrival an
overall benefit to the region. It patrols Verge space, keeping the
area (relatively) safe for trade, travel, and exploration. Despite
the number of planets and star systems claimed by individual
stellar nations, the Concord’s political control includes the
length of the Verge. Such titular contral is complicated by the
realities of the situation. A dizzying variety of factions have fo-
cused their attentions on the region. Servanis af the Concord
must therefore balance their authority with the demands of
many parties in order to avoid confrontation. While it's unlikely
that a skirmish between a stellar nation and an independent
Verge government would spread to the Stellar Hing, the Con-
cord doesn't want to take any chances. The contentious Verge
can't be allowed to spark a Third Galactic War.

VERGE PROTECTION

In keeping with its ultimate priority of securing peace in the
Verge, the Galactic Concord has done much to increase the
overall defense of the system. Every four months, either the
Moanitor or the Kardava (Concord fortress ships) returns to Ten-
dril from the edge of the Stellar Ring, bringing supplies and as-
sistance. The Concord’s stated purpose in completing this trip is
to facilitate passage between established space and the frontier
using either ship's gigantic stardrive. It's also clear that these
fortress ships serve as a powerful deterrent to violence. Each
ship is part of a strang task force that includes a pair of dread-
noughts and more than a dozen cruisers and smaller crafi.
Within the Verge, the Concord's defense is just as strong. The
Lighthouse, a mobile space station donated by the Orlamu
Theocracy, is a station of commerce, but it carries a formidahle
arsenal of its own. Along with t, three dreadnoughts patraol the
length of the frontier region. The Vition has been assigned to

permanent duty in the Hammer's Star system—at least until the
system is safe from the criminals and aggressive aliens that
plague it. Two other dreadnoughts, the Tender Dawn and the
Hevealer, lead patrols in the major and minor systems of the
Verge, wherever the Concord feels that a demonstration of
force and interest is appropriate. In addition to these two
dreadnoughts and their escorts, the Concord has devoted
dozens of smaller craft—cruisers, destroyers, corvettes, and
smaller vessels—to the protection of the Verge.

The stellar nations and the Verge governmenis also con-
tribute to the overall defense of the system—although they are
just as likely to use their assets for conflict as for cooperation.
All of these craft are cruiser-class or smaller, with the exception
of the Sanctuary, an independent dreadnought owned by the
Hegency of Bluefall. The stellar nations like to keep a collection
of carvettes and scouts near their established colonies—just in
case. Larger military vessels, destroyers and the like, can assist
in commerce by ferrying smaller craft through drivespace.

DEFENSIVE SYSTEMS

While many systems in the Stellar Hing have state-of-the-ant
defensive systems of Type Six or above, the planets in Verge
space have considerably less advanced armaments. The classi-
fications, and the systems that use each defense rating, appear
below. Volatile conditions within the Verge can alter the capa-
hilities of any individual systemn al a moment's notice. For ex-
ample, the Concord constantly patrols the region. Should ane of
its two principal task groups enter a Verge system, that system’s
defensive rating improves by at least one type.

TyPE FIvE

The epitome of protection in the Verge, this defensive system
equals the military capability of many Stellar Ring worlds; it in-
cludes planetary shields, advanced satellites and weaponry, and
other support craft. These defenses could suppress an attack
from a task group and perhaps even hold out against the forces
of a full armada. Independent raiders and criminals don't stand
a chance against these defenses. Only two systems in the Verge
can boast such protective armament: Aegis and Harnmer's Star.
Aeqis, controlled by the Regency government, has a strong fleet
led by a dreadnought. In the Hammer's Star system, the Galac-
tic Concord has assembled an even greater collection of might
to avenge the destruction of the Silver Bell colony...

Tyre Four
Armed space stations and a capable space fleet boasting crulser
strength are necessary criteria for a Type Four defense. To-
gether, mobile and fortified points create a network of shielding
capahble of stopping all but the most determined assaults. Within
the confines of the Verge, Tendril and Algemron possess this de-
fensive level

TYPE THREE
This system consists of a small navy or a network of defense
satellites; it can provide a capable defense against independent
craft and pirates. Against more determined foes—such as a
large naval force—the system's fortifications would probably
prove unequal to the task, Three Verge systems qualify for Type
Three status: Carrivale, Lucullus, and Oberon.

Tyre Two
A sparse defense network or a meager fleet of a dozen or fewer
noncapital craft earns a Type Two rating. These defenses can-




not repel an attack by trained military forces, and they are even
erahle tn more organized raids by pirate bands and groups

of criminals. Several systems fall into this category, including

Argos, Piolerny, Mantebron, Rarnath, Coulomb, and Tychus.

Tyre ONE
This defense system consists merely of a few patrol ships.
About the only antagonist this system could repel is a lane
raider or corsair. Against more significant enemy forces, the
only useful action is a call for help. More than half the colonized
systems of the region fit into this category.

TYPE ZERO
Systems with this defensive level rely on the goodwill of their
visitors. In other words, no hope for realistic defense exists—
though planetary-based defenses and inhabitants may repel
small assault groups. The youngest fledgling colonies and the
many unexplored stars of the Varge—about 94% of its territory—
fit this category.

THE INTEGRATION ACT

Operating in an area as diverse and complicated as the Verge,
the stellar nations have adapted to new avenues and passthili-
ties. In some ways, they're more likely to work together in the
Verge than in the Stellar Ring—despite their competition for
Verge systems and planets. Simply put, the stellar nations don't
have enough assels to accomplish everything they want in the
region, and commitments back home make it almost impossible
to devote additional resources. So, they adopted the Integration
Act. Passed by the Galactic Consulate, this measure gives
greater latitude to military and government personnel. In shart,
given the permission of a commanding officer, military person-
nel can serve abpard independent vessels, ships of a Verge
government, ar even the vessels of another stellar nation.

For example, {t's not uncommon for the Galactic Concord mil-
itary to act as crew members on free traders, and VoidCorp mil-
itary personnel frequently travel pn board corporate merchants
that serve another government. As long as the cooperation
makes sense to military commanders or serves some good pur-
pose, it's normally allowed. Of course, the captain or controlling
officer aboard the integrated vessel must also agree to the as-
signment, and there are obvious exceptions. VoidCorp military
would never work openly with the sesheyans of Grith or Insight
military, and the Galactic Concord would never authorize its mil-
ftary personnel to work as corsairs, thugs, or smugglers.

Only 10% of military forces are eligible to participate in the
Integration Act; the remainder are on active duty in more con-
ventional environments. The Integration Act is one reason why
Concord Administrators are so busy in the Verge; they must
constantly adjudicate questions arising from this new mix ol
military and civilian personnel.

VERGE ORGANIZATIONS

During the many years of the Lang Silence, the people and gov-
ernments of the Verge banded together for protection, econom-
lcs, and self-interest, Most of the time, this simply meant that
Vergers politely shared information with one another. The gov-
ernments attempled to keep abreast of events, alerting their cit-
izens whenever a threat manifested in a system. Clear examples
of this teamwork appeared in response to the civil war in the
Algemran system and the destruction of Silver Bell. A cry went
out loud and clear: Vergers should avoid these systems.

In most instances, looking out for one’s neighbors never be-
came a real matter of trusting them, but rather of needing them
ta live and prosper. Many of the colonies exist on worlds that
can't sustain independent growth without trade,

VERGE CONFEDERATION

Originally a political body, the nature and focus of the Verge
Confederation has changed throughout its short histary, In
2468, leaders of many Verge governments met for the first time
on Bluelall in arder to discuss means of improving the eco-
nomic and political stability in the area. Many saw the confer-
ence, and the confederation that resulted from , as an attempt
by the Regency government of Bluefall to seize control. What-
ever the conference’s ambitions, that threat never materialized.

Instead, one of the small, secondary agenda items went on
to change the Verge in an unexpected way. The delegates
agreed that the Verge Confederation should form a small bu-
reaucracy of its own to watch over conditions in the frontier. Op-
eratives of this bureaucracy would investigate unusual events,
phenomena, and risks to the region’s security, In point of fact,
the Verge Confederation hecame a clearinghouse of unusual tal-
ents, explorers, and agents of one kind or another. When pri-
vate individuals, corporations, or governments wanted special
assistance, they enlisted the Confederation’s help.

The Verge Confederation, as a palitical body, has met only
twice since its creation. In 2490, delegates from most of the
Verge colonies came together in order to discuss the destroction
of the Silver Bell colony. In 2497, they met again to determine
what, if any, strategy the Verge systems would take in response
to the return of the stellar nations.

The mos! recent session clarified the political powerlessness
af the Verge Confederation. The separate colonies had such dis-
parate thoughts ahout the return that they couldn't strike a real
alliance. About the only agreement they did hammer out was
the principle of self-determination: Each colony had the right to
decide whether to reunite with its former patron, to form ties
with a new stellar nation, or to remain independent.

It's unlikely that another council will ever convene; as a po-
litical body, the Verge Confederation is dead. Now it serves
merely as a clearinghouse for talent. For the most part, mem-
bers of the Confederation work independently of each other;
sometimes they may even work at cross purposes. The only
oath members of the Confederation must take regards the Verge
principle of self-determination. No member can act in a way that
would undermine the principle of Vergers deciding their future.

Atilis Jil Utir (Fm/Argos/IJMW-8) is the bureaucrat wha
oversees the Confederation from its headquarters in the Argos
system. Small offices exist in the populated colonies. Each of
these offices keeps records and resumes of Confederation mem-
bers. Recently, membership has become quite easy to securs,
and the group even accepts applications from Arrivers.

ConcorDp FrRee Now

Concord Free Now is the most radical political group in the
Verge. Since its first public appearance—when it claimed re-
sponsibility for the sabotage of a StarMech cruiser in the Ten-
dril system—CFN has grown increasingly desperate. lts attempts
to keep the stellar nations out of the Verge clearly aren’t suc-
ceeding, and now its members view themselves as the patriots
of an occupied territory. Concord Free Now has been connected
to dozens of terrorist attacks against military and civilian assets
of the stellar nations—including the Galactic Concord. The anly



criterion necessary for an attack by CFN is a connection to the
Stellar Ring,

CFN believes that the governments of Old Space surren-
dered all rights to the Verge during the Second Galactic War,
The Verge is no longer theirs; it belongs to the Vergers. CFN's
activity has focused on systems that share some of its ideals for
independence—especially the Oberon system—but all Verge sys-
tems are subject to CFN attack and sabotage.

ReEpMARN MITH TRADING CORP

In the Verge, money has proven a more unifying factor than
politics. Here, carporations and giant syndicates have yet to take
over the regulation of trade; independents and free traders still
dominate the trading economy for Verge systems. These
smaller merchants have formed guilds such as the Redman-
Smith Trading Corporation. Originally, this trading company
consisted of only a few dozen Higunmors and Starmechs from
Tendril and Oberon who united to shuttle heavy metals from
Leen to Alaundril The guild’s membership grew, adding sys-
terns and cargoes to its accepted list of sources and destinations.

The Corp spends a significant portion of ils manpower and
resources on the publication of its quarterly price index. Full-
time Corp employees wander the major systems, confirming the
availahility and current value of commodities. Corp members
are expected to communicate the same information to the par-
ent guild whenever possible. For free traders in the Verge, the
manual becomes the bible by which to buy and sell items, or
negotiate contracts. Of course, it's no guarantee of success. In
the tumultuous frontier economy, prices can change faster than
even the most dedicated trading guilds can track. This quarterly
index, and the strong reputation that Corp membership pro-
vides, are the primary reasons for joining Hedman-Smith,

Hequirements for membership have been formalized for
decades. First, Hedman-Smith performs a background check on
the prospective applicant. It dossn't want members who are
known for piracy or other criminal activities—although it's well
known that the group makes exceptions for wealthy candidates.
In truth, the most significant requirement s an annual member-
ship fee, now at %1,242. The trading group adjusts the fee each
year for inflation and adds a surcharge (1% net profits after the
first million Concord dollars earned in a year) for the most prof-
itable Corp members.

At present, maore than 70 years after its creation, the Corp
has become a bureaucracy of its own, with several thousand
employees spread over all the more populated planets. He-
cently, Redman-Smith has diversified in the services that it of-
fers its members. In addition to ils famous price indices, the
guild offers Ioans and financing to members in good standing.
Typically, it offers interest up to a full point below standard,
making it a popular choice for its members,

SYSTEM TABI

Each of the major star systems described in this chapter con-
tains a table that provides scientific information on that system's
planets, This includes information such as the planet’s distance
from its star, the length of its year, and other quick-glance sta-
tistics that may be useful to Gamemaster and player. Note that
entry names n parentheses refer to moons rather than planets.

Planetary class, and the mechanics of the GHAPH system as
it relates to heroes and supporting cast members, are described
in Chapter 3: Gamemasters in Action and Chapter 14: Cam-
paign Architecture in the ALTERNITY Gamemaster Guide,




THE LIGHTHOUSE

In the years of the Second Galactic War, economic and military
power bases throughout the Stellar Ring played critical roles in
establishing and maintaining dominance. One of the most im-
pressive of these bases was the Lighthouse of Faith, a space sta-
tion buill and owned by the Orlamu Theocracy. What was
unigue about the giant station was the installation of a powerful
stardrive within its heart; this station could move through space
with an impressive 50 light-year range, equal to the drivespace
range of a fortress ship, In addition to serving a unique role as
a mobile temple for the Orlamist religion, the Lighthouse of Faith
served as a center of economic activity within Orlamu space.
Merchants came aboard and traded with individuals fram di-
verse waorlds; through its travels, the Lighthouse of Faith con-
stantly exposed itself and ils quests to new marksts and new
cultures.

The near-complete destruction of the station in 2461—thanks
to a Solar raid into Orlamu space—was a terrible loss. The Or-
lamus consigned #s ruined treasure to a scrap heap until the
war ended in 2472. Finally, it delivered the crippled Lighthouse
of Faith 1o the Galactic Concord. Sixteen years wauld pass be-
fore its name was heard again,

In March 2488, the Galactic Concord-mare specifically, the
Concord's Committee on Verge Integration—feared for the suc-
cess of its “frontier rehabilitation program” Put simply, the star
systems of the Verge remained isolated and divided—-despite the
return of the stellar nations and the arrival of the Concord itself.
The overwhelming majarity of Verge systems had no way to
communicate through drivespace; they relied heavily on drive-
ships that could take months to reach other civilized systems.

The Concord (and the Committee an Verge reintegration)
hoped that military vessels and the increased economic traffic
brought by the return of the stellar nations would forge new
links among the Verge systems and the people of the Stellar
Hing. Unfortunately, the Concard’s Star Force was too busy pa-
trolling, keeping peace, and fighting In Hammer's Star to sup-
part this lofty goal. Furthermore, the stellar nations’ economic
interests in the Verge focused on the most populous and devel-
oped star systems.

With the fear of Verge isolation firmly in his mind, Michael
Thayne, Minister of the Galactic Consulate, lobbied for the Verge
to become the home of a rebullt Lighthouse of Faith. A year
later, the refurbished, refitted, and greatly rearmed Orlamu
space station arrived in the Tendril system to begin a never-
ending tour of all the Verge settlements. Many inhabitants of the
Verge consider the station, now known simply as the Light-
house, the finest achievement of the Concord.

Flag of the Galactic Concord

From top to bottom, the tall cylindrical station is same 1,461
meters, with a diameter that ranges from 36 meters at its
thinnest section (the lower disc) to 401 meters at its widest (the
upper disc). The station contains docking ports and bays, as
well as maintenance services for arriving vessels. Lang rails of
spindly metal extend from the cylindrical station, allowing hun-
dreds of small craft to link up with the Lighthouse. Within the
station’s crowded halls, a fully functional urban center answers
the needs of both guests and permanent inhabitants, A full
range of supplies, entertainment, employment opportunities,
and Concord agency offices exist within the station. One of the
largest Concord offices functions as the headguarters for the
Cancord Survey Service, a bureaucracy best known for con-
tracting independen! explorers for missions throughout the
Verge and beyond.

In gratitude to the Theocracy for donating the station, the
highest level of the Lighthouse still serves ifs initial purpose: Or-
lamnist warship. As a Concord-run station, however, it's open to
members of any religion, nation, or species. Essentially, the
Lighthouse serves as a point of neutrality under the seal of the
Galactic Concord, and it is the primary Concord base of opera-
tions in the Verge. Thanks to the efforts of Concord technicians
and engineers, the armament aboard the Lighthouse ranks
among the most powerful and most effective. Although the sta-
tion couldnt stand vp o a fortress ship, it can repel an attack
from a dreadnought. Three Star Force cruisers and a score of
smaller escorts fly alongside the Lighthouse. In addition, a rein-
forced company of Concord Marines serves aboard the station
itsell.

The Lighthouse's stardrive still has a S50-light-year range,
making it one of the most impressive examples of human engi-
neering. Today, the Lighthouse uses its stardrive to follow a
course through Verge systems. It remains in these systems any-
where from a few days to & few weeks before traveling to an-
other destination. The station usually becomes the center of
economic and political activity in each system it enters.

Politically, the Lighthouse offers contact and communication
with the rest of known space. The station houses all sorts of po-
litical officers, ambassadors, and statesman who make a liveli-
hood serving their nations. Moreover, the Lighthouse possesses
a drivespace communication relay. As long as it remains in a
system, all of that system’s worlds can access the interstellar
Grid (for a fee, of course). In addition, the spindly docking arms
of the Lighthouse permit spacecraft without stardrives ar with
smaller stardrives to dock and *piggyback® on it. This allows for
faster travel around the Verge and more frequent contact be-
tween various warlds and setilements, Every government, hoth
stellar and Verge, takes advantage of the Concord’s generasity.

Economically, the single station represents a force that
equals any star system in the Verge. A sizable trading commu-
nity has established fiself abpard the station, willing to meet the
trading demands of any star systemn. Mare than one indepen-
dent trader has made his fortune traveling the stars without
ever leaving the Lighthouse.

The Lighthouse has been called a beacon that will lead the
Verge out of its long darkness of separation. Flowery language
and public relations asids, it provides a presence of authority, a
connection to the rest of human space, and a protective force to
help stand against the many threats—internal and external— fac-
ing the Verge.
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TENDRIL

The Tendril system is a stellar time bomb with a very long fuse.
The blue star Tendril is a markedly unstable F1 star—as the star
nears end of its life, its intense solar flare activity grows slowly
stronger. Aoughly every 67 days, solar flares engulf the star for
13 days in a period that system natives call the Burn. After each
flare-up, the solar activity returns 1o normal levels for about G7
days. According to the most reliable measurements, the star
won't be going nova in the next lew thousand years, but scien-
tists are at a loss to explain the star’s strange yet steady pulse.

Until its star goes nova, the Tendril system will remain the
gateway from (he Stellar Hing to the center of the Verge. To Ar-
rivers, it bears a strong resemblance to the kind of place they're
used to, As the first settlerment in Verge space a century ago and
the first to be contacted after the Second Galactic War, Tendril is
also among the most civilized systems in the Verge, It is the
Verge's third most populous system, a sprawling, asteroid-filled
area of space whose worthwhile holdings—moons, mostly—
were claimed by StarMech belore the war. The vast majority of
Tendril's immense mineral wealth remains unclaimed, though
many spacers stake informal claims, mine i, and process it be-
fore anyone notices.

Despite Tendril's ideal location, the system is unlikely to
dominate the politics and economics of the Verge. The first
prablem (s the star's instability. The second is the systems lack
of an easily habitable planet, or even an easily terraformed one,
Tendril bathes its inner system with a high level of radiation.
The ring of space that's warm enough to support a habitable
planel is too dangerously radivactive for most senlient species
to endure without special equipment.

The closest planet to Tendril {s Delphin, a sandy husk with
an atmosphere of carbon monoxide and carbanyl vapar. Its sole
importance today is the Land's View terralorming station. Land's
View is one of the most ambitious and long-term terraforming
operations in explored space. Sperous, a hellish planet cloaked
in clouds and hlankseted in intense heat, gives Venus of the Sal
system a good name. [t's home to nothing and no one; even ex-
ploratary probes rarely reach its acidic surface. However, Sper-
ous does hoast 8 moon, Alaundril, capable of supporting life.
Atlas, a cold rock-planet, and the Cyra Belt close out the inner
systemn; the gas giant Pox and s many small mpans lie beyond.

HisToRY
The tale of the Tendril system Is representative of Verge expe-
rience as a whole. It has a hopeful beginning, a tragedy of war
and abandonment, struggle, and success. As always, the trou-
hles of yesterday cast a heavy shadow over the future.

EXPLORATION

Scout vessels from the StarMech Collective explored Tendril in
2315, just three years after the end of the First Galactic War,
during a period of interstellar expansion knovm as the Interbel-
lum. For StarMech, exploring the Verge was a logical avenue
for later expansion. StarMech representatives never guessed
that finding a life-bearing world so far from established borders
would attract attention from so many, and lead to the formation
of the diverse Verge that now exists,

(n the contrary, StarMech documents reveal that the Collec-
tive's long-term plan was to annex the distant star within 50
years, But as explorers and colonists—spme independent and

some citizens of other nations—emigrated to the Verge frontier,
that objective became more complicated. StarMech military ves-
sels were too few and far too dispersed to patral Tendril or to
keep others from exploring neighboring systerns. The StarMech
plan for the region suffered another blow when Orions explored
and claimed the Aegis system and an idyllic habitable planet in
2316. The precedent was now set; the Verge would be probed
and exploited by all of the stellar nations. Of course, the harsh-
est blow to StarMech development goals tn Tendril was the aut-
break of the Second Galactic War,

CoLoNIZATION

Meanwhile, the first years of colonizing Tendril were difficult
ones. The star's intense radiation was a nuisance under the hest
of canditions. luring solar flares, the radiation spikes scrambled
electronics and damaged sensitive equipment. During the 13-
day high-rad cycle, interplanetary communication is almost im-
possible.

StarMech's first goal was to lay claim ta the only body ca-
pable of supporting human life: the moon Alaundril arbiting
Sperous. With no one to oppose them, StarMech colonists had
only one challenge—adapting their robots and technology to the
high radiation. They had mixed success. The boam-town city of
Babel proved the most industrious and profitable, and evantu-
ally became recognized as the moon’s capital. In addition,
StarMech made rapid claims to many of the most promising as-
teroids in the Cyra Belt. Many of the independent miners who
arrived agreed to work for the most lucrative contract around--
mining for StarMech and shipping the metals to the refineries
of Alaundril.

StarMech's decision to contract out the mining work in the
Tendril systern turned out to be a good move. The independents
paid a fee for mining rights to an asteroid Then they had a
choice of selling minerals back to StarMech corparations or
paying StarMech a gross percentage and selling to anyone, The
best part of the deal was that StarMech avoided any risk. If a
mining group failed lo generate a profit, or even disappeared
entirely, StarMech lost nothing, Mining conditions were danger-
ous; the intense radiation of Tendril scorches even the distant
asteroid belt.

To attract additional workers, StarMech built Darkhold, an
emergency medical and supply station within the Cyra Belt it-
self. StarMech profited by selling supplies to mining crews that
came unprepared or needed resupply, Within a few years,
Darkhold became home to numerous entertainment facilities
and social establishments catering to the StarMech taste for di-
version. The contractors of Darkhold had discovered a lucrative
business of serving the recreational needs of the Cyra Belfs
miners, who often had money to spend. The station's purpose
was quickly changed, As an indignant Hatire moralist said, it
became a litle den of sin and crime. During a Burn, many a
lonely and bored mining crew came te Darkhold carrying
riches. They enjoyed themsglves immensely; the lucky ones re-
turned to their mining with their accounts emptied. The unlucky
found themselves in debt.

Partially as a result of the change in the way things evolved
al Darkhold, StarMech built a second station millions of kilome-
ters from the Cyra Belt. The morbidly named Nova Station a
larger and more advanced facility, was completed in 2335. Set
in orbit over Atlas, the station contained the first drivespace



communication relay in the Verge. Nova was originally planned
as nothing mare than a research and communication center for
StarMech, but like Darkhaold it found itself serving as & port of
call for ships desperate for supplies.

Although Nova was designed for radiation resistance, even
its shielded systems aren’t completely immune. The solar radi-
ation during a8 Burn plays havoc with the station’s sensitive and
advanced electrical systems, and communications aboard the
new station fail just as they do elsewhere. The station’s drivesats
continue to receive messages from faraway stars, but Nova
can't relay them anywhere in the systemn. During a Burn, com-
munications in the Tendril system are dependent on courier
vessels,

Just to keep it operational, Nava station follows one of the
highest maintenance cycles of any StarMech station. Without
frequent repair, the station quickly becomes inoperable. During
solar flares, the communication relays aboard Nova are often
permanently damaged. Only the frequent arrivals of supply ves-
sels from StarMech keep the space station operational.

For years, StarMech sent bulk cargo ships to pick up the
valuable ores collected in the system and drop off much-needed
supplies and replacement parts. It was a profitable arrangement
for the new colonists and local workers, but when war broke
out in 2346, StarMech concentrated on its own barders, Tendril
and its complicated radiation problems were suddenly forgotten.

For the first few years of the war, the colonists of the Tendril
system enjoyed certain advantages compared to other Vergers.
News filtered in from the Stellar Hing of the growing conflict,
Nova Station received communiqués from parts of Old Space
about the mutant uprising on Tau Ceti and the escalating conflict
back home. Out on the frontier it seemed safer. Tendril was one
of the better defended Verge systems, and the local situation
hadn't yet grown desperate enough to encourage ralders and
pirates,

The first indication of a real problem came in January 2351.
StarMech vessels were scheduled to arrive at the start of the
month, as they had once every three months, carrying new
colonists, new soldiers, new tools, and new parts for the station.
But the scheduled ships failed to appear. At first, the colonists
didn‘t worry too much; in wartime, some ships would inevitably

be Intercepted or lost in combat. Nova Station’s technicians sim-
ply replaced the damaged components from spares and sent an
inquiry to StarMech questioning the delay. They were told that
a conflict within the Stellar Ring had delayed the ship, but that
the next supply ship would be on time.

After another five months, ime ran out. The quarterly Burn
ravaged Nova Station's systems, burning through backups and
short-circuiting repair mechanisms, With almost all of its drive-
sats damaged beyond repair, the drivesal communication relay
was offline. All contact outside the system was lost—not only
with StarMech, but also with Aegis and Hammer's Star.
StarMech’s additional supply ships never made it. At the same
time, Babel's population barely managed to throw together
larger and larger greenhouses in time to feed its hungry. The
Nova Station administrators and the Alaundril colonists were
confranted with some difficult decisions. They tried to keep
things running smoothly, but they weren’t used to operating
without outside help,

By methodical scavenging, the station comm technicians
brought the drivespace comm relay back onling in 2367, The
news flooded in that the Tau Ceti incident had precipitated a full-
scale galactic war. StarMech authorities back in Old Space ad-
mitted with regret that the stellar nation could no longer afford
o send resources so far away. And then the volces from the
Stellar Ring stopped. No more messages arrived from StarMech
or any of the stellar nations. In 2375, the Kendal communica-
tion relay, set at the edge of the Stellar Ring, was destroyed. The
Long Silence began in earnest.

The sense of isolation fell over the systemn. In the new at-
mosphere, divisions grew between Darkhold, Alaundril, and
Nova Station. They slowly but steadily pursued separate paths.
While all the settlements publicly proclaimed their loyalty to the
StarMech Collective, each one privately concentrated on its own
survival.

Darkhold furthered its reputation as the local rough-and-
tumble port where anything and everything was available for a
price, While it retained some repair facilities, Darkhold slowly
sold off most of its technological devices to Nova Station—in ex-
change for additional alcohal, virtual reality gear, generators,
and other leisure items. In the middle of the Cyra Belt, Darkhald
remained a pleasant place to lose a fortune.

For Babel and the rest of Alaundril, survival also meant
catering to the miners. The putpost began expanding its indus-
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trial base so it could trade in a wider variety of goods and ser-
vices, Babel's shipyards, already able to repair most spacecrall,
quickly gained the capacity to construct system spacecraft for
miners, patrol ships, and independent traders. Other facilities
were built to provide basic electronic components for the radi-
ation-bathed systermn. After a decade, Babel's technological base
became strang enough to create the sophisticated replacement
parts required by Nova Station.

Nova Station, its interstellar voice restored but limited to the
Verge, was a communications relay for both Tendril and the ad-
jacent star systems. Contact with the Aegis and Hammer's Star
systems became regular, and Tendril became one of the domi-
nant powers of the region. Nova also served as a major port of
call for all craft traveling in the coreward half of Verge space.
Since ships lacking space-to-ground capabilities couldn’t land
on Babel, Nova Station provided a spaceborne shipyard, easing
the completion of repairs.

It wasn't until 2405 that a StarMech naval vessel finally
made its way to Tendril. While the Tendril colonies scavenged
to survive and began trading with same of their friendlier neigh-
bors, the SMS Augustine arrived. But it didn't deliver what any-
one expected. The Augustine was a research vessel
commanded by Robert Harrison. The Augustine had begun the
long journey from Kendal once it becarne clear that the war's
end lay far beyond the horizon. Oddly, Harrisan's cruiser didn't
carry many supplies, as most Alaundrins had hoped when they
saw the Old Space vessel make starrise. Instead Harrison
promised technical knowledge and the expertise necessary to
turn the system around. Tendril, Harrison said, must become in-
dependent. And even though the Augustine was a research ves-
gel, it represented the strongest miltary foree in the system. For
the next four decades, Harrison ruled the systemn from shoard
his driveship and from his offices on Nova Station.

The commands from Nova Station and Atlas signaled an im-
portant change in leadership, They also drove ancther wedge
between the StarMech authority, the miners, and the colonists of
Alaundril.

THE AUGUSTINE

For decades, the sclentists on board the Augustine had been
surveying and investigating the rocky surface of Aflas; many
living in the system thought their time would be better spent
helping to improve living conditions. In 2445, 40 years after the
ship's arrival, the Augustine crew made a momentous discov-
ery on Atlas; an alien artifact hidden deep within the crust of the
planet.

The pyramid-shaped device was coated in black metal and
magnetite, and it radiated a shimmering field of energy when-
ever exposed to a power source. The scientific team, led by Or.
Elizabeth Danwin, tried a battery of tests; during every probe the
pyramid generated a force field that deflected laser and mass
pistol attacks directed at it. The maore energy that was pumped
into the generator, the stronger the protective shield that sur-
rounded it. Somehow, word of the discovery leaked. In the wake
of the disclosure, Governor Harrison revealed that his primary
mission since arriving in the Tendril system involved invest-
gating alien sites on Atlas.

The scientists kept testing the pyramid, but the alien tech-
nology inside the shield generator defied all attempts to learn
the secrets of its operation. The researchers couldn’t even look
inside the pyramid with ultrasound or radar sensars, Their only
success came when they found an alien power converter with
similarities to the first artifact. By 2448, Or. Danwin had {ested

the pyramid as much as possible with the tools she had at hand.
She needed a larger power source—a mass reactor—and she
got one. Later that year, she obtained approval to install the
pyramid on board the Augustine.

On November 23, 2448, at precisely 14:22:36, the alien
shield generator was successfully activated, as it had been
dozens of imes before. For the next hour, patral craft launched
mock assaults on the Augustine to probe the strength of its newly
installed alien shield generatar. At 15:29:42, Nova Station
stopped receiving telemetry from the Augustine, At 15:30:07 a
massive energy wave smashed into Nova Station, damaging its
in-system communication and life support centers, Three patrol
craft and a few merchant vessels were lost in the energy wave;
wreckage of the craft was later found and salvaged by miners.

Parts of the Augustine were found in a large crater on Atlas,
but most of the spacecraft had disintegrated. The fate of the alien
device itself remains a mystery, though some scientists helieve
it survived the energy wave. Others believe that it was de-
strayed. Both Dr. Danwin and Governor Harrison, who had gone
aboard the Augustine to observe the test, died in the explosion.

A New SYSTEM

With the old StarMech order removed by the destruction of the
Augusting, local business interests quickly became dominant
The corporate leaders of Alaundril demonstrated their decisive-
ness by commissioning seven new frigates, enough to maore
than replace those that were lost. A dozen well-armed frigates
soon patrolled the system; this small navy kept it safe from
most raids. Alaundril's leaders also donated replacement parts
to Nova Station. In exchange for this generosity, the Alaundril
executives gained the right to hand-pick the captains and crews
of the system’s naval vessels.

Harrison's death left a power vacuum and set the stage on
Alaundril for a new government with system-wide implications.
The Augustine incident, coupled with a growing dislike of Nova
Station’s leadership, returned power to Sperous’s moon. A
decade passed as Hahel's corporate leaders vied for control of
Alaundril. Seott Williamson, the 27-year-old CEQ of lon Pro-
ductions Incorporated, won popular support with many of the
colonists, Finally, the caplains and military olficers he once
championed brought him into power. A small canflict erupted
when Harrison’s hand-picked successor, Governor Thomas
Conraith of Nova Station, tried to take control, It the situation
was quickly resolved. Conraith has not been seen since.

Scott Willlamson quickly changed Tendril's government.
Firsl, he established large conglomerates from sets of compet-
ing businesses. More important, Williamson changed the Alaun-
drins’ expectations. No longer could the governors and
commanders of Nova Station issue decrees to the people of
Alaundril. Indeed, now the reverse was true. The station and the
military vessels of the Tendril system answered to the civilian
government on Alaundril. Business leaders worked with one
another for the common defense of the star system, writing
rules to govern trade, and creating a small bureaucracy to han-
dle Alaundrin internal affairs peacefully.

The most important-sounding decree of the new government
was a proclamation of loyalty to the StarMech Collective, but it
was purely a formality, It mimicked the statements that previ-
ous leaders had made ever since the Long Silence began. Many
citizens of the system were the children and grandchildren of
StarMech colonists, and the Collective’s fun-loving, hard-work-
ing culture still dominated the citizens. In short, the proclama-
tion made the citizens of Alaundril happy and preserved a
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sense of continuity. The slow trickle of information that the oc-
casional refugee ship brought from the Stellar Ring described
ongoing desolation, loss, and continued war. No one ever ex-
pecled the stellar nations of Dld Space to return

TobAY

After decades of neglect, Nova Station has recently returnad to
the forefront of Tendril politics. For 121 years, the drivesats
around Nova haven't received a single message from 0Old
Space. In 2488, the transmissions from Hammer's Star had
ceased, leaving only Aegis to communicate with. But in 2496,
light-years away, the Kendai drive relay was restored, and mes-
sages flooded in from the Stellar Hing. The Second Galactic War
was finally over, and the stellar nations would soon be refurn-
ing to the Verge.

The stellar nations’ first representatives arrived in the Verge
four years ago, hut the changes they brought to the Tendril sys-
tem are just an extension of the system's patterns of the last 50
years. Most important, the stellar nations brought powerful eco-
nomic interests to bear, always hungry for resources. The in-
creased demand has opened the door to independent
businessmen who are now raping Tendril for its mineral and
metal wealth; when the resources are exhausted, they will
move on lo other systems. This rapid exploitation of Tendril's
mineral wealth has put a strain on the status quo, but Tendril's
traders are no strangers to trouble,

In the new economy, the people of Alaundril-or Alaundril,
Inc., as some call it—have made a vast fortune selling stockpiles
of minerals and metals to the Galactic Concord. The Alaundril
business councils offer slightly reduced prices to Concord buy-
ers to increase Concord interest and influence in the Tendril sys-
tern. The plan has been successful, and the systern is safer for
the Concord presence. The sales have also made many busy
leaders very wealthy. In the most spectacular example, Willlam-
son remains the wealthiest man in the system, although he has
reinvested his earnings heavily in modernizing Alaundril’s ship-
yards. A little of this great wealth has trickled down to the peo-
ple, who are happy with Williamson's rule, for the most part.

The StarMech Collective has mixed feelings about the situa-
tion. On one hand, they are pleased that they've regained a sys-
tem in the Verge when so many systems have rebelled against
their former nations, Furthermore, Tendril isn't just any system;
it comes with the Cyra Belt, a vast and easily accessible source
of mineral wealth. It has a habitable world in Alaundril, despite
the radiation. Finally, Alaundril’s shipyards are simply the finest
in the Verge.

The political situation casts a shadow over Tendril's assets,
While the Alaundril government continues to voice its complete
support of the Collective, StarMech ambassadors and bureau-
crats often find it difficult to deal with Williamson and his busi-
ness councils. StarMech citizens are welcome within the system,
and StarMech vessels have full rights of passage. But StarMech
officlals in the system find it upsetting that directives fram the
Stellar Hing arent always followed here. Tendril's inhahitants
look to Alaundril for leadership, not to Chance, the StarMech
capital hundreds of light-years away in Old Space.

The long absence of their beloved patron, Willlamson ex-
plains, has created a unique situation in the Tendril system.
Three generations have been born and raised as Vergers rather
than as Starmechs. While their parents and their great-grand-
parents remember StarMech and remain loyal to the nation,
Tendril's natives consider the members of the Collective no
maore than friendly strangers. While no one wants to sever the
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system's ties to StarMech, it will take years to reintegrate the
population peacefully.

The system’s inhabitants aren’t prepared to answer lo a new
civilian authority after years of independence. Far example, a
law passed in 2455 allows the Alaundril government to reas-
sign any mining claim that hasn't been worked in 10 years.
Many independent miners hired by StarMech long ago became
small companies and made claims of their own. These inde-
pendents contribule to Tendril's suctess, and no one wants to
see themn shut down.

The end result is that the star system is recognized as a
StarMech protectorate. StarMech cruisers maintain the peace,
and StarMech law rules the system. Tendril's corporations send
a percentage of their profits to StarMech tax collectors each
quarter. But within the system, and especially on Alaundril,
StarMech autharity is checked by the business council that acts
as both government and employer. For the time being, the local
government relains the right 1o assign claims in the Cyra Belt
This represents the true power in the system, even though
much mining in the belt is unlicensed.

The one place where StarMech military and civilian officials
do rule unchecked is over Nova Station. After StarMech
promised bath the businesses of Alaundril and the Galactic Con-
cord that Nova's drivesats would remain open to everyone, the
government of Alaundril ceded the giant space station and its
drivesats to StarMech in 2489, Of course, StarMech still makes
large profits from drivesat communications, given its monopoly,
StarMech made public access to the drivesats a point in as-
signing valuable Concord shipping routes to Tendril; Alaundril
agreed with the decision. By doing so, the locals guaranteed
cheap rates for interstellar communications, And given the sta-
tion's high upkeep cost, it's often more trouble than it's worth,

The local StarMech leadership headed by Chelsea Frest (HE/
StarMech/DFA-13) appears largely content. Erest has advo-
cated taking the long view in most relations with Alaundril. As
StarMech gains more influence in the system, Frest is certain
that the citizens of Alaundril will become accustomed to their
new friends. Within a generation, reuntfication will be an ac-
complished fact.

The prominent exception to Krest's slow and sure approach
is at Darkhold, in the heart of the Cyra Belt. To Krest, StarMech's
public success in Tendril depends on its ahility to create a sta-
ble and reputable peace. Darkhold has grown independent from
the rest of the star system, but it has also made itsell vulnera-
ble. In the first two years after StarMech's return, it has made
generous offers to Darkhold, meant to convince the outpost how
much more pleasant life would be under StarMech control, but
Darkhold has chosen to remain independent. The outpost's
newest strategy is to jam the navigation equipment of uninvited
craft, forcing these ships to navigate the crowded heart of the




Cyra Belt manually. StarMech has condemned the activity as il-
egal and dangerous. Recently, StarMech lost a cruiser in the
helt, and the repercussions are still being worked out,

The rush of prospectors from the Stellar Bing has provided
yet another destahilizing force. As has heen true since Tendril's
tolonization, many of the new miners hope to sirike it rich.
Lately, though, research vessels are arriving in numbers that al-
maost equal the mining ships. Each is eager to explore the mys-
tery surrounding the Augustings disappearance. Since 2457,
the number of digs on Atlas has increased tenfold. The number
of recognized academic institations, religious groups, and eager
amateurs working side by side has created a new economic
niche in the Tendril system. Today, only StarMech has taken any
steps to regulate their activity, by loosely tracking expedition
routes and licensing new arrivals. The only thing that StarMech
has insisted on is thal any experimentation involving alien dis-
coveries be done around the distant gas giant Pox. After the Au-
gusting, no one has gquestioned this demand.

DELPHIN

As far as most humans are concerned, the system's innermost
planet, Delphin, is a fine example of the worst elements of plan-
etary evolution, Tendril is a hot F1 star; at a mean distance of
only 80 million kilometers, its planet Delphin is a scorched and
irradiated chunk of metal. The planet's sieady rotation and mod-
erately thick atmosphere allow the entire planet to experience
Tendril's warm gaze. Indeed, while the planet retains an atmos-
phere, its extreme heat and poisonous atmosphere make life
here nearly unbearable. The high radiation makes most pilots
think twice before landing, especially during the Burn. Buried
deep below the surface, heavy metals might lure desperate
miners {f the Cyra Belt didn't present an easier target.

There's really nothing on Delphin’s surface but sand. And the
sand makes overland travel extremely treacherous. Delphin is
known for its wild sandstorms, with winds frequently reaching
speeds of 450 kph. That's fast enough to flay skin and hurl men
and weren alike from one sand dune to the next. It also reduces
visihility to zero. If that weren't enough, valcanic rifts and seas
of iron carbonyl make Delphin the sort of world that no sane
sentient would visit,

LanD’s END

More than a few have accused Dr. Andrew Tofske and the Del-
phin Development Division of insanity, but the bleak outlook for
successfully transforming the planet hasn't stopped a group of
terraformers from sefting up camp in a station called Land's
End. Arriving with the recent wave of Arriver ships, the ter-
raformers have been hard at work trying to make Delphin a
nice place to live—in a dozen gensrations or so, of course. If's
one of the most daunting terraforming efforts that has ever been
tried, and many question StarMech’s good sense in attermpting
it. But today Dr. Tofske’s scientists are busy creating all kinds of
arid-loving, radiation-resistant fauna for the eventual blossom-
ing of the desert world.

D, Tofske, the station's technical administrator, is a brilliant
scientist known throughout the Stellar Ring for his success in
overcoming atmospheric problems in the Iridis system. After
winning numerous awards for terraforming Iridis in record
time, Tofske has found in Delphin an even greater challenge. Al-
though a citizen aof the Union of Sol, he is contracted to StarMech
for the next five years to pversee the first steps in the ter-
raforming of this planet. It's said that Chelsea Krest and Star-

Mech are mostly interested in Tofske in order to learn the latest
Salar planet-altering techniques, and may be simply indulging
Tolske's whims in exchange. Still, Tofske shapes the research
priorities of Delphin's terraforming, leaving the administrative
and security work to Liam Pelles and Katherine Gariss,

Liam Pelles (Mm/StarMech/CS-9) recently resigned from
the Concord Marines to take a job as head of security for Land's
End, and he has retained the respect of those he left hehind. A
hrilliant tactician, he has plenty of surprises awaiting anyone
toolish enough o make trouble on his station. Stll, the fact that
he's an the station makes many wonder what's so important on
Land's End.

StarMech has responded only that many samples collected
from Delphin are quite valuable (from a scientific point of view).
Protecting the 350 inhabitants on the base from harm is an im-
partant job-they're mostly scientists, and not very good at de-
fending themselves. While that may be true for the majority of
the scientists, nearly two dozen of those living on the station
have served in various military branches within the borders of
the Stellar Hing. Pelles's security force has lkewise received
special training.

Katherine Gariss (Hf/StarMech/DOFA-12) is a bright young
lawyer who successfully prosecuted many war criminals at the
Galactic Court hefore arriving at Land’s End. Depending on
which story one believes, Gariss has been assigned here be-
cause af her overzealousness or because of her effectiveness.
[{s certainly true that the Thuldan Empire army and navy loathe
her for her successful prosecutions of their officers on war
crimes charges. StarMech may have transferred her to the
Verge to make it easier to deal with Thuldan diplomats back in
0ld Space. Her title at Land’s End is chief administrator, and her
wark is largely bureaucratic,

DELPHIN'S FAUNA

Unbelievable as it may seem, Delphin’s bitter environment has
produced several higher life forms. Today, stories and sightings
pravide barroom gossip at every station in the system. While
every independent expedition sent into Delphin's sandy wastes
has returned empty-handed, reckless miners and travelers near
the volcanic rift valleys claim to have witnessed everything from
rock creatures striding over the radioactive dunes to swirling
masses of air coalescing to attack intruders. No evidence of
these creatures has ever come o light, and they may simply be
tall tales of the frontier.

DELPHIN'S SATELLITES
The twin moons of Delphin share few traits with their parent.
Both are extremaly hot—sometimes even molten—with high sur-



face radiation. Neither Demimonde nor Alimonde has an at-
mosphere.

While neither moon presents any scientific curiosities, Al-
imonde, the more distant moon, holds an old solar research
satellite locked in its orbit. Anything of value has long since
been stripped from the old observatory, but it has remained in
stahle orhit.

SPEROUS

DOne of the mysteries of the Tendril system, this planet is forever
cloaked in thick clouds and ripped by fierce winds. Its intense
atmospheric pressure is fatal to anything that enfers its confines,
which has further restricted the information available on the
planet. The thick atmospheric blanket is mildly acidic.

A few robotic probes have weathered the extrame environ-
ment to provide reports on Sperous’s surface conditions, but
even these efforts have been rather limited. Between the intense
heat and the immense pressure, nothing manmade has had
much luck surviving on the planet’s surface.

GOLIATH

The only settlement near Sperous proper is Goliath, a gas min-
ing station floating in the planet’s upper atmosphere. The station
is suspended beneath huge gas cells that both provide lift and
store the station’s output; gravity induction engines provide a
backup in case the gas bags are ever ruptured. It's a fairly large
facility that is mostly stable amid the planet'’s wild winds. While
Goliath is a StarMech venture dating back to the days before
GW2, its workers are individually contracted. The typical tour af
duty lasts about six months; few workers renew their contracts,
despite generous incentives.

Gas mining is hard work, and there's normally litle trouble
on hoard the base. Twelve security officers are responsible for
maintaining order on the base, but the miners police themselves
fairly well. Often, they're too tired to cause trouble. A handful of
scientists spend their time aboard Goliath dropping probes into
the murky interior of Sperous. Most of them are attempting to
gather laser-enhanced images of the planet’s surface.

No more than 200 people ever live aboard Goliath at any
one time, even though its capacity is more than 500, Living
conditions are poor, lighting is dim, and the base’s instahility
makes many wander how they will survive six months of such
tossing and tumbling about. Administration of the facility is
handled remotely through Nova Station, though the miners oc-
casionally joke about an administrator who was relegated to
six months penance aboard Goliath. Such assignments are
very rare, but they're normally seen as punishment by every-
one involved.

The Goliath high-atmosphere station hosts nothing more
than a modest array of medical devices under the skillful hand
of Or. Temeris Bliss, a middle-aged doctor from Alaundril, and
three assistants. Many of the miners are wondering what Bliss's
crime was fo get him sent here. The doctor seems unfazed by
his current assignment, however. Despite DOr. Bliss's skill, pa-
tients with serious injuries are transported to Alaundril; these
cases-in fact, everything going to and from the station—travel
on the Vortex lift

THE VoORTEX LIFT

The Vortex lift conveys passengers to and from Goliath. It trans-
ports up to 10 passengers at a time through its conduit to an
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orbital satellite. Now over 100 years old, the Vortex elevator
system was once a source of pride for the inhabitants of the
Tendril system. After years of use and abuse, i's now a dilapi-
dated and temperamental piece of machinery. If not for constant
juryrigging by StarMech engineers, the Vortex would long ago
have fallen prey to corrosion by Sperous’s acidic atmosphere.

Trips in the Vortex lift's pods are typically disorienting, rocky,
and wild, but almost every pod launched up the Vortex reaches
its destination. A few unlucky souls have lost their lives when
fierce weather—ar the dehilitating effects of a Burn—strike Go-




liath and the Vortex. Pods that fall to the planet's surface have
never been recovered, despite some heroic attempts.

SPEROUS’S SATELLITES

While Alaundril is the moon everyona thinks of, two other satel-
lites orbit Sperous. Cormis is an airless rock, peppered by
craters and not even promising encugh to atiract miners. Testa-
ment is just as barren, but has become home to a few hundred
colonists, all of them devout Muslims. They're relatively new ar-
rivals, setting up their base on the moon and arranging for pe-
riodic supply shipments from Alaundril. Their goal is o set up
a self-sustaining base from which to spread their faith to this
sector of space.

ALAUNDRIL

Oif the three moons that orhit Sperous, only Alaundril can sup-
port life. As the seat of planetary power and resources in the
system, Alaundril is a vital link to the Stellar Hing and the sys-
tems of the Verge, I's also the closest thing the system has to a
refuge from Tendril's radioactive fires. Still, it's not Earth. Alaun-
dril's hot, rocky surface, its glittering golden sands, and its dark
mountain ranges don’t welcome visitors. At first glance, Alaun-
dril seemns to be another lifeless victim of Tendril's tremendous
radiation.

Surface scans are much more revealing, showing small
settlements across the surface, and the planetary capital of
Babel is unmistakahle, its golden towers apparent in all but the
worst weather. Blue laser beacons and radio transponders
guide all vessels toward the landing platforms at Babel

ALAUNDRIL’S GOVERNMENT

Habel's government is Alaundril's government; no other settle-
ment on the planet can compete with its size. The government
is led by conglomerates of competing businesses, called the
Common Council. Each consortium tries to ensure that its com-
petitors don't gain an unfair advantage. Only the largest and
most profitable corporations in the star system gain represen-
tation in Alaundril government. Corporations based or head-
quartered outside the Tendril system do not participate directly
in the government. The anly exception to this rule, made via
special amendment in 2499, grants membership to the
StarMech Collective.

Common Council seats are granted based on bottom-line
praofits; the more profit, the more seats. In addition, a company
can obtain additional "incentive seats” by reinvesting its profits
in various projects beneficial to Alaundril. Scott Williamsan,
CED of lon Productions, has led the Council for 43 years, and
seems likely to continue in this role. No other business group
comes even close to the sheer market dominance of lon Pro-
ductions.

Accounting firms guarantee that all citizens and businesses
pay their fair share of the tax load. Security firms keep order,
with their profits tied directly to crime statistics. Representatives
write and debate laws in the Common Council. Williamson pre-
sides over all of these groups from his serene position on high,
he rarely interferes directly, instead making his wishes known
through intermediaries.

Various churches control an independent welfare system,
but their generosity is limited by the fact that they are taxed just
as heavily as anyone else. The dominant religions on Alaundril
are Humanity Reformation and Ancientism. The Reformers
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have maintained a church since before GW2; the Ancientists
migrated to Tendril to study the relics and traces of ancient life
on Atlas.

ALaAUNDRIL’'S EcoNOMICS

Business life permeates the city of Babel. From the electronic
pulse of commerce in the marketplace to the soft hum of a video
terminal late at night, almost everyone is trying to figure out &
way lo improve on old ideas or to launch the next great busi-
ness. In the burning desert air of Alaundril, i's profit or perish.
Though it's not fair to say that evary citizen of Alaundril is ob-
sessed with profit, it's not that far from the truth, Entrepreneurs
run rampant, and everyone seems to have a fresh (or crackpot)
business idea. Some of those ideas saved Alaundril fram disas-
ter when StarMech abandoned it during GW2, while others
caused widespread grief.

Alaundril is the gateway to Old Spare. The Concord has
scheduled the arrival of one of its fortress ships twice each year.
In addition to enforcing the peace, the fortress ship and its con-
voy add to the importance of the Tendril economy to the rest of
the Verge. The fortress ship drops off much of its cargo before
heading back to the safe confines of the Stellar Hing. From
Alaundril's warehouses, profit flows to the far corners of the
Verge.

The largest trade interest in the system is Copernicus Capi-
tal, whose holdings include hundreds of warehouses and more
than 60 transport driveships. Copernicus vessels are a common
sight in the Verge's populous systems; the trade routes hetween
Tendril and Aegis, a central distribution site for the Verge, are
especially profitable. While Copernicus Capital keeps the most
lucrative trading deals for itsel, its representatives often hire in-
dependent traders for marginal hauls or for runs to dangerous
systeme such as Algemron,

The Alaundril Ministry of Trade places a variety of cargoes
available for bid on the freight exchange, where both indepen-
dent and established traders can compete for hauling rights.
Profits range from slim (less than 10%) to moderate (around
25%) on such hauls, depending on the degree of competition.
The most lucrative trades are kept off the market by special
arrangements, such as the private, long-term contracts between
the Ministry and major shipping groups such as Copernicus
Capital and InterSystem Services,

Alaundril, like most Verge societies, has yet to complete the
transition to exclusive use of the Concord dollar, so it is one of
the few places in explored space where a fortune can still be
made in financial speculation. Representatives of the Concord's
Galactic Bank work hard to advance the timetable of the
changeover, but it will be years before the last Alaundril scrip—
primarily based on archaic currencies such as the StarMech
bull and the Thuldan kent—has left circulation. For now, the sit-
uation is profitable for cunning traders, pawnbrokers, and
bankars,

loN PRODUCTIONS

The largest corporate entity on Alaundril wasn't always the be-
hemoth that 1t is now; it wasn’t even always synonymous with
shipyards and quality spacecraft. When the Second Galactic War
drew StarMech’s interest away, Kane Williamson made the bold
move of investing his reserve capital into converting his tool-
and-die business, Ion Parts & Manufacturing, into a full-fledged
shipyard. It was a risky move. If the Second Galactic War had
been as short as the first and StarMech had returned quickly,
ship construction in the Stellar Ring would have bankrupted lon
Productions.

Some have called Kane's smart investment foresight, while
others dismiss it as luck. It was maost likely a combination of the
two, but Kane's luck ran out in 2451, when he died of radiation
sickness while on a survey mission to the Cyra Belt His 21-
year-old grandson, Scott Williamson, became the CE0 and
quickly solidified his position in the company.

Scott’s business acumen proved tough o compete against.
While the businesses of Alaundril vied for supremacy, he took
the direct approach. After opening the Kane Academy military
training facility, he invited the best of Tendril's small navy to take
advantage of lon Productions’ generosity. He presented a hand-
ful of advanced prototypes to the military for inspection, with
crews directly from the Kane Academy. Influence in the Tendril
military gave Willlamson a small edge over his trading com-
petitars; his later control over the military gave him a huge ad-
vantage. At the same time, Willlamson's gifts to Tendril’s
defense made him the patron saint of the establishment. Re-
cently, Williamson signed a deal with an Orlamu corporation to
secure a steady supply of stardrives for the next generation of
lon driveships.

Today, Ion Productions guarantees that Alaundril maintains
a trade surplus with respect to inferstellar trading in general
and the Stellar Ring in particular. Without the production capi-
tal of lon Productions, Tendril could quickly become simply an-
other backwater source of raw resources.

OTHER CORPORATIONS
lon Productions wasn't the only philanthropic corporation in the
new economy. A handful of companies supported Williamson
and continue to operate in-system. StarMech contracted
TaskCor Communications to administer Nova Station’s drivesats,
and it profits heavily from its investment in Alaundril's cammu-
nications system.

Paramilitary corporations lead the Alaundril economy. Quest,
Inc. developed the body armor waorn by security personnel of
both the government and major corporations. Encryptix estah-
lished a standard data-encryption format for the Tendril Grid,
and Dynamic Response Ltd. became the premier supplier of
small arms in the Tendril systermn.

Finally, Solar X, a publicly held corporation with a 51%
share owned by the noble House Blackmore of the Borealis Re-
public, has one of the highest-trading share prices on the Vessy
stock exchange (see page 154), House Blackmore recently lost
two members of its family to the corsair lord Kalt Terenz, and
has offered a reward of 2.5 million for his head. The Solar X
corporation produces mining equipment, e-suits, and special-
ized ore-processing equipment for ground-based crushing and
smelting.

GALACTIC CONCORD

Eager to cement relations with a neutral power, Seott William-
son has been guick to provide the Galactic Concord with any-
thing it needs. Williamson is in no hurry to give StarMech the
keys to Tendril. Cancord vessels’ repairs take priority over any
others, and the Concord has opened an embassy in the city of
Babel. Amhassador Ometri Demerot (Hm/Concord/DFA-13)
represents the Concord, but he understands the delicate balance
between StarMech and Babel and refuses to take sides. His as-
sistant, Idan Jil Tir, handles the day-to-day issues while he de-
terrnines policy.

Demerot's goal is to secure the system as a permanent port
of call for ships arriving from the Stellar Ring. He contracts with
the various trade interesis to store supplies for the Concard, at-




tends diplomatic functions, dinners, and negotiations; aids the

Whﬁatheﬂunmrdmamlamsamaﬂgmﬂsunmﬂahalaiﬁm
embassy, most of its military operations are conducted from
military spacecraft or during the semiannual arrival of a
fortress ship. The Alaundril military has opened its own bases
to the Concord in an effort to strengthen ties between the two
governments, Alaundril shipyards have also given priority to
the repair of the CS5 Ganesh, a Star Force battle cruiser re-
cently damaged in a February 2501 action in the Hammer's
Star System. The ship looms large in the dry-docks, and is the
scene of constant activity, as the Alaundril yards are pursuing a
round-the-clock repair schedule,

BABEL

Located in a rocky basin near the equator, the metropolis of
Habel is a sprawling city whose lights are visible from space.
The city's original urban planners divided Babel into distinct dis-
tricts; today, the focus of each district has wavered due to the
city’s rapid growth since 2497,

To the northwest lie immense factories and the lon Produc-
tions shipyards, whose bulk obscures the skyline. Southeast, on
a large outcropping, rest the Foundingstones, home of the
wealthy elite. West and southwest are military bunkers and gov-
ernment landing pads. East is the business district, and north-
past are common homes, 8 26th-century suburhia. The
government district and main landing pads are at the old heart
of the city. Slums consume the northern ward. South lie col-
leges, research facilities, and recreational parks,

The first thing to greet a ship and its crew after landing are
businesses eager to offer services. Ship repairs and upgrades,
communications and financial services, hotel accommodations,
casino promotions, and similar offers abound. The government
sets few strictures on travelers and businesspaople; after a hrief
customs inspection, tourists have free access to the city,

Bahel is a civilized enclave, not some lawless anarchy. Car-
rying guns in public is illegal, except for police officers or
Alaundril, Concard, or StarMech soldiers, The port authorities
paolitely ask visitors armed with handguns to leave their
weapons aboard ship, Those who disembark from ships armed
with rifles, shotguns, or armor-mounted SMGs get a more em-
phatic request to disarm.

Once here, visitors discover a city ready to welcome new-
comers from the Stellar Ring. Most of Babel's businesses cater
to high-end tastes, believing that travelers are lovking for an es-
cape from the bad food and cramped quarters of most space
vessels. Four-star dining establishments such as Hannoley's,
Ranstoi's, and Yesterdays intermingle with luxurious hotels such
as Bergenhost, Holocourt Hall, and Traveler's Sanctuary.

SITES OF INTEREST

Visitors to Babel can find hundreds of professional, technical,
strategic, or entertainment-oriented sites of interest. Five of the
most important are described below.

HovLocourT HaLL
This luxury hotel lies on the outskirts of the Foundingstones dis-
trict. Surraunded by six acres of manmade forest, Holocourt Hall
is a sanctuary in a troubled galaxy, and security is carrespond-
ingly high. The three-meter-high stone wall surrounding the
property conlains a variety of electronic surveillance equipment,

but it's impossible to tell from casual ohservation exactly whera
the devices are located. Guest rooms are sealed by the latest
bicelectric locks and monitored from & central security office to
ENSure privacy.

Each room is a large suite with all the modern necessities—
video terminals; grav beds; a bar with selections of exotic bev-
erages; full Grid access; a chef, masseuse, personal assistant,
and dreamwalker (a mindwalker who specializes in program-
ming one’s mind for special dreams). Of course, such amenities
aren't cheap. A night's lodging staris at around %1,200, not in-
cluding gratuity, meals, alcohol, and staff service charges. De-
spite this, the Hall is normally booked weeks in advance.
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Jokingly referred to as the theme park of Babel nightclubs, the
Spacewalk is a gigantic, popular bar built around an old Earth pi-
rate motif. It was founded decades ago by Jack “Steelheart’
Loman, a Solar who had adopted the trappings of a 17th-century
buccaneer. Loman requires that the Spacewalk’s patrons wear
garb of that era—naval uniforms, pirate costumes, or other 17th-
cenfury Earth clothing, It's not unusual to hear the thunder of can-
non or the steady click of a wooden peg leg (normally just a holo
projection) upon entering the Spacewalk. Colorful Caribbean
drinks (in large glasses topped with bright flowers) are the most
popular beverages, but rum, ale, and beer are also served.

Ever since its construction, the massive club thal occupies
two city blocks has been a favorite among both the rich and the
fashionable of Alaundril. Its success is due to Loman, now 132
years old and a rich man in his own right. Loman himself has
become something of a cult figure. A few thousand of the
Spacewalk’s fans have adopted the Solar practice of “culture
preservationism’ by joining Loman's faux buccaneers, at least
on weekends.

To make the establishment even more fantastic, engineers
have allered the gravity in various parts of the building, This al-
lows acts of bravado that would otherwise be impossible, and
also permits them to stage small hoat-to-boat battles along the
small stream that snakes its way through the club.

Much of Alaundril’s rnJlltarv can be found 11;1“3 large complex on
the rim of the Shadowrock basin, overlooking Babel and keep-
ing a wary eye trained to the stars. Ships approaching Bahel
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without responding to hails are greeted with 8 weapons lock by
Shadowrock’s ground-based defense stations.

The Shadowrock Base Is a city unto itself. Rigidly organized
into various departments, the military outpost contains housing,
administration, weapaons, storage, repair yards, and other ne-
cessities for maintaining an independent existence. Military per-
sonnel seldom confine themselves to the base, preferring to visit
Babel during off-duty hours. The Shadowrock base is the
biggest threat to any enemy military force. Security sweeps
across the base and unannounced drills and inspections are
common exercises conducted to keep the base alert, The hase
securify chief is a little paranoid about infiltration by unautho-
rized personnel.

General Karen Jestons (Hf/Alaundril/DCS-13) has been the
commanding officer for the last six years. Well-known for her
ability to inspire others, General Jestons frequently wanders the
base, chatting with everyone fram cooks to MPs. While she's
proven herself an able politician, she prefers not to involve ei-
ther herself or her soldiers in the day-to-day political strife of
Babel. This personal quest hasn't met with universal success;
Scott Willilamson, among others, considers the Alaundril mili-
lary a tool to be wielded as he sees fit.

The Shadowrock base is also the system headquarters of
Star Force, the naval branch of the Concord military. Star
Force's local headquarters is a structure that sits immediately
adjacent to the Alaundril base complex. It's nothing special to
look at, just a reinforced bunker where visiting or newly as-
signed Star Force officers go to learn the intricacies of the
Verge, but it is equipped with the most up-to-date jamming and
signal intelligence equipment in the Verge.
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PROVIDENCE

More of an outpost than a city, Providence is a mixture of pre-
fabricated buildings and old ship hulls. Scavenged housing
marks the streets and alleys, serving as research labs, meeting
halls, and homes.

Providence's rough appearance is deceptive. Its sheet metal
and mud walls hide research faciliies that measure radiation,
air pollution, and atmospheric composition, and its primitive
housing is home to many of Alaundril’s finest scientists and
technicians. Its scientific pursuits have changed over the years
from measuring the long-term effects of radiation exposure to
the fabrication of malerials to shisld against radiation. Provi-
dence’s research projects have changed the lives of Alaundrins
for the better.

The clearest example of scientific success is a synthetic fab-
ric called polythericlene. While it has the feel of silk and the
wear of cotton, it also filters out more than 50% of Tendril’s in-
tense radiation. For resisting high-radiation environments, it's as
effective as a soft e-suit, but much more comfortable, In Alaun-
dril's usual A2 conditions, this s enough to protect the citizens.
The fabric has changed the textile industry, and virtually all do-
mestic clothing is made from it. Polythericlene doubles the price
of apparel on Alaundril

To protect humans from high radiation, scientists developed
and tested a protective chemical that could be added to the
water. Hadilyn has become a standard supplement to the water
supply and has proven effective in combating the high radiation.
Anyone who drinks radilyn daily gains the henefits of antiradi-
ation serum. Hadilyn's only problem is its slow onset; it takes a
month or more to achieve a high enough level within a host
body to be fully effective.

) R

Providence's scientists are working to augment the atmos-
phere’s ultraviolet shiglding and prolect the planetary surface,
probably by an increase in ozone, though other options are
being considered. The atmospheric scientists hope to find a
cheap way to significantly alter Alaundril's atmosphere. If suc-
cessful, they can sell their technique to a terralorming company
to put inta practice. The scientists haven't had much luck so far,
but they’re hopeful that their investigations will yield some sal-
able discoveries soon,

THE SEERs oF TORAI
A lonely temple complex lies more than B00 kilometers west of
Providence, in the heart of the desert wastes. Founded by Hatire
mystics in the early days of the system's exploration, it remains
a stronghold of the Brethren on Alaundril. Over the centuries, it
has attracted more fame for the predictions of its mystics than
for its role as a religious sanctuary.

The Seers are led by Polfoal Liquurl (Fm/Tendril/MW-18),
who serves as the group’s diocesan. Polival was among the
community’s founders, and has held his present position for
more than 150 years.

The Seers of Toral have documented many startling predic-
tions over the last 10 years, but they refuse to aid anyone bear-
ing cyberware or suffering from other spiritual poisons. Indeed,
they refuse to help most supplicants, proclaiming them unwaor-
thy for one reason or anather,
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ALAUuNDRIL'S FAUNA

A variety of native life exists on Alaundril, and several of the
major species occasionally approach the smaller settlements
and even the outskirts of Babel. More often, Alaundril’s native
animals fear human vehicles and the roar of spacecraft, and
avoid the urban areas entirely. But the desert plains of Alaun-
dril are not safe, Instead, they are home to a wide variety of
dangerous predators. The most impressive are the sandgratha,
the gevlin, and the egistron.

The sandgrotha are three-meter-long catlike carnivores who
always hunt in groups. They can run at up to 50 kph over the
sandy wastes and strike without warning. Their dull gold-brown
skin gives them excellent camouflage in the sand. The sand-
grotha's poor night vision prevents it from hunting after sunset.

Another carnivore, the gevlin, has even less fear of human-
ity. Willing to prey on small settlements, the solitary arachnid-
like creature burrows Into the desert sand before attacking. It's
most active during the early morning and evening hours, avoid-
ing Alaundril’s temperature extremes.

The nocturnal egistron are large, flying pseudomammals.
They avoid sources of light, but anything else is falr game. Dur-
ing Alaundril's baking summers and during particularly intense
Burns, the egistron go into a form of aestivation, or summer hi-
bernation, in the cool depths of their burrows.

ATLAS

Given Alaundril's more habitable conditions, it's no surprise that
Allas was ignored for years. The planet is a cold and lifeless
rock in space, well outside the star’s habitability zone. Without
an atmosphere to protect it, Atlas suffers the full foree of Ten-
dril's radiation despite its greater distance. In some systems,
Atlas might have become a home to sentients in a domed and
contralled society. In this star system, there’s no real need for
such measures,

Atlas has been settled anyway. A group of radical Orlamists
set up a colony in 2333, seeking privacy and freedom. They
soan found seven sites indicating the presence of a previously
unknown civilization. Archaeological expeditions began a few
years into the Long Silence, Eventually, ward of the expeditions
reached the Stellar Ring and led to the Augusting's arrival in the
summer of 2405, Forty years after the Augustine disaster, the
planet’s mysteries attract more interest than ever,

Today, the original dig site is well guarded and researched.
The Danwin site, named for the Augusting's lead researcher, has
been thoroughly examined. Nothing there has explained the ori-
gin of the planet's previous inhabitants, or even their precise na-
ture: The unknown aliens could either live in vacuum, or have
arrived as colonists from somewhere else. To investigate the
civilization, hundreds of privately funded operations have
sprung up and have established bases scattered over Atlas’s
surface. Furthermare, the original Orlamist missionaries have
been jpined by a larger number of Ancientists. Neither the
Alaundril government nor StarMech has effectively controlled
these groups.

SKYywaARD CAVERNS
The Skyward Caverns are located in a mountain range on Atlas’
southern hemisphere. These extensive caves, clearly artificial
are the most important sites for Ancientist and Hatire examina-
tions. Unusual artifacts retrieved from the Caverns in the last
year have set off a flurry of excitement in the archaeclogical
community. Several independent groups have staked claims o
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ALaunDRIL Lucre~cLASS ESCORT

‘Compartments: 10 Durahility: 50
Maneuver rating: +1 Acc: 1 Mpp
Cruising speed: 1 AU/hour Berthing: 36
Armament: 2 mass cannons

Range 5/10/15 Mm  d6+2s/d6+1w/d6+3w LI [p)/A
2 launch racks with 16 missiles (6 ARN, 8 CHE, 2 MAB)
Defenses: Deflection inducer, jammer, chaff
Armor; Moderate neutranite (5 dur)
d6+1 (LI), dB+1 (HI), d6 (En)
Computer: Ordinary computer core, Ordinary engineering
and batile dedicated computers
Engines: Induction engine
Power: 2 mass reactors rated for 20 power factors total
Drive; 5 light-years per starfall

Roll Complt Systems (Dur/Pow) Durahbility

—  Command  Multiband radar (0/0) B/6/3
Hadio transceiver (0/0)
Jammer (0/1)
Turret: mass cannon (3/3)
Heentry capsule (0/0)

—  Engineering 1 Induction engine (6/6) 12/12/6
Airlock (0/0)

1 Enginsering 2 Mass reactor (2/) 10/10/5
Stardrive (3/7)

2-3  Auxiliary Mass reactor (6/7) 12/12/6
Autosupport (0/3)

4-5 Weapons |  Tractor beam (2/°) 8/68/4
Launch rack (2/1)

6-7 Weapons 2  Turret: mass cannon (3/3) 10/10/5
Launch rack (2/1)

8-10 Electronics  Laser transceiver (0/1) 10/10/5
Chaff {1/0)
Ordinary computer core (1/0)
Deflection inducer (3/6)
EM detector (0/0)
IR detector (0/0)

11-13 Crew Crew quarters (4/0) 8/8/4

14-16 Crew Crew quarters (2/0) 8/8/4
Sick bay (2/0)

17-20 Cargo Autocargo (3/3) 6/6/3

The Lucre-class escorts form the mainstay of Alaundril's
maodest defensive farce. With two mass cannons and two
launch racks, these escort ships give any independent smug-
‘gler or pirate reason lo recansider.

For the most part, the military keeps these prized assets
close to home in the Tendril system. Occasionally, they can
also be found in nearhy star systems where the businessmen
of Babel have interests fo protect—the shipyards can't resist
the potential sales, and for many years, the Lucre-class ships
were the only warships for sale to any system in the Verge.
A fsw Lucre-class ships have fallen into the hands of pirates;
the Burn pirates (see “System Log,” page 108) are raported
to have at least two such ships.

These escorts are produced exclustvely at the lon Pro-
duction shipyards, Forty-six such vessels have been built to
date, at an average cost of $11.3 million each. Seven mare

are currently on arder.

the Caverns themselves. The Borealin research arm of the Cal-
lege of Justice Ethics has been investigating a site in the Cav-
erns named the Pipe Organ Gallery, after the exquisite stalactites
that line one of its walls, So far, the results of their research
have not been posted to the Grid, but early indications are that
the Borealin scholars are making faster progress than their
Hatire and Ancientist colleagues, who spend as much time feud-
ing with each pther as they do in the field..

The Hatire-Ancientist dispute is one example of this infight-
ing; what should be a collaboration of brilliant minds invest-
gating a fantastic mystery instead turning bitter and violent. The
competing archeological groups routinely hire security forces to
ensure that their territory is well marked and the borders are
respecied. Accidents and deaths have increased; in one case,
explosive decompression of a team's shelter killed mare than
thirty people. The news reports of conflicts fill Tendril's news
services.

The cause of these conflicts is simple to identify. Maost of the
groups are funded by private corporations, and all of them hope
to make an incredible fortune from the first intact alien devices
found. The Galactic Cancord, noting the failure of both Alaundril
and StarMech to intercede, has promised to send a negotiator
fo help end the crisis.

The largest satellite around moonless Atlas, Nova Station is gi-
gantic. As the largest fixed space station in the Verge, it's home
to about 5,000 personnel. Most of the station’s citizens are
Starmechs who've come to the Tendril system in the last few
VEArs.

The station acts as a communication center for the system
and as a relay for drivesat communications. As one of only
three drive relays within Verge space, Nova's drivesats are nec-
essary for any communications to or from the Stellar Hing,
TaskCor Communications is the StarMech corporation that won
the contract to administer system and interstellar communica-
tions. To date, TaskCor has fulfilled its contract well; no signifi-
cant breakdowns have occurred. The Concord Communications
Commission has an office on the station, overseeing the opera-
tion to ensure that messages from the edge of explored space—
especially Hammer's Star—reach the Stellar Ring,

Messages from Nova Station travel a long way before reach-
ing Kendai. The trip is 270 light-years one way, and the aver-
age travel time for a message to Kendal is 66 hours. Messages
sent farther into the Stellar Ring can take as long as 242 hours
to reach 5ol or 308 hours to reach Vision, the capital of Insight.

A one-minute voice, video, or data burst costs %50 per relay
it must pass through en route, and there are six relays from
Tendril to Kendai. Called Verge Helays 5, 4, 3, and 1 and the
Blue Chamber, these relays are automated systems parked in
safe orbits in uninhabited space. Routine maintenance visits
from StarMech and Concord technicians keep them running
smoothly. The only automated relay that requires no mainte-
nance is the Blue Chamber relay. Once known as Verge Belay
2, It has become home to an Insight-generated artificial intelli-
gence named Kemal. Kemal's robotic remotes keep the relay
running at peak efficiency; as long as the Al keeps communi-
cations open, no one minds the loss of a few computer cycles,
However, in the event of an emergency, the Concord keeps an
inactive backup relay in the area.

Nova Station also serves as the instrument of StarMech mil-
itary. StarMech military vessels patrol Tendril space side-hy-
side with local naval craft from Alaundril. For the most pant,



StarMech permits the local government to govern interactions
with traders and economic interests. Alaundril, in turn, doesn't
interfere as StarMech suthorities and military forces interact
with foreign stellar nations. However, conflicts arise in relation-
ships with other Verge systems. Trade with Tendril is compli-
cated by the competing desires of Alaundril and StarMech
officials; both claim to have the autharity to determine all trade
and policy issues.

The station is divided into three major compartments, each
home to separate functions. All StarMech authorities—including
Ambassador Chelsea Krest—live on the lower levels. Her office
is nominally in charge of all StarMech assets in the Tendril sys-
tem, including the station itself. The StarMech military assets are
headquartered on the center decks, near the docking facilities.
A modest repair yard has been built at the station, but signifi-
cant ship repairs require the shipyards on Alaundril. Finally, the
highest levels of the station, farthest from Atlas, house the com-
munications equipment and the TaskCor offices. Olivar Jin (Hm/
Insight/DT0-6) is the current operations leader for TaskCor. He
and his staff control all drivesal communications into and out of
the systern.

LT
The resources of the Cyra Belt fuel the Tendril economy. Not a
day goes by without Alaundril welcoming the arrival of one or
maore cargo vessels coming in from the belt. Their cargoes are
quickly bought, processed, and fed into the industrial maw of ti-
tans such as the lon Production shipyards. But the legal status
of the miners’ claims remains muddy. If anything, claims to the
Cyra Belt have become more arcane than ever.

Alaundril more or less gave up on effectively administering
the claims soon after the Second Galactic War began and
StarMech autharity left Tendril. Now that StarMech has reestab-
lished itself, Concord Ambassador Dmetri Demerot has made
reorganization of Cyra mining & priority. The thousands of min-
ers with claims have been variously denying StarMech’s right
to the belt, pleading for Alaundril to intervene, and quietly peti-
tioning StarMech officials to recognize their individual claims.
Though Alaundril publicly claims jurisdiction, privately it leans
on the Concard for help

In a system brightly lit by the fires of industry, Darkhold stands
out as a small corner of shadowy darkness. The return of the
stellar nations and the restoration of Nova Station have reduced
the independent station’s importance, but the inhabitants of
Darkhold are adapting.

Once, Darkhold was home to fine repair yards and a ship
base second to none. When the better-equipped Nova Station
began operation in 2335, this demanded that Darkhold change
its focus. Darkhold agreed to Nova's demands, closing down its
ship facilities and altering its orbit from a salar-orbiting free sta-
tion to a base on ons of the belt’s larger asteroids. It also ex-
panded its entertainment facilities, serving contract miners
operating in the Cyra Belt. For decades, Darkhold provided
bared Cyra workers with comfortahle homes, bawdy entertain-
ment, and other amenities designed to keep them content. In the
decades before the stellar nations returned, Darkholders talked
of restoring their ship facilities, but any such thoughts are moot
now that StarMech has returned.

StarMech's presence has upset the balance at Darkhold,
StarMech spacers have brought slick new holos from the Bore-




alis Hepublic, new drugs from the Collective, and new robots
fraom StarMech shipyards—and their robots’ ability to do routine
ship maintenance outshines anything else in the Verge. As a re-
sult, Darkhold has lost the revenue that servicing the spacecraft
and their crews would have provided.

But Darkhold's situation ls worse than that, because
StarMech’s persuasion-by-partying tactics, aimed at getting
Darkhold to agree to StarMech administration, are convincing
many of Darkhold's customers that StarMech rule would be an
improvement over the current state of things. Under the friendly
exterior, the PR campaign is another step toward cementing
StarMech authority in Tendril, especially its power to grant or
refuse mining rights,

Darkhold has neither the resources nor the organization to
resist StarMech in the long term. Ownership of the station and
its asteroid is a murky issue, with more than a dozen Darkhold
corporations and mining groups tracing claims that date back
up to a century. In practice, a business council rules Darkhold,
copying the system of Alaundril but with less success. Recently,
the Darkhold council has proven itself susceptible to wild, un-
considered action. It decided to jam ship sensors in the Cyra
Belt, but the decision has infuriated both the miners and the
StarMech vessels that patrol the Tendril system. The practice
continues despite the loss of a StarMech cruiser to an asteroid
collision—or perhaps that was the point all along.

PoXx

An unremarkable medium-sized gas giant, Pox stands alone in
the distant cold reaches of the Tendril system. [t's the only planet
beyand the Cyra Belt. Not surprisingly, the citizens of Alaundril
and the visitors from the Stellar Ring have unilted in ignoring
Pox ever since the syslem was first explored almost two cen-
turies ago.

SATELLITES

Mare than two dozen small moons orbit Pox. This far from Ten-
dril, these satellites experience less radiation; they also absorb
much less warmth. All of Pox's moons are lifeless rocks, and the
only construction is a series of shafts and quarries made by
miners who are either afraid of the contentious Cyra Belt or
seeking solace in Pox's lonely arbit.

In February 2501, StarMech opened negotiations with the
Nariac Domain. Officials of the Domain expressed an interest in
acquiring the rights to Pox and its moons, and have begun to
make offers. The Domain hopes to use the moon (o create & se-
cure way station for further exploration of the verge, but so far
the negotiations haven't been fruitful. StarMech has declined
outright purchase, and instead seems to be pushing for Nariac
and VoidCorp recognition of all StarMech claims in the Verge.

SYsTeEM LoOG

The Tendril systern remains edgy, unseftled, and trigger-happy
in the wake of the Arrivers’ presence. The primary sources of
conflict are StarMech’s claims to the system and the alien ruins
on Atlas, Several events worthy of attention have cropped up in
recent months.

BuRN PIRATES
A new band of pirates has entered the Tendril system, attack-
ing freight and passenger traffic alike. The new group has

earned the name “Burn pirates” from the Grid press, since they
only atack shipping during a Burn. Somehow, these pirates
can locate and board ships during a Burn, keeping their sen-
sors and comm systems operational during the event. Since
communications are so difficult during a Burn, the thieves
strike quickly, strip a vessel clean, and then depart long before
the Burn ends.

5o far, the pirates have left only one survivor, a ship’s me-
chanic robot named PAD-7. The pirates may operate from a
primitive base on one of Pox's moons—though this is pure con-
jecture, So far, the Concord and the Alsundril defense forces
have had no luck in tracking the Burn pirates. Though both Lord
Hellis of Ptolemy and the Lucullan corsairs remain under sus-
picion, PAD-7 claims that a member of the boarding party men-
tioned the moons of Caina in the Binstoke system.

New SKkywarRD CAVERNS DEATHS
Conflict over these archeological sites has intensified recently,
with theft, assaults, and a gunfight in the Blue Chamber region
of the caverns between Hatire and Ancientist factions. The Blue
Chamber represents one of the richest sites for investigation.
Unfortunately, it has also been the scene of intense fighting, with
skirmishes flaring on and off again over the course of a wesk.
However, Concord Administrators have ended the violence and
are pursuing investigations.

Both sides are accusing the Concord of stealing the best
relics, and open violence may break out again at any time, The
Ancientists have filed a formal complaint against the Adminis-
trators; the Hatire have simply hired a dozen new security ex-
perts and refused to allow Concord personnel access to their
sites, supplies, or equipment—resulting in standoffs in the
Throne Cavern, the Pipe Organ Gallery, and the Tailor Gallery.

StarMEecH DarkHoLp Buyour

The StarMech Collective has offered to buy out the consortium
that owns Darkhold; the offer was tendered mare than a month
ago, but has just recently been made public. Details of the offer
remain undisclosed, but sources close (o the station confirm that
a ¥4 hillion offer is at the heart of the deal

Several Darkhold-based groups have urged acceptance of
the offer—though the system government on Alaundril has ex-
pressed its disapproval of the transaction. Stockholders are ex-
pected to volte on the offer within the month. Rumors of
shareholder bribery by StarMech officials and ballot stuffing by
the station’s owners remain unconfirmed.

HEROES OF TENDRIL

Natives of the Tendril system work hard and play hard, and
they retain many of the other traits of their StarMech heritage.
Any hero from this system may choose to gain the benefits of
StarMech Collective citizenship. However, just as many are in-
dependents or Vergers without any additional affiliation.

In addition, Verger Tech Ops have centuries of experience
in dealing with the Burn's effects on mass transceivers, sensar
arrays, and electronic equipment of all types. Any native of the
Tendril system gains a -1 step bonus when using Systems Op-
eration—sensors or communications during a Burn or other
conditions of high electromagnetic fux.

Because of Tendril's close affiliation with StarMech, this sys-
tem is one of the few places in the Verge where robots are
common. Heroes can buy and sell robots on Alaundril or may
chonse to hire robot helpers here.
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CORRIVALE

For almost 200 years, traders and explorers entering the
Verge have made Carrivale their second stop along the way.
From Tendril, Corrivale is only 27 light-years, a journey of no
more than six starfalls for even the smallest vessels. Virtually
abandoned during the Second Galactic War, Corrivale is now
home to a thriving colony of independent sesheyans and a
Hatire setllement on the jungle moon of Grith. It is also the site
af alien ruins, a Concord station, and extensive VoidCorp min-
ing operations in the cold reaches of the outer system, Despite
this concentration of interests and outposts, Corrivale remains
a thinly settled frontier region, a third world in every sense of
the word.

Today, tensions run high as the Hatire Community, the
Galactic Concord, and VoidCorp all seek to establish military,
economic, and political dominance over the system. All three
nations must work against the opposition of the BGrith
sesheyans, who naturally wan! (o remain masters of their awn
home. Blessed with a Class 1 world, extensive mineral wealth,
and a prime location along the Verge spine, Corrivale is
rapidly becoming a point of contention among the great pow-
ers. Skirmishes, raids, and corporate piracy are all loo com-
mon throughout Corrivale. Visitors are advised to proceed
with caution.

HisToRY

Like Tendril, Corrivale was surveyed by the StarMech Verge
scouting missions of 2315 and 2316, While the Collective au-
thorities preferred Grith to Alaundril as a colony site, Alaundril's
Iocation closer to Old Space seemed a better strategic move to
contral access to the Verge. Anxious to stake a claim in the
newly opened frontier, the Hatire Community purchased the
rights to settle Grith from StarMech in 2319 for the sum of 50
million Terran credits. The first Hatire colony vessel landed at
Diamond Point in the moon's arctic in 2524, and the Brethren
began taming the jungle the old-fashioned way, with bulldozers
and fire,

The Hatire soon discavered that they weren't the first inhab-
itants of Grith; moss-grown alien ruins lay hidden in isolated
sites all over the forest world, Halire xenoarcheologists sur-
veyed dozens of major sites, hoping to find new insight into the
long-vanished Cosimir. They discovered no religious revela-
tions, but instead pieced together a few tantalizing hints of an
ancient warrior race through guesswork and supposition. The
origin and fate of the Grith builders remains a mystery to this
day; Hatire digs turn up new finds every few years, and survey
teams regularly chart new sites for future Investigation.

By the beginning of the Second Galactic War in 2346, the
Hatire settlement of Diamond Point had grown into a good-sized
town of more than 30,000 citizens, surrounded by vast planta-
tions and open rangeland—a green plain more than 100 kilo-
meters across in the northern reaches of Grith’s world-girdling
jungles. For a time, Diamond Point continued to thrive, a rare
system untouched by the tides of war.

THE CA 319 Raip

Early in 2350, Heavy Cruiser 319-a VoidCarp warship—ar-
rived in the Verge. Boldly preving on any Verge commerce it
could run to ground, £4 319 ruthlessly bombarded Diamond
Point, destroying most of the fledgling colony's industrial capac-

ity and port facilities. £A 319 hit several nearby systems over
the next three manths before VoidCarp recalled the ship to the
heavy fighting in Old Space.

Wrecked by orbital bambardment, Diamond Point suffered
from a plague the next year, brought on by the destruction of its
hospital. Corsair fleets preying on isolated outposts and weak
systems in the Verge hit the colony in 2353, 2358, and again
in 2360. The few remaining Hatires abandoned Diamond Point
in 2362, emigrating to Tendril or Oberon.

From 2362 through 2497, Grith lay fallow, its verdant jungle
reclaiming much of the colany site. Corrivale wasn't completely
abandoned; mining operations still proceeded on Iphus and in
the Inner Belt, Alaundrin merchants passed through the system
routinely in their travels along the Verge spine, while outlaws
and prospectors built hardscrabble lives for themselves in the
Outer Belt. From time to time, a rugged homesteader from a
neighbaring system landed on Grith to build & home far from
0ld Space and the war. Some of these settlers still live deep in
Grith's backcountry.

THE MoNITOR’S ARRIVAL

In 2497, the Concord fortress ship Monitor returned to the
Verge, reestablishing a link to Old Space. Surveying each sys-
tem as she proceeded along the Verge spine, the Monitar made
an astonishing discovery in Corrivale: The old site of Diamand
Point had been reoccupied by a colony of 100,000 sesheyans!
These sesheyans claimed they'd always been on Grith, living
thousands of kilometers south of the Hatire settlement.

The VoidCarp representative aboard the Monitor nstantly
filed a claim to recognize the sesheyans as VoldCorp Employ-
ees, bul the sesheyans maintained that they'd been taken from
Sheya mare than 1,000 years agn by the mysterious race who
once inhabited Grith. Since their ancestors had left Sheya cen-
turies before VoidCorp’s contract, the Grith sesheyans argued
that they weren't subject to its authority,

Despite an exhaustive investigation, VoidCorp could not
prove that the Grith sesheyans didn't arrive on Grith in exactly
the manner they claimed, although many impartial observers
suspected that the sesheyans were refugees who had somehow
slipped out of VoidCarp's grasp in the chaos of GW2. In a can-
troversial 2499 ruling, Concord Administrator Arl Mahdra de-
nied VoidCorp's suit and recognized the sesheyans of Grith as
an independent, indigenous race. Since Grith was largely un-
setiled, she also upheld the Hatire right to recolonize Grith at a
rate of 50,000 colonists per year. Mahdra’s ruling required the
sesheyans to return 60% of Diamond Ppint to the Hatire, and
left the Hatire as Grith's recognized planetary government.

