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introduetion

Years ago I got a copy of You Shall Die By Your Own Evil Creation!, a book that reprinted a bunch
of old Fletcher Hanks comics. I was skimming through a story of Space Smith, a standard Flash
Gordon-style interplanetary adventurer, nothing special, when I turned a page and stopped,
stunned by what I saw. Hurtling down the page at a 45 degree angle was an army of nearly
identical women in spotted red jumpsuits, riding hideous lizard creatures and firing rays from
cannons mounted on their heads. The caption declared, “AT TERRIFIC SPEED, THE LEOPARD
WOMEN OF VENUS DESCEND ON SPACE’S SHIP, AND FROM THEIR HEAD GUNS
BEGIN DISCHARGING INTENSIFIED COMET FIRE...”

That drawing packed a wallop. Something about it was almost psychedelic in the way it evoked an
otherworldly sense of wonder, hinting at terrible and glorious secret truths somewhere beyond

our human perceptions.

The rest of the story raises more questions than it answers. The Leopard Women of Venus
capture Space and his girlfriend Dianna and take them to a cave, where they hand them over to
their robot masters. Why are there robots on Venus? Why do they live in caves? Why do the
robots have Leopard Women working for them, and why do they plan on turning Dianna into a
Leopard Woman? The story provides no answers; Space punches some robots, runs, and escapes

Venus, ready for his next adventure.

But the questions stuck with me. While part of the charm of Fletcher Hanks’s comics is that he
gives you a series of bizarre images without any logical explanation, I couldn’t help but start
creating my own explanation. Soon I had a backstory for Venus—the origins of the robots, the
caverns, the Leopard Women. I wrote down that history and knew that I had the basis of a new
RPG, one that could distill all my love of weird Golden Age comics and pulp science-fiction into

one mind-melting concoction.

Just because I had that initial starting point didn’t mean I knew what to do with it. Fortunately,
my friend Josh Burnett—the multi-talented writer, artist, game designer, and Fletcher Hanks
enthusiast—jumped on board as co-writer. Josh brought his own absurd ideas to the table, and
together we figured out how to turn this shared vision of ours into a playable game. As with all the

other games we’d written, we used QAGS, the Quick Ass Game System, for the game mechanics.

The game quickly evolved from a Fletcher Hanks homage into its own thing.




We worked for months, bouncing the text back and forth, until eventually we’d finished Leopard
Women of Venus: A Role-Playing Game Inspired by the Works of Fletcher Hanks. Josh drew the
cover and he and I did most of the interior artwork with the amazing Lindsay Hornsby
contributing a few pieces. Hex Games published Leopard Women of Venus in March of 2011; it
went on to become a bestseller, in small-press game terms.

Leopard Women was a labor of love for us both, but Josh and I didn’t give it much more thought
until 2018. We were driving back from a convention and talking about how much we liked
Dungeon Crawl Classics (DCC). One of the things I liked most was how DCC draws inspiration
from lurid, psychedelic pulp fantasy and science-fiction, just like we did when we wrote Leopard
Women of Venus. Though we had started with Fletcher Hanks, and DCC had started with
Appendix-N, the resulting aesthetic was remarkably similar. And, come to think of it, we’d
created Venus as a nightmarish hellscape, a place with untold horrors where only the strong
survive, a world of weird mystery, magic, and unknown monsters. An ideal setting, basically, for a
DCC game.

The sky opened up and a perfect formation of hideous flying saurions flew down, singing in
unison: “Adapt Leopard Women of Venus for DCC!” And we knew we must.

We got to work converting the game over to the DCC system, adding in class descriptions, spells,
patrons, and new monsters. We looked over the existing material and expanded and updated
everything—from Venus’s history, to the relationships among the factions, to the planet’s
geography. We added dozens of random tables. Everything we loved from the original version is
still here, polished and improved.

So here we are. This book spells out the history of Venus, the different human factions, and some
of the many horrors populating the planet. Maybe you want to pick and choose some pieces to
drop into your existing game. Perhaps you’d like your current PC group to walk through a
dimensional doorway and take a short trip to Venus. Or maybe you want to go all in, start up
your Leopard Women of Venus campaign, and see where it takes you. It’s up to you, but we
recommend the last option, and wish you years of memorably brain-twisting, crazed, pulp-
flavored, nightmare-fueled adventures on the hell-planet Venus.

—Leighton Connor, 2020
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PROLOGUE

Somewhere out near the sun, Sam “Space” Smith’s bright red, ray-resisting rocketship speeds

across the heavens. Space leans back in his plush seat, upholstered with real Earth leather. His
right hand firmly grips the steering wheel. His left arm is wrapped around his girl Dianna. He
listens to the thrum of the hydrogen-powered pulsar drive and, for the moment, he is content.

Not long ago, Space and Dianna were on the surface of Mars, fleeing the mad scientist Skomah
VIII and his Imp Men. The scaly green monstrosities had outnumbered them but, once again,
Space had proven that a ray gun and a solid right cross will get a man out of most tricky
situations. Afterwards Space and Dianna thwarted Skomah’s plan to destroy the Earth and now
they are on their way back to Mars to end the madman’s rule once and for all.

Though his life sometimes seems to be a non-stop barrage of action, Space enjoys the quiet
moments most of all. He finds peace gazing out into the void of space. Because of this, he can’t
help being slightly annoyed when Dianna breaks the silence.

“We’re surely moving, Space!” she says. “There’s the planet Venus already!” She points toward a
blue dot off to port that grows bigger by the second.

“Yes!” he says, his annoyance already forgotten. He enjoys the light in Dianna’s eyes, the
enthusiasm she brings to each new world they visit. “We’ll go over there some time and see what
kind of people are on it.” He hopes she won’t hold him to this, because he has no desire to ever go
to Venus. What little he has heard about the place leads him to believe it’s some kind of insane
tropical hell.

A light on the console flickers. Space’s eyes dart to the radar display. Ten unidentified objects
speed rapidly toward them.

“Look, Space!” Dianna says. “What are those specks?”

“I can’t tell yet,” Space says, squinting at the read-out. The picture becomes clearer, but he stares
even harder, trying to make sense of what he sees. Coming from the direction of Venus are
women in red, spotted jumpsuits, wearing head guns, standing on spiny lizard men. Suddenly,
Space remembers a terrifying legend he once heard about the most dangerous inhabitants of
Venus.

“Good Lord!” Space cries. “Leopard Women on giant saurians!”

At terrific speed, the Leopard Women of Venus descend on Space’s ship, and from their head

guns begin discharging their intensified comet fire...




WHo WRs FLETCHER HANKS?