THE SECRET HISTORY OF GRITH

Here’s a surprise: The sesheyans are lying. In 2359, a se-
sheyan leader by the name of Nu'itei led an uprising in & vast
VoidCorp labor camp in Old Space. Gaining their freedom, the
sesheyans seized a ragged flotilla of corporate gunboats and
freighters and fled for the Verge. With the help of a computer
division insider, they erased all records of the camp, the stolen
ships, even their own Employee numbers.

Arriving in the Verge, they scouted the region and chose
Grith as their new home. The third ‘corsair” flolilla that attacked
in 2360 was actually the sesheyan invasion. Desperate to pro-



tect their freedom, they drove most of the Hatires off the planet
and killed those who remained. Then Nu'itel crafted an elabo-
rate story to explain the sesheyan presence on Grith. All chil-
dren born on Grith were taught that their people had been
brought to the jungle world a thousand years before, and that
the Hatires had fled of their own accord. Many sesheyans re-
sisted the crafting of such a monstrous lie, and taught their chil-
dren the true story as well as the lalse pne. Most Grith
sesheyans honestly believe the lie, and most dissenters under-
stand that their silence is their freedom.

In the last two years, the Hatire have begun rebuilding Dia-
mond Point. While the Mahdra ruling provides for an annual
immigration rate af 50,000 people, the Hatire have heen mav-
ing a litle more slowly; Diamond Point numbers only 44,000
Brethren, compared to more than twice that many sesheyans.
At the same time, the Hatire leaders have been farsighted
enough to invite the sesheyans to participate in the govern-
ment of Grith. While some sesheyans resent any human in-
trusion, and some Brethren feel that the sesheyans are
nothing but squatters, the two groups are getting along. The
sesheyans know that the Hatires can overwhelm them with
manpower, money, and resources, but the Hatires know that
the sesheyans can sue for Concord incorporation if they feel
like they're losing control. Neither faction wants to push its
neighbors too far.

While Grith is the political center of the system, it's not the
only site of interest. Both the Inner and Outer Belts are home to
thousands of asteroid miners, and isolated outposts can be
found on Lordan and Almaz. In 2498, the Concord fortress ship
Hepulse placed Omega Station, a Concord base, in a high polar
orbit around Lecterion. Omega is ostensibly a research station
and repalr facility; cynics suspect some military purpose behind
the station.

The wild card in this situation is VoldCorp. In the days be-
fore GW2, VoidCorp paid StarMech for mining rights on Iphus
and started up most of the major mining operations on that
planet. During the Long Silence, these posts incorporated as
Iphus United, but VoidCorp reclaimed the wayward facilities on
its return to the Verge. It's well known that the company still
contests the Mahdra ruling, and VaidCorp warships are becom-
ing more and mare common in the outer reaches of the Cor-
rivale system.

The Corrivale system contains eight planets and two major as-
teraid belts. Carrivale is a yellow-white F2 star, about twice as
bright as Sol. While its radiation level isn't as ferocious as Ten-
dril's, Corrivale still renders travel hazardous within one AU of
the star. The system's only habitable world is Grith, a moon of
Hydrocus, but Lordan s a reasonable candidate for terraform-
ing, and distant Iphus is a source of great mineral wealth, al-
ready being exploited by the Employees of VoidCorp.

TABLE $9: CORRIVALE SYSTEM

Indaron Tricus
Primary Corrivale Corrivale
Planetary Class  Class 5 Class 4
Gravity G2 (0.85 g) G2 (0.83 g)
Hadiation B4 (250 rem/day)  R3 (45 rem/day)
Atmosphere AD (Vacuum) AO (Trace)
Pressure PO (Vacuum) PO (Trace)
Heat H4 (310° C) H4 (211° C)
Orbital Distance  0.52 AU 0.81 AU
Diameter 7812 km 5,242 km
Year 106.9 days 20749 days
Day 335.5 hours 189.4 haurs
Axial Tilt g8°¢ 22
Density 1.38 201
# Satellites 0 1

Lecterion Iphus
Primary Corrivale Corrivale
Planetary Class Clasg 5 (gas giant) (lass 4
Gravity 64 (2.95g) 51 (0.71g)
Radiation R4 (120 rem/day) B2 (25 rem/yr)
Atmosphere Al (H He) AD (Trace)

PS5 (100+ atm) PO (Trace)
Heat HO (-110°C) HO (<170° €)
Orbital Distance 5.5 ALl 17 AU
Diameter 88,110 km 8,014 km
Year 10.07 years 54.76 years
Day 742 hours 16.9 hours
Axial Tilt 14.8° 478°
Density 0.38 1.12
# Satellites 11 0

Hydrocus (Brith) Lordan

Carrivale Hydrocus Corrivale

(Class 3 Class 1 Class 3

G3 (1.29 g G1 (0.62 g) G1 (0.49 g)

oty Bl
L0, 50,) A2 (N,, O,) Ny,

5 (5% 3085 am)  P1(05am

H3 (70° C) H2 (a0° ) H1 (-46° [)

2.05 AU 322,000 km 3.76 AU

17060 km B,696 km 7,702 km

836.9 days (14 days) 2078.9 days

5B.3 hours 37.05 hours 18.1 hours

1159 BS5® 29.3°

0.96 081 0.81

1 (Grith) i 2

Almaz Chark

Corrivale Corrivale

Class 4 Class 5

61 (0.52g) G1 (0.23g)

R1 (10 rem/yr) R1 (B rem/yr)

A0 (Vacuum) AD (Vaguum)

PO (Vacuum) PO (Vacuum)

HO (-190° C) HO (-210° €)

30 AU 48.7 Al

5,314 km 4,380 km

128.36 years 265.49 years

974 hours 583.3 hours

20.5° g5°

1.24 0.65

1} 0




INDERON AND TRICUS

[Baked by the fearsome sunlight of Corrivale, these two planets
are blasted husks. Both are rich in heavy metals, bt the irra-
diation of the nearby star and the lack of atmosphere render
them completely uninhabitable. Of the two, Tricus is slightly less
discouraging, and several Grith-based companies have estab-
lished mining posts on the planet. Considering VoidCorp's dom-
inance of the mineral-rich outer system, the Tricus installations
may prove to be the only reliahle source of strategic metals for
an independent Carrivale.

Tricus is orbited by one tiny moon, frreverently named Fly-
speck. An asymmetrical lump of rock about 30 kilometers in di-
ameter, Flyspeck whirls around Tricus once every 11 hours.
Tricus Development Corporation (TDC Inc.) has recently pur-
chased Flyspeck for the purpose of installing basic planetary
defenses on the moonlet.

HYDROCUS

Ahout 100 millinn years ago, Hydrocus was more or less Earth-
like, with living seas and an extenatve terrestrial biosphere. Un-
fortunately, Hydrocus had a problern—a heavy concentration of
sulfur in the upper partion of its crust. Tidally induced vulcan-
ism pumped sulfur into the atmosphere of the planet, gradually
poisoning a Class | ecology with acid rain. Over the course of a
few million years, the reaction accelerated, turning the planet's
shallow seas into lakes af sulfuric acid and weathering away
the fragile limestones and chalks of the surface. Today, Hydro-
cus {s a marred giant, its atmosphere choked with corrosive
furnes, its surface a8 morass of mud flats and sulfur pans. The
few lifeforms that survived Hydrocus’s transition from a Class 1
to a Class 3 world Herally evolved an entirely new binchem-
istry capitalizing on the acidic conditions of the planet. Most of
the survivors are single-celled organisms.

Bumors of larger leforms and alien ruins hidden in the
sludge and salt pans of Hydrocus are, to date, largely unsub-
stantiated. Biological investigations of the acid planet, however,
have been sparse.

While Hydrocus is no longer habitable, its moon—the jungle
world of Grith—is one of the few Class 1 worlds in the Verge.
Grith orbits Hydrocus at a distance of 322,000 kilometers, a lit-
tle closer than the distance at which Luna orbits Earth. Since
Brith is almost one-seventh the size of its parent (and roughly
30 times the mass of Earth’s moon), the two are often referred
to as a double planet.

GRITH

The heart of the Corrivale system, Grith is a green gem paired
with the sullen mudball of Hydrocus. As Corrivale’s only habit-
ghle warld, Grith has been the main focus of exploration, settle-
ment, and exploitation since the discavery of the Verge, almost
200 years ago. Currently home 1o settlements of free sesheyans
and Hatire colonists, the jungle moon remains the main point of
contention in the system today.

PLANETOLOGY

Grith is the only satellite of the planet Hydrocus, orbiting its par-
en! once every 14 days. Hydrocus appears almast twice as
large in Grith’s skies as the Earth appears from the surface of
the moon; its subtle shadings of ochre, yellow, and red are quite
striking in clear conditions (although they're often blurred into a

muddy brown by poer light or hazy air). Tidal forces between
the two waorlds are extremely strong—scientists estimate that
both Hydrocus and Grith have slowed in rotation by 50% to
70% since the formation of the system, and Grith will be tidally
locked by its parent planet in about 10 to 20 million years.

The tidal forces of the system create other, more immediate
effects. Both worlds have much more volcanic and tectonic ac-
tivity than they would otherwise, This increased vulcanism led
ta the destruction of Hydrocus's Class 1 hiosphere in the distant
past, while Grith—a moon with no plate tectonics whatsoever-
is kept volcanically active by the pull of Hydrocus. Naturally, the
landlocked seas on hoth worlds demonstrate extraordinary tidal
ranges. Grith’s seas rise or fall by 100 meters or more in the
course of a day, creating an inlertidal zone hundreds of kilome-
ters wide around its largest hodies of water. These powerful
tides make sea travel impossible, but offer a cheap source of
power for shoreline hydroglectric plants.

Corrivale’s intense sunlight makes much of Grith uncomiont-
ably hot and bright for both humans and sesheyans. In the
moan's equatorial regions, daytime temperatires average 50°
Celsius and can soar much higher in the hotter part of the year
Diamond Foint, the moon’s largest settlement, is located in the
northern polar regions near Grith's boreal sea; polar tempera-
tures range from 15° € in winter to 40° C in the summer.

Grith ts marked by four distinct climate systems. First and
foremost is the jungle, thousands upon thousands of sguare
kilometers of multiple-canopy rain forest that girdles the planet
The upper layers are hot, dry, and bright; the forest floor is dim,
humnid, and steamy, In many places, the forest supports several
distinct ecosystems, each perfectly adapted to its own stratum of
the canopy. Sesheyans are guite comfortable in the jungle
gloom, and perhaps a tenth of the Grith sesheyans choose to
live simple, nomadic lives in the trackless depths of the forest.

Grith’s open seas are the next most prominent feature of the
moon. By Earth standards, they're small and deep, narrow rib-
hans of hlue marbling the green forest belt. Only about 30% of
the moon's surface is covered by open water. Like the jungle,
Grith’s seas teern with life, but human marine binlogists haven't
had much opportunity to study the oceans; the extreme tides
and low-gravity wave action make seafaring very dangerous.

Between the sea and the jungle are immense tidal marshes
and intertidal estuaries, Grith's seas shift their boundaries by
dozens or hundreds of kilometers each day, covering and un-
covering a vast amount of land, At the low end, the marsh is
submerged by 100 meters of water for most of the day; at its
highest reaches, it's inundated for enly an hour or two hy a few
meters of saltwater. Human and sesheyan setflers have found
that the high marsh is an incredibly rich ecosystem, leeming
with shellfish and game, but a dangerous species called the ve-
ractor makes the tidal region dangerous for travelers.

The most comfortable portions of the planet for humans are
the savanna and grasslands of the polar latitudes, Grith has no
ice caps, and the jungle gives way (o these cool, dry plains in
the planet’s arctic and antarctic regions. The moon's human
population is concentrated in Diamond Point, a few hundred
kilometers rom the north pole.

GRITH’S GOVERNMENT

The governing of Grith—and by extension of the entire Corrivale
system—is a complicated process. The Mahdra ruling affirmed
two dichotomous positions: first, that Grith is a Hatire colony,
and second, that the sesheyans of Grith are an independent, in-
digenous race. Technically, Grith is & possession of the Hatire
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Community—but the Hatires can exert no authority over the na-
tive population of sesheyans. The whole arrangement is murky
al best, and a powderkeg ready to blow during times of stress.

So, how does it waork? The moon is ruled under the Colonial
Diocese of Grith. In the Hatire Community, there is no distinction
between religious and secular government. Any high-ranking
government official is by definition a high-ranking member of
the church. The Colonial Diocese strictly administers the day-to-
day affairs of the moon's Hatire population, hoth as a member
state of the greater Hatire Community and as the recognized
planetary government. But the Diocese has no jurisdiction over
sesheyans outside human settlements, it cannot settle lands cur-
rently occupied by the indigenous race, and it cannot levy taxes
or tariffs against native trade arrangements. The Hatire are
bound by Concord law to leave the sesheyans alone.

As an independent race, the sesheyans of Grith may govern
themselves however they choose. They must respect Hatire law
in Hatire settlements and don't have any claim on Hatire aid or
defense in the event of attack. Outside the lands designated as
sesheyan territory, the sesheyans may not establish new settle-
ments or pursue resource exploftation unless the Hatire grant
themn permission.

In theory, the sesheyans govern themselves as a Council of
Tribes. Unfortunately; this system is basically an aligarchy of
criminal bosses, industrial leaders, corsair caplains, powerful
merchants, and a handful of rabble-rousing populists. The Coun-
cil can't raise taxes, can't pass laws, and can’t even negotiate on
behalf of all the sesheyan factions. Each oligarch commands his
own private army in a virtually feudal arrangement. Under the
protection of the Mahdra ruling, these caplains and crime lords
ignore the Halire and carry out any illicit trade they like. Mean-
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while, the Colonial Dincese slowly grows at the Council's expense
by incorporating more and more of the disenfranchised se-
sheyans who are tired of living under criminal overlords,

Currently, the three maost powerful factions in Grith's govern-
ment are the Colonial Diocese, the Aanghel criminal empire,
and the Devli'yan, followers of a shaman of the old tradition who
urges a return to the ancient sesheyan ways. The three share a
deep and abiding antipathy, and in their own various ways each
of them works o become the principal power of Grith. In the
background lurks the ever-present threat of renewed VoidCorp
involvement on Grith; until that threat actually materializes, the
existing powers on the moon will continue to harry each other
rather than turn their attention to distant foes.

Although the Colonial Dicese includes any part of Grith not des-
ignated as a sesheyan reserve, Diocesan Kola Entele (Hi/Hatire/
OFA-4) leads a Brethren community of only 40,000 souls.
Tough, strong-willed, and fercely devout, the diocesan governs
the Hatire on Grith through a small hierarchy of reverents, mis-
sioners, and chosen, the lesser ranks of the Hatire theocracy.
Diocesan Entele is very unhappy with the current balance of
power on Grith, and she's investigating the arrival of the se-
sheyans, hoping to find evidence to invalidate the Mahdra ruling
and return all of Grith to Hatire control. Once the sesheyans’ spe-
cial immunity is removed, the diocesan feels that she can bring
some peare and order to the troubled sesheyan society.
Diamond Point is the Diocese’s major settlement, although
much of the city is reserved for sesheyan commerce. Diocesan
Entele oversees her flock fram the Forest Cathedral, a grand com-
plex 30 kilometers south of the city. This magnificent edifice, with
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its quiet, devout staff and its stately green forest paths, is a show-
piece of the Hatire dream for Grith. The cathedral is also home to
a subgroup of the Hatire, the Chorus, a group of Brethren bioki-
neticists who believe in the power of the mind to heal

The Dipcese commands modest planetary defenses near Di-
amond Point and the Forest Cathedral. However, the Verge is a
long way from Hatire space, and serious efforts to fortify and
reinforce the Brethren foothold in the frontier are a low priority
with the leadership back in Old Space.

THE AANGHEL EMPIRE

The sesheyans who first settled Grith were lar from a unified
force. Although Nu'itei held nominal command of the fleet, the
people he led came from dozens of different tribes. Some were
ancestral enemies from old Sheya, forced to cooperate to defeat
VoidCorp. Others had been stripped of their heritage by intern-
ment in corporate camps for generations, and knew little of the
ways of thair people. The sesheyans who followed Nu'ftei were
rootless vagahonds and corsairs, far removed fram the culture
and ways of their peaple.

During the struggle for ireedom, two factions emerged, cen-
tered on the most charismatic and powerful leaders of Nu'itei's
inner circle, One of these was the notorious assassin Aanghel,
who had been a VoidCorp operative for years before throwing
in with Nu'itei. Aanghel and his followers enjoyed life as car-
sairs, and when the sesheyan fleet landed at Diamond Point,
Aanghel retained a dozen small fighting ships. During the Long
Silence, his followers raided nearby systems from the new
setlemnant. [llickt markets, illegal shipyards, and a dozen other
sordid activities connected with the capture and sale of stolen
goods grew up around Aanghel’s corsair fleet. The corsairs built
such a large infrastructure that Aanghel’s heirs could shift their
criminal activities into the shadows when the Concord arrived.

In 2501, Aanghel Enterprises is a holding company run by
Aanghel Osui'ike (Sf/Carrivale/DFA-B), a young but powerful
crime lord whose reach extends into every partion of the Cor-
rivale system. Osui'tke firmly believes that the old ways of
Sheya are long dead, and that her peaple must use human tech-
nology and methods to survive in the modern day. While every-
one on Grith knows the true nature of her business, Osui'ike has
been able to exploit the seli-governing clause of the Mahdra rul-
ing to keep her freedom.

Aanghel Dsui'ike dislikes any personal involvement in her
more sordid enterprises. She prefers to work through agents
and middlemen. Her right-hand sesheyan is a hard-nosed killer
named Pe Terel,

THE DEVLI"YAN
Naot all sesheyans agree with the violent rule of Grith’s industrial
captains and crime lords. Thousands of the poor and disen-

franchised feel that syndicates such as the Aanghel family are
mere mockeries of human society, sesheyans pretending to be
something they're not and wreaking irreparable harm by doing
so. Some of these lower-class sesheyans remain in the Dia-
mond Point area, reluctantly working in the humanlike society
that Aanghel and the others have created, but many have in-
stead chosen o abandon the trappings of human civilizatian.
Slipping away into the endless jungles of Grith, these tribal se-
sheyans have returned to the aboriginal ways of their ancestors.

Devlet'ir is the foremost of a growing number of sesheyan
leaders who are rebelling against the technological and eco-
nomic domination of the powerful captains. His followers, who
call themnselves the Devli'yan, include thousands of workers and
labarers in Diamond Point as well as dozens of tribal bands in
the deep jungle. Religious hierarchies aren’t a traditional part of
sesheyan culture, but Devlel'ir commands the loyalty of roughly
a third of Grith's sesheyan population.

Devleiir (Sm/Corrivale/DT0-10) is an energetic old shaman
gifted with a natural mastery of oratory and rhetoric. He rarely
rails against his opponents, but instead uses parahles and calm
discussion to illustrate the faults of sesheyans who have turned
away from the way of their people. For the sesheyans who faol-
low him, Devlei'ir's stories form an incisive and inescapahle in-
dictment of Grith's leaders, Humors circulate from time to time
that the Brethren fund the Devli'yan cause, but these stories may
just be lies spread by the Aanghel to discredit the shaman.

Crime lords such as Aanghel Dsui'ike dont dare strike di-
rectly at Devlei'ir. First of all, sesheyans have a great cultural
reluctance to offer violence to & shaman, and second, the De-
vli'yan masses could topple the corrupt Council of Tribes if pro-
voked by a martyrdom. In recent months tensions have heen
growing between the non-technological populace and the
smaller number of industrial sesheyans. It's rumaored that the
major captains and bosses have had all they can take of De-
vlei'ir and his sermons.

DiaMoND POINT

The only city of any size on Grith, Diamond Point averlooks an
arm of Grith's Boreal Sea. Bluffs more than 100 meters tall pro-
tect the city from the towering tidal surges of Grith's seas, al-
though the Boreal Sea has the smallest tidal range of any major
body of water an Grith. The name Hiamond Point refers to the
long peninsula on which the city stands. Cool green hills swept
by invigorating sea hreezes surround the city. Broad plantations,
orchards, and forested hills extend for 100 kilometers or more
inland from the town, and most of the reglon’s population lives
in these rural areas.

Diamond Point is located about 400 kilameters north of the
northernmost range of Grith's warld-girdling jungle, insulated
from the impenetrable vegetation by a wide belt of rolling
grassland and arid hills. The maodern city is built around the
ruins of the original Hatire settlement, and some sectors of the
city are still cratered rubble from the orbital bombardment dur-
ing GW2, Salvaging materials from these silent wrecks is ille-
gal, but many people ransack them anyway—the only penalty
is a small fine.

Under the Mahdra ruling, the Hatire rule about a third of the
existing city, including the most important colonial structures. The
Brethren have worked hard to restare their portion of Diamond
Point to its original condition, but ramshackle sesheyan neigh-
borhoods sprawl outward in all directions from this small core
of orderliness. The sesheyan parts of Diamond Point are actually
a collection of small fiefs, camps, shantytowns, and reclaimed



ruins, divided along invisible lines of tribal loyalty. Some ftribes
are nothing more than old corsair crew affiliations. Sesheyans
with the right connections io the captains of industry live in safg,
comfortable quarters, while lower-class workers suffer in dismal
squalor. Undoubtedly this divide between rich and poor has fu-
eled the success af populists such as the Devlei'in

Vinlence between neighborhoods is fairly common, a fact
that the nearby Hatire deplore. Unfortunately, Hatire lawkeepers
can enter the sesheyan parts of the city only i invited and only
to stop the most brazen criminal activities. Some sesheyan
barons patrol their districts with uniformed lawmen, but most of
these forces are simply thugs with badges. Visitors to Diamond
Point are advised to avold entering the sesheyan parts of town
unless they've arranged for an escort provided hy a powerful
sesheyan leader,

AT

Diamond Ppint's spaceport is located in an otherwise ruined
sector of the city. Since the spaceport consists mostly of flat,
open ground, it was hard for Heavy Cruiser 318 to permanently
damage the facility, although new hangars, terminals, and re-
pair shops have replaced the rubble of the original structures.
The spaceport is nominally under Hatire administration, al-
though hundreds of contracted sesheyan workers run the place.
Many of these workers have strong ties with the Aanghel syn-
dicate and other unsavory groups. In deference to sesheyan
preferences—and perhaps to the needs of smugglers—most of
the spaceports landings occur at night.

Several smaller landing fields are hidden in the hills and
jungles near Diamond Point Most of these are extremely prim-
itive, old corsair dens and smuggler’s strips with only the most
rudimentary service and maintenance facilities. Various se-
sheyan captains and Council leaders use these secondary strips
to carry oul whatever commerce they choose, away from the
prying eyes of the Brethren.

The Diamond Point Flaza is a grand old hotel that survived the
bombardment with only minor damage. Reconditioned by the
Aanghels, It's now an upscale casino-hotel overlooking the Bo-
real Sea. Visitors shouldn't plan on winning much money at the
tables; everyone knows that the house plays crooked. Hooms
run about %200 per night,

The Emerald Hostel is a cheap facility near the spaceport,
known for its low-quality clientele. Bun by the Cordiel family,
the Hostel caters to spacers and laborers, providing sordid en-
tertainment at the cheapest prices. No one with the money to
stay elsewhere would book a room at the Emerald, but it's a
gond place to find transients keeping a low profile, Its rooms
rent for #40 a night, though various entertainments can drasti-
cally increase the price.

Tourists often visit Grith to hunt big game with hinoculars, halo-
cams, or laser rifles. A dozen outfitters offer safari tours into the
deep jungle. These expeditions are quite dangerous; Grith {sn't
a tame world, and more than one would-be trophy hunter has
failed to come back. Wilson's Game Outfitters, a small company
owned by an entrepreneur by the name of Ignario Wilson (Hm/
Rigunmor/NF), is one of the most successful of these outfits,
Wilson himself knows nothing about the outdoors, and he's al-
ways looking for guides to lead the expeditions he brokers out
of Diamond Point.

AANGHEL OsUrIKE’S LIEUTENANT

~ Level 8 sesheyan Diplomat (Free Agent)

' STAB (0) INT 11 (1)

n;:x 12 (+1) WIL 11 (++1)

PER 11

Dumhﬂﬂr W4/4 Action check: 14+/15/6/3

Maove: sprint 20, run 12, walk 4, fly 40 #Actions; 3
Reaction score: Ordinary/2 Last resorts: 2
 Unarmed 7/3/1 d4s/dd+1s/dd+2s  LI/D
Laser pistol 15/%/3 d4+1w/d6+1w/d4m En/0
Delenses

CF softsutt: dB (I.l], d6 (HI), d6-1 (En)

Dodge [14/7/3]

Defensive martial arts [13/6/3]

m

Athletics [8]—climb /9] throw (9], Melee [B]; Acrobatics [12]—
daredevil [15], defensive (13, dodge (14), flight [14); Mod-
amn [12}-pistol [15]; Vehicle [12)-air (13), space [13):
Stamina [7]-endurance [9); Business [11]-illicit [12]:
Bnowledge [11)-language: Standard [14), language: Se-
shayan [14]; Awareness [11]~intuition [12], perception [12];

 [11)—interrogate [13) Strest 111}-m:m1 (13}

 traet (14]; Deception [11}bribe (12, Interaction [11]-bar-

gain [12],

Pe Terel Is the problem-solver of the Aanghel syndicate, a
seasoned criminal who serves as Aanghel Osufike's lieu-
tenant. He's worked his way up through the ranks, eamning
promation through a combination of intelligence, perceptive-
ness, and a certain degree of ruthlessness, Pe Terel is prag-
matic and reserved under all but the most stressful
conditions, coldly calculating the odds around him and naver
taking any chances that he doesn't have to take.

Pe Terei is small even for a sesheyan, agile and quick. He
pﬁmwmhhwﬂ;dmmmmddumm
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others in the Aanghel mob, Pe Terei understands that Grith is
changing, and that the lawless days of the moon's criminal
warlords are coming to an end. He respects Concord and
Hatire laws as one more set of obstacles in the game he's

 chosen to play, mdmntm:ﬂvmhwmhmﬂ:mm
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Diten involved in cleaning up situations that reflect poorly
on Aanghel Osui'tke, Pe Terei hires freclancers and merce-
naries, and then arranges for a quiet termination of the free-
lancer's employment after the mission’s done, Even the maost
ruthless sesheyan crime bosses respect Terei's willingness to
mtumvlmulhslu accomplish a task. When all glse fails,
often gathers together his most loyal thugs and under-

"mamhmli

In his off time, Pe Terei often visits the Twilight Hunting

Lodge in the jungle city of Redknife His subordinates claim
‘that he hunts with nothing more than a
‘braught down a gandercat

spear and has
single-handedly, The skin of the
creature hangs in his office. (In fact, he used a laser rifle))




Diamand Point's most notorious watering hole is the Flanet-
fall, a tough joint built from the cannibalized wreck of a
grounded pirate vessel The Planetfall is a place where free
traders, smugglers, and other spacefaring scumn come to mest
their opposite numbers in the sesheyan criminal organizations,
Although the Planetfall is technically neutral ground, drunken
fights break out on a nightly basis, often with lethal results.

The Mindanaoth Academy is located in [iamond Point's
Hatire quarter, in an ancient stone building overlooking the Bo-
real Sea. The academy trains mind knights of the Hatire faith;
many of these mind knights serve at the Forest Cathedral or in
Missioner Houne's Internal Security Ministry. A few are inden-
tured to serve as bodyguards for important reformers else-
where in the Verge.

The most extensive ruins found on Grith to date, the ancient city
of [Quenaalt is located more than 6,000 kilometers from Dia-
mond Point, @ shart distance from the moon's equator. No one
tries to reach the ruins overland; aircar or suborbital shuttle are
by lar prelerred. It's a popular destination for tourists and
xenoarcheologists, and a handful of small excavations are cur-
rently under way at the site.

Experts estimate that Quenaalt was abandoned about 5,000
years ago. [ts people were large quadrupeds about the size of
a hrown bear or leopard who seemed to have had a strong
aversion to large social groupings; Quenaalt was a city of 20 to
50,000 people scattered along a river valley encompassing al-
most 1,500 square kilometers. No one knows for certain what
became of the people of Quenaalt and the other ruined sites of
Grith. Some theories suggest that the race died off in a sweep-
ing epidemic, possibly brought about through biological war-

fare, while others maintain that the Old Ones of Grith underwent
some kind of abrupt regression to a more primitive state,

About 40 years ago, a Lucullan trader by the name of Marcus
Pharen (Hm/Lucullus/FA-5) ran afoul of a powerful crime
baron in his home system. Fleeing for his life, Marcus loaded
up his valuables and a handful of his most trusted employees
and set out for safer ground. Hecognizing the potential of the
forest moon, Marcus reached an understanding with the
Aanghels and other sesheyan tribes and seftled near Grith's
south pole. He named his new home Downunder tn recognition
of the 175 degrees of latitude between Diamond Point and the
new settlement.

Downunder has grown into an all-round trading post, ship-
yard, and outfitter for Corrivale's asteroid miners and working
spacers. Marcus Fharen still runs the place, growing rich as
Midas by virtue of the simple fact that he gets a piece of every
sale, every transaction, that tekes place in Downunder. It's his
private kingdom, run by a gang of ruffians under Pharen’s or-
ders, Downunder is a place to pick up supplies, meet contacts,
effect repairs, and sign on for jobs, all without any awkward
questions.

It's rumared that VoidCorp uses Downunder as a base of op-
erations on Grith, having struck a deal with Marcus Pharen. The
trader has close ties with the miners of the Inner Belt and Iphus,
and he is known to take money from both the Council of Tribes
and VoidCorp's operatives. Most Grith sesheyans consider mak-
ing deals with VoidCorp to be a crime worthy of terrible retri-
bution, but the most ruthless tribal leaders overlook this when
profit is concerned. Downunder skates an some very thin ice,




but so far Pharen’s sesheyan friends seem willing to give him a
little latitude.

Though most sesheyans live in Downunder or Diamond Point, a
few lollow older ways and live with the shamans deep in Grilh's
jungles. The only three jungle setlements of any size are Hed-
knife, Angoweru, and Uyellin.

The largest of the non-Hatire sesheyan settlements, Redknife is
also the closest to Diamond Point. Many of the 8,000 inhabitants
still cleave to traditional sesheyan ways, and they are among
the most loyal to the Devli'yan cause. Redknife is also something
of a tourist attraction for the Hatire, who come to view the “poaor,
benighted primitives” in their natural environment. The se-
sheyans are willing to put on dances, feasts, and other tourist-
friendly entertainments; in exchange, they rake in a handsome
profit from human curiosity.

In addition, the Hedknife Tourist Bureau offers hunting trips
with locals; these trips rarely bring back big game, but they do
teach humans respect for sesheyan woodcraft. After a single
short day in the jungle, most humans are hopelessly filthy, in-
sect-ridden, and lost

This jungle city is built on the ruins of a much older city; the se-
gheyans scavenged stone from the alien ruins to build shelters
and storehouses. Angoweru is primarily a corsair base, with a
primitive, camouflaged landing pad, navigation beacons, an en-
crypted mass transceiver, and basic refueling and repair/main-
tenance facilities.

The 3,000 or sa sesheyans wha live here are all loyal to the
crime lords of the Aanghel Empire; the city’s single shaman is
their puppet and often denounces Devlei'ir and his followers.
Mast of the Angowerins are service and support staff for the
corsair fleets.

The smallest of the jungle cities, Uyellin is an interesting mix of
modern and ancient elements of sesheyan culture. While the
shamans rule here, they allow new practices, The city has a
small landing pad for spaceships, good Grid links to Diamond
Point, and a tribal longhouse for the comfort of visiting quests.
Uyellin is perhaps the sesheyans’ hest chance of establishing a
city that respects both modern galactic law and tribal customs.

Wyrna hirds, sable snakes, and even gandercats are rela-
tively common in the nearby jungles, and sesheyan corsair cap-
tains and crime lords often undertake extended hunting
expeditions. The city’s 900 sesheyans hire on as guides, beat-
ers, or trackers for these trips, and the best of them are some-
times hired on as hodyguards when the Aanghel lords return to
Diamond Point.

Between the Hydrocus-Grith planetary system and the world of
Lordan lies the first of Corrivale's asteroid belts. Most of the as-
teroids of the Inner Belt orbit Corrivale at a distance of 1.5 to
2.5 AU. The belt is unusually spherical in shape, and most of its
mopnlets and boulders tumble through the lonely reaches ahove
or below the plane of Corrivale’s ecliptic The Inner Belt has no
major settlements or industrial facilities. Instead, it's mined by a
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DiaMOND PoINT CONSTABLE
Level 7 human Combat Spec
STR 11 (+1) TLINTM (+1)
DEX 8 (0) WIL 10 ©)
CON 10 PER 8
Durability: 10/10/5 Action check: 14+/13/6/3
Mavae: sprint 20, run 12, walk 4 ‘#Actions: 2
Attacks

Unarmed-—power' 14/7/3 d6+1s/d6+3s/dd+1w  LI/D
15mm sabet pistol 12/6/3 2d4w/2d4+1w/d4+3m HI/D
! Base situation die is ~d4.

Defenses .
Battle jacket; dB (LI, d4+2 (HI), d4 (En)

Aﬂ:]a!!m (11); Unarmed [11}-power [14]: Modern (9]~ pisto!
[12); Vehicle [8}-Jand [10); Stamina (10]-endurance (11};
¥nowledge [11|~deduce [12], first aid [12] language: Stan-
dard (14]; Law [11]-enforcement [13]; Security [11]-proto-
cals [12]; Awareness [10]-perception [12); Investigate
(10}-interrogate [11], search [11]; Culture [9)-etiguette: Grith
sesheyan [10]; Interaction (9)-intimidate 10}, Leadership
[8)-command [11]

Blunt and unyielding as & block of granite, Elias Houne is the
chief law officer of the Hatire Community’s colany of Grith.
He holds the ecclesiastical rank of missioner, roughly equiv-
alent to a senior agent or field-grade officer among the gov-
ernments of other nations. Missioner Houne strongly
believes in leading through forceful example. As the com-
mander of the Hatire Internal Security Ministry, he tirelessly
pursues any lawhreakers within the Hatire territory on
Bﬁth-wﬂdumdsmmsputmidmnn'thawase-
sheyan standing on it, in Houne's eyes.

The missioner has no respect for the nuances of the Mah-
dra ruling, and he often ignores sesheyan immunities in the
pursuit of Hatire justice. Usually, Houne backs down grudg-
ingly when confronted by the legal opposition of tribal au-
thority, but he marks any lawbreaker hiding bhehind the
diplomatic shield of the Council of Tribes. Once he has
marked a sesheyan as a troublemaker, he goes to extreme
lengths to capture dodgers if they ever set foot outside their
strictly defined havens. While Houne resents the diplomatic
boundaries placed on his autharity, haismupmmalvhun-
est in all other matters.

Missioner Houne is a balding man in his early. forties,
with & military-style crewcut and a soldier’s rigid bearing. He
prides himself on his physical fitness and practices his mar-
tial arts every day, believing that enlightenment comes
through the rigors of the flesh. He is extremely loyal to
Dinmsanﬁda&ﬂls,mdhnha&ahmﬂ-pm&nimul

‘over 100 Hatire lawmen on her orders. These lawmen are

the bane of the sesheyan gangsters, and have won a mea-
sure of respect from their adversaries. The sesheyans call
them the mend‘lya, the relentless anes, They are unbribable
and tough fighters; several are said to have been trained as
mind knights.




CSS STINGRAY
Concord Manta-class Cutier

_'Cnmpammmr B Durahility: 40
Maneuver rating: 0 Ace: 2 Mpp
Crulsing apaad. 15 AU/hr Berthing: 12
Armament; 2 plasma tannons )
Range 4/8/16 Mm  dB+2w/dB+2w/d6+1m  Enle)/A
Defenses: Deflection nducer,

_ jammer
Armor: Moderate cerametal (4 dur)
d4+1 (LD, d4+1 (HI), d4+41 (En) _
Computer: Ordinary care, Ordinary hattle computer, Ordinary
nav compulers
Engines: Induction engine
Power: 2 mass reactors rated at 1Dpuwlacmw:h
Drive; 5 light-years per starfall

Roll Compt  Systams (Dur/Pow) l-nhﬂny
—  Command Airlock (0/D)

Mass transcetver (1/1)

Radio transceiver (0/1)

Multiband radar (0/0)

Camputer core (1/0)

1-2
3-4
5-6  Awliary 2 Autosupport (0/1) 8/8/4
7-8  Electronics Mass detector (1/0) 6/6/3
‘2 % Deflection inducers (2/4)
_ Laser transceiver (D/1)
10-12 Cargo Airlock (1/0)

| _ Cargo bay (3/0) 8/8/4
13-16 Weapons 1 Plasma cannon in turret (4/3) B8/8/4
17-20 Weapons 2 Plasma cannon in turret (4/3) 8/8/4
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machine emblazoned with clear Concord markings; the 12-

person crew of the Stingray knows how to wring every last

drop of performance from the ship's engines, weapons, and
deflaction inducers. Like other Mants-class ships, it was built
at the Hale Memorial shipyards of Concord Taurus in the
2470s. The Stingray saw action during the Bigunmor-Bare-

alin skirmishes of 2481, mdmndwlﬂ:ﬂm:ﬁm'ﬂnul

of the crew members are veterans of that action.

The Stingray relies on its plasma cannaons far offensive
power, but it is also a very fast and maneuverable ship. The
Stingray can outrun many of the corsairs, who tend to oper-
ate older, slower ships.

The crew has trained in running under communications
silence and in asteroid emulation, a tactic that consists of de-
liberately setting the vessel into a tumble resembling the nat-
ural orhit of an asteroid of the [nner or the Duter Belt Once
in a tumble, the Stngray can't be detected by corsairs as
anything other than an other tumbling, metallic rock. At this
point, the ship’s sensors are deployed io listen in on corsatr
radio traftic; the ship’s crew includes a code-cracking com-
munication specialist. When a signal is picked up, the ship’s
speed allows it to intercept ifs target quickly and silently.

large fleet of battered systemships that prospect for promising
asteroids, land for a few days or weeks to strip the most valu
ahle and easily accessthle mingrals from them, and then move
on to find the next asteroid. It's a difficult way to make a living,
and most asteroid miners teeter on the verge of economic ruin
from week to week. Ore pirates aren’t uncommon in this por-
tion of the system, and a number of corsairs and smugglers use
the legitimate mining vessels as cover for their illegal activities.

1. V. R

The initial StarMech survey report for Lordan, compiled back in
2315, read simply: “Like Mars befare the Solars terraformed it,
only bigger” Lordan is a desiccated planet with a thin atmos-
phere of nitrogen and carbon dioxide. While the planet is inter-
esting to geologists, no one has paid a great amount of attention
to it so far. With the exception of a handful of tiny domed re-
search stations, Lordan is uninhabited and unexploited.

Surprisingly, Lordan may be shaping up as a flashpoint in
the Corrivale system. The planet is a good candidate for ter-
raforming, and several large consortiums are competing for the
rights to develop it. The problem is simple; Who owns Lordan?
The wording of the original StarMech agreement with the Hatire
Community is vague on this point. The Fhei'irre Consortium of
Grith, a high-tech space industries company, claims the planet
on behalf of Corrivale’s indigenous sesheyans, planning to ter-
raform it and then sell it to any interested party, VoidCorp has
actually registered a claim on the planet, which the Concard is
naw evaluating, It's a legal nightmare.
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A gas giant of Jovian proportions, Lecterion is easily the largest
of Corrivale’s planets. [ts dense core of metallic hydrogen and
rapid rotation induce a powertul and unpredictable magnetic
field. It's dangeraus for a human to spacewalk in this region
under the best ol circumstances, and when Corrivale flares
abruptly (an event that happens at least once every two or three
years) the collision of the solar wind with Lecterion’s magnetic
field creates viclent electromagnetic storms. Hesembling the
great sheetlike formations of the aurora borealis, these EM dis-
turbances can ionize unshielded computer and sensor gear
spike out radiation sensars, and cause all sorts of other havoc.
They are also a sight of incredible beauty.

Lecterion is orhited by eleven moons, most of them asym-
metrical rocks only a few dozen kilometers across, It has only
two moons of any real size, Nike and Hephaestus. The former
is shrouded in a dense fog of nitrogen and methane, while the
latter is an lo-like moon with intense tidal-driven volcanic ac-
tivity. While both moons show promise for mining or long-range
terraforming projects, no such activities are yet under way.
Lecterion’s fierce electromagnetic activity discourages serious
settlement. Most unshiglded electronic equipment fails within 24
hours of arrival in close orhit.

After paying StarMech a small compensation, the Galactc
Concord has assumed the rights to develop Lecterion’s moans.
Many Concord diplomats feel that this was wasted money, but
Star Force is proceeding with plans to create a major flest base
in the Lecterian moons.

STATIOM

Orbiting above the frigid mists of Nike, more than a million kilo-
melers from Lecterion, Omega Station is a lonely outpost of the



Concord. The station is a spiderlike skeletal framework with
only a handful of modular sections in place. Currently, the sta-
tion is 15% complete, and construction is proceeding at about
1046 a year. Eventually, the station will provide docking, repair,
supply, and support {acilities for up to a hundred warships and
auxiliaries.

Patrol Squadron 131 of the Concord Star Force is currently
based at the incomplete station. The squadron contains two sec-
ond-rate drive cutiers and seven system escorts. The private
navies of the wealthiest Grith sesheyans easily outnumber this
token force, and VoidCorp routinely stations several destroyers
and corvettes near Iphus—a [lotilla that could wreck Patrol
Sruadron 131 with little trouble, if hostilities ever break out, De-
gpite the presence of potential enemies, Commodaore Shari Tal-
fvyin (H{/Concord/DT0-7) deploys her small squadron as
boldly as if each ship were a dreadnought. She counts on the
Concord’s moral authority to protect her ships and crew as she
zealously enforces Concord law,

Commodore Talivyin's best officer is Lisutenant Commander
Aryl N'drochi, a brilliant mechalus who commands the Stingray,
one of the squadron’s drive cutters (see sidebar), The captain
and his crew are personally responsible for the capture of
seven corsair vessels in the last six months, N'drochi has gained
a reputation as a mechalus with the intuition and cunning of a
fox.

Beyond the moans of Lecterion lies the Outer Belt, a vast region
of asteroids supporting a few lonely mining outposts. Asterpids
of the Duter Belt are richer in strategic minerals than their
inner-systemn counterparts, and most of them orhit Corrivale at
a distance of 8 to 12 All, although many orbits are highly el-
liptical.

Because asternids in the Outer Belt are few and far between
compared to the inner portion of the system, the culture of no-
madic prospectors that exists in the interior system never de-
veloped out here. In the outer portions of the system, it makes
more sense {0 search out one large asternid to strip for years
than it does to set up short-term operations on a sequence of
smaller anes. That's exactly what the miners of the Outer Belt
have done, though the miners here are a tiny group compared
to those in the Inner Belt,

No one’s ever bothered to assay more than a few hundred
of the most promising asteroids in the Outer Belt; thousands
upon thousands of uncharted, unclaimed rocks still drift silently
through space. About two dozen outposts are scattered through
the belt, each siripping asteroids of up to several hundred kilo-
meters in size. Several of the outposts are sesheyan enterprises
started up in the last 30 years, and a handful belong to inde-
pendent Verge mining companies based in Lucullus or Tendril
However, most of the Outer Belt bases are old VoidCorp instal-
lations that have been recently refitted. The stellar corparation
is vigorously pursuing industrial development in the system's
remote regions.

The second most valuable world in the Corrivale system is
Iphus, a cold and desolate rock completely inhospitable to
hunan life. Its only redeeming feature is great mineral wealth,
in the form of a dense nickel-iran core and a rich carbonaceous
crust. Neither is particularly uncommon or valuable in the uni-
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CAPTAIN OF THE STINGRAY
Level 5 mechalus Diplomat (Tach Op) _
STHB D) INT 13 (+2)
DEX 8 @ . WL (+1)
CON 9 FER 11
Durahility; 8/8/5/5 Action check: 124/11/5/2
Muw: mﬂnl 1E un 1{1, walk 4 #Actions: 2
Unarmed 4/2/1 d4s/dd+1s/d44+2s  LIZO
Laser pistol '8/4/2 dd+1w/dB+1w/ddm En/0
CF softsuft: d6 (L), d6 (HI), d6-1 (En)
Shkills

Athletics (8]; Modern M—Mﬂm[ﬂw!fﬁ
Shmim [E]'-andwm (19); Computer (18] melaﬂp
Y [16], Igtuénm W [18); nhrﬁﬂmnm [131-
drivespace [Mj system [14]; System [Iﬂ-mmum-
(14]. sensars [14]; Tactics Il'.'i]—spnu [18]; Administration
[11]~bureaucracy [12); Awareness [11]~intuition [13]: n-
teraction [11]-charm [?at-l.ndaﬂﬂp [‘l‘l]—md‘ﬂé? :
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pers the system commander’s idealism with practical expe-
rience in the trenches. He is one of the first mechalus officers
to join the Cancord Star Farce without first serving in the
Rigunmor Consortium’s mercenary fleets. He had to over-
come a fair amount of racial prejudice and sterestyping in
mmwmmmddhhmmd.mmym
wduhnmkmmﬂm Arv{mmhmm‘:h
remained within the Star Bnm&mmmwhmu
observe, he's leaned t understand the many styies of
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mechalus, He grew up in the light gravity of an estercid
settlement, and he's worked in space all his life.
dﬂumhmphmﬁ—hmhkﬁ
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sarcasm from his association with humans.

Part of the secret of Aryl's success is that he interfaces di-
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any praise of his performance, deflecting all compliments to
the beneit of the ship as a whale,

verse, but the Stellar Bing’s tremendous demand for plastics
and metals make waorlds such as Iphus worth trillions of Con-
cord dollars. Several vast strip mines and refineries sprawl
across the airless surface of this frigid world, processing the
raw materials of interstellar society.




SecURITY LEaADerR MR361 28DRF
(Ramos Ebpoubpin)

Level 8 human Combat Spec
STH 11 (+1) INT 11 {(+1)
DEX 12 (+1) WIL 10 (0)
CON S PEH 7

Dhurability: 9/9/5/5 Action check: 15+/14/7/3
Move: sprint 22, run 16, walk 4 #Actions: 2
Heaction score: Ordinary/2 Last resorts: 0

Unarmed—power 12/6/3 db6+1s/d6+3s/dd+1w  LI/O

Cnmhalkuﬁa 14/7/3 d4+-2w/dd+3w/dd+4w  LI/O

11mm pistol’ 16/8/4 d4+2w/dB+2w/dd+1m HI/O
' —14 base situation die.

Defanses

CF coat, long: d4+1 (LI), dd+1 (HI), d&-1 (En)

Skills

Athletics [11)-climb [12] jump [12), threw [13]; Melee
[11|-blade [14); Unarmed [11)-power [12]; Modern
[12]-pistal [16], SME [13]; Stealth [12]-hide [13] sneak
[13]; Vehicle [12]; Movement [9)-race [10] swim [11]; Sta-
mina (3]-endurance [11]; Demolitions [11}-scrateh (12] set
[13]; Ennwindfa [11}~language: Standard [14]; Security
{11}-devices [12]; Tactics [11}; .&wa_rengss |10)-intuition
/12); Interaction I‘J'I

Edoudin is a professional killer who enjoys his work. He
moves in a warld of dark missions and secret op-
erations, following Mayasa (Ombe’s arders without question
or remorse. An excellent strike leader, Ramos has refused
maralpmnuﬂmam%idﬂm'pmmmmtbmba
has no patience for personnel development. Instead, he -
sists on working with the best people he can find and attacks
the mission at hand with pure, emotionless professionalism
and pragmatism. Hamos is absalutely ruthless, although he's
never malicious or unnecessarily cruel. People that could get
in the way of a fob are just obstacles to be removad.

Ramos Edoudin is a compact man about half a head
shorter than most humans, He's good-loaking and athletic,
with long dark hair he wears in a ponytail~but ane look in
his cold, emotionless eyes quickly disabuses one of any idea
that Edoudin might be charismatic or charming. s just not
in his nature. _ il

As the Corrivale security leader, he carries an 11mm pis-
tol prominently at all times, and when on duty he wears a
carefully tailored CF long coat with corporate logo promi-
‘nently displayed. Hamos is usually escorted by two junior se-
curity officers, sesheyans identified as DA178 and DA178,
though they are more ofien referred to by their nicknames,
‘Bull’ and "Bear” The sesheyans hide behind mirrored,
golden sunglasses that wrap around all eight of their eyes.

Edoudin’s duties take him all over the system, and he has
access to & hwary yacht that VoidCorp has outfitted with ex-

{ensive eavesdropping and equipment. Although it is
lsdnﬂmﬂv:ﬁmmdtuauﬂu%ﬁ; Edoudin has nicknamed
the ship the Talon.

Iphus isn't a place for hurnans. It's a barren, airless world more
than 17 AU from its sun; even fierce Corrivale is just another
star in the sky (albeit dozens of times brighter than any other
celestial body). Termperatures on the surface never rise above
-170° C. These frigid, gloomy conditions claim the lives of
dozens of workers every year.

Surprisingly, Iphus is tectonically active, retaining a small

liquid core from the time of its formation. This core has cooled
and shrunk over geological time, leading to fissuring and sub-
sidence in the crust, almost 2,000 kilometers thick. Vulcanism
on Iphus proceeds al a snall's pace compared to Earth, but
small eruptions and outgassing occur on the planet every 5 to
10 years. Mountains raised early in the planet’s history still
stand, surviving billions of years in the absence of any weath-
ering or erosion. Iphus’s tectonic activity now consists mostly of
mild earthquakes.
With no atmosphere to speak of, Iphus has no climate changes.
Its old mountainous regions are steep and sharp, barren rock
unmarked by the ages of erosion that wear down Earth's moun-
tains. The lowlands and mountain valleys are buried under a
thin layer of glaciers, mostly water and ammonia ice with a
frost of carbon dioxide snow on the higher peaks. It's an eerie
and dangerous landscape, requiring heated e-suits and insu
lated machinery to survive.

Human settlernent on Iphus consists of abowt 50 different min-
ing stations, sprawling industrial complexes naked to the
planet’s cold and vacuum. Black refineries stand like the skele-
tons of forgotten cities, illuminated by the harsh glare of arc
lamps. Massive strip mines surround these cheerless installa-
tions, scraping away the planet’s shallow glaciers to excavate
gaping pits into the world’s rocky crust. Mast of the actual min-
ing work is performed through teleoperated or seli-guiding
robat vehicles, but the pervasive cold routinely stops even the
best machinery, requiring frequent maintenance by the refinery
Crews.

During the Long Silence, a few of the original VoidCorp
crews eventually sold out to local Verge aperations. Most in-
stead banded together to form a local company called Iphus
United. This company supplied processed ore to planets around
Tendril, Lucullus, Aegis, and to the planet Galvin in the Algem-
ron system. However, with the return of VoidCorp to the Verge
in 2497, Iphus United was abruptly reclaimed by its corporate
parent.

Today, VoidCorp owns 44 of the 51 mining facilities on
Iphus. To date, the corporation has allowed the remainder to op-
grate without interference, but everyone in the other seven posts
is waiting for the other shoe to drop. VoidCarp cruisers and de-
stroyers are a constant presence in orhit above the ice world,
and the company can close the remaining stations any time it
chooses,

Since no one ever came fo Iphus with the idea of settling, no
planetary government was ever created for the mining stations.
Every installation was out for itself, VoidCorp has changed that,
arganizing its 44 stations into the Iphus Mining Division, a sub-
sidiary of VoidCorp proper. It's manned by VoidCorp Employees
and subject to company rules and regulations.

The current Chief of Operations s a veteran engineer and
manager by the name of Farrn Heaves (AC094 29KIN). Chief
Reaves (Hm/VoidCorp/T0-5) generally ignores the sesheyan
situation on Grith, viewing that as a home office affair, Instead,



he concentrates on the productivity and defense of Iphus,
Heaves is straightforward and fair, a tough manager usually un-
forgiving of mistakes.

While Reaves holds the highest rank and runs the show on
Iphus, he's not the most important VoidCorp agent in the sys-
ten. Verge Sector Security Chief Mayasa Ombe (N105
74MAL) is responsible for protecting all VoidCarp interests and
enterprises in the Verge, She is the operational commander of
all VoidCorp military and security forces in the Verge, as well
as the top spymaster for the region. Unlike Heaves, who's
mostly concerned with the productivity of Iphus, Sector Chief
Ombe is in the Verge with the express intent of dominating this
region on VoidCorp's behall. Ruthless and high-tempered, Ombe
(Hi/VioidCorp/DFA-8) takes her job very personally and keeps
a long list of anyone who gets in her way.

Sector Chiel Ombe’s most trusted operative is Hamos
Edoudin, a top-notch wetwork specialist. Hamos oversees
covert operations, intelligence gathering, and risk management.
In other words, he ‘manages” people who have become secu-
rity risks.

The center of VoidCorp activity in the Verge, Iphus 1 is the
largest and oldest mining complex on the frozen world. Small,
crowded habitat domes cluster beneath towering machinery,
and gloomy sublevels are cut into the bedrock beneath the sur-
face installations. In all directions the bleak landscape of Iphus
has been stripped mercilessly in stark, deep cuts, now largely
idle. Stesl landing platforms cling to the refinery towers, a cold
metal forest tarnished by the bitter frost of the site’s industrial
exhaust.

Unlike mast of the Iphus mining pits, Station Iphus 1 is more
important as a smelter and refinery than it is as an operational
mine. The planetary operation office is located in Station Iphus
1, a played-out mining post that is being retooled for the man-
ufacture of plastics. The post hopes to make spare parts for
ships and mining machinery from carbonaceous feedstocks. It's
an enormously wasteful process, but the energy requirements
can easily be met by the use of mass reactors. The huge
amount of heat generated by the chemical synthesis will help
heat Iphus 1.

Iphus 1 is home to a total of 20,000 residents, made up of
VoidCorp Employees, contract workers, and independents. As
the largest setlement in the outer portion of the system, it
serves as a center for trade, recreation, ship repair, and ad-
ministration. Squalid corporate apartments catering to the most
guestionable forms of entertainment line the factory town's tun-
nels, while blank-faced corporate levels reserved for Opera-
tions, Security, and Administration rise above the crowds.
VoidCorp Internal Security holds Iphus 1 in an iron grip, pre-
venting most violent crime and property damage, but {gnaring
vice crimes as no concern of the company. All in all, Iphus 1 is
a dangerous place unless you are well connected with VoidCorp
management.

The town's commercial district is a raurous zone of free trade,
independent vendors, and travel agents sprawling in a small
ring around the corporate core. About a dozen subcontractors
lease landing platforms from VoidCorp and furnish them as
“spaceports” Most are devoid of any service or repair capabili-
ties, and all charge an arm and a leg lor landing fees (500
per day of docking).

E R 8 ]
A R g ST

-

<

—

B ——



LODGINGS

avelers with serious VoidCorp credentials (an HA rank or

gher) can stay in the Corporate Travel Suites, a sprawling
complex of personal quarters allocated as a travel perk for
management-rank employees or their special guests. Silent and
Spartan in decar, these are the best temporary quarters avail-
able on Iphus 1, far removed from the noise and squalor of the
commercial district.

Herges without connections can find any number of
wretched flophouses in the working secter of Iphus 1. These
dismal facilities run anywhere from %100 to %200 a night, an
putrageous sum for the quality of the room.

SITES OF INTEREST

The new Executive Tower, a black monolith rising from the rust-
ing infrastructure of the refinery and the pldest habitat domes,
is the corporation’s nerve center in the Verge. The most impor-
tant executives in Corrivale, including Chief (perations Officer
Aeaves and Sector Security Chief Dmbe, have their offices, com-
mand centers, and personal stalfs here. Naturally, Executive
Tower security is virtually airtight. No Employee with less than
MA-level status is allowed into the Tower for even tha maost triv-
ial tasks.

Subsectar 17 of the commercial district is widely recognized
as the gambling capital of the outer system. Aun by MacroEn-
tertainment, an independent contractor, the subsector includes
more than twenty casinos and two sporting arenas. MacroEn-
tertainment is as crooked as they come, rigging fights, shaving
points, even using thugs to recover bad gambling losses.

ALMAZ AND CHARK

The outermost af Corrivale’s planets, Almaz and Chark are
frozen slushballs with litlle to recommend them for human
settlement. Almaz's nickel-iron core gives it some small value
as a mining property; VoidCorp s currently conducting a re-
mote satellite survey to locate the richest deposits. So far, the
survey has been impaired by Almaz's unpredictable magnetic
field. Delicate instruments are sometimes damaged by magnetic
anomalies concealed under the snowy crust.

Chark is even less hospitable. Its surface is an endless
slushy plain of liguid hydrogen, ammonia, and water ice. Very
little firm ground exists, and several ships have sunk beneath
its hydrogen-slush plains, never to be seen again. The liquid hy-
drogen adheres to metallic surfaces on contact, creating all
kinds of mechanical problems. Chark’s remate location and haz-
ardous nature deter all but the most intrepid explorers.

SYSTEM LogG

Since the setflement of the Verge, Corrivale has been a minar
player compared to densely populated systems such as Tendril,
Aegis, or Dberon. During the Long Silence, the system was vir-
tually abandoned to the handful of miners, corsairs, and settlers
whao decided to make Corrivale their home. Even the sesheyan
immigration of 2360 (or “discovery” of the existing colony, de-
pending on which story you believe) didn't catapult Corrivale
into the spotlight.

Today, that's changing. From a forgotten backwater, Cor-
rivale has grown into a strategic foothold for no fewer than
three stellar nations—the Hatire Community, VoidCarp, and the
Galactic Concord—as well as the home systern for an industrial,
spacefaring society of sesheyans protected fram VaoidCorp by

the most tenuous of legal shelters. It’s still lightly populated com-
pared to other Verge systems, but #t seems that everyone in
Corrivale is a player for one team or another, Here are a few
pof the current events shaping up in Corrivale:

LorDAaN CONFERENCE SeT
Determined to resaolve the legal tangle surrounding the owner-
ship of the planet Lardan, Commodare Talivyin of Omega Sta-
tion has called a conference between all interested parties,
including representatives af the Fhei'irre Consortium of Grith,
VoidCorp, StarMech, and the Hatire Community. The conference
will take place aboard the station under heightened security;
though few observers expect that the issue will be resolved,
Cancord ambassadars are expected to mediate the dispute.

AANGHEL Osul’iKe INDICTED

In & move that shocked and divided the sesheyan community on
Grith, Diocesan HKola Entele has indicted Aanghel Osuf'iks,
leader of the powerful Aanghel family, on charges of conspir-
acy, racketeering, and moral turpitude. While Osui'ike is im-
mune to Hatire prosecution as long as she remains in sesheyan
territory, a conviction would trap her in tribal lands—as soon as
she set foot outside sesheyan land, she'd be subject to arrest and
confinement. The conviction could also cost her many of her
holdings in Diamond Point that happen to be on Hatire land.
Many sesheyans back the powerful (and popular) erime lord,
arguing that a successtul prosecution of the charges would lead
to Hatire dominion over all of Grith. Others, particularly the De-
vli'yan, maintain that it's time for the oligarchs of the Council of
Tribes to start answering to some autharity,

The case hinges on the testimony of two former Aanghel op-
gratives who stood close to Osui'tke for years. These sesheyans
are being kept in extremely secure seclusion to ensure that
they'll live long enough ta testify. Without them, the case against
Osui'ike falls apart.

New Dic at QuenaALT RuiNs

The ancient [Juenaalt site has proven more extensive than any-
one imagined. A subterranean complex of vaulls, caverns, and
tunnels honeycombs the ground beneath the sprawling surface
ruins, Initial explorations indicate that hundreds of kilometers of
passageways and chambers may exist beneath the familiar
ruins. Some xenoarcheologists speculate that these new finds
may finally prove or disprove the sesheyan story about their
abduction from Grith many centuries ago. Naturally, this lends
more than a little political tension to the archeological digs.
Early indications show artifacts of at least a petrochemically fu-
eled society, and may even indicate the existence of fusion tech-
nology in these tunnels,

HEROES OF CORRIVALE
Corrivale natives belong to one of three major groups: Hatire
colonists, VoidCorp Employees, ar sesheyans. Hatire and Void-
Corp heroes of human descent gain the bonuses associated with
their stellar nations. Grith sesheyans reduce the penalties they
suffer in bright light to +1 step for light of Good intensity [full
sunshine) or +2 steps for light of Amazing intensity (flaves, ex-
tremely bright daylight). They've grown more accustomed to
Corrivale’s bright sunshine than others of their species.
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LUCGUVLLUS

Df all the systems rediscovered during the stellar nations’ return
to the Verge, Lucullus is the one that most of the Stellar Ring
would like to forget. Lucullus was once the dumping ground of
the Solar Union, but the penal colonists of the system overthrew
their oppressors in a prisan revalt of shocking violence. Unlike
many revolutions, however, the Lucullus revalt didn'’t install a
new government. Instead, the entire system degenerated into
brutal anarchy; the strong took what they wanted.

Despite the lack of a real government to restrain gang and
corsair activity, not every Lucullan is a criminal. In the absence
of a civil authority, current Lucullan soclety has organized
around economic power. When the walls came down, every-
thing in this system was up for grabs, and the former inmates
seized control of the various industries scattered through Lucul-
lus. Over the course of generations, these pillagers became in-
dustrialists and merchants. Though criminal elements receive
most of the aftention, a thriving society based on unregulated
free trade has evolved beneath the scarred face of the Lucullus
system. It's dirty, dangerous, and corrupt beyond belief, but the
Lucullan social order rewards the strongest and brightest of its
citizens with the opportunity to build an empire with their bare
hands. In this system, crime hosses, corsair fleets, merchant
princes, and industrial magnates struggle for supremacy, with
faction after faction wheeling and dealing to survive,

HISTORY

In 2318, Captain Plerek Luce of the Earth-hased Perseus Sur-
vey Company first charted this star system and named it after
himself. The Perseus Survey Company was a minor corpora-
tion that explared a number of stars in this vicinity, selling their
findings to the highest bidder. Captain Luce didn’t even hather to
sell his survey data for Lucullus—the system was worthless. In-
stead, he simply posted the data to the Grid, following the time-
honored explorers’ tradition of adding to stellar databases at
any opportunity. No one knows what finally became of Captain
Luce; after surveying this system, he headed for the Lightning
Nebula and was never heard from again.

For the next decade, Lucullus was just one more entry in the
lists of hundreds of thousands of marginal star systems. How-
ever, in 2331 the Solar Union mounted an expedition to the sys-
tem and conducted a detalled survey of mineral wealth,
colonization sites, and navigational hazards. At the time, the So-
lars faced a population crisis of staggering proportions. While
no relocation scheme could make a serious dent in the Salar
Union's population of one trillion people, it was passible to iso-
late the bottom 1%-—urban poor, lawless criminals, shanty town
dwellers, and migrant squatters—and remove them from the
picture. The decision was based on political perceptions, not re-
alistic population management, but the powers of Sol were de-
termined to show thetr citizens that they were dealing with the
waorst part of the population crunch,

Dozens of marginal systems such as Lucullus were surveyed
and settled in this wave of forced emigration. Seeking strategic
stepping-stones as well as population dumps, the Solars scat-
tered hundreds of millions of untrained, unschooled poor to the
far corners of known space. Defending these setllements fram
foreign aggression wasn't @ consideration; the Solars were only
too happy to let any stellar power have these abject worlds. In
the Solar view, if one out of every ten of these colonies became
productive or strategically impartant, the Union came out ahead.

The Solars chose Penates in the Lucullus system as one of
their most dismal colonial projects. The Union dumped the
waorst of iis soclal misfits—some from overcrowded prisons and
confinement camps—on to this warld. Many of these ‘colonists®
were people who had simply slipped between the cracks of
Solar soclety, homeless and jobless indigents with no place to
go and no defense against relocation. However, the Union sent
a great number of violent criminals to Penates as well. In keep-
ing with their controversial “out of sight, out of mind* policy, the
Salars allocated only the most meager support for these new
settlernents, providing only the barest essentials for life—and
sometimes not even that.

By 2338, the Union had settled over two million people in
Penates's overcrowded habitat domes, dismal subterranean
cities, and squalid industrial camps. Every year, they shipped
oul thousands of the worst criminals to join the growing pris-
aner population of Penates,

THE PENAL COLONY

In the early days, life on Penates was hopeless and desperate.
The citizens of the new colony weren't quite inmates. In fact
they were allowed to live wherever they wanted, move around
from place to place, associate with whomever they chose, and
accumnulate whatever wealth they could. However, all colonists
were required to work in state-sponsored industries for minimal
pay, and they weren't allowed to leave the Penates system.
Mandatory contraception ensured that the early colonists would
never overpopulate their marginal habitat; the Solar Colonial
Administration wanted to make sure it could dump itinerants
and troublemakers off in the Verge for decades to come.

The first concern of the Selar Colonial Administration (ar
SCAd, as the planetary population called their jailers) was to
create extensive seli-sustaining habitats across the face of the
planet. Original plans called for an influx of one million trans-
portees each year for the next 30 years. Bullding empty cities,
underground agricultural plots, and atmosphere plants to re-
cover oxygen from Penates’s shroud of water ice was the pri-
mary vocation of many Lucullans. Dozens of maijor
seftlements—each filled with untrained, uneducated trans-
portees—grew across the frozen surface of Penates, surrounded
by a thin toxic smog of nitrogen and hydrocarbons.

SCAd's second concern was the construction of useful in-
dustries that would allow the system to contribute in some way
to the Solar economy. While the planet's surface would never
be hospitable to humans, Penates was rich in light elements and
hydracarbons—the building blocks of a plastics industry. Vast
chemical refineries sprouted, taking advantage of both atmos-
pheric and surface recavery techniques. Unchecked by any can-
cern for environmental protection or worker health, heavy
chemical and radicactive industries flourished in the dismal en-
vironment of the penal colony.

GUARDED PEACE

In 2348, the Second Galactic War plunged most of the human
powers into bitter struggle but left the Solar Union neutral. The
pace of population dumping to all of the Union's worlds dimin-
ished as space lanes became dangerous to travel Instead, the
Solars used their resources to gear up for an tnevitable in-
volvement in the war. In the Lucullus system, the Union initially



reinforced Penates as a potential base for its operations in the
Verge, and construction of first-class planetary defenses became
the priority of the day. Like all projects in Lucullus, a lack of
skilled workers, budget shortfalls, and a shortage of high-tech
parts and tools hindered its completion.

In 2361, the formation of the Expansion Pentad brought
Solar neutrality 1o an end. Hard-pressed by its powerhul ene-
mies, the Solar Union abandoned any serious plans for Verge
pffensives and left Lucullus to its own devices. SCAd engaged
in a handful of halfhearted raids against Hatire and VoidCarp
bases in nearby Corrivale, but increasing difficulties in manag-
ing Penates's population, as well as the dissolution of Grith as a
Hatire colony, led to a cessation of Solar hostilities in the Verge
by 2365. The last Splar supply vessel reached Lucullus in
2377 —-after that, there was nothing but silence from 0ld Space.

The situation in Lucullus grew more and more tense as the
Solar Colonial Administration, hamstrung by the loss of its sup-
ply lines from home, turned to ever more draconian measures
lo retain control of the populace and keep productivity al ac-
ceptable levels. The men and women who made up SCAd rep-
resented only 1% of the planet's population, but they controlled
90% of Lucullus's wealth, industrial production, and resources.
Contract overseers raised from the common population helped
the SCAd bureaucrats and site managers stay on top of the sit-
uation by savagely repressing any spark of resistance.

"~

Trouble erupted in the early months of 2385. The major sys-
tems surrounding Lucullus had all shed their national allegiance
by silence or by design, and 50 years of ruthless administration
had irrevocably alienated the colonist population from the Solar
administration. The events of 2385 were precipitated by an im-
praomptu strike at Mill 117, a sprawling smelter and steel mill in
the city of Trinidad. Hundreds of convict laborers walked off the
job, protesting the death of a popular reformer, Mays Barret, at
the hands of management thugs. SCAd responded by ordering
in troops to disperse the strikers; 100 workers died in a crack-
down of shocking violence.

The Mill 117 massacre sparked a general strike that spread
like wildfire. Laborers in dozens of major industries threw down
their tools and protested the Colonial Administration’s heavy-
handed rule. Criminal gangs, long the shadow rulers of the
lower classes, embarked on a rampage of looting and destruc-

tion in the general chaos. SCAd escalated the violenee, declar-
ing war on strikers and looters. Administration troops began full
military operations to pacify the cities of Penates.

At first, the Solars held the advantages of armament, orga-
nization, and communication. Picking and choosing their targets,
they cut the unruly mobs to pieces, restoring order to about half
of the planel’s settlernents.

Then, for the first time, the colonists began to push back. Or-
ganizing around a nucleus of six powerful criminal gangs, the
rebals estahlished tenuous lines of communication and began to
combine their efforts. Enown as the Barans, the leaders of these
groups forged a fractious alliance to defeal their commeon
enemy, the Colonial Administration. Millions of angry Lucullans
flocked to their banner, reducing the Solar strongholds one by
one. In the fall of 2387, the last SCAd holding in Montserrat was
overrun. The Solars no longer held Lucullus.
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The defeat of the Solar Administration didn’t bring peace to Lu-
cullus, as the six major Barons had their own individual ideas
about setting up a personal empire in the smoking ruins of the
penal colony. In the absence of any common enemy, they natu-
rally turned on each other.

The strongest group was known as the Jamaican Syndicate
after its power base in the so-called Jamaican Triangle of
Kingston, Port Hoyal, and Ocho Rios. These three industrial
towns accounted for about 50% of the chemical industry in Pe-
nates and were some of the oldest and most heavily populated
of the colony’s settlements. The Jamaican Syndicate was literally
a shadow government, setting “taxes” and passing ‘laws” in its
territary that were relatively reasonable by Lucullan standards.
0f course, Syndicate members lived like kings at the expense of
the workers and shopkeepers who tried o make an honest liv-
ing within their territory, but the client-patron ties within the
gang made the Syndicate the most organized and disciplined of
the warring factions. Mother Gray, the leader of the Jamaican
Syndicate, cautiously worked through layer upon layer of un-
derlings and never showed her own hand.

The chief rival of the Jamaicans was a violent street gang
called the Picts. These barbarians ruled the Santiago corridor, a
sprawling commercial district teeming with Penates’s most re-
cent immigrants. Poor and jobless, the Picts reverted to the rule
of the strong, taking delight in violence and anarchy more
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shocking than anything their opponents could imagine, Held to-
gether by a cunning brute who called hirnself King Steel, the
Picts developed a rigid code of honor between their own mem-
bers, Duels resolved issues such as advancement, the division
of loot, and arguments; the Pictish code absolutely prevented
any retaliation against the winner of a fair duel. King Steel is
sald to have defeated 200 challengers in personal combat dur-
ing his tenure as leader of the Picts.

In Trinidad City and its neighboring towns, Union Penates (or
UP) held power. Originally an illegal association of workers try-
ing to improve working conditions an the planet, UP became a
revolutionary organization during the Hevalt. Alterward, UP
emerged as the closest thing to a real government that Penates
(and therefore Lucullus) possessed—despite the fact that internal
Union politics revolved arcund a cadre of autocratic strongmen.
UP's early attempts to seize power after the fall of the Solars
provoked the first round of Barons’ Wars, as their former com-
rades objected violently to the Union's actions. In time, UP fell
back to its old power base—the Trinidad industrial fields—and
consolidated there. Boss Clavin, an oily double-dealer who ruled
with an iron fist, led UP during the revolt and the faction wars
that followed until his assassination in 2393,

The fourth faction was the Free Trade Guild, led by the self-
styled Baron Wertz. The Guild was simply a fancy title for a
widespread smuggling network. For years, the Guild had
worked against the Solars (and sometimes for them), supplying
the various black markets of the penal colony. Almost 20 years
before the Bevalt, Wertz had sold out to the Salars in order to
become the major smuggler on the planet; he used the Colonial
Administration to eliminate his rivals. In return, he supplied
high-ranking officials with vast personal fortunes, During the re-
volt, Wertz initially stood on the sidelines, but when he saw

which way the wind was blowing, he was quick to forget his old
business arrangements. Short on manpower, the Free Trade
Guild's decrepit fleet of tradesmen and blockade runners helped
the rebels gain control of the rest of the Lucullus system. Access
to space helped the smugglers hold their own against the larger
factions that sought to absarb them.

Penates's fragile habitat domes, power plants, and atmos-
phere processors fell into the hands of a turncoat Solar admin-
istrator named Silvya Nolan. An expert hacker and engineer,
she joined the revolt out of disgust at SCAd policies and used
her access (o the Colonial communication and power grids to tie
the revolt together. In the early flush of victory, Nolan and her
Technospiders attempted to create a new, better government—
but their idealism was quickly lost in the struggle to keep eru-
cial installations out of the hands of other factions that sought to
use them as instruments of the Barons’ War. The Technospiders
decided to devote themselves to the maintenance and improve-
ment of Penates’s hahitats and industrial plants, avoiding direct
confrontation with their rivals through technological superiarity.
To this day, the Technospiders are regarded as the strongest
neutral faction in the Lucullus system.

The last major faction in the struggle for Lucullus consisted
of Solar expatriates, former SCAd employees who abandoned
their posts and slipped through the rebel net as the end of the
Hevolt approached. Disorganized and hunted by all their neigh-
bors, they didn't last long—unless they fell in with the Supervi-
sors. The Supervisors were the secret police of SCAd, a hidden
society of psionic inquisitors who committed atrocious crimes in
the process of sharing up the corrupt administration, Their zeal-
ous mind-probes and open adherence to “night and fog” justice
held the general population of Lucullus in terror for mare than
40 years.




While the Supervisors almost ceased to exist as an organi-
zation after the fall of SCAd, the remnants preserved them-
selves by selling their services to the new masters of the
planet—the other factions. Over the course of a decade, the sur-
vivars gradually pulled together and overthrew a crude gang of
street punks to take control of Caracas, an isolated mining re-
gion. Using their psionic talents and the thousands of dirty litile
secrets they'd collected over the years, the Supervisors suc-
ceeded in staving off their rival factions by means of espionage
and terror. Everyone on the planet hated them with a passion,
but they still survived.

Beyond the six major factions and their Barons, dozens of
lesser gangs, guilds, unions, merchant houses, and civil gov-
ernments existed at the close of the revalt, However, the larger
factions soon absorbed these weaker hodies, The Barons’ War
never really ended in Lucullus; it continues in one form or an-
other—although outhreaks of open warfare are now rare.

FORMATION OF THE
LUCULLAN LEAGUE

A generation of confused skirmishing, maneuvering, and in-
fighting left the Barons of Lucullus no better off than they had
been at the end of the revolt. Any time one faction showed signs
of dominance, the others would unite to drag it down. Traders
and diplomats from other Verge systems had to run a gauntlet
of hostile vessels to deal with any particular faction, and it did-
n't take long for the merchants of Tendril and Oberon to write
off Lucullus entirely. Lucullus didn't have anything they wanted
badly enough to put up with the physical and financial hazards
of dealing with the lawless Barons who ran the place.

Hecognizing that someone had to speak for Lucullus as a
system, the Barons met personally in 2418 to discuss the lead-
ership and development of the planet. Lucullus might not have
habitable worlds to exploit, but it did possess an industrial hase,
a workforce, and a lack of governmental autharity. The factions
attending the 2419 conference recognized that Lucullus needed
trade with other systemns and work for her industries to remain
a viable settlement. Grudgingly, the Barons hammered out the
framework of the Lucullan League.

The League was deliberately created as a hollow shell: It
could only pass laws if all six Barons agreed, it couldn't raise
troops; it was dependent on voluntary contributions by its mem-
ber organizations for an operating budget and manpower. De-
spite this fact, it was a beginning. Right after its ratification, the
League passed a few laws. It created neutral territory where of-
fworlders could visit without getting caught in any crossfire,
supported free trade, and forced colonists to maintain the frag-
ile artificial ecology of their respective colonies. Most impartant,
the League created a forum in which the six Barons, or their
representatives, could meet under a flag of truce to discuss af-
fairs of interest to the entire planet

Under the League, things quieted down enough for the citi-
zens of the system to look outward for the first time and seri-
ously consider ther future. The League wasn't strong enough to
gainsay even one determined faction, but it created a semblance
of order out of the post rebellion chaps.

ARRIVAL OF THE MonNITOR

In 2437, the Barons of Lucullus received an abrupt wake-up call
with the appearance of the Concord vessel Monitor in the Verge.,
As lang as each system of the Verge stood alone, the ex-con-

Flag of the Lucullan League

victs of Lucullus were free to plunder, steal, swindle, and raid
their neighbars to their hearts’ content. No Verge system except
Aegis possessed a navy strong enough to overcome the Lucul-
lan corsair fleets, and the Regency’s army could never pacify
the crowded planet. Now, however, the Barons faced the very
real possibility that a Salar armada (or an armada from another
stellar nation) might descend upon them to reclaim the colony.
To their surprise, the Solar embassy on board the fortress
ship offered the Lucullans independence in exchange for basing
rights within the system. The Solars didn’t want to govern Lu-
cullus, but they did want a foothold in the Verge. The League de-
bated the Solars’ offer for days before accepting on two
conditions: The industries of Lucullus would build and supply
the base, and Solar vessels would leave Lucullan traffic alone.
Emboldened by news of the Mahdra ruling in Corrivale, the
Barons hinted at the possibility of another Concord intervention
when the Solars hesitated over the deal. Eventually the Solars
decided that the basing agreement as modified by the Lucullan
League still gave them what they wanted, so they signed.
Naturally, the League’s members engaged in furious compe-
tition to secure base construction contracts, supply contracts,
and even concession contracts for the base, The appalled Solars
were immersed in a bottomless mire of grafl, violence, and
greed as the Lucullan factions fought for the right to make
money from the return of the stellar nations. Although the Solar
ambassadors soon questioned the wisdom of the arrangement,
their agreement with Lucullus kept the other stellar nations from
bringing the prison colony into their own spheres of influence.

LucuLLus TobpAy

Jealously guarding their autocratic rule, the six Barons still
scheme and feud for control of the system, just as they've done
for over 100 years. While the long-term stability of this arrange-
ment is questionable at best, the people under the Barons' con-
trol generally fare better than they did in the days of SCAd. A
middle class of traders, technicians, and professionals has grown
with the opening of Lucullus to free trade, and even the most
powerful Barons can't suppress this shift of wealth without de-
stroying their own power base. In effect, the Barons, and their
organizations, have become six shadow governments,

The Solar hase on Telemachus is nearly complete, and the
Solar Navy has moved a small squadron into the facility to pa-
trol the region and protect Solar shipping in the area. Con-
strained by law to leave the Lucullans alone, the Solars can only
watch the actions of smugglers, traders, and carsairs, If & ves-
sel in distress requests Solar help, the Solars can intervene, but
otherwise they must steer clear of Lucullus's pirates. The neigh-
boring systems of Aegis, Oberon, Corrivale, and Tendril are
quickly growing resentful of Solar inaction. As these systems



see it, the Solars aren’l moving to counter illicit activities in Lu-
cullus because they approve of their furmer calony’s role as a
haven for criminals and corsairs. It's a real bind for the Solars;
if they withdraw from Lucullus, they lose their foothold in the
Verge, and if they try to clean the system up, the Lucullan
League will appeal to the Concord.

In the meantime, the Lucullan League is determined to es-
tablish its system as a major trade center and industrial plant in
the Verge. Each of its members pursues a dozen different
agreements to manufacture goods, trade commodities, ar pro-
vide services for anyone who's interested. Lucullus is corrupt
and dangerous, bul it's a place of great opportunity.
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Lucullus is an unusual place for human activity. It's a compli-
cated trinary system, baked by two young, blue-white stars
much more powerful than Sal, and a distant red dwarf. The twa
massive stars, simply called Lucullus A and Lucullus B, orhit
each other at a range of about 1 All, Lucullus's Arch, a mineral-
rich ring, and a molten planet called Polyphemus orbit Lucullus
A Lucullan prospectors extensively mine both of these areas.
However, the prospectors must abandon all of their stations and
posts during the time of year when Polyphernus or Lucullus's
Arch passes between A and B. The region of space between the
twin blue stars is too hot and bright for even the best cooling
systems.

Orbiting both blue-white stars are several small, barren
waorlds: Dioscuri, Penates, and Telemachus. These planets are
located far from their parent suns, but the hard radiation of
these massive siars renders them uninhabitable to humans. No
one would have ever thought of settling here voluntarily, but the
Solars didn't care where they dumped people; they just wanted
someplace they could colonize without a fight from the other
stellar nations.

Over 60 AU from the primary stars of this system, Lucullus
C, a small red dwari, shines dimly. The last planet of the Lucul-
lus system, Dione, orbits Lucullus C only one-third of an AU
away. All in all, Lucullus is a discouraging system. Baked by the
brilliant giants and scathed by hard radiation, there’s little here
for humans except minerals.

A malten nightmare, Polyphemus is a voleanic warld haked by
its brilliant parent, Lucullus A. Surrounded by a haze of gaseous
sulfur and metal compounds, the planet’s surface averages over
B50° Celsius! The hard radiation is even worse than the ther-
mal conditions, and only the most extensive environment-con-
trol technology can withstand surface conditions. Despite this
hellish environment, humans still visit Palyphemus; the planet is
incredibly rich in heavy metals, and the intense volcanic activ-
ity constantly refreshes surface deposits.

Lueullus is a young system, only about 30 million years old.
During this time, Polyphemus has barely had enough time to
form a solid crust and semiliquid mantle. Driven by the intense
heat of its interior and the wrenching gravity of its parent star,
the crust of Polyphemus is constantly buckling and splitting in a
display of extreme volcanism. Most of its mountains are razor-
sharp ridges and crags only a few hundred meters in height, as
taller mountains require a thicker crust for support. The excep-
tions, of course, are the young volcanoes of Polyphemus—some
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Chief engineer and manager of Midas Station, Jordann Merik
is a seasoned miner with experience in some of the most dan-
gerous ore extraction procedures around. He's a good-natured
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Like every other miner on Polyphemus, Merik abandons
mwmwwsmm&am%ﬂb&
‘quent work stoppages are preventing him from getting a
‘handle on the indigenous creatures dPulwbamHelm’t
ure if he should eradicate them to protect his mines, cap-
ture them for study, or leave them alone. Whatever he de-
‘cides, Midas Station will be in the middle of i, since his
 station has logged the most lifeform sightings on the planet

of which have raised massive cones and shields on the surface.
Most of Polyphernus's thin atmosphere consists of heavy com-
pounds such as sulfur dioxide and sulfur in gaseous form, out-
gassed from the planet's volcanoes. It's a desiccated world
without a trace of water or water vapor; lakes of mollen metals
and metal compounds make up its seas.

Folyphemus is one of the few worlds known to support Series
V1 life (life based on flurosilicones, organic compounds resis-
tant to extreme temperatures), Driven by the intense radiation
and heat of Lucullus, evolution has proceeded at an astounding
rate, producing complex animals and plants (or animal- and
plant-analogues, anyway) in a matter of 10 or 15 million years.
No one’s ever undertaken a serious study of Palyphemus’ rock-
like creatures; the incredible hostility of the environment, com-



bined with Sclar apathy, has discouraged scientific expeditions
to the molten planet. There are rumors that at least one of these
lifeforms may have demonstrated sentient behavior, but these
stories are unconfirmed at the moment.

Mibas STaTioN
Typical of the rugged mining outposts scattered across the sur-
face of Polyphemus, Midas Station is located on the rim of an
ancient crater near the planet's equator. Much of the station is
underground, buried in reinforced and insulated modules de-
signed to withstand earthquakes and incredible heat. Only a
dozen miners crew this station at any time. These miners work
two-month rotations and then return to Penates when their time
is up. It's a high-paying but hazardous job.

The miners don't work on the surface except in the most dire
emergencies, The station contains & number of superheavy, re-
frigerated e-suits, but even these can only function for 20 or 30
minutes on the surface of the planet. Aobols make up most of
the mining equipment—though humans can operate some of the
toals via remote controls. The station is strictly nocturnal, oper-
ating from about an hour after sunset to sunrise in order to keep
valuable equipment out of direct sunlight.

The Union of Arch Miners (UAM), a subsidiary of Unian Pe-
nates, staffs Midas Station. The UAM maintains five different in-
stallations on Polyphemus and a dozen more low-g facilities
scattered throughout the Arch. The UAM routinely abandons all
of its stations for 40% of the year (20 to 40 days out of every
50 to 100), when Polyphemus and the Arch asteraids pass be-
tween Lucullus A and B. During this time, night disappears and
the scorching daytime temperatures rise higher and higher,

LucuLLus’s ARCH

Glittering like a girdle of diamonds around Lucullus A, the Arch
is a mineral-rich asteroid belt that orbits the first of the system’s
twin suns. Constantly tugged and bent by the influence of
nearby Lucullus B, the Arch is a twisted band consisting of mil-
lions of rocky bodies, each locked into its own complex orbit.
Some asteroids even weave short-lived figure-eight orbits
around both suns, hurtling through the incandescent vacuum
like burning metears. Over the course of a few million years,
most of the asteroids that make up this belt will be pulled inta
one sun or the other, vanishing in a furious blaze; for now, how-
ever, the Arch is a remarkable sight.

The Arch is one of the most active open-space mining re-
pions in the Verge, comparahle with the Cyra Belt of Tendril or
the Inner Belt of Carrivale. It's exceptionally rich in heavy met-
als and radioactive isotopes, minerals generally scarce else-
where in the Lucullus system. Estimates of the combined value
of Polyphemus and the Arch range as high as 5 to 10 trillion
credits—although difficulties of extraction severely restrict the re-
alization of this wealth.

Mining operations in the Arch are complicated by three fac-
tors. First and foremost, Lucullus A and B are entirely too close.
Unprotected ships can endure the Arch for a few hours at most
before heat shields and cooling systems break down. Arch min-
ers have found two solutions to this problem. First, ships that
work in the Arch are built with reflective hulls, powerful refrig-
gration systems, and vast heat sinks. While it's possible to keep
the interior of a ship cool for a time, even refrigerated cooling
systems have to dump the heat removed from the hull into
something—so cooled hulls are only a temporary solution. Thus,
the miners park their spacecraft and mining structures in the
shade, positioning a nearby astercid in between the work area




and the direct rays of Lucullus A. Ships can work indefinitely
behind such parasol asteroids, but planetary hodies in the Arch
eventually pass in between A and B, leaving a miner with no
shade in which to work. The enly practical solution is to aban-
don the excavation for the days, weeks, or months during which
the asteroid in question lies in between the two stars.

The second complication for Arch miners is the presence of
unregulated claim jumpers and rivals. All of the six Barons of
Lucullus maintain some interest in mining, sponsoring their own
miner fleets and using their naval squadrons to patrol their
claims. Out here, the Lucullan League isn't worth a rusty nail;
fierce skirmishes over prize finds are very common.

Finally, the Arch serves as an excellent hunting ground for
independent ore pirates and raiders. The mineral-rich, heavily
irradiated belt makes for a sensor operator's nightmare, and
ships can easily vanish in the static and glare only to reappear
moments later. No one seems to have set up a permanent base
(it would be nearly impnossible to maintain, in any case), but pa-
trols have sighted dozens of illegal ships in this vicinity.

The innermost major body to orbit both Lucullus A and B,
Dipscuri is a barren world shrouded in a thin, acrid atmosphere
of nitrous axide and nitric acid. Its rotation s almost impercep-
tible; each of its “days” is more than two Earth years long! The
hemisphere facing the twin stars heats up to an intolerable
3507 Celsius by local noon, and the night side copls off to a
glacial ~150° Celsius during the long, long night.

The terminator (the dividing line between night and day)
marks a narrow temperate zone in which the cool of night
lingers before the onslaught of Lucullus's brilliant sunlight, and
the warmnth of day lasts well into the endless night. Al the squa-
tor, the terminator advances al the rate of about 45 kilometers
per 24 hours; in the extreme north and south latitudes, the ter-
minator's advance is negligible. Despite its moderate tempera-
tures, Dioscuri’s terminator is just as inhospitable as the rest of
the planet. Great convection storms driven by the heating of the
atmosphere over the daylight side bring frigid night winds howl-
ing across the terminator at low levels, while warm air at high
altitude streams toward the dark side. Violent lightning and
winds approaching 500 kilometers per hour make Dinscuri’s
twilight band a dangerous place to visit,

Due to the difficulties of creating a settlement capable of
withstanding all three of Dioscurls climatic extremes, no one
has yet built a permanent habitation on the surface. The planet
has no remarkable mineral wealth or indigenous life, and a ter-
raforming effort would be almost futile; in fact, settlers would
have to increase the planet’s rotation rate, a job that would re-
quire unimaginable amounts of power. In addition, they would
have to thicken the atmosphere with molecular nitrogen and
oxygen. Scientists have proposed some radical schemes that
use [lione’s plentiful water to create seas and oceans on the sur-
face of Dioscuri, but no one is seriously considering a ter-
raforming effort at this time.

Dioscuri’s frozen nightside and storm-swept twilight band
are often used as temparary bases by corsairs. During the years
of SCAd dominion, Dioscuri was home to a subterranean smug-
gler base known as Foint Janus. The illegal hase was destroyed
in 2386 by an Administration flotilla that traced a rebel gun-
runner back to its port of origin. Bumors persist that a rival fac-
tion among the Barons sold out Point Janus.

Although most people believe Dioscuri to be abandoned, this
isn't true. One of the most powerful corsairs in the systern, De-
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technictans, Devriele Shanassin is a coldly ambitious fraal
wha wants nothing less than the complete domination of the
Lucullan system. About five years ago he suddenly appeared
in the Verge, commanding a light freighter fited for raiding
and piracy. Parlaying his initial success into additional ships
and the best crewmen he could find, he spit in the faces of
the Barons of Lucullus and thumbed his nose at their at-
tempts (o eradicate him. Three years ago, Shanassin began
the construction of Ieewalk as a refuge for his squadron and
a place where the enemies of the Barons could find repairs,
supplies, and support.

Shanassin is a middle-aged fraal who takes an unusual
pride in his fighting ahilities. When it's necessary to discipline
or eliminate unreliable followers, he undertakes the task
himself. Lean and graceful, he uses cunning and skill to
make up for his slender build. Although Shanassin spends
most of his time on Icewalk these days, he still engages in il-
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to stalk the spaceways.

As an up-and-coming corsair lord, Shanassin seems o
have contacts everywhere and a hand in every criminal ac-
tivity above the atmosphere of Penates. Like a black hole of
violence and power, Shanassin pulls lesser corsairs and
criminals into his orbit and makes them his own minions,

vriele Shanassin, has secretly constructed a new mobile base
called Icewalk. A maobile fortress on tracks, Icewalk uses the
darkness of Dioscuri’s night side and the impenetrable storms of
the twilight side to hide Shanassin’s four-ship corsair squadron.
Shanassin’s crew numbers over 200 spacehands, technicians,
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and security experts. Usually, 50 to 150 pirates lay low at Ice-
walk at any given time. In addition, dozens of independent cor-
sairs and illegal traders use Icewalk as a meeting place, repair
part, and supply base. The Barons of Lucullus all want the base
found, but no one's caught Shanassin slesping yet.

PENATES

The naked heart of the Lucullus system, Penates is an inhos-
pitable world honeycombed by domed cities, subsurface habi-
tats, and extensive industrial installations. It is also a place
where the norms of civilized society have broken down com-
pletely. On Penates, the strong exploit the weak, and the weak
have no recourse to the law. In fact, there are no rules or reg-
ulations barring the sale of illicit substances, contraband, or
dangerous merchandise, and no authority exists to protect the
innocent from crime, extortion, sickness, or poverty. Withaut a
doubt, Penates is the most ruthless, heartless, and violent place
in the Verge—and maybe in all of human space.

Despite the tyranny of the strong, the lack of law, and the dis-
mal environment, a small burgeoning hope still exists, The av-
erage person may have to watch her step in a dangerous and
viglent world, but she can find patrons willing to provide her

with a measure of safety and sanity. Instead of taxes, she pays
bribes to local criminal gangs. When she's wronged, she can
ask the local crime lord to seek justice on her behalf. More often
than not, the baron will acquiesce, not out of altruism, but out of
the local lord's desire to make certain that his neighbars and ri-
vals respect his power. Most people on Penates aren't ‘players,”
and that means that criminals and thugs generally leave them
alone. The loyalty of the local population is a prize warth fight-
ing over and a resource too valuable to waste through wantonly
cruel and indiscriminate acls.

In prder to maintain some semblance of a social order and
the continuing loyalty of generation after generation of citizens,
the Barons of Penates have gradually developed a basic social
contract with the people they rule. They're hesitant to abuse the
people who support their organizations, and they often come
down hard on minions who don't seem o understand the im-
portance of a docile populace. Make no mistake—the Barons are
unscrupulous, ruthless rulers who routinely make decisions that
enrich their own position at the expense of the workers and
professionals who live beneath their shadow. However, there's
a wide, blurry line that the Barons think twice about crossing.
There's always another thug or boss who might offer a better
deal, and the Barons never want to lose contral of the streets.

Visitors to Penates must endure rampant graft, extortion, and
open robbery. Traveling around the globe means cutting deals
with every two-bit tyrant who wants a piece of the action and
bargalning with people who have little intention of keeping their
word. But once a visitor chooses a patron or a host, a powerful
Baron to work with, she gains some measure of protection
against that Baron's private army, as well as the attentions of
the Baron's rivals—as long as she remains within the territory
the Baron contrals.

PLANETOLOGY

Cavered in rock, ice, and slush, Penates is a typical outer-sys-
tern planet. [t is poor in heavy metals and possesses no tectonic
activity or volcanism of note; the highest elevation on the entire
planet is a continent-sized bulge 2,000 meters in height left by
an asteroid impact millions of years ago. With litlle activity to
erase impacis, craters and meteor-impacied chaotic ferrain are
the most prominent landforms of the planet.

What Penates lacks in heavy metals, {t makes up for in the so-
called CHON elements—carbon, hydrogen, oxygen, and nitrogen.
These organic building blocks are critical to life support in the
planet’s habitat domes, providing food (indirectly, anyway), water,
and breathable air to the people of Penates. These light slements
also form the basis for the plastics and chamical industries of the
planet. The atmosphere is a thin fog of methane, ammania, and
molecular nitrogen without a hint of free oxygen. Overall, the sur-
face chemistry of Penates bears a passing resemblance to that of
Titan, the largest moon of Saturn in the Sol system.

Humans can survive on the surface with extreme cold-
weather clothing and bottled air; surface temperatures average
-40° to -B0° Celsius. However, the planet’s pronounced axial
tilt and long year mean that large portions of Penates are light-
less for hundreds of standard days at a time, During these polar
winters, the temperature often drops as low as -120° C, far too
cald for anything except a heated e-suit.

Vast, subterranean hydroponic farms and surface atmos-
phere plants surround each of the major cities on Penates. Using
the organic waste generated in the crowded cities and the basic
building blocks of the planet's slush-covered surface, the envi-
ronmental engineers of Penates maintain a tenuous balance of
food production and waste elimination. The atmosphere plants




break down the water and ice of the surface, extracting oxygen
and creating breathable air for distribution. Al it takes is power,
the most precious commadity in Lucullus.

Mast putsiders look at the Lucullan League and believe they're
dealing with the government of the system. The League wields
authority over the entire system, after all, and possesses the
right to pass laws, determine foreign policy, and execute trade
agreements on behalf of the entire planet. Clearly, it's the only
body in the system that merits attention.

Unfortunately, the League is a joke.

Any of the six factions that make up the League can veto, ig-
nore, or counter any legislation, agreement, or deal the League
supports. The Lucullan League was not created to serve the
people of the system or to bind the Barons together under a
common government. It was created by the Barons to serve
their own purposes, and they were determined to ensure that
no conceivable growth of the League’s authority could ever
overshadow their own power. Consequently, the League is a
shell. League appointments are nothing but partisan politics,
League policies are dictated by the Barons who happen to co-
operate on that particular day, and League forces and finances
are donations from the Barons—donations that can be reclaimed
with a simple vid call. “T'll ask the League to loak into that,” is a
Lucullan euphemism for “Dont hold your breath?

The only positive effect of the League’s existence is a gen-
eral cease-fire among the Barons. Over generations, the factions
have learned that open conflict is wasteful and dangerous. In the
rare meetings of the League's Bureau of Directors (a fancy
name for the Barons), aggressive Barons are often restrained
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by the dark promise that their peers might answer overly am-
bitious actions with a concerted response. Since none of the
Barons wants to see his or her rivals become dominant, the
mood of the Bureau runs strongly against the Baron who hap-
pens to hold the best position at the time. It's a crude and inal-
egant balance of power, but it works.

The Bureau of Directors is not involved in the day-to-day ad-
ministration of the League. Dther than the rare conference call
or public statement, they don't meet or deign to immerse them-
selves in the actual running of the government. They've all got
an army of political appointees and crooked officials to look
after their interests in League business. The League consisis of
ministries for Common Defense, Foreign Policy, Industrial De-
velopment, Trads, Binsphere Maintenance, and Public Welfare.
A commitiee appointed by the Bureau of Directars supervises
each ministry.

The League offices are located in Port Royal, & city chosen
as a concession to the Jamaican Syndicate. The Syndicate saw
the creation of a planetary capital as an opportunity for rev-
enue-generating businesses—such as hotels, restaurants, high-
caliber entertainment, and more sordid atiractions. In exchange
for the privilege of hosting the capital, the Syndicate paid each
of the other Barans a handsome fee back in 2419, It's proved
a good investment; they've mare than made their money back.

I HE IAMAICAN SYNDICATE

Oldest and wealthiest of the factions, the Jamaican Syndicate is
a highly organized criminal family structured with layer after
layer of feudal loyalties. More than any other faction, the Ja-
maican Syndicate works hard to present a seamnless face to the
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rest of the world. Iis operatives carefully mask the activities of
top-ranking hosses and move to eliminate rivals or crusaders
who find out too much about how they do business. The Syndi-
cate’s goal is simple: to become a black void into which money
vanishes, a silent and laceless presence that no one can un-
mask or resist.

The Syndicate doesn't directly own or manage any assets
within its territary. Instead, it works through a variety of front
companies. These fronts consist of holding companies, consul-
tants, security agencies, or law firms, and they only exist on
paper, as a place to stash maney. From these fronts, the Syndi-
cate supervises private enterprise and criminal activity within
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its towns. Legitimate businesses within Syndicate territory sim-
ply hand the Syndicate a monthly payoff for their continued
health and prosperity.

The current leader of the Syndicate (and, by definition, a
Baron of Lucullus) is Basil Turcheyev (hm/Lucullus/IFA-B), the
direct descendent of Andrei Turcheyev, the man who inherited
the Syndicate upon the retirement of Mother Gray. The
Turcheyevs partray themselves as nothing more than promi-
nent merchants who oversee the operations of a small group of
companies. Like most Syndicate leaders, Basil believes in the
policy of hiding in plain sight, and he charts a caufious course
of accammodation with the League and the Cancord. Basil also
recognizes that a Concord takeover would spell the end of his
criminal empire, s0 he works to persuade the other Barons not
to provoke the Arrivers unnecessarily. An inlermediary family
answering to the Turcheyevs runs each major town or business
within the Syndicate,

The Jamaican Syndicate rules about 30% of Penates and
maintains & token presence in the rest of the system. In its
towns, the Syndicate has set up “civic constables” and “civic
managers” as faux government officlals, allowing the populace
to create local police forces, schools, hospitals, and something
resembling a normal society. However, the Syndicate’s hand is
everywhere: Syndicate lawhreakers aren’t arrested; Syndicate
appointees handle the important positions in civic government;
and Syndicate-run private companies handle lucrative defense,
sanitation, construction, and administration tasks. Nothing hap-
pens without the permission of a Syndicate boss.

Hotels, casinos, and other entertainment facilities in Port
Hoyal and other Jamaican Syndicate towns are the chiel source
of revenue and power for the organization. Of course, the Syn-
dicate receives a piece of every business that makes money in
its towns, but it has always owned the red-light establishments
of its respective areas. The Syndicate makes its headquarters in
the Silver Comet, a sprawling casino-hotel located in Port Hoyal
a short distance from the Lurullan League’s office buildings. A
private army of more than 200 heavily armed guards protects
the Silver Comet and its clandestine Syndicate presence.

The largest and most sophisticated city on Penates, Port Hoyal
offers round-the-clock debauchery of legendary proportions.
Anything goes in this town—anything. Home to the League cap-
ital buildings and ministries, Port Hoyal doesn't possess a shred
of the restraint or dignity one might expect of a plangtary capi-
tal Each street is a never-ending riot of carousers and revelers
staggering from one low-grade night spot to the next; the gar-
ish glare of neon lights and huge vid-boards displaying mater-
ial of reprehensible content lllumines the whole place. A Hatire
visitor once described Port Hoyal as "a stinking morass of im-
morality, iniquity, and immodesty, the very nadir of human ex-
pression and behavior” He was correct.

Port Royal is home to the capital dome of the Lucullan
League, but the real power lies where the triple-domes of the Sil-
ver Comet Hotel and Casino sparkle under a flood of holo-lights.
Inside this sprawling complex, the Jamaican Syndicate oversees
everything that happens in Port Hoyal and its neighboring settle-
ments for 1,000 kilometers or more. The Syndicate all but runs
the League Security Forces and the Fort Hoyal Constabulary. The
only real purpose for these police forces is to prevent the dam-
age of valuable property and protect Syndicate interests from
random crime; keeping the streets sale for foreigners just isn't a
high priority—unless a hefty gratuity is involved.



MINDWALKERS:
THREAT OR MENACE?

One of the factions of Penates is the Supervisors, a nasty
group of psionirists who use their mental powers to manip-
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Port Hoyal is home to almost 400,000 people. It's a serious
city—ane of the pldest in the Verge—and it's all contained within
habitat domes and subterranean galleries. A sprawl of chemi-
cal plants, refineries, and mills covers the freezing surface for
kilometers around the city. Many of these industries are shut
down now, rusting hulks looming against the dim starlight of Pe-
nates’s surface. Port Hoyal's a tourist town these days, not an in-
dustrial labor camp.

Spaceport: Fort Hoyal's spaceport is the Spoke, located about
10 kilometers outside of town and linked fo the city by subter-
ranean transit tunnels. The Spoke Is a vast, straight-sided pit 2
kilometers across and over 500 meters deep, with landing bays
cut into its walls. Heavy hlast doors protect these hangars from
vacuum, Ships too large for the protected hangar bays must
land on the floor of the Spoke in an extensive, open landing
field. A series of ring corridors behind the hangar bays links
each landing spot with the spaceport proper. Renting a hangar
bay for long-term storage of a ship costs about $125 per day,
but there are a number of free spots for ships staying four
hours or less. The Spoke has decent repair and maintenance fa-
cilities, capable of handling all but the largest jobs. However, the
Spoke repair techs charge a large amount for the simplest
repairs,

The Spoke is also the chief spaceport and naval base of the
Jamaican Syndicate. While the Free Trade Guild in Highport
holds a superior position for reaching the rest of the Lucullus
system, the Spoke is a close second in terms of size, volume,
and importance. The spaceport is heavily defended by weapan
installations around the rim of the crater, and Syndicate-con-
trolled Port Security forces keep a close eye on traffic.

Lodging: There are literally hundreds of places to stay in Port
Hoyal, ranging from cheap flophouses to four-star hotels. In
general, the less you pay, the better the chance you'll wake up
with your valuables missing—if you wake up at all, that is. Any
visitor who can afford to should stay at upscale establishments.
The Silver Comet is by far the best of the lot, and certainly the
maost lively; the best acts in the Verge play at the Comet, and the
hotel has round-the-clock action every day of the year. A mod-
est room costs about 300 per night.

If the hospitality of the Syndicate is a litfle unnerving, travel-
ers should consider the Weyr-Moraine, a decent hotel owned by
entrepreneurs who simply pay off the Syndicate for the privi-
lege of doing business in Port Hoyal. Like the Silver Comet, the
Weyr-Moraine includes theaters, casinos, restaurants, and
dozens of other features. A domed golf course on the surface
Jowned by the hotel) costs thousands of credits to maintain each
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the District, and it's renowned as a place to go for
information and contacts as well as a good time.

The Fireman's first jub is to take care of anything that the
Syndicate needs. Ha’ﬂuhaha down merchants who aren't

day, but offers spectacular views of the city and the planst. A
stay at the Weyr-Moraine will set a traveler back about %250
per night. Fees for an 18-hale game of golf runs %500 to %800
per player-depending on the season.

The League Capitol: This imposing structure is the dominant
feature of the so-called League dome. This is a relatively new
portion of the city, a government park housing the ministries
and Assembly of the League. Tourists make this a stopping
point in their visits to Port Hoyal, but no self-respecting Lucul-
lan would be caught dead here; the ministries and the Assem-
bly are stocked with the toadies and agents of the Barons, so
there's litile point in dealing with these figurehead leaders. The
Concord and the Solar Union maintain full embassies here,
while the Orlamus, Rigunmars, VoidCorp, and Austrin-Ontis all
maintain consulates in the better portions of the town below.
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The current President of the League Assembly is a Union Pe-
nates man by the name of Hastner Folkes (Hm/Lucullus/DT0-
3). Falkes quietly works to move the UP agenda forward without
being obvious about it. He's coming to understand that UP ex-
pects him to do & lot more than he is doing, and that his life
might be in danger if he follows all of his orders from the UP
camp. Few people envy him his position.

Uptown: The best hotels and businesses of Port Royal are lo-
cated in Uptown, a series of large domes on the surface. When
people think of Port Hoyal, this is the part of the city they envi-
sion, street after streel of elegant hotel-casinos and reclusive
residences hiding behind high fences. The Siiver Comet and the
Weyr-Moraine are both located here.

The Golden Quarter: No one knows who coined the name
“Golden (Juarter® for the seediest and most dangerous part of
town, but it's stuck for generations, The Golden (uarter is a sub-
terranean sector crowded with squalid dwellings, filthy bars,
and crooked gambling dens. Visitors to the Quarter had better
watch their wallets, travel in groups, and stay out of dark alleys;
the place is crawling with thugs, swindlers, pickpockets, and
other felons.

The biggest gambling den in the (Quarter is the Midas Palace,
run by Bandon Jeremic. The Midas is known throughout the
Verge as a place where mercenaries, bounty hunters, smug-
glers, and corsairs can find work. Anyone willing to sell con-
traband, stolen property, or services of an illegal nature can find
a buyer here.

The Chem District: Not all of Port Aoyal is devoted to seedy
entertainment. Large sectors of the city are more or less like
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any city—consisting of light industry, residential neighborhoods,
transportation hubs, business districts, and even a handful of
small parks. The Chem District is a good example of the “nor-
mal® side of Port Hoyal. It's named for the extensive chemical
plants and refineries that are concentrated on this side of the
city, a good 15 kilometers from Uptown or the Golden Quarter.
Long transit corridors housing maglev trains and groundear
thoroughtfares link the outlying districls to the center of town.

Five major chemical plants and two plastics refineries make
up the heavy industry of the district; each ramhles aver several
square kilometers of the surface. These plants aren't contained
in domes; the surface installations are open to space, with ex-
tensive sealed structures and control towers scattered through
the machinery. In addition, the Chem District supports twao of the
most critical structures in Port Boyal-the Main Power Plant and
the Atmosphere Station. These aren’t the only power and at-
mosphere plants in the city, of course, but they are the primary
systems, handling about 55% of Port Hoyal's power and air de-
mands. The Chem District is run by the Technospiders, but the
rival faction gets along well with the Jamaicans who run Port
Royal; in exchange for their support the Technospiders gain ac-
cess to the spaceport.

THE PicTs

There's not much nice to say about the Picts. They rose as a vi-
olent gang of criminals in the early days of the colony, a coun-
terculture of desperate nihilists who found themselves pne of
the principal powers of the planet after the fall of the Solar Colo-
nial Administration. Ostracized by their former allies, the Picts
raped, looted, and pillaged every town that fell into their control,




killing and stealing indiscriminately. Modern-day savages, the
Picts delighted in destruction and refused to back down from
anyone who offered a fight. More than any other faction, the
Picts contributed to the decades-long Barans’ War, luring the im-
pressionable and frustrated masses of Penates to their banner
with a lifestyle of utter lawlessness.

As one might expect, this system of government quickly be-
came untenable. Under the leadership of the legendary King
Steel, the Picts evolved a stringent code of honor, a dueling code
that regulated behavior and authority within the gang. Then,
recognizing that the Picts would have to rule the towns they'd
conguered or give them back, King Steel built a system of feu-
dal obligation to support his new nation. The Pict gang lords
gained ownership of the towns they held, and this made it im-
perative for them to look out for the interests of their serfs, the
ordinary citizens who happened to live within their territory.

This feudal system has persisted to this day. Each Pictish city
is ruled by a lord, a powerful Pict who commands the loyalty of
a dozen or more chieftains. These chieftains lead war bands of
dozens or hundreds of thugs. Every husiness, activity, and citi-
zen is the property of one of these chieftains. Serfs have no
rights other than those freedoms granted by their Pictish chief-
tains and lords. There are only two laws they can expect their
masters (o follow: No Pict can kill or seriously harm a serf be-
longing to another Pict without first gaining the permission of
the serf's lord, and any serf can become a Fict by defeating one
in personal combat. No one is born a Pict—every gang member
was a sert who claimed a position in the ruling class with his
fists and feet. 0f course, should a serf fail this challengs, he can
rarely expect mercy from a gang lord.

The Picts own about one-guarter of Penates. Their strong-
haold is the Santiago corridor, a chain of cheap and poarly built
habitat domes set up by S5CAd as a simple population dump.
Few valuable industries or resources exist in Pict territary; their
cities barely have enough to survive, Therefore, the Picts raid
their neighbors Io steal needed resources, technology, and per-
sonnel. Constant skirmishing is the rule along the Pict-Syndi-
cate, Pict-Union, and Pict-Supervisor borders, and this faction's
unwillingness to stop raiding is one of the key obstacles to true
peace within the Lucullan League. About the only asset the Picts
really have is large numbers of desperate and violent “soldiers”
who don't care ahout their future.

Even mare impartant than their planetary holdings are the
Picts' corsair flotillas, About half of the pirates in the Lucullus
system are Picts, loyal to King Steel. As a raiding culture, the
Picts depend on the loot they can seize from their neighbars,
and the corsalr flotillas give them the ability to reach beyond
Lucullus to the nearby Verge systems. Several major corsair
bases are located in Pict territory on Penates. Each ship cap-
tain is a chieftain, and a fleet leader wields as much power as
a city lord.

King Steel IX currently leads the Picts; it's a tradition far the
strongest city lord to claim the title of the Picts’ greatest leader.
The current King Steel (Wm/Lucullus/CS-13) is a weren
brawler who rules through sheer physical terrar. No ather Pict
leader has survived the weren’s personal challenges long
enough to organize an opposition. However, King Steel thinks
with his talons; no one expects him to last long.

SANTIAGO
The largest city within Pict territory, Santiago is an insane par-
ody of a medieval or Renaissance city, complete with swagger-
ing bravos wearing the colors of their lords, dismal living
conditions, and a violent ruling class accustomed to seizing any-

thing that catches its eye. The common citizens live like slaves,
scurrying to avoid the attention of drunken Picts. More than 100
chieftains own the city. Some run the few remaining industries,
others oversee trade with offworlders, and a few simply plun-
der the same hapless citizens over and over again. Crusaders
beware; the Picts generally recognize a mercantile or diplomatic
sale-conduct, but anyone interfering with a Pict's business loses
any lenuous protection she might possess.

During a century of freedom, the Picts have had time to lay
waste to almost one-guarter of the planet, rebuild #, and evolve
a structure to support their position at the top. All of the power
remains in the hands of the city lords and their picked chief-
tains. The system is inefficient and brutal, and every other fac-
tion in the system outproduces the Picts.

Most of the people of Santiago and the neighboring cities are
nothing more than chattel, but a few professionals and valuable
techniclans are ‘retainers,” serfs who are off limits to all Picts
but the city lords or the king. The Picls realized years ago that
they can't affard to have their front-line thugs trashing research
laboratories or killing technicians on a whim; thus, they created
the retainer class to protect their most valuable serfs.

So, why would anyone want to visit the Picts? The answer
is simple: About one-quarter of Penates belongs to them, and
they're the masters of the corsair fleet that plagues the Lucullus
system. The city-lords and chieftains can pay handsomely for
the basic trade commodities Santiage can't produce on its own,
and many traders accept the risks in order o reap substantial
profits. Second, Santiago is a base and crossroads for the cor-
sair lords, and anyone who needs to deal with them can do so
here. The Pict-held cities export mercenaries, manpower, and
some light industry; they import everything else.

SITES OF INTEREST

Most of Santiagn and the nearby towns are dismal, squalid
places—serf neighborhoods living in terror of their violent mas-
ters. There's very little rebellious spirit in the Pict underclass; it
was broken decades ago, and theyll roll over for the Pics with-
out a second thought. As far as these serfs are concerned, noth-
ing could be worse than a chieftain’s or city lord's anger. They
have seen the consequences of deceit and defiance too often.

Spaceport: The spaceport of Santiago is an old SCAd installa-
tion known as Space Transit Facility 6—although the locals refer
to it simply as 5TE. Santiago’s STF is ona of the most danger-
ous spaceports around, and its crowded with Pict-crewed cor-
sair vessels and illicit traders. Most of the repair shops are
devoted to the task of refitting and repairing corsairs, and the
best landing spots go to the captains of the best-armed ships.

STF 6 is run by a Pict chieftain who calls herself the Ship-
wright (Hf/Lucullus/T0-8). Unlike many gang members, she’s a
technical expert in the field of ship maintenance and repair, but
she’s also proved tough enough to withstand a number of chal-
lenges to her position. Anyone who wants a landing spot, sup-
plies, fuel, or repairs at STF must deal with her sooner or later.
The Shipwright is rumored to have an eye on the lordship of
the city, but she’s made no move in that direction yet

Lodging: The only place for a visitor to stay in Santiago (ar
most other Pict cities, for that matter) is in the stronghold of a
chieftain. Picts take great pride in showing hospitality to visiting
Picts and foreigners who have earned safe conduct in Pict ter-
ritory. It's a sign of status to ‘entertain’ guests. However,
strangers who just show up in a Pict town shouldn’t count on
staying with the local lord; theyll have to drop sume names,




hand out a quiet bribe, or defeat a Pict champion to earn the
ight of hospitality. In Santiago, visitors who have not yet se-
cured local hospitality should remain on board their ship or
within a corporate compound; a few companies that trade with
the Picts maintain small, fortified office complexes in Santiago.
Low-ranking or weak individuals may be perceived as po-
tential serfs by the local Picts. While Picts will often allow visit-
ing serls to stay with their own serfs, a serf traveling under his
own cognizance must expect abuse (and possibly an attemnpted
kidnapping) when traveling through another Pict's territory.

The Dark Tower: The Pict capitol, so to speak, is the Dark
Tower. Once a SCAd planstary defense installation, this sprawl-
ing military base is now the home and stronghold of King Steel.
Sitting on a low rise overlooking Santiago, the black cerametal
bunkers and monolithic ramparts rise above the ity like the
fortress of some fantastic overlord. Ruler after ruler has added
to the old base defenses, installing same of the heaviest ground
batteries anywhere in the Verge. Hundreds of Pict warriors,
skilled retainers, and picked serfs guard the complex and spoil
Pict leaders with decadent lweury.

HKing Steel takes great personal pleasure in arranging honor-
matches between his advisors, soldiers, and guests. Every night,
the court gathers to watch the gladiatorial matches arranged
during the day. Vast sums are wagered on the duels. More than
one Concord diplomat or Solar consul has met his death in King
Steel's arena, defending himself against an arbitrary challenge.

The Blood Pit: Santiago’s gladiatorial arenas are infamous
throughout the Verge, and the Blood Pit is the most notorious of
them all. Dozens of fighters die here each month, pleasing the
bloodthirsty crowd. Picts consider the gladiator match the high-
est form of entertainment, and an extensive culture of wagering,
training, and ceremony has grown up around this decadent
sport. Free Pict gladiators fight in carefully arranged matches—
always one-on-one in the “‘purest” form of the art. Serfs, how-
ever, must participate in more extravagant contests, battling
carnivorous aliens or killer robots, or even playing extremely
blondy versions of hlade hockey or power ball for the enter-
tainment of the audience. The Blood Pit is a vast facility that in-
cludes arenas, training areas, restaurants, wagering booths,
gladiator barracks, and plenty of security to make sure the au-
dience doesn't get out of hand.

On oceasian, good fighters in need of quick cash can sign up
for & match. Typically, an unknown warrior might receive $500
for participating in a nonlethal game or demonstration, or
%2,000 for putting her life on the line in a death match. Famous
fighters command far larger sums for their performances, and
they often acquire a following of rabid fans like other profes-
sional sports stars, Even King Steel would think twice before
moving against a popular gladiator.,

The HelixTech Complex: Despite the rule of tyranny in the Ple-
tish domain, several major businesses and corporations elected
to stay. HelixTech is one of the most powertul of these. Insulated
from the insanity of the Pict city by several kilometers of closely
guarded transit tunnels, HelixTech is a broad-spectrum research
corporation and electronics manufacturer. The company pro-
duces weapons, computers, and cantrol systems, using serf labor
rented from the chieftains of Santiago. In this way, HelixTech can
conduct research and undertake manufacturing without paying
corporate taxes, addressing environmental concerns, or institut-
ing workforce concessions. Likewise, the Picts gain some cutting-
edge technology that their brutal society could never produce.

PyoTr SoLokov

otR (PeTe)
Level 12 human Tech Op
STR 11 (12) (+1) INT 11 (+1)
DEX 11 (+1) WIL 8 (0)
CON 10 FER 8
Durahility: 10/10/5 Action check: 13+/12/6/3
Movement: sprint 22, run 14, walk 4 #Actions: 2
Reaction score: Ordinary/2 Last resarts: 0

Attacks

Unarmed-brawl 14/7/3 d4 +3w/dB+3w/d4-+1m LI/D

Sabot pistol 16/8/4 2dd4w/2d4+1w/d4+3m HI/O0
! When using battleklaw, base skill score Is 15.

Dafenses
CF softsuit: d6 (L), d6 (HI), d6-1 (En)

Skills

Athletics (11 (12)|-climb [13 (14)] throw [13 (14)]; Un-
armed (11 (12)}-brawl (14 (15)); Madern [11]-pistal [16];
Vehicle [11]-space [15/; Stamina [10)-endurance [11];
Computer [11]-hacking /14] hardware 12}, progn

[12); Bnowledge [11]-computer [14], first aid [12); lan-
guage: Narfac [15] language: Standard [12] Navigation
(11}-system (12]; Security [11)-devices [13]: System
[11]-sensars [12] weapons [12]; Awareness [3}-perception
[11]; Investigate [S}-interrogate 10), search [10], track [10]:
Deception [8]-bluff [3), Interaction [B]-bargain (9],

Cyber gear

Battleklaw (Good); cyber limb: right arm (Good); enhance
programs: action checks (Ordinary), hacking (Good), Modern
Ranged Weapons (Bood), Unarmed Attack (Amazing);
nanocomputer (Amazing); reflex wiring (Amazing).

A Nariac expatriate, Pyotr Solokov is a professional bounty
hunter who uses technology to trap his prey. He's a lean,
rangy man who's much stronger than he looks. He's also a
quiet ohserver who prefers to let his actions speak for him.
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Solokov once served lnlhnNaﬂac
torate, hlnahm'afaﬂndnpwaﬂnnhwhi:hhamdhﬁm_
were disavowed, he decided to strike out for new territory.
Since coming to the Verge, Solokov has worked for
StarMech and VoidCorp, and with various groups of free-
lancers, He's pragmatic and ruthless, a cold fatalist wha
shows no mercy to anyone who gets in his way. Solokov is
especially good at cracking computers and security systems
to find his target’s hidden vulnerahilities,

Salokov is currently working out of the Golden Quarter in
Port Royal, seeking a new contract. It's a good place for him
to stay out of sight of his numerous enemies while keeping
an eye open for new jobs.

Companies such as HelixTech have cooperated with Pict
gang lords for years as silent pariners in the estahlishment of a
ruthless and brutal regime.



The leader of HelixTech is a canny old executive by the
name of Kerricks Dow (Hm/Lucullus/0T0-4). Like most HT
employees, he started off as a Santiago serf who made himself
valuable to the corporation by learning technical skills. Once
he'd won the right to leave Santiago behind forever and become
a permanent HelixTech employee, he never looked back. Dow
lpathes the Picts, and he's determined to use HelixTech to bring
them down at some point in the future.

THE TECHNOSPIDERS

The Technospiders began as an association of comptechs, engi-
neers, and technicians who seized Penates’s crucial environ-
mental control facilities during the rebellion of 2385 and never
relinquished their command. Too weak and disorganized to
bend the other factions to their rules, the Technospiders settled
for making sure that no other Baron could seize power by gain-
ing control of Penates's fragile artificial habital. They've played
much the same role ever since.

The Technospiders are the mast benevolent faction in Lucul-
lus, While they've been forced to adopt the tactics and morality
of their rivals to some extent, most Technospiders believe that
the people of Lucullus deserve freedom, a responsible govern-
ment, and the rule of law. So lar, they've succeeded in institut-
ing the government they desire in only three moderate
settlements—a constituency comprising less than 5% of the
planet’s population. Beyond this small region, the Technospiders
exist anly as enclaves in the domains of the other Barons. They
maintain the habitats, communications, and infrastructure of Pe-
nates in exchange for a promise of neutrality from their hosts.
By providing examples of "beneficent’ rule, the Technospiders
hope to eventually sway all of the planet o their cause,

Today, the Spiders are a true technocracy. The best and
brightest engineers, scientists, and technicians lead the various
sefilernents and enclaves. All people working in a technical field
belong to the Penates Artificial Habitat Control Company (or
PAHCC, pronounced “pock’), a not-for-profit organization that
seeks to make Penates fit for human habitation. The PAHCC Ex-
ecutive Board governs the Technospiders and handles appoint-
menis i0 management posts, League representation, dealings
with other factions, and the administration of the Spiders’ towns.

Like each of the other factions, the Technospiders possess a
leadership caste—the technocrats, in this case—and a number of
citizens who don’t have any real say in the running of affairs.
Merchants, security forces, laborers, and all other non-techni-
cians fall into this second group. Unlike the rest of Penates, the
people who live in Technospider territory live under laws pro-
tecting their lives, property, and persanal freedom. Should these
people obtain technical training, theyre more than welcome to
go to work for PAHCC. It's not a bad system—for Penales.

Technospider enclaves outside their pwn territory consist of
fortified power stations, atmosphere plants, and processing fa-
cllities, Warded by automated defenses and surveillance de-
vices, the Technospiders concentrate on keeping their charges
supplied with air, water, power, and food. Technospider man-
agers with an unusual amount of initiative may discreetly inter-
cede when they run across a Syndicate boss, Pict lord, ar Guild
merchant who's making himself particularly obnoxious to the
common folk who live within his domain. Through computer es-
pionage and mastery of the local engineering and ventilation
systems, Technospiders can reach almost anybody. They're
careful not to overuse this authority, however; it wouldn't take
much for the Jamaicans or the Picts to overwhelm the Spiders
with a direct assault—even {f they’d pay dearly for it,

THE SUPERVISORS

Despised by all the other factions, the Supervisors are remnants
of the Solar Colonial Administration. Through the use of ruth-
less mindwalking spies and overseers, the Supervisors haold al-
most one-sixth of Penates in thrall. Their vile practices have led
lo an informal, systerwide prohibition against the use of psion-
ics; Lucullan citizens who catch Mindwalkers using their pow-
ers outside of Supervisor territory generally lynch or shoot
them on the spot.

The Supervisors are descended from SCAd's secret palice.
In the prison-colony days, they were the long arm of the Ad-
ministration, secretly silencing the enemies of the Solars. After
the rebellion of 2385, the Supervisors scattered and went un-
derground. Their structure and membership were sa secret that
the rebels uncovered only a fraction of the Supervisors in the
years following the revolt. Even fewer were brought to justice;
many Supervisors attached themselves to more powerful fac-
tions, using their talents on behalf of the system's new masters.

[n 2398, a Supervisor named lan MacEwan assembled a
small tearn of SCAd expatriates and deposed the eriminal gang
running the town of Caracas. Carefully, MacEwan set up a Plan-
etary Administration strongly resembling the old SCAd organi-
zation. He returned Caracas civilians to positions of power, but
he and his band of psionicists maintained an iron grip over the
actual functioning of the local government. Over the next three
years, the Supervisors reached out to claim a dozen medium-
sized towns on the Caracas plateau, carving out a small nation
far themselves,

The Supervisars prefer to rule from the shadows, using
minor bureaucrats and elected officials fo create a semblance of
legitimacy. However, they quietly and efficiently direct all the ac-
tivity of their segment of the populace, freely using mental paw-




SHERHAN DARGESSI

PicT GLADIATOR
Level 11 human mutant Combat Spec
STH 11 (+2) INT 9§ ()]
DEX 13 (+2) WIL 11 (+1)
CON 13 PER 9
Durability: 13/18/7 Action check: 16+/15/7/3
Movement: sprint 24, run 16, walk & #Actions: 3
Heaction score: Ordinary/3 Last resaorts: 00
Perks: Improved Fists of Iron, Tough As Nails
Attacks

Unarmed-power 14/7/3 d6+1s/d6+3s/dd+1w  LI/0

Combat knife 16/8/4 d4+2w/dd+3w/dd+4w LI/D
Mass pistol 15/7/3 dBw/d6+2w/dBm En/G

Battle vest: d6-3 (L), d6-2 (HI), d4-2 (En)

Aﬂﬂeﬂm [11)~climb (12], jump [13]-Melee |11)-blade' [16);
Unarmed J‘ll]—mwsr [14]; Acrobatics [13]-balance [14]
dodge [14); Modern [13]-pistal 16; Vehicle Operation [13];
Stamina [13|-endurance [15] resist pain [14]; Enowledge
(9|-Janguage: Standard [10), Verge system: Lucullus [10);
Securtty (8}-protocals [10); Awareness (11)-intuition [14),
perception [12]; Resalve [11|-physical (13]; Interaction
lslmre {11}, taunt [10).
skill utilizes a —d4 base situation die.

Mutations
bnpromdmﬂm{m:fmmy} ~1 bonus to action checks,
Increased metabolism (Bood)
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ment, and Unarmed Attack skill checks; +2 damage on any
successful Unarmed Attack or Melee weapon skill check
Environmental sensitivity (Moderate);

+3 penalty to all skill and action checks when in areas of
high gravity (63 and higher).

One of the best hand-to-hand fighters tn Santiago, Sherhan
Dargessi is the personal champion and bodyguard of King
Steel. She Is an athletic woman with unbelievable reflexes
and an uncanny knack for surviving challenges. Like a silent
angel of death, she stands at King Steel's right hand, striking
down his enemies and killing for his amusement. Sherhan
Dargessi is a borderline psychopath, barely restrained by
her maonstrous master.

Sherhan acts as an assassin, bodyguard, troubleshooter,
and second for King Steel. She avoids political duties or
power plays; all she wants is sumeone to direct her mur-
derous impulses, and King Steel's happy to do that For all of
his temper and shortsightedness, the current King Steel is an
astute judge of character, and he understands perfectly what
Sharhan can do for him. She's a weapon he can turn against
his enemies,

Unknown to all but a few of the highest Pict leaders, Sher-
han i a mutant, a street waif who was born with the ability
to control her adrenal reflex. More than one challenger has
died wondering what hit him when Sherhan went into her
fighting rage.

ers to spy upon and dominate their citizens. The Supervisors
themselves are organized like the old intelligence agency, with
field agents, directors, security specialists, and a faceless Senior
Director hehind the whole facade. In the middle of the general
population, they portray themselves as merchants, profession-
als, or people of means.

The current Senior Director is unknown, but it's ramored that
he’s petitioned the Solar Union to refurn Lucullus to Solar con-
trol in exchange for the autharity to rule Penates. The Supervi-
sors certainly didn't leak this story, so it must have originated
from the Solar diplomatic team sent to negotiate the basing deal
at Telemachus. In the meantime, the Supervisors have stepped
up their surveillance of the other Barons, watching closely for
any sign of weakness,

Isolated from the other inhabited regions of Penates by thou-
sands of kilometers of freezing slush and cratered terrain, the
Caracas plateau {s home to one major city and a dozen or so
associated settlements. This entire region has fallen under the
control of the Supervisors, who rule through a skeleton-struc-
ture of civic leaders, industrialists, and businessmen. Compared
to the rest of Penates, Caracas is a quiet, well-ordered city—hut
beneath its calm surface lie dark and impenetrahle depths.

Caracas was established in 2350 as a local administration
and suppart center for the growing number of mining posts in
the rich Caracas plateau. As a small and out-of-the-way town,
it was virtually untouched in the rebellion of 2385 and the
Barons’ War that followed. A local gang boss and racketeer
named Gil Velan overthrew the Solar Colonial Administration,
though his rule only lasted until Supervisar lan MacEwan took
over in 2398,

Determined to rule the planet, the Supervisors embarked on
a long-term campaign of esplonage, collaboration, and subver-
sion against their stronger but less sophisticated neighbors.
MacEwan (Hm/Solar/MW-15) still leads the faction. Although
he is a decrepit wreck of a man more than 200 years old,
MacEwan's mental abilities have grown more and more acute
as his body wastes away, a frail shell for his malignant psyche.

Very little of this has ever come to light in Caracas. Average
citizens believe that powerful business interests pull the strings
of the council and the civic administrator’s office. However, they
definitely don't believe in shadow governments, psionic tyranny,
or sinister schemes of world domination. Of course, that's just
how the Supervisors want their citizens to think.

Political climate, physical remoteness, and decades of care-
ful preparation have all isolated Caracas from the rest of Pe-
nates. The Supervisors have fortified their capital and ensured
that the city and its dependent towns are completely indepen-
dent of imported food, water, air, and pawer. Meanwhile, they've
used the unusual mineral wealth of the Caracas plateau to make
thefr city indispensable to the other factions. Caracas sits on top
of the largest deposit of industrial-grade heavy metals on the
otherwise metal-poor planet. Every faction is dependent on the
raw ore produced in this region, which gives Caracas an eco-
nomic hammer to hold over others’ heads,

Sites of Interest: Caracas is governed from the Civic Dome, a
new habitat adjacent to the city’s business district. The Civic
Dome features green lawns, majestic marble statuary, and im-
posing monuments, The Supervisors intended for Caracas to
become a planetary capital, and early in their tenure they began
waork on a suitable residence for their puppet government.
The real power of the city, however, lies in Sublevel 17,




Buried beneath the city’s ore transport yards, Sublevel 17 is the
Incation of the Supervisors” intelligence-gathering efforts. Hun-
dreds of political enemies, crusaders, and unfortunate witnesses
are held in secret detention blocks beneath the frigid surface. An
army of Supervisor agents swarms over the place, administer-
ing an intelligence network that extends all the way to Aegis and
Tendril-although most af the Supervisors' agents are Lucullan
spies, mindwalkers, and well-paid turncoats of the rival factions.
The Supervisors are currently scrambling to learn as much as
they can ahout the power blocs of the Stellar Bing in order to
create the best plan for exploiting their return to the Verge.

Spaceport: The Supervisors have gone out of their way to
control access to and from their realm. Wheeler Dome, an in-
dustrial ore shipment station with few amenities for travelers,
functions as the spacepaort of the city. Vessels landing at one of
the cold, lightless landing pads surrounding Wheeler Dome are
subject to lengthy and tedious customs procedures. In addition,
visitors to Caracas (or any town under Planetary Administration
control) must apply for visas and accept Administration escorts.

Lodging: Visitor quarters in Caracas are limited to a hotel
known as the Prospector 7 and the Administration’s Transient
(uarters, a cheerless facility that offers citizens and registered
visitors tiny cubicles and a single meal for only %5 per day. The
Prospector 7, on the other hand, is about the only bright spot in
this otherwise grim city. The hotel features comfortable rooms,
entertainment, and fine dining at reasonable rates; however, it's
generally reserved for Supervisars and their guests.

About three-quarters of the smugglers, free traders, and mer-
chant entrepreneurs of Lucullus are members of the Free Trade
Guild. In the days of Solar contral, captains of both legal and il-
legal vessels enjoyed a level of freedom unavailahle to their
grounded neighbors. Black-market fartunes were made and lost
by the battered traders who supplied the overcrowded colony
with goods that the Solars were unwilling or unable to transport
to the Verge. In order to operate freely, these captains had to
bribe numerous SCAd officials and bureaucrats. Thus, the first
trade guilds of Lucullus were formed as captains banded to-
gether for stronger bargaining positions against the Solars.

In 2367, almost 20 years before the rebellion, the loose net-
waork of guilds, associations, and partnerships fell victim to the
predatary aspirations of the largest, most powerful smuggler in
the system—Baron Wertz. He offered the highest Solar officials
vast bribes in order to obtain their assistance in eliminating his
rivals. Within three years, Wertz's Free Trade Guild was the only
association of traders left in Lucullus. Anyone else was an in-
dependent, and therefore a target.

The Free Trade Guild survived the Barons’ War largely un-
touched. It never controlled any significant assets on the ground,
so none of the other barons could really find a way to strike at
it. Similarly, the Guild's ability to exert power over the general
population of Lucullus was limited to economic embargoes and
price gouging-they've never had anything close to the man-
power of the other factions. The Guild's stronghold s actually
offplanet altogether, in the orbiting station of Highport. Once a
powerful Solar spacedock and battle station, Highport was
seized by Baron Wertz's forces in a sneak attack.

Currently, the Guild is a loose association at best. It doesn't
pretend to be a government or corporation, and it doesn't offer
civic services or a common defense. Every person in the Guild

RonIN DAkuRA

TECHNOSPIDER AGENT
Level § human Tuch Op ,
STR 7 0 INT 13 (+2)
DEX 12 {+1) WIL 8 0
CONS FEH 10
Durability: 8/9/5 Action check: 14+/13/6/3
Movement: sprint 18, run 12, walk 4 #Actions: 2
Reaction score; Ordinary/2 Last resarts: 0
Attacks
Unarmed 3/1/0  dds/d4+1s/— LIv0O
Smm pistal 13/3/3 d4+1w/ﬂ5+1w/d4m. “HI/D
Delenses
CF short coat; d4~1 (LI), d4-1 (HI), dB-3 (En)
Skills

Athletics [7); Modern (12)pistal [13]; Vehicle [12}~land
;rs;., Stamina [3); Computer nsl-bacung (17), hardware

Verge. ;: Security [13]-devices
[15]; System Iml—m [Iﬁ sensors [15]: Awareness
[8]; Investigate [3]; Street Smart [9]-criminal (11} knaw-

edge [10); Interaction [10].

Cyher Gear
Neural interface jack (Ordinary); nanocomputer (Good); re-
flex (Good).

A young, hot-headed gridpilot and strest punk, Ronin Dakura
nmdmmmmwwm
He's a loud-mouthed, overconfident computer expert who
advertises himself as the best pilot on the planet and sells his
services to anyone who can meet his price. Frequently wark-
ing for Syndicate bosses, Free Trade Guilders, and offworld
investars, Ronin usually passes interesting tips and news
back to the Technospiders.

Ronin lives in the Chem District, traditionally a Tech-
mmwmmummmmwmamm
He's made a number of enemies, but so far no one’s re-
mmdhmﬂnﬁnsﬁrﬁahdwk,mﬂy a samuraf
warrior with no allegiance. He's not nearly as good as he
says he is, but he's one of the best gridpilots willing to wark
for strangers.

i5 a captain, entrepreneur, merchant, or the employee of an in-
dependent shipowner or merchant. The rule of the Guild is sim-
ple: Make muoney for yourself if you can, sell your services as
an employee to someone else if you can't. The Guild's bylaws
prevent members from preying on one another, except in
strictly regulated duels or acquisitions. People who aren't Guild
members or the employees of Guild members are denied this
protection, however. In Highport, Guild-certified thugs round up
dozens of vagrants and destitute entrepreneurs every week to
sell them to the Picts. It's economic barbarism at its worst.
Guild members fall into one of four rough categories: mer-
chants, smugglers, privateers, and support businesses. Mer-
chants engage in maore or less legitimate trade, importing or
exporting goods. Penates demands huxury items and manufac-
tured goods of all kinds. A merchant may be the captain-owner
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of a single tradesman, the master of a small fleet of vessels, or

ossibly an importer who rents space on inbound and outbound
vessels. Smugglers specialize in ducking tariffs, contraband reg-
ulations, and excise fees; few places in Lucullus care ahout such
formalities, but Lucullan smugglers are common in other Verge
systems. A few Guild members are privateers, corsairs who
leave Build traffic alone and concentrate on other merchant ves-
sels they catch in Lucullus or nearby systems. Finally, an entire
network of support businesses—repair shops, ship outfitters, and
Highport concessions and entertainment-helps the Guild cap-
tains spend their hard-won money.
Guild leadership generally falls to the most powerful and

wealthy captains, Currently, the Baron is a young, arrogant
woman by the name of Gida Haimorl (HE/ Lucullus/DFA-4) wha
inherited Haimori House, a fleet of twenty trade ships, from her
father. Gida scored some major successes in negotiating base
concessions from the Solars last year, leapirogging several
older and more conservative traders and smuggler-kings to
seize the leadership. Gida believes the Guild can ‘go legit’; she
supports the return of law and order to Lucullus in the form of
the Concard or the Solar Union—whichever nation offers her the
better deal. Many Guild members, particularly the illegal cap-
tains; don't hold with her views and are agitating for continued
independence.

(Once the undisputed master of everything beyond Penates’s
atmosphere, the Free Trade Guild currently finds its traditional
space superiority challenged. Nothing in Lucullus can stand up
to even a small Solar or Concord task force of destroyers and
cruisers, so the Guild is campaigning to keep major warships
put of the system. In addition, the other factions have fried for
years to break the Guild's monopoly on space transport. The Ja-
maican Syndicate sponsors a growing fleet of independent
freighters, hoping to break the Guild's lock on trade, and the
Picts openly support dozens of corsair captains who prey on
Gulld and Syndicate shipping. The days of piracy and smuggling
may he passing for Lucullus, but the question is whether or not
the Free Trade Guild will pass with them.

HicHPORT
One af the last major Solar projects completed before the fall of
5CAd, Highport was constructed as an orbital fortress, space-
dock, and center for trade, It fell into the hands of the Free Trade
Guild during the 2385 rebellion, and it has served as the Guild's
primary stronghold ever since,

Situated in a high-polar orbit, Highport completes one revo-
lution around Penates every day and a half, and it passes over
every point on the planet's surface as Penates rolates beneath
it. Compared to the titanic orhital structures of Old Space, High-
port isn’t much to write home sbout, but it's one of the largest
and best-armed space stations in Lucullus or any of the neigh-
boring systems, Almost 10,000 people are present on Highport
at any given time—although 20% to 30% of the population are
transient merchants and traders.

The station is generally seedy, dirty, and somewhat unsafe,
There's no civic authority or siation management per se; private
contractors handle maintenance, life support, waste removal,
and similar functions. Temporary housing is overcrowded and
unsanitary, the domain of a dozen small-time hustlers who
charge an arm and a leg for a tiny cubicle. Despite the squalid
conditions that prevail throughout Highport, it's a vital and ex-
riting place, crowded with thousands of spacefarers and mer-
chants trying to make a buck.

The closest thing 1o law and order in Highport is House
Haimori. Their thugs usually intervene to prevent conflicts from
damaging the station, and collect *security consulting fees” from
most visitors (o the station. It's a rotten racket, but no one else
in Highport commands as much muscle as Gida Haimori.

Union PENATES

The last of the major factions of Lucullus, Union Penates is a
vasl, corrupt labor organization that runs all major industries
and lields of employment aver roughly 20% of Penates’s popu-
lation. Worker councils funnel profits from their factories, instal-
lations, and facilities back into Union coffers. In the days of the
rebellion, SCAd-supported industrialists and landowners were




disenfranchised by Union activity, and the Union still holds
power over all business and industry.

While the Union is the only power worth considering in this
region, if's not actually the government. Like the Supervisars,
the Union created a government o suit its purposes in the af-
termath of the war for independence. The cities and towns con-
tralled by UP are actually known formally as the Demaocratic
State of Penates (O5F). The DSP performs most of the functions
one would expect of a government: [t provides for a common
defense, enacts legislation and taxation, and even supports ed-
ucational and soclal programs. However, Unlon appointees and
hatchet men smather the existing government. In effect, the DSP
is a single-party dictatorship under the thumb of Union Penates.

In theory, the Union's internal politics and bylaws provide for
a perfectly democratic election of Union officers. Unfortunately,
the Union is corrupt and autocratic. An extensive “old boy” net-
waork as intimate and closed as an organized crime family calls
all the shots in the party—and therefore in all of the DSP The
DSP constitution makes no provision against rival parties, but
for more than 100 years Union Penates has violently disbanded
anything resembling opposition. Government officials who
aren’t Union members (there are a few) don't dare make a
move without consulting with the local Union boss.

Despite the party dictatorship that rules this portion of Pe-
nates, the Democratic State is not a bad place to visit. Local
Union bosses expect payoffs as a routine part of doing husiness
in the DSE, but there's nothing here like the institutionalized feu-
dalism of the Picts or the economic warfare of the Free Trade
Guild. Foreign merchants and visitors are welcome here, as
long as they don't run their mouths too much about the Union's
business practices.

The capital of Union Penates is the mill city of Trinidad,
birthplace of the 2385 rebellion. IVs still an ugly industrial town
without any of the amenities normally present in a planetary
capital. The Democratic State of Penates, like the Supervisors’
Planetary Administration, claims to be the only legitimate au-
thority on the planet—and therefore in the entire Lucullus sys-
temn. Union provocateurs roam throughout the entire system,
organizing labor in territories controlled by the other five
Barons of Lucullus, Their efforts are generally unwelcome.

The current leader of the Union is Executive Director Relvin
Doch (Hm/Lucullus/NP), a petty and shortsighted man who
stumbled into his position through good fortune and the manip-
ulations of other Union leaders who wanted someone they could
easily control. While Doch pushes around ISP President Laurel
Bizert (Hf/Lucullus/NP) and busies himself with meaningless
manipulations of government positians, the real power is in the
hands of Local Director Farr Histwin, a clever old codger who
runs the Trinidad chapter of Union Penates. As the leader of the
largest and most important local in the Union, Histwin (Hm/Lu-
cullus/DFA-7) has played kingmaker for years.

Utterly desolate, this cold and lifeless rock offers nothing but a
canvenient place to park spacecraft. Telemachus is somewhal
denser and more metal-rich than Earth, but all of its valuahle
minerals are locked up deep in the planet's core.

With nothing but dust, light rocks, and a trace of ice on the
surface, Telemachus is valuable only as a source of rudimen-
tary building supplies. It has virtually no water, few organic
compounds, and no strategic minerals. It might be valuable as
a large! for terraforming someday, since it should retain an at-
mosphere easily, but it's so far from its parent stars that it would

CAPTAIN FOR HIRE

Level 8 human Combat Spec

STH 13 (+2) INT 11 [+1)
DEX 8 (0) wl_l_.-:a ()

CON 12 B

Durability: 12/12/6 Acunn check: 14+/13/6/3
Movement: sprint 22, run 14, walk 4 : #Actions: 2
Heaction score: Ordinary/2 Last resorts: 0

Perks: Alien Artifact Flaws: Poor Looks!, Temper®

' Apply a +1 penally to all Perstmality hased skill checks,
*Mmmnmmﬂmihinkhuanﬂmﬁmaﬂmﬂyh:ﬂ
artions whenever confronted by & new race or species.

Attacks ] _
Unarmed-braw! 17/8/4 d4+2s/d4+3s/dd+4s  LI/D

Chainsword 17/8/4  d8+3w/dB+4w/dd+3m LI/0

Autoflechette  11/5/2 d4w/dEw/ddm HI/O

Defenses

Battle jacket: d6-1 (LI), d4-+1 (HI), :M_—!; (En)

Skills

Athlstics [13); Armor [13]- 3 [14]: Melee [13}-pow-
ered [17]; Unarmed [13}: llfbl‘ﬂﬁml [8)-pistal [10].
SMG [11]; Vehicle [9}-space [10); Stamina [12]- !
[14]; Bnowledge (11|~language: Standard [14], Verge sys-

tem: Lucullus (14]; Navigation (11}-system [12); System
[11]-engineering [12], weapans (13]; Technical [11)-juryrig
[12], repair {13]; Awareness (S]-intuition [10); Street Smart
IB]—a'imIna! [10); Interaction [6]-bargain (7], intimidate /7]

¥ This skill uses a -d4 base situation die.

Alisn Artifact
A:u;hﬁmmwvummmmw Sﬁm
per day
Warps light in a 1-meter radius, rendering Morgan invis-
ible (for up to § minules once per day.
Madﬂugsu&rsirmmmlmhﬂnv(mml?sd'

mhmpauplamdhaaahgamnmdamhuﬂ.
A veteran spacehand and occasional carsair, he salvaged
Wwammmmmw
nhlp a beat-up light freighter), calling it the Death Hog.
Since then, he's been struggling to make a living as an in-
dependent smuggler, trader, and mercenary.
mmmmmwwmm

sertes of mysterious elec-
mm&ﬂmwﬁﬁhhhmdhsmmdm
mmmmmﬁmwm
plants to his body are trying to establish contral over his ac-
tions. He was kidnapped and reconstructed as a living
mmmmm&mmw
commands simply drive him mad for & few days, Mad Dog
typically drowns out the voices in his head with copious
mmm&mmwmmm-.
and screams answers to the voices he hears, Most
regulars give Mad Dog plenty of space when he's like that.




—— .

require additional heat and light sources to make it hahitahle.
Some scientists have suggested orhital fusion lamps to serve as
false suns, but no one’s seriously studying the issue at this time.

Telemachus is valuahle, however, as a planetary naval base.
In fact, the Solar Union is building a massive station tha
sprawls for kilometers under the cratered surface of the planet.
When complete, the base will be one of the largest and
strongest installations in the Verge. The Solars need a repair
yard, supply center, and defensive post to support their opera-
tions in the Verge, and they've chosen Telemachus.

Over 2,000 Lucullan labarers from Union Penates and the
Technospiders are currently building the base, while thousands
more (mostly Jamaican Syndicate and Free Trade Guild mem-
bers) deliver raw materials and supplies. A crack team of Salar
military engineers oversees the construction, and Telemachus
already supports its first military force—a heavy assault brigade
of 2,500 Solar marines under the command of Colonel Jasmilda
Gunte (Hi/Solar/DCS-11). Colonel Gunte fiercely resents the
treaty restrictions that keep her from “cleaning up” Lucullus, but
she's not imaginative enough to consider taking matters into her
own hands,

Colonel Gunte's immediate superior, the highest-ranking
Solar official in the Verge, is sector commander Admiral
Guillermo de Soronez (Hm/Solar/DT0-5). Admiral de Soronez
is a canny armchair strategist and political savant who's been
assigned to the Verge as a diplomat, not a military commander.
He's smart enough to know that he isn't a fighter; and he lets his
officers work at turning Telemachus into a first-rate base.

Admiral de Soronez's mission is to increase Solar power
and presence in the system—and thus the Verge—while leaving
Lurullus independent The Solars don't want the headache of
governing Penates, but they do want to see a much weaker and
mare fractable native population. De Soronez is looking for
ways to lure various Barons into his orbit. He uses the warships
at his command to suppress overly bold pirates and smugglers,
but the Lucullans often hide behind the fine print of the Solar
basing treaty.

DioNE

Far removed from the piracy and trade of Lucullus A and B,
Dione circles the small third star of this trinary system. Dione is
a vast, hot water-wuorld, covered by seas thousands of kilome-
ters deep without a single archipelago or continent to relieve the
monotony of its surface, Its hot, steam-filled atmosphere blan-
kets the world-ocean in a perpetual mist intolerable fo humans,
Atmospheric pressure keeps the ocean from boiling outright,

Dione is a water giant, a type of planet discovered early in
the search for extrasolar planets. It's 20 times as massive as
Earth, but only about one-third as dense. Larger than anything
short of a gas giant, the planet has surface gravity anly mar-
ginally higher than a terrestrial planet’s because the planet's
watery surface is very far from the center of gravity, and its
rapid spin also counters some of the gravitational pull

Dione is an excellent prospect for a floating colony at same
point in the future. It has plenty of water and air—critical re-
guirements for a setflement—and with some biological engi-
neering, terrestrial plants and animals could adapt to the heat.
Unfortunately, Dione’s metals lie thousands upon thousands of
kilometers beneath its surface, Somewhere beneath all that
water, Dione's core is an Earth-sized rock full of rich minerals.

Early Solar plans for the Lucullus system called for the es-
tablishment of an industrial base in Penates and the asteroid
belts to manufacture components for the vast, floating arenlo-




gies that could one day sail the seas of Dione. The war, and the
prohihitive expense of any such scheme, brought those plans to
a halt. Now, as the Solars are eyeing the Lucullus system again,
some of these settlement schemes are resurfacing. Dione offers
vast amounts of living space, and little else. However, that com-
modity alone is enough to excite Solar interest.

Dione's seas support a rich ecosystem of native lifeforms
adapted to life in the Verge's biggest pressure cooker, Explorars
have yel to find signs of sentient hahitation, but there are per-
sistent rumors of hidden civilizations in the cold layers deep be-
neath the ocean’s thermocline. A handful of energetic corsairs
and would-be colonists already live on Dione’s surface aboard
small, juryrigged floating towns. The water giant is a good place
to disappear from view, since its steam clouds and the general
radioactivity of the Lucullus system scramhle most sensors.

SysTem LoG

Lucullus is an active system The local Solar commanders are
pressing for a reinterpretation of the hasing treaty with the Lu-
cullan League. Admiral de Soronez and his advisors feel that
the Solar Union made a bad deal, and they want to put the
Barons af Lucullus out of business in the most direct fashion
possible. Solar diplomats in Old Space have so far restrained
their local military commanders, but there are signs that the So-
lars might be about ready to slip their leash.

A New Barons® WaRr

A vicious conflict is shaping up between the Picts and the Free
Trade Guild. The Pictish support of independent corsairs is be-
ginning to challenge the Guilds traditional supremacy in space.
[ it does come down to a shooting match, the Guild will win in
space, but they'll probably lose Highport and about one-third of
their ground facilities—a very unprofitable development. The Ja-
malcan Syndicale is brokering peace talks between the factions,
but so far all the Jamaicans have done is muddy up the issues
EVEDN IMOTe.

LEAGUE ELecTiONS COMING SOoON

Three months from now, a battery of major League elections
will take place. For the first time, this election might mean some-
thing. The Solars view the League as the only legitimate gov-
ernment in the system, but some of the more patient
factions—namely, the Supervisors, the Technospiders, and the
Jamaican Syndicate-are considering whether or not they
should position themselves for a power grab before the Solars
level the playing field.

HEIRESS MISSING ON DIONE

Continued exploration of the water-giant Dione has revealed an
extensive biosphere of highly developed animals and plants ex-
isting in the seas of the planet. Three weeks ago, a survey
crulser vanished after descending into the steamy atmosphere
for a closer look; search parties haven't found a trace of the
vessel yet. No one knows if the ship was destroyed, or if it was
simply damaged and unable to repart its predicament. The ship,
the Exemplar, carried the daughter of Old Space billionaire
Magnus [opetet. Magnus has offered an extravagant reward to
the rescuer of his daughter.

SHirs OVERDUE

Several Lucullan freighters and independent traders have re-
cently disappeared in the outward sectors of the Verge. Some-
one or something appears to be ambushing ships at isolated
way points between Lucullus and Aegis, and between Lucullus
and Algemron,

HEROES OF LucuLLUS

Like their parent nation, the Solar Union, the colonists who set-
fled Lucullus a century and a half ago were a very diverse
group. Human heroes native to this system gain a honus equiv-
alent to that of Solar heroes. They begin play with 62 points to
distribute among their Ability Scores instead of the normal B0
allotted to a starting character. The hero must also choose a
home faction or a Baron to whom he owes loyalty. He can find
some degree of shelter and support in his home territory, but in
areas controlled by other factions, he’s an enemy or rival
watched closely, Mindwalker heroes almost always come from
the Supervisor faction, since psionically talented people in other
areas are persecuted ruthlessly.

A few aliens have immigrated to Lucullus during the years
of the Long Silence, but there aren't any established communi-
ties of nonhumans. Alien heroes are unusually scarce in Lucul-
lus, and receive no special starting benefits or advantages other
than those specified for their particular species.




AEGIS

The Aegis system is an Ideal system—ideal, that is, as a vaca-
tion spot for anyone rich enough to slough off their cares or
daring enough to take a trip to the edge of known space. Glam-
orized in hundreds of holofilms, the paradise resort is a
sparkling gem of the Verge. Just as important, Aegis is the log-
ical base for mankind's exploration of the Perseus Arm of the
Milky Way galaxy. Aegis is more than a magnificent vacation
spot; it is an ideal jumping off point for another of humanity’s
‘giant leaps’ This strategic location has made it a target for
every stellar nation with expansionist tendencies—and that in-
tludes pretty much all of them except the Galactic Concord.

The system consists of its primary G2 yellow star, Aegis,
and a second, much smaller star. The smaller star is Phantasm,
a red dwarf barely deserving the name. The best theories on
this double star’s early history hald that late in the star’s for-
mation, something hit Aegis and raised huge clouds of dust and
gas, Before Aegis could ignite and blow the gas away, Phan-
tasm was formed.

The gas giant Bedcrown, a Jovian planet, ranks as the third
most massive object in the system. It measures 200 Terran
masses, though it's gravity is low near the upper atmaosphere
of the gas planet. Redcrown also features a brilliant ring sys-
tern, tinted crimson and dark arange.

The system’s real treasure is Bluefall. The planet got its
name from the brilliant blue oceans that cover 98% of its sur-
face. When seen from space, Bluefall shines like a bright sap-
phire gem in the darkness of space. Even more amazing is the
planet’s rich, breathable atmesphere of nitrogen and oxygen.
Human colonists live without the need for burdensome pres-
sure domes or e-suits. Volcanic activity has raised many hab-
itable island chains ahove the waves, though Bluefall’s islands
are small, usually less than 1,000 square kilometers. The
whaole planet is a tropical paradise, and it richly deserves its
nickname: ‘the Jewel of the Verge”

HISTORY

Stellar nations are only now learning Aegis's recent history, as
reporters from the Stellar Hing swarm throughout the systems
telling “the tragic story of the lost colonies” Like all the Verge
systems, the Jewel of the Verge has been shrouded in mystery
for long years. In Aegis's case, the nations are returning to an
system very different from the one they abandoned during
GWe.

EXPLORATION

The Orion nation—which later formed the core of the Orion
League—was the first nation o explore and colonize the Aegis
system. In 2310, Hobin Hughes led a team of explorers from
the Orion Nation on a lengthy and wide-ranging survey of
space. In the last days of her expedition in 2316, Hughes
charted the orange star Aegis and its salellites.

Her first discovery was a surprise to the astronomical com-
munity. Parallax measurements charting Aegis’s slow move-
ment through space had definitely proven that Aegis had
satellites, but few suspected that the wandering sunspot on
Aegis's surface was a second star, circling closely about Aegis.
Indeed, the second star is only just massive enough to fall into
the category of a star instead of a planet. Since it had remained
unnoticed for so long, this small star was christened Phantasm.

Rederown was the first of Aegis's planets to be measured
and explored. As on the small planetoid Jetsam, the explorers
found that Hedcrown was relatively rich in resources and min-
erals. Hughes's team dashed on to examine the system’s inner-
most planet; Bluefall. The water world immediately drew their
aftention, and eventually the attention of all of human space.
Hughes had hit the explorer's jackpot; he had discovered a
world that could support human life without terraforming.

COLONIZATION

The Orion League did not hesitate to send materials and engi-
neers to Bluefall. Ten years after Hughes's team had returned,
an island colony was established and named tor its first gov-
ernor, The Orion League quickly realized that the Aegis system
was an ideal location for exerting Orfon influence over the
Verge. Bluefall would be the center of the Orion sphere of in-
fluence, militarily and in terms of settlement.

The Orion plan worked, to a point. Orion engineers built a
formidable military hase that still stands today. More than a
dozen satellites bolster the planet’s defenses, most of them
clustered over Tribane lsland in a geosynchronous orbit
36,000 kilometers above the planet's largest military installa-
tion and population center. While Bluefall’s oceans made min-
eral respurces scarce, mines on the moons of Bluefall and
Hedcrown will supply raw materials for centuries.

What Orion’s planners failed to foresee was the unusually
high rate of immigration to the planet, First, the Bluefall station
assignment became a favarite among the Orion military. Orion
officers took their vacations on Bluefall, relaxing in the tropical
climate, comfortable gravity, and fantastic black sand beaches.
Humars of the paradise soon spread through Orion space, and
eventually through most of human space as well. By 2344,
wealthy tourists had established a new industry in the Aegis
system. Many of Bluefall's guests decided to stay.

Amazed and ecstatic at the colony’s quick growth, the gov-
ernor of Bluefall, William Tribane, extended a simple invitation
in 2345, It was an open call to any space traveler who wanted
to visit or setlle down. For a small fee, immigrants of any ori-
gin could establish settlements on any of Bluefall's islands.
Colonists came in droves. By 2346, more than a million sen-
tients had registered to become permanent inhabitants. Only
Tribane Island remained reserved for Orion League military
personnel.

THE LONG SILENCE

Within a decade after the start of the Second Galactic War, just
about every warship with a stardrive had left to join the inter-
stellar war. As the years passed, the few supply ships that ar-
rived often lacked necessary materials. Worse, scheduled
supply ships disappeared, victims of war or of the growing
menace of piracy. Finally, the Tendril drivesat sent Bluefall a
last message from the Stellar Ring. The long, sympathetic
speech of an Orion functionary boiled down to a single state-
ment: "Bluefall, you're on your own. Good luck”

The Long Silence, as it would later be called, was just as
painful to the populous world of Bluefall as it was elsewhere,
though recards of this period are sketchy and sometimes diffi-
cult fo interpret. What's clear is that more than a decade passed
before a balance was found between a starving population and



a growing food supply. The colonists, long dependent on inter-
stellar supplies, struggled to find natural resources o support
them. Eventually, scientists on Bluefall discovered methods to
safely prepare the indigenous flora and fauna. Today, kelp and
fish are the staples of Bluefall diet—and much of the Verge's
diet as well. During the Long Silence, they were its salvation.

The Aegis system, despite its problems, should have been ahle
to survive without Old Space support. Bluefall permits humans
easy fravel over lis surface. The metals that Bluefall lacked
could be had from the rest of the system. Bluefall's planetary
population was the largest of any Verge system, numbering
near 10 million by the middle of the 25th century.

Hecords of human activity on Bluefall cease on July 22,
2452. Computers and automatic systems continued to operate,
but no human commands were entered. Lunar mining stations
and military vessels in the Aegis system appear to have sul-
fered the same fate on the same day, Work was left hall done,
meals half eaten, and logs half written. The accounts of the first
ohservers to arrive after the Vanishing made it clear that “the
lights were left on, the doaors unlocked”

Within a few days, trading vessels arriving from other
Verge systems confirmed that the Aegls system was empty of
human life. Communication attempts directed at Tribane Island
met with no response. When the traders landed for a look
around, they found an eerie landscape of cities alive but soul-
less, unmarred by any attack. Without human guidance,
machines throughout the system were crashing into one an-
other and causing minor destruction of all kinds. Mining oper-
ations continued unchecked and unprocessed.

The vaunted Bluefall military had failed to protect its citi-
zens. When news of the situation reached naval vessels outside
the system, they returned home o see the disaster for them-
selves, The troops restored order to the cities, shutting down
automatic systems and returning military vessels to Hughes Is-
land. After a year of careful examination produced no leads
and no well-supported theories to the cause of the Vanishing,
the remnant of the proud Orion defensive fleet slowly fell apart.
Most ships returned to the Stellar Hing and Orlon space;
records indicate this group eventually reached home only to
become embroiled in GWZ. A smaller group left to seek homes
glsewhere in the Verge, or on one of Bluefall's many islands.
Finally, the smallest group, fewer than 1,000 humans and 100

aliens, elected to remain on Bluefall and watch over Tribane Is-
land as its guardians,

Far several years, the only humans on Bluefall were these
wardens and a few visiting scavengers picking over the sur-
face. Only Tribane Island was left unmolested; the island’s au-
tomated defense systems persuaded the curious and the
avaricious to stay away. The more persistent vultures discov-
ered how deadly the island's fortifications and pillboxes were.

All sarts of thearies arose to explain the sudden disappear-
ance af more than a million human beings. Aliens, unchecked
solar radiation, diseases, and dark-matter experiments were
given credit for the Vanishing. More than one group of people
in the Verge panicked, thinking they might be next to disappear.
The eventual consensus was that an Orion fortress ship had
come fo collect their people and take them home to the Stellar
Hing. The few Orions who had retirned to safeguard Bluefall
scoffed at this theory. The Vanishing remains a mystery, at-
tracting an ever wider ring of thearies, holofilms, Grid debate,
and conjecturs.

As the years passed, the great war in the Stellar Ring ground
on, consuming lives and materials at an astonishing rate,
Worlds and star systems fell victim to the conflict, and no end
seemed near. In despair, many citizens fled the war, seeking
peace in the edges of known space.

The most famous exodus was the Flight from Ericis, led by
Christopher Hale in 2460. While in his second year at an elite
Orion military academy on Ericis, the League president's oldest
son and his friends formed a cadre of peace activists at the
academy. When Hale organized a protest during the academy’s
graduation ceremonies, the academic autharities imprisoned
him. In response, the student body revolted. After Hale was
freed, the chaotic uprising became an organized revolution.
Seizing control of the academy’s military vessels, Hale orga-
nized a fleet consisting of dozens of military vessels and mare
than 100 civilian ships. Promising a peaceful tamorrow, Hale
invited his classmates to band together and find a refuge from
war. To a man, the cadets joined him They invited civilians
from the planet Ericis along before making a starfall into dri-
vespace. [t was days before the Orlon government, rattled into
a fuick response by President Hale, could act.

Christopher Hale's fleet tripled in size before it reached
Aegis in 2464, but it still wasn't nearly hig enough to carry the
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entire fleeing population. Estimates place Hale's following at
mare than 5 million men and women when he left the Stellar
‘Hing. With that many passengers, Hale's fleet didn't try to carry
everyone at once. Instead, Hale's 1,000 ships leapfrogged back
and forth from one habitable planet to the next. All told, the trip
took four years.

Hale had heard from Bluefall naval officers that the Van-
ishing had turned beautiful Bluefall into a deserted ghost world,
so the refugee fleet headed for Aegis. Many of the refugees
were pleasantly surprised to have a world of their own. The
complete and well-built cities required little repair. Hale's Ori-
ons were welcomed by the loyal guards who had remained
alone on Bluefall for almost a decade. The refugees built a new
city, surrounded by fortifications still formidable after all the
years. The refugee culture flourished.

With litfle protest, Hale declared himself the Hegent of Blue-
fall, and his new nation the Begency. Tribane Island was
rechristened Hegency Island. His officers retained their military
titles, and a military government was formed. Over the next 30
years, the Begency devoted itself to rebuilding a stable society
on Bluefall. The few survivors from the old Orion era helped,
but the true honors go to the dedicated work of Regency citi-
zens. They found an abandoned paradise and restored its
shine,

For the citizens of this new Hegency, Bluefall offered an un-
usual opportunity, Not only was the planet itself a paradise, but
its former inhabitants had constructed fine cities. Homes, busi-
nesses, and whole islands stood unoccupied, with no signs that
their previous owners would ever return. The first act of the
Hegency was to create a national treasury through the auction
of Bluefall's assets. Indeed, for the new citizens of Bluefall,
businesses and property were had for pennies on the Orion
dollar.

TobAY

With the return of the stellar nations to Verge space, the recent
history of the Aegis system has taken yet anather turn. On Feb-
ruary 11, 2497, the Concord fortress ship Monifor entered the
Aegls systemn on its way to investigate the distress call fram the
Hammer's Star system. For the most part, the stellar nations
were pleased by the resettlement of Bluefall Word of the Van-
ishing had spread within the Stellar Bing, and it was a matter
of no small comfort to the powers of Old Space that the Van-
ishing and the distress call from Hammer's Star were appar-
ently unrelated. Emissaries from a few stellar nations saw an
opportunity they couldn't refuse. Bluefall was underpopulated,
with only a cadre of “ragtag refugees” They should be easy
pickings for a stellar nation with a little bravado. It hasn'l
turned out quite as they expected.

Ships from the Thuldan Empire and the Orlamu Theocracy
arrived in numbers in early 2498. The Orlamu Theocracy ex-
pressed interest in investigating the mysterious disappearance
of the original colonists; the Thuldans were more direct. “As
Governor Tribane's invitation has not yet been closed,” said the
Thuldan admiral, “we are happy to accept this invitation to visit
Bluefall. In turn, we invite Bluefall back into humanity's fold”

Hale has led the Hegency reaction to the Thuldan decres, a
reaction that can diplomatically be described as passionate. Al-
though he concedes that foreign nationals are welcome to visit
and emigrate to Bluefall, he has also enforced an old rule that
access (0 Hegency Island is forbidden. Furthermore, Bluefall
demanded a fee from its immigrants, adjusted for inflation. Yet
Hale continues the general practice of open immigration, under

pressure from the Galactic Concord. In response to Hale's im-
pertinence, Thuldan vessels, full of advisors for Hale’s govern-
ment, attempted several landings on Regency Island in March
2498. The ships were destroyed.

In the last few months and years, representatives of every
stellar nation, including the Thuldan Empire and the Galactic
Concord, have accepted Governor Tribane’s 150-year-old invi-
tation and set up a colony on one of Bluefall's islands. Under
diplomatic pressure, all of the new colonies have paid a tax to
Hale, usually in the form of precious materials unavailable in

the Aegis system.

CoNTACT

In June 2500, after mare than a century of human clvilization
on Bluefall, humans made cantact with its natives. The discov-
ery of a sentient species after such a long period of setflement
was unprecedented.

The Glory, a submarine in the service of the Hegency Navy,
was conducting sonar experiments near Filtrane Island when it
received the first communication from the aliens. The details of
Captain Elizabeth lannott's encounter with the Bluefall aliens
remain classified, and the Regency government has made little
comment, other than to say that the aliens are amicable. While
this secrecy invites fear, the Hegency government believes it
the best way to limit contact during the critical first few years
as a relationship is opened.

lannotti's vessel returned to Regency Island amid a great
deal of secrecy and military security. Glory is kept in port, pro-
tected from prying eyes by guards and a protective bay typi-
cally used for repairing damaged sea vessels. Interestingly,
lannotti herself is one of the few members of the Glory's crew
who has not made a public appearance, held an interview,
written a book, or signed a holofilm deal about the experience.
In the months following the Glory's retumn to Regency Island,
most of her crew took leaves of absence to tell the tale and
make a small fortune. Unfortunately for the curious, Captain
lannotti kept most of the ship in the dark about the richer de-
tails of what was going on, so the crew versions of the tale are
mostly based on fragmentary information and speculation. As
for lannotti herself, a Hegency representative reported that she
is working to form a good relationship with “our new friends
on Bluefall’

Andrew Stoft, Thuldan governor of Filtrane Island, has
raised an official protest over the incident, demanding that the
waorld of Bluefall has a right to full and free disclosure of in-
formation. Meanwhile, he has accelerated the construction of a
Thuldan sea navy, so that the truth can come to light. He'll pur-
sue the facts by force, if necessary.

Exact details of the encounter remain a matter of spacula-
tion. Most Hegency citizens reacted with surprise but with con-
fidence that coexistence with the new species should be
possible. After all, “we've been getting along peacefully with
them since we got here! Some information has become avail-
able to the general public, through the media and through word
of mouth;

® Bluefall’s aliens dwell in the deep oceans, under kilome-
ters of water.

@ The crew christened the aliens ‘deepfallen” and the name
has stuck. The aliens like the name, or don't care ahout if.

® The deepfallen are humanoid, with two arms and legs.

@ [ne of the deepfallen talked alone with Captain Jannott
for several hours on the Glory's surfaced deck. lannott had no
lingual or communication equipment with her.



@ The aliens asked Captain Iannotti which star systemn hu-
mans were from. When she gave them a vector relative to
Bluefall in light-years, they seemed to understand.

@ After lannotii’s private conversation, the executive officer
of the Glory asked if his captain knew how many deepfallen
there were ‘out there” She answered “more than us,” leaving
some to speculate if she referred to the crew of the Glory or
the population of Bluefall.

@ Since the official announcement, more than 100 sightings
have been made by private citizens on Bluefall None of them
have been confirmed.

® A small faction of Bluefall's inhabitants have demanded
a military investigation of the deeplallen's home, after it has
been discovered. They blame the deeplallen for any number of
hostile actions, including kidnappings, Bluefall's occasional
hurricanes, and the Vanishing itself.

Though the public demand for news about the deepfallen
has not dropped off, the lack of information has led to a series
of fluffy "exclusives” and interviews with consultants and xeno-
biologists to fill the demand. The truth or lack thereof in these
reports remains to be seen. Indeed, the entire discussion will
remain one-sided until the deepfallen speak for themselves.
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Puolitics isnt a necessity of business in the Aegis system; it is
the business. Like Paris 600 years ago and Hale in the Stellar
Hing, Bluefall has become the favored location for the meeting
of powers. To the stellar nations, the planet is simply a nice
place to build their embassies. It's near the center of the Vergs,
and no one can complain about the climate. All but the most
territorial nations have recognized the need for a place such as
Bluefall, where they can negotiate their differences. As a result,
most have abandoned the idea of annexing Bluefall, preferring
its role as neutral ground,

Bluefall's diplomats wield unusual power. Far removed from
their capitals in the Stellar Ring, national representatives must
react to events withou! immediate guidance from superiors.
Since each diplomat usually reparts his or her own version of
gvents back to the Ring, most Old Space governments are
pleased with the progress their representatives seem to be
making.

For the local government, the situation demands the steely
nerves of a tightrope acrobat. For all the Regency’s impressive
local power, if any stellar nation becomes a true enemy, all of
Bluefall would suffer. Regent Hale must court them all, re-
specting stellar nations while preserving his dignity, and main-
taining his popularity among the military and the general
citizenry alike.

Fortunately for Hale and all Regency citizens, the Regent's gov-
ernment is a finely honed instrument. After all, the flight to
Aegis began as a military operation, and it retains a little of that
character today. Hale's second title, just as important as his role
as head of state, is commander-in-chief. Serving immediately
beneath Hale are the chiefs of each branch: Stellar Navy, Sea
Navy, and Army. Officially, the civilian bureaucracy is a fourth
branch, and its director also reparts directly to the Regent.

In many ways, the militocracy makes the Hegent's task
much easier. In some measure, Hale is a despot; officially,
there are no checks on his autharity, no legislative or judicial
bodies can question him. Indeed, Bluefall has no legislature




CHRISTOPHER HALE
REGENT OF BLUEFALL
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STHR 8§ [ 12 (+1)
DEX 8 WII. 12 (+1)
CON 10 PER 14
Durability: 10/10/5/5 Action check: 15+/14/7/3!
Mova: sprint 18, run 12, walk 4 ~ #Actions: 3
Reaction score: Ordinary/2 Last resorts; 4
Perk: Heightened Ability (PER)

'-d4 base sthuation die
Attacks

Unarmed-power 13/6/3 dBs/d6+2s/ddw Li/0

Laser pistol® 12/6/3 d4+1w/d6+1w/ddm En/D
Mass rifle 12/6/3 dew/d8+1w/d6+1m En/B
# —d4 base situation die

Defenses
CF softsuit: d6 (LI, d6 (HI), d6-1 (En)

Skills

Athletics [3]-baseball [16]; Unarmed [9]-power [13]; Acro-

batics [8]-dadge (13), fall (10); Modern [8]-pistal 1:21 rifle
[12]; Viehicle [9)-space /11); Stamina [10}-endurance [12);

Business [12)—carparate [14] Law [12]; Knowledgs (12}~
computer [13] deduce [16], language: Standard [15]; Sys~

tem [12|-engineering [13], weapons (13/; Tactics [12]-in-
fantry [14], vehicle [14] space [15]; Administration [12]-
bureaucracy [14] management [15]; Awareness [12]-intu-
ition [14], perception [14); Resalve [12]-mental [16)

ical [14]; Culture [15]-diplomacy [18), etiquette. !IE,{
stiquette (Concord) [16); Deception [15]-bluff [16] bribe
[16] gamble [16]; Interaction [15]-bargain (18] charm
[20] intimidate [18), seduce [16]: Leadership [15|-cam-
mand [20). inspire [24].

Hale is an eminently likable man. Barely con-
ntdaradmlddln—sgndalﬁu Hale represents the hest of
charismatic Orion leadership, With the few who know him
well, Hale shrugs off the overserious demeanor he is fa-
mous for, and he tempers the burdens of the Regency with
his singular passion; baseball. In a sense, Hale is the prince
of Bluefall and the Verge, a popular young leader whom

people look to. He's as capahle as his father could have

wished.

~ Alter fleeing his responsibilities, today Christopher Hale
bears burdens far beyond the norm. As Warthen Hale's son,
Christopher was expected to follow his father into politics
and diplomacy, but Christopher often found himself at odds
with his father and the Orion League. Like many of his gen-
eration, Christopher wanted nothing to do with the war that
had already killed so many.

Atter his father secured a third term, Hale abandoned the
Orion League and his military education. As he led the fleet
out of Orion space and into the Verge, the young Hale found
that fate wasn't finished with him. The civiltans and cadets
Iooked to him for direction. Already famous thanks to his
family, Hale cemented the inevitahle during his long voyage.
Like his father before him, Christopher Hale seems destined
for great power and great responsibility.

and only military courts, also under Hale’s jurisdiction. If Hale
gives an order, no power can belay him.

In practice, the Hegent's will often bends to outside influ-
ences. The Hegency's generals and admirals are popular fig-
ures in their own right, and they have great influence over
economics, internal affairs, and relations with the stellar
nations. Powerful business interests, including the desalination
and vil syndicates, have their say in what happens on Bluefall.
And even the military government can't prevent the will of the
masses or the desires of special interest groups from influenc-
ing policy—at least as long as Hale is in power.

The invitation to fmmigrants has stood unbroken for one and a
half centuries. The practice is little changed despite the passage
of ime. Any sentient may request citizenship on Bluefall, and
only a handful have had their petitions denied. The standard
tariff imposed on immigrants is about %1,300. Indigent cases
may apply for an exemption from the fee, which is usually
granted.

In 2500, almost 16 million sentients immigrated to Bluefall
Despite the headaches this high rate of immigration brings,
Hale has publicly denied all plans to cap immigration. The Con-
cord encouraged Hale to foster open immigration, in order to
make Bluefall a diplomatic center. Privately, however, Hale's
aware of the need to slow the runaway growth, and it's only a
matter of time before he acts.

The will of the Concord alone can't render the Aegis system
calm and peaceful. Though its location has encouraged Blue-
fall's adoption as a headquarters and diplomatic stage, the
presence of so many compeling interests has made Bluefall a
place of power, espionage, and betrayal

One of the largest players in the Aegis system is the Thul-
dan Empire, and despite attempts at spin control, the Thuldan
intarest in the system is clear to everyone. The Empire, in its
quest to unify all of humanity—and thus all of the Verge—under
a single banner, wants to own Bluefall outright. Control of the
planet would let it influence diplomacy throughout the Verge.
Since the abortive attempt to seize Hegency Island in 2498, the
Empire has been increasing its assets and building up Filtrane
Island. As a result, Bluefall is experiencing its first arms race.
However, the Empire is limited in the resources it can devote
to a star system so far from home—and limited by diplomatic
pressures.