The preceding scene appeared in 1940's Fantastic #3, and was written and drawn by Golden Age
comics great Fletcher Hanks. Fletcher Hanks produced bizarre and memorable work in the earliest
days of American comics. His work is boldly drawn, frequently ugly, and strangely fascinating.
Hanks only worked in comics from 1939 to 1941, but during this short time he created Stardust the
Super Wizard, a terrifying superman from the stars; Space Smith, a futuristic adventurer; Big Red, a
lumberjack; Fantomah, the first super-powered comic book heroine; and more.

Even though Hanks worked within the common genres of the time, he approached his subject
matter from an odd perspective. Stardust, for instance, was clearly Hanks' take on the newly
popular Superman. Like Superman, Stardust is superhumanly powerful and devoted to fighting
evil. But while Superman is greeted with cheers by an adoring public, civilians likely scream in
terror at the arrival of Stardust. Stardust watches Earth from his faraway laboratory in outer space.
Then, when he sees people on Earth commit evil, he swoops down, grabs the perpetrators, and
inflicts terrible punishments on them. Judgment is his primary concern, not protecting the
innocent or preventing atrocities from happening in the first place. Though Hanks uses the visual
language of superhero comics, his stories come across more as apocalyptic tales of evil, disaster,
and cosmic retribution.

Almost nothing was known about Fletcher Hanks until 2006, when comic book historian Paul
Karasik tracked down Fletcher Hanks Junior. Fletcher Hanks was, according to his son, a raging
alcoholic and an abusive father. Hanks allegedly abandoned his family around 1930, and died
homeless and alone on a park bench in 1976.

While it may be true that Hanks was an awful person, he left behind some fascinating comic
books. The original comics—issues of Fantastic, Fight, Jungle, and Planet—are extremely rare and
require quite a bit of time and money to track down. Fortunately, stories by Hanks are available
on the Internet and in a number of high-quality collections. You can find samples of Hanks's
work in Supermen! The First Wave of Comic Book Heroes 1936 - 1941, edited by Greg Sadowski
and published by Fantagraphics Books, and in Art Out of Time: Unknown Comics Visionaries,
1900 - 1969, edited by Dan Nadel and published by Abrams. The entirety of Fletcher Hanks's
work is reprinted in Turn Loose Our Death Rays and Kill Them All!, edited by Paul Karasik and
published by Fantagraphics.

Leopard Women of Venus is inspired by the previously mentioned six page story from
Fantastic #3. You don’t need to read that story to enjoy this book but we urge you to read it

anyway because it is amazing.




Chapter 1. Weleome to Venus

While Venus is over 4 billion years old, almost nothing is known of its history before humans first
arrived. Occasionally an impossibly ancient artifact surfaces, hinting at a civilization predating
humankind. Nothing is known about these hypothetical Venusians. Unfortunately, Venus’s
current inhabitants are too preoccupied fighting for survival to devote time or energy to
archaeological study.

What follows is an overview of Venus’s recent history, as known by the human population’s
educated members.

THE FUTURE!

Humanity has spread out toward the stars, transforming and colonizing planets across the galaxy,
but has never forgotten where it came from. Though Earth is past its prime and overcrowded, it is
still home to billions of humans. Most humans have moved past the concept of “religion,”
embracing instead concepts like “science” or “substance abuse.” Still, if one knows where to look,
true believers can be found.

One hundred and fifty years ago a man named Booker “Bible” Briggs united the fringe-dwelling
religionists of New America City and forged them into a movement. Briggs wanted nothing less
than a Great Awakening, a return to a Biblical society, and an end to secular authority. Despite his
best efforts, Briggs found himself unable to make a difference. Society was too decadent. His only
hope, he realized, was leaving Earth and building a true God-fearing utopia elsewhere.

Bible Briggs had access to a rocketship, the Napier—an older model, incapable of leaving the solar
system. The Moon was heavily colonized and Mars was ruled by the science-criminal Skomabh, so
Briggs turned his attention to Venus. In those days no human could set foot on Venus, thanks to
the intense pressure, extreme heat, and poisonous atmosphere. But one of Briggs’s most ardent
followers, an inventor named Spando Polanski, insisted he could change all that.

Spando Polanski had long felt rejected by the scientific establishment. He proclaimed that he had
a mandate from God to transform the sweltering deserts of Venus into a lush paradise. He would
do this, he explained, with his Bio-Ray Device. Some of Briggs’ followers suggested that the Bio-
Ray Device needed more testing. Briggs insisted that this adherence to “the scientific method”
showed a distinct lack of faith; they must trust in God to provide. Around that same time Bible
Briggs’s political activities—which blurred the line between “protest” and “terrorism”—attracted

the attention of the authorities, which likely encouraged him to step up his timetable.




PILGRIMS’ PROGRESS

One hundred and forty-five years ago the Pilgrims, as Briggs and his followers became known, set
out for Venus aboard the Napier. Like their spiritual forefathers from centuries earlier, they
intended to build a paradise in the New World’s “savage wastelands”—and, like those long-ago

Pilgrims, they were in for a massive disappointment.

After a long and grueling voyage, the Pilgrims arrived in orbit around Venus. The Bio-Ray Device
would take time to work and would require a tremendous amount of energy. Fortunately (or, as
Briggs would say, as a sign of God’s plan), Venus was rich in Compound-N, a rare substance that
would provide enough energy to transform a dozen planets. The Pilgrims sent a team of robots
down to the planet’s surface. These robots had been specially designed by Spando Polanski to
function in Venus’s harsh climate. They set to work excavating Compound-N. When they had
amassed a sufficient supply, they loaded it into the Energy Conversion Chamber and activated the
Bio-Ray Device.

For weeks the Device bathed the planet’s surface in its eerie purple rays, until Venus was capable
of supporting human life. The temperature dropped. Plants sprang up and converted the
atmosphere’s carbon dioxide into oxygen. The Pilgrims sent down a small craft containing
animals they brought with them. An ecosystem began to form.

Though the transformation was incomplete, the Pilgrims had been confined in their rocket for
months and were eager to set foot on their new home’s soil. After they landed, they ate a
celebratory meal. Bible Briggs declared they would feast again on this day, every year, in memory
of their arrival at their new home. Then he blew up the Napier, because his people would never
have any reason to leave.

No one knows exactly why it all went wrong. Most likely Spando Polanski failed to account for the
effects of Compound-N—an unstable, unpredictable, and untrustworthy substance. While it
powered the Bio-Ray Device, it also subverted it, warping its effects, creating changes far beyond
those intended. Or perhaps Polanski simply programmed the Bio-Ray Device incorrectly in the first
place; he had never received any formal scientific training, after all. Or maybe it was all God’s will.