Dther stellar nations have their own goals. Many Orions see
Bluefall as their property, since it was founded by Orion cii-
zens and the son of the Orion League president. Aather than
advocate annexation, League representatives have sought a
waorking partnership with the local Regency government. The
Orlamu Theocracy has demonstrated a more passionate cu-
riosity about the mystery of the Vanishing than the Hegency
government has. VoidCorp's interest in the system seems
limited to making a profit from its operation on Hederown and
bothering any Insight diplomats assigned to Aegis as often as
possible.

It's only been four years since the stellar nations returned,
and the intrigues on Bluefall are rapidly growing more com-
plex. For the Regency, survival depends on balancing national
desires carefully—and using them against each other when
necessary. The best evidence of the Regency’s success is the



Concord ambassador’s official request that the Empire reduce
its military presence in the Aegis system.

GALACTIC CONCORD

Concordans consider Bluefall one of their successes. In Aegis,
the stellar nations coexist in relative harmony, and Concord ef-
forts to resalve differences are successful more often than not.
Indeed, Ambassador Oliver Mohan's (Hm/Concord/DFA-13)
blunt and honest discussions suit the Verge well, even if some
of his Concord associates in the Stellar Ring dislike his direct,
sometimes crude, tactics. Mohan's other critics maintain that
Bluefall is the true facilitatar of diplomacy, not the Concord.

Ambassador Mohan delegates much of his responsibility to
a capable staff of young diplomats and administrators. He di-
vides his embassy crew into specialists who focus on a stellar
nation or on the Hegency. To preserve neutrality, his core staff
reviews each department’s recommendations and prioritizes
the Concord’s agenda. The leader of this supervisory bureay,
Nur al-Hag, is second only to Mohan himself.

As the Verge opens for resettlement, the overriding Concord
strategy has become quite clear: Avoid confrontations at any
price, and preserve the status quo. Newly explored and recon-
tacted star systems come under Concord jurisdiction, at least
until Cancord representatives consider the system ready for in-
dependence or unificatian with a stellar nation. In the name of
avoiding another galactic war, the Concord must take measures
that purists abhor. Hegrettably, sentient rights and the right to
self-determination are sometimes sacrificed to the demands of
peace. More than once, the Concord has delivered independent
systems into the hands of stellar nations to avold the clash of
POWETS.

Fortunately for the Begency, the political dynamics at wark
encourage continued independence for Bluefall Ambassadar
Mohan has made the Concord position on Bluefall indepen-
dence very clear. To change the legal status of the Aegis sys-
lem is to risk disaster and invite war in the Verge.

REGENCY DEFENSES

Aware that Hegency Island could present a target, Hegent Hale
has continued the systern’s doctrine of absolute defense of the
capital. The doctrine demands fearsome outer layers followed
by even mare terrible inner layers.

Hundreds of defensive satellites and dozens of orbital sta-
tions orbit the skies over Bluefall, almost half of them located
in geosynchronous orbit over Regency. Some watch distant
space for threats, and others stare down at the planet, watch-
ing for troublemakers on the surface. Hegency Stellar Navy pa-
trols, already considered overzealous, are even more
concentrated over the island. Officers in the service understand
the importance of Hegency Island as a nerve center, and for
many of them the protection of the island is a personal issue.
Their families live there, after all.

Some 400 vessels serve in the Hegency Stellar Navy. At
any given moment, a fifth of these vessels can be found on the
surface of Bluefall or in the Nectaris base, undergoing refit op-
erations, repairs, or battlefield testing. An equal partion of the
Stellar Navy protects Hegency interests outside the Aegis sys-
tem. They escort convoys to nearby star systems, monitor in-
terstellar fleet movements, and guarantee that Begency
interests are protected throughout the Verge,

Most of the Stellar Navy is composed of patrol ships with
no more than a dozen compartments. These scouts, picket

ships, and defenders guard against common criminals and pi-
rates. About 50 frigates and 23 cruisers serve in the Stellar
Navy. Those two groups are the mainstay of the Hegency fleet.
Another six are heavier batllecruisers. In 2497, the Begency
Stellar Navy commissioned a dreadnought from the StarMech
shipyards. The largest Stellar Navy vessel, the Sanctuary, is
also its flagship. It arrived in February, 2501.

Secretary Jane Tolson (Hi/Orion/DT0-7) assumed overall
command of the Begency Stellar Navy in 2489, Formerly the
captain of the Hughes, one of the Navy’s six battlecruisers and
its former flagship, Tolson distinguished herself by taking a
conservative approach to most conflicts. Her style has been
even less aggressive since she assumed command, While Tal-
son commands the largest fleet in the Verge, she knows that
any of the stellar nations could overwhelm her proud Stallar
Navy. For the moment, the Begent seems content with Tolson's
nonconfrontational style,

Bluefall's ocean is home to one of the largest navies ever
built. One thousand Regency Sea Navy ships and boats keep
the peace. As in space, most are patrol vessels smaller than a
frigate. They double as sentries and commercial assistance
vessels, often going to the rescue of a lost fisherman or ama-
teur yachtsman. Almost a fifth of the Sea Navy’s craft are su-
percavitating submarines, The main strength of the Sea Navy
fleet can be found in seventeen powerful battleships and six
aircraft carriers. Together, these vessels allow the Sea Navy to
project force anywhere on the surface.

Secretary Mary Bytola (Hi/Orlamu/DT0-B) leads the Re-
gency Sea Navy. A career military officer who studied with
Hale at the Ericis academy, Kytola took control of the water
navy soon after the Regency established it in 2470. At first re-
luctant to leave the Stellar Navy, Kytola soon found sailing was
in her blood. Although she never commanded a Sea Navy ves-
sel, Kytola can found spending evenings and vacations cruis-
ing the bays of Regency Island aboard the Destroyer, her small
yacht. Humor has it that one of the other secretaries joins her
each night.

Excellent training and frequent attack drills make for an in-
fantry with swift response time and the will to use overpower-
ing force. The Hegency Army is fairly small; both navies have
more active personnel. On Bluefall, the lack of land has re-
duced the need for land forces, and the Army is the poor
stepchild of the other branches, relying on them for transport
and strike capability. Morale within the Army has stayed high
thanks to mild discipline and pleasant duty guarding sunny
beaches.

Secretary Nadine Cox (Hi/Orion/DCS-6) has been given re-
sponsibility for upgrading the neglected Regency infantry,
armaor, and artillery. Promoted to her position in 2498, Hale
and Cox see eye-to-eye on the need to improve Regency land
assets, Her only competitor for the position was Commander
Kalden, Hale's famous sidekick during the flight from Orion
space. He declined so that he could continue to lead the elite
infantry defending Hegency Island itself.

With stellar nations sending more and more people to live
on Bluefall, a growing number of the planet's inhahitants bear
no loyalty to its government. Cox has begun a systematic re-
view of Army training and operating procedures. While the
Army is likely to stay small, Cax hopes to change it from a
small, weak force to a small elite one. The Hegency Island
Guard has become her model, and she works closely with
Commander Kalden to reform the Army. Their recent training
programs have included both counter-terrorism and riot sup-
pression exercises.




Despite the absurdly high number of individuals in the Aegis
system who devote their lives to interstellar intrigue and Machi-
avellian politics, the schemers' influence on everyday business
is often overstated. After all, all the conferences in the world
won't suppart the Hegency economy. The Hegent refuses to
allow his citizens to devote themselves exclusively to suppart-
ing the citizens, diplomats, and tourists of Old Space. Bluefall
must be able to support itselfl when its new guests find other in-
terests—the Third Galactic War, for example. To encourage other
trades, the Hegency supports ventures in desalination and sea
mining, petroleum and plastics, and aguaculture.

As might be expected on a water planet, much of Bluefall's
economy depends on the sea. In addition to praviding easy
transportation, the sea is also the planet’s primary source ol
production, Minerals, fissionable deuterium, and water exporis
can be sifted from it, and sea mining provides a nice secondary
business for many desalination plants.

Petroleum has been important to Bluefall since the discov-
ery of oil in 2330, Although deep-sea moorings, underwater
mining rigs, and pumping stations require huge up-front in-
vestment, the wealth of petroleum below the seafloor offers a
more than profitable return. Ancient, primitive life on the
oceans, compressed by time and the weight of tons of water,
has produced a light, sweet oil. Bluefall's petroleum especially
lends itsell toward industrial use in plastics, one of Bluefall’s
principal industries,

The Hegency has an excellent reputation as a8 producer of
high-grade plastics. Regency corporations take orders from
manufacturing planis in Aegis and the rest of the Verge, de-
veloping molds and parts for various functions, They also store

unprocessed plastic for shipping. The Regency has vowed to
protect plastics and other industries by supparting them with
subsidies and levying tariffs on any competitor.

The third dominant industry of the planet is aguaculture.
Fishing is an honorable occupation on Bluefall, and the is-
landers’ mile-long nets catch hundreds of thousands of pounds
of fish each day. But that's not nearly enough to feed the hun-
gry. The dominant food source for Bluefall is kelp. Enormous
kelp beds line the volcanic sea ridges around mast of Bluefall's
islands; farming companies tend these beds and harvest the
stock four times a year. The unprocessed kelp is sent to treat-
ment facilities that render it edible. The same processes that
make island kelp edible remove what little taste the crop has,
and so a large culinary industry has arisen, devoted to kelp's
skillful preparation.

The last of the Hegency’s economic centers isn't a source of
production at all; it's the Verge Stock Exchange. Through the
Vessy, the financial firms of Bluefall make a profit. Through
taxes assessed on earnings, so does the Hegency.

Bluefall is home to more than 300 million Begency citizens,
Life on the planet is comfortahle, with temperatures averaging
20° C (6B° F) and little variance on even the coldest or hotest
days. The dally rains are brief, and the entire soclety is geared
toward wringing the most out of each sunny day.

Hegency natives prefer light, loose clothing in gray and blue
tones, in athletic styles. Sailing, surfing, and sunning are pop-
ular pastimes, and more than one visiting diplomat has found
herself staying a few exira days to research an extensive
report on the recreational habits of the local population. Even
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Regency citizens find it difficult to take the beatific setting for
granted.

Hegency culture resembles the Orion culture that most of its
citizens left behind a century ago. Most Hegency citizens are
open-minded; indeed, Bluefall has become a micracosm of the
Orion League, with semi-independent settlements operating
under the shield of an unifying government. In other ways, Re-
gency citizens are clearly a separate breed. The populace
demonstrates a patriotic fervor that's rare in the League, rising
to near Thuldan levels at times. Moreover, while the League's
diverse mix has stabilized since its formation, Bluefall'’s mix of
people and cultures changes with each new wave of immi-
grants from the stellar nations. As an ever-expanding melting
pot, Bluefall is more diverse than the Orions whao resettled it.

MEeEbDIA

An autocratic regime hasn't stopped the growth of a media-
dominated society. Most residences on Bluefall have Grid holo
links; almost nine out of ten are connected to the comm grid.
Far the most part, holo manufacture is dominated by entertain-
ment conglomerates. A variety of distractions are broadcast
every second of the 28-hour day. The recent fad in halo cir-
cuits, always desperate for novelty, is adding the third dimen-
sion to films from the 20th and 21st centuries.

Some holo channels devote themselves to a single topic,
such as news and financial services. Most of the islands have
their own local news channel, and the larger ones boast as
many as a dozen. Regency news agencies enjoy a surprising
level of freedom; reparters who pass a security check can gain
access to Hegeney Island, for instance.

The most popular netwaork, carried across Bluefall and the
Aegis system via satellites and mass transceivers, is Universal
Media, a subsidiary of a Borealin corporation of the same
name. It carries the most popular entertainment shows and
holofilms from the Stellar Bing, but it maintains its edge
through its five cantinuously updated news programs, Its news
personalities are well known by the locals for their journalism,
interviews, and dramatic on-location reporting.

Masik & BausLeE STubios

“The oldest continuously running studio in the Verge*

One of three major production studios, M&B is respansible for
the release of two dozen holofilms, 50 ongoing holo serials,
and the planet’s largest studio and postproduction facilities.
M&H's reputation for modern facilities and closely shepherding
its talents has made it a favorite for rising stars. Together with
the Regency’s media junkies, M&B's success has made Bluefall
the entertainment capital of the Verge.

M&H's studio and headquarters lie on the southwest side of
Hughes Island, along a row of streets filled with the trendy
restaurants, cafes, and hotels of the Watertower District. As part
of the local trendiness arms race, many buildings near the stu-
dio have been rebuilt into elaborate architectural confections,
each trying to outdo its neighbors,

Because of its high-profile media stars and its flashy street
life, the Watertower District has become a popular tourist spot,
complete with air car tours of the studio and flybys of the
homes of M&B actors, directors, and talking heads. On the dis-
trict’s hoardwalk, tourists flock to catch a glimpse of directors,
reporters, and talk-show hosts. Despite the constant publicity,
many celebrities are still willing to stop and sign an autograph.
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The Aegis Grid has been ground into obsolescence by bureau-
cratic procrastination, growth, and overuse. Anyone using the
local comm network must endure absurd delays, dropped
transmissions, and other annoyances. For all of Bluefall's fast-
paced media mavens, the lousy service is a terrible burden,
many expensive media services include independent transmis-
sion lines. Truth be told, it's an embarrassment to the system,
primitive and even mildly unreliable.

Some see one of Bluefall's few flaws and realize that some-
one will make a tidy sum providing Grid hardware and soft-
ware. The chief competitors in this contract bid are VoidCorp
and Insight, and both nations have negotiators attempting to
close a deal with the Regency. VoidCorp has the advantage
of a working relationship with the Regency after closing the
deal on Redcrown, but Insight enjoys the advantage of being a
friend ta the Orions during GW2. Some more surprising candi-
dates, including Esmer Technologies, a Solar Grid-engineering
carporation, and Netcoast, an Orion multimedia firm, have
stepped forward to make their bids.

In a recent address, the Regent acknowledged the need to
solve Bluelall's communication problems. Hale appears to
enjoy being courted by so many bidders, and he certainly en-
joys the inflationary nature of their offers.

BLUEF
This is a world men will fight over’ was the pronouncement af

Hobin Hughes, Bluefall’s first explorer. While no one would
guestion that Bluefall is worth fighting for, violence isn't toler-

Bluefall
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aled on this paradise planel. (Don't let the action-adventure
halo “Sapphire Jewels” foal you.) Bluefall is the ideal place for
the rich and powerful to leave the cares of the galaxy behind.
The exquisite beaches are only matched by the exquisite hos-
pitality af the Orion hosts. . . .

—LCook’s Guide to Open Space, Vol 9 (2364)

Bluefall's potential as a home for humanity has been realized,
but in 2499, many question whether the wars Hughes proph-
esied for Bluefall are just beginning. The records of the origi-
nal colonists indicate that during the Second Galactic War, the
Aegis system formed an island of peace. Armed with one of the
strongest fleets in the Verge, the colonists of Bluefall patrolled
Aegis and nearby star systems. During the Long Silence, Blue-
fall enjoyed an era of peace impossible to emulate in the bat-
tlefield worlds of the Stellar Ring.

Set near the center of the Verge, Bluefall natrally evolved
into its cosmopolitan heart. When they were cut off fram the re-
sources of the stellar nations, the Verge systems developed their
own trading economies. While a few systems fought wars that
imitated the great conflict back home, mast concentrated on sur-
vival. Vessels laden with cargo traversed the Verge systems,
some carrying the property of free traders and some owned by
a government. Few colonies could produce everything the grow-
ing Industrialized cities needed. With the exceplion of the 12
vears batween the Vanishing and the arrival of Hale's refugees,
Bluefall has served as the linchpin of Verge economics.

The return of the stellar nations hasn't changed the eco-
nomics of the Verge, but it has radically altered life on Bluefall.
Every stellar nation with an interest in the Verge—in other
wurds, all of them—has an interest in Bluefall. Once a financial




center that hosted the occasional conference of Verge leaders,
since 2497 Bluefall has been ground zero for political power
plays. On Bluefall the stellar nations meet to decide the fate of
billions of Vergers. Sometimes these diplomatic discussions are
heated; bath the Galactic Concord and the Hegency government
must struggle to preserve order between the Starmechs and
the Orlamus, between VoidCorp and Insight, and between the
Thuldans and everyone else.

Fortunately, Bluefall's terrain makes it easy to separate antag-
onists. Each stellar nation has claimed an island or an archipelago
in Bluefall's oceans. These islands double as fortress outposts and
diplomatic embassies; each stellar nation is free to rule its island
as desired. The Hegency claims Bluefall as a whole, including He-
gency, Hughes, and numerous independent islands. Unforhmately,
contflict is increasing as avallahle space decreases. Land s already
growing scarce as the population continues to spar.

The Hegency government, assisted by the Galactic Concard
and most of the stellar nations, has adapted to the drastic pop-
ulation increase. Emigration from the Stellar Ring has almost
doubled the Bluefall population in only four years. After some
initial struggles, the Hegency government has put the most im-
mediate crises behind it; Bluefall produces enough food, water,
and shelter to meet the demand.

Bluefall has the potential for drastic change. The scarcity of
land has prompted the usual solutions. Since it's difficult to ex-
pand putward, buildings are climbing upward, the first kilome-
ters-high skyscrapers are already under construction, Within a
decade, the skyline of Hughes Island, among others, could be
radically changed. Growth onto the seafloor can be expected to
accelerate with the initial success of the Depth Epsilon, the
planet’s first undersea city. Finally, the Regency is considering
setting up colonies of its own, on Hudson in the Hinstoke sys-
tem and on Hivendale in the Terivine system.

The factors that produce overcrowding—population growth
and a free immigration policy—aren’t likely to change, and those
factors will surely reshape Bluefall,

A BLUE PLANET

Only 2% of Bluefall's surface is dry land; water covers the rest.
Ice caps float at the poles, one of few surfaces untouched by
settlements. The scarcity of land is one of the planet's few im-
perfections, as visitors to Bluefall are pleased to discover, New-
comers enjoy the gravity, which at 0.89g allows a level of
comfort without causing significant muscle atrophy or decay.
Visitors can also enjoy the warm, subtropical temperatures and
usually peaceful skies. Even finer is the planet'’s rich—some
would say intoxicating—breathable atmosphere of nitrogen and
oxygen. Humans live happily on Bluefall's surface, without the
need for filters, masks, or e-suits.

FLORA

Flant life blankets Bluefall, both above and in its waters. Ex-
tensive botanical studies have catalogued and analyzed over
two million separate plant species. Many of Bluefall's phyla re-
semble lifeforms familiar to humanity. Unfortunately, despite
the similarity that Bluefall's climate bears to that of Earth’s, the
alien biology is not completely compatible. Initial attempts 1o
eat untreated plants met with disaster, as many of the first im-
migrants didn't heed the warnings of the scientists who had
surveyed the planet. The waves of sickness that passed
through the colony in its early days serve as a reminder that,
even in this paradise, assumptions prove dangerous.

Flag of the Regency of Bluefall

The largest source of plant biomass lies in the oceans, Near
the surface, great beds of kelp and plankton flourish. Processed
kelp and plankton have more than doubled the volume of Blue-
fall’s food supply. Surrounding the islands are great kelp farms,
niow cared for and regularly harvested by Bluefall's inhabitants.
Kelp farming has become an industry that employs more than
a million, and the bounty of food has allowed Blusfall to export
its unique cuisine to worlds outside the Aegis system.

Deep below the surface, instruments report other species of
plant life that thrive without sunlight. This deep vegetation har-
nesses Bluefall's abundant geothermal energy to survive, along
the trenches of the ocean floor. The depths these plants prefer
make the prospect of harvesting difficult, although Regency sci-
entists are learning to grow the deep vegetation in an artificial
environment. If the experiments wark, plants that feed on the
infrared spectrum may nourish many human settlements.

The scarcity of land hasn't prevented plant life from taking
root. The sandy soil doesnt offer much purchase, and most
growth is limited to grasses and light undergrowth, True trees
are rare, limited to the largest islands. Bluefall's light gravity
does allow its few trees to grow taller than elsewhere. Ironi-
cally, the sparse trees have reinforced Bluefall's image as the
planet of tropical islands.

Attempts to introduce alien plants have met with little suc-
cess. Most foreign flora introduced to the Bluefall binsphere
dies in @ matter of days. Tests have confirmed that the life na-
tive to Bluefall doesn't interact well with the new arrival; it's dif-
ficult for the new plants to adapt to a saline soil. The Regency
government has given up the practice, choosing to process and
treat the native plants so that they become edible to Bluefall’s
sentients, Most of Bluefall's island inhabitants follow the He-
gency’s example. To date, the Regency government has been
generpus with the stellar nations as they build their own
colonies. The Hegency provides botanists and other experts to
assist colonists in crop selection, growth, and harvest,

Only Filtrane Island has rejected the ‘going native® ap-
proach. After burning or eradicating all life indigenous to Fil-
trane, Thuldan scientists found it easier ta support a hiosphere
of species alien to Bluefall. While the island now requires con-
stan! maintenance to preserve the purity of its biosphere, Thul-
dans of Filtrane can feel at home in the familiar environment.
The radical measures employed on Filirane make it unlikely
that the practice of importing an entire ecosphere will spread
beyond this location.

FaunNnA

As might be expected, Bluefall’s lush vegetation feeds a diverse
variety of animals. Most native species are marine: mallusks,
other invertebrates, and fish. Individual species possess fea-
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Concorp DEPUTY DOR

Level 8 Human w [hu Agent)
STR 10 INT 10 o
DEX 8 (D] WIL 10 )
CON 8 PER 13
Durability: 9/9/4/4 Action check: 11+/10/5/2
Move; sprint 18, run 12, walk 4 #Actions: 2
Heaction score: Ordinary/2 Last resorts: 3
Attacks -
Unarmed S/2/1  dds/dd+is/dd+2s LI/O
Defenses
Armar: none (LI}, none (HI), none (En)
Skills

Athletics [10]; Vehicle Dperation [9); Stamina (9]; Businass
[10]; Law [10)-Hegency law [13]; Bnowledge [11]-com-
puter [12), language: Standard [14); Administration [10]-

(12|, management [11]; Awareness (10); Cul-
ture: [13]-diplamacy (22], : Aegis (18], Deception
[13); Interaction [13]|-bargain [14], charm {14], seduce [15];
Leadership [13]-inspire [15].

Gear
Microcomputer with hiokey; formal clothing; cigarettes;
lighter; psi-detector; brisfcase.

The 2499 assignment of Nur al-Haq to a position of impor-
tance in the Aegis delegation was something of 2 mystery.
While he had proven himself capahle in more than one in-
stance back in the Stellar Ring, the native of planet Concord
hndlmtcalshmfadhiaaﬁﬂahirﬂ:dwwhmhammvmm
ders to depart for Bluefall While many inhabitants of 0ld
Space consider the Verge a provincial backwater, the Galac-
tic Concord has made ifs consideration of the frontier's im-
portance clear. Aegis is #is most imporiant assignment in the
region, and the competition to be assigned to Bluefall's
shores is understandably intense. The well-known beauty of
its sunny heaches doesn’t hurt its popularity amang the po-
litical classes, either.

PReceiving the ambassador's post despite being a relative
newcomer has given the young al-Hag quite a reputation as
an ambitious, subile schemer, He has done nothing to dispel
the aura that surrounds him. He knows his current position

is a result of his once intimate relationship with Karel
Dmlsmkn a Concord minister assigned to the Committee
on Verge Integration. At first, the Verge was simply a place
ufadmhn*eanﬁaxﬁtmnmtﬁ;ﬂnrhismmdnqehlsahaﬂa
Errioc (Hi/Concord/DT0-7), a Concord Administrator, al-
Haq devoted himself to fulfilling the high demands of his of-

. He's also desperately afraid of Minister Denisenka's
spiteful vengeance; fronically, she's completely forgotien his
existence,

Nur al-Haqg is a tall man with black hair and olive gkin
who projects an air of confidence he doesn't always feel. He
has a fondness for well-tailored gray or black suits because
he thinks they make him look distinguished. In fact, to maost
onlookers, the overall effect is to make the young diplomat
resernble an undertaker.

tures unknown to previous human experience, but the roles of
most phyla have been duplicated in Bluefall's oceans. Large
schools af small fish seem mare common than truly massive
individual ones; the largest fish discovered to date, measuring
seven meters, was caught by a trawler off the coast of Hughes
Island, then released after study by Regency marine biologists.
Mollusks and radial invertebrates have grown {o greater size,
but these don't threaten Bluefall's many amateur divers.

Plankton serve as the primary food source for sea life, and
tens of thousands of species of fish exist, including odd Iocal
taxonomic categories such as the turtle fish, ray fish, and sting
fish, all not found elsewhere. Moore's sharks, named for their
discoverer, are unguestionably the most dangerous marine
predator, greatly feared for their ability to attack in unison with
toath and mental attacks. With the possible exception of the
deepfallen, no pseudomammalian sea dwellers have been
found on Bluefall.

Terrestrial creatures are rare and highly specialized, in-
cluding the reptilelike herbivores and scavengers populating
most of the larger islands, Herbivores outnumber carnivores
by a factor of 20, and most Bluelall carnivores prefer scav-
enging over hunting.

Fliers are even rarer, with variation restricted to true flying
creatures: two fish species and a single species of featherless,
pterodactyllike birds. The water-borne fliers are Bluefall's Voli-
tus piscis, or "flying fish” The other flier is the sunsparer, a
predator that usually avoids humans. The sunsoarer is a four-
legged, winged reptilian that inhabits Bluefall's numerous is-
land lagoons; as the number of humans on Bluefall grows, the
sunsoarer’s natural habitat is diminishing. Attacks by sunsoar-
ers defending their territary have become more common.
Many xenohiologists find the planet’s lack of hird species sur-
prising, given the planet’s mild gravity, but the birds introduced
by the Thuldans on Filtrane have shown no inclination or ahil-
ity to spread beyond that island.

Cook’s Guide to Open Space laments that explorers fatled to
find more worlds like Bluefall. Ever since the planet was sur-
veyed at the start of the 24th century, its climate has been the
subject of praise by travel agents, Orion soldiers, and poets.
Even the venerable Liad Cook (Hm/Orion/NF) eventually guit
cataloguing planets and retired to Hughes Beach.

Since the encyclopedia entry, the original colonists have
been replaced by new immigrants from the stars, but the cli-
mate is unchanged. Near the equator, a wide band of Bluefall
remains fropical throughout the year. Smaller bands of sub-
tropical and temperate zones extend out toward the poles.
Polar ice caps form during the cold season, but melt off with
the return of summer.

Precipitation is moderate throughout the year. Most of the
islands, cloaked in humidity, experience mild rain showers dur-
ing the late morning or early afternoon. The rain is impartant
to the few land farms, but the harvest of freshwater is sven
more important. But the daily rains are just the puny relatives
of Bluefall’s great summer ocean storms.

The ocean storms are rarely mentioned in the travel
brochures, but every decade or so, hurricanes wreak havoc on
Bluefall, especially non the smaller islands. The waorst hueri-
canes have forced the government to evacuate civillans to He-
gency Island, whose fortifications are strong enough to
withstand hurricanes. During the half-dozen worst typhoons
since Bluefall's resettlement, the Hegency government island
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has housed as many as 10 million citizens of Bluefall for up to
six months while reconstruction takes place. Not surprisingly,
predicting storms and hurricanes is a respected pastime for
scientist and layman alike.

The idyllic conditions influence all facets of life on the
planet. While tourism helps the Bluefall economy, Bluefall’s
value to the Verge is much greater than a simple resort desti-
nation. Bluefall's friendly climate catapulted the Verge from a
little-known frontier at the end of the galactic arm to a place of
interest for most, if not all, of the stellar nations. Bluefall be-
came the base for exploring the rest of the Verge, the home to
which the explorers could return.

Given the minute land area and the salinity of the planet's
oceans, it's no surprise that sources of freshwater on Bluefall
are few and far between. Inland lakes provide some water, as
do rivers. The populated and developed islands use carefully
constructed reservoirs and dams to tap as much rainfall as pos-
sible. The newest approach involves gigantic plastic water nets
that collect rainfall before it reaches the ocean. The fragile nats
are easily damaged by heavy storms, lightning, and sabotage.

Despite fresh water recycling, redirection, and collection ef-
forts, it's still not enough, Less than a fifth of Bluefalls own
water supply comes directly from freshwater sources. Blue-
fall's large population and the need for additional water else-
where in the Verge create the need to harvest the abundant
walter both fram the oceans and from the air.

Desalination facilities provide 85% of the planets water
production. The process of removing salt and heavy minerals
from water has become a great science on Bluefall. The prin-
cipal method is flash electrodialysis. Powered by efficient mass
reactors, a powerful current of electricity is passed through salt
waler in a holding tank, tearing the sodium and chlorine ions
out of the water. Freshwater is the result, Other desalination
methods include reverse osmosis and distillation. All of the
major islands use desalination plants of one kind or another,
but only Regency, Filtrane, Hughes, and Jort have the industrial
capacity to exparl water in quantity.

As the demand continues to increase, desalination planis

have gained new competition. As the skyline of many Bluefall
settlements attest, moisture farming is a popular alternative
method for harvesting fresh water. Relying on simple princi-
ples of condensation, cooled moisture rods rise into the air and
capture water vapor directly from the atmosphere. Tall pipes
convey the water into the buildings below; their height conve-
niently keeps the water under pressure. To date, most moisture
farming is limited to small settlements and consumer use.

Through all of these methods, an estimated 304 trillion
liters of water are produced each day. A third of this volume
leaves Bluefall for thirsty colonies elsewhere in the Verge,
never o return.

AcriM DesanuivaTion Faciumy
Located on the easternmost edge of populous Hughes Island,
the Acrim desalination plant produces the largest volume of
drinkable freshwater of any industrial facility. It's certainly the
largest in the Verge, and perhaps the largest such facility in all
of explored space. An engineering marvel, the Acrim site pro-
vides almost a tenth of the freshwater produced on Bluefall-
maore than 30 trillion liters a day. The desalination plant takes
up more than 10 acres of precious land on Hughes Island, but
no one bagrudges the use of the land. Hecent expansions to the
site have extended it farther into the surrounding bay,

The facility, like the independent corporation that owns and
operates i, it is split into four divisions. The actual desalination
plant lies on the coastal side of the Acrim facility. Within it, as
the public relations slogans say, the magic happens. Powerful
pumps draw in seawater at a terrific rate. In one of three five-
story buildings, the water is pooled in a gigantic freestanding
water tank reinforced by gravitic stabilizers and mass neutral-
izers. There, Bluefall's brackish ocean water is transformed
into freshwater and piped to the export division.

The corporate export division moves the water all over the
planet and throughout the Verge. From the west wing, numer-
ous pumps drive the water either into the Hughes Island pipes
or onio cargo vessels that carry it to other worlds. The south
wing of the facility is devoted to research and development.
Finally, the center of the operation is a 12-story building hous-
ing Acrim’s administration division where Claris Acrim (Hi/
Solar/DT0-5) oversees her grand creation.

The facility has just entered its tenth year of operation.
When it was originally constructed, many analysts predicted
that Claris Acrim had constructed the next Olaris dam—in other
waords, a useless plece of overpriced engineering. The project
demanded more than 10,000 engineers and workers. At the
time, the population of Bluefall was at 200 million. Put simply,
neither Bluefall nor the Verge needed the Acrim project.

In retrospect, Claris Acrim seems a brilliant visionary. With
the return of stellar nations and a new flood of colonists, bath
Bluefall and the Verge need Acrim’s water. Since 2497, more
than a billion sentients have found their way to the Verge.
Acrim’s investment led more than a few to wonder whether
she somehow heard about the end of the Secand Galactic War
before the rest of the Verge, The rumars of Acrim’s Old Space
connections have never been substantiated, and the company
continues to operate salely and ethically.

The Acrim facility has kept abreast of the latest advances in
civil engineering. Like most desalination plants on Bluefall,
Acrim relies on flash electralysis. Acrim laborataries, located
nearhy, continue research into an easier way to produce fresh
water. If an easy method is discovered, the Acrim labaratory
could destroy its parent’s profit margin. It's an interesting con-
flict of interest.



CoMMANDER, REGENCY IsLAND

Leval 8 weren Combat Spec

S5TH 14 (+2) INT 10 0
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CON 12 PEH B

Durability: 18/18/8/9 Action check: 13+/12/6/3
Move: sprint 22, run 14, walk 4 #Actions; 2
Reaction score: Ordinary/2 Last resorts; 1

Attacks
Unarmed-power 16/8/4 d4+2w/d4+4w/d4+2m LI/D

Defenses
Cerametal armor: d6+1 (LI}, d8+1 (HI), dB (En)

Skills

Armor [14]-combat [18/; Athletics [8]; Unarmed [14)-
pawer [16]; Modern [B]-rifle [11); Stamina [8)-endurance
[10]: Knowledge [11}-computer [12), language: Standard
[15], language: Weren [15]; System [10|-sensars [12,!

weapons [12]; Tactics [10}-infantry (12] vehicle {12} space

fIé[;Mxnmmim [10]; Awareness [10]; Intm-acuun [11]);
Leadership [B]-command [12].

Gear
Uniform; computer gauntlet; comm gear; X30 with recent
briefings.

In 2459, when he was 15 years old, Kalden of Hurg leff Or-
Iﬂnmnpnmtn}ﬂnlheﬁﬂdsbmﬂnry&mdamv,mm
Orion military institution on the planet Ericis, Inspired by
tales of glory on the Austrin-Orion border, Kalden wanted
nothing more than to sarn fame and honor fighting in the
Second Galactic War. At the academy he mastered the use
of human technology. It was also at the academy that
Kalden met his mentor and idol, Christopher Hale.
~ Hale's enviable battlefield prowess attracted Kalden’s no-
tice, and becoming a member of Hale's inner circle of
friends changed Kalden's destiny forever. Hale spoke of
honor and dignity—and the need for peace. Kalden found his
outlook changing quickly. And when academy officials put
Hale under arrest, it was Kalden wha led his rescue. Kalden
joined the exodus out of the Stellar Ring, taking a privileged
place by Hale's side as they journeyed to the Verge and o
the Aegis system. There wasnt much fighting, but the
never-ending task of overseeing the migration of 5 million
sentients kept Kalden busy for years
Lumad!ajalvnﬂarmnﬂﬁngﬁlua!aﬂmﬂ-mbushlnnﬂa-
gency Hall, Hale charged Falden with the de-
fense of the island. It's a post that the 57-year-old weren has
filled with distinction, though rumars regarding his recent
betrothal to Ralaza, a weren who maintains her Orlamu cit-
izenship, made some question his loyalty to the Hegency.
Kalden's spirited defense of the island against Thuldan ag-
gression in 2498 quelled any remaining doubts regarding
his loyalty, His devotion to the Regent is absolute. 5till in his
prime, Kalden is expected fo stay in his current position for
Kalden keeps himself in top physical shape with daily

At 1,153,732 square kilometers, Hegency is the largest of Blue-
fall's islands. Three shield volcanoces, now dormant, raised the
landmass from the ocean depths. The largest of these volcanoes,
Mt Tribane, rises 6,745 meters above sea level It towers aver
its neighbors, Mt. Hekla, at 4,342 meters and Mt. Bohn, at 2,542
meters. Together, the three broad mountains ereated the broad,
flat slopes that make Begency Island the giant of Bluefall.

Hegency Island, if not for its strategic importance, might
have developed into a popular vacation destination like Hughes
Island. The original explorers and colonists recognized that He-
gency Is not only Bluefall's largest island, but also the most
spectacular. The three mountains and winding river have pro-
duced a scenic wonder framed by deep blue seas, plunging
walerfalls, and beautiful flora. In more than one sense, it's the
crown jewel of the Verge. Indeed, Regency Island once served
as a private resort for high-ranking Orion officers on vacation
and Orion officers stationed on Bluefall,

Back then, it was called Tribane Island, after the first Orion
governor assigned to the Aegis system. Governor William Trib-
ane remains famous for his impossible moods and mercurial
temper. Diagnosed with an obsession disorder, he nonetheless
proved an able administrator, and his famous invitation to
allow unrestricted immigration was a strake of genius—even
though it complicates Bluefall's paolitics a century and a half
later. Before taking his own life in 2347 Governar Tribane es-
tablished the island as the bureaucratic center of the planet,
and hence all Orion activity within the Verge. Regency Is still
the planet’s capital, and its political and military center.

Much of the island’'s population serves the government in
the bureaucracy, the military, or both. For some, military ser-
vice is among the highest honors a Hegency citizen can aspire
to; for others, service is just a means to fame and fortune. Re-
gardless of a candidate’s motivation, the military’s popularity
allows it to enlist only the most qualified and dedicated. The
Hegency naval and stellar forces are the best trained indepen-
dent forces in the Verge.

By long-standing practice, reinforced by government edicts,
Hegency Island is closed o most visitors, Even Hegency citi-
zens must obtain government permission to set foot on its
shore, Only those with reason to visit—military, government,
and agricultural personnel—-are allowed onto the island. The
tight security proved its value during the Thuldan attack of
2498, While Hale's militocracy may sometimes look for threats
where there are none, even the most populous planet of the
Verge can't ignore the dangers of the frontier.

The towering peaks of Tribane, Hekla, and Kohn form a clas-
sic voleanic chain of descending size, pointing roughly toward
Hughes Island. Weathering by ocean and wind has tamed some
of the mountain slopes and provided the island with flat land
as well as plunging canyon walls

The volcanoes of Regency have been asleep for more than
500 years, according to Orion scientists. The occasional rum-
blings produced by Mt Tribane and other islands in the chain
would indicate that they're dormant, not extinct. At present, volca-
nologists are studying the subsurface volcanic rifts surrounding
Hegency Island in hopes of predicting a disastrous eruption. For-
tunately for the inhabitants, recent studies don't reveal a buildup
of activity. The Begency takes great pains to publicize these find-
ings, which is a comliorting reassurance to the inhahitants
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The island's largest river is the Phlegethon or “flaming” river,
a strange body of water that flows from headwaters near the
island’s volcanic peak af Mt. Tribane. On its way 1o the sea it
winds east and south through the island's best preserved
wilderness and parks. As the river carves out a waterway, it
also changes nature dramatically.

Near its source, the river runs quick. Many small waterfalls
near the mountains keep the river exciting for tourists and am-
ateur sailars. Even more exciting is its high temperature. Geot-
hermal energy heats the river’s upper reaches to a balmy 30°
C, and this heat gave the river ils name. For those lucky
enough to visit Hegency Island, the upper reaches of the
Phlegethon are rightfully a standard stop on any tour.

It seems a different river by the time the Phlegethon winds
past Kiohn on its flat stretch to the sea. Here, the river is cooler
and slower. No longer of much interest to the casual tourist, it
remains a good source of freshwater and provides easy trans-
port to the city. In addition, the river {eeds a canal system that
enables vessels to sail directly into the island’s industrial cen-
ters from the river. Every day, cargo ships loaded with fond
and raw resources navigate the river to provide goods to Be-
gency lsland’s 10 million inhabitants.

REGENCY HALL
Concealed in the shadow of the island's largest mountain is the
island's largest manmade structure: Hegency Hall. The enor-
mous complex of buildings, barracks, hangars, public halls,
record depots, and supply centers has taken its name from the
fact that it also serves as the personal residence of Christopher
Hale and his immediate subordinates,

More impartant, Hegency Hall's offices lorm the seat of gov-
ernment. From the bunkered depths of the island’s comm net-
waork, Hale commands the Hegency government and military.
By extension, he influences citizens, planets, and stellar nations.
An honor guard consisting of a thousand of the planet’s finest
infantry patrols the grounds. While they wear full dress uni-
forms to impress visiting diplomats, the Begent's Guard is also
an elite unit expected to provide the last line of defense in the
event of attack.

The heart of Hegency Hall is composed of maore than a
dozen buildings that together form the apparatus that leads the
Hegency. The pldest buildings form a complex called the Office
of the Hegent, built into the northern slope of Mt Tribane itselt
About a dozen staries tall, the Office contains Hale's living
quarters and his offices. While he has been the subject of
dozens of holofilms, Hale surrounds himself with relatively few
luxuries. The Spartan, military-style quarters he lives in make
him even more popular with his troops and the population at
large.

The Office of the Aegent is not just an executive residence.
It is also a bureaucratic and decision-making center, full of
meeting rooms and chambers for public ceremonies. Behind
the scenes, the Office is fully equipped with satellite links and
land lines to various government centers on the island, in orbit,
and undersea. Hale confers with his advisors and subordinates
in the Dome of the Admiralty, at the top of the structure and
with a view over both sea and mountain.

The Office also reaches almost a kilometer into the moun-
tain rock. Here, the better protected half of the Office houses a
full command and control center where government officials
can issue orders to any Hegency military asset in the Aegis

system—or beyond, using Nectaris Station’s drivespace com-
munication relay. To date, the equipment buried within Mt. Trib-
ane has seen use only once, during the Thuldan attack of
2498.

Three {ortified bulldings adjacent ta the Office are devoted
to the Hegency Army, Stellar Navy, and Sea Navy, The gener-
als and admirals who command troops and vessels issue their
orders from these three huildings, sometimes called the He-
gency Triangle. Each Secretary has an entire floor within the
walls of the Triangle as well as a smaller office within the Df-
fice of the Hegent.

Also within Hegency Hall are the instruments of bureau-
cracy. Ministries of trade, commerce, transpartation, labor, en-
ergy, education, and diplomacy each have their headquarters
within a kilometer of one another. Surprisingly, the proximity
of the various Hegency power bases has fostered an esprit de
corps rather than friction.

SigMaA ONE
The starport and headgquarters of the Regency Stellar Navy
rests inland, near Mt. Hekla. Only paval personnel, naval con-
tractors, and escorted guests are allowed on the Sigma One
premises; base security is maintained by a detachment of 200
Hegency marines.

Sigma One is the nerve center for all Hegency military op-
erations in the Aegis system or beyond. More than 200 land-
ing pads and hangar bays allow more than half of the Regency
Stellar Navy to land at a time. The hase also provides satellite
and ship repair, a munitions dump, and a security zone for for-
eign dignitaries. These VIPs land under protection before being
whisked away to Hegency Hall

Fully half of the Stellar Navy's ships date back to the voy-
age from the Stellar Hing. Anather third, maostly patral vessels,
were constructed in Bluefall's small shipyard facilities. The rest,
including all of the Navy's largest craft, were constructed out-
side of the Aegis system—mostly in the established shipyards
of Alaundril.

SigMaA Two

The Sigma Two military installation lies almost 400 kilometers
away from Sigma One, on the island’s western coast near the
mouth of the Phlegethon River. Sigma Two is the primary base
for the Hegency Sea Navy. Although admirals navigate from
desks back in Regency Hall, the operators who do the work at
Sigma Two are the real strength of the navy. Eight major piers
extend out into the sea, and at any given moment more than
two dozen military vessels can be found in port. Some of these
await crews or orders, and some are always being refitted and
upgraded in the Navy’s five drydocks.

Adjacent to Sigma Two itself are the naval shipyards that
construct the Regency’s naval craft, To maintain its superiority
and state-of-the-art readiness, the Hegency orders the con-
struction of six to ten new vessels every year. And since many
ships take two o five years to build, more than a dozen ship-
yards are kept in constant operation. The construction services
are privately owned, but they are all supervised by the officers
of the Sea Navy.

The Sigma Two base is ohsessed with security; its sentries
take no threat lightly. Hundreds of pillboxes, batteries, and for-
tifications encircle the docked naval vessels. Fishing and kelp
farming are forbidden within a 50-kilameter radius, Fifty or
mare Navy craft maintain a defensive perimeter about 20 kilo-




meters from shore, and another dozen ships patrol the waters
immediately surrounding Sigma Two. Ships and aircraft tha
don't heed the orders 1o leave the island’s waters are fired
upon and destroyed.

HuGcHES IsLAND

Mt Hughes and the surrounding island rest a short B00 kilo-
meters northeast of Regency Island; in fact, Mt. Hughes is part
of the same volcanic chain. Like Hegency, Hughes Is claimed
and owned by the Hegency government; unlike i, Hughes is a
free island. Visitars, merchants, and foreign diplomats are wel-
come to visit or live on Hughes. Those willing to pay a nomi-
nal fee can become permanent citizens of Bluefall,

Even from low orbit, it's easy to distinguish Hughes Island
and its neighbar. Not only is Hughes smaller by half, but its
long, spindly shape contrasts with the rectangular Hegency Is-
land. The island measures 780 kilometers long, in slow curve.
It averages 110 kilometers wide, and has a single volcano, Mt
Hughes, the most active of the Begency volcanoes. The vol-
cann’s outgassing and occasional rumbles make it a popular
destination.

The island’s greenery and its long beaches have made
Hughes a resort-filled paradise. For sightseers, Hughes is the
ideal place to enjoy the best the frontier has to offer. The surf-
ing on Hughes's beaches, both natural and gravity-assisted, is
amang the finest anywhere. With the glut of temporary resi-
dents, the island’s shores glitter with cornmercialization. Mer-
chants compete to profit from the arrival of each shipload of
newcomers. Guides and tour agencies greet each shuttle as it
lands at the Del Christo Spaceport.

Resorts, hatels, and altractions such as the Submarine Park
and Volcano Mountain advertise fiercely. The Hegency govern-
ment rakes in the tax revenues of tourism, but it in turn rein-
vests much of the revenue in services that keep Hughes
popular, Modern spaceport facilities, dependable skylanes and
air traffic control, and a well-funded infrastructure go a lang
way toward making demanding visitars from the first worlds
of Old Space happy. For many of these wealthy, soft-skinned
aristocrats, Bluefall is the only place in the Verge worth hon-
oring with a visit.

The overcrowding on Hughes can’t be completely attributed
to its guests. About 200 million Begency citizens live and wark
on Hughes, The dearth of land means that most of them live in
condominiums or in skyscraper cammunities, Most of these cit-
izens avoided direct service to the Hegency government or mil-
itary. They work in Bluefall's industries: desalination and
chemical engineering, aquaculture, or plastics and petroleum.
The Acrim desalination plant on the island’s eastern shore is
the largest.

As the largest Hegency-owned island open to the public,
Hughes is the center of Bluefall's economy. Most corporations
native to Bluefall have headquarters on Hughes, and the Verge
Stock Exchange can be found here. Recent advertisements
hoast that Hughes is no longer the place for businessmen of
Bluetall to do business; it's the place for businessmen of the en-
tire Verge to do business.

Hughes' interests are further divided by the needs of the Re-
gency government and the diplomats. The state department has
its primary offices here, and Orion Way—the ambassadors’ row—
is filled with consulates of every stellar nation. Important closed-
door negotiations often move to other islands, but on Hughes the
ambassadars attend frequent informal meetings with one an-
other. As part of its efforts to foster peace, the Concord encour-

ages the ambassadars to keep lines of communication open.

For all this sunny splendor, the final group to make its home
on Hughes darkens the island’s charms. Organized crime finds
the wealth of the residents of and (espedially) the visitors to
Hughes [sland impossible to resist. Petty criminals can make a
living through robbery, preying on the steady stream of
tourists. More sophisticated rogues enjoy the oppertunities for
fraud. Finally, malfeasance on a grand scale influences Blue-
fall's politics. More than one stellar nation has enlisted support
from illegal sources. Hughes is one of few places where Verge
criminals can make a career.

Fortunately for the law-abiding islanders, the criminal
groups operating on Hughes have been partially suppressed.
Regency law enforcement uses a military code of justice that
doesn't leave any apportunity for legal trickery and doesn’t tol-
erate repeat offenders.

MNMORTH BEACH

Hughes's longest beach stretches for 100 kilometers along the
island’s narth face. North Beach is the center of the tourist trade,
and its balmy waters are devoted to relaxation and recreation.
Sailing is especially popular, thanks to a public navigation net
that allows even amateur sailors to find their way home. Grav-
assisted surfboards allow surfers o soar 12 meters into the air
Weekly surf team competitions draw a huge holo audience, At
the same time that grav-surfing soars, freehand surfing has
gained popularity as well, Finally, despite several deaths each
manth due to Moore's sharks, diving remains popular among
tourists, much to the consternation of many locals,

The long stretch of developed coastline is divided into pub-
lic and private beaches. Wealthy urbanites consider It a status
symbal to own a villa along the hilly shore, even if they don't
live there more than a week or two each year. Celebrities fram
the holofilm industry enjoy the climate as well, as the hames of
Andrea Ceapure, Jack Everstar, Taizo Shirai, and Marybelle
Kezcus attest.

While the high price of real estate on North Beach denies
the average citizen a home or summer house on the shore, it
has not prohibited the construction of hundreds of hotels. Serv-
ing foreign dignitaries from Old Space as well as family vaca-
tioners and even petty thieves looking for a nice place to hide,
the hotel resorts of North Beach do a brisk business.

JusBiLEE RESORTS

The luxury hotels on Bluefall should be no surprise; Orion hos-
pitality has always been among the finest. The first Jubilee He-
sort opened its doors in 2346, 30 years after the system's
exploration. In 100 years following, the Jubilee Corporation
opened another 24 haotels on Hughes [sland. Jubilee Hughes, as
the first hotel became known, has suffered only a single inter-
ruption of operations since its opening—the hotel's guests, staff,
and management disappeared along with the rest of the popu-
lation in 2452,

Twelve years later, Jubilee Hughes reopened its doors. A
former restaurateur, Malcolm Doncaster (Hm/Orion/NP), paid
8,000 Orion dollars to the Hegency for the hotel. Today, Jubilee
Hughes tharges that much for a single night'’s stay. The return
of the stellar nations threatened the Doncaster monopoly, but
the Jubilee Corporation wisely negotiated a settlernent. In ex-
change for a percentage of the profits, Doncaster kept the hotel
and its famous name. The Juhilee Corporation reopened many
resarts that had lain dormant, using the fine reputation that
Doncaster had built
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VERGE STOCK EXCHANGE

The Verge Stock Exchange, or Vessy, is the only stock ex-
change on the frontier, as well as the largest commodities ex-
change. Every business day, the stocks, bonds, and options of
more than 3,000 corporations are traded on the market floor.
The Vessy is a rough market, and newcomers are warned that
the sharks of local industries don't always play nice. Insider
trading, for example, is a fact of life. About the only restriction
is the responsibility of corporations not to deceive their share-
holders. How shares are traded and how the Vessy's broker-
ages operate is largely unregulated.

As a result, the brokerage business on the Vessy is hoom-
ing. While it was once known as the Bluefall Stock Exchange,
now investors and corporations within 100 light-years come to
make fortunes and fund their ecanomic empires. For the aver-
age citizen, It's easy to Iose a fortune, and even long-term in-
vestors have to be wary. Whole businesses, entire economies,
can dry up on short notice. Hestdents of Verge systems with-
out a drivesat rely on conservative Investing controlled by a
reputable agency on Bluefall

BasTioN OF LIGHT

Among the consulates of the stellar nations along Orion Way
stands a towering church topped by glowing golden towers; the
Bastion of Light of the Church of Humanity Reformation. The
church employs a staff of 100 and is both a mission and out-
reach center for the faith. Humars that the Bastion participates
in Bluefall's complex web of diplomacy and espionage remain
unconfirmed. However, Reformers have been prominent in de-
fusing several high-profile crises lately, and continue to advise
members of the Hegency government, Public sentiment seems
to be on their side,

The Bastion is the headquarters for the entire Heformer
presence in the Verge, and is led by Bishop Kasaya Yoriko,
(Hf/StarMech/DFA11). Yorika has recently been posted here
from the mare stable bishopric of the StarMech Callective cap-
ital of Chance but has ambitious plans to bring the Verge into
the fold. Her mast recent push into the public has come with the
creation of an Immigrant Assistance Center.

OTHER ISLANDS

Mare than 3,000 islands dot the surface of Bluefall. Most show
only a few square kilometers ahove the surface. As a result,
many remain unoccupied, unindustrialized, and largely unused
by the sentients of Bluefall-despite the overcrowded planetary
conditions. The 21 islands larger than 250 square kilometers
are the only ones big enough to support significant cites or out-
posts.

Today, these islands are divided between the Hegency and
the stellar nations. The Regency claims six, including Hegency,
Hughes, and Lenub. Every stellar nation has settled at least one
of the remaining islands; the Galactic Concord, the Thuldan
Empire, and the Orion League are distinguished by owning two
medium-sized landmasses in close proximity. On mare than
100 smaller islands, independent settlers live simpler lives
without the intrusion of spaceships or stellar nations.

FILTRANE

Filtrane demonstrates the strength and power of the Thuldan
Empire. Under the baleful eve of the active volcano Mt. Filtrane,
the Thuldans have claimed Bluefall's second largest island. The

island is divided into five military districts, and military bases
and commanders here coordinate all Thuldan activity in the
sector. Generals and admirals reside in relative comfort on
Bluefall while issuing orders to the Thuldan Verge fleets.

The Empire has eradicated all native Bluefall flora and
fauna from the island. Following standard Thuldan practice, ge-
netically tailored plants and animals—most of them with Terran
pedigrees—have been imported. The conquest of the native life-
formns, while expensive, has been successful. Every few years,
Thuldan bioengineers exterminate the native life on the island.
Thuldans are proud of the project, despite Its high cost. To most
observers, the Thuldan efforts to standardize colonies seems
wasteful; to Thuldans, it's a matter of making the servants of
the Empire feel comfortable and at home no matter where they
travel. Visas to the island are limited, but many Vergers enjoy
the opportunity to see plants and animals that they would oth-
erwise anly know fram holos. Few Vergers ever make it to
Thuldan Prime or Earth.

Following the attack on Regency lsland in 2498, the diplo-
matic staff of Filtrane was replaced. Cynics claim that it wasn't
for ordering the assault, as Thuldan spin doctors report, but for
failing. The current ambassador, Andrew Stolt (Xm/Thuldan/
C5-8), has attempted to repair the rifts between tha Empire and
the Begency. In meetings with Christopher Hale, Stott has
promised that the Empire has no desire to interfere with the in-
ternal affairs of the Hegency government. Thuldan donations to
several local charities and communities of Bluefall have helped
to soften the image of Thuldans as remorseless conquerors. Si-
multaneously, Stott has requisitioned assets from the Empire to
increase military presence on the planet and in the system, de-
spite a Concord request to reduce Thuldan assets in the sys-
tem. Stott's real goals are known only to him and his inner
circle,

SABER

This island was named for its shape, which vaguely resembles
a sword and basket hilt. In 2499, after a year of negotiations
about a Hegency reunification with the Orion League had gone
nowhere, Orion diplomats successfully negotiated for Saber Is-
land. Since then, Orion military and civilian contractors have
hurried to construct multipurpose buildings on the island. Both
hope to cash in on Bluefall’s near-legendary reputation in the
(rion League.

Besides serving as a hase for Orion diplomatic and military
interests in the Verge, Saber has become a highlight of any
Orion's vacation to Bluefall Each year, the long Saber [sland
coastlines compete with Hughes for the title of the best beaches
of Bluefall. Saber’s single advantage is that, at present, it's still
underdeveloped. Away from the masses, Saber Island boasts a
relaxed atmosphere that Hughes can't match.

As for the (rions, they find themselves in an interesting
quandary. Their ties to the Regency are undeniable; Christo-
pher Hale is the classic example, son of a famous League pres-
ident and the older brother of an Orion senator who may be
the next League president. Holofilms dramatizing family re-
unions between Orion and Regency family members are a
popular subject of the Bluefall media. Indeed, many of those
films have been financed with Orion funds. Yet the Orions are
divided on how to proceed. Some press for outright reunifica-
tion, hoping that as the years pass Bluefall's citizens will rec-
ognize its benefits. Others take a maore cynical view, noting the
value of having a “neutral” system in the Verge governed by
farmer Orions.
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The Orlamu Theocracy purchased the rights to Jort sgon after
the Monilor entered the system. Once, the island was home to
a small pre-Vanishing colony. The Hegency naver developed
the island, and the Orlamus hoped to search for evidence of the
Vanishing, Jor's environment is the least polluted by post-Van-
ishing development.

At first, Jort was only an object of study. Orlamu scientists
and priests scoured the island for evidence o support the cur-
rent theories. In turn, the Orlamus developed their own, ever
more exotic {deas about the Vanishing, The popular theory
among the Orlamus on Jort today points to a massive drive-
space accident, They belleve that Drion researchers on Bluefall
were working on drivespace-linked teleportation, Hoth the Re-
gency and the Orion League have denied the outlandish theary.

Today, Orlamu investigations of the Vanishing continue, but
Jort Island has opened to wider resetllement. Orlamu citizens,
always interested in matters spiritual, can’t completely ignore
the physical advantages of their newest possession. To serve
the growing populace, many new buildings, including the Or-
larnu consulate, have been built within the caldera of Mt Jort,
the extinct volcano at the center of the island. Many wealthy
residents have even built homes on the rim of the crater, gain-
ing spectacular views over both the interior of the volcano and
the hill down to the ocean,

The Galactic Concord generally runs its operations from a mo-
bile base such as a fortress ship, a dreadnought, or the Light-
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house. The importance of Bluefall diplomatically and of Aegis
geographically has led the Concord to develop a strategic cen-
ter on Diandes Island. Eventually, Diandes will be home to Con-
cord administration, Concord Marines training faciliies, and a
Star Farce port.

Today, less than a third of the construction is complete, and
Cancord personnel on Diandes live in a chaotic hodgepodge of
tempaorary coftages and shelters. The island's primary perime-
ter defenses and military assets have the highest priority and
should be in place by the end of the year. The Cancord's con-
sulate on the surface was completed in 2499, and t's already
the site of important negotiations affecting all of the Verge.

LENUB

Lenub is representative of Bluefall's numerous smaller islands,
settled but not developed. Clusters of cottages and stilted huts
line the coast. Measuring only 221 square kilometers, the is-
land doesn't attract much interest from either the Hegency or
stellar nations. Independent settlers have lived on Lenub ever
since arriving with Hale's fleet from the Stellar Bing. The total
population is estimated at 22,345. Officially, they're subject to
Hegency law; in reality, they're largely ignared.

While some small islands have been developed by research
foundations or recreation companies, Lenub has become a
spirifual retreat. For the most part, the colonists have rejected
the use of advanced technology. Some, though not all, of
Lenub's populace follow the Hatire faith. They all share a de-
sire to live simply and avoid the plagues of interstellar wars
and planetary conflicts, Their sparse technology is largely old
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and outdated, powered by the energy released by ocean tide,
not a reactor powered by hydrogen fusion or dark matter.

THE OCEAN

Water dominates Bluefall as no stellar nation can ever hope to.
The oceans control climate, weather, and the survival of every
living thing on the planet. For the people of Bluefall, the ocean
provides two staples, food and water. For a few, it can be shel-
ter as well, as the Depth Epsilon undersea city began to prove.
Only the highest mountain and valcano peaks can rise above
the water's surface. Oceanic trenches extend more than 20
kilometers beneath the surface.

The watery depths are anything but featureless. Hidden
from view are mountain ranges, powerful lava flows, and deep
volcanic rifts. Extensive petroleum deposits lurk just below the
seafloor. Life abounds throughout the biome, from the algae at
the surface to the thermal bacteria resting on the ocean floor.
Currents and tides create underwater weather systems at least
as complex as those above,

The oceans represent the future of Bluefall. As the popula-
tion continues to soar with 13% annual growth, sources of
land—especially arable land—are growing more and mare
scarce. The best option is undersea settlement. Already, the Re-
gency government has constructed the first underwater domes
near Regency Island.

Another riskier option has been proposed by terraforming
firms; some of the mast advanced terraformers believe that
they may apply terraforming principles to increase volcanic
activity in a precisely controlled way to raise the seafloor. Un-
fortunately, this technique hasn't been tried before, so Bluefall
would become a test case.

DepTH EPSILON

Only two years ago, Depth Epsilon was one of the Hegency's
crowning achievements, Without the assistance of any foreign
government, Bluefall’s engineers built a sealed underwater en-
vironment on the undersea ridge off Regency Island. While the
stellar nations had corporations devoted to similar projects in
the Stellar Ring, the Regency government began the project on
its own in 2478, almost 20 years before the stellar nations re-
turned to the Aegis system.

It was difficult work, vulnerable to sethacks. The Hegency
probed the ocean depths and learned the best means of build-
ing on the mountainous seafloor. The first three sites were
abandoned after flaws in the design were discovered. If the Re-
gency was fo build ocean cities, the designers and engineers
had to discover methods that could be repeated flawlessly. Ul-
timately, the success story of Depth Epsilon showered everyone
involved with praise. Five thousand applicants from Regency
Island were accepted to join the scientists and technicians liv-
ing in Depth Epsilon.

In August 2500, disaster struck Depth Epsilon. Media re-
ports filled the Grid from corporate boats and helicopters above
the choppy ocean waves. Hundreds of submersibles and
lifeboats rose to the surface. A victim of an underwater earth-
quake, Depth Epsilon was being evacuated; those who escaped
reported that large sections of the underwater habitat had been
flooded. After the three days of rescue efforts ended, more than
1,000 people were dead, drowned, or missing, including most
of Depth Epsilon's scientists and support staff.

Depth Epsilon is a ruined city of the watery dead, a memo-
rial to those who lost their lives. Regency submarines patrol to
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keep away the curious, and its only visitors are a few Re-
gency-sponsored teams. These engineers analyze the causes
and dangers of the Epsilon disaster as the Hegency govern-
ment considers whether to try again.

It's a good lig, and it appears that no one has caught on.

The earthquake cover story was reinforced by graviton
pulses measured on islands nearby, including some indepen-
dent srientists who were conveniently visiting Regency Island
at the time. As for the 5,000 civilians who used o live in Depth
Epsilon, they believe the story; compartments in Depth Epsilon
were flooded to lend credence to the tale. The evacuees be-
lieved they were fleeing for their lives. Only a few candidates
with special skills—almost all of these without a family to
mourn them~were teken aside and briefed before the Epsilon
disaster was staged.

The radical scheme had been planned much earlier. The
faked evacuation was conceived as a response to an attack by
a stellar nation; Depth Epsilon could be publicly destroyed
while the government relocated there during a war. Contact
with the deepfallen changed the timetahle for the contingency
plan, and the purpose of Epsilon itself. Now, Depth Epsilon has
become one of many embassies on Bluefall. Here, the Regency
government has organized its campaign to educate the deep-
fallen and introduce them to the human and sentient cultures.
Almost 1,000 humans and other sentients live in Depth Ep-
silon. Just over 100 of them are deepfallen, representatives of
the culture that lies in the ocean rifts. For the most part, they
live in the flonded sections of the habitat. The human denizens
of Depth Epsilon have resigned themselves to a life that never
allows them to return to the surface. Unmanned supply ships
visit every few months to make sure that the scientists have
what they need.

The true state of affairs in Depth Epsilon is the Hegency’s

most closely guarded secret, and the government is taking ex-
treme measures to keep it secret, The Begency is convinced
that stellar nations, corporations, and greedy individuals would
take advantage of the deepfallen, and Depth Epsilon seeks to
prevent this. The Hegency leaders are determined to forge a
friendship with the new sentient species and similarly deter-
mined {o gain a new ally.

Only a few highly placed officials have been informed of the
actual situation; Hale and his immediate subordinates keep
abreast of developments. Elizabeth lannotti, captain of the Glory
and the first human to make contact with the deepfallen,
spends most of her time on board. Concord Ambassadaor
Mgohan has been informed, and he has to date neglected to no-
tify his superiors in Old Space; a single Concord representative
has been transferred to Depth Epsilon to monitor the situation.
Fortunately, most Begency citizens accept the official version of
events. The crews of naval vessels that patrol the region have
no idea what they're protecting, and the Regency falsifies the
tapes of research tearns making occasional visits to ‘ravaged
Depth Epsilon’

PTH Z.ETA

The Regency’s most ambitious seaborne project began in 2493
with Depth Zeta, While the Epsilon project was doing well, the
scientists and engineers of Bluefall proposed a new way to in-
crease the planet’s living space: submersible floating cities.
Depth Zeta, today still incomplete but operational, is the first of
a series of new urban centers that can relieve the stress of Blue-
fall's exploding population.

The planet’'s powerful hurricanes had already crippled sev-
eral similar projects, so Zeta's designers chose to use the
ocean’s protection. Depth Zeta encloses a city 10 kilometers
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Born Douglas Rerby, ﬂﬂn?ﬁ-wm‘uldﬂamwmﬁvaw
tald by his anetime agent that he needed a stage name with
more pop. Alter temporarily settling on Jack Everstar in
2487, the actor played a single part in Children of Mars, a
low-burget feature about the survivors of the Second Balac-
tic War. The producer could only promise a percentage of

the profits, assuming there ever were any. Without any'

signs of another decent part on the horizon, Jack decided to
give up an acting for a while and joined a group of Concord-
licensad explorers who left the mare cosmopolitan worlds of
the Verge behind and sought adventure in the unknown, A
year later, Everstar returned to Bluefall for a vacation, 8
hammmrniawtumﬁc,dmwmh@u
Jack's destiny changed when his agent caught him at the
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age to an unexplored system. Unknown to Everstar, his
had become a critical success and a cult classic in his lb
sence. Children of Mars was a raving success both in the
Vmanﬂlha&hﬂarﬂmg The disappearance of the film's
Iead had only increased its fame; now that Everstar had re-
turned, he was both rich and famous.
With some regret, Jack put aside his career as a Concord

explorer. After a few manths brushing up his skills on a liye

tour an he starred in a new

ton of holofims for Mask 3 Bauble Studios, begincing with

The Silent Years and The Vanished Colony, two Verge his-
torical epics, Bluefall’s leading man has yet to have a sopho-
more slump, leading four films to blockbuster success, His

current project is rumored to be a sweeping treatment of the

Flight from Ericls, with Everstar (of course) playing the part
of Christopher Hale.
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square, anchored near Hughes Island. While its sluggish move-
ment prevents the city from outracing storms, its protective
dome and ballast tanks allow it to dive up to 100 meters below
the surface. Readying the city requires day-long diagnaostics; at
the end, it fills its ballast tanks with water and slowly sinks.
Once below, Depth Zeta can wait out & storm in comfort. Air is
both recycled and brought down from the surface via snorkels.
Emergency supplies can be brought in via submersible craft if
the city’s stocks run low.

The success of Depth Zeta has led the Hegency to plan a
timetable for three identical models. Construction of the first,
Depth Eta, has begun near Begency Island. By 2508, the
planet’s first four diving cities should be fully developed.

The 50 kilometers about the blue planet are a crowded, chaotic
place. While the Aegis system can't match the maelstrom of Sal
or Thuldan Prime, it is the most populous space of the Verge.
Traffic fills the system. At any moment, more than 1,000 ves-
sels can be found in the Aegis system—maost of them clustered
around Bluefall. Half of these bear Regency registry, whether
military, civilian, or corporate craft. The rest come from any-
where in the Verge or beyond.

If the Stellar Navy fails to spot a threat or fails to keep it out
of the inner system, Bluefall's orbit provides the Regency's next
tier of defense. The orbital defenses have grown even tighter
with the unexplained destruction of the Silver Bell colony at
Hammer's Star. 0f the 3,800 sateliites in Bluefall orbit, hun-
dreds are purely military, including sensor satellites, jamming
safellites, missile platforms, and energy weapon stations. Ves-
sels that refuse to put in at the Nectaris Orbital Station or ac-
knowledge communications from Hegency relays are flagged
as a threat. Regency vessels cloge on the scene and attempt to
identify the vessel by sensor scans and hailing. If a vessel can't
be identified, a barrage of energy weapons and missiles
quickly follows.

The Regency government brought Nectaris back into operation
soon after the Ericis fleet’s arrival on Bluefall. Left with a
shrinking crew and nothing but silence from the Stellar Hing,
the few Orions left in the system had largely abandoned the
station. To Hale's military, however, Nectaris was vital. As a
home to millions, Bluefall had to be protected. Today, the Nec-
taris Orhital Station again serves as the clearinghouse for vis-
itors to the Asgis system and Blusfall. Newcomers are directed
here by satellites scatterad throughout the system.

Once they've docked at Nectaris, visitors are welcomed to
Bluefall by Regency officials. Tourists and visiting businessmen
are typically given a visa that allows passage to any public is-
land; national officials aboard Nectaris can authorize access o
the various national islands.

Mpst visttors pay a nominal fee to dock here and take a
shutile down to the surface. Most shuttles make their way di-
rectly to Hughes Island; not only does this boost the planet's
transpartation nel, but it also helps the military by carefully
channeling all extraplanetary travel. While they wait, visitors
can visit many luxurious sstablishments. I a visitor wishes to
avoid planetfall, three hotels on the station offer lodging and six
restaurants offer dining with a spectacular view.

The Nactaris shipyard facilities can repair most malfunc-
tions, It's not 8 complete ship construction yard, however, and



Nectaris forwards the most damaged vessels to the Alaundril
shipyards in the Tendril system. Larger shipyards exist on
Hughes and Hegency Islands, but theyre usually devoted to
private contracts; they also require that space vessels navigate
the atmosphere. The station’s business syndicate pays the He-
gency an annual fee for service and thus avoids competing
with a state-sanctioned public facility.

Nectaris sells drivespace communication services to every-
one in the Aegis system and beyond. From the slation, mes-
sages can be sent to Tendril, where they're routed to the Stellar
Ring or ferried to nearby systems. They can also he sent to
Hammer's Star at the edge of the Verge. Naturally, a strong
courier business is based around Nectaris, carrying drivesat
messages to the many outlying systems that do not have a dri-
vesat relay of their own. Merchants fill their cargo bays at
Bluefall, and they often take the time to load their computers
with message traffic as well. The Concord licenses all couriers,
and rejects criminals, While it's tough to make a living in the
message service, it can turn a marginally profitable run into a
warthwhile venture,

The Concord has made reliable communications a priority
in the Verge, and the Concord Communications Commission
(CCC) has offices shpard Nectaris to prove it, Bluefall’s obsn-
lescent Grid worries many, and the Concord Is rightfully con-
cerned about the reliahbility of a Regency-controlled network.
The sharply increased message traffic since 2496 has placed
new burdens on communications, and Concord technicians are
abpard to ensure that the station operators maintain the dri-
vesats properly. Concord Administrators guarantee that mes-
sages are delivered without interference.

MELAS STATION

The Concord's Melas Station functions primarily as a listening
point for Concord assels in the Aegis system. The Concord sta-
tions as many as a dozen cruisers within the system, awaiting
orders that will take them on missions throughout the Verge.
The Marshal Ngombe and the Revealer, the Concord’s two
dreadnoughts assigned to Verge patrol, are a common sight.

Melas Station is manned by 300 Concord officers and citi-
zens. On occasion, it serves as a conference point for ship cap-
tains and force commanders as they are briefed by Concord
military and diplomatic staff.

REDCROWN

Redcrown is not an inviting giant. Probes into its atmosphere
reveal nothing aftractive beneath the red planet’s surface, and
Redcrown's poisonous fumes and crushing pressure are no
friend to humanity. Yet its hydrogen, helium, and rarer noble
gases make the construction of a gas mine inevitahle.

Both the Orlamu Theocracy and VoidCorp have negoti-
ated with the Hegency and the Concord and secured the right
to build collectors in Hedcrown's upper atmosphere. Void-
Corp construction is already under way on an equatorial site,
led by PI794 34NUW (Wayne Baily) (Hm/VoidCorp/DFA-7).
Orlamu plans for a site near Redcrown’s southern pole are
nearing completion, with an estimated operational date of May
2503. Both operations must pvercome Redcrown's intense
magnetic field and the terrible storms of charged particles the
field creates. While the gas giant has room for dozens or hun-
dreds of gas collectars, the first few years of mining will de-
termine their long-term success.

ReEpcrROWN’s RINGS

The ring structure around Bedcrown isn't as spectacular or de-
veloped as the famous anes in the Delta Taurus in Rigunmar
space or even those of the Sol system. Whal makes the rings
unique is their distorted shape. Hedcrown's rings are full of
metals and charged particles that form a secondary ring run-
ning almost perpendicular to the primary ring about the
planet’s equator. Hedcrown's magnetic field forms this smaller
ring along the flux lines between its north and south magnetic
poles.

The rings’ trace minerals have yet to attract significant
prospecting; a small group of independent traders have made
a marginal profit by harvesting charged particles—energy—
from the secondary ring. Most inhahitants of Aegis appear con-
tent to enjoy Hedcrown's unique beauty and leave the mining
to someone else.

RepcrownN’s MoonNs

Ten moons circle Redecrown, but most are featureless iron
rocks, covered with craters. Nevin was the first to be mined,
with platinum rmines dating back before the Vanishing. The
planetoid contains a wide variety of metals, primarily copper,
chromium, and platinum. Platinum, essential to refractioning
processes, Is vital to Bluefall's petroleum industry. Private cor-
porations control the Nevin mines, as well as those on Nos-
redna, Heiso, and Aocho. Each contains rich mineral deposits
and has been exploited by the Regency.

Other mines have been established by the stellar nations,
such as the Orlamu Theocracy’s' titantum mine on Nirb and the
VoidCorp base on Vomisa. Since the base isn’t operational
yet, many wonder whether VoidCorp actually intends to de-
velop Vosima's resources, or just hold the rights for future use,

The Galactic Concord has claimed Krale, a small moon in
the lowest orbit. The original Concord plans proposed that
Kralc become the starport and ship repair facility that Jetsam
never hecame. Unfortunately, the strain on Concord resources
has prevented anything more than prospecting. The current
timeline for construction delays work on a Concord station until
2505. Until then, the Concord employs prospectors and sur-
veyors to chart Bralc's surface.

Haeh and Avob remain unclaimed and uninhabited.

Lhop, the outermost moon, is largely silicon and carbon.
The Thuldans have dug into Lhop with enthusiasm, building
fortifications. The small starport has been crowded with Thul-
dan military ships—three cruisers, six destroyers, and more
than a dozen frigates and smaller crafi-but the Empire’s sol-
dlers have yet to construct anything of economic value,

JETSAM

Jetsam is an unremarkable chunk of rock and frozen water. In
another system, Jelsam's ice might be a valuable commodity,
but Bluefall’s oceans have devalued Jetsam utterly.

An abandoned base built by the ariginal Orion colonists is
the only artificial structure on the planet's surface. The Orions
intended the base o serve as a starport and ship repair facil-
ity for ships making a quick passage through the Aegis system,
as unimaginable as the idea of not enjoying Bluefall's pleasures
may have been. At present, no plans have been made public
for }tltslrecunstmcﬁun or the establishment of a second Orion
foothold.




FLOTSAM

etsam’s only moon, Flotsam is a tiny sphere of frozen methane

held in close orhit about its parent. Hemarkably, though it lacks
a protective atmosphere, Flotsam’s surface is almost com-
pletely devoid of craters. The few craters that have been found
all date back less than a century. The most popular theory is
that Flotsam was & rogue asteroid, captured recently when it
passed too close to Jetsam. Other scientists hypothesize that
volcanic action raised the moon's surface temperature in the
recent past, allowing a flood of liquid methane to erase older
craters. For years, scientists interested in studying the moon
petitioned for Regency funding. In 2498 the Hegency granted
the request and built Research Station Echo.

The most unusual explanation of Flotsam's smooth surface
has been proposed by Hatire missionaries. These missionaries
established a colony on Flolsam a year after the Hegency and
conducted their own inguiries. After a few months, the Hatire
announced that Flolsam's protection was provided by the holy
Cosimir. Hatire priests are meditating over what ended the
Cosimir's benevolence in the Aegis system.

REeSEARCH STaTioN EcHoO
Hesearch Station Echo, a small facility administered by the He-
gency, serves a variety of functions in the distant outer reaches
of the Aegis system. The station’s official purpose is to investi-
gate the formation of Flotsam as a moon and to discover an ex-
planation for s unusual surface properties. However, the
station’s real function bears little in common with the station’s
official function.

Echo Station operates the most sophisticated and sensitive
sensor technology in the Verge. Most of these probes and de-
tectars, however, are focused away from Flotsam's surface. He-
gency officials have praised the use of these long-range
sensors to fulfill Echo’s secondary purpose: astranomical sur-
veys of the deep frontier. Every few months, Echo station's sci-
entists release data about distant stars, including those of the
Perseus Arm, the center of which lies approximately 4,000
light-years away. Two mass transceivers keep Echo Station
constantly in touch with military and bureaucratic Hegency of-
ficials on Bluefall.

Few denizens of the Aegis system, even its permanent citi-
zens, trust the cover story. With so many Hegency military per-
sonnel on Echo, more is going on. The station’s radar and
sensor equipment has a defensive purpose that goes beyond
stellar cartography.

In fact, Echo Station does serve as a forward observation
post for the Hegency fleets; the government wants as much ad-
vance notice of any inbound traffic as possible. Failure to detect
a foreign power’s approach could be fatal. But well-placed
strategic analysts believe nothing can approach the Aegis sys-
tem undetected. After the arrival of a major but unreported
convoy from the Stellar Ring in 2500, a drivespace detector
has been quietly installed on the station. Even if the drivespace
relay in Bluefall's orbit fails, the Hegency government will have
more than four days' warning of approaching ships—enough
time o prepare its defenses and, if necessary, institute an evac-
uation plan.

Captain [iana Fox (Hm/Orion/DCS-8) supervises Station
Echo and is 200 personnel. She makes sure that the disci-
plined staff makes the best possible use of the station’s well-
tuned instruments, for both scientific and military purposes.

SYSTEM LOG
The Aegis system is the perfect location for an intrigue-based
campaign. The Thuldans, VoidCorp, and even the Urions all
have their hopes set on ruling Bluefall, the Verge's richest
prize. As long as the Hegency is light on its diplomatic feet, it
may retain its independence, but i's by no means a sure thing,
Spies, saboteurs, assassins, ambassadors, and consuls will de-
termine this system'’s future,

T’sa CoLoNY SHIP ARRIVES

The one-kilometer-lang TSV Guardian (K'Chal) arrived in-sys-
tem recently carrying more than 1.2 million t'sa immigrants in
cryogenic deep sleep. The vessel's captain, Teelok T'chan
Tesser, has filed the proper papers with Begency authorities for
his passengers to adopt Hegency citizenship.

Speculation has intensified since Hegent Hale requested a
one-month delay before offering the tsa citizenship, purport-
edly because of Bluefall's housing shortage. However, the t'sa
have insisted on their right to citizenship, and have sent sev-
eral shuttles to the surface. These vessels have so far all heen
turned back by the Hegency Navy, but each confrontation in-
creases the pressure on the government. Events seem to be
heading to another diplomatic crisis.

THuLbaN NavaL LAuNcH

The Striker, the first ship of the new Thuldan deepwater navy,
will soon rush down the slipway at the Verge Imperial Ship-
yards. Despite protests by a radical mechalus pacifist group
and formal condemnation by Concord Ambassador [emerot,
the Thuldan goal of a deepwater navy seems to be within the
Empire's grasp. Speculation is split regarding the Hegency's
tolerance of this threat to its command of the seas. Though
sources close to the Sea Navy claim the Regency has acquired
detailed blueprints ol the Thuldan ships—and that Begency ves-
sels are markedly superior—doubt remains about Thuldan in-
tentions, Hegent Hale had no comment on allegations that
Hegency spies have infiltrated Thuldan ranks. Thuldan gover-
nor Stoit denies that the Thuldans intend to contact the deep-
fallen or draft them as employees.

Founper’s Day DisruPTED

Threats of violence have marred the upcoming celebration of
Founder's Day, a day commemorating Bluefall's resetllement,
An anonymous caller claiming to represent the Citizens for a
Free Hepublic left bomb threats against prominent local busi-
nesses and the Regency government itsell. Regency Security
Chief Kalden has downplayed the threat, but he has deployed
additional security forces to maintain order along the parade
route. A reward exists for anyone able to offer information
leading lo an arrest,

HEROES OF AEGIS

The natives of Aegis are primarily of Orion stock, and gain the
benefits of that stellar nation. However, more than any other
system, Aegis is flonded with immigrants, and heroes from
every stellar nation have settled here. Though the natives are
very loyal to the Hegency and justly proud of their achieve-
ments, some now question the value of immigration. Tourists
and outsiders are no longer guaranteed the warm Aegis wel-
come that made the system famous.
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RBV Glory (SSM 19)
Length: 120.5 meters

Beam: 30 meters (B0m hydrofoil span)

Mass: 4,860 metric tons

Max Speed: 158.7 kph at 500 m

Acceleration: 10 kph/sec

Crew: 75 enlisted/12 officers

Main Armament: 8 C26 Mass Cannons (4 x 2)
Secondary Armament: 24 Mk 70 Long-range Torpedoes
Main Armor Belt: 0.25 m polymeric armor

Secondary Armor Protection: 0.1 m polymeric armor
Small Craft: 1 Mako-class scout submersible




ALGEMRON

The Second Galactic War {sn't aver yet, not by a long shot. The
fight continues in the Verge as two planets, Galvin and Alitar,
struggle for control of the Algemran system. A century ago, Al-
gemron wag perhaps the single most promising system in the
entire Verge, blessed with not one but two Earthlike worlds and
a host of secondary planets, asteroids, and moons. In the dark,
tension-filled days before the outbreak of the war, Algemron
was a peaceful example of a system shared between two rival
nations. War tore it &ll apart.

Despite the fact that bath sides of the Algemron conflict are
now well aware that the Second Galactic War has been over for
30 years, they're still locked in battle. Outsiders entering Al-
gemron must pass a cordon of military ships, ground batieries,
and security forces just to set down on either planet. In addition,
the military forces of both planets routinely attack neutral ships
in interplanetary space on the suspicion that they might carry
valuable cargn bound for the enemy planet. Sorme traders from
neighboring systems have made fortunes running critical war
supplies to the combatants, but even more have lost their ships,
their cargoes, and their lives to the merciless commercial raid-
ing employed by bath Galvin and Alitar.

Beyond Galvin and Alitar, the outer reaches of the system
contain a wasteland of drifting hulks, ruined installations, and
decimated stations. Over a century of intermittent warfare, the
fragile network of space-based industries and domed colonies
that once existed in the systern has been largely destroyed. With
the return of the stellar nations to this war-torn system, both
Galvin and Alitar seek new allies, new technologies, and new
economic power to renew their fight

HISTORY

In 2326, two ships arrived in Algemron to conduct the first
human survey of the system. On May 4, the Austrin-Ontis scout
AOV Roland made starfall near Halo and commenced a detailed
survey of the system, claiming Algemron for s pation. Two
weeks later, on May 20, the ITV Exploit a Thuldan survey
cruiser, appeared as well. By all the normal standards of sys-
tem exploration, Austrin-Ontis owned Algemraon, but the Thul-
dans had several distinct advantages. The Haland had no
drivesat communication, which meant that it would have to
leave Algemron to carry news of its discovery back to Aegis for
transmission back to Old Space. If the Austrins left, the Thuldans
could simply seize the system and dare Austrin-(ntis to reclaim
it. In practical terms, the Thuldans also possessed superior tac-
tical positioning and military strength. The Verge was a lot
closer to the Thuldan Empire than it was to Austrin-Ontis terri-
tory, and the Thuldans ouinumbered the Auvstrins ten to one in
the Verge.

Similarly; the Thuldan captain of the Expioit realized that the
Holand could leave to report its find the minute the Exploit left
to do the same. If the Aoland logged the Austrin-DOntis claim, Al-
gemron—a very desirable system—would legally default to Aus-
trin control. i the Thuldans flew in the face of established claim
and survey conventions, and the Austrins refused to give in, the
interstellar community (particularly the still-powerful Solar
Union) would back the Austrins, thereby aligning all of Old
Space against the Thuldans. In short, the Empire wanted Al-
gemron, bul it wasn't ready to fight the nexi Galactic War over
ft—not yet.

The standoff continued far weeks, until Captain Erhardt of

the Aoland offered Captain Kozlov of the Exploit a compromise.
Since the system contained two Earthlike planets, why not di-
vide their claims? Both sides would be free to continue with
their exploration and settlement of the Verge instead of locking
horns over Algemron. Kozlov was inclined to destroy the
Holand with the Exploit’s superior firepower, but Erhardt com-
mented that he'd just fired off a direct radio burst containing the
Austrin-Optis claim toward Aeqis. The Holand’s message
wouldn't reach human ears for more than 10 years, but if the
Exploit destroyed the Holand sooner or later evidence of the
Thuldans' perfidious actions would surface. Kozlov reluctantly
agreed to Erhardts proposal, and they divided the system.

The Thuldan Empire began intensive development and
settlement of Alitar within six months. It wanted Algemron fo be
its fortress in the Verge, a springboard from which the Empire
could dominate this new sector of space. Austrin-Ontis didn't
have the resources to match the Thuldan planetary buildup, so
the Austrins concentrated their industrial development on the
rich belts and moons of the outer system. Over time, the wary
truce between the Austrins and Thuldans grew into friendship.
The Austrins had no expansionistic plans to threaten the Em-
pire’s hold on the Verge, and the Thuldans viewed the loss of
one planet as a cheap price to pay for gaining their foothold in
the frontier.

THE OUuTBREAK OF WAR

During the early years of the Second Galactic War, Alitar and
Galvin were not in conflict with each other. In fact, the people of
Algemron eagerly followed news of the war, cheering on their
respective nations as they marched over their nearest neigh-
bars back in the Stellar Hing.

The two colonies also fought the settlements of other stellar
nations on behalf of their parent nations. From their base on Al-
itar, the Thuldans mounted an assault on the Sothvec Industry
colony at Vieron, capturing the outpost early in the year 2349
In addition, the Austrins raided nearby Coulomb, an outpost of
the Leodal States.

The warm relations between these powers in the Verge
cooled when rumaors of the Thuldan Empire’s alliance with Void-
Corp reached the Verge in 2361. For several months, the two
worlds of Algemron drew apart, anticipating & break between
their patron states. Late in the year, Austrin-Ontis joined the
Profit alliance and declared war on the Expansion Pentad [see
page B85). War had come io the Algemran system.

The initial clashes were fierce, as the Thuldans of Alitar
pushed hard to subdue their foes. The first stages of the war
consisted of naval engagements and assaults on outlying instal-
lations and industrial facilities throughout the system. To the
Thuldans’ surprise, the Austrin edge in space industry and de-
fense blunted their attack. Thus, the great invasion of Galvin
was limited to a handful of commando raids because of the
stalemate between the two nation's navies.

After an initial flurry of attack and riposte, the war settled
down to a long period of naval buildup, punctuated by fierce
clashes during the portion of the year that Galvin and Alitar
were hoth on the same side of the sun (at their closest ap-
proach, the two waorlds are only four-tenths of an AU apart, or
about 63 million kilometers). Both sides came up with new
weapons and new tactics for the annual Close-Approach Cam-
paign fought between the planets.



In 2375, the Stellar Bing fell silent after the destruction of the
lendal relay station. Grimly determined to finish their struggle,
the Austrins and Thuldans continued to fight

After more than 40 years of warfare and several near-treaties
that resulted in nothing more than watchfulness, Austrin leaders
offered the Thuldans a cease-fire. Grudgingly, the Thuldans ac-
cepted, and for a long time it looked as if the Second Galactic
War might come to an end in this systemn of the Verge. Both
sides rebullt their battered fleets and cities, and a trickle of trade
opened up, Merchant vessels from outside the systern found
both warlds desperate for goods of all kinds, and for the first
time in years trade from other portions of the Verge flowed
through Algemron unmolested by commercial raiders and
enemy patrols,

Despite the cease-fire, neither world felt that it could make
peace while the war continued back in the Stellar Ring. Every
now and then, a scout or trader from the Stellar Hing reached
the Verge during the Long Silence, but these visitors never
brought news of peace. The Thuldans of Alitar maintained a
show of loyalty to their distant Emperor, keeping their colonial
government intact underneath an Imperial Potentate. During the
fighting, the Austrins abandoned their corporate struchure in
favor of a military dictatorship better suited for the conduct of

concerns to both states, and each prepared for the day when the
cease-fire would end.

Skirmishes in the outer reaches of the system continued on
and off for years, as the opposing fleets maneuvered for ad-
vantage and seized opportunities to interfere with the other
side’s shipping and commerce. On several pccasions, the two
worlds fought minor engagements, but neither planet chose to
end the uneasy truce.

As it turned out, the cease-fire of 2404 lasted until August
B, 2461, when the Galvinites committed a betrayal of shocking
magnitude. Under the guise of a diplomatic mission, the Galvi-
nite ship FSA Ajax landed in Beronin, the capital of Alitar, and
then detonated a massive fusion bomb. To this point, the Aus-
frins had conducted the war with honar; the Thuldans were
caught completely by surprise. The Ajax incident killed over
500,000 Thuldans, almost 5% of the entire planetary popula-
tion at the time, and caused immeasurable damage to Alitar’s
government, industrial base, and infrastructure. The new lead-
ers of Alitar swore that nothing but Galvin's unconditional sur-
render could possibly end the war.