The changes were small at first. Shortly before the first anniversary of the Pilgrims' arrival, a cow
with six rows of pointy teeth devoured a child. Then, the killer chickens took to the air. Lions began

breathing fire. Bible Briggs ordered the Bio-Ray Device turned off but the changes continued.
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THE GREAT SCHISM
No longer a desert, Venus had become a sweltering jungle, a wet nightmarish landscape filled with

incalculable dangers. Morale was low, but Spando Polanski offered a solution—in his explorations
he had discovered a vast underground cavern system. The caverns offered shelter from the
extreme heat, unpredictable weather, and vicious creatures of the surface world. He proposed that
the community build a permanent settlement in the caverns as soon as possible.

Bible Briggs rejected the idea. He knew his people blamed him for their misfortune, so he passed
the blame onto Polanski. If Polanski had only programmed the Bio-Ray Device correctly, he said,
they would be living in a natural paradise, a new Eden. There was no way he would take Polanski's
advice now, especially when it meant retreating belowground.

Polanski had been Briggs’s most devoted follower. Now that his leader had turned on him,
Polanski grew furious. He denounced Briggs as a false prophet, claiming that God was punishing
them all for Briggs’s sins, and gathered his own followers. Within a week, the Pilgrim community
had split in two. Roughly half stayed on the surface, while the other half went below ground.

The settlers above ground began work on a city. They called it Otram, a name that came to Briggs
in a dream. Briggs boasted it would someday be the mightiest, most beautiful city in the galaxy.
Every day his followers labored, through miserable weather and frequent beast attacks, to make
this dream a reality. Others, disgusted with Briggs’s leadership, set off into the Jungle or
mountains, to make their own settlements. Most of these splinter groups did not survive long.

Polanski’s followers, meanwhile, had discovered life was much more pleasant underground. The
caverns were open, airy, and almost comfortable. Veins of Compound-N in the rocks provided
natural luminescence. There were pools of clean water and few predators.

Polanski set up a lab and got to work finding ways to help his people. He modified five of his
robots into Science Robots—capable of independent thought and programmed with extensive
scientific knowledge, so they could aid his work. With their help, Polanski gifted his people with
all the comforts that science could provide.

Everything went smoothly until the Compound-N poisoning set in, manifesting mainly as
paranoia with occasional psychosis. Because Polanski worked so closely with the strange
substance, he underwent a radical transformation. His head swelled to enormous size, until he
was confined to a chair with a head brace. He continued to work but relied more and more on his
Science Robots.

On the surface Bible Briggs continued to lead the people of Otram, until his sudden and
unexpected death of a heart attack while ministering to six young female followers in various
stages of undress. His death launched a power struggle which soon turned bloody. After weeks of

carnage, Bible Briggs’s son Barnabus emerged as Otram’s ruler. Barnabus did not share his
father’s belief in the Bible and old-Earth Christianity—in his view, this harsh new world needed




harsh new rules. However, he realized that he could exploit the colonists’ religious beliefs as a tool
of societal control. Barnabus conspired with his smarter, younger brother Benedictine. Over the
course of a week, fueled by ambition and moonshine, they created the Revelation of the Blood of
Briggs (more commonly called the Briggs Bible). This new Bible was loosely based on the original,
excising the parts about charity, humility, and forgiveness, replacing them with screeds about
personal ascendancy, blood ancestry, and the rule of strength. The Briggs family featured
prominently in this new Bible, presented as a messianic bloodline.

The brothers revealed the new “Word of God” to the people of Otram, who were broken,
demoralized, and eager for purpose and (more importantly) someone to blame for their
misfortunes. Barnabus surprised both the gathered crowd and his brother when he took up his
hammer and struck Benedictine’s head from his shoulders. Anointing himself and the crowd with
the “holy blood of the first and most gracious sacrifice,” Barnabus Briggs rallied his people around
a common goal: killing the heretic Polanski and his followers.

WAR!

The trackers of Otram soon located Polanski and his cave-dwellers, and Barnabus Briggs wasted
no time in attacking. Polanski’s Security Robots repelled the first attack, but not before surface-
dwellers invaded the laboratory. Polanski himself was mortally injured. The Science Robots acted
swiftly, removing Polanski’s brain and uploading his consciousness into a supercomputer.
Though the mind of Spando Polanski technically lived on, it was now too preoccupied with larger
concerns to provide leadership. The Science Robots announced Polanski’s death and assumed full
authority over the Caverns.

Over the next few months, the surface-dwellers continued attacking the Caverns. The Security
Robots were able to hold them off, but casualties were rising. The Science Robots reassessed their
situation. They were programmed to defend the humans in the Caverns and, they decided, this
would be easier if the humans were subservient to the Science Robot’s will. By carefully deploying
addictive drugs and behavior modification techniques, the Science Robots rapidly rendered the
human population docile.

What they needed now was a superior fighting force. The first experiments in applying
Compound-N to human subjects yielded nothing but grotesque abominations. It was a human
scientist, Barbara-Sue Fletcher, who made the breakthrough discovery. By combining surgical
procedures, irradiated leopard blood, and small doses of Compound-N, she believed she could
create super-soldiers. The Science Robots were skeptical but allowed her to become the first test
subject for her procedure. The procedure worked better than anyone anticipated and Barbara-Sue

became the first Leopard Woman.




The process made Barbara-Sue stronger, faster, and more savage, and empowered her with a type
of bio-energy later called “prana,” which she could now broadcast through a specially-designed
helmet. Unfortunately, the procedure also wiped her memory—she no longer recognized any of
her friends, remembering only her loyalty to the Caverns. The Science Robots saw this as a bonus.
They immediately began producing Leopard Women.

The Leopard Women, armed with comet-fire helmets and riding flying saurians, met the surface-
dwellers’ next attack. With Barbara-Sue as their captain, the Leopard Women not only defeated
the attackers but slaughtered them, ripping them to pieces and then incinerating the pieces. Still
drenched in their attackers’ blood, the Leopard Women stalked them back to Otram. They
ravaged the city, killing ten Otramites for every cave-dweller who had died in the attacks. They
murdered men, women, and children, leaving their bodies to rot in the streets. They blew up
buildings and set fire to the Governor’s Mansion. Then they returned to the Caverns.

Soon afterwards, Barnabus Briggs called off his war.

PAX VENUSINUS

While tensions remained high, representatives from the two societies negotiated peace. According
to their new agreement, the people of Otram would stay away from the Caverns and the people of
the Caverns would keep out of Otram. Both sides hoped to have nothing to do with each other
ever again.

The people of Otram still needed a target for their hate, so Barnabus Briggs declared war against
the dozen splinter communities. The Otramites gleefully slaughtered these “outsiders”,
until only two other human settlements remained: Avrok and Palna.

The ophiophilistic Avrokians had learned to hide in the Jungle and
elude Otram’s scouts, while the superstitious Palnans possessed
technology advanced enough to keep Otram at bay.

Before the bloodshed among the settlements could
intensify, a new wave of terror swept out of the
Jungle. Giant Spiders began attacking all four
human communities. This was something
new; in the past, the monsters of Venus had
been savage but mindless, lashing out like
beasts. The Giant Spiders, though,
attacked with purpose, targeting the
human communities’ most
vulnerable positions.




Soon humans learned the Giant Spiders received their orders from the Hideous Spider Priests,
who in turn served Webra the Spider Queen. Webra did not discriminate among the different
settlements—she wanted to raze them all, claiming all surviving humans as her subjects.

With these fresh horrors dedicated to their annihilation, humans could no longer afford to war
against one another. Though it pained them to do so, the leaders of the Caverns, Otram, Avrok,
and Palna met and signed the Great Human Treaty. As with the earlier agreement between Otram
and the Caverns, the societies pledged mutual non-aggression, but this time they also agreed to
collaborate against joint threats.

The next time the Giant Spiders came, the combined might of the Leopard Women and Otram’s
Berserker Brigade wiped them out. More Spiders came, more battles were waged, until the human
forces finally repelled the Spiders’ onslaught driving them back into the Jungle.

AND So...

More than 40 years have passed since the Great Human Treaty was signed. In that time it has
been tested but never openly violated. The human colonies maintain regular communication, and
each colony sends delegates to the recently-formed Humanoid Coalition. This does not mean,
however, that the old animosities have died out—each faction continues to hate and distrust the
others. This distrust is well-founded, since each society still plots against the others. The only
thing keeping the Treaty intact is the simple fact that life on Venus is horrible.

Despite the Treaty, cultural differences have intensified. The people of Otram have grown more
and more savage, battling against the inhuman beasts in the wilderness and each other, and losing
most of the science and learning they brought to Venus. The Science Robots’ society in the
Caverns has grown more rigid and repressive, as new generations are indoctrinated into the caste
system from birth. The people of Palna’s belief systems have gotten ever more labyrinthine and
demanding. The Avrokians, meanwhile, have grown sybaritic as they distance themselves from
humanity.

Monsters overrun the planet. Webra and her Hideous Spider Priests continue to plot and scheme.
New and terrible threats arrive from space and sometimes from deep within the planet itself. In
the midst of all this chaos, fighting to stay alive is a full-time struggle for all the people of Venus.

WELCOME TO VENUS!

Venus is a savage, primordial planet, with only a few small pockets of civilization (or what passes
for it) carved out by human settlers. The vast majority of Venus remains unexplored, and no
human settlement is more than a couple of days travel from another. This close proximity to
bitter rivals and enemies doubtless contributes to the violence and animosity between the

different factions.




Venus is a hot, moist planet—a tropical hell. Temperatures rarely drop below 80°, even at night,
and often reach 120° in the nastiest places. Dense jungles cover most of the surface of Venus.
There are no known oceans, but there are numerous lakes and rivers scattered across the rolling
landscape, leading to fetid swamps in the lower areas. The people of the Caverns and Palna retreat
from the heat in their caves and tunnels and the jungle folk of Avrok run around half-naked,
while the oppressive heat just makes the people of Otram all the meaner.

The rotation and orbit of Venus is quite different from Earth’s. A Venusian year lasts 224 Earth
days. The Venusian day, however, lasts approximately 112 Earth days. So, within one year, the sun
rises and sets only twice. That’s 1,344 hours of withering, tropical heat as the sun travels west to
east in the pale lavender sky, followed by 1,344 hours of jungle night, haunted by primordial
beasts. The human settlers have adapted to this new environment with no small difficulty.

Venus is seismically active, and venusquakes are a constant threat to the Cavern folk. Only constant
vigilance and strict repair schedules keep the tunnels stable. Most of the Venusian landscape is given
over to massive basalt mountains and rolling hills. The only large, flat areas are atop the occasional
ancient mesa or plateau. Dozens of volcanoes dot the planetary surface, though many are inactive.
The mineral-rich, volcanic soil of Venus is extremely fertile and hundreds of thousands of varieties
of plants and fungi thrive in the swamps and jungles. Crops and orchards would grow well here, if
any of the human civilizations were prone to farming (they are not).

Much of Venus remains unexplored—Venusian maps are filled with the disjointed reports and
confused scribblings of lone explorers, many of whom were insane upon their return. One can
only speculate upon the veracity of their bold claims. Far to the south lies a vast ocean, not of
water, but of tar. Its black, toxic tides wash up on shores of shattered bone, or so says “Malisonic”
Molly-Bethany, an unfortunate Leopard Woman scout. To the north, reports Otram's Big Red
Jackson, lie ancient, shattered cities that seemingly predate the Napier, filled with stone
monuments carved into hideous and uncanny forms not unlike men. To the east, according to
Palnan cartographer Jakob Easterlindt, rises Lucifer Ridge. This line of jagged volcanoes
constantly spews fountains of lava that flow into glowing red rivers, carving the scorched
Venusian land with weird geometric patterns. Far into the western forest, the uniformly-insane
Weirdharrow tribe of Avrok reports, dwell trees that walk like men and whisper the names of
ghosts from outer space.

Very few people believe these sorts of things—but that hasn't kept the brave, the bold, and the

foolish from setting out to find the truth for themselves.
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Chapter 2: The World B8elow

In the Caverns, peace is found,

All happy folk live underground!

Surfacers toil their lives away,

Burning in the light of day.

Otram folk are unhappy slaves,

I'm lucky to live here in these caves!

-Traditional Cavern work song, author unknown

THE CAVERNS

When Spando Polanski colonized the Caverns, he divided them into clearly defined sections:
Sleeping Caverns, Feeding Caverns, Recreation Caverns, Procreation Caverns, and Experimental
Caverns. Polanski's lab is located in the Experimental Caverns, as is the Surgery Cave where
Leopard Women are created. Since Polanski's time, the human population has greatly increased,
so more and more sections have been added. Now the inhabited areas of the Caverns are divided
into a section-numbered grid. A Cavern citizen would say, for example, that they hail from Cave
17 in Tunnel 229.

The tunnels of the Caverns vary wildly in appearance. Some areas are nearly deserted, containing
only rocks, moss, and the occasional puddle, while others contain hundreds of citizens and boast
gleaming metal corridors and large public squares. There is artificial lighting and air purification
throughout the Caverns.

The Caverns themselves are a winding labyrinth extending miles beneath the surface. Not even
the Science Robots have mapped all of the complex’s twisting branches.