The Thuldans were hammered back on all fronts even as they
tried to rebuild their government and capital. It soon became
clear that the dictator of Galvin, Supreme Commander Blayne

total warlare. Social development and growth were secondary

TABLE SI12: ALGEMRON SYSTEM

Reuter, had planned the renewal of the war for a long time.

Planetary Class Class 4 Class 4 Class 1 (lass 1 Class §

Gravity 61047 g G1 (063 g) 62(098g  G2(104g  B3(1.289g c
Radiation R4 (100 rem/day) B3 (50 rem/day) R1 (5 rem/yr) R1 (0.7 rem/yr) R4 (400 rem/hr)
Atmosphere AD (vacuum) AD (vacuum) A2 [Ng 0,1 A2 (N,, 0,) Al (H,, He)

i PO (0 atm) POQatm) P2 (081 am) P3(1334m) PS5 (gas gien)

Heat HD-4 (400°C)  H4 (300°C) H2 (27° [) H2 (30° 0) HO (~120° €)

Orbital Distance 0.24 AU 0.48 AU 0,89 AU 1.31 AU 2.08 AU

Diameter 5,580 km 6,812 km 11,758 km 14,302 km 46,210 km

Year 453 days 128 days 323 days 577 days 1,154 days

Day 198 days 34 days 29.5 hours 22,8 hours 187 hours

Axial Tilt 4.9° 48.4° 18.3° 12 20.1°

Density 1.07 1.18 0.97 1.02 035

# Satellites 0 0 1 0 6

Planetary Class Class 3 Class 4 Class 3 Class 5 (lass 14 (Jass 5
Gravity G1 (0.6 g) G2 (056 g) G3 (1.31 g) G4 (3.26 g) G1(049g 63 (151 g)
Radiation R2 (1Sr/wk) B3 (40r/wk)  R2 (10r/wk) R4 (SO0 r/hr) B2 (5r/wk) RS (8OO r/hr)
Atmosphere A4 (50,) AD (vacuum) Al [Hg CH,) Al (H, He) AD (trace) Al (H,, He)
Pressure P1(07am) PO(Datm) P3 (1.3 P5 PO (02 atm) PS5 (gas giant)
Heat H1(-100°C) H1(-110°C) H1(-120°C) ~ HOD(-183°C) HO(-195°C) HO(-220°0)
Orbital Distance 3.10 AU 3.20 AU 4,59 AU 70 AU 12.1 AU 2005 A0
Diameter 2,198 km 1,792 km 21,840 km 105960 km 6,302 km 40,250 km
Year 5.7 years 6.03 years 10.3 years 19.52 years 443 years 94 years
Day 295 hours 134 hours 175 hours 58.6 hours 121days 26 hours
Axdal Tilt 1449° 69.0° 59.4° 23.7° 18,577 38.7°
Density 351 395 0.76 0.36 0.89 048

# Satellites 0 0 0 10 i} 5




Early in 2468, Galvin landed an invasion force of almost half a
illion soldiers in the heartland of Alitar. They exploded out of
e beachhead in a whirlwind campaign, capturing almost one-

fifth of Alitar's cities and citizens within one year of landing. Vic-
tory was in reach for the first time.

Yet, despite its initial successes, the Alitarin campaign
bogged down. The Thuldan defenses stiffened, and Galvin's long
supply line (through interplanetary space down to the ground)
was vulnerable to attack. Although the Galvinite navy had
grown significantly stronger than the Alitarin forces, it had lo
cover too much territory. Alitarin missile boats, hastily con-
structed in subterranean shipyards, tonk a heavy toll on Galvi-
nite convoys and escarts. Two years after the landing, at a time
when Galvin's orbital path brought it to the opposite side of the
Algemron system, the Alitarins launched & counterattack that
liberated about half of the (planetary) territory the Austrins had
captured. However, this counterattack faltered before the Ali-
tarins could completely repulse the invaders.

Ta this day, the Galvinite army holds a slice of Alitar's heart-
land 1,000 kilometers wide and almost 2,000 kilometers long.
Within this area, Galvinite soldiers ruthlessly put down partisan
movements and drive the hapless Alitarins to manulacture
arms and grow foodstuffs that the Galvinite army’s own supply
lines can't deliver

THE MonNITOR MANDATE

In 2497, the Monitor and its task force arrived in Algemron after
visiting Tendril, Lucullus, Corrivale, and Aegis. The yearly
Close-Approach Campaign halted in confusion as both Galvin
and Alitar assessed the strength of the Concord and renewed
contact with representatives of their old patron powers. Neither
power had any kind of navy that could stand up to the Concard
task force, but the Concord could not intervene in the conflict
without either taking sides or fielding a permanent peacekeep-
ing force.

The Thuldan and Austrin-Ontis ambassadors aboard the
Manitor argued vehemently for intervention on the side of their
respective colonies, and when the Concord hesitated, bath
promised to bring vast military forces from the Stellar Ring to
seftle the war. The fragile peace of the Verge teetered precari-
ously as the Austrins and the Thuldans squared off to fight over
Algemron on behalf of their long-missing colonies. The Aus-
trins’ old partners in the Profit alliance supported the Austrin
claim, while VoidCorp quietly backed the Thuldan position.
Within the space of two weeks, negotiations had broken down
into shouting matches and at least one gunfight

Clearly, the Concord could not endaorse either the Thuldan or
the Austrin claim, since doing so would gravely anger one of
the nations, If the Cancard didn't take any action, however, both
the Thuldan Empire and Austrin-Ontis Unlimited would reclaim
their respective colonies, and Galvin and Alitar would precipi-
tate the Third Galactic War. Undersecretary Michael Thayne of
the Galactic Consulate finally came up with the solution to the
problem, and on September 13, 2497 he issued the Monitor
Mandate,

The Monitor Mandate endowed both Alitar and Galvin with
full independence, recognizing them as sovereign states. All
Austrin and Thuldan ties to the system ware officially abolished.
Both nations were enraged, but neither could complain that
they'd been treated worse than their enemy—the Monitor Man-
date hit them both. The Algemron system was designated as a
demilitarized zone barred to Austrin and Thuldan ships, as well
as arms shipments of any origin. The Concord created an Al-

gemron Neutrality Patrol to enforce the Mandate, protect neutral
shipping in the system, and provide a trip wire against overt
Thuldan or Austrin intervention.

ALGEMRON ToDAY

The war between Alitar and Balvin continues. Both sides are
pushing hard to obtain the best position possible in case the
Concord decides to step in and force another cease-fire and
round of negotiations, Galvin has become a virtual police state
under its military dictatorship. The Galvin Intelligence Direc-
torate is feared throughout the system by its enemies and its
own citizens. Alitar, on the other hand, clings to an Imperial
colonial structure and uses numbers to counteract Galvin's edge
in intelligence, technology, and position.

In general, the Alitarins seem willing to talk, under the con-
dition that no Galvinite forces remain on the surface of Alitar.
The Galvinites, on the other hand, have proven unusually resis-
tant to any offers of negotiation or arbitration, pushing hard fo
finish off Alitar once and for all. Currently, the Galvinites hold
the upper hand; left to their own devices, they might muster the
forces necessary to triumph within two to five years. However,
the Neutrality Patrol's protection of food shipments and nonmil-
ftary supplies is giving Alitar a new breath of life in the conflict.

THE WoRLDS OF ALGEMRON

Algemron is a class G5 star orbited by nine planets and one
major asteroid belt. It is one of fewer than a dozen known sys-
tems that contains two naturally occurring Earthlike planets.
While neither Alitar nor Galvin is perfect from a human point of
view, both were attractive enough to draw settlements and
colonists within a year or two of their initial surveys.

TRAVEL IN ALGEMRON
Interplanetary travel is dangerous in Algemron. The Neutrality
Patrol can only protect a finite number of ships entering the sys-
temn. Vessels that venture into the inner system without Concord
escort are liable to undergo search, seizure, or outright de-
struction by either belligerent power.

Ships seeking Concord escort are advised to arrive in the
outermost portions of the Algemron system. A tiny Concord post
at Palshizan functions as the center for escort convoys. If a ship
doesn't repaort to Palshizon befare entering the inner system, the
Concord accepts no responsibility for its protection. Somatimes,
through poor astrogation, neutral ships heading for Palshizon
exit drivespace right into the demilitarized zone outside the Con-
cord’s protection. In addition to the protection afforded by the
Concord, each planet also protects neutral shipping destined for
its own spaceports. The Galvinite navy, lor instance, doesn't at-
tack shipping bound for Galvin.

Partisan shipping (vessels under the flag of Alitar or Galvin)
may not claim Concord protection, as their homeworld military
vessels guard them. Unfortunately, partisan shipping often suf-
fers attacks dozens of light-years fram Algemran by Galvinite
and Alitarin commercial raiders scouring the space lanes of the
Verge. Every year, dozens of Alitarin merchantmen (and a
smaller number of Galvinite vessels) are destroyed at Aegis or
Lucullus by marauding warships.

CALDERON AND ILMATER

Seared by Algemran, these two worlds are blasted, airless
husks. 0f the two, Calderon is more interesting, as it's a metal-
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rich molten world that harbars significant reserves of a number
of strategic elements. [imater, on the other hand, is a larger and
slightly cooler world with little to offer but rock.

The technical challenges of sustaining a mining post on a
planet of Calderon’s temperament are formidable, and any out-
post of this kind is very vulnerable to enemy action. The Thul-
dan facilities here were destroyed within 10 years of the opening
of the war; however, the Austrins have had better luck main-
taining extraction plants on the planet’s surface. Currently, five
plants, each guarded by automated defense systems, sit on var-
ious points of Calderon’s surface; nearly a dozen more posts—
some Alitarin, same Galvinite—now exist only as slagged ruins.

Imater played an important role early in the war. At closest
approach, it's only about four-tenths of an Al (about 61 million
kilometers) from Galvin, making it an ideal site for an Alitarin
hase--especially when Alitar is on the other side of the system.
For almost 20 years, the Alitarins fought to establish a naval plat-
form on limater, while the Galvinites struggled to block their ef-
forts. The Alitarins abandoned their efforts during the cease-fire,
and neither side has tried to open this theatre of the war again.
The debris of countless battles still litters the surface of lmater.

GALVIN

The first of Algemron’s two Earthlike worlds, Galvin is a planet
covered with vast marshlands and low-lying, humid grasslands.
Teeming with life, it is home to a powerful and aggressive in-
dustrialized colony known as the Federal State of Algemran. For
mare than 100 years, the FSA has strictly controlled access o
Galvin's surface for the purpose of wartime security; conse-
quently, few outsiders have ever visited Galvin. Even with the
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opening of the Verge, the Federal State continues to monitor all
scientific, mercantile, and casual contact between its citizens and
the rest of human space.

Galvin currently holds the upper hand in the century-old war
that divides Algemron. Every week, military transpaorts and sup-
ply vessels ferry soldiers and arms to Galvin's forces on Alitar.
While Galvin's industrial base and population suffered heavily
early in the war, they've fared better than their enemies in the
last two decades, and with every passing month a Federal State
victory creeps just a little hit closer,

M A NETOLOGY

Warm and verdant, Galvin might have been a twin i Earth ex-
cept for two major differences: Its moon is nothing more than a
tiny rock without any genlogical effect on its parent planet, and
it has very litlle tectonic activity. Without tidal stresses or any sig-
nificant heat from radipactive decay to drive its crustal activity,
Galvin never developed the processes that built mountaing and
raised volcanoes on other worlds. Humid flatlands, swamps, and
shallow seas cover its surface, unbroken by any mountains
mare than a kilometer in height. Most of Galvin's heavy metals
remain locked inside the planet's core, far out of human reach.

Galvin experiences a seasonal range much like Earth’s—
though Balvin is somewhat warmer than Earth. Winters on
Galvin rarely produce temperatures below freezing, but the
summers are nearly unbearable, with temperatures routinely
soaring to 60°C over much of the planet’s surface. Galvin's low
altitudes and unusual axal tilt strongly discourage glaciation
and snow. In fact, the planet has virtually no ice caps, another
factor thatl contributes ta its overall humidity.

Galvin's seas are landlocked, covering about 50% of the




planet with water; many continental areas are watersheds of
vasl, sluggish rivers and immense marshes. The planet’s sum-
mers are humid beyond belief, and #ts winters consist of un-
ending downpours.

REp RaiN

In retaliation for the treacherous destruction of their capital city
in 2461, the Thuldans bombarded Galvin in 2462 and 2463
with a biclogical agent known only as Red Rain. This horrifying
weapon released a voracious microbe into Galvin's ecosystem
that converted any kind of organic matter into a lethal myco-
toxin. Precipitated through Galvin's warm and humid atmos-
phere, rain tainted with gummy red toxin spread the poison
over vast stretches of the planet’s surface. Hundreds of thou-
sands of Galvinites died from exposure to the agent, and the
damage to the hiosphere was incalculahle—almost 10% of the
planet’s surface remains uninhabitable tnday:

An area poisoned by Aed Rain is an unforgettable sight. Wa-
terways, grassland, and forests alike disappear, replaced by
stinking pools of scum-covered putrescence; the bare skeletons
of trees protrude from the waste. In hilly regions, the slopes
are nothing but bare soil and rock, as all the vegetation has
sloughed off and sagged to the ravine and valley floors. The
only way to prevent the spread of the poison is to scorch the af-
fected area and anything downwind; this chemical agent has
farced the Galvinites to incinerate vast regions of their planet in
order to contain the damage. Red Rain doesn't flourish at ses,
as the organisms die in salt water.

Rep RaiN EXPOSURE

Heroes who enter an active Aed Rain area take their lives into
their own hands. Red Rain is a necrotoxin (see pages 59-60 in
the Gamemaster Guide) with an onset time of one hour and an
attack duration of 5-10 (d6+4) days. Exposure to Hed Bain re-
quires heroes to make Constitution feat checks every hour. The
severity varies from a -3 step bonus to a victim's Constitution
feat check in low concentrations or cold weather, to a +3 step
penalty in high doses or hot weather (check TasLe G17: Poison
on page B0 of the Gamemaster Guide for damage ranges), If the
victim fails a Constitution feat check, the damage indicated on
the table is inflicted on him or her, but not all at once. Divide the
damage given on the table over the attack duration to determine
how much damage is suffered each day.

Full-body chem warfare gear with self-contained breathing
systems (or e-suits ar body tanks) offer sufficient protection
against the agent (no Constitution feat check required), but rig-
orous deconlamination procedures are necessary to clean up
after entering a Hed Hain area.

GOVERNMENT

Before the Second Galactic War broke out, Galvin was an Aus-
trin-Ontis corporate colony and the centerpiece of the Austring’
efforts in the Algemron system. The unrelenting warfare of the
second half of the 24th century eventually destabilized the Aus-
trins” Algernran Exploration Company (the Austrin equivalent of
a colonial administration), leading to the rise of a miltary dicta-
torship. In 2383, General Janik Stenerude seized pOWer as
Supreme Military Commander, ousting the Director of the AEC.
Supreme Commander Stenerude dictated a realignment of the
company structure, shedding commercial interests and absorh-
ing all government functions into the new Federal State of
Algemron. The move was surprisingly well recetved by the
people of Galvin; they knew that they were in a war to the fin-

ish, and Austrin-Ontis hadn't done anything for them in more
than 20 years.

In the 118 years since the establishment of the dictatorship,
six Supreme Commanders have held power. The current leader
is Supreme Commander Haila Sheref (Hi/Algemron/DCS-11).
She is an experienced general who led the initial assault on Al-
tar following the Afax incident, and under her leadership the
Galvinite forces have captured a vast amount of territory. Only
the disruption of supply lines and the threat of Red Rain pre-
vented her from ending the war 30 years ago. Fiery and charis-
matic, Sheref has a reputation as a woman with nerves of steel
gained from her days as an armor commander.




Un paper, a War Powers Council, camposed of several min-
istries, governs Galvin. These ministries include the Direc-
torates of Defense, Intelligence, Industry, Finance, Internal
Security, Social Planning, Resource Management, and State Af-
fairs. In addition, the Supreme Commander oversees the Com-
mand Directorate, a branch of government that exists to regulate
the interaction of the other Directorates and preserve the
Supreme Commander’s power. Galvin's District Governors, the
officials who administer the planet in the name of the Com-
mander, also belong to the Command Directorate.

When it's time to select the next Supreme Commander, the
various Directors of the War Powers Council engage in months
of scheming, maneuvering, and deal-making in order to elevate
one of their number to the post. Supreme Commanders have
fallen in the past through a confidence crisis in the War Powers
Council, unpleasant developments in the war, poor decisions, or
ill health. Supreme Commander Sheref rose from the Defense
Directorate after her predecessor died in 2488, and no one's
challenged her competence,

ForT DRUI

Galvin's capital is the city of Fart Drum, a sprawling metropolis
and military base. It's located at the head of a bay in the West-
ern Sea, Galvin's largest body of water, about 1,000 kilometers
north of the equator. Hail, water, and air transport systems all
meet at Fort Drum, and the low Verdant Mountain range sur-
rounding the city conceals the center of Galvin's scant mineral
wealth. Fort Drum is Galvin's political, industrial, and military
leader.

This city wasn't always the planetary capital; Besa Bhar, lo-
cated in the southern hemisphere, was the site of the original
Austrin-Ontis colony, and it still boasts a higher population than
Fort Drum. Galvin's first Supreme Commander, General Janik
Stenerude, moved the seat of government from Resa Bhar to
Fort Drum in 2387, four years after he seized power. At the
time, Fort Drum was an important industrial region and the
location of Galvin's most powerful military base; Stenerude
deemed it more important to the war effort and more defensi-
ble as a capital than the original colony site.

In the decades since the shift of the capital, Fort Drum has
grown astronomically. A dirty factory town and labor camp in
the late 24th century, Fort Drum has become the personal
demesne of the Supreme Commander. From the start, the city
functioned as a military base, and its major structures and dis-
tricts are spread out over an immense region in order to mini-
mize the damage of a nuclear or mass weapon strike. Power
plants, emergency services, communications facilities, and cru-
cial transport junctions are all buried in vast underground
bunkers. Consequently, large regions of the city's surface exdst
as open parkland and lightly populated residential districts. Fort
Drum is now a strikingly attractive city.

The pristine appearance of the city belies a very ugly truth:
Galvin is held by a ruthless dictatorial government. The planet's
leaders acknowledge few civil rights or liberties, Common citi-
zens are subject to swift and final execution of “justice” if they
take any actions that could conceivably weaken the war effort—
including speaking out against the regime, demonstrating a lack
of productivity in war-critical industries, avoiding military ser-
vice, or traveling without authorization. Dissension and disloy-
alty are simply not tolerated on Galvin. The Internal Security
Directorate maintains a force of thousands of untformed police
to monitor Fort Orum'’s civilian population; the Intelligence Di-
rectorate fields hundreds of plainclothes secret police, too.



The Alitarins are well aware of Fort Drum’s strategic value.
They've ralded the city a number of times, but the local defenses
are quite formidable, and their losses were staggering. They
haven't tried to attack the Austrin capital in almost 10 years.

ErRHARDT FIELD

Erhardt Field functions as the spaceport and airport for Fort
Drum. It's a sprawling apron of tarmac and concrete located
ahout 20 kilometers fram the city center in a high bowl-shaped
valley of the Verdant Mountains. Vigilant air defense batteries
ring the hillsides, tracking every arriving ship, while field con-
trollers interrogate visitors extensively. Any deviation from
an assigned course results in an immediate engagement with
Galvinite defense forces.

Fort Drum is one of only a handful of Galvin's cities cleared
for foreign traffic. Most of the planet is off limits to visitors, and
the Galvin Defense Directorate remains deadly serious about
dealing with anyone who makes unauthorized landings outside
of designated port zones. Offwarlders are free to roam almost
anywhere they like within city limits, However, leaving the city
without authorization is a capital ollense.

PriCom

The Primary Command Installation (referred to as PriCom by
most native Galvinites) is a fortress armed with massive graund
batteries and manned by thousands of crack troops. No one gets
into PriCom without a search and background check that rou-
tinely takes an hour or more, and most newcomers find them-
selves accompanied by armed guards at all times. At the heart
of PriCom les the Commander's Dome, a massive building that
protects Galvin’s communication and control facilities. Vast
airfields and spaceports surrounding PriCom stand ready to
scramble squadrons of interceptars at a moment'’s notice.

Supreme Commander Sheref makes her home here, as the
preceding three Commanders have done. From this spot she
can speak to any field officer in Galvin's military, call on the
computing resources of one of the most extensive databases in
the Verge, and consult with her advisors and experts anywhere
on the planet.

THE MILITARY INSTITUTE OF GALVIN
Sprawled out along the northern edge of Fort Drum s the Mili-
tary Institute of Galvin, one of the harshest military academies
in the Verge. The institute trains the next generation of Austrin
battle leaders using a rigorous five-year program that empha-
sizes tactical skills and discipline over esoteric academics. The
program instills the Austrin virtues of quick thinking, courage,
and independent action into its cadets. Since most of the high
officials in every Directorate are either active-duty or reserve
military officers, the Institule serves as a training ground for
Galvin's highest leaders in all fields,

Galvin's system of patronage begins during the Institute
years, Instructors and administrators earmark the most promis-
ing upperclassmen, looking out for their interests and pulling
strings to get them the choicest assignments. An Institute con-
nection is a highway to power, wealth, and success—as long as
the cadet has what it takes to meet the challenge her superiors
put in front of her.

AusTRIN LiMITED
BGalvin's independence divested Austrin-Ontis officials of most of
their governmental responsibilities, but the corporation still ex-
Ists as only one more arms manufacturer among Galvin's inde-
pendent industries. The company’s leadership has changed
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several times, and the current executives are generally loyal to
the Federal State. The Austrin manufacturing complex is located
in the mountains, about 30 kilomsters west of the city’s center;
maost of its facilities are deep underground, shielded against Al-
itarin attack.

With the restoration of contact with Old Space, Austrin Lim-
ited has quietly extended feelers on the issue of reuniting with
its “parent’ company, Austrin-Ontis Unlimited. So far, they've
met with little success; the leaders of the Federal State of Al-
gemron are content with independence as long as they’re win-
ning the war.

Cloaked in shadow and secrecy, the Federal State’s Intelligence
Directorate is one of the most powerful and most feared orga-
nizations in the Algemron system. In addition to ferreting out Al-
itarin spies and gathering intelligence on Alitarin activities, the
Intelligence Directorate maintains a presence in the major sys-
temns nearby, Shadowing Alitarin diplomats, arranging illegal
arms shipments to Galvin, and walching vigilantly for arms and
supplies bound for Alitar, the ID has a very long reach indeed.
The Directorate is housed in a secret facility located some-
where in the mountains outside Fort Drum, hundreds of kilo-
meters from the capital. Few people taken to the Directorate far
questioning ever see the light of day again. The Directorate
sponsors an extensive covert strike force, and it supports rou-
tine raids of Alitarin stations and posts. The 0 also invalves it-
self in weapons development, the assassination of prominent
Alitarin leaders, and civil lerrarism campaigns against the peo-
ple of Alitar. No tactic or weapon is beneath the Directarate.

The Internal Security Directorate carefully monitors travel on
Galvin—though travel permits are usually available o citizens
who haven't atiracted any government suspician. There are a
number of decent hotels in Fort Drum, ranging from hwaurious
to spartan. The red-light districts and sleazy flophouses found
elsewhere in the Verge don't exist in Fort Drum, as the police
crack down on any kind of vice and require business operators
to meet basic standards of decency and cleanliness. The best
hotel in the city is the Galvin Interstellar Arms, a government-
sponsored complex often used for diplomatic receptions and
conferences. A room costs about %150 per night (the prices are
low because the Directorates of Finance and Social Planning
control prices throughout Galvin's economy). Hundreds of
rooms are usually available.

Maost affworlders don't get a lot of opportunities for sightseeing
in Fort Drum. The Department of Hospitality, a division of the In-
ternal Security Directorate, provides guests with official escorts.
The police immediately take any non-Galvinite found wander-
ing about without his escort into custody and question the pris-
oner severely; an escort who falls down on his job suffers even
graver repercussions for his mistake,

Galvin's original colonial capital, Besa Bhar is a sprawling me-
tropolis located in the southern grasslands, The early Austrin
seftlers established vast ranches in this region, and Hesa Bhar
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served as a center of livestock business, a transport hub, and a
light industrial city. Snaking along the Bhar River for over 40
kilometers, it's much more vulnerable to atack than Fort Drum.
Consequently, the Alitarins have attacked the city as recently as
three years ago.

As the pld capital and the second-largest city on Galvin, Resa
Bhar also functions as the center of opposition to the rule of the
Federal State. Agitators frequently speak out here in favor of re-
unification with Austrin-Ontis, ignoring the fact that their sponsor
nation cannot take them back without flying in the face of the
Concord. Palice of the Internal Security Directorate deliberately
exercise a light hand in repressing dissent here, choosing to wait
and watch in order to see which dissidents might pose a serious
threat to the Supreme Commander’s regime. In the meantime,
Resa Bhar is a trendy and vital city, {lluminated by the highest
level of art, debate, and political awareness found on Galvin.

Visitors deemed too suspicious or too unimportant to merit
& pass to Fort Drum are often routed to Resa Bhar instead. Sev-
eral stellar nations and Verge systems maintain consulates here
amid the stately boulevards and monuments of the old plane-
tary capital. Intrique and espionage are a way of life here—al-
though the 1D routinely interrogates foreigners suspected of
espionage.

THE CHURGALT INSURGENCY

No Federal State officer will admit #, but Galvin faces the threat of
revolution. In the densely forested Churgalt region, a small num-
ber of partisans have taken o the hills, refusing to acknowledge
the Supreme Commander’s authority. In fad, the leaders of the in-
surgency claim that the leaders of the Federal State are actually
in league with some unknown aliens. So far, the Churgalt rebels
haven't produced any evidence for this outlandish claim, but the
government’s response—grim silence followed by flerce cam-
paigns to kill or capture every revolutionary involved—would be
appropriate whether the claims were true or not

The leader of the Churgalt insurgents is an old veteran by
the name of Colonel Bender Davis (Hm/Algemran/DCS-7), a
canny guerrilla who grew up on the Churgalt frontier. Using his
superior knowledge of the hills to escape ambush after ambush,
he's essembled a force of about 500 men and women More
impartant, Davis has established tenuous contacts with dissi-
dents in several Galvinite cities, building a network of support
among intellectual circles and a handful of retired veterans.
Colonel Davis may have several friends or patrons highly
placed in the Defense and Industry Directorates, but at the mo-
ment the Churgalt rebels are too busy staying alive to worry
about overthrowing the Supreme Commander.

THE DEFENSE NET

The Defense Net, a system of satellite weapans that can engage
any hostile ship approaching the planet, guards Galvin against
space attacks. Controlled from PriCom or one of three SecCom
(Secondary Command) stations scattered around the globe, the
Defense Net consists of three distinct satellite constellations, plus
the associated sensor and communication equipment needed to
keep the Net operational.

The highest constellation consists of 20 satallites in geosyn-
chranous orbit (about 28,000 kilometers above the surface for
Galvin), spaced equally over the planet's surface. Each satellite
orbits about 21,000 kilometers from its three nearest neighbors.
These satellites carry twenty missiles each, including nuclear
weapans and anti-radiation devices. Any ship that approaches

Galvin must pass within range of at least three satellites in the
first constellation.

The middle constellation consists of forty satellites in care-
fully timed polar orbits at an altitude of about 10,000 kilome-
ters. They're typically spaced anywhere fram 2,000 to 8,000
kilometers apart (2d4 x 1,000 km) and carry a quad-battery
of four I lasers. The satellites in this ring are maneuverahle
and can respond to a concentrated attack.

The third constellation, orbiting only 1,000 kilometers abave
Galvin's surface, consists of twelve satellites equipped with two
heavy particle cannons and two point-defense guns each. These
satellites are typically spaced about 2,000 to 5,000 kilometers
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apart, and like the weapons of the second constellation, they can
independently maneuver (o respond to serious attacks, The for-
midahle firepower of these weapons is sufficient to deter any-
thing short of a capital ship attack.

The Galvin Defense Net is not automaled in any way; con-
trollers on the ground interrogate incoming ships and simply
destroy anything that doesn’t answer their questions satisfacto-
rily. The Defense Net operators would rather err on the side of
safsty by destroying a friendly or neutral vessel than risk their
homes and lives by allowing an Alitarin to slip through with
weapons of mass destruction.

Galvin's larger and cooler twin, Alitar is a world fighting for iis
life. Since 2468, a Galvinite invasion force has held on to a vast
stretch of Alitar's surface, occupying more than 10% of the
colony. Unlike their foes on Galvin, the Alitarins held on to
their original loyalty throughout the years of the Long Silence,
proudly raising the flag of the Thuldan Empire above their cities.
The Manitor Mandate dashed Alitar’s hope for reunification with
its parent nation and the possibility of Thuldan warships and
soldiers driving the Galvinites back to their own planet.

Today, Alitar is home to the Imperial State of Algemron, a
government formed from the old colonial administration of the
Thuldan Empire. Ironically, it's a constitutional monarchy much
more open and liberal than the Galvinite Federal State of Al-
gemron. Unlike Galvin, Alitar must constantly seek arms and
assistance from its neighbors in order to continue the fight; the
leaders of the Imperial State cultivated diplomatic ties with
Aegis, Oberon, and the Lucullan League belore the Arrival, and
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they continue to seek recognition from the old stellar nations. In
the meantime, the Monitor Mandate prevents Alitar from form-
ing any direct ties to states that might become involved in Al-
gemron’s conflict

P, - e

Alitar, like Galvin, is a Class 1 world, well suited for human
habitation. It s somewhat coaler than Earth, and it has an un-
usual characteristic: virtually no axial tilt. Thus, Alitar is a world
without seasons, stratified into permanent temperate and sub-
arctic zones by nothing more than latitude. Despite long decades
of warfare, it remains a beautiful planet of snowy forests, ma-
jestic mountains, and mist-wreathed seas.

Df the two Class 1 warlds in this system, Alitar was consid-
ered the more desirable prize by the exploring stellar nations.
IY's more comfortable for human colonization, and its mineral
wealth and potential for industrialization are significantly
greater than Galvin's. Naturally, the Thuldans claimed this “bet-
ter” world as their prize during the division of the system back
in 2326. In 1B0 years of human settlement, the Thuldans have
successfully introduced numerous Earth species and strains to
Alitar’s temperate regions; plains of golden wheat and ranges
filled with longhorn cattle surround Alitar’s settlements,

Because Alitar has no true seasons, the weather and climate
for any particular point on the planet’s surface remains constant
throughout the year, Minor orbital variations, weather patterns,
and ocean currents may create minor fluctuations in tempera-
ture and rainfall, but for the most part latitude cormpletely de-
termines the climate. The equatprial regions are much like
Earth’s tropics, with a year-round temperature of about 30°C,




The average daily temperature falls by about 5°C for every 10
degrees of latitude (a distance of about 1,250 kilometers) north
or south of the equator. For example, al 40 degrees north lati-
tude, the average temperature is about 10°C year round.

Alitar is blessed with a biosphere nearly as complex and diverse
as Earth's. Some of the native creatures of this hiosphere are
dangerous to humans. For example, the drexen of the savannah
are fierce, predatory arthropods armed with poisonous lance-
claws, and the thraat of the interglacial zone are carnivores tha
could easily kill a polar bear. In addition to native creatures, the
original Thuldan colonists introduced a number of terrestrial
species that are flourishing in Alitar's wilderness area.

Alitar's largest inland sea, the Misten, stretches almost 7000
kilometers across the northern hemisphere along the edge of
the ice cap. Warmed by currents circulating from its southern
waters, the Misten isn't cold enough to support any kind of per-
manent ice pack, so its northern arm arrows deep into latitudes
normally covered by ice. Since the Misten s located on the
other side of the planet from the original colony, it's one of the
last regions of Alitar to be settled by humans; only in the last
30 ar 40 years have people come to the Misten's cold and
rocky shores to stay.

When the Alitarins finally settled the Misten region, they
found quite a surprise waiting for them—a race of sentients
known as the xe'reen, or sealphins. The planetologists who sur-
veyed this area early In the colony's history noted the existence
of a species of intelligent aquatic animals, but never suspected
they were dealing with sentients. In recent years, its become
clear that the xe'reen are a sentient, nontechnological race, per-
fectly at home in the fog-wreathed northern waters. The xe'reen
are skittish and generally avold human contact; there are ru-
mors that some xe'reen have attacked human fishing vessels for
intruding on their hunting grounds, If the war in Algemron ever
simmers down again, the Alitarins plan a lengthy xeno-contact
effart to learn mare about their neighbars.

Until the declaration of the Monitor Mandate, Alitar was simply
a Thuldan colony isolated from home for a long time. However,
the Concord decided that the existence of a war between an
Austrin-Ontis and a Thuldan colony was far too inflammatory
for comfort, and it chose to divest both stellar nations of their
colonies in Algemron. Neither side liked the deal, but they
couldn't complain of unfair treatment.

With independence forced upon them, the Alitarins elected to
transfer their colonial administration to the Imperial State of Al-
gemron (ISA), Thus, Alitar remained a Thuldan colony in every-
thing but name.

The former Imperial Governor rules the Imperial State as a po-
tentate. Normally, Thuldan Prime would have appointed someone
to this post, but during the course of the Long Silence it became
necessary for the Alitarins to choose their own leaders. Tradition-
ally, the previous governor appointed her successor directly, sub-
ject to the approval of the Calonial Assembly (now known as the
State Assembly). The 1SA has held onto that tradition.

There are only two branches of government in the Thuldan
colonial system: the administrative and the legislative. The po-
tentate oversees a cabinet of Lord-Ministers representing the
departments of War, Commerce, State, Industry, Health, and Ed-
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(10]-swim [11]; Stamina (10}-endurance [12]; Knowledge
(12]-deduce /14) language: Standard /15] milttary history
(14], Verge system: Algernron [15]; Tactics (12]-infantry tac-
tics' [16] vehicle [15); Awareness |3|~intuttion [11), percep-
tion [11); Iteraction (11)-bargain (12} intimidate [15);
Laadmhtp [11}-command (14], inspire [12].
This specialty skill uses a -d4 base situation die.

A living legend among his troops, General Murrad is the
commander of the 22nd Pawered Infantry division, called the
Snow Tigers, Boisterous and overbearing, he is a batle-
scarred veteran S0 years of age who balieves in leading
from the front. Murrad's manners need maore than a little re-
fining; he's coarse, abrupt, and quick to dismiss anyone who
wasteg his time. Murrad's Snow Tigers played a key role in
the successhul assault on the Big Slate Mountains three years
mmﬂhﬁsmmhﬁWNMHuh
resume the attack.
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Murrad has taken an intense interest in the skirm -
mahmmmwmm
into Galvinite territory and has been known to join partisan
bands for a short time in order to offer what help he can. The
Galvinite Intelligence Directorate has placed a bounty of
50,000 on General Murrad's head, but so far he's persan-
ally incinerated three assassins attempting to ﬂmh
purse. Mmmmmmw
‘Murrad allows a couple of bodyguards to stay near him
whmhnplamhimlimhnm‘sway '

ucation. In addition, fifteen Lord-Governors act as regional lead-
ers in the Imperial State's Administrative Divisions, the equiva-
lent of provinces or states. The Potentate and the Lord-
Governars have the power to convene or dismiss their respec-
tive Assemblies, they command the personal allegiance of Re-
gional Ministers in each of the major bureaucracies, and they're
also considered commanders-in-chief of any military forces sta-
tioned within their territory. The 1SA, like the old Thuldan Em-
pire, believes in placing great personal power in the hands of a




few selected men and women. Currently, two of the Lord-Gov-
ernors hold their pffices in exile, since the Galvinites occupy
their territories. A third Lord-Governor is responsible for 1SA of-
fworld holdings scattered throughout the system.

The current Potentate is Prince Banda Korov (Hm/Algem-
ron/DCS-15), an aging man still possessed of great vigor and
force of character. As Lord-Minisler of Defense 40 years ago,
he wasn't present in Beronin at the time of the Ajax attack; thus,
he survived as the ranking lord of the colony. Korov rebuilt the
government and the city, and Is now overseeing the transition
lo independence. It's been Korov's misfortune to preside over
the warst part of the war for Alitar, but most of his countrymen
believe that Alitar would have fallen years ago without Korov's
leadership.
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Once the largest city of Alitar, Beranin was almost completely
destroyed by Galvinite treachery in the Ajax incident. Located in
the verdant coastal plains of the equatorial belt, Beronin was a
beautiful city of open verandas and cool sea breezes, bordered
on two sides by glittering white beaches. After the Ajax leveled
three-quarters of the city, the new leaders thought long and hard
about relocating the seat of government before deciding to re-
main in the devastated city. Moving the capital would simply
make another city a prime target for Galvinite attack.

Once the new government settled on this course of action,
they rebuilt Beronin as a foriress city. Instead of reconstructing
the city’s devastated center, the Alitarins used the surviving sub-
urbs as the heart of the new city, expanding it outward by hun-
dreds of square kilometers. Government offices, key industries,
and transportation networks are now separated by dozens of

kilometers. Engineers created huge earthen dikes to isolate sec-
tors of the city and deflect blast effects. They also buried vital
emergency and command facilities in hardened subterranean
bunkers. Finally, extensive air/space defenses were added to
the formidable defenses already in place, making Beronin a dif-
ficult target indeed.

The result is a city that appears eerily empty. More than 250
square kilometers of the old city center is nothing more than
rubble and debris, wreckage that was never cleared from the
Ajax hlast. Ten years ago, Imperial Potentate Forov (then the
Imperial Governor) decreed that the blast district of Beronin
would remain a ruin forever as a memorial to the citizens who
died there.

Alitar |s home to a more open society than that of their
neighbors on Galvin, but the risk of Galvinite commanda raids,
terrorism, and espionage has forced Alitarin police to adopt
very stringent measures. Offworlders are free to go where they
like, with the exception of a few restricted spols; however, dis-
obeying the restrictions results in swift and final punishment.
The Alitarin response to Galvinite terrorism is a well-armed,
loyal, and well-informed populace willing to report suspicious
activity and help local police commanders ferret out Galvinite
activities. Every shopkeeper carries a sidearm and keeps his
gyes on everyone. Heroes accustomed to blustering their way
through the peaceful citizens of other planets might find a very
ugly surprise when they try the same tactics in Beronin.

BaANKER IsLAND
Beronin's original spacepart was located near the center of the
Ajax blast zone, The landing field still exists, but all of its sup-
porting structures were seared to ash by the bomb, The city's
new spacepori, Banker Island, is on an artificial island in the




bay. Two causeways—one for civilian use, the other for military
use—connect the city to Banker lsland. Both are heavily
guarded, and offworlders can expect lengthy security checks be-
fore they're allowed to leave the spaceport. Banker Island is a
primitive facility, even by Verge standards; the Alitarins planned
out a magnificent new spaceport to replace their old one, but
they ran out of money only three years into construction. Huge
sections of the spaceport are simply empty concrete shells, un-
finished after 20 years of work.

Most of the city’s grand old colonial hotels were destroyed in
2461. Only a handful have heen rebuilt in the new Beronin—in-
cluding the Algemronian Arms, the Borr-Mikalton, and the 0ld
Bay. A few years ago a stay in any of these facilities would have
cost a traveler an arm and a leg, but in the last five years, Ali-
tar's economy has fallen to pieces. The Concord dollar buys a
lot an Alitar these days, and a stay at a fine hotel typically runs
only #20-%50 per night. Visitors should be warned that Alitar's
crumhbling economy has spurred a rise in criminal activity;
Beronin isn't a safe place.

By far the most striking feature of Beronin is the Blast Zone.
Block after block of rubble and ruin extend throughout this old
city center. Some of Beronin's original skyscrapers survived the
blast but were gutted by its effects; their lonely skeletons mark
the former downtown district. Visitors are advised to stick to the
main roadways and avoid entering any buildings; many are un-
safe, and a small number of dangerous Alitarin scavengers
called drexen make their homes deep in the ruins. Every year
at least one or two tourists die from drexen stings received in
the rubhble.

The Imperial Capitol was built to house the Calonial Assembly
after the destruction of the old Assembly House. The new As-
sembly Building is & small, plain structure equipped with deep
underground bunkers and formidable air defenses. Alitar’s Im-
perial Assembly, consisting of 45 Lord-Ministers, convenes here
at the potentate’s invitation. In addition, the Capitol building
houses their offices, chambers, and support services. Alitar's
Senators are elected to their posts and represent the populace
io the Potentate. While the administrative branch is much more
powerful than the legislative branch, the whole Assembly has
the power to censor or dismiss the potentate through impeach-
ment proceedings and votes of confidence. Prince Korov, the
current Potentate, has generally maintained good relations with
the Assembly throughout his reign.

Located across the bay from Beranin, Alitar's Defense Hesearch
Center is a sprawling complex of munitions plants, laboratories,
and testing grounds. The Hed Rain agent afflicting Galvin was
developed in the DAC Bioweapons Lab, and there are rumors
that a counteragent for the mycotoxin exists in cold storage here
as insurance against a Galvinite effort to introduce Red Rain on
Alitar. Naturally, this facility utilizes the highest security precau-
tions imaginable.

Dne of the few portions of Beronin that escaped total destruction
in 2461, the University was shielded from the worst of the Ajax
blast by virtue of its location in the outlying suburbs of the city.

MAarA DEVRONA

CONCORD ADMINISTRATOR
Laval 16 human Diplomat (Combat Spec)
STR 8 (+1) INT12 (+1)
DEX 11 (+2] WIL 11 1)
CON 11 PER 12
Durahility: 11/11/ 5/5 Action check: 16+-/15/7/3
Move: sprint 18, run 12, walk 4 #Actions: 2
Heaction score: Ordinary/2 Last resoris: 0
Perks: Reflexes, Tough as Nails
Unarmed 4/2/1  dds/dd+1s/d4+2s L/0
Mass pistol  14/7/3  dBw/d6+2w/d6m En/G
Tri-staff 12/6/3  dB+2w/3d4+1w/d6+2m En/D
Defenses
CF softsuit: d6 (LI}, dB (HI), d6-1 (En)
Skills

Athletics (8]; Melee (B)-powered (12]; Modern [lil-pﬁd
[14]: Vehicle Operation [11); Stamina [11]-endurance [13];
Hnnwlndun (12]~computer [13] deduce [13] first aid [14]

stellar nation: Galactic Concord [16], Verge system: Algem-
ron [13]; Law [12)-court [15] enfarcement [16]; Security
[12]-devices [13] protacals [15]; System [12]-communica-
tions [14], weapans [14]; Administration (11]; Awareness
[11)~intuition [14], (13]; Investigate [11}-interra-
gate [14], search [14]; Culture [12]-diplomacy [16] stiquette:
Austrin [14] etiquette: Thuldan [14), Interaction [12]-bar-
gain ﬂgé}ﬂb&m (18], Leadership [12]-command 13,
inspire

Administrator DeVrona is a hard-nosed, no-nonsense cop on
one of the toughest beats in the Verge—the Neutrality Patrol
at Algemron. She is a small, athletic woman with close-
cropped iron-gray hair and a forceful, commanding manner
that demands attention. She is decisive and abrupt, inclined
to form strong first impressions and then act on them while
other people are still sizing up the situation.

While her current assignment as head of the Patrol forces
her to make use of her background in security and law en-
forcement, Mara DeVrona's true talents are in the art of gun-
boat diplomacy. Sha’smrllurspmuﬂngﬂmﬂmﬂlns
varigty of unafficial roles, using veiled threats and blunt sug-
gauﬂomtumahhu&mnhﬁhmwnwhmmnﬂamﬂ:—

ods might fail outright Her experience made her a logical
choice for a position traditionally held by Star Force officers.

Beyand her tasks in organizing the convoys, monitoring
Pariah Station, and hosting what diplomatic efforts she can,
Mara DeVrona has a higher mission—she means to bring the
war in Algemron to an end. She aggressively seeks out any
development that might erase the military adge Galvin cur-
rently holds, hoping that the Galvinites might prove more
tractable should they lose some of their “toys’ In particular,
DeVrona believes that a major Galvinite defeat might bring
down Eupram Commander Sheref, possibly elevating

Mﬂﬂhmpumhlpmthsmﬂictmﬂuﬂwﬂﬂeﬁmls
caught favoring the Alitarins, the political fallout for the en-
tire Concard would be disastrous.
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Given the censorship of the Internal Security Directorate on
Galvin, the University of Alitar is far and away the most vital
and creative institute of higher learning in the Algemron system.
I's also a favorite target of agitators seeking lo stir up anti-war
opininn—though it's hard to win such sentiment in sight of the
ruined skeleton of downtown Beronin.

THE OccuPATION

The invasion that followed the end of the cease-fire in 2461
very nearly brought Alitar to its knees. With their air and space
superiority assured, the Federal State's forces landed at will,
supplied their ground forces, and called down massive fire-
power to disrupt any Alitarin counterattacks against their
beachhead. For almost three years, the Galvinites pushed their
way out of the narrow landing zones, smashing any kind of or-
ganized resistance to their moves. However, the advance didn't
go unopposed. The Alitarins ringed the main body of Galvinites
with a net of hastily assembled units; even though hundreds or
thousands of these men and women were cut off and captured
by Galvin's vertical assaults, the Alitarins always found more
cannon fodder to contain the beachhead and prevent a crucial
ground breakthrough.

Today, over two million Federal State troops hold the ad-
ministrative divisions of Andeswaar and Murichi—a swath of
territory almost 2,000 kilometers by 1,000 kilometers in extent.
The front lines are a nightmare tangle of minefields, defense
stations, barbed wire, and free-fire zones; both sides are dug in.
The last major offensive occurred three years ago, when the Al-
itarins retook the rough terrain of Big Slate Mountains on the
eastern edge of the beachhead; the Galvinites lacked the sup-
plies and manpower to push the Thuldans back at that time. In
the last six maonths, the Federal State Invasion Commander, Gen-
gral Marken Ghuirere (Hm/Algemron/DCS-15) has created a
plan designed to cut off the Alitarin forces along the plains south
of the large mountain chain.

Large-scale military campaigns are rare in the Alitarin
ground war, as both sides are approaching economic and mili-
tary exhaustion. Platoon and company-level actions focused on
neutralizing minor defense stations, observation posts, and ter-
rain advantages still occur along the front lines, Unfortunately,
any concentration of Alitarin hardware invites devastating or-
bital attacks from Galvin’s navy. Likewise, the Galvinite forces
must contend with relentless partisan activity and sabotage
whenever they try to muster a major attack. It's a nightmare
war of afttrition,

Behind the lines, millions of Alitarins live under martial law
imposed by the Federal State conquerors. Despite fierce local
resistance and sabotage, most of the agriculture and industry of
Andeswaar and Muricht have been restored to something ap-
proaching their prewar level. Battalion after battalion of Internal
Security Directorate police oversees production in the Occupied
Zone and neutralizes guerrilla activity,

Travelers passing into Galvinite-held territory do so at their
own risk. Such persons are subject to extremely intrusive
scrutiny, and security forces often detain them for weeks before
they're allowed to proceed. The only reason the Alitarins allow
any traffic at all into the Occupied Zone is that they hope to al-
leviate the suffering of their fellow citizens held captive. Traders
carrying nonmilitary supplies, entertainers, medical personnel,
and technicians are usually allowed to pass through the Alitarin
lines. However, there'’s no guarantee that the Galvinites will
allow them to return.

DAaLIUS

Beyond the two Class 1 worlds of Algemron lies a system full
of worlds both deadly and fascinating. Dalius is the first of these;
it's a small gas giant hovering on the edge of the so-called *ice
line“~the point in a system at which water may or may not
freeze during planetary formation. Beneath its atmosphere of
hydrogen and helium lie dilule seas of ammonia and water.
Some early Austrin planetologists speculated that Dalius might
conceal a narrow band in which Series | or Series Il life could
exist, but no one has ever found any evidence to support this
theary.

Dalius boasts six moons, four of which are nothing more
than captured asteroids a few hundred kilometers in size: Gar-
ian, lona, Ouros, and Nemos. The innermost moon, Antigone, is
an [o-like volcanic moon tarn by tidal forces. The sixth moon,
Clytemnestra, is the largest in Dalius's system, almost 4,700
kilometers in diameter. It's a cold and arid desert moon with a
scant atmosphere of carbon dioxide. Both Alitar and Galvin pos-
sessed a handful of mining colonies and research posts on
Antigone and Clytemnestra, but all of their outposts here were
destroyed or damaged beyond repair in the early stages of the
system war,

Today, the major force on Dalius is the omnipresent Void-
Corp. Interested in terraforming and developing Clytemnestra,
this giant corporation has purchased Alitar’s interests on the
moon and is currently huilding a domed colony and atmosphere
plant. It's rumored that VoldCorp's presence here is simply an
excuse to position a military force for a potential intervention in
the system'’s conflict, but neither Thuldan Prime nor Austrin-
(ntis would allow the corporation to involve itself.

WREATHE AND ARGOLOS

Between the orbits of Dalius and Reliance lies a thin, scattered
asteroid belt formed by the collision of a planet with the gas
giant Havryn. Hundreds of thousands of minor asteroids now
follow a variety of eccentric orbits in this region, but two are
particularly noteworthy: Argolos and Wreathe. These two as-
teroids are remarkabiy large for bodies of this type, and some
astronomers have speculated that together they once constituted
about B0% of Algemron’s missing planet. Both asteroids are
rich in heavy metals and represent major mining finds.

In the early days of the system, the Austrins of Galvin
claimed Argolos, and the Thuldans of Alitar claimed Wreathe.
Domed mining towns still survive on hath astercids—though
raids and bombardments have caused much destruction.
Wreathe is extremely unusual in that #t actually possesses a
wisp of an atmosphere—mostly sulfur dioxide—and native Se-
ries IV life. One of Wreathe's primitive lichens, the plant known
as whitespike, is exceptionally dangerous because it is the only
known source of the hallucinogen biaxinin. The Alitarins do
what they can lo hinder independent prospectors from collect-
ing whitespike, but there's always sumeone willing to risk his
life for the fantastic sums whitespike commands elsewhere in
the Verge. Spikers—those humans and aliens addicted to this
substance—will pay large amounts for their daily dosage.
Wreathe's native lifeforms include several predators that have
been known to attack humans, and more than a few whitespike
prospectors have met their death at the hands of a veerkiller or
a terragin.



RELIANCE

The fourth life-bearing planet in the Algemron system, Heliance
is an ice-world shrouded in a murky atmosphere of methane,
hydrogen, and nitrogen. Its core of rock and metal lies deep be-
neath a mantle of water and ammonia ice, a frozen and fea-
tureless plain that covers the planet. The planet is marked by its
extreme axial tilt and its long seasons: Heliance's summers and
winters last for more than two and a half Earth years each. Dur-
ing this time, the hemisphere in summer has time to warm up
to a near-tolerable temperature, while the hemisphere In winter
falls into a deep freeze in which even the most resilient crea-
tures must hibernate until the return of the sun.

Heliance is home to hydrogen-breathing creatures that were
nurtured in its shallow, icy seas of water-diluted ammonia. Most
of Heliance's creatures are primitive and unsophisticated by Se-
ries | standards, but they thrive in an environment that fre-
quently experiences temperatures as low as ~200°C.

Other than scientists, few people have any interest in He-
liance. Iis wealth of CHON elements (carbon, hydrogen, oxygen,
and nitrogen) may be useful in synthesizing air, water, food, and
organic compounds elsewhere in the Algemron system, but as
long as the war persists, no one’s going to make the necessary
investments in atmosphere plants and refineries.

HAVRYN

The largest of Algemron's planets, Havryn is a gas giant of Jov-
ian proportions, a titan marked by bands of green, white, and
blue. Unlike many gas giants, Havryn possesses few moons and
rotates at a slow and stately pace. Astronomers have deter-
mined that this is a result of the collision that created Wreathe
and Argolos; millions of years ago, another star with a retinue
of planets passed through the outer reaches of the Algemron
systern, and the planet that was destined to become Wreathe got
in Havryn's way. The head-on impact slowed Havryn's spin and
removed enough velocity to cause Havryn to shift its orbit out-
ward by almost half an AU, Only a few of Havryn's moons sur-
vived the approach and impact; the 10 satellites charted today
are all tiny fragments of debris—none mare than 100 kilometers
in diameter.

Havryn is a potential site for gas mining in the future, but no
one in the Algemron system can spare the infrastructure or
capital to begin the project at this time.

PALSHIZON

This frozen and useless rock offers almost nothing of inferest to
human colonists or miners. Palshizon is nothing more than an
gversized carbonaceous asterpid, coated with a thin dusting of
oxygen and ammonia {ce. lespite its unattractiveness, though,
Palshizon has become one of the keys to the Algemran system;
its outer-system orbit made it an ideal place to Iocate the head-
guarters of the Concard Neutrality Patrol-the dark and silent
space fortress called Pariah Station. Here, in the gloomy
shadow of this frozen world, the Concard works (o end the con-
flict tearing the system in two.

Both Alitar and Galvin grudgingly recognize a Cease-lire
Zone (CZ) extending for one-tenth of an AU around Palshizon.
Belligerent warships may not enter this area, and both sides
must refrain from attacking ships in the CZ, regardless of their
flag. Misunderstandings are, however, fairly common. Merchant
vessels from all over the Verge exit drivespace here in order to
join the list of neutral ships awaiting Concord escort to one of

the belligerent worlds, Neutral ships that enter the inner system
without the company of a Concord escort do so at their own
risk.

Parigh Station, the Concord HO, simmers with tension and
lethal arguments. Here Alitarin and Galvinite merchantmen,
diplomats, and spies rub elbows. Brawls, gunfights, and outright
murders are not uncommon—despite the best efforts of the sta-
tion security forces. It sometimes takes weeks for a ship to work
its way through the convoy lists, and bored spacehands looking
for something to do contribute to the dangerous and seedy at-
mosphere of the station.

HALO

A small gas giant marked with cool bands of blue and white,
Halo was probably captured from a star that passed through Al-
gemron millions of years ago. It seems generally out of place in
Algernron, and detailed spectrographic analysis has shown that
Halo contains the wrong chemical profile to have formed from
the same protostar system that spawned Algemron and its arig-
inal planets, Like any gas giant, it contains vast reserves of hy-
drogen and helium that might one day be tapped through gas
mining, but Halo presents a strange natural barrier to such ex-
ploitation—namely, the energy aura for which the planet is
named.

Halo's aura is created by the sweep of its powerful magnetic
field through a faint ring system heavy in metal particles and
conductive gases. The planet possesses a remarkably rapid ro-
tation, and its magnetic pole is off its axis by thousands of kilo-
meters, resulting in a broad sweep of magnetic force across iis
rings. A trickle of electricity incites these otherwise invisible gas
and dust clouds to a dim fluorescence, illuminating the plangt in
a flickering glow.

Five moaons orbit Halo, but only two of them are of any note.
Abdiel, the closest moon, is an ice-surfaced orb about the size
of Earth's moon. Uriel, the fourth moaon, is the largest satellite in
the Algemron systern. It's covered in a frigid smog of nitrogen
and hydrocarbons. Due to Halo's remote location, no humans
have settled in this region.

SYSTEM LOG

Algemron is a good example of the troubles that plague the
Verge to this day. Distrustful of the return of the stellar nations,
the people of Algemron remain firmly mired in their own ver-
sion of the Long Silence, fiercely fighting the battles of the last
Galactic War. Sensing that their conflict may invite the interfer-
ence of powers they can't resist, both Alitar and Galvin are in-
tensifying their efforts to achieve a clear victary before it's time
to shift their battle to the negotiating table.

As a continuing batllefield, Algemron has attracted the worst
sort of mercenary scurn, arms dealers, and war profiteers
imaginable. The fragile neutrality of the outer system is shud-
dering under the ruthless greed and agitation of merchants and
soldiers looking for a way to make a buck from Algemron's
war. Meanwhile, the deadly blows landed earlier in the conflict-
the devastation of Beronin, Hed Hain, the invasion of Alitar—
may still overwhelm the struggling worlds.

BreaxkouT!
Last week, the Imperial State of Algemron unveiled a long-

awalted addition to their fleet with the commissioning of the
hattlecruiser Helentless. Years in the bullding, the Helentless




emerged from her subterranean shipyards in a daring breakout
atternpt, driving hard for open space. Alter scattering the Galvi-
nite transport fleet over the Occupied Zone, the Aelentless fled
into the outer system and made starfall. Military analysts be-
lieve that the cruiser will undertake commerce raiding in the
neighboring system, forcing Galvin to institute naval escorts for
her merchant vessels throughout the Verge. The Federal State
Navy has responded by assembling a task force composed of
the heavy cruisers Tamurlane, Nestor; and Chiron to hunt down
and destroy the Helentless,

It's rumored that the Helentless has a much more important
mission than simple commercial raiding, but the Imperial State
has been silent on the topic. What the mission might be, no one
outside the Admiralty can say.

BI1G SLATE OFFENSIVE LAUNCHED

Early this month, the Austrin forces occupying the district of An-
deswaar launched a heavily supported counteroffensive to drive
General Murrad's Snow Tigers out of the Big Slate Mountains.
The Austrins have introduced & number of new weapons in this
attack, and the suddenly hard-pressed Thuldan defenders are
falling back on all fronts. It looks like it might develop into an
all-out rout-unless Murrad is simply setting a trap for his
overeager adversaries

SMUGGLERS FIGHT BAck

Several times in the last four or five months, Concord patrol
vessels atempting to interdict the whitespike smugglers work-
ing from the asteroid world of Wreathe have come up against
black, alien vessels armed with extremely formidable firepower,
Ignoring all attempts to communicate, these dangerous vessels
typically cripple their pursuers and then make their escape.
Some people have speculated that the Galvinite navy is using
the vessels to trade in whitespike secretly, while others blame
independent drug lords or Dld Space speculatars. A handhul of
alarmists claim that a new and previously uncontacted space-
faring species is behind the recent spate of confrontations, but
this seems extremely unlikely.

HEROES OF ALGEMRON

Maore than 99.9% of the humans native to Algemron come from
either Galvin or Alitar; only a few thousand miners and space
waorkers live in the domed cities and stations of the rest of the
systemn. Galvinite heroes descend from Austrin-Ontis stock and
retain all the normal benefits ascribed to heroes of that stellar
nation [see page 45), In general, Galvinites have become much
more regimented and predictable than their Old Space kin. The
Austrins believe that guns allow the individual to protect his lib-
erties against the demands of society, bul on Galvin, no ane
questions the power of the state.

Alitarin heroes are still very Thuldan in outlook and tem-
perament. They held onto their roots in the Empire much longer
than their foes held onto their Austrin heritage. Consequently,
Alitarins begin play with the benelits specified for Thuldan
characters (see page 65). Many Alitarins feel as though they've
been abandoned by their homeworld, and they're determined fo
show that they don't need the Empire.

TELN
If their existence was even suspected, the teln would be classi-
fied as an external species (not of known origin). As it is, the
teln have secretly invaded the Algemron system and hegun
their own insidious form of conquest. These wormlike parasites
are harbingers of fear, paranoia, and suspicion for the people of
Algemraon and, perhaps, the rest of the Verge.

Description: The teln are a parasitic breed of wormlike crea-
tures that combine in tangles to form group minds. An individ-
ual teln measures about 1 centimeter in length and possesses
more instinct than intelligence. It isn't until a tangle—consisting
of anywhere from 10 to 100 teln—forms a group mind that true
intelligence emerges. A typical “larva” tangle consists of twelve
creatures, a “brood” tangle containg 40 teln, and a “cluster”
tangle includes 100 teln.

A group mind has a variety of psionic abilities upon which
to call, as well as a vast network of intelligence. Each teln can
connect with other group minds over great distances, providing
suppart and advice as needed. In fact, teln can use their Telepa-
thy—contact skill over a range of up to 5§ AU without penalty;
that's more than enough for planetside tangles to contact group
minds in orbiting ships.

(n the teln homewaorld, each teln tangle resides within a sym-
biotic creature called a teln'ng. A teln'og resembles an eyeless
eel and measuras aboul 40 centimeters lnng, with a diameter of
4 pentimeters. The elongated, snakelike body houses the crea-
ture’s internal organs, as well as its parasitic tangle of teln. Iis
large head features a circular mouth and short, suction-cupped
tentacles, A teln'ng isn't intelligent, but the teln mind within it can
command it to do its bidding. Within a teln'og, a tangle has ef-
fective Strength, Dexterity, and Constitution Ability Scores of 6. In
addition, its durability rating increases to 8/8/4/4.

When the teln finds another creature to host a tangle, its tel-
n'og crawls up to the creature’s mouth and expectorates the
tangle into it. (Usually, the tangle first renders its next victim un-
conscious through the use of Telepathy-mind biast) The tangle
works its way into a cavity inside the new host, where it can
settle and issue mental suggestions.

Encounter: Though little is known or even suspected concern-
ing the mysterious teln, there are a number of the creatures ac-
tive in the Algemron system. Yet even in Algemron, Vergers and
Arrivers might encounter a teln host and never realize ft. A teln
tangle can reside within @ human, fraal, sesheyan, weren, or
¥'sa host, Mechalus physiology has thus far been able to resist
teln infestation.

Teln hosts may not immediately realize that their bodies
have been invaded. This is especially true if the host was ren-
dered unconscious by teln mental attacks prior o the tangle’s
transfer. The group mind doesn't issue over! commands to the
host. Every suggestion is subtle and insidions. The tangle ob-
serves and researches information about humans and their
alien partners, so that every suggested task indirectly benefits a
host's teln master.

The first stage of infestation lasts anywhere from four to
eight weeks as the larva matures into the adolescent brood
stage. At this point, the leln exercises a greater degree of con-
trol over its host, reflecting by the tangle's higher Telepathy-
suggest skill scare. After 8 to 12 months within a host, the
brood tangle transforms into an adult cluster.

Is in this last stage of teln infestation that a host is totally
dominated by the group mind inside it. At this point, the tangle



must direct the host completely, as the victim's own will and na-
tive intelligence has deteriorated. In addition, the teln can no
longer take advantage of its host’s skills; most physical actions
now occur at the untrained level.

A cluster host changes to such an extent that casual ob-
servers can see evidence of the tangle intrusion. The most ob-
vious evidence is the plural mindset adopted by a host: Such a
victim speaks of ‘we” instead of I’ In addition, cluster hosts
have sickly appearances and off-kilter mannerisms. In this last
stage, hosts don't appear comfortable in their own bodies.

After reaching the cluster stage, a teln consumes its host
until the host dies. Each week that a teln cluster remains, its host
permanently loses 1 point from its wound and stun durability
ratings, and 1 point from its Intelligence and Will Ability Scores.
The host gradually becomes weaker and more crazed, until the
group mind must assume total control. Once the host dies, the
tangle must immediately find a new host; it can only survive
oulside a host for a short tme—no longer than a few hours,

Habitat/Socisty: Almost nothing is known about the teln or
teln‘og. With the exception of the teln‘og, teln hosts eventually
die as the parasites consume them from within. Teln'og have
developed so as to produce what the teln need, and thus aren't
consumed as a byproduct of the relatinnship,

Teln hosts don't immediately realize their predicament,
though close scrutiny by others may reveal physical and men-
tal changes over time. A thorough medical scan may also re-
veal a teln tangle; a successful Medical Science—-xenomedicine
or freatment skill check, with a +1 penalty, is required. A Mead-
ical Selence—surgery skill check, with a +3 penalty, is neces-
sary to remove the tangle from its host. 0f course, the teln and
its mentally dominated host resist—physically and psionically-
all such attempts, Usually, a tangle leaves its host [much the
same way as it is passed on by the teln’'ng) before arousing
undue suspicion. Once freed from its teln, a teln host eventually
recovers from the side effects of the infestation. Durahility rat-
ings and Ability Scores return at the rate of one per week.

TewN LARVA TANGLE

STH 1 0 INT B (-1)
DEX 1 0 WIL 6 (-1)
CON2 PER B

Durability: 2/2/1/1 Action check: 7+/6/3/1
Move: walk 2 #Actions: 1

Last resorts: 0

Attacks

Mind blast 10/5/2 ~ d4+1s/d4+2s/dB+2s n/a
As host

Skills

Knowledge [6]; Awareness [6]-intuition [12); Investigate
B]-search [14]; Resolve [6]-mental [8]; Deception (B]-bluff
[10]; ESP [6}-mind reading [8]; Telekinesis (6| -Jevitatian 8],
Telepathy [8]-cantact [10], mind blast {10}, suggest [11]

TeELN BrooD TANGLE

STR 1 (0 INT 10 0]
DEX 1 (0) WIL 10 (+1)
CON 3 PER 12

Durahbility: 3/3/2/2 Action check: 10+/8/4/2
Move: walk 2 #Actions: 2

Last resarts: 2

Attacks

Mind blast 18/9/4  d4+2s/d6+2s/dB+2s n/a
As host

Skills

Knowledge [10); Awareness (10}-intuition (12]; nvestigate
(10| -search [12]; Resolve [10]-mental [14); Deception
|12]-blukf [14]; Leadership [12]-command [14]; ESP
|10]-clairaudience [12), clairvoyance [12], mind reading
[18]; Telekinesis [10]-/evitation [14), psychokinetics [14];
Telepathy [12]-contact [16] dlusion [16] mind blast [18]

mind shield [15), suggest [18).

i TELN CLUSTER TANGLE
STH 1 (0) INT 15 (+3)
DEX 1 (0) WIL 15 (+5)
CON 5 PER 18
Durabtlity: 5/5/3/3 Action check: 15+/14/7/3
Maove: walk 2 _ #Actions: 3
Heaction score: Ordinary/2 Last resorts: 4

Psionic energy points: 22

Mind blast  28/14/7 2d4+2s/2d6+2s/2d8+25 n/a
As host

Skills

Computer (15]-hacking /18/; Knowledge |15)-deduce [18);
Awareness [15|-intuition [16]; Investigate [15]-search [16];
Besolve [15]-mental (24]; Deception [18]-bluff [22): Lead-
ership [1B}-command [22]; ESP [15]-clairaudience [18)
clairvoyance (18] mind reading [20); Telekinesis [15]-Jevi-
tation /18], psychokinetics (18] Telepathy [18]-contact [22]
illusion (22), mind blast [26), mind shield [24], suggest [24]



OBERON

“Come to the Oberan systern and make your fortune. Hiches
beyond your wildest dreams!”

~A Rigunmor Grid Ad

Such were the promises of the Rigunmor recruiting campaigns
more than a century ago. The old propaganda posters and
celehrity endorsements are commaon items in museums today,
shining examples of the best marketing campaign in mankind's
recorded history. These promotional items depict men and
women working together in the mines of Lison for a few hours
each day before retiring to the comfort of the pleasure domes
on the planet's sunny surface. For the Vergers living in this sys-
tem today, the words of those old advertisements and com-
mercials are a cause for bitter laughter.

The Oberon system is a large and complex one, It contains
two stars, Titania and Oberon, set some 350 AU apart. Titania,
the larger of the two solar bodies, is a blue supergiant. How-
ever, no planets orbit this star—perhaps due to its great size
and forceful solar wind. Oberon, on the other hand, possesses
nine planets. Two of them, Spenner and Mindara, are near-
molten worlds in close orbit to Oberon. Another three; Leen,
Lison, and Hux, are terrestrial worlds with moderately distant
orbits. Farther out, two gas giants, called Werth and Kreshaw,
revolve around Oberon, and two rocky worlds, Iris and Norn,
mark the edge of the system. Both of these plansts could be
former moons of Werth or Kreshaw that escaped into indepen-
dent, though unstable, orhits.

Lison is the center of human interest in the Oberon system.
A first glance at this planet, however, would make such a state-
ment seem unlikely, as Lison's ecology is only slightly more
hospitable than the ecology of Oberon's molten worlds. Like
most of the inner planets in this system, Lison has become
tidally locked due to the inexorable slowing of its rotation; thus,
Oberon’s radiation constantly bombards one side of the planet,
while the other side lives in perpetual darkness.

HisTORY

Exploitation appears throughout the entire recorded history of
the Oberon system. Humans came here in order to strip valu-
able metals from Oberon’s planets and moons. In the process,
they have made themselves slaves of the system’s economics.

Rigunmor records, made public during the Second Galactic
War, reveal that a group of independent scientists aboard the re-
search vessel Lyclops were the first to visit the Oberon system.
Heconstructed logbooks tell the story of a group of young re-
searchers exploring this area of space in 2323. Apparently,
these scientists wanted to make precise measurements of Tita-
nia's puter corona and use the data to further their academic ca-
reers. The curious explorers soon hecame sidetracked and
stopped to map out the details of the entire system.

What they found on Lison changed this system forever.
After only 16 hours of surveying the surface, scientists discov-
ered quantities of rhodium beneath the topsoil. Immediately
upon making this discovery, the Cyclops departed for the Ten-
dril system. Upon making starfall, they sent a message about
their find to the Stellar Hing and immediately returned to
Oberon

Unfortunately, an anonymous drivesat technician sald the
information to another stellar nation. The greedy technician
‘erroneously” routed the researchers’ messages to the Aeneas,

a Higunmor battlecruiser patrolling the area. Three weeks
later, the Aengas arrived at Oberon and claimed the system.
The Cyclops and its crew were never heard from again, and
the Rigunmor Star Consortium explored Oberon and Lison.

COLONIZATION

Greed soon proved itself the most powerful force in the Oberan
system. A fleet of twelve Higunmor military vessels quickly as-
semhbled about the orange star. Within four months after the
doomed Cyclops sent her message, the Rigunmor fleet had
seized complete control of the system and instifuted an imme-
diate hlockade: Foreign vessels were not permitted to enter the
gystem. Meanwhile, high volumes of Rigunmor trafflc, most of
it shipping cargo, landed on Lison.

Motivations of wealth and power made the work of setting
up a mine on Lison pass by quickly—if not safely. 2519 saw
the first rhodium mine begin production. In the haste sur-
rounding the mine's construction, more than 1,000 technicians
died in accidents. It is unclear whether those first miners were
coerced, or if they volunteered for the task hoping to retire rich.
Regardless, the long periods of work and substandard condi-
tions bore a terrible cost in lives. The Rigunmors didn't finish
construction of a functional colony with permanent living quar-
ters until 2330.

Leaders far the Rigunmor outpost soon found that the small
population of miners on Lison severely limited production. By
2334, more than a dozen fertile rhodium quarries sat quiet and
unused. Fearing reprisals from the Star Consortium capitalists
who wanted the mine o meel its projected rhodium output,
Lison’s governors struggled to increase the work force. Their
first initiative offered bonuses and vacation time for the “pro-
duction® of children, and the plan met with a healthy amount of
success, Still, a decade would pass before the Rigunmors could
"harvest’ a crop of hurnanity and put it to work in Lison’s min-
ing operations.

Thus, they drew up a supplementary plan. In a brilliant fit
of marketing, the Rigunmor governors hired publicists from the
entertainment and political industries of the Stellar Bing. These
professionals built Lison's now-famous image as a planet of
oppartunity. Throughowt much of Old Space, Grid advertisers
neglected to use pictures of Lisan's ugly, cratered surface or
dark subterranean shafts. Instead, they displayed images of
miners working short days for excellent pay. Rigunmor vessels
had to make many trips to collect the thousands of volunteers
desperate for a chance to make their fortunes. The population
of Lison soon swelled to a million underpaid, overworked sen-
tients of mixed species and nationalities. The Rigunmor re-
cruiters were well paid for each volunteer they brought to
Lisan. At best, they were liars and con artists; at worst, they
canscripted citizens of all nationalities in the dark of night
Nothing stood in the way of their greed.

THE SECOND GaLACTIC WAR

The Lisons’ experiences during GW2 were unique within the
Verge. Unlike many of its neighbors, the Oberon system never
truly experienced the Long Silence. Of course, the Bigunmor
Star Consortium became just as entrenched in the intergalactic
war as any of the stellar nations. Unlike most empires with
Verge colonies, however, the Higunmors thought their Verge



asset too valuable to lose. Rigunmor warships, growing fewer
in number, continued to patrol the system and protect Lison's
PESOUrces.

RevoLr

Higunmaor history texts express surprise and disgust at the ac-
tions of the colonists on Lison during GW2. How many Verge
warlds begged for their parent empires to care for them? How
many were protected from invasion or piracy? How many
worlds devolved into barbarism and savagery without sup-
port? These are the questions Rigunmors ask when criticizing
the Hevaolt of 2373,

From the Lisons’ point of view, the revolution seemed in-
evitable. More than S0% of the population had relocated to
Lison under false pretenses (or were the children of those who
had), and their loyalty to the Rigunmor government simply
didn't exist. Despite the riches in Lison's crust, its miners saw
very litle of its wealth, and their working conditions remained
intolerable. Stories of cave-ins and losses in the thousands cir-
culated despite official denials of any accidents. The presence
of a strong military force was the only factor that held the
planet together.

During the war, the local Rigunmor flest started to run short
on both ships and personnel, They couldn’t replace ships, but
personnel was another matter; Lison boasted a large, if un-
trained, population. In 2354, Guilder Canary opened his pro-
tectorate government o young locals. Eventually, the Lisons

filled positions on military craft, too. Canary did not live to re-
gret his decision.

Nineteen years later, imported Lisons numbered more than
half of those under Canary’s command. The miners had found
an outlet for their seething anger and unfulfilled greed—namely,
military life. It wasn't long before they used it. A miner's strike
in the city of Tribon met with the typical response from Guilder
Canary. He ordered the military to silence the “radicals” It re-
fused. The resulting revolt wasn't bloodless, but it was brief,

In 2375, the destruction of the drivesat at Kendai sealed the
Rigunmor decision, cutting the Verge off from the rest of civi-
lized space for more than a century.

REUNIFICATION

The reaction of the Oberon system'’s inhabitants to news of the
stellar nations’ return to the Verge varied widely. A few indi-
viduals, still thinking of Lison as their prison, saw reunification
as a blessing of the highest order. Many of these Vergers
hitched a ride with the Manitor as it made its way back from
the Hammer's Star system in 2497, Most of the Lisons, haw-
ever, were surprised by the Heturn; they had forgotten their
sufferings under the Rigunmor regime. One hundred and
twenty-four years of independence had passed (more than the
lifespan of an overworked colonist), and a generation of Lisons
had grown old under the new demacratic government. Despite
a fine educational system, none of the Lison youth had per-
sonal experiences of the horrible conditions in Lison's past.




The Monitor spent only two weeks in the Oberon system in
2497, During those days, emissaries from the Galactic Concord
and various stellar nations made numerous trips to Lison.
These emissaries brought with them examples of the newest
fashions, products, and technologies that Lison had never seen.
In fact, the Rigunmor delegation would often hand out samples
of finely crafted materials at public demonstrations; these sam-
ples quickly became a mark of status; desire for Old Space ob-
lects waxed. The campaign to win over the Lisons seemed
successful.

Three days befare the Monitor was scheduled to make star-
fall, calls went put for an immediate referendum on reunifica-
tion with the Rigunmor Star Consortium. Despite the vehement
objections of many—mostly older—Lisons, polls indicated that
mare than 66% of Lison's population would vote for assimila-
tion into the Rigunmor Star Consortium,

INSPIRACY

The night hefore the referendum, the Rigunmor representatives
held & clandestine meeting aboard the Monifor. In this confer-
ence, the Guilders, desperate to return a profit, laid out a quick
timetable for the restoration of Rigunmor rule on Lison. Plans
were set put for the arrival of Rigunmor military forces to pre-
serve the “transition government’ The Higunmor delegates’
language revealed their true intentions, however. Sentiments
such as “The servants of pur Consortium could be troublesome
if they resist us* and “Unskilled labor is easy to replace, and
then we wouldn't have to worry about this little democracy”
were bandied about frequently.

Unfortunately for the Rigunmars, some agency had bugged
the meeting. To date, the details of the covert operation remain
a mystery. Officially, Lison's government claims no knowledge
of the incident. Perhaps independent Lisons were behind the
operation. Other theories point to agents of another stellar na-
tion interested in seeing a Rigunmor defeat.

Whoever it was, they sent the recording to a Lison media
service. Hemarkahly, the journalist who received the tapes sent
copies to President Revik instead of broadcasting them.

COUNTER FPLOT

Acting under presidential orders, the media suppressed the
Rigunmor tapes, and the referendum to join the Consortium
passed. President Revik said nothing to disturb the referendum,
and instead made plans to mullify the decision without starting
a war, Meanwhile, officlals were sent to meet with the Rigun-
mor delegates and discuss plans for a mutual future.

President Kevik met with representatives of the Galactic
Concard and several stellar nations over the next few days.
During the assembly, Kevik drafted a document recognizing
Lison independence. He expressed interest in integrating Lison
into a stellar nation within a few years. Seeing both an oppor-
tunity for profit and a chance to wound the Bigunmars, the stel-
lar nations agreed to recognize Lison's independence. As a
final step, the delegates drew up a plan for a Galactic Concord
base in the Oberon system.

Two hours before the Manitor's starfall, the United Lison
government broadcast the Rigunmor tapes over the planet and
the systemn. The Lison populace was, to say the least, shocked
that their recent allies demonstrated such a low opinion of their
newest citizens. The Bigunmors' low opinions of Lison govern-
ment severely damaged their cause, and the Lison government
annulled the referendum for reunification. An hour later, the
Galactic Concord, the Orlamu Theocracy, and Insight led the
twelve stellar nations in a simultaneous announcement recog-
nizing Lison's right to independence.

GOVERNMENT AND FPOLITICS

The return of the stellar nations to the Verge has had a drastic
effect on the order and stability of the Oberon system—as it has
everywhere in the Verge. Already encumbered by overcrowd-
ing, industrial pollution, and a capricious political system, the
people of Lison must confront issues of integration and assim-
lation into the whale of a galaxy and its nations.

TECHNODEMOCRACY

Lison's government reflects the simplicity of a human dream
and the complexity of the realities of human interaction. After
the revolt in 2373, the Lisons-like many people in the past—
attempted to construct a completely democratic society. This
technodemocracy, as they now call their political system, con-
sists of an elected president, who controls the daily operations
of the United Lison, and the citizens themselves, who form the
only lawmaking hody of the state. Elected senators serve only
to inform the public and advocate a position, but any citizen can
propose & piece of legislation. When enough sponsors have
been found, the entire citizenry votes on the legislation.
History has proven that a completely democratic govern-
ment eventually disintegrates into chaos or unites under a sin-
gle dictator—or both. Teetering between hoth extremes, the
United Lison State (ULS) has survived for more than a cen-
tury—though challenges still remain. While the Lisons possess
an almost fanatic nationalism and pride in their form of gov-
ernment, their system is highly reactive and is subject to fre-
quent “mood swings” For example, a single mining accident
brings forth dozens of proposals for increased regulation, and
a single hostile encounter with a foreign power brings out de-
clarations of war within minutes. This political structure is in-
herently unstable, and it falls to the president to balance and
moderate public opinion with good sense.
Corruption remains another constant problem. The system




depends on fast and accurate technology to gather each citi-
zen's vote. Parties hoth domestic and foreign have infiltrated
the United Lison State’s mainframes in the past to alter the re-
sults of an election.

Under Kevik's administration, the state has remained relatively
placid. Economic conditions have generally improved, and until
recently the Lisons have had no real threats; they even view
the pirates of Oberon as a part of their system rather than an
external threat. However, Kevik's moderate position has come
under fire from both sides of the assimilation debate—espe-
clally as the stellar nations move in to the system. Some cifi-
zens, even after the Higunmor experiences, desire a guick
reintegration with a stellar nation; other xenophobes would go
to war with them all. In his eight years as president, Kevik has
gathered more political weight and power than any of his pre-
decessors. Now it will largely fall to him to keep the United
Lison State intact.

The various stellar nations have also had mixed reactions
to the political system of the ULS. *An interesting experiment”
was the most common remark heard from interstellar travel-
ers. Others noted that such a system of government was
‘doomed to fail’

The young Galactic Concord has found the Oberon system a
good location to exercise its authority. Here, ties to stellar
nations have largely dissolved, and the primary planet has
grown independent. Yet, the system’s resources attract the in-
terest of the greedy nations, and it is the Concord's role to en-
sure that small differences in opinion do not grow inlo open
conflict that could spread out of the system.

Concord Ambassador Cynthia Vel laid out her plan for the
system soon after her arrival on the Monitor. Her first step was
to categorize the United Lison State as officially independent.
The ULS completed that step on its own, thanks to some deft
poliical maneuvering. The next step, now under way, is the
forging of formal diplomatic ties with the Lisons. The Concord,
the Orlamu Theocracy, the Solar Union, and the Hatire Com-
munity have led the way by opening the first embassies in the
Lison capital of Tribon.

Veil sees the Concord's involvement with the Lisons as nec-
essary for their successful reintegration with the rest of the
Stellar Hing, She believes that the Lisons’ wealth will eventu-
ally force them to join themselves to a stellar nation. The con-
stant onslaught of pirates and scavengers—not to mention the
interference of the stellar nations themselves—will soon force

this realization on the Lisons.

The stellar nations are more than aware of Veil's position on
Oberon’s future. Most of them can admit that the presence of a
single strong stellar nation would work best for the future of
the system; once established, it is unlikely that even the most
aggressive of the stellar powers would provoke open hostilities
over a single planet. With the exception of the Rigunmors—who
protest that they have always owned the system—the stellar
nations have supported Veil's plan to reintegrate the Lisons. 0f
course, all of the nations are taking steps to ensure that they
will be the ones to shepherd the Lisons.

MicHAEL KEvik

PRESIDENT oF UNITED LisoN
Level 14 human Diplomat t!hd: Op)
STH S 10) INT 10 (0)
[EX 10 (0) WIL 12 1)
CON B N0 FER 13
Durability: B/8/4/4 Action check: 12+/11/5/2
Move: sprint 18, run 12, walk 4 #Actions: 2
Perk: Fortitude'

! Kavik reteives a —1 bonus to all Stamina—endurance checks.
11mm ch pistol  11/5/2 d4+2w/d6+2w/d4+1m HI/D
CF short coat: d4-1 (LI), d4-1 (HI), d6-3 (En)

Skills

Modem [IUI-M {Iu rifle (11); Vehicle Operation (9];

Starnina [8]-endurance [10]; Business [10)~corparate [16]

Hllictt {12]; Bnowledge [10}-computer [11], deduce [14] lan-
guage: Standard [1.3] Verge system: Oberon [13]; System
Operation (10|-engineering; Technical Science [10]-mining
operations [14]; Administration (12}-bureaucracy [15],
management [15]; Awareness [12]-perception (13}, Re-
solve [12}-mental [14]; Culture [13]~diplomacy (14); Inter-
action [13)-bargain [15], charm [16] intimidate [14);
Leadership [13]- mmnnd[m inspire ﬁsf

Once a successtul free trader, Michael Kevik 1s the first man
since the creation of the United Lison State to hold the pres-
idency for more than two consecutive years. He is now in
hhdghﬂ:masdﬁn{mmwmmhﬁ
Ea for speaking honestly and bluntly as a weakness,

ability to furm coalitions and hroad bases of support is

'mmuMsmﬂymmwhume

and his personal magnetism and good nature have made
others reluctant to appose him.
mmpmwmawwma
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The Orlamus approach this problem simply. Since Veil
places great stock in the ability of the Lisons to determine their
own destiny, the Theocracy has laid out an offer for the Lisons
that allows them great freedom. To date, this proposal includes
domestic independence, an archbishopric, and monetary assis-
tance. The Orlamu reputation for tolerance has won them sup-
port on Lison. Kevik has authorized the construction of an
Orlamist temple in Tribon.

The Solar Union and Insight have followed the Orlamu ex-
ample. To all appearances, a bidding war has developed as the
three empires court the support of the Lisons and their presi-
dent. Unfortunately, once the “deal is done,” the Lisons must
trust their new parent to keep up its promises,

VoidCorp, on the other hand, plans to use a stick
rather than a carrot. The stellar corporation has added
to the tension in the system by quietly conducting its own cam-
paign of piracy on Lison's rhodium-burdened cargo vessels.
Because VoidCorp's privateers don’t bear any markings, offi-
cials haven't found any evidence of their involvement. In ad-
ditton to piracy, VoidCorp has tampered with the
mainframes that electronically count the young technodemoc-
racy’s votes. Finally, the stellar corporation has begun con-
struction of a planetside installation on the unclaimed planet of
Leen. With VoidCorp's significant resources behind the pro-
ject, the United Lison State stands an excellent chance of los-
ing a future asset.

The Star Consortium's presence in the system has remained
remarkably inconspicuous, but most Lisons remain vigilant
against any activity—especially petty revenge. So far, the
Higunmors have avoided such actions, They cannot have their
image so tarnished, lest others idly mock them.

EcoNnOMY

Fortune has smiled on the Lisons. Their planet has a resource
valuable enough to atiract the interest of the stellar nations. Be-
cause of this, the mainstay of the economy revolves around the
planet’s conditions rather than iis citizens,

SURVIVAL

The primary industry of Lison is not mining, but survival.
More than half of the economy is devoted to keeping its peo-
ple alive on an uniriendly planet. Thus, most of Lison's popu-
lation lives underground. Government offices must constantly
track the state of the subterranean atmosphere and send
guick-response teams to repair the damage done by wayward
mining or survey teams. High pay is necessary to lure suc-
cessful oxygen runners, hardy workers who make trips to the
planet’s surface for needed oxygen, to continue in their per-
ilous occupation, In addition, industrial heaters must warm
Lison's cities, and government-run gardens fight a constant
battle to reduce the amount of food imported from neighbor-
ing star systems.

MINING

Since survival consumes Lison's energies, it falls to the
rhodium mines o fuel not only the planet’s mass reactors, but
also its economic structures. As the prices of rhodium rise and
fall on the galactic market, so do the fortunes of a United Lison.
This vulnerability to ecanomic warfare and price-fixing by has-
tile states has not gone unnoticed by Kevik or any of the Lisons’
leaders.
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Mining procedures are fairly simple. Typically, teams of a
dozen miners dig out sizahle cavities of rock, seal the recesses,
and fill them with breathable air. For the next several days,
oxygen runners add more and more air as the miners exca-
vate rubble in pursuit of rhodium veins. These veins are very
thin and small, requiring precise measurements to pinpoint the
location of the heavy metal. A good haul consists of 10 kilo-
grams of unprocessed rhodium are.

The market value of this purified rhodium would support
the team members and their families for an Earth year, but
mining leams only receive a percentage of the market price.
Distributors and refiners must first clear a profit, and the gov-
ernment assesses a percentage, too. Most teams have spon-
sors who fund their transportation, equipment, and licensing; of
course these sponsors demand commissions for their efforts.
All told, the best & mining team can hope to receive is 10% of
market price. Thus, many of the more avaricious miners turn
to illegal mining to make additional money. Otherwise, the stan-
dard work month for legal miners on Lison consists of two
week-long trips into the deep mines.

Each month, government surveyors constantly scan the
planet and release information on good areas for future expe-
ditions. Information on just how much rhodium is left in the
planet’s crust remains a closely quarded secret. Only President
Kevik and Mining Commissioner Nextler possess truly accurate
figures. Scientists place the lifetime of Lison's rhodium mines
at anywhere from 30 to 500 years,

TRADE

Prior to 2497, Lisons sold rhodium exclusively to other systems
in the Verge. In faci, the United Lison government sold rhodium
at highly discounted prices, and succeeded in luring merchants

to the Oberon system. On their way through, of course, these
merchants sold various goods and supplies.

Today, the Lison government continues its practice of offer-
ing low rhodium prices to independent vessels. Nevertheless,
the presence of the stellar nations has radically changed the
nature of this business. Any of the stellar nations could pur-
chase Lison's rhodium production for an entire year—and sev-
eral of them would like to do so. Kevik will not be tempted into
tying Lison's consumer market to a single stellar nation, how-
ever. If the Thuldan Empire, for instance, were the only buyer
of Lison products, the Thuldans could start dictating terms. So
the Lison government continues to encourage independent
COMINETCE.