CAVERN CASTES
Humans in the Caverns live much like ants. When the Science Robots assumed rule, they

established a rigid caste system. Whenever a Cavern-born human reaches 6 years of age, the
Science Robots conduct a number of medical, social, and psychological tests to assign them a
caste. Training and education begins immediately and the human will, in most cases, remain in
that caste for life. Everyone has a job and knows their place in society. Under the Science Robots’
guidance, Cavern society runs as smoothly as precision machinery.

Atop the caste system sit the Science Robots. Polanski technically outranks them but, since his
cybernetic consciousness is uninterested in day-to-day operations, the Robots bear the burden of
absolute leadership. The Science Robots dictate their orders to the Administrators (scientists,
engineers, tacticians, and others who perform intellectual, emotionally detached jobs) who make

sure the lower castes complete their assigned tasks.




Beneath the Administrators sits the Warrior caste: soldiers who defend the Cavern from mundane
enemies, Rangers who scour the jungles for food and game, and Hunters who patrol the Caverns’
deeper tunnels and kill wayward mutants and other beasts. Warriors are trained in all manner of
martial techniques and conditioned to be brave and loyal. Only the Leopard Women are more deadly.

Under the Warriors are the Citizens, tradesmen and skilled laborers such as weaponsmiths,
carpenters, and machinists. This caste also includes cave farmers who grow the Caverns’ food
supply (underground vegetables, fungi, and algae).

The Caverns’ lowest are Drones, unskilled laborers like miners and factory workers as well as
cleaning staff and menial office personnel. Drones work long hours for little reward, generally
ignored by the higher castes.

There are only two ways a Cavern dweller’s caste might change: becoming a Leopard Woman, or
by distinguishing themselves through service with the Humanoid Coalition (see page 60).
Obviously, only the best and the brightest are chosen as Leopard Women, so most who wish to
change their station sign up for Humanoid Coalition service.

Wishing to change caste is, in a way, questioning the Science Robots’ wisdom—and the Science
Robots do not fully endorse the Humanoid Coalition’s actions—so why do they extend this offer?
Some say that it is simply a ploy to weed out possible malcontents by sending them on suicide
missions, but those are probably seditious Fifth Column rumors.

THE FIFTH COLUMN
Not everyone is happy with their place and position under the Science Robots’ benevolent

leadership. These malcontents form a secret society known as the Fifth Column. These anarchists
covertly sow discord and sedition among the happy Cavern citizens via propaganda and
disinformation. The Fifth Column also bombs administrative chambers, burglarizes armories and
laboratories, and commits other acts of terrorism and espionage.

Few people outside of the Fifth Column's inner circle know that they’re secretly funded by Otram.
Briggs's agents funnel weapons and equipment to Fifth Columnists. In exchange, members of the
Column weaken Cavern society from inside and provide Otram with valuable intelligence.
Rooting out Fifth Column members is one of the Leopard Women’s most important duties.

LEOPARD WOMEN
Now and again, a Cavern-born woman shows unusual courage, resourcefulness, and

independence. Such individuals may be chosen by the Science Robots to become Leopard
Women! These elite warriors may be recruited from any caste. Chosen humans are brought to the
Operating Cave in the Experimental Caverns and subjected to a mixture of Compound-N and

irradiated leopard blood.




The Leopard Women of Venus are a study in contradictions. Though they are, by nature, fiercely
independent, they are loyal to their Science Robot masters. While fierce warriors, they are warm
and friendly to one another. While almost bestial in combat, they are often highly intelligent.

The transformation process makes subjects harder, better, faster, and stronger, but it also causes
Leopard Women to forget most of their previous lives. Foggy memories occasionally filter back in
dreams or during times of stress or excitement. While their former family is supposed to cease all
association, occasionally there is drama and other unpleasantness. Leopard Women exist totally
outside of the caste system. They take orders directly from the Science Robots and, occasionally,
their designated representatives among the Administrators.

Leopard Women sleep for 3-6 hours at a time (humans on Venus generally still live on an Earth
schedule, treating each 24 hour period as a day) and eat mostly raw meat. When they are not
eating or sleeping, they are training or on assignment. Leopard Women train for hours each day
to hone their skills so they can effectively protect the Caverns.

Leopard Women’s tremendous abilities do not come cheap. By harnessing their bodies’ innate
prana, Leopard Women burn themselves out quickly—no Leopard Woman has lived past 50.

FLYING SAURIANS
Next to the Leopard Women, the Flying Saurians are the Caverns’ biological experimentation

program’s greatest achievement. In fact, every other attempt to use Compound-N to spark helpful
adaptations has ended in disaster and massive loss of life. Careful
administration of Compound-N and decades of breeding resulted in an

extremely durable, useful, and loyal beast.

These reptilian creatures have long, slender bodies, gangly limbs, tapering
tails, and disturbingly expressive faces. The strange chemical
compounds in their blood allow them to tap into the planet's
magnetic field, enabling aerial and even space flight.

The Flying Saurians serve as Leopard Women’s elite mounts. Each
Saurian is strong enough to carry a single person. A Leopard Woman
typically stands upright on the Saurian's back with one foot on either
side of the ridge that runs down the creature's spine. Flying Saurians can
survive the rigors of outer space, and their psychic link allows them to
extend this protection to their riders.

As soon as a woman becomes a Leopard Woman, she forms a
psychic link with the Flying Saurian pack. Leopard Women and
Saurians spend a great deal of time together, getting to know each
other and strengthening the power of their bonds. With training, a
Leopard Woman can mentally summon a Flying Saurian.







THE SCIENCE ROBOTS
The Science Robots labor night and day to keep life in the Caverns running smoothly. They are

often seen walking through the Caverns, individually and in a group. They generally keep far
away from the surface and are always attended by guards—usually human guards, but sometimes
Guard Robots, identical to the Science Robots but possessing only limited intelligence.

There are five Science Robots. Spando Polanski referred to each of them by color: Blue, Green,
Indigo, Orange, and Violet. The Science Robots fill all five seats of the Ruling Council of the
Caverns. Though the Science Robots are, in theory, equal, the others tend to defer to Orange in
times of crisis. Orange is the most decisive, a fact indicating that the Robots have different
personalities. No human living in the Caverns could tell you what those differences are. To them,
the Science Robots are the cold, hollow voice of unquestionable authority.

Given the Science Robots have different personalities, it stands to reason they must disagree on
some matters. Perhaps they even argue. If so, they do it behind closed doors. When making
important decisions, the Science Robots meet in the Planning Cave, locked away behind heavy
titanium doors and always guarded by Leopard Women, Guard Robots, and Flying Saurians.
Rumor has it that inside the Planning Cave is a giant board covered in notes and labeled "The
Master Plan" but no organic lifeform has ever read from this board and lived to tell about it.

Subversive elements view the Science Robots as evil oppressors who devalue human life. While
the evidence indicates the Science Robots hold the human species in low esteem, they are
programmed to defend the human Cavern-dwellers at all costs. In every action, the Science
Robots must consider the impact on their human charges. Spando Polanski included complicated
ethical calculus in the Science Robots’ programming, allowing them to sacrifice individuals for the
society’s greater good. They are capable of ordering the execution of traitors, sending agents on
dangerous missions, and performing experiments on living humans, but they could never kill a
Cavern-dwelling human without sufficient reason. The Science Robots must consider the
humans' lives and physical well-being but, for whatever reason, Polanski did not include specific
instructions regarding civil liberties. The Science Robots learned long ago that freedoms only get
in the way.

When not governing, the Science Robots spend their time in the Experimental Caverns.

FARTHER BELOW
Deep, deep down in the Caverns, far below the Leopard Women's barracks, lurks another

intelligent race: the Moglugs. The Moglugs’ origins are shrouded in mystery, but it seems likely
they were originally mutated humans banished from the Caverns. Moglug bodies vary wildly;
centuries of Compound-N exposure transformed them into mutants without predictable
characteristics. Some walk like humans, while others slither like snakes, crawl on dozens of legs,

roll like balls, or fly on leathery wings.




The Moglugs live in seclusion, feeding on worms and insects and passing the days whispering
strange philosophies and seditious schemes. Occasionally they send a scouting party to spy on the
inhabitants of the upper caverns. They hate the humans infesting the Caverns with cold but
undying passion, and patiently await the day they can claim Venus as their own.

The Caverns Core Values: Service, Duty, Loyalty

WHAT Do THEY THINK ABoUT THE OTHER FACTIONS?

e Otram - Homicidal lunatics obsessed with the nearly-illiterate drivel they call their “holy
scriptures”—their excuse for antisocial attitudes and violence. Their entire society is toxic.
When the Science Robots seize Otram, they will have to rebuild everything from the ground up.

e Palna - Potentially a functional society, if they could jettison their superstitious nonsense and
recognize that no magical man in the sky will save them. Instead, they should swear their
loyalty to the Science Robots, who will reorder their society along more rational lines.

® Avrok - No recognizable culture, just people almost absent the trappings of civilization. They
are a blank slate and could effectively be re-educated, if only they would accept the Science
Robots’ generous patronage.




WHD's WHO IN THE CAVERNS

Cartmel Overton - Head auditor of Leopard Woman bio-conversion recommendations.

Bethany-Anne Malkovich - State-sponsored pop-star promoting the joys of social
conformity and good citizenship.

Lilah Frazetta - Guerilla artist, rabble rouser, and suspected Fifth-Columnist.
Alvin Sprugg - Shapeshifting Moglug spy posing as a janitor in the administrative complex.

Doris-Jean Takashi - Chief researcher in the Significantly Advanced Science department. A
wizard of notable power.

Jonah Jupiter - Arch-Captain of the Hunters. Starting to harbor doubts about the Science
Robot’s leadership.

Glorando Hyacinth - Charismatic propagandist who unveils the Science Robots’ latest edicts
with a smile.

Rebecca-Elaine - Captain of the Leopard Women, recently promoted when her predecessor
died unexpectedly. Still adjusting to her role’s expectations and responsibilities.

c SIGHTS AND S0UNDS IN THE CRAVERNS

1.

A creche attendant takes a group of children to visit the great bronze statue of Spando
Polanski in Responsible Citizen Square

A smiling blonde woman on one of the giant public tele-screens announces that it’s time for
the daily Loyalty Song.

A dirt-caked group of mushroom farmers wheel over today’s harvest for examination by a
disapproving auditor.

A small kiosk sells officially licensed wind-up toy Science Robots.

The crowded corridor parts to make way for a pack of bloodied but stern-looking Leopard
Women, coming back from some official mission.

An office worker on their lunch break surreptitiously reads a Forecastle J. MacBeth (see page
57) comic behind an accounting software manual.

A dissident spray-paints “DOWN WITH ROBOTS” over a video screen before being accosted
by armed police officers.




10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

A group of Rangers in their ghillie suits hauls a dangerous jungle beast in a rickety wheeled
cage, on their way to cash in a bounty.

An ever-growing queue outside a public coffee kiosk stretches halfway down the passageway.

A team of steely-eyed maintenance workers repair a collapsed tunnel wall under the critical
eye of an auditor.

Three black-cloaked Hunters sit on a bench and quietly discuss evidence of Spider signs in the
Moglug tunnels.

A friendly apothecary robot offers vitamins, Benzedrine, and antidepressants to any citizen
who asks.

A giant public tele-screen plays the grainy black-and-white music video for Bethany-Anne
Malkovich’s new song “Conformity Love (Is the Best Love).”

A massive subterranean chamber, larger than a soccer pitch, with vaulted ceilings shrouded in smog.

A broad, winding passageway between two larger caverns, with numerous service kiosks
along each side of the corridor.

An almost spherical, multi-tiered cavern with stacks upon stacks of citizen apartments,
connected by stone bridges and clustered around a central fountain.

A power-plant harnessing geothermal heat from fissures deep within the caverns. Guards
keep a constant watch on the fissures, ever-alert for whatever might crawl out from the heart
of Venus.

Technicians swap out hundreds of vacuum tubes in one of the district’s massive computer banks.
People in masks report to work in a tunnel that has recently filled with poison gas.

Guard robots grab citizens from a corridor, seemingly at random, and take them in for

questioning.




Chapter 3: The World above

Our enemies are coming, coming here to tear us apart and eat us all. But we are not afraid. We are
not afraid! We are Otram! We are Otram and we are strong! We are the strongest! And we will
conquer our enemies and we will kill them all, because we are Otram! OTRAM! OTRAM!
-Speech given by Briggs, shortly before a battle with the Giant Spiders

OTRAM

Otram, with its thousands of inhabitants, is Venus’s largest human settlement. Its wall is high and
thick enough to keep the city’s many enemies at bay. The soldiers of Otram provide most of the
city’s food by hunting, though there are small pockets of agriculture throughout the city. Food is
scarce enough that most Otramites eat whatever they can get their hands on, sometimes even
resorting to cannibalism. While food is limited, Otramites are never short on weapons; every
citizen is prepared to defend themselves at a moment’s notice.

Otram is ruled by a king known as Briggs, a large, brutal man possibly descended from Bible
Briggs. While his people fight for scraps of food Briggs, resplendent in his Mansion, dines on
High Earth cuisine like the fabled cheese coney.