All of this will change on the day that the LS elects io tie
its destiny with one of the twelve stellar nations.

Piracy

Piracy in the Oberon system is sa prevalent that it has evolved
into a form of business. In fact, many of the pirates have ties
to local merchants. Same of the pirates are former miners who
gave up on the rhodium business, and others have families on
Lison itself. Only the most extreme of these outlaws engages in
acts of wanton violence.

Instead, most vessels caught by pirates find themselves
subject to the Kind Tax. Named for the pirates’ current leader,
the tax demands 20% of the ship's cargo as a standard fee.
Mpost Lisons accept these pirates as an unfortunate fact of life.
Some even view piracy as a sort of game, the goal of which is
to make a rhodium run out of the system without being caught
by the net of pirates near Hux and Werth. On the other hand,
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none of the Arrivers has such a cavalier attitude, In fact, the
Galactic Concord believes that it must eliminate the pirates.

The leader of the buccaneers, Thomas Kind, saves most of
his venom for those stellar nations trying to gain a foothold in
the Oberon system. While President Kevik may have acceded
to the deal granting VoldCorp access to Hux, Kind views it as
‘claim jumping” For decades, the pirates and independent
traders—most of whom paid tribute to Kind'’s organization—had
sole use of Hux, Although the concentration of rhodium does-
o't compare to that on Lison, enterprising merchants can still
clear a profit here. Thus, the pirates have just about declared
war on VoidCorp in this system.

Out here on the Verge, the pirates probably have the edge:
They have more vessels in the local area, short supply lines,
and the ability to react quickly. Ultimately, one has to question
whether President Kevik was devious enough to bring this about
intentionally. VoidCorp has made official protests to the United
Lison government, but since President Kevik discovered Void-
Corp’s involvement in electoral tampering, his attempts to rein
in Kind's corsairs have grown more and more halfhearted.

>PENN

Already tidally locked by Oberon, Spenner will fall into the
star’s corona in anly a few blinks of the astronomical clock—at
least several hundred thousand years. With each passing year,
the planet creeps a few kilometers closer to oblivion.

Few will mourn its loss. Spenner's conditions are extreme;
with no atmosphere to moderate Oberon’s radiation, the sun-
ward side of Spenner bakes with intolerable heat. The dark

side of the planet is actually quite cold. The planet itself has few
valuable resources; its small supply of heavy metals makes
mining expeditions unlikely. Last year, StarMech constructed a
research base on Spenner to study Oberan’s magnetic fields
and unusual solar storms. The base was established near the
terminator between the dark and light sides of the planst.

MINDARA

Mindara is Spenner’s twin. Conditions on its surface are
slightly more mild than on Spenner—though it's still devoid of
life. Mindara's barren, cratered surface has yet io aftract
enough interest to warrant a base. However, the original
Rigunmor government tock advantage of Mindara's location ta
construct a large orbiting refusling base. The station callected
significant amounts of solar energy and easily gathered hydro-
gen from the solar winds that Oberon directs at Mindara. Dur-
ing GW2, the station fell out of use and is now abandoned.

LEEN

I Lison is the king of the Oberon system, then Leen is its crown
prince and heir apparent. The rhodium mines on Lison make
it the political and economic center of the system. However, the
tide will slowly turn. Lison's population continues to swell, and
its ability to suppart human life is negligible. Artificially gener-
ated food products and underground farming have their limits.
More important, ane day the mines on Lison will run dry, and
there will be no reason {o stay. That's when all eyes will turn
toward Leen.




Thanks to the gravitational influence of its two moons,
Leen is unique among the inner planets of this system. Unlike
Spenner, Mindara, and Lison, Leen is not tidally locked; the
planet’s rotation and atmosphere evenly distribute Oberon’s
radiation. Ironically, the extremely high concentration of oxy-
gen—which makes up 30% of the atmosphere—presents an
obstacle to comfortable human living on Leen. However, some
smaller life forms already dwell on the planet, and its seas
teemn with organisms.

The ULS began sketching out plans for Leen more than a
decade ago. Dozens of research ships have surveyed the third
planet. Given Lison’s wealth, terraforming the planet is pos-
sible: The addition of enormous amounts of hydrogen will re-
duce Leen's oxygen gas into harmless rain. Unfortunately,
Lison didnt complete its long-term plans before the arrival of
the stellar nations. Several stellar nations have released satel-
lites over Leen, and their plan to found colonies and bases
there is clear. If the United Lison State loses the race for Leen,
its future could be held hostage.

TRINKET AND BAUBLE

Trinket and its sister Bauble are barren, cold, and airless
moons one-tenth the size of Lison and one-fifth the mass of
Leen. The ULS constructed a hase on Trinket and uses it for
observing conditions on Lison.

Once the center of rule for the old Rigunmor government,
*Bauble’ has become synonymous with “tyrant” in the Lison
vocabulary. After the revolt, Lisons looted the Rigunmor settle-
ment and left it behind as a monument. Until recently, only cu-
rious tourists and historians visited Bauble. Lately, scientists on
Trinket have reported energy readings and unmarked vessels
on the surface of the moon.

LiISON

If greed were good. Lison would be heaven. Here the lust for
wealth spawned a Rigunmor colony, which spread its diseass
in arder fo lure thousands of desperate souls. Even | was daz-
zled by the famous rhodium vaults. During my stay, the Con-
sortium tried several limes to arrange debilitating ‘accidents”
for me. The Rigunmor government doesn’t want the rumars of
slave labor on Lison confirmed by reporters like me. Either
that ar they were lpoking for another worker.

—Look's Guide to Open Space, Vel 13 (2364)

Rhodium is used as the primary active enamel in mass reac-
tors. Neutron bombardment of dark matter causes rhodium
shielding to break into technetium, which suffers quickened nu-
clear decay in the reactor. Thus, not only is rhodium rare and
necessary in dark matter reactors, but its shield element dete-
riorates, requiring frequent replacement of rhodium.

Singing the praises of an inert metal may sound senseless,
but poets in 0ld Space laud rhodium as much as primitive so-
cieties on Earth spoke of gold. The need for thodium has made
it a secondary currency; in fact, it has value in places where
the Concord dollar may not. Without the rhodium, it is doubtful
that anyone would choose to live on Lison.

CLIMATE

Lison's climate is too cold, its atmosphere too dangerous, and
its heavy elements too radioactive. The surface of Lison is a
hopeless wasteland, half-frozen and half-boiling, and its air

Flag of the United Lison State

consists almost entirely of nitrogen. On dayside, Oberon's rays
maintain a temperature well over the bolling point of water,
thus, water on Lison's dayside is scarce, as it quickly boils
away. On nightside, mercury thermometers freeze and burst,
and oxygen condenses to form a pale blue ocean. This ocean
of liquid oxygen is the primary source for breath-
able air on Lison. Even though every effort is made to re-
cycle air on Lison's colonies, the natural escape of gases
demands the setllements constantly replenish their artificial at-
mospheres. City governments pay exarbitant prices for enter-
prising individuals to travel out to the nightside and collect
liters of oxygen. Unfortunately, cold ternperatures, radiation,
and high wind claim about one-third of these oxygen expedi-
tions. For this reason, United Lison uses convicted criminals to
supplement the pool of workers willing to take the trip.

GeoLoGIicaL HISTORY

The planet’s harsh environment is famous, and every Lison
could reiterate the dangers of living on a planet torn apart by
both superhot and supercold environments. However, Lison
may have once supported life, as it wasn't always tidally locked,
Over a hillion years ago, it probably had a nitrogen-oxygen at-
mosphere much like Earth's. But as the rotation of the planet
slowly came to a halt, the nightside of the planet grew colder.
Maore and more of the atmosphere condensed and fell to the
surface as rain. As the moderating influences of its atmosphere
waned, the process accelerated. Eventually, pure oxygen fell
from the atmosphere. If any creatures had actually lived on the
planet during this time period, they would have died.

Once Lison's planetary evolution became common knowl-
edge, several archaeological expeditions searched for signs of
“pretide” (before the planet was tidally locked) life. Despite a
variety of interesting finds, scientists haven't discovered any-
thing conclusive to date. In addition to scientific missions, many
settlers on Lison’s surface have reported alien sightings of all
sorts. However, objective recording equipment has never cap-
tured an image of these aliens.

FLorA AND FAUNA

There have been {ew discoveries of native flora or fauna on
Lison—though scientists have found fossils that they believe to
be millions, or even billions, of year old. To many, the existence
of these fossils confirms that the surface of Lison was once
habitahle.

Today, the most common form of life on the planet is the
algae kept in the urban centers to recycle oxygen. Pools of
algae are common everywhere, and each family and residence
must care for a tank. These algae supplement the Lison diet.




e ————— vy ——

el e

Life on the surface is limited to a small number of settlements
strung out on the terminator between nightside and dayside.
Locked in a perpetual sunsel, these scattered and disarganized
little colonies find themselves exposed to extremes of wind and
radiation even though the temperature is moderate. Within
their shielded domiciles, Lisons seldom remove their e-suits;
sudden exposure {o the conditions outside is a death sentence.
These so-called “topsiders’ represent less than 5% of the
planet’s population.

Thus, life on the surface is the exception rather than the
rule, and popular opinion holds that surface dwellers don't op-
erate on full thrusters. The bulk of Lison society thrives in vast

s, miles beneath the crusy's exterior. These cities are former
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mining camps that have had their centers enlarged and
cleared. Protected from the climate’s madness '
ranean Lisons |ead normal lives. Visitors used to the
reaches of space typically find conditions underground harsh
and oppressive. Native Lisons, howe
es contain everything necessar

ithahle air fills the enclosed caverns,
and artificial light is abundant. In imitation of a biosphere, tai
lored gardens and processing plants provide [ood sources and
means of recycling oxygen. Housing, always scarce in the ex
panding cities, remains crowded and inconvenient.

Where once the Higunmor leadership paid little heed to the
maintenance of comfortable (or eve fe) environments lor
the miners, the United Lison State has warked hard to provide
for the safety of its citizens. A series of government programs
has ensured that life beneath Lison’s surface is not life in a
tomnb.

Extending away from the core of these cities are kilometers
ol weblike caverns that twist in every direction. Lison miners
have drilled most of the shafts, but a few of the caverns predate
human presence on the planet. On occasion, mining parties in
pursuit ol rhodium strike one of these old caverns. Although
they appear natural and weathered, their existence near
rhodium deposits remains suspicious. Many Lisons point to the
pirate Kind and his crew as the likely creators of those tunnels.

Many of the caverns reach up to the surface. Airlocks seal
these shafts against the loss of their environment, they also
serve as checkpoints to control the flow of traffic into urban
centers. Incidents ol crime and oxygen larceny require the con-
stant presence of armed sentinels at each of the airlocks. The
Air Guard, as they are called, contains some of Lison's best
armed and highly trained military personnel. In the event that
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an enemy takes control of an airlock, the Air Guard can deto-
nate explasives to destroy the surrounding tunnel. The Guard
has carried out this final defense eight times in its history.

MiNES

In addition to caverns, mines stretch away from the cities in al-
most every direction. The working environment in Lison's
mines has tmproved with each passing year, but they remain
unpleasant. Cave-ins, suffocation, and worker riots claim more
than 100 lives in the mines each maonth. Stll, the ULS is en-
tirely dependent on the rhodium trade, and the flow of rhodium
must continue. Nearly one-half of Lison's population takes di-
rect part in this mining, and even more work in some way (o
support the rhodium industry. Today, the miners are organized
into independent teams licensed by the United Lison govern-
ment; each team's pay is hased on the amount of rhodium that
it mines. Word of a good vein of ore brings dozens of teams to
the scene; thus, teams don't generally talk to one another about
business. Unauthorized mining is illegal, dangerous, and un-
fortunately commeon. Anyone caught mining {llegally suffers
permanent reassignment {o oxygen-running teams.

With greed and demands for greater efficiency pushing
them onward, many miners opt for cybernetic enhancements,
Artificial lungs, genetically tailored eyes, and replacement
limbs seem almost common in the city of Tribon, Black mar-
kets dealing in rhodium and cyberware have joined forces,
producing a vast network of illegal trade.

TRIBON

The city of Tribon possesses the largest population in this sys-
temn. Almast B0 million Lisons call the 300 square kilometers
of multilevel passages home. Within the crowded metropaolis,
citizens must walk to their destinations. The city allowed per-
sonal vehicles at one time, but the rising population of Tribon
outpaced the city’s expansion; there simply isn't room for such
vehicles.

Tribon sits beneath Lison's terminator, between nightside
and dayside. Its depth of 7 kilometers ensures that harmful ra-
diation and winds do not plague the Tribonites. Fortunately, the
Lison population has developed a remarkable resistance to
claustrophobia; visitors are not so unaffected.

The High Road of Tribon forms the most commaon route into
the city. Only the High Hoad can support interstellar cargo traf-
fic. This traffic must travel down into Lison's crust, making its
way through a maze of tunnels and a series of protected air-
locks. Extremely large vessels cannot navigate this route and
must offload their cargo on the surface, where Lison vessels
stand ready to deliver the cargo to Tribon,

The government-owned Ortis Refinery, and most of Lison's
industry, stands near Tribon's upper side and the High Road.
Thus, Tribonites have access to interstellar transparts for
rhodium shipping and goods from outside the Oberon system,

The Ortis Refinery is the primary processing plant for all of
the rhodium ore legally extracted from the planet. Nearhy, sev-
eral buildings monitor Tribon's air levels and recycle air, as
needed. Given the Lisons’ dependence on technaology to create
and maintain their artificial world, a certain paranoia has de-
veloped around the oxygen recyclers. Doomsayers fear that
these machines will fall or suffer sabotage.

Besides serving as the economic center of activity for the
planet, Tribon is the capital of Lison. The president lives and
works in a series of buildings collectively called the Lower Hall.
From here, Revik carries out his duties, Well guarded against




intrusion, Lower Hall was built on the city's bottom edge, away
fram most of the exiting tunnels. Lower Hall's neighbor is the

ower of Equality. The Tower transmils information to all of
Lison's citizens, allowing them to communicale freely with one
another and with government representatives. It also houses
most of the state's recognized media.

RaPHAL

Raphal's 300,000 inhabitants have surrendered to corruption
and {llegal practices. While ULS authorities officially control the
city, a collection of competing gangs and criminal organizations
represent the greatest source of power. All of the gangs owe
some kind of allegiance to Thomas Kind's pirate organization.

Haphal is located on the opposite side of the planet, alang
the terminator, from Tribon. Generally, the city contains many
of the same structures and features as Tribon-including a pub-
lic hall, a refinery, a hospital, and numerous gaming and drink-
ing establishments. The cost of goods is generally higher and
the standard of living lower than in Tribon.

THE GRID

The Lisons do not have a complete Grid system; instead, they
make use of high-frequency carrier waves to communicate
with one another over the surface of the planet. It is through
this more primitive netwark that the Lisons stay abreast of
news and cast votes on the day’s referendums and proposed
legislation. Ironically, this archaic system has made it more dif-
ficult for ouisiders such as VoidCorp to tamper with the
Lison's technodemocracy.

HuX

Like Leen, the tiny planet Hux is not tidally locked. Still, Hux’s
distance from Oberon has chilled its surface into a dry, arctic
environment. Explorers have discovered trace amounts of
rhodium on Hux, but nowhere near an amount camparable to
that found on Lison. Neither the old Rigunmor custodians nor
the current United Lison governments saw any need to develop
Hux's resources,

For years, independent miners and pirates visited this un-
guarded planet. They dropped explosives to strike its surface
and dig up rhodium. Today, VoidCorp has negotiated a contract
with the Galactic Concord and United Lison to cultivate Hux. In
return, the Lisons gain access to more advanced technologies.
The blast-mining system for extracting materials has changed
litle. VaidCorp satellites fire drilling beams from orbit into the
surface, and then mining vessels descend to sift through the
rubble.

KRESHAW

Breshaw possesses a prodigious size and mass for a Jovian
warld; it is slightly larger than Jupiter in the Sol system. Kre-
shaw's gases are fairly common, but its extremely fast rotation
is guite unusual. In fact, Kreshaw spins about its axis every
three hours. As a result, the planet's shape has become oval,
with matter bunching at the center away from the poles.

Kresriaw’s MooONSs

Kreshaw's gravity field is unpredictable and destructive. The
ring system about the gas giant is sparse, and only three tiny

moons—Hachle, Tin, and Jess—have survived. Exact predictions
of the moons” orbits have proven erroneous, yet scientists do
not seem eager to study the area further. Even the stellar
nations have yet to advance a claim, Nevertheless, traffic in this
area of the outer system remains relatively high, leading many
to believe that a group of independent settlers has established
some sart of utpost. Given the volume of smuggling in the sys-
tem, many believe that an organization of pirates has estab-
lished itself on Tin or Jess.

WERTH

Classified as a sub-Jovian world, Werth is the outermost planet
in the Oberan system. It has received little attention to date, and
scientists have yet to visit most of its moons. Interestingly
enough, Werth has collected neon in large proportions. During
frequent electrical storms, the planet will flare up, its brilliance
escalating by several orders of magnitude, This gas glant has
a hright green color, and much of its light reflects into its ring
system—especially during electrical storms.

The Orlamu Theocracy has opened negotiations with the
United Lison State and the Galactic Concord to secure rights io
Werth and its moons. President Kevik demonstrated initial re-
luctance, however, stating the need for staged development. In
the past few months, the Orlamu negotiators have sweetened
the deal, offering Lison the option of entering the Theocracy as
a client nation. This would allow Lison to call upon the Theoc-
racy for assistance in ime of need. Under this provision, the
United Lison State would maintain an independent military
force that would receive significant financial support from the
Orlamus.

Bevik has yet to answer this most recent Theocracy pro-
posal. Many Lisons wonder why the Theocracy finds Werth so
valuable; others believe that the Orlamus simply want to hurt
their old wartime enemies, the Rigunmaors,

WerTH’s MooNS

Five moans orbit Werth—though none of them are habitahle.
The closest moon, Hymn, has a diameter of aver 100 kilome-
ters and is the only one of Werth's satellites with an atmos-
phere. In fact, Hymn's atmosphere of nitrogen, nitrous oxide,
and neon is so thick that no one has yet seen its surface. How-
ever, radar probes report a mountainous surface underneath
its covering,

IRis

Iris has little to draw mining prospectors, but the ULS took a
passionate interest in the little planet shorily after 2497, In two
years, settlers have established a small domed city on Inis’
cratered surface. One hundred scientists, each with military
training, live in this dome. The station’s purpose is simple: It
acls as an early warning system against incoming ships—es-
pecially Rigunmor ones,

NORN

This planetoid of iron and silicon escaped Kreshaw's orbit a
few thousand years ago, but Norn's eccentric arbit will quide #t
to smash into its former parent in 2503, Whispered rumors tell
of a hidden pirate base on this small planet, but no nne has
been able to confirm this.
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KrewLa DosiT
SENATOR, TRIBON DISTRICT

Level 8 weren Diplomat (Combat Spec) _

STH 14 (+2) INT 11 (+1)
DEX 7 o WIL 10 o
CON 11 PER 12 |
Durahility: 16/16/8/8 Action check: 114-/10/5/2
Move: sprint 18, run 12, walk 4 #Actions: 2
Heaction score: Ordinary/2
Perk: Filthy Rich

Unarmed-power 18/9/4 d4+2w/dd-+4w/dd4+2m LI/D

Armor: none (LI), none (HI), none (En)

Armor Operation [14]; Athletics [14]; Unarmed [14]-power
{18), Stamina [11]-endurance' [12]; Business [IlL-Enmvb |

edge (10]-computer (12, language: Standard [14), lan-

guage: Weren [12) Verge system: Oheron (14, r.m"

Eyslsm Operation [11]; Technical [11}-mining operations
[11}; Administration [10}-management [14); Awareness
[11|-perception [13]; Resolve [12]-mental [14): Culture
[13]-diplomacy [14]; Deception [12); Interaction [12]~bar-
gain (14), charm [13], intimidate [16]; Leadership [12}-
command [14]. :
"Apply @ -1 bonus to all Stamina-endurance skill checks.

Gear

One of United Lison's 27 senatars, Dosit views it as her per-
sonal responsibility to defend her planst from all harmful
lorces. Her zealousness in protecting the status quo has
made it more and more difficult for her to gain the support
of the citizenry since the return of the stellar nations. Dosit
often finds herself relying on her sheer physical presence o
bully others into supporting her positions. Still, as leader of
a faction that would like to svoid all contact with the return-
ing stellar nations, Dosit enjoys a healthy popularity.

Frella strangly abjects to what she perceives as President
Revik's pandering to the wishes of the stellar nations—espe-

cially the Galactic Concord. Though she officially denounces

acts of violence against representatives of the stellar nations,
HKrella has received several secret invitations from radical
groups such as Concord Free Now—invitations that she 5
having a harder and harder time refusing

‘The senator's grulf personality and fierce temper make

friendships difficult for her to maintain. In her years of ser-
vice to the ULS, she has grown accustomed |n persanal soli-
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company of other like-minded individuals and generally

grants warm receptions to those who wark toward @ com-
pletely independent Lison. She has no reservations aboul
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with any stellar power.
Frella practices her martial arts frequently; shalmea-
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Last resorts: 3

The Oberon system has gained a sense of its own potential in
recent years, and public confidence is riding high in the wake
of the embarrassment of the mighty Rigunmor empire. Many
bold petitions for legislation circulate in coffeehouses, bars, and
closed meetings among the military and palitical classes.

RHODIUM SHIPMENT LOosT

A shipment from Lison heading to the StarMech Collective on
the heavy freighter SM5 Matador never arrived at Tendril; in-
stead, an emergency signal beacon was discovered near the
gas giant Werth. The empty hulk is currently in a decaying orhbit
around the planel. The White Comaet freight consortium is look-
ing for a salvage crew fo repair and return the hulk, and it has
offered a #100,000 reward for information leading to the ar-
rest or destruction of the pirates responsible.

PIRATES oF HuXx DecLARE WAR
Magnor Pendrill, the self-declared ‘Admiral of the Hux Defense
League,” has led the third in a series of raids against VoidCorp
shipping and mining installations in the outer belts of the
Oberon system. Proclaiming that the “Independent Union of Hux'
has authorized the use of lethal force, Pendrill put all VoidCorp
shipping in the region on notice, VoidCorp media representa-
tives had no comment, but a shipping officer indicated he ex-
pects no further disruptions.

Insurance rates insystem have doubled as a result of the
news, and several shipping companies are hiring escoris to
protect their vessels.

SERIES OF GRID ATTACKS

ULS gridpilots have traced a number of recent attacks on the
electoral Grid to shadows spun from Karnath. The sophistication
and widespread damage to the ULS electoral and bureaucratic
mainframes indicates that the attacks were presumably orches-
trated by mercenary mechalus gridpilots brought in from the
Stellar Hing by the Higunmor Star Consortium. The damage
could have been much worse, but an unknown group of blaz-
ing arange Grid shadows drove away the attackers. While ULS
investigations continue with the assistance of Concard Admiinis-
trator gridpilots, no details are being released to the public.

HEROES OF OBERON
The residents of the Oberon system have lost the Rigunmaor lust
for making profits at any price. The miners who survived the
grueling labor of their Rigunmor "masters® have given rise fo a

sophisticated and tough new generation. Any native of this sys-
tem gains a +1 increase to his Will Ability Score.
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HAMMER’S STAR

The story of Hammer's Star is a tale of woe still in the making.
From its initial discovery by Borealin explorers to the aban-
donment and ultimate destruction of its Borealin colony, Ham-
mer's Star is a system whose tragic history unfolds with the
blood of innocents,

The Hammer's Star system contains a young, yellow G5
star and four planets. Bruelt, the farthest planetary body, is lit-
tle more than an asleroid captured by the star's gravity. Iniad,
orhiting closer to the yellow star, is a gas giant that ranks
among the largest planets in existence. If Iniad’s size were to
double, the planet could almost classify as a star. Iniad’s grav-
ity well is responsible for the destruction of two planets; their
wreckage has formed asteroid belts on both sides of the gas
gianl. The larger Vicek Belt lies farther out in the system be-
yond Iniad, while the less populous Hevik Belt is closer in.

Platon, the third planet of this system, is a small gas giant
that must forever fight the solar winds of Hammer's Star to
preserve its thick cloak of helium and hydrogen. In addition,
Platon possesses one of the more interesting satellites in the
system. Its third moon, Arist, has equatorial temperatures av-
eraging -50°C. Thus, it can serve as a haven—albeit a chilly
one-far life.

Spes, the closest planet to Hammer's Star, has attracted the
most interest {o the system's visitors, Spes’s stellar positioning
and moderate climate make it an ideal sanctuary for sentient
life, and it was 1o this planet that the first Borealin explorers
CAmeE.

Despite its obvious importance, Hammer's Star isn't truly
the primary stellar object in this system. Nearly 923 AU from
Hammer's Star lies a black hole called the Pit. The gravitational
power of this hlack hole traps Hammer’s Star and ils planets
in long, winding orbits that last thousands of years.

HISTORY

Uncovering the events of Hammer's Star’s past has been the
objective of the Galactic Concord and the stellar nations since
they returned to the Verge. For the most part, this has proven
to be a simple operation; until 2489, the system's inhabitants
kept exhaustive records. The mystery remains, however, as to
what exactly happened in Hammer's Star during that last
year—and what is happening now.

EXPLORATION

Verge exploration reached s peak by the end of the 2330s
and started to decline. After only two and a half decades, the
great expansion of the Interbellum was ending. In short, the
time had come for the stellar nations to stockpile their re-
sources for war, and none of them could afford to waste the
time, effort, or driveships to explore the unknown reaches of
space.

For the independent explorers who made their living
through contracted investigation of the Verge and other fran-
tiers, it was the end of an era. Spes Hesearch Association
(SHA) was one such organization of trailblazers. The SHA had
already sent out a dozen expeditions into the Verge—including
an expedition that discovered and explored the Hathorn star
system for the stellar nation Utopia Now. By 2339, exploration
had slowed so much that the SHA was forced to solicit funding
from all of the 24 nations then in existence. Even though the

Pit lay only 35 light-years from the SHA's last exploration of
Hathorn, Utopia Now and the other stellar nations declined any
support. Prospects looked grim for the SHA.

Of course, not everyone saw the coming conflict as clearly.
The Borealis Hepublic continued to fund explorations into the
unknown, heedless of what viclence the future would bring. It
might be more accurate to say that the Hepublic, still celebrat-
ing its revolution and rebirth, stubbornly refused to look ahead
and see the possihility of a Second Galactic War.

Still, securing a grant from the Borealis Hepublic was no
gasy task. Dozens of corporations and hundreds of private in-
dividuals were competing and soliciting for shrinking research
budgets. The Spes Association offered numerous incentives to
its funding sources—including an offer to berth representatives
of each supporting stellar nation on board its Orlamu-built ves-
sel, the Lightbringer, so that they could witness the SHA ex-
plorations firsthand. The SRA also surrendered part of its
“traditional® rights to name planets and moons discovered dur-
ing the journey. Ultimately, these offers didn't secure the funds
necessary for the expedition, and in 2340 the Spes Association
cobbled together a desperate, final proposal to split the funding
equally between the Orlamu Theocracy and the Borealis He-
public. Both nations agreed.

Joined with their national observers, the SRA's expedition
left the Stellar Ring and arrived in Tendril to begin its expla-
rations, A 10-system lour at the distant edge of the Verge led
the Lightbringer on a meandering course right foward its sin-
gular goal— the Pit. In February 2341, with rumors of an in-
terstellar war chasing them all the way, the multinational force
arrived in the Hammer's Star system and discovered its four
planets. The Spes Hesearch Association, as leader af the expe-
dition, named the first planet, which was also the ninth and last
Class 1 warld discovered in the Verge. The world, called Spes,
was an Earthlike planet home to abundant single-celled life,
The Orlamus and Borealins on board the Lighthringer chris-
tened the other three planets and the system's asteroid belts.

Trouble pccurred not long after, The Borealin contingent
wanted (o spend maonths devoted to the investigation of Spes,
as it promised its own unique discoveries and wonders. The
Borealins also wanted to enjoy planetary living after enduring
months of cramped conditions on the Lightbringer. The Orla-
mus, meanwhile, demanded that the expedition’s leaders press
on to the Pit, which was the reason that the Theocracy agreed
to fund the effort in the first place. The black hole, with its ac-
cretion disk easily visible from Spes orbit, produced energy in
frequencies that no one had predicted, and the curious Orlamus
wanted answers.

The crew of the Lightbringer decided to split their efforts.
The Borealins and a few SHA officers remained on Spes with
some shuttles to continue their work, while the Orlamus trav-
gled to a paint not far from the Pit. Fifteen days later, the Bo-
realins on the planet received a radio signal from the Pit The
communications officer of the Lightbringer reported that the
ship had been damaged and couldn’t escape the singularity's
gravity well. A month passed on Spes before the supplies of
food and water ran out. Unfortunately for the Borealins, Spes
required some terraforming before it could produce food edi-
ble to humans. The Borealins surmised that the black hole's
tidal forces destroyed the Lightbringer when the vessel ap-
proached too close to the Pit, and they included this informa-
tion in their planetary logs. Without food they could safely eat,



the planet-bound expedition didn't expect to survive lor long.
They were right.

COLONIZATION

Six maonths later, Borealin craft came to the Hammer’s Star
system to investigate the disappearance of the Lightbringer and
its Borealin observers, On the surface of Spes, they found the
remains of 19 Borealins and twelve SHA employees. The re-
covery team was torn between the excitement of finding a hab-
itable world and griel over the loss of their citizens. They left
the Borealin camp behind as a monument and a marker to in-
dicate a Borealin claim to Spes.

A vyear later, in August 2342, Borealin colonists descended
to the surface of Spes. Whereas before the Borealin govern-
ment was ambivalent about participating in the Spes voyage,
now they praised its success. The RHepublic spared no expense
to assist in the development of its new Verge colony-as it was
built on the only habitable world in the region. Moreover, once
Borealin leadership realized that war was imminent, Spes rep-
resented a sanctuary for them in case the Republic foundered.

The careful colonization plan occurred in several steps.
First, the Republic’s planetary engineers excised a mild con-
centration of harmful gases from Spes's atmosphere. Once they
cleared the air, the colonists established a city—named Silver
Bell for the shape of the mountainous plateau on which it
rested—-and burned out the native flora and fauna. The Hore-
alins were in too much of a hurry to consider a more time-con-
suming integration.

Silver Bell rose in record time. Its engineers designed the
tity as a stronghold. Mountains cloaked the settlement on three
sides, and its single land-based approach involved a steep
grade easily monitored and protected. The Spes colony could-
n't completely protect itself from space-hased attacks, but pow-
erful orbital defense satellites provided it with a level of
protection that few Verge colonies could match. In addition, tun-
nels dug deep into the mountainside provided a haven 3 kilo-
meters beneath the surface in the event of attack In its first
four years, the fortified walls of Silver Bell were torn down
twice to allow for additional growth. Almost 300,000 Borealins
emigrated to the edge of human space. By 2345, the Spes
colony looked safer than the Stellar Ring.

One of the last gifts of the Borealis Republic arrived in Oc-
tober 2345, less than six months before the Mutant Uprising
would incite the Second Galactic War. Even as the Borealis He-

public reluctantly girded itself for war, it hoped to preserve
contact with its distant city. So, at great expense, the Republic
constructed a drivespace communication relay in orbit around
Spes. Coupled with the relays in the Aegis and Tendril syslems,
the drivesats of Hammer's Star gave hope to both the Borealing
in the Stellar Hing and those on Spes. The colony could still
reach out to its distant parent in the event of trouble, and the
Republic could listen comfortably to the growing success of its
faraway colony even as war threatened the Stellar Hing.

THE LONG SILENCE

Even as Borealin replenishment vessels grew fewer in number
through the latter half of the 2340s, the drivesat served its pur-
pose. In the Hammer's Star system, the inhabitants of Silver
Bell were almost self-sufficient. The first crop harvests, facili-
tated by the Borealins’ success at adapting and engineering
well-known flora and fauna for healthy, stable growth on Spes,
were an unparalleled success. Trade with nearby star systems,
utilizing the colonists’ few driveships, secured what few re-
sources the colony didn't have.

In 2351, the fatlure of the drivesat relay in the Tendril sys-
tern cut the link between the Verge and the Stellar Ring. At first,
the colony didn't feel any measurahle result from the loss of
communications. The Borealins could still contact the Aegis
system, and its colonists reported that everything was fine.

Spes continued o grow and develop, thanks lo a continued
influx of refugees from other Verge systems and beyond. The
leaders af the Silver Bell colony allowed these immigrants to
build their own settlements on Spes or to join the established
city. In either case, new colonists had to ohey Borealin laws.
Many of these newcomers sought a place of refuge as the Long
Silence brought out the worst features of humanity. Through-
out the Verge—especially at the loneliest and farthest corner of
the frontier—crime and piracy spread like cancer. Several
criminal groups established homes on Arist or the Vicek Belt,
and the planetary defenses orbiting Spes repelled attacks on a
weekly basis. Underpopulated Spes presented a ripe targst.

Hopes on Spes were further raised with the appearance of
a Borealin battlecruiser in 2359. Jangir Batra, captain of the
Abstraction, reported that his vessel had been routed during a
conflict with the combined forces of the Thuldans and Hatires.
Cut off deep within enemy territory, the Abstraction had spent
a year navigating the “front’ of the war as it made its way to
Hammer's Star. What Captain Batra and his crew refused to




speak about was their cowardice. The first few conflicts with
the Thuldans had gone badly, and rather than watch the He-
public become the latest victim of the Thuldan war machine,
Batra fled from the fight and the Stellar Ring.

To the ignorant citizens of Spes, the Abstraction represented
a champion, The single battlecruiser bolstered the planet's de-
fenses considerably, and its 25-light-year range, previously
only matched by hulk frelghters, promised an improvement in
safe trade with the rest of the Verge.

STRUGGLE

Unfortunately, the Abstraction ranks as one of the last good
things to happen to the Hammer's Star system. Dark times had
come to the Verge, and even the noble hatlecruiser couldn’t
protect Spes. Word came of a civil war in the Algemron sys-
tem, previously a trading partner with the Borealins of Spes. In
addition, colonies throughout the frontier were failing, as Spes
traders discovered to their dismay. The smaller colonies,
among which Spes grouped itself, were especially vulnerahle.
Some fell apart from within, while foreign nations and powers
attacked others. The Second Galactic War spread death to
many systems in the Verge.

In 2367 the denizens of Tendril repaired their drivesat, and
the citizens of the Verge could once again reach out to the Stel-
lar Hing. Word came of the great alliances of the war, and
many new combals arose in the Verge to reflect the war be-
yond. Since the stellar nations couldn't turn aside from their
war to support the Verge setlements, the contact did litle to
improve affairs.

For Spes, the restoration of contact came at a terrible price.
The leaders of the Borealis Hepublic denounced Captain Batra
and the Abstraction's crew. The response to this news divided
the Spes colonists. In the eight years since Batra’s arrival,
many had learned of the real circumstances of the battle-
cruiser’s flight from the Stellar Ring. However, the Abstraction's
contributions to the defense of Hammer's Star—even {f moti-
vated by guill-had won them allies. Others pointed to the
crew’s outright cowardice and wondered aloud how long the
calony could trust the Abstraction il it was so willing to aban-
don ils ochligations. Under orders from leaders on Sapphire,
Horealin officers on Spes ordered the arrest of Captain Batra
and his commanding officers. After a brief exchange of batter-
ies, the Abstraction vanished into drivespace, never to return.

The subsequent weakening of Spes defenses did nothing to
make the passage of years easy on the Borealins. Despite a
fertile environment and a lush planet on which to expand, the
population of Spes stabilized at just over one million inhabi-
tants. Under the constant threat of attack from pirates and for-
eign nations, the stubborn guardians of Silver Bell did their best
to survive.

As the deeades rolled by, the colonists on Spes changed.
Because of the constant stress of pirate attacks, they couldn't
spare the time or effort for philosophical discussion. In fact, the
insulated colony developed a system of thought much like the
College of Justice Ethics that developed in the Republic toward
the end of the Second Galactic War. This system presented a
simpler view of the universe, one in which the survival of the
community became paramount. It was a significant develop-
ment for a society that prized the precise considerations and
beliels of the individual above all else. Ironically, while the
philosophical movement on Spes wouldn't save its creators, it
would eventually influence the Borealis Republic.

SKIRMISH

Just as rumars trickled into the Verge concerning the end of the
Second Galactic War, the colony's situation clearly took a turn
for the worse, Throughout the Long Silence, the incursions of
pirates and criminals into the system had been a cause of con-
cern and occasional despair for the citizens of the Spes colony.
Eventually, they had to abandon their attemnpts to control the
star system and focused instead on saleguarding Spes itselt. By
2480, almaost half the resources of the planet were devoted to
defense.

The frequency and threat of these pirate aftacks grew. In
addition, the depredations of time began to take their toll on the
colony. Most of the Spes vessels—the few that had survived—
dated back to before the Second Galactic War. The Horealins on
Spes couldn't afford to purchase replacement vessels, and the
older vessels slarted (o break down. A similar fate claimed the
orbital defense satellites around Spes. Logs of communication
between Silver Bell and the smaller settlernents on Spes also
indicate that many of the towns on Spes's surface collapsed.

In 2486, a sweeping force of privateers and bandits as-
saulted Spes. This assaull was unique in a number of ways.
Typically, raiders atacking Spes would descend to the planet
and its communities as soon as possible, with the intent of seiz-
ing as many valuables as they could. During this raid, however,
the bandits operated with more focus and determination than
ever belore. An estimated three dozen unidentified vessels un-
dertook a planned tactical effort to strip the Spes colony of its
defenses. None of the rogue ships surrendered or fled; they
fought until destroyed by the stalwart Borealin resistance. As a
resull, few clues were left to reveal the mastermind behind the
assault.

DISTRESS

Fate never gave the Borealins of Spes an opportunity to com-
ment on this event. Three years later, in May of 24889, Spes
faced an incredibly coordinated attack from an unknown force.
Within a few hours, the perimeter defenses around Spes were
neutralized, and the colony's military salellites were annihi-
lated. The few remaining spacewarthy Horealin vessels de-
fended their home, only to fall beneath the fury of their
unknown attackers.

On May 3, swarms of unidentified craft descended into Spes
almosphere and began to destroy the surface settlemnents sys-
temnatically. These foreign ships refused to communicate, even
to respond to the Borealing’ surrender. Desperataly, the Bore-
alins sent put a message via their drivesats still in orbit. Its con-
tent only reached the interstellar community seven years later:

Borealls colony Silver Bell in Hammer's Star;, calling any
FreeSpace Alliance vessel . . . We are under attack by . . . He-
peal, the colony is under heavy attack by unknown forces. Send
help. Bepeat send help. It's May 3, 2485. We need help, damn
it! Flease—

IMPACT

The distress message represents the last recorded action of the
Spes colonists. Evidence later unearthed on the planet reveals
that the Borealins fled to avoid their attackers. The most popu-
lar destinations, indicated by the highest concentration pf re-
covered bones, were the caves in the mountain surrounding
Silver Bell
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After analyzing the data, scientists now conclude that a me-
teor probably struck Spes on the same day that the distress call
went out. Information about the episode strongly suggests that
the asteroid collision was mare than coincidental, as the impact
occurred in the midst of an attack by an unknown hostile farce.
In addition, examination of the crater site reveals that the as-
teroid’s velocity reached close to 0.01c—maore than 10 million
kilometers per hour. The likelihood of a free asteraid from the
Vicek Belt—the asteroid’s assumed point of origin—reaching
such a speed naturally is infinitesimal. Finally, there's the pre
cise point of impact. The asteroid landed squarely in the cen-
ter of the plateau on which the city of Silver Bell rested. With
its incredible size and speed, its violent landing created an ex-
plosion equal to millions of kilograms of dynamite. Even the
tunnels beneath Silver Bell couldn't protect the colonists; they
died instantly

Only a month after the attack, ships from other Verge sys-
tems came to Hammer's Star, investigating the site of the dis-
tress call that Aegls continued to receive. They found Spes a
smoldering planet of ashes and the city of Silver Bell nothing
more than a crater that radiated hea!. As for the smaller
setllements, energy-weapon bombardment from air and
space left them in ruins. Broken, unburied hodies littered the
towns. From the wreckage of bulldings and fortilications, it
appeared that the invaders landed on the planet’s surface to
complete their devastation. Unfortunately, they left nothing
behind to identify themselves, and the only remnant of Spes
culture was the drivespace communication relay and its or-
biting drivesats.

For the rest of 2488, systems as far away as Aegis tensed
and shored up their defenses. Even the warring planets of the
Algemron system took 2 moment io stockpile defenses rather
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than consume them. No one could be sure where the attackers
of Spes would strike next, much less predict what motivated
themn. Speculation aver the origin of the assault took the Verge
by storm. Hammer's Star had been one of the most well-de
fended planets on the frontier, and even distant Tendril f&=lt a
momentary chill.

As the next decade passed, the people of the Verge put
aside their fears of another attack and went about the business
of living. Some concluded that pirates, fighting long and hard
with the Borealins of Spes, finally put an end to the war. Others
speculated that the Thuldans of Alitar, or some other enemy of
the Borealins back in the Stellar Ring, ohiiterated Silver Bell
What no one could explain was the ease with which the at-
tackers overwhelmed Spes's fortifications and the dearth of any
clues to their identity.

Within a short time, the pirates and criminals that the Bo-
realins had once chased away came back to the system, set-
ting up bases of operation on both Spes and the moons and
asteroids of Hammer's Star. Nevertheless, daring ships would
make runs o Spes's surface over the next few years and re-
trieve pieces of wreckage. Mare than a few of these intrepid
explorers didn't return from Hammer's Star, and such tests of
bravery soon diminished in popularity,

ARRIVAL

On November 11, 2496, the Concord’s reconstruction of the
Kendal relay at the edge of the Stellar Ring allowed the stellar
nations fo hear Spes's cry for help. While its attempts to reply
directly to the Silver Bell colony didn't meet with success, the
Concord received information from the denizens of Bluefall and
Alaundril, who updated them on the current situation as it was




known and confirmed that the aggressors of Hammer's Star re-

ained unidentified. In response, the Concord mobilized a task
force over the next several months, but the Galactic Consulate
didn’t consider the situation—or perhaps the Verge—serious
enough to merit an emergency deployment.

Two months later, the Monitor's task [orce meandered its
way though the most populated and important Verge systems,
stopping along the way to allow diplomats and delegates from
the Stellar Ring to visit their lost colonies. As the Concord did-
n't want to take risks with either the first mission to the fron-
tier or its prized fortress ships, they sent three dreadnoughts,
two carriers, 21 cruisers, and numerous vessels of frigate
class and smaller to escort the Monitor. With such a presence,
it was certain that neither pirate, criminal, nor military force
would offer a significant threat.

The Monitor emerged from drivespace in the Hammer's
Gtar systern on March 23, It didn't find anything on Spes, and
it only logged a few pirate bands in the rest of the system. After
patrolling Hammer's Star for less than a month, the Monitor left
the system and wandered back to Tendril and the Stellar Bing.
In its place, however, the Galactic Concord left behind the
dreadnought Vition, one light carrier, the Inamorata, & battle-
cruiser, four heavy crutsers, and a reinforced division of Con-
cord Marines (the Sanguine Dutriders of the 145th). The
recolonization of Spes and the Hammer's Star system began
under their protective shield.

ToDAY

With the return of Borealins and the entry of the Galactic Con-
cord, life in the Hammer's Star system begins anew. 0f all of
the diverse interests that the Concord has developed within the
Verge's confines, Hammer's Star is the highest priority.
Through the fortified defense of this system, the Concord hopes
to render both the Verge and the entire Stellar Ring sale.

The Treaty of Concord gave the Galactic Concord respon-
sihility for the entirety of Open Space. Despite the number of
planets and star systems claimed by individual stellar
nations, the Concord’s control includes the length of the
Verge. It has the right to recognize a stellar nation’s author-
ity over a specific site, preserve it as a Concord protectorate,
or register & colony’s independence. In the Hammer's Star
system, the Concord has chosen to preserve ils right to ad-
minister the system. As a result, almost 100,000 Concordans
now live in the system. They're divided among the Concord
Administrators and citizens in Terminal, the Concord’s new
town on Spes, marine fortifications on several of the planets,
moons, and asteroids, and the many starships that the Con-
cord has assigned.

Given the volatile nature of the star system—and the fact that
the Concord is providing what amounts to free protection—the
Borealis Hepublic has never voiced an objection to the Con-
cord’s decision. Yet it hasn't abandoned the system, either, In
fact, the Republic still mourns the fate of the Borealins of Spes
alongside those citizens killed in the Second Galactic War. Now,
the Borealins act to preserve the inheritance that their lost
Borealin brothers and sisters left behind. Beginning in August
2497 Borealin ships joined the Concord military craft already
in the system. A few of the craft reinforced the already
impressive defense of the system. Most, however, carried
colonists and the means to guarantee the development of a
new Horealin city on the surface of Spes.

The arrival of hundreds of Borealin vessels and thousands
of Borealin colonists to Spes has gone a long way toward en-

suring that when (or if) the Concordans hand over control of
the system, they’ll give it to the Bepublic. In the meantime, the
presence of both powers here on the frontier almost guaran-
tees the safety of trade in the system. In fact, an economy has
already grown around the Borealin and Concordan cities on
Spes.

Interestingly enough, both Borealins and Concordans have
discovered that their mass transceivers and mass detectors
don't function within the confines of the Hammer's Star system.
Although scientists have postulated that the system's proximity
to a black hole might cause such a phenomenon, no one knows
for sure. Radio- and laser-based comm systems normally func-
tion within Hammer's Star, however.

PUNISHMENT

Many people have formed theories to explain the devastation
of Spes. Amaong the most popular is one that postulates the
existence of an alliance between the various pirates and
brigands—many of whom were found in the star system
when the Manitor returned. Star Foree Vice Admiral Adri-
anus Raastad, the senior Caoncord officer in the system, has
declined to support any hypothesis or accusation. Neverthe-
less, he's made it one of his personal missions to eradicate
the pirate threat.

This mission began almost immediately after the Concord
arrived within the systern. First, Haastad offered a general
amnesty for criminals who agreed to come forward and pro-
vide valuable information about the Hammer's Star system or
the events of its pasl. As few accepted, Admiral Haastad’s next
step involved the direct use of force. First, he cleared Spes and
the moons of Platen of all pirates. As Raastad ardered the Vi-
tion deeper inio the system, however, he encountered a stiff-
ening resistance. While no pirate ship or collection of ships
could match his firepower, they managed to evade the harry-
ing action of his fleet and return another day. Currently, Raas-
tad believes that Spes, Platon, and the Hevik Bell are free of
pirates, Iniad and the Vicek Bell are projects of a more ongo-
ing nature, Several bands of pirates have dug into the outer as-
ternid belt with an illogical stubbornness.

THE SECOND ASSAULT

In February 2501, the defenders of Hammer's Star earned
their hazard pay. While Admiral Haastad's fleet patrolied the
system in hopes of locating a concentration of pirate activity,
Concord sensors detected the movement of 19 unidentified,
frigate-sized vessels moving quickly into the Hammer's Star
system, on a course for Spes. While the Vition was on the other
side of the star system, the Concord’s light carrier fnamarata
and a battlecruiser engaged their induction engines and moved
to intercept at full speed. The two fleets met near the Rakke as-
teroid in the Vicek Belt,

Upon approach, the Concord vessels discovered ships of
alien construction. Telescoping sensors revealed ships pow-
ered with drives of unknown energy signatures. All communi-
cation attempts failed, and the enemy opened the Battle of
Hakke with a barrage of energy weapons.

It was a terrific conflict, and indubitably a learning experi-
ence for both sides. Fortunately for Star Force, their larger
ships overpowered the smaller alien vessels. Eventually, the
salvos from the light-carrier fighters and the battlecruiser shat-
tered the alien ships. Unfortunately for the Concord Marines in
their base on the asteroid below, the alien spaceships outnum-
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bered Star Force more than two to one. Three alien craft
slipped through the lines of battle and descended to the surface
of Hakke.

The secand half of the Batile of Rakke pitted human infantry
against alien infantry, The craft landed close to the marine in-
stallation on Hakke. As most of the base’s systems weren't op-
erational, the fight boiled down to a clash of troops and small
arms on the asteroid’s cratered surface. Only a small number
of Marines survived,

Despite this tragic loss, the Concord gleaned a number of
facts fram the battle. First, they were able to name their Enemy:
the klicks. The alien corpses left behind formed the first part of
the Concord's examination. While Star Force reported to its re-
gret that none of the enemy ships survived, they could at least
review the battle logs to discover more information about these
aliens.

Most important, the Concord discovered that this external
species possessed technology roughly equal to that of human-
ity. Since the aliens didn't originate from the Hammer's Star
system, they must have access to drivespace or other faster-
than-light travel. It was a new kind of first contact.

While no one could be sure that the klicks deserved blame
for the destruction of the first Hammer's Star colony, they
quickly became the scapegoat of choice.

As a response to the incident, the Concord further upgraded
its fortifications on Spes and in the rest of the system. A battle-
cruiser was sent out to the Verge in order to replace the one
that limped to Tendril's shipyards for repairs. Finally, the Con-
cord renewed its commitment to patrol the length of the Verge
by assigning two dreadnoughts to the task. If the klicks indeed
have the power to traverse the distances between stars, no
Verge system is truly safe.

Hammer’s Star
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Defense of Hammer's Star is defense of humanity
Vice Admiral Adrianus Haastad, 2501

Haastad dictates Star Force—and thus the Concord's—policy in
Hammer's Star. In the years since 2497, the system has frans-
formed itself. What was once a desolate and unpopulated
wasteland has become home to the most intense concentration
of military force outside of the Stellar Ring. Even Aegis cannot
equal the strength that the Concord has invested here.

In the months since the Battle of Rakke, six confirmed at-
tacks by klicks have threatened Concord, Borealin, and inde-
pendent outposts. As long as the klicks remain active in this
system, the Concord will continue to devote resources here—
but will it be enough?

Unlike several Verge governments, the Balactic Concord
has adopted a policy of active defense. As of yet, the Concord
hasn't had the time or resources to begin the construction of a
number of well-fortified bases or fortifications within the con-
fines of the star system. Moreover, fixed orhital defenses have
already failed the system once. So, the Concord has placed a
strong mobile force to secure the system. After dispersing
lightly fortified bases throughout the system, Star Force and the
Concord Marines are ready to move and reinforce defenses
wherever necessary.

The first step in the Concord's defensive plan involves de-
tection of the klicks. To this end, Star Force has scattered nu-
merous sensors, probes, and satellites throughout the system
in order to monitor all activity in Hammer's Star. The inability
to use mass detectors within Hammer's Star severely weakens
their efforts, however. The weakest sections of this sensor net
exist in the Vicek Belt and the depths of the solar system




AomiRAL ADRIANUS RAASTAD
STAR Force VIiCE ADMIRAL

Lavel 15 human Diplomat (Tech Op)

STR7 (0) INT 12 (+1)
DEX 3 L) WIL 14 (+2)
CON 10 PER 10

Durability: 10/10/5/5 Action check: 12+/11/5/2
Move: sprint 16, run 10, walk 4 - #Actions: 3
Heaction score: Ordinary/2 Last resorts: 2
Unarmed 7/3/1 dds/d4+1s/d4+2s LI/0
15mm sahot pistol 10/5/2 2d4w/2d4+1w/d4+3m HI/0
CF long coat: d4 (LT, d4 (HI), d6-2 (En)

Skills

Athletics (7); Unarmed Attack [7); Modern (8]-pistol (10];
Vehicle [9]-space [13]; Stamina (8]-endurance [10);
Bnowledge [12]-computer (13 language: Standard (15
Systern |12]-sensars /13 weapens [13]; Tactics [12]-
space [20); Administration [14]; Awareness [14]; Resolve
[14]; Culture [10}-diplomacy {12), etiquette: Barealin [11):
l[ma}-ammn [11]; Leadership [10}~command (18] inspire
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The years have not been kind to this 190-year old veteran.
Today, Haastad is a humbled figure, much reduced by the
ravages of time. Even the best gene therapy hasn't pre-
vented his posture from stooping, his skin from wrinkling,
and his immune system from weakening. Professionally, he
stands at the summit of an extraordinary career. [nce an
enlisted seaman in the Solar Union's navy, Haastad served
his nation with distinction theoughout the Secend Galactic
War. In the meantime, he became an officer, a captain, and
ultimately a respected leader,

When the Treaty of Concord brought the specter of re-
tirement close, Haastad offered his services to the Galactic
Concord. Once the Cancord aceepted his application, he
joined Star Forea in 2472 and played a significant rale in
transforming the group from an {dealistic concept to a re-
spected military force.

This work eventually became mundane to the war hero,
and after the Hammer's Star message arrived in the Stellar
Hing, Rasstad found a new war In which to fight. Haastad's
critics claim he's simply a hioodthirsty, inflexible butcher, not
a visionary military leader.

The Hammer's Star system may well represent the
greatest challenge that the fading hero has ever faced, and
no one knows whether the veteran of the Second Galactic
War can lead Star Force effectively. The lack of a significant
victory against the klicks fo date, coupled with the continued
pestilence of smugglers and pirates in the system, has led
many to question the true extent of Raastad's courage and

Raastad offers no response to his critics, preferring o let
his successes speak for themselves and to let his shorteom-
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cient, and highly demanding—though he does genuinely care
about the men and women under his command.

beyond it. The sensor network itself is subject to occasional at
tack and destruction, and upgrading #t is a project that con-
sumes Concord engineers and resources.

Once the Concord detects a potential threat to the system, it
falls to Star Force and the Concord Marines to act However,
more frequently than they might wish, the marines and Star
Farce find themselves adopting defensive postures as the klicks
attack their bases. Until the Concord better understands the
klicks, Star Force will never gain any ground in this systemn

Although no one can deny that Galactic Concord forees form
the center of Hammer's Star defenses, the Horealin people
don't just stand by and watch. In fact, the Hepublic has posted
members of the Borealin Defensive Guard (BDG) to the system.
This move has also neutralized any allegations of {avoritism or
weakness against the Hepublic and the Concord.

Although the Republic doesn't divide its military into spe-
cialized naval and planetary actions, its main strength lies in its
infantry, broken down into legions. Each Borealin legion con-
sists of ahout 1,000 sentients. The most powerful Barealin ship
in the system is the Conviction, a heavy cruiser. It spends most
of its time in orbit around Spes. A dozen smaller military ships
bear the Borealin flag. To date, they've seen litlle action against
gither klick or human opponents.

Star Force has counted on its strategic superiority o turn the
tide in the Hammer's Star's conflicts. First, Star Force enjoys the
advantage of fighting on its “home court” The various pilots
and commanders in Star Force know the ins and outs of this
system.

Unfortunately, the events of the last year have gone a long
way toward humbling Star Force. It's true that Star Force, bol-
stered by its many military assets, can declare near-complete
security in Hammer Star’s inner system. As for the rest of the
system, however, Star Force dominance remains tenuous af
best—despite the “victory" at Hakke. Iniad’s more distant orbit
has made it the field for three conflicts, each of which were

CSV ViTion (BBD 674)
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the Vition is the centerptece of the Concord fleet based in
Hammer's Star. It carries a complement of 3,950 Star Force
personnel, plus an integral Marine battalion of more than
1,000 soldiers. The Vitian is the most formidable vessel cur-
rently stationed in the Verge; its main armament of 20 Mk
[X fusion beams and iis heavy neutronite armor far outclass
any other ship in the vicinity, The Vition carries a small scout
anﬂmﬂlmnmhmniﬂﬂ!ﬁm:mmmﬂummdiﬂ
Devastator attack craft in s hangar bays. Like most capital
ships, the Vition can carry a number of smaller vessels
ﬂvm:dtd:m:m, and its docking clamps can accommo-
four destroyer-sized ships and ten smaller vessels. Its
lmuarhm
The Academy-class ships are considered to be slow and
slightly undergunned in comparison to other dreadnoughts
currently in production, but they make up for #t with first-
class protection and damage control systems.



CSV Vition

. Main Batteries e 200m
. Hangar Bays
Bridge
Secondary Batteries

s | S0m

pre= | D0m

Docking Clamps

Main Tachyon Intakes

CSV Vition (BBD 674)

Length: B0B.5 meters

Beam: 231 meters

Mass: 2 448 360 metric tons

Drive Rating: 32.5 light-years ‘starfall

Acceleration: 8,600 kph'sec

Crew: 3,650 enlisted 300 officers

Troops: 1,015 enlisted 44 officers

Main Armament: 20 Mk IX Heavy Fusion Beams (5 x 4
Secondary Armament: 54 Ty 4 Mass Cannon (18 x 3
Tertiary Armament: B0 N303 X-Ray Laser Cannon (20 x 4
Main Armor Belt: 2.19 m cast neutronite alloy

Secondary Armor Protection: 0.55 m neutronite alloy
Small Craft: 20 aerospace fighters, 10 strike craft, 2 gigs, 2 repair boals




draws. As tor the Vicek Belt, Star Force rarely sends ships out
there alone, and it makes no promises about its ahility to pro-
tect merchant or mining traffic. The system is simply too big,
offering too many convenient hiding places for the klicks and
the pirates who still prey upon Hammer's Star shipping.

Star Farce has assigned almost 200 vessels to meet this chal-
lenge. Thirty-one of these vessels are capital class, and the total
armada includes the Vition, the flagship of Star Force in this sys-
tem, and the light carrier Inamorata, prized for its ability to pro-
ject force and complete reconnaissance missions that the Vition's
brute power can’t match. The rest of the fleet leaders are divided
into a battlecruiser, four heavy cruisers, six light cruisers, nine
destroyers, and six frigates. The remaining Star Force vessels
are smaller craft manned by 50 or fewer crewmates.

Admiral Baastad has divided the Hammer'’s Star fleet into
two principal task groups and a dispersed vanguard cluster. The
Vition task group—composed of the dreadnought, two heavy
cruisers, two light cruisers, three destroyers, and more than a
tlozen corvettes and escorts—maintains a position in the inner
system. The Inamarata task group represents the sword to the
Vition group’s shield. In addition to the Shining Sabers
squadron, a battlecruiser, two light cruisers, four destroyers,
and a dozen corvettes join the light carrier on its patrols. The
rest of the fleet wails for assignments while docked at space sta-
tions, patrals the system, or undergoes minor repairs and refits.

CONCORD MARINES

Superior training and frequent drills make the Concord
Marines one of the most potent infantry groups in the galaxy.
The Cancord has sent its best marine divisions into the Verge,
hoping that this will make the difference in battle. However,
these marines face significant challenges in the Verge—not the
least of which is actually detecting the klicks' next attack. Of
course, i's Star Force's job to find the enemy and deliver a
payload of Concord Marines ready and willing to spread klick
entrails all over the star systemn. Therefore, it's no surprise to
the marines, or their leader Adjutant General Lois Strongbow
{(Hi/Concord/DCS-10), that they find themselves strung out on
remote bases with help hours away.

Relegated to fighting a campaign based on strategic posi-
tion, the Concord Marines take the brunt of an attack when the
klicks appear on the scene. That's no surprise, given Haastad's
strateqy of placing marines in far-flung forts to test the Con-
cord’s control of Hammer's Star, In effect, the admiral uses
these soldiers as bait.

The Concard Marines still talk about their only offensive ac-
tion to date. A month after the Battle of Hakke, a Star Force
scout uncovered a garrison of klicks on an asteroid in the
Vicek Belt. After consulting with Baastad, General Strongbow
assigned the 3rd battalion of the 1st Regiment to wipe out the
klicks and seize their base. Major Anika Isakovic (Hi/Can-
cord/[ICS-7) gathered 500 marines aboard a Star Force heavy
cruiser for transport. Raastad decided the risk in lives was well
waorth the opportunity to seize what could be the klicks' head-
quarters. The marines captured the base and destroyed the
klick forces there, While the operation hasn't caused a signifi-
cant decrease in klick activity, it has boosted morale. Despite
the loss of 33% of the assault troops, the marines know that
they can beat the klicks in combat,

Adjutant General Strongbow has more than 25,000 soldiers
in the 145th division under her command. They're divided
into five regiments of roughly equal size, each led respectively
by Colonel Taro Petrik (Hm/Concord/DCS-8), Colonel Colin

MeGillivray (Hm/Concord/CS-10), Colonel Utilien (S{/Concord/
DFA-9), Colonel Tamara Vellas (Hi/Concord/DCS-7), and Lt
Colonel Helio de Freitas (Hm/Concord/DMW-5).

MERCURY COMPANY

The Mercury Company has earned a reputation for being the
hard edge of the marine vanguard. In its two years of service
in Hammer's Star, Mercury Company has distinquished itself
for its consistently high level of readiness and its valor in com-
bat. After the Battle of Hakke, this company spearheaded the
3rd Battalion's assault on a klick asteroid base. Ironically, Mer-
cury Company suffered some of the lightest casualties of any
assigned to that fight. Some of this good fortune can be attrib-
uted to the nature of the fight; the klicks spread put and struck
out randomly at the invaders. To Mercury Company, their high
survival rate is a source of pride. Clearly, they're the best.

Mercury Company spends most of its ime aboard Vallis
Station, the Concord’s orbiting satellite base above Spes. There,
the company is near the center the action and can respond to
a threat anywhere in the system. Since Vallis Station is also
home to a drivespace relay and a communications hub within
the system itself, Mercury Company is one of the best informed
units. At 8 moment'’s notice, the company must be prepared to
climb in the Innsbruck, a frigate that Is usually its transport, or
any other ship. As such, much of the Company’s crew carries
only essential gear—such as 11mm charge rifles and ceram-
etal armor.

Captain Armand d’Estrees (Hm/Concord/DCS-8) has
served as Mercury Company’s commander since 2495, One of
the first Cancordans to command the marines, d’Estrees was
10 years old when his Austrin parents became Concord citi-
zens, After completing his compulsory education, d’Estrees he-
came one of the first graduates of the marines’ elite Coughlin
Academy, and subsequently one of the first graduates of its of-
ficer tralning program. Captain d’Estrees has proven himself a
more than capable commander, and he has earned the respect
of the marines who serve under him.




Despite its name, Command Platoon doesn’t typically lead the
marine charge. The 22 sentients of the Cammand Platoon func-
tion as the company heads and station chiefs, carefully ob-
serving and directing the actions of the combat platoons. This
platoon typically takes position behind the other platoons dur-
ing battle, It's the duty of Lieutenant David Lieberman (Hm/
Concord/DCS-5) to ensure that Captain d’Estrees has both in-
formation from the field with which to make good decisions
and clear lines of communication through which he can relay
his orders. In point of fact, Lieberman performs the role of
d'Estrees’s second-in-command and adviser,

The final duty of the Command Platoon is to serve as Cap-
tain d'Estrees's personal guard, ensuring the security of both
the captain and his headquarters. The rear of Mercury Com-
pany fsn't far from the fight, and the Command Platoon re
ceives its share of the action

CONCORD MARINE, IsT PLATOON

Leval 1 human Combat Spec

5TH 11 (+1) INT 8 (0)

DEX 11 (+1) WIL 8 (D)

CON 11 PEH 9

Durability: 11/11/6/6 Action check; 14-++/13/6/3
Mave: sprint 22, run 14, walk 4 #Actions: 2
Heaction score: Ordinary/2 Last resorts: 1

Attacks
Unarmed-power 12/6/3 d4+1s/d4+2s/d4+3s LI/O
1immchrifle 14/7/3 dB+1w/d6+3w/d6+1m HI/O

Defenses
Cerametal armor: d6-+1 (LI), d8+1 (HI), dE (En)

Skills

Armor [11)-combat [12]: Athletics [11]; Unarmed [11]-
power [12]; Modern [11]-rifle [14); Vehicle Operation [13);
Stamina [12]-endurance [13]: Bnowledge [11]|-first aid
[12] language: Standard [14]; Awarensss [8]-perception
[10); Resalve [9); Interaction (3].

Gear

11mm charge rifle; 9mm charge pistol; combat knife; cera-
metal armor; backpack; comm gear; first aid kit; imaging
goggles; soft e-sull; traumna pack.

This information describes a standard Concord Marine pri-
vale assigned to Mercury Company’s 1st Platoon. However,
It can serve as a model for any marine in service. Individ-
ual variation Is common. Corporals may possess sumewhat
more advanced skills—including the basics of tactics and
leadership. In addition, one or two members of each squad
farm & substitute for artillery; protected in recon body tanks,
these artillerists arm themselves with heavy machine guns
and bantam launchers that can take down any fortified tar-
get. Dthers may carry quantum rifles, At least one soldier in
each squad is a Tech Op, with the knowledge and equipment
to function as a paramedic. Finally, aboul one-guarter of
Mercury Company consists of nonprofessionals, soldiers
that don't have the stock to meet heroic standards.

Luis SANVICTORES
PLATOON SERGEANT

Level 24 human Combat Spec

STR 12 (+1) INT 8 (0
DEX 13 (+2) WIL 8 (0)
CON 12 PER 8

Action check: 17+/16/8/4"
Move: sprint 24, run 16, walk B #Actions: 3
Heaction score: Good/3 Last resorts: 1
Perks: Danger Sense?, Good Luck®, Tough as Nails

! Use a —d4 base sltuation die for Sanvicores's action checks.

% Apply a ~2 bonus o all Awarensss-intuition skill checks.

*(Once per scene Sanvictores can make & Good Luck perk check
and recelve a varying bonus [-1/-2/-3 depending upon his suc-
cess) to his next action. Marginal success indicates Bad Luck; he
suffers a 43 penalty (o his next action,

Durability: 12/12/6/6

Attacks

Unarmed-power 16/8/4 d6+1s/d6+-3s/dd+1w  LI/O

11mm ch rifle* 20/11/5 d6+1w/d6+3w/d6+1m HI/O
*Use a -d4 base situation die for skill checks.

Defenses
Cerametal armor: db-+1 {LI), d8+1 (HI), d& (En)

Skills

Armar [12]-cambat [16] power [14]; Athletics [12]-throw
[14), Heavy |12]-direct [14]; Unarmed [12]-power [16);
Acrobatics [13]-dodge [17]; zero-g training [14], Modern
[13]~rifle (20); Vehicle Operation [13]; Stamina [12)-en-
durance [16] resist pain [16]; Knowledge [11)-computer
[12) first aid [12], language: Standard [14); System Opera-
tion 10]; Tactics [8|-infantry [14); Awareness [9]-intuftionr”
[12] percaption [12); Investigate [3}-search [12); Resalve
[3}-mental [11), physical [14]; Teach [3|-Combat Spec [12);
Deception (8]-gamble [12]; Interaction [8}-intimidate {12);
Leadership (8}-command {12).

Gear
11mm charge rifle; 9mm charge pistol; combat knife; cera-
metal armor; backpack; comm gear; deck of cards; first aid
kit; imaging goggles; sensor gauntlet; saft e-suit; trauma
pack.

Sergeant Luis “Sweel” Sanvictores has many things in com-
mon with Captain d'Estrees: They both immigrated to the
Concord with their families in 2472, they gradusted to-
gether; and they've served tngether several times. Unlike his
friend, however, Sanvictores has never pursued an officer’s
command in the marines. Instead, he has sought combat
duty wherever he could find i Serving every significant
skirmish and peacekeeping action in the last decade has
made Luis one of the most accomplished Concordan sal-
diers in the Concord’s short history, Today, Sanvictares often
discusses strategy with Captain d’Estrees—even if the cap-
fain's lieutenant isn't always present.

Of course, Sanvictores didnt earn his reputation or his
position by sucking up to officers. Truth be told, he's one of
the most difficult men to work under. This is especially true
now that combat action has become a regular activity for

Mercury Company. He expects his troops to be at their best
at all times.



IsT PLATOON

The 1st Platoon is the first group of marines to enter any fray.
In March 2501, the marines of Mercury Company’s 1st Platoon
stormed into a klick base, destroying everything in their wake,
The Company’s newest corporal, Norman “Sticks® Ophir (Hm/
Concord/CS-5), planted Mercury Company’s standard into the
cold ground of the asteroid and made himself the rallying point
against the klick counterattack.

1st Platoon’s lieutenant is Thomas Hale. Luis Sanvictores,
the veteran platoon sergeant, does his best to shepherd the lat-
est nfficer under his care. Like all of Mercury Company's pla-
toons, 1st Platoon is composed of four squads: Alpha, Beta,
Bamma, and Delta. A squad sergeant, assisted by two corpo-
rals, leads each squad. Six privates serve in each of the
squads, as well. 15t Platoon includes a fraal, two weren, and a
{'sa among its numbers.

2ND PLATOON

2nd Platoon performs a near identical function to 1st Platoon.
It's sometimes known as right flank for iis standard position
relative to the 1st. The 2nd Platoon trains just as hard, and the
real difference hetween the two platoons is simply their lead-
ers. Unlike 15t Platoon, 2nd has a veteran leader in Lieutenant
Marta Rael (HI/Concord/DCS-8), and a younger, still- training
platoon sergeant, Oscar Saywell (Hm/Concord/CS-4). Their
operational differences aside, 2nd and 1st platoons manage to
preserve a healthy competitiveness while off the battlefield and
a fine sense of tearnwork when the klicks storm in.

3rp PLaToon
The left flank, or 3rd Flatoon, of Mercury Company Is no
weaker than either of the others. Indeed, the 3rd Platoon has
historically possessed a number of close-combat marine spe-
clalists. Sometimes, 1st and 3rd platoons have exchanged po-
sitions when it became clear that chainswords and pulse
batons were more appropriate to the battle.

Lisutenant Telpha Ril (MI/Concard/CS-6) is fairly unique in
the corps. She's left behind the typical revulsion against com-
bat and war that her species feels in order to join the Concard
Marines. Something of an oulcast among her own kind, Bil is
the only mechalus in the 145th Division.

GOVERNMENT AND PoLITICS

Despite the presence of a foreign threat, human governments
and the species they have encountered still find time to strug-
gle against each other. As the Hammer's Star system falls
under the direct contral of the Galactic Concord, standard pro-
cedure would call for the appointment of a Concord governor
to take office here. Normally, this governor would administer
and coordinate the actions of the system's inhabitants accord-
ing to Concord law.

Such an assignment has never occurred. It's partially a re-
sult of the unique nature of the system; there are few issues
tha! require 8 governor's attention. The Borealins go about a
calm and steady recolonization of Spes, and the military forces
of the Concord see to their own needs as they attempt to fight
the klicks and the pirates.

GarLacTic CONCORD

Despite its significant presence in Hammer's Star, the Star
Force armada represents only a minute percentage of the Con-
cord’s total military assets. Similarly, months often pass with-
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out the system being mentioned on the floor of the Galactic
Consulate. Put simply, the Concord has its hands full keeping
the stellar nations away from each other’s throats back in the
Stellar Hing, Thus, the first goal of the Concord in this system,
as it must be throughout the Verge, is to minimize incidents.
Most members of the Galactic Consulate have convinced them-
selves that the problems of Hammer's Star are just too far
away to concern them. They're also confident that Admiral
Raastad's forces can contain any actual threats.

Meanwhile, the single greatest deterrent to placing a gover-
nor in Hammer’s Star is Vice Admiral Raastad himself. Raastad
has absolutely no interest in sharing his authority with Concord
civilian authority in the system. He's manipulated his contacts in
the Galactic Consulate, as well as the laws of the Concord itself,
in order fo prevent such a thing from happening. Publicly, he's
gone as far as addressing the citizens of Spes and various Con-
cord hases, stating his opposition openly. As it stands, he's the
military dictator of the star system. Although no state of war has
ever been declared against the klicks—perhaps because no one
knows how to communicate it to them—Haastad controls the
system as if he wields all the powers of martial law.

Functionally, he is the highest-ranking military officer within
the system and one of the five highest in the Verge. While he
must consult with Adjutant General Strongbow on matters that
involve the Concord Marines, he can command any of the hun-
dreds of thousands of soldiers in the system. Fortunately, Haas-
tad has taken his commission seriously. He's more interested
in producing victorles than micromanaging either Concordans
or Borealins. As long as everyone “does his or her duty,” Haas-
tad is a tolerable commander. In time of conflict, however, his
orders can seem harsh, even ruthless.

Haastad recognizes the need to delegale responsibility—es-
pecially when it comes to controlling the thousands of civilians
wha live in the system. The Concord Administrators, led locally
by System Administrator Marissa Holin (Hi/Concord/DFA-B),
provide a sense of comfort and familiarity. As long as Holin
keeps the populace in order and relatively happy, Raastad al-
lows her to administer justice as she sees fit.

BoREALIN DEMOCRACY

With the Horealin capital of Sapphire more than 1,000 light-
years away by ship and almost two weeks by drivesat relay,
the Borealins on Spes unquestionably form their stellar nation's
most distant community. Yet the Borealins living in their new
homes on Spes remain citizens of the Republic, bound by iis
laws and customs,

Even more impartant to this new Barealin colony has been
the absence of the rigid structure usually reinforced by the Cal-
leges of Philosophy. In the Stellar Hing, the colleges play vital
functions as they ordain their stellar nation's leaders with titles
of Philosopher and Grand Philosopher. Here on Spes, however,
almost all of the colonists were simple Students and Lecturers.
Since no formal college has established a base on the planet,
the colony’s leadership formed in a vacuum of power. Ulti-
mately, after much private consideration and weeks of public
debate, the Borealins suspended the rules and chose a Dean
and a council of Professors by public election. They held the
first election in 2498.

Its an unprecedented threat to the status quo; no Barealin
has ever received such honored titles of academia without sanc-
tion from the Colleges of Philosophy. In response, hoth the Cal-
lege of Justice Ethics and the College of Unism sent respected
guest Lecturers to bring Spes back into line. The Unists, the old-

est and most traditional Borealins, have barely managed to con-
tain expressions of outrage at the colonists’ audacity. Both Col-
leges have erected branch campuses in Silver Bell

STELLAR NATIONS

Between the Galactic Concord, the Borealins, and the numerous
aggressars, the Hammer's Star system doesn't have much to
offer other stellar nations, Spes is a promising and still largely
undeveloped world, but the forces arrayed to protect ft—as well
as the Borealin claims to ownership—have discouraged any se-
rious national settlement programs. A few stellar nations have
made an effort to open small businesses and trading opportu-
nities in the system, despite the risks, Far most, it’s a long-term
investment. Having a foothold in the Hammer's Star system,
however small, could prove useful as humanity expands far-
ther into unknown space.

There's another, more immediate reason to keep a few loyal
citizens in the Hammer's Star system. While the Concord can
claim that it's here to protect against pirates and unknown alien
threats, no stellar nation wants to be surprised by a sudden
repositioning of Star Force and the Concord Marines. 0f all the
stellar nations, VoidCorp has voiced the loudest objections to
“this unnecessary concentration of offensive military assets’

Despite their protests, VoidCarp traders and freighters are
among the most numerous visitors to the system, Perhaps
they’re driven by the demands of their corporate directors, but
these traders often venture out to the distant points of the Vicek
Belt to make deals with independent miners and settlers. Vaid-
Corp has enjoyed good fartune. While a few ships have fallen
to attack from pirates, VoidCorp has lost the fewest vessels.

SPES

The planet that drew so much interest, and recently so much
conflict, is a fairly young world that never had the chance to
develop much of an active hiosphere; while plants of various
orders are common, multicellular animal life has yet to appear
naturally. Due to the intrusion of humans and other sentients,
it's not likely that Spes will ever do so.

The planet contains three large continents and numerous
smaller islands, The largest continent, Utracht, joins two land-
masses subducted by two teclonic plates, Two mountain chains
cross the continent, which is otherwise dominated by short
stretches of grassland and an ever-growing desert, Corinth, the
largest settlement on the continent, has fewer than 3,000 Bo-
realins within its walls.

Hegel, on the opposite side of Spes, is the second largest
continent. It's also largely undeveloped. No significant town or
city exists on this continent, and only a few hundred rugged
settlers live here. Hegel features the thickest vegetation on
Spes, with forests and jungles along both of its coastlines. A
mountain range near its eastern shore showcases the planet's
tallest peaks. Only skycars and spaceships have scaled these
mountains,

Mahillion, the smallest continent, has seen the most activity.
The Horealins built three cities here. The primary city is, of
course, the recanstructed community of Silver Bell, built in the
asteroid’s crater. Construction continues over the remains of the
city, and the area now boasts more than 50,000 Borealins, Just
over the mountains to the west of Silver Bell is the newest
urban area, called Alcazar. Alcazar is the primary Concord
military installation on the surface of Spes and the permanent
residence of some 20,000 sentients—including citizens, military




officers, and enlisted personnel. Finally, the city of Whitehead
dates most of its buildings from prior o the return of the stel-
lar nations. The Borealins and independents living in White-
head had an easy time of it; cleaning and rebuilding have
proven easier than starting anew.

All told, Spes is still a virgin world, with many regions that
have never known the trod of human foot. Exploring its surface
is one of the few leisures that off-duty Borealins and Concor-
dans enjoy.

All is not well on this virgin paradise, however. According to
Baorealin records, Spes’s average temperature reported in the
years from 2351 until 24B8 was a relatively chilly 5.9°C-
almost 10 degrees Centigrade below the average experienced
on Earth. But today, the average temperature is 29.3°C. It's an
incredible shift. In the four years since the Concord returned in
2497 the temperature has risen an impressive 8.4°C. In 2500,
the planet warmed by more than 3°

All of this change is producing incredible effects. Where
once the polar ice caps stretched down a few hundred kilome-
ters north of Silver Bell, today they sit more than 2,000 kilo-
meters away. In addition, temperatures on the equator can
easily exceed 45° C. It’s this rise in temperature that is directly
responsihle for the existence and growth of Spes’s deserts and
maore arid geography. The planet’s climate isn't accepting all
these changes happily; storms and unprediciahle weather pat-
terns are worse than ever.

What's causing the climatic shift? The planet's orbit is stable,
and so is the solar radiation emitted from Hammer's Star. How-
ever, Spes’s atmosphere is changing rapidly. As the planet
began to heat slowly, gases were released into the upper at-
mosphere, in turn trapping more heat. It's all leading Spes into
a runaway cycle that could potentially lead it down the Venu-
sian cycle of planetary evolution.

The timing of these changes leads Borealin scientists to con-
chude that it must be tied into the asteroid impact in 24889.

The Borealins aren’t going to surrender Spes to runaway
greenhousing without a fight. Ever since they began resettling,
they've been determined o stem the rise in temperature before
it becames impossible to control. Of course, this isn't the first
time that scientists have used terraforming principles to cool a
planet. It isn't even the first time that terraforming technologies
have been brought to bear on degenerating worlds.

The Borealins plan on using Solar terraforming. Thousands
of engineers and laborers are currently building atmospheric
reprocessars. Unfortunately, terraforming is usually an opera-
tion that takes decades, or even a century. The Borealins don't
have the time to wait for such mild change; in a decads, much
of Spes could be uninhabitable.

The challenges confronting this effort have much more to
do with local conditions than thearetical planetology, however.
Hesources are scarce within the system, and given the pres-
ence of pirates and klicks, the viability of supply convoys is
never certain. Thus, the terraforming industry has enslaved the
economy of Spes. Grants from the Borealis Bepublic and the
Galactic Concord fund terraforming efforts—as well as the sup-
port operations that keep them running. In 2500, the temper-
ature rose slightly less than predicted, leading many to hope
that their efforts are succeeding.
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Besides the standard scattered atmospheric reprocessor
stations on Spes, scientists have proposed more radical plans
to drop the surface temperature. The most popular of these in-
clude detonating atomic weapons on the surface; these
weapons should spew enough heavy, opague dust to reduce
the amount of energy received from Hammer’s Star.

Private enterprise, always looking for an opportunity to get in-
volved in government contracting, hasn't ignored the ter-
raforming effort. In 2498, the Boman Corp, an independent
corporation with headquarters in Austrin-Ontis Unlimited, suc-
cessfully bid for the rights to operate and coordinate the ter-
raforming stations on the unpopulated Hegel continent,

This Austrin-Ontis corporation, better known as a military
arms supplier, won the contract by submitting the lowest bid to
the local Barealin government. In truth, the risks involved in
working in both the Verge and the Hammer's Star systern led
the Borealins to believe that they would have to pay a con-
traclor extraardinary sums. Compared to other bidders, the
Boman Corp's bid was ridiculously low. Yet in the last three
years, they've proven incredibly dedicated to the project, pro-
ducing more than a dozen active reprocessors on Hegel's coast
and interior. In addition, the Boman Corp has minimized its use
of unmanned or robotic stations; more than 13,000 Austrins
now live on Spes.

At first, the Borealins were afraid of the appearance of so
many well-armed and well-trained Austrins. They were simply
ignorant of the Austrins’ heroic motivations until only a few
months ago, when a rogue klick vessel penetrated a distracted
Star Force defense group and made its way toward Spes. With-
out waiting for a call for help, the Austrins leapt to the offen-
sive. When asked afterward, Austrin engineers responded with
surprise at the Borealin interviews. “That’s why we're here—to
fight them bastard spiders,” said one. "You think we really care
about terraforming? You didn't think we came here to fight you
weak-kneed academics, do you?

(Once a city resting atop a mountainous plateay, Silver Bell now
sits in an asteroid crater. It remains the most populous setile-
ment on Spes, with 56,000 registered citizens—though its not a
large colony even by Verge standards.

For the Borealins, Silver Bell represents renewal and re-
birth. Thus, many of the Hepublic's best and brightest come
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here, trying to make a name for themselves in a new era of
philosophy and contemplative thought. In less than tour years,
the Silver Bell colonists have demonstrated remarkable inde-
pendence. This energy and vigor are a source af pride to the
Philosophers of the Hepuhblic on Sapphire. However, the will
ingness of Spes thearists to break from their colleges’ traditions
is a source of concern for more traditional-minded Borealins
While the storms of conflict and war rage ouiside their univer
sity walls, the Borealins spend their time in contemnplation, re
search, and debate—like Borealins everywhere. Un
traditional Borealins, however, the Spes colonists no longer re
strict themselves to the use of convoluted references and ar
cane styles of debate; these younger Borealins are filled with a
pulse of adrenaline that’s almost unheard of. In fact, they've
taken the College of Justice Ethics desire to protect the liberty
of Borealins as far as they can.

In 24898, the citizens of Silver Bell elacted Hanna Palmouist
(Hi/Borealin/NP), an undoctored Student, to the position of
Dean and leader of the city. Electing a Dean by popular vale
was an unprecedented step in Borealin political thinking, In re
action, the Hepublic sent two visiting Professors to Spes, hop
ing to bring Silver Bell back in line with the rest of mainstream
Borealin culture. Ironically, the Borealins' choice of Anthony
Darrokin (Hm/Borealin/DFA-4), Professar of Justice Ethics,
proved a terrible misteke. After conversations with a number
of his clone brothers, Darrokin “converted” to the new ways of
Spes, taking his college’s local support with him.

The colonists finished rebuilding the Branch College of Jus-
tice Ethics before any other city structure. As the first building
was completed, it became the municipal and philosophical cen-
ter of Silver Bell. The youngest of the twelve colleges, the Jus-
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tice Ethics branch has proven the most willing o accept radi-
cal new lines of thought and philosophy—even ones that would
brand it as an apostate in the rest of Borealin culture.

The Branch College of Unism, constructed a year ago on the
edge of the settlement, is the Hepublic’'s answer to this radical
way of thinking. The Unist tradition is the oldest and most pow-
erful within the Hepublic. The government-funded effort, led by
irate Lecturer Clea Hitiro (H{/Borealin/NF) hopes to mend Sil-

or Bell's growing rift with Sapphire. Hitiro and her followers
constantly try to reverse the philosophical direction in which
the colony is moving.

As the largest population center in the system, Silver Bell
has also become a center of local economic activity. Most of the
system's corporations and businesses have built their head-
quarters within the city’s walls,

ALCAZAR

While Star Force concentrates is strength aboard the Vition, the
Iname and Vallis Station, the Concord Marines erect plan
etside b and fortifications. Located just aver the Rowdown
Mountains from Silver Bell, Alcazar occupies twice as much
and contains hall as many occupants as Spes's main city
Defensive pillboxes and fortifications encircle the base and take
up most of the room. Bunkers and armored rally points alse
exist throughout Alcazar. Alcazar has a substantial amount of
ground-based offensive assets—including plasma cannon batter-
ies, surface-to-air missile racks, tactical nuclear weapons, and
action bombs. Several dozen skylanks and gravity-pro-

pelled dronefighters round out Alcazar’s military hardware.
The Concord divides the base into three sections; The




bureaucrats—including Concord Administration—reside in the
southwest sector, the Concord Marines take the northeast and
southeast sectors, and Star Force claims the northwest sector
of the base, Marissa Holin, the ranking Concord Administrator
in the system, has the authority to dispense legal rulings and
execute justice. In addition, a dozen Administrators answer di-
recily to her—although they spend only a fraction of their time
in the base. Mastly, these administrators travel across Spes or
to other star systems that lack direct contact with the Concord.

The housing, training, and entertainment facilities of the 2nd
and Zrd regiments of the Concord Marines occupy the south-
east sector of the base. Dff-duty marines often lounge abput this
area, making it difficult to organize. The marines’ administra-
tion, weapons, storage, and repair facilities take up the north-
east sector.

A landing strip allows ships of corvette size and smaller to
land within the city—although theoretically even the Vition
could land in the grasslands outside of Alcazar proper. Star
Force uses Alcazar as a secondary base of operations; it also
serves as a repair yard for damaged military vessels.

For all this regimented military order, rumors mention two
underground organizations within the base. The first under-
ground community in Alcazar has ties to the pirates of the sys-
tem; these independent ralders and criminal gangs have done
their best to infiltrate Alcazar whenever possible. Arms smug-
gling seems to be their chief goal, but these groups also have
a strategic interest in anticipating Concord military movements
and pbjectives. Unfortunately, many of the military personnel in
Alcazar have demonstrated a willingness to look the other way
where petty crime is concerned, comforting themselves with
minor gratuities as long as it doesn't interfere with their major
objective—fighting klicks.

The second underground organization concerns the mining
operations dug deep into the planet's soil before construction
on Alcazar began. It's said that within those buried vaults lie
the bodies of vanquished klicks. If the tales are true, more than
100 klick corpses lie beneath Alcazar, all of them being stud-
ied by military sclentists and xenobiologists. Another version of
the story holds that Star Force engineers are examining a cap-
tured klick attack ship—most say from the Battle of Hakke—be-
neath the surface of the base. Whatever is going on, access o
the subterranean levels of Alcazar is nearly impossible to se-
cure—especially since Concard officials deny their existence.

FIDES AND CHARITAS

Twao significant natural satellites orhit Spes. Both satellites con-
tain insufficient atrmospheres for colonization, and the Borealins
have never warmed to the prospect of domed setilements be-
cause of the close proximity of a Class 1 planet. In the last year,
however, the Borealins on Spes surprised everyone by an-
nouncing plans to construct a large enclosed city on Fides. The
city, named Refuge, will serve as a rallying point for the Spes
populace should the terraforming of Spes fail. The project
should take more than a decade to complete.

Fides appears to be the result of an ancient callision with
Spes; its geological composition is a precise match for that of
its planet. Charitas, the smaller moon by far, is simply an ex-
ceptional asteroid.

VAaLLis ORBITAL STATION

For eight years, no one set foot upon this deserted station. Many
Horealins felt that it suffered from a curse, as if the colonists

who died defending Vallis still haunted the station. Surprisingly,
Vallis Station endured those years without maintenance or refit-
ting, high praise for the Borealins who constructed it

Today Vallis Station serves the needs of the Concord and its
Star Force—even though the Horealins retain legal ownership.
The Concard brought Vallis back into operation soon after the
Monitor arrived, and it now is a crucial link in the communi-
cations and defense network of the Verge. Vallis sells its com-
munication services to anyone. The station can send messages
to Aegis, whose commsats route the signals to Tendril. The
Tendril drivesat relays route these messages to the Stellar Ring
or contract ships to carry them to a nearby slar system.