The most prominent features in the city are the Barracks, Slums, Arena, and the King’s Mansion.

The Barracks are where Otram’s soldiers live. Given Otram’s militaristic culture, most of the
city’s able-bodied young people are soldiers. The Barracks are located near the heart of the city,
the area least damaged over the decades. These were once hospitals, libraries, and offices, but now
are all living quarters. The most comfortable quarters go to the army’s elite, the Riflemen, who are
trained in the use of laser rifles, Otram’s greatest weapon. The Riflemen’s dwindling supply of
laser rifles is guarded with religious zeal. Other soldiers have less comfortable dwellings, but all
soldiers at least live in quarters that provide protection from the elements.

The Slums house Otram’s remaining citizens: builders, healers, merchants, farmers, mothers,
children, the elderly—anyone who is not a soldier. The Slums are farther from the center and
closer to the wall, in areas that have been burned down, rebuilt, and torn down again over the
turbulent decades of Otram’s history. Some city blocks are little more than rubble. The people of
the Slums bargain, cheat, trick, and fight for the least-damaged real estate. Marketplaces
frequently pop up in the Slums, where nearly anything can be bought for the right price.

The Arena houses gladiatorial contests. Participants are generally criminals or prisoners of war,
but occasionally an Otramite volunteers—a good way for a soldier to prove their fighting prowess
and rise through the ranks. The Arena is Otram’s main venue for entertainment; in particular the

crowds come out to see warriors battle giant mutant beasts brought in from outside the city.




The King’s Mansion has been heavily fortified over the years. It houses Briggs, his wives and
offspring, the King’s Guard, the Revelators, and the Machinists.

Briggs often consults his advisers, the Revelators. This council of 12 consists of loyal elders of the
Briggsian church who cast auguries and commune with the inscrutable will of God in order to
divine future actions. Though the king is born of the messianic bloodline of Briggs, he relies on the
Revelators to ensure that his laws and edicts are given the proper spiritual “oomph” to appeal to
Otram’s unwashed masses. As some of Otram’s most resourceful and well-connected citizens, the
Revelators are also responsible for running the Fifth Column efforts to destabilize the Caverns.

Otram’s culture prizes strength above all and holds science in contempt. Briggs himself publicly
dismisses thinkers as “weaklings”—education, inquisitiveness, and self-reflection only put
dangerous thoughts into a citizen’s head. But Briggs knows that it’s impossible to maintain, much
less expand, his empire without someone to repair the laser rifles and battle wagons. The
Machinists are a cabal of Otram’s most talented engineers and smiths. While they rarely engage
in research and innovation, they aren’t stupid. They are unparalleled at maintaining and
mimicking any technology they can examine. Any new tech captured from the Caverns, Palna, or
alien visitors is quickly adapted, recreated, and absorbed into Otram’s great war machine. They
would very much like to get their hands on one of Palna’s lightning cannons.

Otram Core Values: Guns, God, and Glory

WHAT 0o THEY THINK ABouUT THE OTHER FRACTIONS ?

e The Caverns - Disgusting. Make-believe warriors hiding behind scientific trickery—little
more than slaves of their robot masters. They have no idea what it is to be free.

e Palna - They have lightning guns, which are cool. Other than that, they’re uptight,
superstitious lunatics, always ranting about their stupid “Stardust”—a fake god and probably
a total loser compared to Briggs.

® Avrok - Drug-addicted, weak-minded, snake-loving savages. Still, they throw good parties

and live life on their own terms. You have to respect that.
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WHo's WHo IN OTRAM

Attikus Salt - Leathery old Revelator, secretly plotting a splinter sect based on Benedictine
Briggs’s supposed teachings.

Bacon O’Shaughnessy - Head of wall security, starting to suspect that the wall is an
ultimately useless symbol incapable of repelling a concentrated assault.

Cagliostro Snagg - High Castigator of a secret cabal of Satanists.
Grug Throgug - War captain of the Berserker Brigade, fanatically loyal to Briggs.

“Wild Game” Jack Tungsten - Trophy hunter, motivational speaker, and Head Honcho of
the Trappers.

Tabitha Gorechutz - A meat smuggler who procures “pork roasts” of questionable origin.

Big Red Jackson - A level-headed lumberjack who values law and order and routinely settles
disputes with his fists.

Doc Carotid - Cheerful old grifter who sells toxic medicines and widely shares bad health advice.

c SIGHTS AND SouNDs IN OTRAM

1.

The public flogging of a man accused of eating his neighbors.

An impromptu rugby match of unusual violence (even for rugby) breaks out in the public
market square.

A local gunsmith promotes his new line of handguns for toddlers.
In the central square, a soldier is publicly branded for cowardice.

A group of hunters in blaze orange sit on a stone bench, pass a bottle back and forth, and talk
about the giant Toothbeast they each almost caught.

A trainer leads a group of burly joggers down a muddy road, alternately shouting
encouragement and invectives.

Three men kick another man to death for having the naked audacity to read a book.




10.

11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

Two men in long black coats covertly share cryptic (possibly Satanic) hand signs.

A preacher-man performs a public baptism, submerging a pock-faced youth in a trough of
water “in the name of Briggs.”

A butcher uses a massive and well-loved cleaver to chop some lurid jungle monster’s tentacles
into meal-sized portions. He wipes the back of his hand across his grimy brow and sighs
contentedly.

Two Riflemen with elaborately-decorated laser guns pass a flask back and forth as they
nervously discuss rumors of Giant Spiders testing the southern walls.

A group of guards roughly questions a man, asking him a series of more and more esoteric
questions, determining if he’s a citizen or a Cavern spy.

A crowd gathers as two women outside a tavern are having a drinking contest... to the death!

Low stone buildings, very few over two-stories tall, hunched along muddy, poorly maintained
streets with virtually no planning to their layout or design.

A massive (30’) city wall patrolled by hard-faced guards while venom-boys recoat the
defensive spikes with fresh poison.

A man bites his lip while punching himself in the groin, over and over, to prove he can.
A group of young men make an old woman grovel in the mud for scraps of meat.

A gang of orphans sneak inside a shack, to steal food from revelers who passed out after
drinking too much moonshine.

A beloved gladiator stabs an adoring fan who gets too close.

Briggs’s body-double walks the streets, greeting “his” people.







AvVROK

Slink slink slither slither,
Wakka-dakka-do.

Hiss hiss, baby,

I do my snake dance for you.
-Traditional Avrok courtship song

The people of Avrok live deep in the Jungle, far beyond the other human settlements. Avrok itself
is a sprawling and hazily-defined area of land, with the only human-made structures located high
in the trees. Hidden among the branches are hundreds of rickety huts, connected by webs of rope
bridges. Despite having less advanced technology than Otram, Avrokians are significantly less
likely to murder one another for sport, being a stable society bound by custom and ritual.