The Concord Communications Commission (CCC) has of-
fices aboard Vallis, Here, CCC does more than simply adminis-
trate; it controls the communication system directly. If anything
seripusly threatens the Hammer’s Star system (such as the
klicks), Vallis would function as the crucial link to the full might
of the Concord military, As such, the station is one of the best
defended points in the system. The Vition, in orbit around Spes,
is never maore than an hour or two from Vallis Station, Loeally,
Vallis counts on its escort of one cruiser and five corvettes to
protect it from attack. This escort has proven more than
enough to ward off ambushes from Hammer's Star's more am-
bitious renegades.

Newcomers to the system are immediately directed to Val-
lis Station. Once they've docked, they receive a briefing from
Concard personnel ahout the risks of doing business in the sys-
tem. The Concord can't promise safety—although it tries its best.
Despite the somewhat grim warnings, visitors will find Vallis
Station a friendly, if somewhat stark, residence.

Vallis also serves as a repair shipyard for both military
and civillan craft. Howaever, Star Force has misgivings asbout
tying so many critical functions to a single station; no matter
how determined its defenders, Vallis Station could suffer great
damage, thereby compromising the operations of the Galactic
Concord. Admiral Haastad didn’t have to push too hard before
visiting Concord Undersecretary Michael Thayne (head of the
Commitiee on Verge Integration) allotted funding for a second
space station, Construction will begin in orbit around the gas
giant Platon before the end of 2501, The Concord denied Ad-
miral Haastad’s request for a drivespace communication relay
for the secand station, however, deeming it an unnecessary
exXpense,

PLATON

Platon, like Spes, resembles a blue world when viewed from
space. However, this gas giant's color comes from the high vol-
ume of methane in s upper atmosphere. Like all gas giants,
Platon is an inhospitable stellar body that attracts only the
avaricious or foolish. Enterprising companies could easily col-
lect and sell methane gas, but there aren't any major industrial
facilities an the planet; smaller organizations and business con-
cerns do most of the waork here.

ARIST

Arist is the third and largest of Platon’s moons. Unlike its sis-
ter satellites, this cold moon possesses a hreathable atmos-
phere—although at a pressure of only one-third of a standard
atmosphere, it's not especially hospitable. Arist’s frosty tem-
perature represents another obstacle to human setflement. In
fact, non-domed settlements can only exist along the moon's
equator, where temperatures average —41°C.
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Bath weren and independent human colonies exist on Arist;
they endure the extremes of cold in arder to preserve their ab-
solute freedom. For the weren, who fled the harsh servitude of
VaidCorp, it's an opportunity to live together, sharing their cul-
hure as it exists on Kurg, without surrendering the advances of
Gravity Age technology. For their human neighbors, Arist rep-
resents a chance at a new life. Some of these colonists are buc-
caneers and other miscreants who put aside their reckless
lives in order to settle down. Others became lost during the
time between the destruction of Silver Bell and the return of the
stellar nations. This heterogeneous collection of humanity
shares only one of two traits: the tenacity to make a new life
on Arist, or the inability to leave the moon itself.

At 3.2 AU from Hammer’s Star, the Revik Belt is the smaller of
the two asteroid rings located in the system, It is neither espe-
clally dense nor interesting; therefore, it doesn't receive much
attention from the stellar nations. Of course, its planetoids do
gffer a prize of metals and minerals easily accessed by any
space vessel or excavation team.

Psyche, the largest of the belt’s asteroids, has a diameter of
815 km and serves as home to more than a dozen mining
teamns that relish the relative safety of the system's inner belt.

Iniad stands as a pale red titan, twice the size of Sol's Jupiter.
During the planet’s first few million years, it radiated with a dull
brown light, the product of slow fusion within its core. Today,
these fires have burned out and left hehind a very heavy ball
of gas.

Iniad is a planet that demands respect to this day. Its grav-
itational well is enormous, and it most likely created both the
Vicek and Hevik belts.

A total of 21 moons circle the gas giant. Most of them are fea-
turaless rocks of iron, covered with wholly uninteresting
craters. However, the evenis that usually occur an these moons
have captured everyone's interest

Occasionally, unregistered vessels descend into the inner
system, At least one klick outpost has been found within the

Hevik Belt, and pirate vessels often sneak through defense
perimeters while masquerading as simple freighters. But it's at
Iniad’s moons and beyond in the Vicek belt that the Concord
usually fights its battles with criminals and aliens altke.
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The Concord’s palicy toward the dense and chaotic Vicek Belt
changes daily. It's clear that Star Force would like to put an end
ta the menace that lurks within the swirling planetoids 10.4 AU
from the systemn's star; it's equally clear just how difficult a task
Star Force has set for itsell. Millions of distinct asteroids le
within this wide belt, and thousands of these asteroids display
energy signatures. Some energy signatures stem from the pi-
rate bands that use the Vicek Belt as a base of operations, and
others come from innocent independent miners. However, klick
fighters often emerge from unknown places within the belt
Star Force and the Concord Marines must fight a holding ac-
tion until they gain maore information about the klicks and their
ultimate plans.

ED snn a0 e
D RUELT

The tiny planetoid Bruelt lies at the {arthest reaches of the sys-
tem. While a modern induction engine starship could reach the
distant planet in a day, there’s little incentive to do so. Ancient
surveys and newer Concord ones, taken upon the Monitor's ar-
rival, indicate that the rock doesn't possess anything of value,

THE PIT
Contrary to many people’s fears, the gravitational pull of the Pit
has had litle effect on the Hammer’s Star system, since it’s
more than a hundred billion kilometers away.

Millions of years ago, the black hole passed near enough to
the Hammer’s Star system to capture its star in a long, ellipti-
cal orhil. Back then, the black hole would have been a brilliant
thing to see, flashing with explosions of light and energy as it
consumed the occasional comet and rogue asteroid from the
outer paris of the system.

Today, the Pit is almost always invisible. Occasionally, it
demonstrates its power when it pulls in some stellar debris,
and once every few months its gravity disturbs comets in Ham-
mer’s Star's Dort cloud, sending them spiraling off into inter-
stellar space or into the heart of the systemn. For the most part,
though, the Pit is ignored by humanity.

SYSTEM LoG
The Hammer's Star system is an area of space rile with con-
flict and tension. Like much of the Verge, this system’s dangers
attracts many of the bravest (and most loplish) sentients in the

known galaxy. Only & very small percentage of these heroes
emerge from Hammer's Star unscathed.

TRoOUBLE IN THE PIT

Becently, Concord scientists detected an aberration in the Pit's
projected orbit. The black hole must have had contact with an-
other phenomena of sufficient force to disturb its normally im-
placable course. As soon as the scientists completed their
analysis, they informed Star Force of their findings. As a resull,
the Concord has doubled its watchfulness in the system. Many
military strategists fear that this latest event points to some new



weapon designed by the klicks; Star Force has sent two dread-
noughts to investigate,

i, Spy

Recent skirmishes with the klicks have ended badly for Star
Farce, so badly, in fact, that many officers believe that some-
one in Star Force is feeding information to the klicks, How else
to explain the fact that klick forces have easily outmaneuvered
both Star Force task groups and countered several ground-
based assaults. Concord military officials are very concerned,
and rumnar has it that the Concord has dispatched several coun-
terintelligence groups to the Hammer's Star system.

HerOES IN HAMMER’S STAR

Borealin heroes native to Hammer's Star don't suffer from the
Oblivious flaw. The history of combat and (ension within the
system has caused them to remain ever-vigilant. Whether
scanning for klick warships or corsair vessels, the Borealins
must concentrate on their survival,

KuLicks

The klicks are an alien species that present an actual threat to
humanity, Their unbridled aggression and ferocity represent a
new experience for the humans and their allied species. Thank-
fully, the stellar nations have only encountered the klicks in the
distant Hammer's Star system, where the determined actions of
the Galactic Concard hold them back—at least for now.

Description: Klicks resemble arachnids; six multi-jointed legs
propel their wedge-shaped bodies. Each of these legs ends in
wickedly pointed pincers. A klick's wedge-shaped body mea-
sures ahout 2 meters long and about 1 meter thick at its widest
point. It's covered with smooth, chitinous armer across its top,
and plates of the same material protect its belly. Only the crea-
ture’s bulbous sensory organs lie exposed, These argans cover
a large globular mass that descends beneath the thinner, for-
ward portion of its body. Two forelimbs reach out from beside
these sensory organs. The pincers at the end of these limbs are
maore dexterous than those attached to the legs and can manip-
ulate weapons or technology.

The Concord Marines dubbed these aliens “klicks® based on
the disturbing sounds they make. The creatures produce a num-
ber of eerie and irritating clicking sounds that assault human
ears. When they scuttle along a hard surface, the klicks' pointed
pincers rap against the floor. When agitated or excited, they tap
the smaller branch of their pincers against the longer portion,
creating an ominous melody. It's these clicking sounds that the
Concard Marines have come to dread.

Encounter: Elicks possess a high degree of intelligence, demon-
strated primarily by their cooperation and tearnwork. The use of
technology-both starships and their ‘blacklaser® energy
weapons—confirms an applied intelligence of some kind. Concord

scientists have been unable to decipher their language—if indeed
the series of clicks and sounds really is a language. In addition,
scientists know nothing about klick social structure or arigin. Re-
searchers have classified klicks as external-that is, they are not
native o the Hammer's Star system or any other charted system.

Rlick teams make excellent use of ambushes. They often at-
tack in greater numbers, swarming guickly over small groups,
and they fight savagely, without taking prisoners. Klicks are ex-
tremely resistant to glancing blows and stun damage. In addi-
tion, captured klicks quickly die.
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Humans have encountered klicks throughout the Hammer's
Star systemn—including the Vicek Bell, on many of the outer
moons, and, according to rumor, on 11‘:-I1 'I'tu".v
aliens travel in fast spacefaring
uridentified material. As a whole, th
design—though some claim that the :
carry particle beams and other weapons of mass de Jirmium
] r, most encounters with ships end mquickly; ki

wvar hit-and-run tactics don't leave the Concord
Star Force time to respond,

One aspect of klick encounters that scientists have yet to doc
ument fully is the weakness that washes over humans and
other aliens whe se proximity to thi IS, “\.ll '
species—with the exception of the telepathi
the longer they remain in cl contact with a I_]] oup of klicks
For this reason, marines prefer to batile klicks from a distance
whenever possible.

Habhitat/Society: Little is known about klick society; despite
the many stories sweeping the Verge, only a few humans have
:u.:r.ur‘]l" rwmlmpmi them ”umamtf does know that these
g gre When encoun-
¢ war party consists of na
lick war party thus far
hat ambushed Concord
troyed their own dead,

5 to study this unknown
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making it hard for Concord
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Though many people speculate that the insectlike klicks
must have some sort
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Kuck WARRIOR
{d4+8) INT 8
DEX 11 (d4+8) WIL 8 (d4+5)
CON 10 (d447) PER B (d4+3)
[urability: 20/10/5/5 Action check: 13+/12/6/3
Move: sprint 26, run 16, walk B #Actions: 2
Heaction score; Ordinary/2 Last resorts: 0

STH 11 (d4-+6)

Attacks
Pincers (X 2) 14/9/3 dBw/dB+2w/dB+-2w Lvg
Blacklaser SM6 12/6/3 d6+1w/dB+3w/d4+1m En/0

Bioweakness field: Opponents within 10 meters must
make Stamina-endurance checks at the beginning
of every round. Failure indicates that the opponent
suffers d4-1 points of stun damage. For every ad
ditional klick in the ares, affected hevoes must
make their skill checks with a +1 penalty, up to a
maximum of +6.

Defenses

+1 resistance modifier vs, melee attacks
+1 resistance modifier vs. ranged attacks
Armor: d6+1 (LI), d&+1 (HI), d6+2 (En)

Skills

Athletics [11}-climb [16] jump [12); Unarmed [11]-raw!
[14]: Modern [11]-5ME [12]: Movement [10], Stamina
(10]-endurance [14]; Stealth (12]-hide [14] sneak [13};
Awareness (8]-perception [11),
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IGNATIVUS

Located about halfway between Tendril and Corrivale, Ignatius
is home fo the second Class 1 world in the Verge—the massive,
hothouse ocean-planet known as Antigua. Although the Taurean
Star Hepublic originally claimed this systemn, they never estab-
lished permanent human setlements before the onset of the
Second Galactic War. In fact, the Taureans quickly abandoned
their tenuous holdings here as the war turned against them
back in Old Space. Today, Ignatius stands as an unresolved
claim walting to be settled by the Galactic Court.

HISTORY

Ignatius was first charted by a joint Thuldan-Taurean expedition
during March and April 2321. At the time, the two stellar
nations often collaborated in diplomatic and scientific endeav-
ors; the Taureans were natural allies for the Empire, and the
corrupt Senators who ruled the Republic eagerly took Thuldan
money and arms in exchange for their friendship. Already in-
volved in other settlement efforts in the Verge, the Thuldans
ceded the rights to develop Antigua to the Taurean Star Hepub-
lic in exchange for a full aliance and the right to place military
bases in the [gnatius system.

The Taureans eagerly set about the process of establishing
their own foothold in the Verge. In 2325, the first colonists
landed on the Iskandera Archipelago near Antigua’s equator.
They were met with great violence by primitive natives of An-
tigua whao called themselves ke'kekt. Xenophobic and warliks,
these powerful and supposedly slow-witted creatures delighted
in wrecking colonial installations as quickly as the Taureans
could build them. Over the course of 20 years, the Taurean con-
struction efforts slowed to a crawl, as the Hepuhblic sent thou-
sands of soldiers to deal with native insurrections. Despite the
canstant fighting, the Taureans secured the colony of Iskandera
by the mid-2330s,

When the war broke out in 2346, the Taureans entered the
fight as allies of the Thuldan Empire, launching an attack
against the Sultanate of Fomalhaut It didn't work owt well. In-
stead of the easy victories promised them by the Thuldan emis-
saries, the Hepublic found itself fighting a tenacious and skillful
adversary. In desperation, all Taurean military forces were re-
called in 2348. At this time, large portions of [skandera were
overrun and looted by ke'kekt war bands, and the surviving
colonists holed up in impregnable island-fortresses, waiting for
help,

Unfortunately, they didn't receive any. In sarly 2348, forces
of the Thuldan Empire invaded and occupied the collapsing Tau-
rean Star Republic. By 2353, the Thuldans completely ahsorbed
the Republic. The stranded Taurean settlers struggled to survive,
eventually seeking arms and economic aid from neighboring
colonies in the Tendril and Corrivale systems. During the Long
Silence, several Alaundrin merchant familles invested in Iskan-
dera, reclaiming large portions of the old Teurean colony from
the marauding ke'kekt.

Today, Antigua is technically an independent colany under
the protection of the Concord. In terms of economic and paliti-
cal affiliation, the small settlement of Iskandera is now an
Alaundrin colony, as well as a trading post and way station for
the few ships that come out this way. Its a quiet and isolated
place, even by Verge standards,

ANTIGUA

Ignatius is home to a family of five planets and the usual debris
of comets and asteraids, but Antigua (G3/B1/A2/P3/H2) is the
only world of interest lo humans, Massive and hot by terrestrial
standards, its gravity is twice Earth's, and its atmosphere is op-
pressively thick. Antigua’s high gravity created much flatter
landforms than those on Earth, and its oceans cover a corre-
spondingly greater percentage of the planet—about BO%, in this
case.

With a metal-poar crust, hostile natives, and marginal con-
ditions for human settlement, Antiqua remains largely undevel-
oped. The old Taurean ‘shoot-first” policies won humankind few
friends among the native ke'’kekt, and to this day the primitive
species remains a constant threat to settlers and traders alike.
Currently, the Concord oversees Antigua—although several
Alaundrin families with financial interests in the planet would
prefer to see it remain ungoverned and unregulated.

THE Ke’KEKT

Antigua possesses a rich and complex biosphere centered on ifs
extensive coastal regions and shallow sea floors. Numerous
creatures dangerous to humanity inhabit Antigua's oceans—in-
cluding giant urchins and powerful sand rays. However, the
ke'kekt remain the most dangerous species of all, Resembling
the echinnderms (or starfish) of Earth's seas, the ke'kekt are an
enormously strong, slow-moving species driven to destroy any-
thing outside their own community. The ke'kekt are true am-
phibians, at home in water and along coastlands. Land-dwelling
ke'kekt are gradually adapting to the human presence on their
world, but those living in the sea fiercely resist any contact with
human ‘invaders” The Concord is now establishing a contact
mission {o evaluate the ke'kekt and open up friendly relations.

ISKANDERA

The original Taurean settlers founded their colony among the
Iskandera fslands for two reasons: The equatorial gravity is
slightly more bearable than the gravity at higher latitudes, and
the islands possess some of the best terrain available on the
planet. Extending for thousands of kilometers across the face of
Antigua’s vast seas, only a few of the archipelago’s islands have
been seltled by humans, Most are wild, laft to the ke'kekt and
the tough, scrublike Antiguan jungle.

The main colony is located at Cape Maris on Arandia, the
largest island in the chain. Cape Maris is home to ahout 1,000
Antiguan settlers, and It serves as a trading post and port-of-call
for passing vessels.

Hecently, a number of seaquakes and other geological
events have shaken the fault lines near the island chain. Scien-
tists are unsure of the cause of the increased geothermal activ-
ity, but many colonists feel that the ke'kekt are somehow
respansible. In fact, Antiguan colonists living in the Iskandera
islands have begun to put pressure on those Concord officials
trying to open up friendly relations with the native ke'kekt. Sim-
ply put, many of the colonists don't trust the ke'kekt and wish to
prevent them from acquiring even the simplest items of ad-
vanced technology.



KARN,

Mare than 30 light-years from the nearest major system, Kar-
nath supports a family of thirteen planets—including the Class 1
waorld of Bhruusil. This cold steppe-world is home to an intelli-
gent race of grazers known as the bhruy, a highly socialized
species fust beginning to master the basics of human technol-
ogy. Carefully avaiding any formal incorporation with their
hurnan neighbors, the bhruu are patiently studying humankind
even as human scientists and sociologists are studying them.
Once the property of VoidCorp, Karnath was secretly sub-
verled during the Long Silence by Insight sympathizers and
handed over to the new nation when Insight broke away from
their corporate masters. Obviously, VaidCorp strenuously ob-
jected to this development and demanded the return of Karnath
and Bhruusil to its control. While it hasn't succeeded in reestab-
lishing its foothold on Bhruusil, VeidCorp is very busy building
mining posts and military bases on nelghboring planets.

HISTORY

Although the Verge lay on the opposite side of human space
from the bulk of their holdings, VoidCorp was intensely inter-
ested in establishing a strong presence in the new frontier dur-
ing the explorations following GW1. A VoidCorp exploitation
teamn surveyed Rarnath in 2335 and secretly reported the dis-
covery of a Class 1 world to their executives. VoidCorp dis-
patched a contact team to Bhruusil in early 2337 in order to
forge a binding contract with the bhruw. (This contract was sim-
llar to the one with which they’d ensnared the sesheyans.)

The entrapment of the bhruu failed miserably. Before any
chieftain agreed to sign a document binding all bhrou every-
where, the bhruu herds met to discuss the offworlder proposal
In typical bhruu fashion, they returned to VoidCorp's represen-
tatives with a simple request; “Explain your legal system to us.
Don't leave anything out” VoidCorp's cantact and exploitation
specialists resigned themselves to a much more involved nego-
tiation process, while the corporate executives back in the Stel-
lar Ring prepared a pacification contingency to dominate the
bhruu through miltary means.

The military expedition to Karnath was never launched. De-
layed on three pccasions by developments back in the Siellar
Bing, the Tau Ceti incident pushed any military efforts in the
Verge to the back burner. The Chief Executive of VoidCorp's new
Karnath Development Division was ordered o continue negoti-
ations and await further instructions. With none forthcoming,
most of the VoidCorp personnel took ship and returned to Oid
Space in the 2350s.

In 2449, a VoidCorp base construction team and coloniza-
tion division of 3,000 settlers arrived at Karnath without warn-
ing. In the midst of the Long Silence, the hardened VoidCorp
survivors still on the planst were surprised by the arrival of this
new group. Over the next three years, they built the future plan-
etary capital of Kansas Station in Bhruusil's temperate equator-
lal regions. But the new executives of the Karnath Development
Division harbared an astonishing secret: They worked for In-
sight, not VoidCorp. A year after Insight broke away from Void-
Corp, the Karnath Development Division mysteriously followed
them, leading some historians to speculate that Insight must
have had some means of covert communication with the other-
wise isolated Verge. No proof of this unknown communication
channel has ever surfaced, and Insight refuses to comment on
the question.

BHRUUSIL

Slightly larger and colder than Earth, Bhruusil (52/R1/A2/P3/
H1-2) possesses 8 much more pronounced axial tilt and a
smaller hydrographic percentage. It's a cooler, drier planet cir-
cled by vast, arid plains through much of its temperate latitudes,
Winters on these vast steppes are harsh in the extreme, with
temperatures dropping as low as -70° or -B0° C during the
coldest months, Most Insight settlers built their fowns and home-
steads well within the planet's so-called tropics, a region of tem-
perate forests and grasslands much more comfortable for
human habitation.

Bhruusil is home to a rich and complex biosphere and a na-
tive sentient race—the bhruu. When first contacted by humans,
the bhruu had a nontechnological society, but after decades of
working with Insight colonists, the bhruu have shifted to semi-
permanent agricultural settlements and light industry. They lack
the hands and expertise of human engineers, but they're learn-
ing fast. In fact, a small pumber of bhrun have left Karnath al-
together to learn more about the Verge and the vast expanse of
human space.

Insight's Planetary Administrator is a driven man by the
name of Heoren DeValk (Hm/Insight/DT0-6). Determined to es-
tablish Bhruusil and the bhruu as clients of Insight, he's press-
ing the chieftains of the bhruu to accept more and more human
guidance. So far, the bhruu have resisted his overtures with po-
lite refusals,

CHEERGHUN

The next planet out from Bhruusil, Cheerghun (G2/R2/A3/P2/
H1) is the ‘roaming star” of the bhruy, lighting up the night sky
of its sister planet. Cheerghun is a world of brilliant yellow and
white deserts shrouded in a thin chlorine haze. Rich in miner-
als, Cheerghun supports a fragile biosphere of Series (11 (chlo-
rine-breathing) life. Humans require breathing masks and
heated suits to survive in Cheerghun's splendid desolation.

While VoidCorp failed to reclaim the Insight installations on
Bhruusil, they still retained the development rights to the rest of
the Karnath system. It was a slim wedge, but it was enough.
Barred from direct action against Bhruusil (or any Insight terri-
tory, for that matter), VoidCorp chose to develop everything else
in the Karnath system that seemed worthwhile, and Cheerghun
fit their bill perfectly. A mining property of considerahle valus,
it alsa has the potential to become & Class 1 planet through ter-
raforming—although this would destroy #ts chlorine-breathing
lifeforms.

Despite this, VoidCorp s proceeding with the initial ter-
raforming efforts. They're developing a taflored microbe to fix
atmospheric chlorine into salt; this will scrub the chlorine from
the atmosphere. Next, they intend to process vast amounts of the
planet’s crust to release oxygen from the racks. Finally, they will
tow small, icy moons from the outer system into collisions with
Cheerghun, restoring water to the desiceated planet, It's an am-
hitious plan, and both Insight and the bhruu ambassadors are
seeking ways fo stop it. So far, the Concord has expressed no
official opinion on the case, but those in the know are sure that
its sympathies lie with the existing lifeforms,



Bnown as a navigational way point since the first Verge explo-
rations, Terivine is @ commaon rest stop for ships traveling be-
tween Lucullus, Aegis, and Corrivale. It's a trinary system
consisting of two G-class stars orbiting each other at a distance
of only 0.B AU, and a third K-class orange dwarf about 100 All
from the first two stars. Since Terivine A and B, the system's two
yellow stars, prevented any kind of planetary formation at the
center of Terivine, the area didn't receive much attention from
explorers. Thousands of ships passed this way over the years,
drifting through the silent system while their stardrives
recharged for the next leg of their journey.

Ten years ago, an Alaundrin freighter named the Desert Wind
made an astrogational error of epic proportions: [t missed the
inner part of the Terivine system altogether, Arriving in the
vicinity of Terivine C, the orange dwarf, the crewmen of the
Desert Wind were astonished to discover a Class 1 warld orbit-
ing the third at a distance of only 0.3 AU (about 45 million kilo-
meters). A small planet marked by dramatic cliffs and towering
mountains, this world instantly attracted the attention of the
Verge powers of Tendril, Aagis, Corrivale, and Oberan. The cap-
tain of the Desert Wind named it Rivendale.

Of all the Verge powers, only Alaundril in the Tendril system
and the Hegency of Bluefall in the Aegis system were able to
establish colonies before the arrival of the Monifor. In 2492,
Tendril and Aegis agreed to a 70-30 split of Rivendale (the only
plangt worth developing) In favor of Aegis. A small number of
settlers arrived on Rivendale—mostly survey teams and scien-
tists—to build the groundwork for Rivendale's first colonies.
The colonization of Rivendale ran into a complication in
2494, however. A fraal scientist studying the native lifeforms of
the planet discovered that a sentient species—the graceful riglia—
already inhabited Rivendale. These avians eschewed any form
of technology or artifice, relying entirely on the formidable pow-
ers of their minds. The riglia resented the human incursion on
their world. In response to their wishes, Alaundril and the He-
gency have throttled back the colonization program to a trickle
while Hegency scientists study the planet at greater length.

(nly about half the size of Earth, Rivendale (G1/R1/A2/P2/H2)
exhibits classic low-gravity geographical features. Its mountains
are enormous, separated by seemingly bottomless rifts and
canyuons, and these canyons possess walls kilometers high. The
planet itself has an unusually slow rotation (the effects of tidal
braking from its parent sun), equaling about 7 standard days in
length. This leads to extreme hot and cold weather alternating
every week. Despite these drawbacks, Rivendale is a planet of
spectacular beauty, a wild and unspoiled place that humans
may doom by their presence.

The largest human setlement on Bivendale is the cliff-town
of Sunbreak. Sitting in the cleft between two mountain peaks,
this lofty aerie is almost 8,000 meters above sea level. Sun-
break is the Hegency’s colonial capital, but fewer than 2,000
people inhabit the base. A handful of homesteaders have es-

tablished isolated farms on the nearby mountains, relying on
condenser arrays for fresh water and careful terracing for level
plots of ground. It's said that the riglia are quite incensed by
these homesteaders’ activities.




MANTEBRON

Mantebron is a dying system and one of the loneliest outposts
in human space, Three hillion years ago, it was a G2 star quite
like Sol. Currently, however, Mantebron is nearing the end of its
main sequence. Within 20,000 to 50,000 years, Mantebron will
exhaust its hydrogen fuel and enter its red-giant phase—incin-
erating the inner planets of its system. A million or so years
from now, Mantebron will nova,

Eight planets prhit Mantebron—including the Earthlike desert
world of High Mojave. Just as Mantebron has aged, so has High
Mojave; over the course of geological time, its seas have van-
ished, its atmosphere has thinned, its rotation has slowed, and
its fectonic activity has faded to a mere fraction of its former
level. High Mojave is now mare like Mars than Earth; it's a cold
and desiccated planet with an unbreathable atmosphere. How-
ever, it’s still close enough to an Earthlike environment fo attract
a few especially tough settlers.

HisTORY

Mantebron was charted by an Orion survey mission in October
2328 and quickly claimed by the League. While it was clear
from the beginning that long-term colonization presented a
problem, many people decided that the impending destruction of
the system was not a significant deterrent to colonization. After
all, since recorded human history only encompasses 6,000
years, who could care about something 20,000 or 30,000
years in the future? High Mojave’s Class 2 environment and
physical remoteness served as mare effective barriers to colo-
nization than its fading sun.

The Orions who colanized High Mojave were the toughest
and most independent type of settlers. They dispersed them-
selves across the planet’s arid surface, carving out a few hun-
dred homesteads and farms In the dead plains and seabeds of
the dust-wreathed warld. The Colonial Charter, signed in 2339,
reflected above all else the Orion respect for self-determination,
minimalist government, and individual rights. By the outbreak nf
the Second Galactic War, High Mojave’s capital and largest town
was Olympus, a small trading post and landing field of only 500
residents,

The years of the Long Silence were hard on the Mojavians.
Not only were they forgotten by the Orion League, but they were
virtually forgotten by their Verge neighbars, oo, This isolation
was not entirely a bad thing during the height of GW2 and the
Long Silence. Unltke more populous or centrally located colo-
nies, Mantebron was largely overlooked by the corsairs who
flourished during the absence of the stellar nations. The settlers’
main challenge came from a lack of materials and machinery
they needed to survive and prosper in their new home.

When the Monitor arrived in 2497 Mantebron renewed its
affiliation with the Orion League. No other stellar nations or
Verge systems had serious interests here—until the revelation
that the settlers of High Mojave had discovered the ruins of an
ancient alien civilization during the Long Silence. Today several
nations—including the Hatire Community and the Solar Unian—
agitate for Mantebron's independence in the hope that they can
claim primacy over the Precursor ruins on the planet.

THE PRECURSORS

The galaxy is ancient beyond human reckoning. Billions of stars
coalesced, ignited, warmed planets, and then died long before
the rise of humankind. A handful of these dead stars and for-
gotten worlds are home to the wreckage of civilizations van-
ished for millions of years—the ruins of the assorted alien
species collectively known as Precursors.

By most estimates, the earliest Precursor races couldn’t have
evolved in the Milky Way galaxy until about ane and a half hil-
lion years ago; the first generation of stars created in the for-
mation of the galaxy had almost none of the heavier elements
necessary for life in their planetary systems. The earliest sec-
ond-generation stars needed a couple of billion years for Earth-
like planets to form from the primerdial soup and develop
intelligent life. On the other end of the scale, the most recent Pre-
cursor races vanished or died out within 100,000 years. At
most, the remains of perhaps five or six Precursor races have
been discovered in all of human space; the Precursors of Man-
tebron are locally known as the Glassmakers.

The Glassmakers lived hundreds of millions of years ago, in
the days when High Mojave still had seas and a full atmos-
phere. Their ruins show a high level of silicon-based technol-
ogy, but litlle metallurgy. Hundreds of xenoarcheologists are
now studying the Glassmaker ruins across Mantebron, but re-
sults have been disappointing so far~the Glassmaker ruins are
just too old.

THE DYyinG PLANET

Houghly 10,000 homesteaders inhabit the windswept wastes of
High Mojave (G2/H2/A3/P1/H1). The typical homestead con-
sists of a small family living in a hahitat dome surrounded by
hundreds of acres of molsture condensers and tough crops en-
gineered to succeed in nitrate-depleted sofls. Many are hun
dreds of kilometers from their nearest neighbaors, self-sufficiant
for all but the most unusual supplies and commodities. People
out here have a tough pioneer outlook and enjoy the isolation.

High Mojave's revolution equals ten standard days in length,
leading to long, cool days and hitterly cold nights. The thin at-
mosphere doesn't hold heat well, and temperatures can drop as
Jow as ~100° C by the end of the night. Its two moons, Salton
and Baja, loom large in its skies, eventually falling inward with
the eons-old decay of their orbits. However, colonial as-
tronomers predict that neither will fall for at least 30,000 years
ar maore.

The leader of the High Mujave colony is Colonial Governor
Glles Sandovar (Hm/Orion/NF). Sandavar Is & new transplant
from Old Space who wants to make up for lost time. He's intent
on bringing the light of 26th century Orion civilization to this
cold and lonely backwater, an attitude that doesn’t endear him
to the new Orion citizens under his rule, They'd fust as soon be
left alone, but they can't be bathered to throw the governar out,
either, Mostly, Sandovar is simply stymied or ignored.



PTOLEMY

An outlaw system that's preyed for decades on the shipping and
outposts of the Verge, Ptolemy is the feudal fief of one ruthless
man—Vardye Hellis. Heir to a dynasty of pirate lords, Lord Hellis
(Xm/Polemy/DCS-15) is the unchallenged king of the system.
He commands a pirate flotilla that terrarizes the coreward edge
of the Verge to this day. Huling from the storm-wracked world
of Hurricane, Lord Hellis carefully seeks an Old-Space patron
who will allow him to remain the uncontested master of
Ptolemy.

MISTORY

In 2329 an entrepreneurial firm by the name of Verge Explo-
rations Inc. surveyed the Piolemy system and sold the rights to
the Nariac Domain. Although the Nariacs were much more in-
terested in colonization effarts on their side of the Stellar Hing,
the Central Commitiee decided to establish a fpothold in the
newly opened Verge. The Workers” Colony of Ptolemy was es-
tahlished in the acrid wastes of Hurricane on January 7, 2336.
The Nariacs quickly installed a small amount of terraforming
machinery to speed the transition of Hurricane's atmosphere
into a breathable one,

Nariac support for the colony gradually tapered off as the
Domain became embroiled in GW2. The news of VoldCorp's vir-
tual takeover of the Domain reached the Workers' Colony early
in 2351, just before the Long Silence. The Nariacs of Ptolemy
were outraged by the development in home politics, and they
severed all ties to the Jomain rather than become slaves of
VoidCorp. The leading military officer of the colony, Colonel
Barak Durenko, recognized his opportunity. Backed by his small
but loyal security force, he seized power in 2355.

Like many tyrants, Durenko soon learned that his citizens
expected him to solve problems that were beyond his ability. By
the early 2360s, the Hurricane colony teetered on the brink of
collapse. Desperate for replacement parts and supplies,
Durenko authorized a raid against nearby Lucullus, Bationaliz-
ing that the Solar Union was the enemy of the Domain anyway,
he refitted what was left of the Nariac Verge squadron and at-
tacked. The raid proved highly successful, and Durenko began
a campaign of out-and-out piracy against every system in the
vicinity,

Colonel Durenko died in 2374 at the hands of an ambitious
and charismatic underling, Cero Hellis. The leader of a pirate
squadron, Hellis had built up a loyal following of increasingly
ruthless and desperate men. Declaring himself Lord of Ptolemy,
Hellis continued his raids. Winning a reputation as a corsair

The personal flag of Lord Hellis

lord, he began to attract new followers, mastly captains and
crewmen eager for plunder. When Hellis died in 2408, he
passed the rule of Ptolemy to his son, Uric Hellis, who in turn
passed his reign to Vardye Hellis in 2445,

Vardye Hellis has faced only one serious challenge to his
rule during his time as Lord. In 2466, Lord Hellis raided the
newly established Regency of Aegis. The Hegency Navy fought
off his corsair squadron, followed him back to Plolemy and de-
stroved his shipyards and fortifications, In the aftermath of the
disastrous raid, Vardye Hellis was forced to put down a wide-
spread mutiny among his followers, but he survived the turmoil
through the judicious application of force.

PToLEMY ToDAY

Today, the Nariac roots of Ptolemy are all but forgotten; the en-
tire system exists to suppart the ragtag pirate flotilla at Lord
Hellis's command. However, the defeat he suffered in 2466
greatly weakened his military power, and despite 30 years of
rebuilding, he lacks the ships and industrial base to mount a se-
rious attack on the major systems arpund him. Healizing that
Ptolemy can’t compete on its own meager resources, Lord Hellis
is waiting to see which of the returning nations will make him
the best offer. According to popular rumar, Hellis is dealing with
VoidCorp, the Rigunmars, and the Thuldans in search of money,
troops, and ships to renew his naval power.

HURRICANE

Ptolemy is a young, dim, and unremarkable KB star. Its seven
planets include few resources deserving of commercial ex-
ploitation. Its only world of note is Hurricane, a terrestrial planet
only one billion years old. Hurricane (G2/R2/A3/P4/H3)
seethes with volcanic activity, acidic seas full of organic chemi-
cals, and a violent, toxic atmosphere. One day Hurricane may
develop into a Class 1 world, but that day won't come for at
least 100 million years.

Hurricane has about 50,000 people, scattered across four
major setflements. All of these settlements are domed towns
surrounded by flelds open to the atmosphere, as the planet's
current atmosphere is not a barrier to plant respiration. Humans
do require breathing masks and a self~contained air supply on
the surface, however. The atmosphere itself is intolerably thick,
hot, and humid. A century of terraforming is just now trans-
forming Hurricane's atmosphere, and lightning-shattered down-
pours caver about 45% of the globe around the clock.

Given the uneven heating of volcanic activity, the lack of seas
to store heat and stabilize climate patterns, and the rapid rota-
tion of this young and hot world, ferocious winds often scour
Hurricane. In fact, its calmest days still give rise to screaming
gales, and real storms can create winds of up to 300 kph.
Human towns, structures, and farmlands are buill low to the
ground and in the lee of hills or ridges, but even these measures
don't guarantee safety. Landing conditions for visiting spacecraft
are dangerous at best, and often impossible—a factor that dis-
suaded the Hegency from invading Hurricane back in 2466.

Hurricane’s largest town is the pirate citadel of Groundfall, &
rough and tumble port full of the worst the Verge has to offer.
The Lord's Tower is the center of whal passes for government
in this system; Hellis’s legbraakers guard the place against all
intruders,



COULOMB

A red dwarf hovering near the limits of human exploration,
Coulomb sits at the lower edge of a starless rift that reaches
down from the edges of galactic space. Nearly one-guarter of
the celestial sphere appears virtually empty from this lonely
putpost. Coulomb is home to only one planet, Ohmel, and a
small community of colonists from the Leodal States, a now-de-
funct stellar nation. Most of the worlds once held by this nation
have been incorporated into the Concord. Thus, Coulomb has
hecome a Concord colony.

Like its neighboring system of Mantebran, Coulomb is an old
sun, and Ohmel is a planet past its prime. Explorers have dis-
covered a handful of Precursor ruins buried in Ohmel’s frozen
glaciers. Coulomb's ruins have aged poorly, however. Explorers
have unearthed few archeclogical finds of nole here. What's left
of the Ohmel ruins strongly resembles the ruins of High Mojave,
and it seems clear that the Glassmakers of Mantebran lived
here, too.

HISTORY

[uring the years following the opening of the Verge, the Leodal
States were too poor to engage in serious exploration or colo-
nization. Some of the leading citizens of the nation felt other-
wise, though. In 2332, Lord Karim Ngongwe—a noble of the
Leodal monarchy—personally financed and led an expedition to
stake out a Leodal claim in the Verge. Lord Ngongwe's mission
arrived at Coulomb in February 2334 after surveying dozens of
other stars in the vicinity.

Lord Ngongwe claimed Coulomb and returned to his home-
world in order to raise funds for a colonization ship, In keeping
with Leodal law, Ngongwe gained ownership over any planst
whose colonization he financed. The troubled economy of the
postwar States aided his efforts; millions of Leodans were out
of work and looking for & chance to start fresh. Lord Ngongwe
purchased a ship, the Hope, and oversaw the manning of the
expedition and the purchase of the colony’s equipment. He led
the Hope back to Uhmel and established the Crown Colony of
Coulomb in Septernber 2337,

Ohmel was not ideal, but it had remnants of an ancient bio-
sphere and plenty of room for a colony to grow. The Leodans
quietly buill a small but prosperous city in the twilight of their
lonely world during the early 2340s, while war loomed on the
horizon.

Neither the Leadal States nor its colany fared well in the Sec-
ond Galactic War. Cut off rom any hope of resupply, the Crown
Colony settlers fended off numerous corsair attacks and the oc-
casional raid from their larger neighbors. The Ngongwe family,
already political masters af the small settlement, continued to fi-
nance Coulomb’s development. They grew into a powerful
Verge mercantile enterprise, eventually fielding a small flotilla
of tradesmen in Algemron, Aegis, and Lucullus. By the end of
the Long Silence, the Ngongwes literally owned Coulomb lock,
stock, and barrel.

CourLomB TopAYy

The return of the Monitor heralded the end of Coulomb’s long
isolation. As a Crown Colony of the long-dead Leodal States,
Coulomb belonged to the nation that had inherited most of the
old States—Concord Prime. The largest of the three sectars do-
nated to create the Concord, Prime includes most of the old Leo-

dal States within its territory. [ts legally recognized as the suc-
cessor state to the plder nation, and now controls a handful of
colonies such as Coulomb across known space.

The Ngongwes recognized that the arrival of the Concord
could break their hald on Coulomb, and they immediately peti-
tioned to secede, hoping to retain their independence. The Con-
cord 18 intent an keeping its claim at Coulomb and cleaning up
the corrupt Ngongwe government. However, Austrin-Ontis has
taken up the banner of Coulombian independence. This is a
very unusual development, since Austrin-Ontis was principally
responsible for the defeat of the Leodal States in GW2. Some
Verge locals suspect that Austrin-Ontis is looking to pick up
spoils of war from its victory in the conflict, while others say
that the stellar corporation is trying to get even with the Con-
cord for its interference In the Algemron system. In any event,
the Austrins are watching carefully to make sure that the Con-
cord plays by the rules in its dealings with Coulomb.

The Concord must deal with Lady Kiira Ngongwe (HI/
Coulomb/DFA-3) as an independent head of state, and Lady
Kfira is doing everything she can to make the Concord leave her
alone. Beneath the Ngongwe aristocracy, thousands of common
Coulombians agitate vociferously for the end of the Ngongwe
dynasty and reunification with the closest thing to their old pa-
tron stellar nation. The Coulomblans are tired of pouring their
money into Ngongwe's coffers, and they're convinced that they'd
be better off without their current government. Meanwhile, Aus-
trin-Ontis mercenaries are appearing on Ohmel, helping Lady
Ngongwe to keep her increasingly restive population under
contral

OHMEL

The planet Ohmel (G1/A2/A2/P1/H1) is a world caught in its
final ice age. The planet follows a highly elliptical orbit, corning
as close as 0.4 AU to Coulomb at perthelion but drifting out fo
a frigid 2.9 AU at aphelion. During its long sojourn away from
Coulomb, Ohmel enters a deep freeze that lasts for three Earth
years. As it approaches Coulomb again at perihelion, a short
summer thaws the planet During these months, Ohmel's sur-
viving species rouse themselves for & burst of growth, life, re-
production, and death. As the summer fails again, Ohmel's
simple plants and animals enter a hibernation far longer and
deeper than anything Jnown to Earth's creatures. [uring the
summer, humans can walk on the surface of Ohmel with noth-
ing more than a warm coat and a breathing mask, but the
depths of winter actually condense part of the atmosphere onto
the planets surface. For most of the year, Coulombians live in
domed habitats, supporting themselves with netwarks of surface
greenhouses and subterranean hydropanic farms.

The capital of Ohmel is the trade port of Charlotte, It is the
largest settlement in Coulomb, with a population of 15,000 peo-
ple. Most offworlders soon discover that Charlotte is nothing
mare than one big company store, a city in which every busi-
ness is owned by a mermber of the Ngongwe family.

A handful of other towns are scattered across Ohmel, rang-
ing in population from a few dozen to a thousand or more. The
total population of Ohmel is about 40,000,



RINSTOKE

Hinstoke is a small orange dwarf surrounded by six uninhabit-
able planets. It's served as a navigational way point and neutral
meeting ground in the Verge for years. While none of the sys-
tem's planets are tolerable to humans, the gas giant Caina sup-
ports a huge moon systemn—including the ice moon of Hudson.
This trozen world is home to an independent ohservatory, trad-
ing post, and emergency repair station called Baffin Island. Hin-
stoke's location between Aegis, Oberon, and Algemron ensures
a slow but steady stream of traffic from these metropalitan
Verge systems.

HISTORY

Unlike many of the other systems in the Verge, Hinstoke s cur-
rently unclaimed by any stellar nation. The old Orion colonial
government of Bluefall built the Baffin Island station back in
2415, and the Begency assumed spansorship of the post when
they took over the Aegis system. Faced with growing population
pressure at hame, the Regency is aggressively investigating the
potential for terraforming Hudson and settling the Hinstoke sys-
temn as a fourth world (the colony of a colony of a colony of
Earth) colony. Hegency scientists have set up several permanent
research posts in and arpund Baffin Island to study the moon's
biosphere and conduct field tests of a number of different ter-
raforming techniques.

Beyond Hudson, Hinstoke is poor In strategic minerals and
metals. Its only worthwhile resources are the CHON elements—
carbon, hydrogen, oxygen, and nitrogen. These are valuahle as
sources of water, synthesized foods, and manufactured plastics,
but they're also found in almost every star system. What Hin-
stoke offers is a system in which these resources can be ex-
plaited without undue space hazards or conflicting claims of
ownership.

THE MooNs ofF CAINA

Hinstoke and its six planets are unremarkahle in most respects.
Its worlds include a pair of Class 3 desert planets, a Class 4 air-
less warld at the edge of the system, and two small gas giants.
The gas giant Caina—the third of Rinstoke’s planets—is an ex-
ception. Its vast moon system is one of the largest satellite com-
plements charted to date. Eleven major moons (satellites more
than 1,000 kilomesters in diamster) and an estimated twenty-
nine minor moans orbit Caina.

The moons of Caina are divided into three general regions;
the inner moons, the middle moons, and the puter moons. The
inner moons are five of Caina’s largest satellites; three of these
are sulfur-worlds marked by endless voleanic activity, and two
are airless rocks. The middle moons include five major and six
minor satellites. Hudson is the first in this group; it's the largest
of Caina’s moons. Its companions are generally composed of
light rock and water ice. The outer moons consist of one major
and 23 minor satellites. Caina is also surrounded by the rem-
nants of three ring systems. None of these rings is particularly
intact or spectacular.

Pirates frequently use the moons of Caina as hiding
places and lairs. Humars of hidden colonies, pirate shipyards,
bootleg laboratories, and other unmarked installations abound,
these secret bases conceal themselves in the debris and elec-
tromagnetic noise of the Caina moon system. Like many Jovian
worlds, Caina possesses a rapid rotation and a care of con-

ducting metallic hydrogen—the ingredients of a very powerful
magnetic field. Navigation, sensor performance, and communi-
ration within the inner moon system are frequently degraded by
EM interferance. The Baffin Island station on Hudson relies on
a series of powerhul navigation beacons in high Caina orbit to
guide visiting ships to its landing field; other hidden stations
simply disguise their beacans as naturally occurring radio
noisg.

HubpsonN

A frigid ice-world, Hudson (G2/R3/A2/P2/H1) orbits its ma-
jestic parent once every 37 days—although its actual year is al-
maost four Earth-standard years in length. Because Hudson is
fairly close to Caina and orbits in the plane of the gas giant's
equator, the moon endures days-long eclipses on a routing
basis. When Hudson is directly between Rinstoke and Caina, the
interaction of stellar winds with the gas giant's magnetic field
causes the moon's auroras to flicker brightly—even in full day-
light.

Although its core should have frozen solid eons ago, Hudson
remains volcanically active. Caina’s overwhelming tidal forces
and the influence of its companion rmoons drives crustal flaxing
somewhat akin to that of Io in the Saol system. Unlike lo, Hud-
son is poor in sulfur and emits steam, carbon dioxide, and
malten rock. Hudson's volcanoes are therefore directly respon-
sible for the creation of 8 working binsphere on this otherwise
barren moon.

Hudson's creatures have adapted to cold so intense that even
the hardiest Terran transplants rarely survive a single night. At
its warmest, Hudson sometimes gets within 10 or 15 degrees
of the freezing mark. At its coldest, significant portions of the at-
maosphere condense onto the moon's surface. Most of Hudson's
creatures respond by endless migrations toward areas of vol-
canic activity or seas heated by geothermal vents. A few species
engage in extended hibernation, waking only when their terri-
tory warms,

THE SUNHAWK

Drifting through the silent darkness at the outer edge of the Rin-
stoke system lies the Sunhawk, an Algemronian cruiser de-
stroyed almost 20 years ago in the Rinstoke system. The
Sunhawk was a warship of the Federal State of Galvin that em-
barked on a campaign of commercial raiding in the systems
near Algemron. At first limiting its depredations to merchants
under the Alitarin flag, the captain of the Sunhawk decided to
expand his target list and aftack neutral shipping of any flag
bound for Algemron. The Hegency Navy interceded and
mounted a hunt for the Sunhawk in 2484-eventually catching
her at Rinstoke. The cruiser’s riddled hulk remains here to this
day, but dozens of her prizes were never found. Many people
speculate that the Sunhawk's victims lie hidden in the moons of
Caina.



ENDOMAR

Located about halfway between Corrivale and Oberon, Endomar
is a binary system composed of a K2 and an M4 star orbiting
each ather at a range of about 2 AU. A handful of small, bar-
ren ice-worlds drift dozens of Als from the two primaries far
putside the temperate reaches of the system. Nothing but vast
fields of rubble and debris fill the potential habitability zone of
Endomar, the wreckage of planets that never formed.

Despite its lack of habitable planets, Endomar is not empty.
Its asternoid fields and dust clouds are rich in heavy metals and
CHON elements. Space miners from all over the Verge come
here 1o seek their fortunes, bringing with them robofic refiner-
ies, seady A&H stations, shipyards, corsairs, and the odd trader
looking for a place to make a living. Anywhere from 10,000 to
20,000 penople live in battered stations and crowded ships scat-
tered throughout this vast and desolate wasteland; these people
thrive in open space unclaimed by any nation or power.

THE MoEBius BELT

The Mo#hbius Belt is Endomar's largest asteraid belt. Most of the
badies in this area orbit at an inclination of almost 20 degrees
to the ecliptic plane of the system. The revolution of Alpha En-
domar and Beta Endomar causes the asteroid ring to twist
braidlike in its orbit—hence the name. Most of Endomar's space-
based industry and setflement can be found in this region of the
system.

The Mpébius Belt is unusual in that it receives a great deal
of insolation for an asteroid belt, placing it at the fringes of the
habitahility zone. Organic molecules in this region have actually

evolved into space-based life adapted to microgravity and vac-
uum. Most of these creatures are harmless diaphanous organ-
isms of living gas. Other creatures—such as the sallors and
jetters that leap from asteroid to asteraid across thousands of
kilometers of open space—are much mare tangible.

At least one denizen of the Moébius Helt is dangerous to
man. The spikespore is a voracious predator that preys on any
carbon-based lifeform. It has the nasty hahit of hitch-hiking on
passing ships in a dormant stage, only to awaken and attack
days or weeks later, Many of the miners and travelers who van-
ish in the Endomar system each year undoubtedly fall victim to
this monster.

CAasA GRANDE

The largest of Endomar’s mining towns, Casa Grande is a
rough-and-tumble station carved from the heart of a mined-
out asterold. Its shipyard constantly refits and repairs miners’
vessels, its weigh-in office purchases ore from the space
prospectors and pays them off, and its red-light district pro-
vides all the entertainment a lonely asterold miner might look
for after a long haul in the outer system. Casa Grande is run
by a businesswoman who calls herself Ms. Zofia (Hi/Endo-
mar/[FA-4). She cheerfully separates hard-working miners
from their money in any legal or illegal manner she can, hid-
ing a thug's business tactics behind a show of sophisticated
decadence. Ms. Zofia shows greenhorns no mercy, but she
rarely robs or injures an experienced miner—reqular cus-
tomers get a bit of a break,

Hecently, a small group of sesheyan pirates have made Casa
Grande their home. So far, the sesheyans and Ms. Zofia have
managed to live amicably, despite the fact that the aliens are
now financing and organizing their own operations, Those who
vislt Casa Grande frequently have figured out that something big
is about to happen—whether it is an all-out turf war or a peace-
ful business merger is anyone'’s guess.

ENnDOMAR MiniNG GUILD

This small, loose organization of miners has its main offices in
Casa Grande. EMG represents the closest thing to a union that
an Independent miner working in the Endomar system can
hope for. The EMG constantly agitates for standard wages, in-
creased safety, and systemwide training. Unfortunately, the EMG
is virtually powerless, since no company ar miner is bound 1o
follow the Guild's suggestions. However, a growing number of
miners and mining support stalf are becoming members of the
EMG each year. In fact, the number of miners claiming mem-
bership in the guild putnumbers the total independent miner
population in the system. Clearly, things are changing. However,
it is unclear just how long the EMG can continue to grow with-
out attracting the attention of large, entrenched mining interests
such as VoidCorp.

The current leader of the EMG is Solaren Vri (Hf/Endo-
mar/0T0-7). Selaren is a no-nonsense leader whose worked
all of her life developing mining technology. As such, she is in-
timately farniliar with the conditions and experiences of the min-
ing industry. Short and physically unassuming, Sclaren has a
strong personality and a tenacious, bulldoglike way of dealing
with opposition.



VIERON

Every system was alfected in one way or another by the titanic
clashes in the Stellar Hing, but every settled world (the Vanish-
ing of Bluefall and the recent attack at Hammer's Star aside)
survived intact—except for Vieron

Vieron has the distinction of being the only major Verge
colony to suffer defeat in a belligerent action associated with the
war. Formerly a colony of the conglomerate known as Sothvec
Industries, Vieron fell to the Thuldans of Alitar in the Algemron
system within three years of the opening of the war. Occupied
by the Thuldans for almost 100 years, Vieron was abandoned
when the 2404 cease fire in Algemron failed. Alitar, hard-
pressed in its home system, recalled the garrison in 2405,
Vieron and its installations are now home to a small setllement
of fewer than 2,000 people, visited only by a handful of pass-

ing ships.

HisTORY

Vieron was first charted in 2334 by the Sothvec Industries Sur-
vey Mission 5952. One of the smaller powers of Old Space,
Sothvec was a latecomer to the Verge. At first, the Sothvec mis-
sion commander didn’t even bother to claim Vieron; none of its
worlds seemed at all suitable for permanent colonization efforts,
However, as the mission turned up star after star without usable
planets, Viernn began to look marginally attractive. In March
2435, Sothvec Industries formally claimed Vieron and estab-
lished an outpost on Corazén de Fuegs, Vieron's mos! promis-
ing planet.

Colonizing Corazon de Fuega was no easy task. The giant
planet’s ferocious windstorms, volcanism, and crushing gravity
demanded the most advanced engineering. Despite Sothvec's
late start in the Verge, the corporation poured money and re-
gources into the taming of Corazén de Fuega, cybernetically
maodifying thousands of new colonists and rapidly building a
basic repair and refitting station 1o support further explorations
of the Verge.

The Second Galactic War caught Vieron in an extremely vul-
nerable position. Unlike the Thuldans, SothVec [ndustries didn't
sucteed in bullding up lts Verge holding as a base of military
operations. Pushing ahead with the best preparations it could
make, SothVec was outnumbered and outgunned by the Thul-
dan expeditionary force that set out from Algemran in 2349, On
June 12, the Thuldans landed more than 5,000 troops en
Corazon de Fuega and conducted a simultanepus assault on all
major Sothvec installations, Sothvec patrol ships interfered with
the invasion as best they could, but they too were outgunned,
and the Alitarin fleet drove them off.

On the ground, the Thuldans struggled against Corazdn's
murderous gravity and climate, sustaining more casualties from
the environment than they did from enemy action. The Sothvec
security forces scored a few small successes initially, stretching
the campaign over several months through guerrilla action and
sabotage. However, the remaining Sothvec guerrillas formally
surrendered in May 2350. The Occupation had begun.

For almost 100 years, the Thuldans held onto their prize.
Fewer than 5,000 Sethvec employees inhabited Corazdn before
the war began, so It didn't take much for the Alitarins to keep
the planet under control. In the early years, sabotage and small-
scale insurrections were not unusual, but as the decades passed
and no Sothvec relief force showed up to contest the Thuldans,
the spark of resistance guttered out Vieron became a lonely

outpost, useful only as a command post and naval base for the
Alitarin fleet.

In 2461, the Alitarins found themselves thrust back into the
midst of a war by the Ajax incident, a treacherous Galvinite at-
tack of Alitar. The great expense of maintaining facilities on
Corazan, and the demand for the troops al home, eventually
forced the Alitarins to abandon their conguest. Only about 1500
native Vieronites remained behind,

CORAZON DE FUEGA

Vieron is a young F9 star, a hot yellow-white giant with ten
planets in its retinue. Of these, Corazén de Fuega (“Heart of
Fire) is the only one that humans can inhabit Corazén
(G4/R2/A3/P4/H3) is a massive, metal-rich world over six
times the mass of Earth, Its average surface gravity is a crush-
ing 4.4 g, requiring gravity generators in human colonies and
significant genetic or cybernetic engineering for any long-term
residents who must venture out of the colony’s protection. In
most outposts, the gravity generators are set to about 2.8 g. Ac-
climatized to this level of gravity, the Vieronites are ahle to
maove ahout carefully outside their gravity-damping fields, while
visitors fram standard-g worlds are completely immobilized.

Like many young waorlds, Corazén's rotation is very fast (its
day is only about five hours in length). Combined with its dense
atmosphere and volcanic outgassing, this leads ta an extremely
turbulent and dusty atmosphere. Corazén’s winds often reach
200 to 250 kph. Despite these formidable conditions, Corazén
de Fuega harbors the beginnings of complex Series [ life; prim-
ittve plants and one-celled animals thrive in its steaming seas
and tortured landscapes. The air is undergoing conversion; the
current oxygen content is about 10%, not quite suitable for ho-
mans. In a few hundred thousand years (without terraforming),
humans should be able to breathe Corazén'’s air without assis-
tance.

VIERON TobDAY

No space-based installations survive in the Vieron system; all of
the system’s inhabitants live in one of three small equatorial
settlements on Corazon. The Vieronites retain barely enough
technology and industry to keep the gravity generators running,
and a handhl of battered old Thuldan launches and shuttles
provides Vieran with minimal space capability. Rumor has sev-
eral stellar nations seeking formal ties with Vieron, in hopes of
estahlishing significant colonies here.

In fact, the Thuldan government is currently sponsoring an
extended relief project for the beleaguered colonists on Corazdn
de Fuega. The Thuldans hope that their support of the Vieron
system will sway the opinion of the Alitarins in Algemron. If
their PH campaign waorks, the Alitarins will look favorably upon
the Thuldan Empire and reunify with the empire. The Vier-
onites, for their part, are quite happy to receive the help from
Thuldan Prime, but they are also interested in the promises
made by the other stellar nations—especially the Bigunmor Star
Consortium,



TYCHUS

Virtually forgotten during the Long Silence, Tychus was one of
the last stars colonized before the onset of the Second Galactic
War. A class K2 orange dwarf, Tychus is located almost 20
light-years from any other setfled system on the very fringe of
human space. The system Includes thirteen planels—most of
themn frozen warlds drifting through the depths of the outer sys-
tern—and a single sparse asteroid belt. The world of Yellow Sky,
the second of Tychus's planets, contains the only setiled site of
the system.

Tychus was first surveyed by the Orlamu Theocracy in the
year 2336. Compared to the airless rocks and frigid orbs found
in nearby systems, Yellow Sky offered a reasonable prospect
for colonization. Its location at the very end of the Verge also
seemed a good spot for a serious push toward the Perseus
Arm-a long-term goal of the Orlamu Theocracy. In early 2346,
a few short months before the Mutant Uprising, the Orlamus es-
tablished the colonial base of Mount llumination on Yellow Sky.

The Second Galactic War quickly seized the full and undi-
vided attention of the Theocracy, leaving few resources or
forces available for reinforcing their new colony. Around 2350,
an Austrin-Ontis raiding force hit the Orlamu capital world and
inflicted serious damage on government offices and records. In
2369, the planet of Hopewell-the original home of most of the
Tychus colonists—was destroyed by an orbital bombardment.
The Yellow Sky colony was literally forgotten; the government
records of its existence were gone, and very few personal rela-
tions of the Tychus settlers remained alive in the Stellar Ring.

Completely deprived of any suppart from their parent nation,
the Yellow Sky colonists did the best they could. They'd been left
without a ship after their landing, and the great portion of the
initial colony freight consisted of basic construction supplies,
agricultural materials, and livestock; all of the advanced com-
munications, delenses, and sensors were slated for a later ship-
ment that was never sent. As the years of the Long Silence
passed, more and more of the colonists’ technology broke
down, and they were simply unable to repair it. By the time of
the Return, Tychus was effectively a FL 3 (Henalssance) settle-
ment; it retained only a few items of industrial and post-indus-
trial technology.

TyYycHuUs TopAy

The arrival of the Monitor heralded the end of a long century of
isolation for Tychus. The Orlamu Theocracy is busily resuming
commerce, industrialization, and development on Tychus. Mod-
ern communications, medical technalogies, and manufacturing
techniques are transforming this quiet backwater world into a
viable colony. Regretiably, two of the four major shipments of
Orlamu supplies and equipment since the Beturn were hijacked
on their way fo Tychus. The installation of up-to-date tech has
been delayed for months by these unfortunate incidents.

While Mount [lumination and its immediate surroundings
Inok like a modern colony, many of the outlying regions still
lack anything more sophisticated than running water and
steam-powered machinery. However, the colonists of Yellow
Sky are not ignorant savages; they know exactly what they've
lost, and they've been very careful to educate each generation
in the technology and science of the early 2300s. Lasers, mass
transceivers, and gravity induction may be rare on Yellow Sky,
but no one regards these devices as incomprehensible magic.

YELLOW SKY

The only world currently settled in Tychus, Yellow Sky (G2/H2/
A2-3/P3-4/H3) presents a very strange dichotomy of envi-
ronments. Eons ago, a series of massive impacts raised a belt
of vast highlands across the planet’s major continent. Averaging
B to B kilometers above sea level, these highlands are gener-
ally tolerable to humans. However, the lower altttudes rapidly
become uninhabitable due to heavy concentrations ol chloring
and carbon dinxde, and the atmosphere spon becomes uncom-
fortably thick. This divides Yellow Sky inta two distinct bio-
spheres: an oxygen-breathing, Series | biosphere on the high
plateaus, and a chlorine-breathing, Serles [ biosphere in the
hot, swampy lowlands,

The old Orlamu settlement of Mount lumination is still the
center of the colony, and therefare the Tychus system. It's a town
of about 5,000 people. Hundreds of contractors and local la-
borers are busy changing the landscape, extensively improving
the town's spaceparl, industrial base, and government buildings,
The remainder of Yellow Sky's 20,000 colonists live all over the
highlands—some in isolated farms dozens of klometers from
their nearest neighbor. Almost 1,000 of Yellow Sky's colonisis
are weren who accompanied their Orlamu patrons to this world,
They easily adjusted to the lack of technology imposed by the
Long Silence, and they flourished in the interregnum.

THE STONEBURNERS

Deep in the chlorine-choked swamps of Yellow Sky’s lowlands
lies a world full of alien ruins, Black monoliths of stone and for-
gotten cities mired in mud rise from the green mists, hinting at
a Precursor race long vanished. It seams that this forgotten
species possessed an advanced technology that replaced metal-
lurgy with complex enzyme and biochemical reactions. Since
open flame can’t burn in the chlorine-thick atmosphere of Yel-
low Sky’s lower altitudes, the locals call this ancient species the
Staneburners.

The original Orlamu settlers had every intention of survey-
ing these ruins as soon as Mount Nlumination was on its {eet,
but a lack of breathing gear and e-suits prevented them from
venturing into the lowlands during the Long Silence. Conse-
quently, scientists and xenoarcheologists are only now begin-
ning serious explorations of the Stoneburner sites.

The lowlands of Yellow Sky are a dangerous place. The en-
vironment is potentially deadly to a human expedition, and very
little is known of the plants and animals that inhabit these re-
gions (again, the Orlamu setlers intended to explore the low-
lands generations ago but simply lacked the hardware). Of the
dozen expeditions mounted to Stoneburner sites so far, three
have failed to return. The others report mixed success: While
four expeditions brought back both plant and animal samples,
anly ane recorded the details of a Stoneburner site. Five expe-
ditions had to turn back due to equipment failure; the atmos-
phere and the swamp waters are both more corrosive than was
initially thought.



ARGOS

Naot far from the cosmopolitan Aegis system lies the Argos sys-
tem, one of the mare interesting places in the Verge. Argos is
a binary star systern that has attracted explorers, scientists, and
calonists. The first billion years of the Argos system passed in
fairly mundane fashion; twelve planets formed orbits about a
yellow G5 star. These planets were a mixed collection of Jov-
ian gas giants and terrestrial worlds—the most famous of which
is Marybelle. Eventually, this star’s course took it close to a sec-
ond star, and the two systems became one.

HISTORY

In 2322, explarers from Bluefall came to the Argos system and
discovered worlds ripe with potential. Instead of claiming the
system for their new united stellar nation, citizens of what used
to be New Columbia settled the Argos system independently.
These colonists belonged to political groups that had opposed
the Orion unification for various reasons, and they hoped to
make a fresh start. Since the Argos system didn't have a Class
1 world, it didn’t hold much interest for the stellar nations; no
one wanted to fight over it. Thus, these colonists made their
claim unchallenged by any other nation or system.

During the Long Silence, the warlds of the Argos system be-
came a haven for refugees and independents. The first leader-
ship councils opened Marybelle for colonization without regard
to stellar origin, species, or nationality. As a result, the Argos
system—a common milepost for travelers moving from the
center of the Verge to its further edge—became home to diverse
interests.

In general, the inhabitants of this system ignored the return
of stellar nations—even though their presence improved the
local economy, Currently, the stellar nations have offered the
use of technology to advance the terraforming of Marybellg,
and representatives from the nations of the Stellar Hing have
expressed a desire (o bring the planet and the system into their
individual folds. The local population has simply declined.

ARGos A AND B

Only four worlds orbit Argos A, a KS star that has already seen
the passage of more than 12 billion years. Two of these worlds
are gas giants large enough to influence the orbit of their par-
ent star. Another is a lifeless rock without interest to anyone.
Proteasa, the fourth planet, lies just beyond the lifebearing orbit
of Argos A and has developed sulfur-based organisms that in-
clude both animal and vegetable life. However, scientists
haven't confirmed the presence of sentient life on Proteasa.

The pleasant warmth of Argos B bathes its young planets;
however, none of these worlds has developed life. Given time,
gither Marybelle (G2/R1/A%/P3/H2) or Hartrest (52/R1/A3/
P4/H3), two planets that lie within Argos B's habitable ring,
may one day produce their own hiosphere. The arrival of sen-
tients, though, has changed the planets’ destinies; these
colonists have their own plans for both worlds, Native life wont
be given enough time ta develop on its own.

MARYBELLE

For mare than 100 years, scientists have struggled to alter
Marybelle’s planetology. The first stage focused on releasing
the hydrogen and oxygen locked within the planetary crust.

Stage one ended successfully in 2450 with the planet cloaked
in a primitive atmosphere dominated by water vapor. The sec-
ond stage focused on cooling the planet. This stage has also
been successful-the water vapor has condensed in great rains
for the last fifty years. Although once a landlocked waorld,
Marybelle now possesses several oceans.

As stage two draws to a close, scientists have begun the
third and final stage of terraforming. Dozens of stations located
gll over the planet transform Marybelle’s atmosphere. Some
chemically break down molecules in the air. Others follow the
model of Earth'’s own evolution, releasing millions of bacteria
and tiny plantlike organisms into Marybelle's virgin seas.
Through photosynthesis, the young plants take in carbon diox-
ide and water to produce energy; the byproduct of this process,
oxygen, is what interests the planetologists. Already, the
planet’s oceans brim with photosynthesizing life, Scientists
promise that within a decade, no one will require filter masks
and e-suits when walking about on the planet’s surface.

Politically, Marybelle's government is a republic; citizens
choose members of their governing council through annual
elections, Of course, the terraforming factions wield consider-
able sway over planetary paolitics, but their very successes may
soon render these scientific conglomerates ohsolete. After all,
why support a huge team of terraformers when the project is
complete?

VERGE CONFEDERATION

Since its formation in 2468, the Verge Confederation has used
one of Marybelle's cities as its headguarters, Originally, the
Verge Confederation served as a unifying political body for all
of the systems of the Verge. It's said that the Hegent of Bluefall
once haped that the Confederation could someday form the
basis of a Verge League that functioned much like the Orion
League in the Stellar Ring. In the early days of the Long Silence,
anything seemed possihle.

Circumstances of history have done away with the possibil-
ity of a united Verge. Instead, the Confederation lives on as a
talent and employment agency for explorers, operatives, and
troubleshooters of all types. When someone needs special as-
sistance, they ran hire someone in the Confederation to help.
Atilis il Utir (Fm/Argos/DMW-B) oversess the Confeds (see
The Verge: Histary for more information on the Confederation).

Aumors have recently surfaced among would-be explorers
and operatives indicating that a rather large corporation (or a
stellar nation] has asked the Verge Confederation fo arganize a
small expeditionary force headad somewhere beyond the Ham-
mer's Star system. Such an event is ohviously unlikely, because
the chance of a klick attack (or other such catastrophe) de-
stroying any expedition foolish enough to travel through the
Hammer’s Star system is quite high. However, other rumors
have ‘identified® this expedition as an attempt by the Concord
[nvestigative Bureau to unearth information on the klicks—lend-
ing credence to the possibility of such an expedition’s existence.
So far, no concrete details have become apparent
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Its not & bad idea to begin the hero creation process by think-
ing about what kind of hero you want to play, and then dis-
pussing your idea with the Gamemaster. While the creation of
heroes is purely the player’s prerogative, the Gamemaster can
fill in critical details about the hero's background and the rea-
sons for her involvement in the story. For example, if you want
to create a top-flight spy, it makes sense to let the Gamemaster
help you decide whom she spies for and upon. In some cases,
the Gamemaster might ask you to rethink your concept alto-
gether. If the rest of the players in the group are playing heav-
ily armored space marines who specialize in bug-hunting, a
suave spy might not fit with the group’s concept

If the Gamemaster doesn't know exactly how your new hero
will fit into the game, don't be afraid o volunteer information.
Any background you create for the hero—old enemies or a lit-
tle bit of color about the hero’s homeworld and past exploits—
might help the Gamemaster flesh out details on a relatively
undeveloped section of his campaign.

DE#d
e

Humans dominate the STAR'DRIVE universe. There are literally
forty times as many humans as there are aliens within the
bounds of human space. Despite this disparity, the stellar
nations are truly cosmopolitan bodies, containing citizens of all
recognized sentient species. Naturally, some aliens are far less
common in some regions and far more common in others.

Hegrettably, the specter of higotry is not dead among the
stellar nations. Many humans assume that their dominance of
the Orion Arm is a kind of manifest destiny at work, a clear in-
dication of human superiority and a mandate to rule over all
other species. These attitudes prevail, especially in the Union of
Sal, the Hatire Community, and the Thuldan Empire. Some re-
gions of these states virtually bar aliens by law, and others pre
sent numerpus dangers to aliens. More than one fraal or
mechalus has met with harassment, battery, and even death
simply by straying into the wrong part of space.

Fortunately, there are even more nations and individuals
who have left species-hased discrimination of any kind hehind
Aliens are fully integrated into Orion, Orlamu, and Rigunmaor
society. Even VoidCorp recognizes that any sentient has the op-
portunity to advance to the highest levels of management—
though most sesheyans begin in the lower ranks of the
corporation. Even with its individual exceptions, the Galactic
Concord is an especially good example of an organization with
no tolerance for xenophobes,

In the Verge, attitudes about different species tend toward
ambivalence, as individuals of all recognized species survived
and flourished during the lang years of isolation. With the ex-
ception of the sesheyan colony on Grith, no species has, by law
or preference, isolated itself from its human neighbors. Thugs of
all species haunt the bad neighborhoods of the Verge; these
areas are dangerous for any creature—-human or otherwise.

As humanity’s oldest allies, the fraal live in every corner of the
Concord. Fraal generally fall into one of two categories: the
Wanderers and the Builders,

The Wanderers are fraal who dwell in starfaring city-ships
and try to maintain the ancient ways of their people—although
their separation from the fraal homeworld has made this diffi-
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AND KNOWLEDGE
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cult. In many cases, the Wanderers have created their own tra-
dition to replace the customs of their long-lost ancestors, Con-
servative and (in some cases) somewhat xenophobic, they show
the human nations and states only the barest recognition. Each
Wanderer city-ship s its own master, loosely affiliated with a
patron stellar nation. No Wanderers live within the bounds of
VoidCorp, the Thuldan Empire, or the Hatire Community; these
nations offer nothing to secure the loyalty of & fraal city-ship. On
the other hand, mare than 100 such communities exist within
the Orion League. This is the greatest concentration of fraal
within the galaxy, as well as the heart of their ancient culture.

In general, the mast powerful fraal Mindwalkers come from
the Wanderers. Closer to the ancient traditions of their species,
these fraal maintain a purity of vision and culture unknown to
the Builders. Unfortunately, they're also a little haughty.

The Builders, on the other hand, have integrated themselves
completely into the society and fabric of a human state. In the
days before human contact, the Builders favored the idea of set-
ting down and creating terrestrial communities. Willing to set
aside the wanderlust of their people, they chose to live side by
side with their human counterparts. Most human cultures ab-
sorh these Builder communities; there are few distinctly fraal
settlements or neighborhoods among the human-dominated
stellar nations. Furthermore, many Builders have lost touch with
their own culture. A few individuals have even developed some
very unusual and aggressive philosophies concerning the na-
ture of psionics and their role in the universe at large. The Wan-
derers view this as a great tragedy.

Af present, there are no city-ships in the Verge. Almost all
fraal native to the Verge are Builders. The Aegis system, with
its ties to the Orion League, possesses the highest fraal popula-
tion of any Verge system. Fraal Arrivers might come from ei-
ther fraal faction, at the player's discretion.

Fraal heroes, both Wanderer and Builder, may choose a stel-
lar nation or Verge system affiliation. However, they receive
none of the special game benefits described for those arigins—
though they do receive their normal species bonuses (see Chap-
ter 2: Hero Creation in the ALTERNITY Player’s Handbook). The
racial identity of the fraal {5 much more important than alle-
giance to any human organization.

HumMman

Descriptions of the human-dominated Concord, the various stel-
lar nations, and the systems of the Verge appear in great detail
elsewhere in this book. As a player, you have a wealth of op-
tions availshle if you want to create a human hero. The first
question is a simple one: Do you wish to run a Verger or Ar-
river hero? Of course, your Gamemaster may have a strong
preference, depending on the type of campaign he or she wants
ta run. Generally, though, the decision is yours to make.

Verger heroes should select a native system or homewaorld,
while Arriver heroes should choose a stellar nation as their
home (Arrivers can hail from any station, colony, or world
within their nation’s boundaries.) Feel free to add as much de-
tail as you wish to your character’s origins. Describing the exact
planel, city, or even neighborhood from which your hera comes
upens up numerous roleplaying options that the Gamemaster
can tap later in the campaign.

MEcHALUS

Sought throughout human space for their technical proficiency
and uncompromising dedication, most mechalus heroes retain a

close association with their human patrons, the Rigunmars.
Many of the Higunmor elite count mechalus technicians and
bodyguards among their entourage. More than any other race,
mechalus need reasons to leave their home system behind and
head out into the human maelstrom. Wanderlust, curlosity, or
profit are not motives that speak to the aleerin soul; the typical
mechalus hero is likely to view the pursuit of adventure, knowl-
edge, or justice simply as a duty to his species.

Mechalus heroes fall into one of three broad categories:
leased, contracted and independent. A leased mechalus simply
participates in a commercial agreement hetween the Rigunmor
Star Consartium and the aleerin people. Under the articles of al-
liance, the aleerin provide millions of workers to the Bigunmaors
in exchange for Bigunmaor goods, protection, and representation
in the Concord. While no individual mechalus is forced to fulfill
this obligation, volunteers are plentiful. In performing this duty
to their species, mechalus can secure wealth, financial benefits,
and a great opportunity to learn within Bigunmor society.
Leased machalus typically serve in the military as technical ex-
perts for major trading blocs or firms, or more rarely as per-
sonal assistants to Rigunmaors of high station,

Contracted mechalus are those individuals wha chose to
pursue employment outside the Rigunmor Consortium, Beyond
the legal protection guaranteed by the mechalus-Rigunmor al-
liance, these individuals are generally on their own. The qual-
ity, safety, and reliability of their employment varies wildly,
depending on the situation. Mechalus who undertake a contract
do so because they want to specify exactly what their duties are,
not because they're after long-term financial security. It's simply
a matter of making sure that they're engaging in a worthwhile
endeavor. Freely contracting with any organization that can use
their services demonstrates the relative freedom of spirit evi-
denced by these mechalus. If you create a contracted mechalus
hero, you should then decide whom or what he serves.

The rarest mechalus of all are the independents—those who
do not undertake long-term agreements or promises of work.
Driven by a relentless desire to master a particular technology,
or to add to the species in some way that a lease ar contract
could not satisly, these individuals are considered somewhat
unbalanced by their peers. Independents embody the mechalus
paradox: While they've abandoned the cooperative harmony
and attention to duty that characterize their species, indepen-
dents often achieve things that no other mechalus could.

Most mechalus live within the Oberon system in the Verge.
A Rigunmor colony long before the outbreak of the Second
Galactic War, the newly independent government of Lison has
established continuing contracts with the native mechalus com-
munities of the system.

Mechalus heroes do not receive any special game benefits
other than those described for their species in Chapter &: Hero
Creation in the ALTERNITY Flayer’s Handbook. However, leased
characters are temporary, but full, Rigunmor citizens for pur-
poses of travel, protection of the law, and freedom of trade,

SESHEYAN

Most humans know sesheyans only as the slaves and assassins
of the monolithic entity known as VoidCorp. Acting as the
agents, soldiers, or impressed laborers of the corporation, se-
sheyans have spread throughout human space, mirroring the
growth of their faceless owners. However, mythological refer-
ences and role models define sesheyan culture; they craft per-
sonas incorporating the characteristics of heroes, ancestors, or
mythological figures they admire.
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In order to gain any semblance of free movement or inde-
pendent action, a seshevan mus! demonstrate unswerving loy
alty to the captors of his race. Therefore, all sesheyan heroes
exist as indigenous, employees, or outlaws.

Indigenous sesheyans are known among their own kind
as Free Hearts. They live as their ancestors lived in the days
before contact, hunting the forests of Sheya, VoidCorp views
Free Heart sesheyans as less than reliable, and it assigns
them to hard labor. Few sesheyan heroes come from this
primitive class, but employees and outlaws almost always
begin here.

Sesheyans who willingly (or unwillingly) enter VoidCorp's
employ and leave their homewuorld behind are known as Ghost-
walkers, In the eyes of their people, these employees have died
and passed on to another existence. [f they ever return to Sheya,
their former friends and relations will ignore them

Some employee sesheyans turn their backs on the old ways
of their people and immerse themselves in the corporate cul-
ture, rendering full and willing service to VoidCorp. Sesheyan
heroes who choose this path gain a freedom of movement and
level of corporate trust unknown to Free Hearts. Others battle
constantly to maintain some shred of dignity, some glimmer of
a conscience; they serve VoidCorp in order to work toward the
liberation of their people.

Finally, a number of sesheyans have escaped VoidCorp's
grasp over the years. Unwilling to sall their souls for their free-
tdom and incapahble of enduring the servitude of the Free Hearts,
these sesheyan flee rather than compromise their values. These
outlaws are sometimes called Windspirits. Under constant threat
of termination by any VoidCarp asset or operative they run
across, Windspirits survive in only the most protected havens.
Even full citizenship in another stellar nation may not sufficiently

protect them from the vengeful arm of VoidCorp. Denied the
legal protection of any organized states, many Windspirits con-
sider themselves outllawed throughout the galactic arm.

An entire colony of Windspirits lives on the jungle moon of
Grith in the Corrivale system. VoidCorp claims that these se-
sheyans are the descendants of rebels who fled from the heart
of the stellar nation during the chaos of GW2. Many of the
Windspirits of Grith have turned their backs on the abariginal
ways of their ancestors, seeking the technological, military, and
gconomic power necessary to hold thelr own in galactic society.
These modernized sesheyans feel that a return to their old cus-
toms would render Grith vulnerable to VoidCorp's return. The
price of their freedom is the loss of their ancient culture. How-
ever, a few sesheyans still retain ties to their ancient beliefs, and
they struggle constantly to restore true faith to their planet.

Sesheyan heroes have two choices: They may begin play in
the service of VoidCarp, or they may begin play as Windspirits.
As employees of VoidCorp, heroes may be Free Hearts or
Ghostwalkers—although heroes in VoidCorp's labor camps will
be restricted in their movements. Windspirit heroes may come
and go as they please, but must always watch for VoidCorp op-
eratives, These characters may be true outlaws, or they may he
native to Grith, free to travel ahout the Verge at their own risk.

Sesheyan heroes gain the benefits noted in Chapter 2: Hero
Creation in the AITERNITY Player’s Handbook, but—with the ex-
ception of sesheyan in Corrivale—they don't receive special
bonuses for stellar nation or Verge system affiliations

Free of human patrons or supervision, the t'sa truly come and
go as they please. T'sa are Concord citizens in the absence of




any other affiliation, and they may secure travel, trade, or work
visas to visit other stellar nations. Some t'sa have legally emi-
grated to other stellar nations—most notably the Orion League,
StarMech, and the Rigunmor Star Consortium—and are citizens
of those states.

While the T'sa Cluster is a single recognized state in the eyes
of most human stellar nations, it is not a seamless edifice. In
fact, the organization of t'sa society looks like sheer anarchy to
human sensibilities. Thousands of competing clans, associa-
tions, conglomerates, and guilds exist within the Cluster. Each
has dozens of unpredictable goals for human interaction. In ad-
dition, every t'sa aspires to win his own measure of fame and
fortune by forging a new guild or company. Thus, millions of
t'sa glory-seekers have spread throughout human space. Some
take employment with hurnan governments or corporations,
some pay for the privilege of studying at human institutions, and
many others leap from occupation |9 occupation as they scent
opportunity and the chance (o see something new.

T'sa heroes may be representatives of a 'sa power blog, a
corporation, or faction “hack home” with interests in the Verge.
They might serve as scouls, scientists, spies, or merchants for
the organization they represeni, acquiring knowledge, power,
and wealth to suit the purposes of their parent organization. Just
like a human in the service of a human organization, an em-
ployed t'sa can expect some basic compensation for his loyalty.

Self-employed t'sa can be found anywhere, doing anything.
Driven by the insatiable t'sa desire to learn and explare, an in-
dependent t'sa might take up any occupation that catches his in-
terest. T'sa of this type are especially cormmon among the great
number of free traders, smugglers, and freight-haulers that ply
all corners of human space. Their knack for engineering is a
virtual guarantee of a job, and the wide-open lifestyle of a star
merchant appeals to the t'sa mindset.

T‘sa heroes begin play with the narmal benelits of their
species (see page 27 in the ATEsNITY Flayer’s Handbook), but
they don't gain any stellar nation or Verge system bonuses.

WEREN

Fierce warriars and staunch allies, the weren have journeyed to
the stars on the shoulders of the Orlamo Theocracy. Millions
now live scattered through the myriad worlds of the Theacracy,
dozens or hundreds of light-years from their homeworld of
Rurg. Unlike VoidCorp, the Theocracy believes in full sentient
rights for its clients, and all weren are free to emigrate to any
nation or world that will take them. Most weren heroes are Or-
lamu citizens loyal to the Theocracy. A significant number, how-
ever, are expatriates who have chosen to find their own way in
the galaxy.

As citizens of the Theocracy, weren are free to travel within
its borders or to seek permits and visas for travel fo any nation
that maintains relations with the Orlamus. The weren kingdoms
of Kurg are generally concerned with homeworld affairs only;
thus, few weren heroes still serve their native lands, Instead,
weren who leave Kurg but remain within the Orlamu fold do so
to seek employment with the Orlamu government or Orlamu
corporations. Military service of some kind is the preferred out-
warld occupation for most members of this species, but weren
artisans, craftsmen, diplomats, merchants, and scouts have also
found a home among the stars.

Adventurous or restless weren aften leave Drlamu space al-
together—finding little in Orlamu culture that appeals to their
warlitke natures. In fact, mercenary companies across the
galaxy include expatriate weren. Some of these warriors are

honorable and fair, seeking nothing more than an oppartunity to
test their skills in the ultimate contest. Others are ruthless vil-
lains who have turned their backs on the warrior's code, em-
bracing the cold human notions of profit and expediency. Weren
who remain faithful to their age-old warrior traditions do not
have any mercy on these “dishonorable” weren.

Weren heroes who remain affiliated with their Orlamu pa-
trons can begin play with an allegiance to the Orlamu govern-
ment. Theyre soldiers or operatives representing the Theocracy
in the Verge and are subject to the orders of their lawful supe-
riors, Other Orlamu weren may serve a cOMpany or COMIEr-
cial interest native to the Theocracy. There are any mumber of
Orlamu merchants and scholars who travel with weren body-
guards or assistants.

Expatriate weren heroes no longer have ties to the Theoc-
racy and are free to make any life choices they deem neces-
sary. Weren bodyguards, operatives for hire, or mercenaries
exist throughout the Verge. There is only one noteworthy com-
munity of weren (on Arist in Hammer's Star) in any of the Verge
systems—although there are plenty of individuals who seek to
find their own fortune and honor in the stars beyond Tendril

Weren heroes begin play with the normal benefits of their
species (see Chapter 2: Hero Creation in the Auteantry Player’s
Handbook), but they gain no stellar nation or Verge system
bonuses,

PROFESSION

Heroes of all professions are found in a STAR'DAIVE campaign.
An extensive sample of potential career paths, grouped by pro-
fession, follows later in this chapter (see “Careers” on page
237). Since each profession embraces a great variety of char-
acter types, it's easier to discuss particular fypes of combat spe-
cialists (for instance) than it is to discuss combat specialists in
universal terms. Many STAR*DRIVE adventures incorporate ele-
ments of combat, intrigue, esplonage, and trade, so that every
profession has a chance to shine.

Note that psionics are an accepted part of the Stas*TiRve
universe. Mindwalkers exist in every stellar nation, although
they're more common in some nations than in others,

ABILITY SCORES

In a StaR*DRIVE campaign, the Ability Score generation methad
described in Chapter 2: Hero Creation in the ALTERNITY Player’s
Handbook is considered the standard method. Each player dis-
tributes B0 points among the six Ability Scores—Strength, Dex-
terity, Constitution, Intelligence, Will, and Personality—in any
order he chooses, Cybernatics, rmutations, perks, and some stel-
lar nation affiliations may give beginning heroes a bonus of 1
or 2 points to their Ability Scores, raising their total o more
than 60 points.

HoMEWORLD OR NATION

One of the most important decisions you'll make when creating
a hero for the STAR'DRIVE setting is choosing a Verge system or
stellar nation. Heroes from different nations begin play with
very different notions about the state of the galaxy, how it came
to be that way, and ways to fix it. As part of a hero's back-
ground, a planet or system of origin provides the Gamemaster
with a set of instant story handles. Developing an origin also
gives you the ahility to craft a plausible history for your hero, a
fictional account of who she is and why she does what she does.



Finally, the choice of origin provides special game benefits for
human heroes, reflecting the unique training, outlook, and com-
mon tralts of the people of that setting

Take a few minutes to skim through the stellar nation and
Verge system descriptions in Chapters 3 and 4 of this book.
Hemember, these are just guidelines. For example, millions of
Rigunmars don‘t make their livings as independent traders,
there are atheists and apostates who grew up in the Orlamu
Theocracy, there are Thuldan pacifists, and there are humani-
tarian employees of VoidCorp. Creating heroes who transcend
national restrictions and biases Is one of the best steps toward
making your character a memorable part of the story.

CAREERS

While the ALTerNITY Player’s Handbook and Gamemaster Guide
present a number of general career paths, these careers lack
the specific background that makes them part of the STan*TIRIVE
universe. All of the career packages detailed in the Flayers
Handbook are availahle in a STAR*DAIVE campaign.

The careers presented here are intended to jump-start the
gharacter creation process. Each career identifies a block of
Core Skills that all heroes choosing that career should possess.
You're not much of a pilot if you can't fly a starship, for instance
(reler to Chapter 6: Sample Careers in the Flayer's Handbook
for specific details). Gamemasters can expand or alter the Core
Skills suggested for each career to reflect particular nuances of
their campaign settings. In addition, many careers have special
considerations or roles in the STAR'DRIVE universe.

Careers are entirely optional, and the ones presented below
are built around a human hero. You don't have to choose a ca-
reer for your hero. In fact, there are hundreds of great charac-
ter concepts that aren’t covered by the following list. The best
characters stretch the definitions and expectations of the Game-
master and other players.

CoMBAT SPECS

With an unknown threat lurking on the horizon, Combat Specs
are in high demand in the Verge. In the absence of any central
authority, Verge corporations and governments have become
accustomed to achieving their goals through the use of force. As
organizations rush to meet the challenge of contact with Dld
Space and the arrival of the Galactic Concord, new rivalries and
old feuds are sparking into a hundred brushfire conflicts across
the Verge.

BoDYGUARD

Falitical leaders, prominent merchants, and crime lords of the
independent Verge colonies are always looking for a strong
right arm. Thus, professional bodyguards can always find work.
While many bodyguards spend the majority of their time watch-
ing out for their employer’s personal safety, other bodyguards
function as free-roving security consultants who ferret out dan-
gerous plats, work in advance of their clients movements, or
check up on Jnown troublemakers.

Core Skills (25 paoints): Modern Hanged Weapons—pistol
2; Security—profection protocols; Awareness—intuttion, percep-
tion; Interaction-intimidate,

In the Verge: The Verge is crawling with shady merchants
who need protection. Rigunmor traders, A-0) arms dealers, Lu-
cullan smugylers, and Alaundrin nobles are all in the market for
this hero’s services.

BRAWLER

Hufflans, thugs, street fighters, and low-quality "muscle” gener-
ally fall into this career. Some brawlers fight for hard-won
purses in a variety of illegal street and station matches, while
others might hone their combat skills simply by surviving in the
worst ghettoes of overcrowded cities or fortress ships. Brawlers
who don't go into the prolection or prize-fighting businesses
might end up in a military organization—every command has its
share of barracks-room brawlers. However, hand-to-hand fight-
ing doesn't offer much opportunity for long-term success. The
hest a brawler can hope for is to hire on as muscle or to climb
to the top of whatever fighting circle or underworld den in
which he happens to land.

Care Skills (20 points): Unarmed Attack-braw/ 2; Gtreet
Smart-street knowledge; Interaction—intimidate.

In the Verge. The pit-fighters of Penates in the Lucullus sys-
tem are famous throughowt the Verge. These hardened sirest
gladiators frequently fall in with all kinds of shady characters—
{ncluding free traders in search of muscle, or smugglers look-
ing for extra hands.

CORPORATE SECURITY SPECIALIST
In most parts af 0ld Space and the Verge, carporate warfare is
a fact of life. Industrial espionage, sabotage, and ferrarism are
accepted as commanplace. The return of the mega-national cor-
porations of Old Space to the independent worlds of the Verge
signals a new era of competition and security concerns.

Like any person employed by a large organization, the cor-
porate security expert spends most of her time working, How-
evar, the best and brightest security specialists are often
assigned as roving troubleshooters, free to come or go as they
please (within reason). Of course, these experts must produce
results in exchange for their pay and perks.

Core Skills (30 points): Modern Ranged Weapons-pistal
2, Security—security devices; System Dperation-defenses, sen-
sors; Awareness—perception.

In the Verge: Stellar corporations such as VoidCorp or
Starmech, or smaller companies—such as those found within
the Rigunmor Star Consortium, the Orlon League, or the Union
of Sal-often employ security specialists. Arriver organizations
are huilding vast new installations to solidify their return to the
Verge, and these installations will have considerable security
requirements. Local Verge companies from Alaundril, Bluefall,
and Leen are also Increasing their security as companies such
as VoidCorp establish a presence in their hame systems,

GUNNER

The long years of isolation imposed by the Second Galactic War
left the Verge in anarchy. In most systems, anynne who wants
to wield power must do so by fielding his ar her own private
army. This is especially true in Tendril, Grith, and Lucullus,
where the Hule ol Gross Firepower applies: The parson with the
biggest guns makes the rules. Even criminal gangs, smuggler
rings, and privately held companies have fallen into the habit of
arming dozens or hundreds of fighters to watch out for their
own interests. [n this climate, Combat Specs with the skills nec-
essary lo employ heavy weapons are prized commodities,

Bunners might serve in the military of a stellar nation or a
Verge system, or they might wark as mercenaries for a private
organization. Accepting employment with an organization
means that a hero must fulfill certain duties in exchange for a
paycheck and a place to stay.

Core Skills (35 points): Heavy Weapons-direct fire 2;




Demolitions; System Operation-defenses, weapons; Technical
Science-repair.

In the Verge: Thousands of Austrin-Ontis mercenaries and
gunslingers, demobilized since the end of GW2, have streamed
into the Verge seeking work—especially in the battle-torn Ham-
mer’s Star system.

Law ENFORCER

With the exception of Lucullus, every Verge system has some
kind of recognized police authority, Systemwide, planetary, or
municipal police departments vary wildly in jurisdiction, profes-
sionalism, and power. In some systems, the police are mere
puppets of the real power groups, while in others the police
function as respected peacekeepers who keep corporate and
criminal elements in their place. As clouded as this picture is,
it's growing even mare confusing as the various stellar nations
pour their own law enforcement arms into the Verge. Legally,
the only nations that can police sections of the Verge are ones
who retain claims to Verge systems, and even then they're lim-
ited to the particular systems in question. For example, Star-
Mech's Security Division believes that it can police the Tendril
systermn, since Tendril was formerly a StarMech colony. Conflicts
of jurisdiction between the 550 and the Alaundrin System Pa-
tral have broken out into open fighting more than once.

The only law enforcement universally recognized through-
out the Verge is that of the Galactic Concord, and in many cases
the Concord's true authority is limited—systems such as Lucul-
lus and Carrivale are not yet member states and don't recognize
Concord Administrators.

Core Skills (35 skill points): Melee Weapons—hludgeon;,
Modern Ranged Weapons-pistol; Law—court procedures, law
enforcement; Investigate-interrogate.

In the Verge: Mare than any other hero, it's important for the
law enforcer to define which organization or nation commands
her allegiance. Dutside of her home jurisdiction, a law enforcer
is nothing mare than a bounty hunter,

MARTIAL ARTIST

Like the brawler, many martial artists make a living as hired
muscle or professional prizefighters. A few are highly trained
close-combat specialists reserved for special tactics units in
standard military or police forces. The typical martial artist
doesn't really care about his profession; the pursuit of perfec-
tion in his chosen art is all that concerns him. True aesthetics
might live in poverty and squalor or roam the Verge as home-
less vagahonds—despite the fact that their skills might command
thousands of credits in the right place.

Core Skills (35 points): Unarmed Atack-power martial
arts 2; Acrobatics-dodge; Stamina-endurance; Resolve—physi-
cal resolve.

In the Verge: A new order of martial artists has formed in
the wastes of the Hammer's Star system. Touting hrutal physi-
cal combat and survival skills, the Order of the Black Tiger has
attracted a small following loyal to Jessrin ‘the Grand Master”
Mirison. This old human claims to have seen a vision of the sys-
tem'’s invaders and supposedly teaches ways to stun the alien
klicks with an unarmed attack..

ALEN COMBAT SPECS
While fraal and t'sa Combat Specs are extremely unusual,
weren, mechalus, and sesheyan heroes often choose this pro-
fession. Weren often become brawlers, bodyguards, or merce-
naries, while mechalus heroes make putstanding gunners and
soldiers. Sesheyan Combat Specs usually serve as bodyguards,

corporate security specialists, or mercenaries—although many
sesheyans don't respond well to military discipline.

MERCENARY

Soldiers for hire have always been plentiful in the Verge, and
the influx of new traffic from Old Space has only increased op-
portunities for mercenaries. While many mercs are freelancers,
hiring on with any organization or team that can meet thetr
price, other mercenaries band together info companies (entire
rombined-arms military units with support and command ech-
elons), providing anyone with enough money the chance to pur-
chase a privale army. Service in a mercenary army isn't all that
different from service in a standing military force. Heroes who
choose this career must show up when their company fights.

Core Skills (20 points): Armor Operation-combat armaor;
Modern Hanged Weapons-SMG; Interaction-infimidate.

In the Verge: Many independent mercs belong to an organi-
zation known as the Verge Confederation, a clearing house that
provides good sources for jobs, logistics, and weapons for its
members. This group has safe houses all aver the Verge.

SOLDIER

Under the Integration Act of 2498 many military personnel
were detached from their national forces lo serve with local
governments, private corporations, and allled nations. While
most soldiers serve in standing forces under normal military
discipline and authority, a significant number of officers and en-
listed personnel now pursue their nation’s defense as detached
soldiers. It's nat far everybady, but many heroes prefer this ca-
reer path for the flexdbility and freedom of movement it allows.
Such free-serving soldiers are still subject to changes of duty
status and specific assignments; it's not unusual for a character
to be called up for duty with a standing force, The privilege of
detached service is usually offered only to enlisted personnel
and officers with a few years of regular service under their
belts; a detached private or junior lieutenant is very unusual.

Every stellar nation maintains a sizable army, and most have
commands or detachments serving in the Verge. Naturally,
many Verge systems have their own armies, too.

Core Skills (25 peints): Armor Operation-powersd
armor; Modern Ranged Weapons—rifle; Movement; Tactics,

In the Verge: The Concord Marines are an elite corps of
space-to-ground assault troops. While they're often outnum-
hered and sometimes outgunned, they're also the only military
force free to operate within the borders of all Verge systemns,
The 191st Marine Expeditionary Brigade, commanded by
Brigadier General Walther Kiell, uses the Lighthouse as its base.

SPACEHAND

Every tramp freighter, every battered miner, every rough-and-
tumble station has its share of seasoned spacehands. Jacks-of
all-trades who work hard and relax even harder, spacehands
biring a little bit of everything to a group of heroes. As ahle-bod-
ted spacers, spacehands typically sign on with a ship for a spec-
ified number of voyages, warking in any field with which they
are familiar. Unlike the highly qualified pilots and enginears re-
tained by reputable captains, spacehands are overworked and
underpaid. At the end of their term, they’ll take their meager
savings to the nearest bar and spend their hard-won money in
one long binge-only to drag themselves down to the docking
ports when they sober up and do it all over again,

Core Skills (30 points): Unarmed Attack-brawl: Modern
Ranged Weapons-pistol; Technical Science—juryrig; Vehicle Op-
erations—space vehicle.



In the Vergs: Systems with large numbers of traders are the
best places to find spacehands. Lucullus, Oberon, and Tendril
contain some of the better prospects. A significant number of
spacehands are Arrivers, shipping in with the restoration of
trade to the Verge.

DiPLOMATS

Serving a stellar nation, corporation, or space station is & pop-
ular job in the Verge. This is especially true of the Galactic Con-
cord, which has thousands of diplomats at work throughout the
Verge in an effort to smooth over the arrival of the Concord.
Many diplomat heroes begin play with strong allegiances to a
guvernment, military unit, or corporation, and spend the major-
ity of their time and effort forwarding its agenda.

AMBASSADOR

Most beginning heroes don't actually hold ambassadar rank;
they’re professional Foreign Service types who serve as assis-
tants to a politically appointed ambassador, or consuls who
serve as unofficial representatives to another nation. While
many corporations are large enough to maintain diplomatic re-
lations with other powers, most ambassadors in the Verge are
government representatives. They represent the interests of one
of the stellar nations as they seek to reestablish their nation's
power and influence in the Verge, or they're native Vergers cau-
tiously negotiating their future status with the Concord and its
member states. [ndependent space stations of impaortance, such
as Darkhold in Tendril, also have their own ambassadors.

A hero never simply becomes the ambassador who speaks
for her government or corporation. Instead, she’s assigned
small tasks in which she can demonstrate her diplomatic skills.
These can range from closing an important grain shipment deal
(at lower levels) to negotiating the end of a bloody civil war
(which would probably grant an immediate promotion to full
ambassador). Soclal status (see Chapter 7: Attributes in the
Gamemaster Guide) is a good way to measure how fast an am-
bassador moves up through the ranks of her government.

Core Skills (35 points): Law-court procedures; System
Operation-communications; Administration-bureaucracy, Cul-
ture~diplomacy, etiquette (specific) 2, first encounter; Decep-
tion—bhluff.

In the Verge: Human diplomats in the Varge typically choose
a stellar nation or a Verge system as their native culture of
choice. Fraal, sesheyan, Ysa, or mechalus are the most likely
alien cultures in which a hero might specialize—although there
are a handful of system-contained sentient species native to this
region of space.

CLERGY

Its possible to find clergymen of every faith in the Verge—in-
tluding Hatire, Insightful, Human Reformists, Orlamu theacrats,
and representatives of most of the Old Earth faiths. Like every-
one else in the Verge, local priests and religious authorities
were cul off from their parent faiths by the isolation of the Sec-
ond Galactic War. In the absence of any higher direction, these
clergymen carried on with their missions of evangelization and
ministry to the poor and unfortunate, learning to rely on their
own judgment. With the restoration of contact with the Stellar
Ring, each of the major faiths currently finds itself engaged in
the delicate process of bringing its long-lost Verger children
back into the fold. In some cases, significant questions of doc-
trine and autharity have arisen, since Verge faiths grew in a dif-
ferent direction than their Old Space counterparts.

Heroes of the cloth aren’t necessarily faith healers and mir-
acle workers. Mare often, they're diplomats, missionaries, lead-
ers, and teachers, In some systems, they serve as the voice of
those who otherwise could not speak for themselyes, Whether
or not a clergyman speaks for a higher power s up to you.




Core Skills (30 points): Enowledge-first aid 2, thealogy;
|Hesolve-mental resolve; Teach; Culture-etiguette (specific);

Leadership-inspire.

In the Verge: Three major centers of faith exist within the
Verge. The Hatire Community’s Forest Cathedral is the center-
piece of the Brethren settlement on Grith. Bluefall, in the Aegis
systern, contains the Bastion of Light, a major center of religious
and secular power for the Church of Human Heformation. Both
of these organizations are native to the Verge and are struggling
to rejoin their parent faiths under their own terms. The largest
Old Space faith is the Orlamu Theocracy. Operating from their
vast shrine aboard the Lighthouse, the Orlamus are working
tirelessly to build a network of temples throughout the Verge.

CONCORD ADMINISTRATOR

An Administrator is a wandering official of the Galactic Concord,
a fudge, diplomat, and law enforcer charged with bringing order
to the wild reaches of human space. In many places, an Ad-
ministrator is the first representative of the Concord to visit since
the galactic union was established. Some hate Administrators,
others fear their guick rulings and swift justice. Many welcome
them, for they are symbaols of hope and law in a galaxy still
reeling from civil war. Administrators carry their authority like
shields, display their commitment like lanterns in the darkness,
and wield their tri-staves with the strength of their convictions.

Concord Administrators have the power to remaove caorrupt
politicians, law enforcement agents, and other Concord ap
pointees from their positions of authority. This power is hardly
given out to rookie Adrninistrators, however. Unly Administra-
tors who prove their worth receive full authority. High-ranking
Administrators cen commandeer any Concord asset in the
vicinity—including capital warships and sector bases, as long as
they deem the situation deserving of such extreme measures.
Naturally, prospective Administrators are subjected to the most
rigorous examinations of physical fitness, intelligence, intuition,
and maoral fiber before they're allowed to wield their power.

Core Skills (45 points): Melee Weapans—powsered: Mod-
ern Hanged Weapons-pistal; Law-court procedures, law en-

forcement Z; Administration-bureaucracy, management;

Leadership-command 2. (Note: Most Administrators choose
Combat Spec es their secondary profession.)

In the Verge: Julius Baynes, Sector Administrator for the
Verge, operates from the Lighthouse. Most Vergers are ex-
tremely suspicious af the broad jurisdiction and sweeping
power allotted to the Concord Executive Authority, and they re-
sent the intrusion of Baynes's operatives inlo their affairs. Any
Administrator in the Verge takes orders from Baynes and must
answer to him for their decisions.

CORPORATE EXECUTIVE

Managers, planners, negotiators, problem-solvers, these are the
type of people any business needs to stay ahead. The vast cor-
porations of Old Space and the Verge are no different. As a be-
ginning hero, the corporate executive is young, smarl, and
hungry, an up-and-comer throwing hersalf at the toughest prob-
lems her company faces. She's not afraid to play hardball to put
her company ahead, and she expects everyone around her to
play by the same rules, Young execs receive little or no help in
their assignments; they havent shown that they can handle
major assets, and they won't be trusted with manpower or ex-
pensive equipment untl they've built a track record of success.

Core Skills (35 points): Business-corporate 3: Bnowl-
edye-computer operation; Administration—bureaucracy &, man
agement 2; Deception.

In the Verge: Heroes in the service of a native Verge corpo-
ration work for a (comparatively) small business. They’re fa-
millar with the people, the places, and the intangibles of life in
the Verge. On the other hand, heroes working for a stellar cor-
poration—especially the big ones such as StarMech and Void-
Corp—command much more formidable resources and aperate
with a ot more freedom of movement.

ENTERTAINER

While there are many talented individuals who have the
charisma and drive to accomplish one-man shows, most of the
entertainers in the Verge are parl of larger companies or
troupes. Musical groups, Shakespearean stage actors, comedi-
ans, Grid celehrities, and others come to the Verge for brief
tours befare returning to the comfort of Old Space. Hundreds of
promoters, charities, foundations, and societies seek ta bring the
culture of Old Space to the Verge. It's possible that an enter-
tainer hero could have been lured here by any of them, only to
get caught up in the grander mystery of the Verge.

Core Skills (30 points): Creativity; Deception-bluff; En-
tertainment-act 2 dance Z, sing £ musical instrument; Interac-
tion—charm, seduce 2.

In the Verge: The Society far the Arts, a Hatire-backed char-
ity, contracts with a variety of entertainers to bring their shaws
to the Verge. Their only requirement is that everything in the
production must be handcrafted—they won't tolerate computer-
generated scenery or special effects. They contract for around a
dozen performances throughout the Verge and pay quite well.
The Orlamu Operatic Theater is always performing its Sendir
and the Divine Unconscious production, spreading the word of
the Cosimir throughout the Verge. It frequently changes the lead
actor in the opera, always utilizing a famous personality.

First ConTAacT ConsuL

A rare pccupation at best, most first contact consuls act as spe-
rial agents in the diplomatic branches of major governments or
large corporations. Trained in assessing alien biospheres, eval-
uating signs of sentience, and establishing contact, a first con-
lact expert only gets a few opportunities to apply her knowledge
in the course of her entire career, since sentient aliens just aren’t
that common. In rare cases, first contact consuls have been
hired away from their parent nrganizations by independent out-
posts in areas where the possihility for alien contact exists.

In addition to the five spacefaring species known to hu-
mankind, there are several dozen other sentient species within
the bounds of Old Space and the Verge. For various reasons,
these lesser-known species have been left in peace, isolated by
the unbridgeable gap of interstellar space. Some are developing
races whose cultures have been protected by enlightened rul-
ings on the part of the discovering nation, while others are sa
noxious or insidious that it was deemed necessary to bottle
them up in their home systemn and guarantine them forever,
Finding new alien species in the Verge and determining their
status offers a great challenge for first contact consuls.

Core Skills (30 points): Life Science-biology, xenology;
Awareness—intuition, perception; Culture—etiguette (specific),
first encounter 3; Interaction—bargain.

In the Verge: Most first contact consuls are part of the Galac-
tic Concord's diplomatic service, assigned (o an embassy near
the particular region of space in which they serve.

FREE TRADER
The Verge is starving for trade goods upon which to rebuild its
citizens' quality of life. This newfound demand attracted mer-



chant fleets from the Stellar Ring and independent traders—each
eager to make their fortunes on the “frontier” Of course, thou-
sands of native Vergers have had decades to establish their own
routes and markets, and they're not at all happy sharing the
wealth with a horde of green Arrivers. So far, the natives have
maintained a slight advantage over the newcomers, as they
know which systerns are interested in specific cargoes.

A successful free trader must be part pilot, part business-
man, and part scoundrel. It's a dirty and ruthless business; even
the best traders resort to the occasional smuggling or gunrun-
ning voyage in order to stay profitable.

Core Skills (20 points): Modern Hanged Weapons-pistol;
Business-small business; Interaction—bargain 2.

In the Verge: In an effort to stop Old Space conglomerates
from seizing the Verge market, some Verge traders have
banded together. For example, Par-Tech, based on Darkhaold in
the Tendril systam, deals exclusively in Old Space technology,
while The Mary Hose, a mysterious free trader stronghold in the
Lucullus system, specializes in hard-to-find military components
for starships and large weapans.

MiLiTary OFFICER

Most military officers don't belong to the Combat Spec profes-
sion; they're Diplomats who choose Combat Spec as their sec-
ondary profession. Officers are often competent fighters, but
their real value is in their leadership ability and tactical acumen.
A military officer (as opposed to a naval officer, below) under-
stands all aspects of planetary combat—including aerospace su-
periority and ‘conventional” naval warfare above and below the
surface of the sea.

Military officers—like soldiers or corporate emplayees—begin
play with allegiance to an armed force of sume kind. They must
report for duty assignments, follow orders, and generally devote
most of their attention to their job. However, officers are con-
sidered some of the most reliable operatives a government pos-
sesses, and they receive free-ranging assignments far more
frequently than enlisted men.

Core Skills (40 points): Armor Operation-powered
armor; Modern Ranged Weapons-pistol: Tactics—infantry tac-
tics; Administration-bureaucracy; Leadership-command 2,

In the Verge: Naturally, every stellar nation maintains exten-
sive military forces. However, no other nation maintains more
forces in the Verge than the Concord itself. A number of officers
on detached service from various military branches currently
roam the Verge, assessing native system military capabilities
and defense requirements. The only military force that's allowed
free movement throughout the Verge is the Concord Star Force—
although officers of Verge nations such as Aegis or Alaundril
are obviously free to move around in their home systems.

NavaL OFFICER

Serving in the spacegoing navy of a stellar nation, a naval offi-
cer possesses skills in the highly technical fields of navigation,
drive engineering, and space combal, as well as the art of com-
mand. In addition to leading the personnel assigned to their ship
or station, many naval officers find themselves serving as im-
promptu ambassadors for their nation—especially when their
vessel is the only national asset or representative in a particu-
lar region. Otherwise, most of the discussion about military of-
ficers (see abave) still applies to naval officers.

Most naval officers are Diplomats with secondary training as
Tech Dps. In addition to shipboard service, officers often work
in embassies or joint service commands as naval attaches, or
they serve in the merchant marine as reserve officers.

Core Skills (55 points): Modern Hanged Weapons—pistal;
Vehicle Operation-space vehicle; Navigation~drivespace astro-
gation, system astrogation; System Operation-communications,
sensors; Tactics;, Administration-bureaucracy; Leadership-
command,

In the Verge: At this time, almost every stellar nation has at
least a handful of small warships scattered through the Verge,
and some—such as the Thuldans, VoidCorp, and the Higun-
mors—have significant fleets. Beginning heroes might command
a minor vessel such as a corvette or scout, but it's more likely
that they serve as department or division officers on board
larger vessels.

STELLAR NoBLE

0f all the stellar nations, only the Thuldans, the Borealins, the
Solars, and the Hatires have anything resembling a titled aris-
tocracy. In other nations, the "nobility” may consist of families
commanding unusual wealth, prestige, or political power. These
oligarchs, merchant princes, and corporate directors pass their
fortunes and interests to their descendants, just as the land-
holding lords of old passed their Hefs to their children. A stellar
noble hero is a scion of one of these families, barn to wealth
and power beyond the dreams of most people.

Stellar nobles adventure for a variety of reasons. Some are
philanthropists, dedicated to using their position and fartune to
bettering the world around them. Others are merchant-lords
charting the course of a powerful privately held company in a
universe of manolithic corparations. Still athers are simply
bored dilettantes looking for thrills.

Many of the nohle families of 0ld Space sent out favored rel-
atives to the Verge when it was first colonized. The Verge no-
bles spent a great deal of their wealth settling into their new
homes, virtually eliminating their ties with Old Space altogether.
When the war cut the Verge off from 0ld Space, the new nobles
of the Verge found themselves stranded. Many of the Verge
noble houses dissolved; others were destroyed in riots. Those
that survived held little love for their Old Space founders.

Core Skills (25 peints): Culture—diplomacy, etiquette (spe-
cific) 2; Deception-bribe 2, gamble; Business—corporate.

In the Verge: There are more than thirty noble houses in the
Verge. Some of these are survivors of the original nobles.
Others are houses that have emerged as the Verge has grown
in power and prestige. The houses detailed below are some of
the more prominent in the Verge.

House Kaitors: Faitors Industries is the leading producer
of electronic components in the Verge. With its supply of high-
technology parts from Old Space reestablished, Marilyn Kaitars
will most likely capture mare of the technology market from her
home planet of Leen in the Oberon system.

House Maritec: Thomas Maritec, the patron of the House,
is a retired admiral from the Borealis military. Upon his retire-
ment, he received an area in the Argos star system to oversee
far the Borealins, With the return of the stellar nations to the
Verge, Admiral Maritec is aiding the Galactic Concord, as di-
rected by his government,

House Hale: Christopher Hale led his fleet of renegade
ships to Aegis and proclaimed himself the Hegent of Bluefall
Despite an earlier attempt by the Thuldans to remave him from
power, Hale has remained the undisputed ruler of Bluefall.

SWINDLER
Many swindlers describe themselves as “independent business-
men.” In truth, many are just con men and cheats who travel
from system to system before word of their deeds spread. They




seldom belong to any organization save those that can further
their latest plot to make money. Swindlers range from two-hit
scoundrels surviving on confidence schemes to elegant impos-
tors who attach themselves to the wealthy and elite. All
swindlers have two things in common: a knack for pretending
to be someone theyre not, and a long list of enemies.

Core Skills (30 paints): Manipulation-pickpocket; Decep-
tion-bluff £ bribe; Entertainment-act: Interaction-charm 2.

In the Verge: In some cases, the Verge is about the only
place to which a swindler can run; rougher and less civilized
than the Stellar Hing, it's a good place (o lose oneself.

FREE AGENTS

Independent operators can net high profits in the Verge. Of
course, such work contains a high element of risk, as well; Free
Agente don't normally possess military, corporate, or private re-
sources. There aren't any salety nets out here.

BounTy HUNTER

It's easy to vanish in the Verge, and some people seem to do It
with surprising regularity. Bounty hunters are then sent to find
the poor, lost souls and return them to where they're supposed
to be—normally a prison cell. They're then paid their fee and
leave io find the next lost person. Bounty hunters get two kinds
of jobs: bond work and contracts. Bond work is more commaon.
A hunter checks to see who has a price on their head, and then
goes after that person. In many cases, bond work is perfectly
legal, and the local justice system guarantees the reward. In
pther cases, bond work is simply another word for an open
contract; the first bounty hunter that finds the wanted person
can claim the reward.

Contract work shows up on a hera's doorstep after he's
proven himself with bond work. When a bounty hunter earns a
reputation, powerful people seek him out and offer him lucra-
tive jobs. As a bounty hunter advances in level, successfully
completing more and more missions, word of his efficiency gets
around and mare work comes his way.

Core Skills (30 peints): Modern Ranged Weapons—pisto]
Stealth-shadow, Investigate—interrogate, search, frack; Street
Smart: Interaction-interview.

In the Verge: The most notorious outstanding bond is far the
corsair lord Kalt Terenz. Last year he captured and looted a
space yach! belonging to House Blackmaore of Alaundril, own-
ers of Solar X Industries. Two members of the family were
killed in the attack, and Kalt took a third one prisoner. Maura
Blackmore, leader of her house, has offered a reward of
%2,500,000 for Kalt Terenz, dead or alive,

CORSAIR

While a few corsairs claim to operale as privateers under let-
ters of marque, even the best of them command some illegal
operations. It's a brutal and ruthless lifestyle lived among the
very dregs of human and alienkind. Like the spacehand, a cor-
sair moves around a lot, shipping with one crew for a few
months, squandering his lll-gotten wealth ashore, then signing
on with another crew for a new spree of blood and terrar.
Heroic corsairs limit themselves to piracy against hostile corpo-
rations or engmy nations, and they spare lives whenever pos-
sible. Unfartunately, most corsairs aren't very heroic.

Core Skills (30 paints): Melee Weapons-blade; Modern
Hanged Weapons—pistol; Vehicle Operation—space vehicle;
Street Smart-criminal elements.

In the Verge: Every corsair needs a place to call home, a

safe port to dispose of her prizes. One of the most notorious
havens in the Verge is the lawless domed city of Santiago, lo-
cated in the barren belts of the Lucullus system. This dismal city
is une of the best places to buy or sell “pre-owned” goods.

EXPLORER

Despite the high levels of traffic along the Tendril-Hammer’s
Star corridor in the Verge, there are still hundreds of star sys-
temns that human eyes have never seen. Some of these may be
the homes of new alien species, others might hold mineral
wealth beyond imagining, and still others might possess the
greatest of all prizes—an Earthlike world ready for settlement.
But there are dangers in open space, and a few exploration ves-
sels have disappeared In search of the unknown.

Core Skills (40 points): Movement-swim 2, trailblazing;
Survival-survival training 3: Modern Hanged Weapons-rifle;
Navigation-surface navigation.

In the Verge: The Concard Survey Service (part of the Con-
cord Star Force) employs explorers on a continuing basis.
They're looking for volunteers to investigate certain areas of the
Verge and the Lightning Nebula.

GAMBLER

High stakes, fast living, and a little bit of luck are all a gambler
needs, Most Verge star systems have legalized gambling of one
sort or another, and there are a variety of big-stakes events that
gttract huge numbers of gamblers from both the Verge and Old
Space alike. Gamblers spend a lot of ime traveling from one
system to another, so it's not unusual for them to try their hand
at smuggling and errand running between big games. However,
very few gamblers have a connection or allegiance to anyone,
let alone a government or corporate entity.

Core Skills (30 peints): Manipulation-pickpocket; Strest
Smart-criminal elements; Deception-gamble 2, bluff; Interac-
tion-charm, seduce.

In the Verge: Aegis hosts an annual Poker Pentad (five days
and nights of blue-chip poker), drawing the best gamblers from
around the Verge. Every gambler warth her salt tries to find a
sponsor to put up the formidable stake of $100,000 i she can't
swing the stake from her own funds.

GUIDE/SCouT
Computer-generated maps, charts, and diagrams of a specific
area can only reveal so much. A knowledgeable scout or guide
can paint oul ambush spots, negotiate hostile terrain, and warn
travelers away from dangerous areas more efficiently than any
computer. Travelers, hunters, and even military units hire
guides (a good guide is always ready to fight if the need arises).

Core Skills (30 points): Movement-swim, railblazing 2.
Stamina-endurance; Survival-survival training; Animal Han-
dling-animal riding; Vehicle Operation—land vehicle, Knowl-
edge—first aid.

In the Verge; Scouts familiar with some of the lesser-known
planets of the Verge are in great demand as Old Space scien-
tific and survey expeditions return to chart planets, catalog new
species, and record geological phenomena.

INVESTIGATOR
Crime, vice, and sordid activity of all kinds fills the Verge. In-
vestigators are heroes who have learned to sift through the
worst that humankind has to offer in order to bring the darkest
and dirtiest secrets to light. Skilled at examining crime scenes,
tracking down people who disappear, and piecing together evi-
dence, a professional investigator is a tremendous addition to



any party of heroes. Investigators may serve with a dozen dif-
ferent law enforcement agencies—such as the national police of
a stellar nation or the system police of & Verge world—or they
may choose private employment.

Core Skills (40 points): Modern Ranged Weapons-pistol:
Stealth-shadow; Knowledge-computer operation, deduce; In-
vestigate—sgarch; Strest Smart-stree! knowledge Z.

In the Verge: Blightworth Security Consultants of Leen, in the
Oberon system, are the best private investigators in the Verge.
A dignified agency with a 100-year histary, it's said that there's
nothing a Blighter couldn't find out if he tried.

QuTLAW

A marked man in every system, an outlaw must pay for each
moment of freedom with endless vigilance and constant aware-
ness of his surroundings. One misstep and he's doomed to
twenty years in a labor camp—or worse. Not all putlaws are
predatory criminals: some are innocent, framed for the crimes
of another; others are political exiles; a few are rebels against
a corporation or government they find intolerable. Hegardless of
how they gained thelr illegal status, outlaws now exist within a
shadowy waorld filled with crime lords and desperation.

Core Skills (20 points): Modern Ranged Weapons-pistal:

Security: Street Smart-criminal elements,

In the Verge: On a strictly numerical basis, the sesheyans of
Grith in the Carrivale systemn are the most prevalent outlaws on
the Verge, Ignoring their contract with VoidCorp, the rebellious
sesheyans often turn ta crime to finance their stand against the
return of the giant stellar corporation,

REPORTER

There are two primary media forms supporting professional re-
porters: holovids and the Grid. Holovids represent the most pop-
ular means of communication, they consist of holographic
images that can project virtually anywhere, The reporter simply
wears a holocam and projects himself into a scene to report the
news. Holocasts rarely leave the system in which they're hroad-
cast, but popular storles are transmitted to data merchants, who
carry the projection with them to other systems.

The Grid is an easier farm of communication. By jacking into
the Grid, a reporter gains access to all of known space—even-
tually. Grid stories are often unpolished and slanted, but they're
alsn considered the most authentic news reports,

Core Skills (20 peints): Knowledge-deduce; Creativ-
ty—journalism; Administration; Investigate—inferrogate.

In the Verge: There are a variety of news organizations that
a reporter can serve. The Galactic News Agency was the only
tie to Old Space and was in the Verge to report the trials and
tribulations of the area during GW2. Many Vergers consider
GNA newshounds the most bothersame of reparters, since they
concentrate on heartache, suffering, and catastraphe to sell
news back in Old Space.

TransVerge Network (TVN) is the most independent and un-
biased of the major players. TVN pretty much gives its re-
porters free rein in reporting their stories, allowing ratings to
weed out the bad reparters from the good.

SMUGGLER
All good smugglers maintain a cover of some kind, operating
openly as free traders, working spacers, or corporate couriers,
Smugglers are creatures of oppartunity, awaiting the chance to
haul lllegal or restricted goods for more profit than regular
cargo can offer. While smuggling can be quite lucrative, it has
its own risks. First, the character who places his ship on the

wrong side pof the law risks heavy fines, jail time, or even exe-
cution if autharities catch him. Secondly, a smuggler has no one
to whom he can complain if he's shortchanged or robbed, since
he can't even admit he was carrying the cargo in question.

Core Skills (30 paints): Vehicle Operation-space vehicle;
Business-illicit business 2. Deception—-bluff bribe 2; Interac-
tion—-bargain, taunt.

In the Verge: The best market for smuggling is the Algem-
ron system, a stretch of space currently quarantined against
arms shipments by the Concord. A smart gunrunner can make
millions supplying Alitar or Galvin with the latest ordnance.

Spy

Many stellar nations and Old Space corporations are moving in-
telligence assets into the Verge. Espionage specialists loyal to
any one of a dozen major players are now operating in the
area. Spies spend their time gathering intelligence for their em-
ployers while denying enemy spies the same opportunity, Mili-
tary intelligence, industrial espionage, communications security,
counterintelligence, sabotage, sophisticated turning operations,
electranic intelligence—the list of patential missions for a spy is
virtually endless. In between high-profile missions, most spies
cargfully maintain several cover identities, crafting imaginary
careers and backgrounds against the day that they'll need to as-
sume a different identity.

Spying is a dangerous game. Most governments and carpo-
rations object violently to espionage efforts, and every day se-
cret operatives are compromised and eliminated by the
organization on which they're spying. Worse yet, parent agen-
cies often disavow their most secret operatives if a mission goes
bad. Spies often require extensive suppaort teams to “handle’
them in the field, providing up-to-the-minute intelligence and
backup in case of failure.

Core Skills (40 points): Unarmed Attack-power martial
arts; Athletics—climb, jump 2, throw; Stealth-sneak; Investi-
gate-interrogate; Interactinon-seduce 2.

In the Verge: VoidCorp and StarMech both employ legions of
spies in an effort to protect themselves from espionage. Sples
even exist in religious organizations; ironically Hatire spies are
“forgiven” for using technology to achieve their goals—though
others of the faith may consider them spiritually tainted.

THIEF

A good thief can mean the difference between an easy resolu-
tion to a problem and a bloody firefight. By swiping a pass code
from a nearby guard, sneaking past a watchful sentry, or re-
covering @ much-needed antidote under dead of night, a thief
can offer nonviolent solutions to problems that would otherwise
require direct confrontation. These professional cat burglars
might not even earn their living from their heists; covert entry
is a field in which the top experts can command lucrative
salaries from various corporate sponsors, working as part of an
espionage team.

Other thieves make their living by preying off the weak, des-
titute, and the unaware. By turning around and fencing what
she’s stolen, a thief can earn around 30% of the ftem's value
(modified by her business ahility, i any). Naturally, a hero of this
sort is a criminal.

Core Skills (35 points): Acrobatics-defensive martial
arts; Stealth~ hide, sneak; Security-protection pratocols, security
devices 2.

In the Verge: Corparate espionage is the place to go for big
money in the Verge. Valuable personal possessions or financial
documents are too hard to dispose of; a skillful thief can make
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a good living by stealing confidential business plans or docu-
ments and selling them to the highest bidder

Tech Ops run the entire gamut of hero archetypes. Doctors, sci-
entists, pilots, computer techs, engineers—they're all valued
commodities in the Verge. Employed by local governments, stel-
lar corporations, or as freelancers, Tech Ops have a great num-
ber of choices open to them

The military vessels, freighters, space stations, and defense
posts of the Verge demand thousands of highly trained crew-
men to maintain and operate cutting-edge equipment. In naval
forces, crewmen are typically enlisted personnel with ratings for
particular ship systems or operations. Spacemen, petty officers,
or chief petty officers are usually part of a military chain of
command and assigned to a particular ship or base. However,
the Integration Act allows military personnel to serve on active
duty with civilian or corporate entities.

Civilian crewmen often serve as contract workers with free
traders ar carporate transports. They're a cut above the typical
spacehand (see page 238), serving as mates or deck officers on
board any ship that can meet their price. [llegal vessels, such as
those used by corsairs and smugglers, also need crewmen, and
a fair number of these characters serve an ships of this sort.

Core Skills (35 points): Vehicle Operation-space vehicle,
System Operation-communications, sensors, weapons 2: Navi-
gation—drivespace astrogation, system astrogation; Technical
Science—repair.

(Crewmen who don't specialize in helm systems might have

a different array of System Operation skills and therefore don't
need to take the Navigation skill. This reduces the Core Skills
cost by 10 points.)

In the Verge: A crewman can find work in any major space-
port; some of the best places to look include Bluefall, Leen,
Alaundril, and Penates.

Specialists in hardware design, Installation, and repair,
comptechs are vital personnel for sensor, communication,
weapon, power, and engineering installations. Most comptechs
possess hacking skills in addition to their technical ones. After
all, theyre the techs who set up system defenses against un-
wanted Grid intrusions; they have o know their opponents’ tac-
tics and capabilities. While comptechs do not suffer for a lack of
employment opportunities with any technical facility or drive-
ship, the elite techs often support covert operations and provide
computer security for corporate or national espionage divisions,

Cora Skills (25 points): Computer Science-hacking
hardware 2, Binowledge; Technical Science-repair

In the Verge: To keep up to date on the latest technical
breakthroughs, many comptechs belong to the Brotherhood of
Cormputer Technicians, an organization that provides technical
updates and job opportunities. For a mere %2,000 a year, an
independent comptech can stay on top of his profession.

Accessing information on the Grid can be a dangerous and
tricky job. Corporate security teams and rival hackers routinely
send out their own shadows to attack those who try o access
proprietary information. In some instances, a sloppy attempt at
information gathering can allow a trace to the gridpllot’s physi-




cal location—a mistake that often proves fatal. Despite the risks,
gridpilots rarely hesitate to take on the most dangerous mis-
sions; they are often caught up in the exhilaration of the Grid
and the challenge of proving oneself.

Gridpilots are known by their shadows, electronic creations
that allow them to seek out information in a system's Grid. For
example, other hackers don't know Maya Tsulevic of Landiall
City; they know Nighthlade, a ruthless Grid assassin and Maya's
alter ego in the Grid's electronic world. Most gridpilots are
strongly independent; they vigorously defend their right to work
for whomever they please or o tackle any job that intrigues
them. In fact, some pilots are so fanatically independent that
they've become electronic anarchists, lashing out against any
kind of authority or government simply because it exists. Grid
sahotage is considered the greatest security challenge facing
any big company or government agency in this day and age.

Core Skills (30 peints): Computer Science-hacking 2,
hardware; Knowledge; Security~security devices; Street Smart.

In the Verge: Gridpilots in the Verge have formed several
Inose organizations for mutual defense and company. Prospec-
tive members must earn their place through shadow combat or
saome epic feat of Gridwork.

Gridlock: This secretive organization doesn’t exist as far as
law enforcement is concerned. The group is sworn to make life
as difficull as possible for the Arrivers by locking their pilots out
of the BGrid with constant attacks against their shadows and the
encryption of commeon information needed for routine activi-
ties—such as docking with a space station or standard orhbital
IMANALVESS,

Shade: This is a combination group for gridpilots and hack-
ers, serving as a storehouse of information for breaking into
systems. The organization stores information from previous
raids at Shade’s citadel on the Grid. However, the group only
grants access to those who have won their trust and shown
their dedication to freeing information. Many people “in the
know” strangly believe that Shade is a frorit for Insight.

DocTor

The miraculous medical technalogy of the 26th century can re-
place human physicians to some extent, but the advanced train-
ing required to use modern medcomps and surgical theaters Is
just as demanding as medical school. In frontier regions such as
the Verge, humans live with environmental hazards such as de-
compression, toxic atmospheres, and intolerahle temperatures—
not to mention the proliferation of dangerous weapons, new
alian diseases, and genetic tampering. Doctars are still some of
the most highly trained and overworked professionals in a typ-
ical settlernent or colony

Most dactors begin play with a firm allegiance or contract of
employment to some government or corporation. Medical
schoal isn't cheap, and most people with this level of training
have to pay for their schooling with years of service to their
sponsor. Of course, there are plenty of unscrupulous profes-
sionals who renege on their obligation and disappear, seeking
employment in places where no one asks questions about med-
ical degrees or credit histary,

Core Skills (40 peints): Life Science~biology, xenology:
Medical Science-medical knowledge 2, surgery 2, treatment 2
xenomedicineg.

In the Verge: While doctors may serve a variety of organi-
zations, governments, or hospitals, all members of this profes-
sion share one thing in common: They belong to the Galactic
Medical Autharity. The GMA was one of the few Terran Empire
structures to survive the upheaval of GW1 and the long, bitter

isolation of GWZ2. The Authority’s Verge sector office, located at
Sunfall on Leen, provides testing and certification for doctors
throughout Verge systems. However, several systems—Lucullus,
for example—ignore GMA certification.

ENGINEER

Every good starship on the Verge has an equally accomplishad
engineer who makes certain that the vessel remains opera-
tional. Engineers aboard starships aren't the only engineers in
the Verge, however, Every space station, industrial facility, de-
fense installation, or power plant requires engineers to maintain
and monitor the equipment and machinery involved. By using
the Technical Science—technical knowledge skill and designating
a particular specialty, a hero can specialize in structural engi-
neering, mechanical engineering, power system engineering, or
any other technological field within reason.

Core Skills (25 peints): Knowledge-computer operation;

System Operation-engineering; Technical Science-furyrig 2 re-
pair 2, technical knowledge.

In the Verge: While many engineers are military specialists
or corporate employees, thousands of these professionals make
a marginal living serving in the battered free-trader fleets of the
region. It's a dirty, low-paying job, but outstanding credentials
and character references aren't part of the application process

INDEPENDENT PiLOT

Legendary for their exploits of romance, gambling, and (natu-
rally) flying, independent pilots are throwbacks to an earlier
day. Independent pilots are tough and alert. Often, they are
skilled barterers, always looking for their next paycheck. Inde-
pendent pilots charter their vessels to any merchant, smuggler,
or fugitive who can meet their price. They often operate on the
fringe of the law, maintaining contacts with clients both legal
and illegal.

Core Skills (35 points): Modern Ranged Weapons-pistal,

Vehicle Operation-air vehicls, space vehicle 2: Navigation-
drivespace astrogation, system astrogation; Interaction~bargain.

In the Verge: The Verge might be one of the best spots in the
galaxy for an independent pilot to make a living. With the near-
total ahsence of central authority, ship owners can pick the reg-
istration and operating base of their choice.

MEDTECH

Doctors aren’t generally found on the battlefield. They're nor-
mally hidden away on some hospital ship or medical base,
walting for wounded upon which to operate. Medtechs, on the
other hand, are ground-based medical personnel whose job it is
to patch up the wounded so that they can reach the dociors, A
good medtech has to know a variety of combat and survival
skills in order to help those people who are under her care;
combat rescues and covert operations are her forte. Medtechs
are a common component of most military units sent into hos-
tile territory, but not all medtechs belong to the military. Many
medtechs serve on survey expeditions, corporate security
teams, science posts, and other high-risk jobs.

Core Skills (35 points): Movement-swim: Modern
Ranged Weapons-pistol: Bnowledge—first aid 2 language (spe-
cific); Medical Sclence-treatment 2. xenomedicine.

In the Verge: Medtechs in the Cancord Survey Service are
currently posted throughout the Verge, working for aid stations
and liaison missions with local governments. Their mission is to
bring medical care and up-to-date technology to colonists with-
out access 1o first-warld care facilities,
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SCHOLAR

Planetary universities and government think tanks are the best
places to find scholars. Their extensive knowledge and ability to
offer expert insight on a broad range of esoteric topics make
thern valuable resources for any adventuring band—though
most scholars avoid conflict, looking for oppaortunities to use sci-
ence and learning to solve problems. While some heroes place
their lives an the line for money or for the opportunity to test
their skills, scholars don't usually think that way; when a
scholar places herself in harm's way, it's because she’s after a
discovery or revelation in one of her chosen fields.

Core Skills (30 points): Life Science-bio/ogy; Physical
Science-planetology; Technical Science-invention; Aware-
ness—perceplion, intuition.

In the Verge: The Aegis Academy on Bluefall boasts some
of the most esteemed scholars in the Verge. Dr. William Withsby
grew up in the Verge and has spent his life studying the strange
relics and artifacts found within its confines. Dr. Sharla Merideth
is well known for her knowledge of fraal customs, history, and

language.

SCIENTIST

Scientists fall into much the same mold as scholars, but they’re
often engaged in cutting-edge research, experimentation, and
development. Governments, corporations, and universities all
compete (o attract the best and brightest scientists to their em-
ployment, offering research grants, the opportunity for publica-
tion, and lucrative salaries. Some scientists are laboratary
experts, working in theoretical research, but many heroes take
to the field, collecting data through observation and experimen-
tation in a variety of real-world settings.

Core Skills (35 points): Knowledge-deduce; Physical Sci-

ence-astronomy &, chemistry &, physics 3; System Opera-
tion-communications, sensors.

Note: This skill selection reflects a field physicist. Other sci-
ence packages could include a biologist (substitute Life Sci-
ence-biology and zoology for Physical Sclence-physics and
chemistry), a roboticist (take Technical Science-repair and fech-
nical knowledge (robotics) for the science skills), or any other
combination of Science and Knowledge skills that seems ap-
propriate. Secondary skills often include Computer Science,
Navigation, Administration, and Culture.

In the Verge: The Concord Navy and the Concord Survey
Service both include large communities of sclence officers.
These staff officers aren't eligible for command, but their skills
and knowledge make them indispensable to any ship or station.

MINDWALKERS

Psionics are an accepted part of the STAR'DAIVE universe. Every
stellar nation fields Mindwalker operatives and agents in its po-
lice force and intelligence organizations; Mindwalkers are sim-
ply too valuable to ignore. A number of Mindwalkers conceal
the extent of their talents by adapting another career as a cover.
For example, a biokineticist might portray himself as a doctor,
while a hiowarrior might work as a soldier.

Some stellar nations, such as VoidCorp, go to great lengths
to control Mindwalkers. They set up Mindwalker academies
where students are instructed in matters of corporate responsi-
hility as it relates to their special abilities, Mindwalkers within
VoidCorp flush out traitars, expose lackluster employees, and
interrogate captured spies. At the other extreme is the Hatire
Community, which encourages the development of psionics.
There, Mindwalkers are free of government interference; they
can follow any path of learning that they desire.

BIOKINETICIST

Bnown far and wide as psionic healers, hiokineticists are often
sought out by those who distrust modern medical technology.
More than any other Mindwalker, a hiokineticist feels a calling
to ameliorate suffering and pain wherever he finds it. Quite nat-
urally, biokineticists are often loners who feel constrained by the
narrow, scientific views of the medical community. The same
impulse to help others in pain often drives biokineticists to be-
come champions of the poor and the weak, using faith and per-
severance to cure the illnesses of society just as they cure the
illnesses of the body.

Core Skills (35 points): Biokinesis-heal 3, morph, frans-
fer damage &, rejuvenate; Enowledge—firs! aid.

In the Verge: A sect of the Hatire faith known as the Chorus
believes that only faith in oneself heals injuries. The Chorus
views biokineticists as masters of the Hatire faith, adepts who
have perfected the ability to heal themselves and others without
using technology. The largest Chorus settlement in the Verge ex-
ists in Greenvale on the planet Grith.

BiowARRIOR

The biowarrior believes that the ultimate test of a warrior's
heart is the battle she must fight armed with nothing but the
weapons given her by Nature. Thus, technology is a crutch, a
distraction from the true martial path. Trained to fight with what-
ever weapons are at hand, the biowarrior often works as a
bodyguard, mercenary, or corporate security agent; her ability
to manipulate psionic energy allows her to escape the notice of
weapon scanners and mundane security devices,

Cors Skills (35 points): Melee Weapons-bludgeon 2,



Biokinesis-bioweapon 2, contral metabolism, rejuvenate; Lead-

In the Verge: The Aegent Guard, an elite unit of the Aegis Je-
fense Force, includes dozens of skilled hiowarriors among its
ranks. Skilled in all forms of unarmed, melee, and mental com-
bat, the Regent Guard is ane of the toughest and most loyal units
found in the Verge. The leader of the Guard is the renowned
mechalus martial artist, Talok Mirkwen.

ESPioNn

Perhaps the most prized of Mindwalkers, ESPians are seers
who turn their talents to the investigation of crime or the steal-
ing of secrets. Many powerful movers and shakers in the Verge
retain the services of at least one ESPion to advise them in per-
sonnel matters and screen potential employees or operatives.
Unserupulous ESPions sell their services to various criminal or-
ganizations, earning staggering salaries in exchange for their
unique talents.

Core Skills (35 paints): ESP-battle mind mind reading 3,
psychometry 2, clairvoyance &2; ¥inowledge-deduce.

In the Verge: During the long years in which Lucullus was a
prison system, the Solars relied on a cadre of ESPion guards to
keep the population under control. When the inmates of Penales
revolted, Solar Mindwalkers were killed in a number of horri-
ble ways. To this day, Mindwalkers must conceal their ahilities
in the Lucullus system or risk a public lynching.

MysTIC

Feared and revered by the general populace, mystics use their
mindwalking abilities to delve into the distant past and the un-
certain future. Their specialty is clairsentience, the science of
divination and prediction through psionic talents. Most mystics
prefer a contemplative lifestyle, adopting the quiet resolve and
nonmaterialism of & religious community in order to attune
themselves to their inner voice. Some paolitical leaders and cor-
porate executives seek out the best mystics in order to gain their
powers of precognition, but many others view mystics as unre-
liahle and unstable seers whaose visions may be nothing more
than a sophisticated charade. After all, only the mystic herself
knows whether or not she speaks the truth.

Core Skills (25 points): ESP-clairvoyance, clairaudience,
precagnition 2, postcognition 2.

In the Verge: Mystics wha follow the Cosimir (the deity of the
Hatire faith) have gathered a small following, known as the
Seers of Toral, at a lonely lemple complex in the desert of
Alaundril. Polfoal Liquurl, a fraal, serves as the Seers’ religious
leader. The Seers of Torai have documented 8 number of star-
ting predictions over the last 10 years, but they refuse to aid
those bearing technological implants and other poisons.

TELEKINETICIST

Like the biowarrior, the telekineticist’s destructive powers often
leads her to a career as a bodyguard, mercenary, or operative
of some kind, Equipped with potent abilities rivaling the fire-
power of a well-armed Maring, a telekineticist’s weapons elude
detection by mundane examination. Other Mindwalkers tend to
regard telekineticists (THs for short) as crude bruisers, but
they'll still move aside when one comes by on the strest.

Core Skills (35 peints): Modern Hanged Weapons- pistal;
Telekinesis—kinetic shield &, levitation, photokinetics, psychoki-
netics, pyrokinetics 2.

In the Verge: Serving in the ultra-secure Division 8 of the
Concord Executive Authority, several extremely powerful THs
have appeared at the Lighthouse with an unknown agenda.

These Concord Mindwalkers are quietly seeking out information
regarding the mysterious ancient ruins on Atlas,

PsIGUARD

Like the other militant Mindwalkers, psiguards normally find
employment in the personal security forces of paolitical leaders,
corporate executives, and ambassadors—or they hire put as
special operatives. Their special talents augment the ahilities of
existing security, allowing a force to react both offensively and
defensively to a wide variety of threats. Unlike the biowarriar,
psiguards tend toward materialism and pragmatism; they use
their talent as a tool to get ahead in the world, not as an end in
and of itself.

Core Skills (40 points): Modern Ranged Weapons—pistal;
Security-protection protocols 2; Telekinesis-electrokinetics 2,
levitation, photokinetics 2; Interaction—charm; Fnowledge-cam-
puter operation.

In the Verge: The most noted psiguards are the Guards Tem-
plar of the Orlamu Theacracy. While not all of the Guards are
actually psi-capable, a great number of them are skilled Mind-
walkers. A small detachment of Orlamu Guards Templar can be
found at the shrine ahoard the Lighthouse.

TELEPATH

A small group of telepaths can function as an entire battery af
security cameras and listening devices. The information they
relay is instantansous, secure from electronic espionage, and
diffirult to jam. Telepaths are especially useful in covert opera-
tions with special forces, acting as a living command link that
provides a strike commander with an amazing level of intelli-
gence and flexibility. Most telepaths find it useful to pick up a
number of Free Agent skills to round out their covert surveil-
lance and coordination capabilities.

Core Skills (30 paints): ESP-mind reading; Telep-
athy—-contact 2, illusion, suggest 2.

In the Verge: Telepaths of all training levels are currently in
demand by several major Verge powers that seek to level the
playing field against the stellar nations, In particular, the He-
gency of Bluefall is hiring telepaths in order to facilitate com-
munication with the mysterious Deepfallen of their own world,
while guarding against interference from enemy powars.

Minp KNIGHT

Considered by some as the most dangerous and insidious of
Mindwalkers, mind knights specialize in the mysterious art of
telepathic combat. Other Mindwalkers stand above the general
masses of humanity through their talent, discipling, and force of
will; mind knights hone these skills and stand above all other
Mindwalkers. Those wha fear psionic attack or espionage con-
stantly search out mind knights to counter the efforts of enemy
psionicists, making sure that they are the only ones whe can
successfully exploit psionics in business, intelligence, or war-
lare. As mental warriors, mind knights often serve as hody-
guards, advisors, and agents to anyone who can meet their
price and standards.

Core Skills (35 points): Telekinesis—psychokinetics;
Telepathy—contact 2 mind blast 2 mind shield 2.

In the Verge: The Mindanaoth Academy, a school of the
Hatire settlement on Grith, is the finest facility for training mind
knights in the Verge. Academy graduates have three concentric
circles tattooed on their left palm as a symbol of their profes-
sion and loyalties. Some people who have witnessed Min-
danaoth knights using their powers report a strange nimbus of
light radiating from the palm tattoos,




One of the biggest decisions you'll make for your new
Srar*Drive hero is whether or not she’s employed, enlisted, or
commissioned in a larger organization. There are virtually thou-
sands of potential employers. Stellar nation governments, sys-
tem governments, planetary governments, even municipal
governments (in some cases) maintain administrative agencies,
intelligence organizations, police forces, investigative agencies,
and military forces. In addition, there are millions of corpora-
tinns, companies, and other private enterprises for which a hero
might choose to work.

Why tie yourself down? Well, working or serving in some
organization provides your hero with a steady salary (usually),
a pool of resources to draw from, and an occupation that could
explain her mission in the adventure. Government investigators,
military personnel, and corporate troubleshooters often find
themselves in the middle of adventures and mysteries, working
to resolve a particular situation to the satisfaction of the organi-
zation or company they serve

Of course, there's a downside to accepting employment with
a government or major corporation: An employed hero can not
rome or go as she pleases, In exchange for her salary, she's ex-
pected to work as directed by her superiars. Military and civil-
ian employers don’t view unexplained absences and ignored
orders in a good light. Sometimes, they dock a recalcitrant
hero's pay, file official reprimands, or even fire the hero in ques-
tion. In some organizations (most military forces, for instance)
dereliction of duty or desertion are court-martial offenses, car-
rying lengthy prison terms or death penalties!

In general, groups to which heroes owe allegiance fall into
ane of four categories: corporate, government service, govern-
ment agency, or military. Heroes don't begin play as corporate
presidents or military commanders. They're more likely to start
in the middle ranks, reflecting the fact that these heroes are a
gut above normal but still too young to have climbed very high
on the organizational chart

Not all organizations use the same terminology or same
rank structure. In fact, just ahout every company or government
has its own distinct progression and nomenclature. Table 514,
helow, is provided simply as a rough guideline.

Typically, there are three entry levels into a carporate or
government body. Heroes without any skills except a desire or
compulsion to work begin at the bottom end of the untrained
ranks. Heroes who bring skilled technical knowledge 1o a job,
or who've acquired such knowledge after coming on board as
a green recruit, begin at the bottom end of the skilled ranks (a
fair number of heroes might meet this qualification). Finally,
highly educated go-getters whose primary skills revolve around
arganizing and managing other people occasionally join orga-
nizations as executive trainees. It's more common for skilled
lechnicians and proven agents to reach this level through years
of service and a little bit of internal politicking.

Hising through the corporate ranks reflects quite an accom-
plishment in certain circles. Not only does climbing the corpo-
rate ladder increase a hero’s authority in the corporation, it also
increases the amount of money he earns. For some, material
wealth is the manner by which to judge an individual.

Heroes of any profession or career—even soldiers—can
serve a corporation. The advantages for serving a corporation
are primarily financial. While salaries are low at the bottom
rungs, corporations tend to recognize outstanding performers,
raising them to an appropriate level in the organization. In ad-
dition, corporate employees sometimes have access (o corpo-
rate assets for special missions and can earn bonuses for
outstanding work accomplishments.

The qualifications for advancement through corporate ranks
vary widely, VoidCorp allows its employees to advance through
removal of their superiors, while StarMech promoles its em-
ployees hased on service. Each corporation has its own incen-
tive program to award employees far achieving set goals,

Large corporations consist of a variety of different divisions,
each of which has its own pecking order. Thus, a corporation
might have more than a dozen presidents, each of whom an-
swers to the CED about matters cancerning his division. De-
partments found in almost every corporation include:
Diplomatic Corps: Employees of this departmenl concern
themselves with large-scale business deals, discussions with

TasLE S| 5: CORPORATE AND GOVERNMENT STATUS

UNTRAINED RANKS

Trainee Intern Recruit 0-3
Emplayee Employee Agent Trainee 2-4
Technician Senior Specialist Field Agent 4-7
Manager Regional Supervisor Department Head -1

Assistant Director Deputy Undersecretary Division Chief 9-13

Director ndersecrets Deputy Diractor 11-15

Vice President Assistant Secretary Assistant Directar 13-17
President Secretary Director 15-20

*See “Social Status” in Chapter 7: Attributes in the Gamemaster Guide:



foreign governments and colonies, acquisitions of smaller com-
panies, and other matters that require lengthy negoliations.
Many of the careers from the Diplomat profession are applica-
hle to this department.

Finance: The most powerful farce in the universe is still the
Concord dollar, Finance employees account for every dollar and
regulate the budgets for every department. Bureaucrats, inves-
tigators, comptechs, and hackers all work in this department.

Manufacturing: The bottom line for any corporation is prod-
uct. By far the largest department in most corporate entities, the
Manufacturing department operates the industrial facilities
needed to create the corporation’s commodity of choice,

Medical: A good corporation is only as strong as its weak-
est member, so many corporations provide medical benefits to
their employees through this division. Doctors, medtechs, psy-
chologists, and other health professionals waork in this division.

Personnel: This department always handles the hiring and
firing of employees. Mindwalkers, investigators, and other in-
formation-gatherers verify the integrity of new employees.

Public Helations: Finding the right hook for a holocast, ad-
vertising the latest product or service, or performing damage
control from the latest internal security leak are all jobs of the
PH department. Heporters, entertainers, stellar nobles, and other
people with good interaction skills can waork in Public Belations.

Research & Development: Creating new products, research-
ing new production techniques, and other creative endeavors
are left to the hands of B&D. The specific tasks vary by corpo-
ration, of course, but scientists, scholars, engineers, and people
with similar careers usually work in this department.

Security: Protecting factories from sabotage, terrorist attack,
espionage, or other infiltration is the job of the Security division.
Most Combat Specs are assigned to this division. However,
comptechs, investigators, and other people who can hamper
transmission of valuable corporate data often find themselves
working for the Security division.

Systems: Computers and other electronic devices weave
their way through a corporate structure like an intricate web, al-
lowing access where it is most needed but providing only what
is required for an employee's assigned duties. Engineers,
comptechs, and similar workers can be assigned to this division.

Trade: Transportation of goods, confract fulfillment, ware-
housing, and similar concerns are handled here. Corporate
merchants and free traders are the most common employees of
Trade departmenis.

Just like a corporate career, working for @ stellar nation or
waorld government provides resources that many heroes would
not have access to on their own. Ease in dealing with other gov-
ernment agencies, military transport, and access to government
information are just a few of the benefits available to a hero
who chooses to work for a government. Of course, such bene-
fits are not available all at once (and certainly not whenever the
hero thinks he needs them).

Government employment is divided into two classes: gav-
ernment (or civil) service and agency service. In general, gov-
grnment service is employment in a major department of the
government, while agency service reflects a more specialized
career in an enforcement division of a governmental branch. In-
telligence, police, and surveillance organizations are typical
agencies, while foreign service, civilian support for defense, and
internal administration represent government service.

Most government employees advance up the ranks of their

bureau or agency based on their personal accomplishments, of-
ficial patrons, and the amount of time they've spent in their cur-
rent grade. The highest-ranking positions are elected offices or
appainted positions; they are generally beyond the scope of the
typical STAR'DAIVE campaign (although election to an office
might be a nice—ar cruel-way to retire a hero).

Virtually any hero profession or career can describe a charac-
ter who serves in a military organization. A military enlistment
or commission carries with it a much more serious service
obligation than simply signing on with a corporation or taking a
government job. Enlisted men (or conscripts] are typically re-
quired to serve two to four years after signing on. Military au-
thorities frown upon anyone who leaves (deserts) before his
tour of duty expires, Officers sometimes receive lifelong com-
missions, but most officers serve only a few years on active
duty before retiring or resigning to follow other vocations.
Muost nations divide their military establishment into two or
more departments, Naval forces consist of spacefaring fleets
manned by naval personnel. Military forces include aerospace

TaBLE S16: ENLISTED RANKS

~Junior ENLISTED PERSONNEL
Hecruit Spaceman Recruit 0-2
Private Spaceman Apprentice 1-3
Private 1st Class Spaceman 2-3
SERGEANTS AND PETTY OFFICERS

Military Naval Status®

Corparal Patty Dfficer 3rd Class 3-4

Sergeant Petty Dfficer 2nd Class ~ 4-6
Staff Sergeant Petty Officer 1st Class 5-7

SENIOR ENLISTED PERSONNEL

First Sergeant Chief Petty Dfficer 6-8
‘Master Sergeant  Senior Chief Petty Officer  7-9
Sergeant-Major ~ Master Chief Petty Officer  8-10

TABLE S17: OFFicER RANKS
JUNIOR OFFICERS

Military Naval Status®
-2nd Lieutenant Ensign 8-10
1st Lisutenant  Lieutenant j.g. (unior grade) 9-11

Captain Lieutenant 10-12

Major meﬂummmﬁur_ 11-13
Ligutenant Colonel 'Commander 12-14
Colonel Captain 13-15

FLAG OFFICERS

Military Naval Status®
Brigadier General Commodare 14-16
~ Major General Rear Admiral 15-17
Lieutenant General Vice Admiral 16-18
General Admiral 17-19

*See “Social Status” in Chapter 7: Attributes in the Game-




and ground forces used for planstary attack and defense, Note
that the distinction between military and naval organizations
rests upon whether a force is primarily space-oriented or
planet-oriented,

Heroes in military organizations begin at the hottom of their
respective ladders; in other words, most enlisted heroes start
out as recruits, and officers begin as second lisutenants or en-
sigms. Depending on the force in question, advanced enlistment
options for technical experts (for example, assigning a medtech
corporal rank to reflect his training and experience) may or
may not be available. The equivalent in officer ranks is the staff
officer—a chaplain, doctor, engineer, science officer, military
lawyer, or similar specialist who's assigned a beginning rank of
captain or lieutenant due fo his extensive premilitary education.
Note that the naval rank of “captain’ does not always denote
ship command; many smaller vessels are commanded by lisu-
tenants and lieutenant commanders.

Your Gamemaster may allow you to begin your military hero
as a veleran with & promotion or two under her belt, This is pri-
marily a roleplaying decision—although the Gamemaster might
also choose to assign your hero a starting level higher than 1
to reflect your character'’s experience. Command of driveships
of any size is rarely given to an officer of lower than lieutenant
commander rank (a level 3 to level 5 in game terms), although
this isn't always trus.

The advantages of working for the military include access to
advanced (and sometimes experimental) weapons, free food
and shelter while In an area containing a base, the respect of
others, and access to military spacecraft. In return, the hero is
subject to the orders of her superiors, recognized as an enemy
of any state that currently disagrees with her government, and
required to report for duty as the organization demands.

Numerically, junior enlisted personnel make up the bulk of
a ship or base's manning. Generally, one NCO (noncommis-
sioned officer) exists for every two to five privates or spacemen,
and one senior NCO exists for every two to five NCOs. Houghly
one in ten personnel are officers, with one field-grade officer for
every three to five junior officers. Most military units or bases
have only one commanding officer—although political officers or
staff officers may wield unusual power in certain national or-
ganizations and situations.

GeTTING OUT

Heroes don't have 1o live forever with their initial choices of al-
legiance or employment. People change jobs all the time. In
most corporate or government service jobs, the herp can quit in
any fashion he chooses; telling off the boss, submitting a letter
of resignation, or not showing up for work for several months
are just a few choices. The campany or government then takes
a “separated” employee off the payroll. Naturally, a hero may
lose other benefits or perks associated with the position—such
as a retirement plan, a company car, access o special equip-
ment or resources, and so on.

Some corporale entities are much harder to leave than
others, For example, VoidCorp’s employment contract is for life;
Employees do not have the option to terminate the agreement
(although VoidCorp retains the right to cancel an Employee's
contract at any time). In other cases, characters with highly de-
sirable skills or access to sensitive information may find that
their employers are very reluctant to let them go.

Most government agencies won't hold on to a person who
wants out, but there are exceptions—especially in intelligence
organizations, A hero who's worked on the inside for years sim-

ply knows too much to walk out and vanish. Even if the persan
in question is perfectly reliable and doesn't have any sinister in-
tentions, an agency can't risk the possihility that their enemies
or rivals will pick up the individual in order to wring secrets
from him. Such an agency might let a hero retire, only to place
him under surveillance for the rest of his life. Alternatively, they
may have ways to ‘sanitize” a retiring hero before letting him
out into the open.

Military enlistments normally run for several years at a time,
When a military character’s time is up, she can choose to re-up
for another tour, or she can walk away free and clear. If a hero
can't wait until her enlistment expires, she can always seek a
discharge. However, dishonorable discharges or bad conduct
discharges tend to follow a person around for the rest of her life,
Hardship or medical discharges are less common, but don't
carry any stigma with them.

SKILLS

After a player chooses his hero's species, profession, career,
and nation or system of origin, he should pick the hero's skills,
The careers described in the previous section of this appendix
list a Core Skills package describing the basic skills required for
that package and the cost to purchase that package. However,
these Core Skills are completely optional. Feel free to alter, ex-
change, or disregard the skills as you wish (subject, of course,
to your Gamemaster's approval) when you creale your hero.
Even if you choose the Core Skills package, you'll probably
have a number of unallocated skill points with which to cus-
tomize your hero's skills to your taste—especially if your hero
has an unusually high Intelligence score.

Don't overlook the bonus Enowledge skills that belong to all
heroes in the StaR"DAIVE universe—see the “Culture, Language,
and Knowledge* sidebar on page 235.

GAME OPTIONS

All kinds of heroes exist within the STAR"DRIVE universe. The op-
tional chapters of the AWERNITY Player’s Handbook—detailing
mutants, psionics, and cybertech—are all valid for a Star*0RIvE
hero. Since each of these systems presents the potential for un-
usually powerful or specialized heroes, make sure you check
with your Gamermnaster before you create a hero featuring one
of these game options. Heroes who actually combine two or
more of the optional systems (mutant cyberneticists, cybernetic
Mindwalkers, or mindwalking mutants) should be quite unusual,
and the Gamemaster is free to approve or disapprove such
characters on a case-hy-case basis.

MuUTANTS

Minor genetic drift and engineering is quite common among
some stellar nations—such as the Thuldan Empire. By the end
of the Fusion Age, scientists had completely mapped the human
genome. Since then, sume scientists have undertaken extremely
selective genetic engineering, and genetic technology has al-
lowed for the creation of hundreds of distinct varieties of mu-
tants over the last 150 years. In addition fo the ongoing efforts
to perfect the human form, the exploration of the galactic arm
has increased human exposure to strange new environments
and phenomena-markedly increasing the rate of unusual nat-
ural mutations. The definition of what we call human’ expands
every day.

Engineered communities: These communities, also known



as mutant breeds, are subspecies designed for a particular en-
vironment or task. One of the most notable is the Thuldan war-
lion, an altered human designed for strength, speed, and
durahility in battle. Dther nations have engineered humans for
survival in aquatic environments, high gravity, or (one of the
mare distasteful examples) lifelong service as mindless drudges.

Engineered individuals: These mutants are much rarer than
their counterparts who belong to a specific breed. They're cre-
ated for specific purposes, such as a career in espionage ar
covert action. In some cases, however, engineered individuals
serve as test cases for a new breed that never fully develops
due to a combination of unfavorahble traits, lack of additional
funding or resources, or some other reason. Thrown aside after
extensive evaluation and research, these flawed examples are
left to make their way in life as best they can.

Natural communities: These breeds slowly rise throughout
human space as the people of various planets and settlements
change to fit their home environments. Only the most unusual
planetary environments exert a mutagenic effect on human
populations, however.

Natural individuals: These mutants represent isolated in-
stances of the same effects that naturally create new mutant
strains. Altered hefore birth by the environment in some unique
manner, the randomly occurring mutant individual is the rarest
of all mutants.

The rights, privileges, and social acceptance of mutants vary
widely from culture to culture. The Thuldans experiment exten-
sively with genetics, seeking to accelerate human evolution. The
Hatires, on the other hand, view any mutation as a blasphemy
in the eves of the Cosimir. In most systems, mutants are greeted
with a fair amount of fear and persecution, since many normals
still recall the gene-altered killers and genetic refuse spawned
by careless research in the darkest days of the Second Galactic
War. At best, these war-bred mutants were born assassins and
agents with frightening powers above and beyond those of hu-
mankind; al worst, they became violent criminals and brigands
who preyed on the urban populations of their parent worlds.

PsSIONICS

Every stellar nation fields Mindwalker agents and operatives,
relying extensively on psionic surveillance, security, and espi-
onage assets, Mindwalkers are just too useful and dangerous to
ignore. Corporate psionicists fill many of the same roles, pro-
viding executives with industrial intelligence and performance
predictions that no mundane computer or evaluation process
could possibly rival. A psionic gift is a punched ticket to wealth,
prestige, and authority in the right hands.

On the downside, psionics are so valuable that some orga-
nizations view them as material assets, prized possessions that
need constant walching. By Orlamu law, for instance, any
psionic talent must serve the Theocracy. They're barred from
emigrating to other states, working in the private sector, or even
from ignaring their gift and making a life in another field. As a
child, an Orlamu psionic must enroll in a temple academy to de-
velop his talents for the impravement of Orlamus everywhere.
0f course, more than a few Mindwalkers of Orlamu descent
have managed to conceal their ahilities and avoid the Theac-
racy’s attention, but they live in fear of the day when the Theoc-
racy’s agents shows up on their doorstep. VoidCorp has a
similar but more draconian policy: All employees must undergo
screening for psionic talent. Those talents detected by the
screening must then undergo a rigorous training program; they
can never leave of their own will

Even in societies that don't compel psionic talents to serve
the government, many Mindwalkers require very expensive ed-
ucation to bring out their latent talents. In order to pay off their
debts or patrons, they must serve in private industry, military
organizations, or civil service. Eventually they'll complete their
obligation and gain the freedom to seek employment where
they desire, but this might take years.

Most legal systems have incorporated psionic crimes and
procedures since the dawn of the Gravity Age. Heading some-
one’s mind is considered an invasion of privacy by most soci-
eties, and is reserved as a police power in many states. In
addition, the Concord considers the use of psionic powers to
compel another person to act against his will as a felony. Like
any law, these diclates are conveniently overlooked by particu-
larly powerful or ruthless people.

CYBERTECH

While mutants and Mindwalkers are characters who clearly
surpass the human norm in some manner, cybernetic heroes
are simply people who avail themselves of a particular tech-
nology. They're not viewed as freaks, A cybernetic limb might
operate at a stronger level than a human limb, but it's quantifi-
able and understandable to the average person. Medical pros-
theses and artificial organs prolong too many lives for most
people to entertain a real hatred or suspician of cybertech. The
exception, of course, is the Hatire Community. In their eyes, cy-
bertech is the instrument of damnation, a twisted mockery of
humanity’s natural state.

While cybertechnology generally suffers from little of the
discrimination that surrounds mutations or psionic powers,
most people have a healthy respect for its potential. Everyone
knows that heavily cybered characters are dangerous and that
{po much cybertech is a weapon that cuts both ways. Cybertech
is also expensive enough to be out of reach of the average per-
son, which means that it often ends up in the hands of crimi-
nals, corporaie security types, secret government agencies, and
other unscrupulous sorts, If someone’s carrying a lot of cyber-
ware, i's a8 good sign that they might entertain violent intentions,
s0 average people tend to give them a wide berth,

In some arganizations or settings, cybernetic characters
need to register with local police and possibly deactivate dan-
gerous systems such as batlle claws or subdermal weapons.
Various stellar nations and Verge systems have banned specific
cybernetic systems ar implants. Far example, exaskeletans and
body plating are illegal in the Solar Union, as they're considered
military hardware. Heroes with this kind of cyberware must ob-
tain special permits fo enter the Solar Union legally. The Hatires,
naturally, ban almost all forms of cybertech.



EQUIPMENT

our Gamemaster has three basic options for equipping a new
hero in the Verge. First, she can just assign your hera the equip-
ment that she deems appropriate to the character concept.
Clearly, an expert gridpilot probably owns a top-notch grid-
caster and a wide array of computer programs: Secondly, the
Gamemaster migh! allow you to choose any equipment you
deem reasenable for your character and then review your de-
cisions, Finally, the Gamemaster may assign your hero the nor-
mal starting funds for a character of his profession and career,
allowing you to purchase equipment within the restrictions of
cost and availability. Ask your Gamemaster which option she'd
like you to use when you create a new hero for the STAR'DRIVE
setting,

PROGRESS LEVEL

In general, any item or device appearing at Progress Level B is
available anywhere in the Verge. Isolated for almost a century,
many Verge worlds and heroes native to the area must make
do with dated technologies. Weapons and devices of the Gravity
Age (PL 7) are available in the more cosmopolitan Verge sys-
tems (Tendril and Aegis). Arriver heroes often have access to
Gravity Age equipment, since they're assumed lo have equipped
themselves belore they left their home nations to travel to the
Verge.

In addition, devices or weapons of Progress Level B are not
avallable. Make sure you check with your Gamemaster before
you choose PL B equipment for your new hero; such items
should be the exception, not the rule, in the lawless regions of
the Verge!

AVAILAEIUTY

Heroes who begin play without any kind of employment or al-
legiance o a corporation, government, or military service are
lirnited in their access to top-of-the-line hardware. In general,
independent heroes and heroes serving in nonmilitary corpo-
rate divisions, government branches, or agencies can anly
choose items of Common or Controlled availability (see Chapter
8: Goods & Services in the Atrenniry Flayer’s Handbook for
more details). Heroes with military backgrounds, paramilitary
government backgrounds, serfous organized crime ties, and
corporate security links may acquire equipment of Military
availahility. Finally, items or weapons of Hestricted availability
are anly open to active-duty military personnel during deploy-
ment to hazardous areas.

There are a couple of notable exceptions to this guideline,
Austrin-Ontis and Rigunmor heroes tend to have access to
weapon markels that just aren't legal in other nations. Vergers
who call the Algemron or Lucullus system home have access to
flourishing black markets and criminal gunrunners bent on
arming every sentient in the system. If your hero comes from
this kind of background, your Bamemaster may allow him to
begin play with hardware that most new heroes couldn't dream
of possessing.

SHIPs

Depending on the kind of campaign your Gamemaster wants to
run, it may be ahsolutely essential for your hernes to own and
operate their own ship. This is a significant decision for the
Gamemaster; it influences the types of adventures she can cre-

ate, the options available to the heroes in the course of an ad-
venture, and the amount of detall necessary to create a living,
breathing game universe. While several of the careers listed in
the Player’s Handbook list a ship as signature equipment, you
should check with the Gamemaster before vou assume that
your hera has a ship of his own.

DRIVESHIPS AND SYSTEMSHIPS

Ships in the Grayity Age come in two basic varieties: driveships
anid systemships. Driveships possess stardrives; they're capable
of independent interstellar travel. A hero with a driveship at his
command can go anywhere he wants, voyaging from star to
star at a whim. It's an enormously powerful plot device that of-
fers a Gamemaster hundreds of potential staries, but it also cre-
ates a number of administrative headaches and design
challenges for the campaign.

Systemships are spacecraft that lack a stardrive, and are
thus confined to operations within a single star system. How-
ever, systemships routinely travel to neighboring systems by
hitching a ride on larger driveships. The mighty fortress ships
that accasionally visit the Verge provide this service for a nom-
inal fee; smaller driveships—such as the Lighthouse commer-
cial drivefreighters, or drivehaulers—also carry systemships
from star fo star. A systemship doesn't offer the same degree of
freedom provided by a driveship, but a star system is a vast
place, and heroes shouldn't underestimate the ability to travel
from planet to planet in a matter of hours or days.

Your FirsT SHip

There are many ways that your hera might obtain a systemship
or driveship. If most of the heroes in the group are military per-
sannel, they might be assigned as officers and crew to a mili-
tary vessel (major warships are probably a little out of reach for
beginning heroes). Free traders, corsairs, explorers, indepen-
dent pilots, and corporate merchants often begin play with a
ship of their own and & debt to go along with it. Major corpo-
rations or governments might assign beginning heroes to spe-
cific vessels, or they might place vessels at the heroes’ disposal
for various missions. Heroes working for an underwaorld orga-
nization might likewise gain the use of a stolen ship for brief pe-
riods of time.

There are only three ways to own a ship legally. The first is
to purchase a new ship, an expensive proposition that most he-
roes can't do on their own. The second method is to buy a used
ship. This is cheaper than buying a new vessel, but heroes don't
have any control over the legality or quality of the transaction;
they might be buying a stolen vessel or a ship on the verge of
breaking down. Finally, heroes might have an opportunity to
salvage a derelict vessel. Salvage is free, but often requires ex-
tensive work to recondition and refit the derelict.

Purchasing a New Ship: By and large, the best way to own
a new ship is to buy it outright, You don’t have to worry about
dealing with banking officials and signing your rights away.
Having that much cash available likewise gives you a good bar-
gaining position when it comes down to purchasing the various
components of the ship. Unfortunately, few heroes are ever
going to accurmulate the millions of Concord dollars necessary
to purchase their ship. Most ship owners must deal with
monthly or quarterly payments of thousands of dollars in order
to keep the bank from repossessing their ship.

If a hero is unable or unwilling to obtain a loan from a fi-
nancial institution, criminal organizations such as the Shadow
Syndicate can make loans to their members. This is by far the



more dangerous manner of owning a starship, since under-
world organizations don't operate within the boundaries of the
law. The interest rates charged by such financiers is typically
twice that of a bank loan—though they do make exceptions from
time to time for those captains willing to do favors for them.

While the terms of purchase might vary greatly, it's rea
sonable to assume that a hero trying to pay off a brand-new
vessel begins play with a monthly payment equal to 1% of the
ship's purchase price, If she's flying a brand-new trader worth
$750,000, assume that she has a loan payment of %7,500 per
manth. Most new ships are financed for 15 years, but higher
or lower interest rates can either raise or lower the monthly
payment (or lengthen or shorten the term of the loan, for that
matter).

A leased vessel cuts this payment in half, but the hero will
be required to turn the vessel in at the end of a prespecified pe-
rind (3 to 5 yesrs is fair), She's also liahle for any unusual dam-
age while the ship is in her possession

A new ship requires upkeep and maintenance equal o 1%
of its value every 12 months. In the example above, it costs
about 7,500 (or $625 per month) to keep the trader flying all
year long, Flying a ship that hasnt been properly maintained
results in the accumulstion of performance penalties (+1 step
to all attacks due to bugs in the fire control system, +2 steps to
maneuvers of a certain type, and so on) as the Gamemaster
sees fit. The maintenance and upkeep fee doesn’t account for
crew salaries, supplies, or the expense of repairing battle dam-
age. Maintenance and upkeep takes time, too—about 2 days per
manth far a brand-new ship.

Only the smallest and most common ships are available for
immediate delivery. It takes a shipyard weeks or manths to con-
struct a vessel and even the best yards are often backlogged
with work. A hero who needs a ship right away might not have
tno many choices availahle when he decides to buy. If, however,
he can wait a few manths to place an order and let the ship-
yard build to his specifications, he can buy exactly what he
warts,

Buying m Used Ship: Through a variety of reasons, used ships
are always coming up for resale. Ships of the Fusion Age re-
tain only 20-50% (d4+1, times 10%) of their listed purchase
price. Used ships of the Gravity Age retain 50-80% (d4-+4,
times 10%) of their listed purchase price. Thus, the hero’s 1%
monthly payment on his ship will be lower than it would if he'd
hought the ship new. For example, if the hero bought his trader
used, he'd only pay between 375,000 and 600,000 for the
ship. Therefore, he'd pay only 3,750 to 6,000 per month in
loan payments, In addition, a used ship is typically financed
over 10 years instead of the usual 15.

The downside of used ships is their maintenance and up-
keep casts, These amount to 106 of a ship’s purchase price (paid
gvery 12 months) for each 10% break the hero received for
buying used. Thus, if a hero bought & used trader at 60% of its
listed price (%450,000 instead of $750,000), he would pay 4%
of the ship’s used purchase price every twelve months—
%18,000 in this example (about 1,500 per month). Used ships
also take d4+1 days of maintenance per month in order to stay
in top working order. It's still cheaper than a new ship, but not
without its own set of headaches.

The new owner might pick up the payments of the previous
owner for a small fee, or he might buy a paid-off ship outright.
Financing is normally a bit easier on used ships, but banks are
still careful about giving out large loans. A used ship usually re-
qguires more extensive maintenance than a brand-new ship, and

the prospective buyer should check it out thoroughly before
parting with his money.

A new ship ‘degrades’ into a used ship after 2d4 years if ig-
nored, 2d6 years with average maintenance, or 2d8 years if
lovingly Ipoked after with craftsmanship and care.

Salvage: Discovering a floating hulk adrift in the wastes of
space is a rare occurrence, but more than one spaceman has
discovered an intact space ship that he claimed as his own
under the Concord's salvage laws,

The rules of salvage are pretty simple. The salvager must
bring the derelict to the nearest shipyard for inspection and
identification. The prospective owner must tow (or pay another
person to tow) the derelict. In-system towing costs about
%1,000 per durability point of the ship. Towing prices double
the wreck journey through one starfall, and quadruple if the
destination is more than one starfall distant from the wreck’s lo-
cation.

Dnceé the shipyard identifies the ship’s original owner (if pos-
sible), it turns the ship over ta the bank (if #t had an outstanding
loan) or transfers it to the salvager. This salvager must pay a
modest transfer fee—normally around %5,000-for the filing of
paperwork. Government and military vessels always warrant a
salvage fee (see below) instead of a transfer.

If a Inan remains on the vessel, banks allow the salvager to
take over payments on the vessel (as long as they believe him
capable of paying). If the bank doesn’t want to transfer the Inan
to the salvager, or if the salvager isn't interested, the bank pays
a 9% salvage fee (based on the fair market value of the ship).
Sometimes, however, previous owners of a wreck might step in
to the picture. They're allowed to reclaim their property, but only
if they're willing to pay the salvager 50% of the ship's current
value (ar whatever percentage the salvager agrees to take).

Assuming that no one steps in to interfere with the transfer
of title, the salvager can refit the ship at her own expense. Typ-
ically, a ship wrecked in combat or collision requires repairs
equal to 5-30% percent (d6 X 5%] of its current value. Some
ghipyards or banks may loan the hero the money necessary to
repair the ship, but these institutions expecting the salvager to
repay them at 2% of the loan per month, over a period of 5
years. For example, a free trader fights off a pirate attack and
captures the pirate’s vessel. The ship was a used cutter warth
$700,000; a rendom roll indicates that it will cost 15% of its
value (ar %105,000) to repair it If the hero wants a loan for
this sum, he'll have to pay %2,100 per month for five years.

As a final note, it's very rare fo find an abandoned ship in
total working order; generally, there's a reason why someone
abandoned it in the first place. Life support failures are a rare
cause far ship abandonment; sudden decompression and heavy
damage are much more common. Many hulks are commonly
cannibalized for spare paris by pirates, leaving little more than
a shell behind. Purchasing new equipment and retrofitting
everything together can become an expensive proposition—hut
it's still generally cheaper than purchasing a new vessel.

Mlegal Vessals: Sometimes, traders might acquire control of a
ship without paying anyone for it. Either they steal the vessel
from someone else, they salvage it and never report it, or they
default on a loan they were supposed pay. The advantage of an
illegal ship is that the owner doesn't have to give anyone monay
far it; the downside is that he's wanted by any law agency that
takes offense at piracy, thelt, or criminal fraud.
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GAMPAIGN SETTING

by David Eckelberry and Richard Baker

I

t's the dawn of the 26th century. Humankind stands on the threshold of
greatness and the brink of destruction. Which way will the scales tip?
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The STAR'DRIVE™ campaign setting, designed for use with the ALTERNITY" science fiction roleplaying
game, brings to life the world of the future. Humanity has colonized thousands of planets
but ambitious nations contend for prime sectors of real estate. At the edge of space is the Verge,
where opportunities await those smart enough and ruthless enough to take advantage of them

VILL

This book presents a game universe for heroes to conquer, investigate, and explore. Scheme with operatives
of VoidCorp, fight against Thuldan Legions, and uncover the mysteries of the frontier Visit a dozen fully
described worlds, and learn of poweful interstellar empires. Pilot a starship into uncharted territory, make a
smuggling run to an occupied star system, contact a new alien species, and bring galactic criminals to justice
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This book contains everything a Gamemaster needs to design and play
adventures in the STAR'DRIVE universe:

» An overview of the “future history’ of humanity, beginning with
our first tentative steps toward the stars and culminating in the
cataclysmic Second Galactic War

» The world of 2501: The state of the galaxy in all aspects of human
society -medicine, religion cybertechnology, robotics, the Grid
and more

» Descriptions of the 13 stellar nations of Old Space-the civilizations
that survived the last war and threaten to touch off the next one.

's Edge |

» A detailed look at the Verge, the mixture of settled worlds and
unclaimed space where the pioneers of the 26th century will
prove themselves to be true heroes or die trying.

» A Hero Creation chapter filled with tips how make heroic adventurers
in the STar"DRIVE setting.

Dark . . . gritly . . . wondrous and wild:
Science fiction with attitude.
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