Avrokians still speak their forebears’ English and can easily communicate with the other human
factions but, internally, use an impenetrable dialect. The vocabulary is limited, conveying meaning
through rhythm and inflection, the mellifluous cadences evoking music more than speech.

After years of jungle living, the Avrokians are Venus’s unparalleled botanists and herbalists.
Avrokians allegedly know how to make a hundred different healing elixirs, and ten times that
many poisons. In addition to elixirs and poisons, the Avrokians have conducted extensive
experiments into the effects of psychoactive and hallucinogenic substances. This is mandatory
among the shamans but common among the populace; in fact, it is not uncommon for whole
families to be devoured by wandering beasts while “communing with the spirits” and oblivious to
their surroundings.

Their lore goes beyond plants—Avrok’s shamans spend hours meditating, communing with the
jungle spirits. Some of them are able to draw on the land’s eerie energies and harness these forces
with their will.

Many young, fit members of the community work as Harvesters, gathering edible jungle plants.
Everyone is expected to contribute to collective survival. Those who are sick or infirm are still
given a voice, and are tended by the able-bodied. The Avrokians place great emphasis on their
elders” wisdom; according to the average Avrokian, elders lead their community. In practice, the
elders are often senile, chemically altered by powerful hallucinogens, and prone to issuing cryptic
and ambiguous edicts (“The bird that flies in winter, must sleep in the summer. So it is with the
soul.”) that create more confusion than enlightenment, leaving the people of Avrok to do
whatever they think is best.

The Avrokians strive to live in harmony with the Jungle. This is impossible, since the Jungle is
hostile to human life, but despite this they have formed an unbreakable bond with the enormous

purple snakes they call Lorbats. Avrokians protect, feed, and care for Lorbats, and are taught from




birth to love and respect them. At 17, each Avrokian undergoes a ceremonial passage to
adulthood. At the culmination of the ritual, the Avrokian seeks out a Lorbat and feeds it a special
paste, driving it into a sexual frenzy. The young Avrokian then engages in sexual intercourse with
the Lorbat. The Avrokians eagerly await the day that this process produces half-human, half-
snake offspring. So far this has not happened.

Though Lorbats are extremely poisonous, most Avrokians are immune. Humans and snakes fight
side by side defending their territory. To date, successfully—Webra the Spider Queen has never
made any inroads into their land, despite dozens of attempts.

Avrok Core Values: Freedom, Pleasure, Transcendence

WHAT 0o THEY THINK ABouUT THE OTHER FACTIONS ¢

e The Caverns - The Caverns’ people understand community’s importance—while they may
do terrible things, they still deserve pity as they are ruled over by soulless machines.
Remember, it’s not their fault; they need help finding a better path.

e Otram - The people of Otram have forgotten the connection we all share, the debt that every
living being owes to every other living being. They believe that we are all alone in life and
because of this, they can never know peace or be trusted.

e Palna - Deeply unpleasant. They lock their minds in boxes and refuse to let their true selves
out. They defy the spirit of Life Itself and spit in the face of Nature.

WHo's WHo IN AVROK

e Moon River Hendrickson - Would-be mystic who claims to be the first-and-only human-
Lorbat hybrid.

e Freedom Mountain Slingerland - Eager young warrior who advocates for a first-strike attack
against the Giant Spiders, despite the advice of his elders. Has a growing number of youths
who support him.

e Hickory Dove Peterson - A powerful shaman who claims to have learned the secrets of jungle
magic from Fantomah herself.

e Hissstopher - A crafty old Lorbat who speaks like a man! Politely disapproves of this whole
“sex with snakes” thing.




Sativa Star Mikkelsen - An exceptionally gifted young dancer whose movements allegedly
tame even the Jungle’s savage beasts.

Eagle Child Sunshine - A crafty old herbalist whose psychoactive concoctions are said to
open the gateways to the Overworld.

Sparkledew Honeyfeather - The greatest warrior of his generation, nicknamed “Death
Walking on Two Feet.” Spends most of his time alone in quiet meditation.

Rainbow Ferguson - Ancient wise-woman who is usually sleeping, hallucinating, or babbling
in cryptic riddlespeak.

SIGHTS AND S0UNDS IN AVROK

1.

10.

A drum circle with frantic bongo music and unintelligible singing.
An eager young groom painted in ritual henna designs before meeting his new Lorbat “bride.”

An old man mushes a bowl of brightly colored, psychoactive fungus into paste before
spreading it on his eyes and tongue.

Wicker huts made of woven branches, clustered around the upper branches of the sighing
Vaosula Trees, connected by rope bridges and trapezes.

A group of youths dye clothes in garish patterns using a variety of plant-based pigments.

Traders lash sacks and wicker baskets full of nuts and jungle fruits to the back of long-legged
strider-tortoises, to take to another settlement.

A shaman tends to the wounds of a young Harvester who ran afoul of a roving band of angry
ferns.

Yelps of fear and ecstasy erupt from a small, circular tent, painted in garish colors and
billowing sweet-smelling smoke.

A group of Harvesters share reports of Giant Spiders building something on the outer reaches
of AvroK’s territory. They check their bows and nervously make signs of protection.

A Lorbat of massive size casually devours a family of four. This is seen as a good omen.

. A young woman paints her face to look like a skull and announces herself as a new acolyte of

Fantomabh.




12. A group of youths weave pukka-shell friendship bracelets to give to the people of Otram when
they go to visit the city next week.

13. A young woman in a long skirt recites her 3-hour-long semi-autobiographical free-verse poem.

14. A small family home, well-hidden within the hollow trunk of a massive Garjuura tree. The
inner walls weep a nutritious sap that tastes like jasmine and opium.

15. A group of toddlers climb all over a snoozing lorbat.

16. A young Avrokian girl shows a refugee from Palna how to cross a rope bridge.

17. Harvesters club a wild rutabaga to death, as the rutabaga hisses furiously.

18. An elder addresses a gathering, and nods off in the middle of an inspirational story.

19. A Lorbat slinks off into the bushes, until a teenager grabs it by the tail and pulls it back to a
massive cuddle party.

20. A shaman gazes into a campfire and catches a glimpse of the Over-Spirits watching from the
White Room on the Other Side.

PALNA

He is the giant golden man-god.

His raiment is the color of thunderclouds,
Trimmed with the fire of a solar flare.
His eyes spark with power.

His voice is the howl of a black hole.

He will destroy you.

-Palnan "prayer" to Stardust

Palna is an isolated settlement located near the top of Mount Ootavah, the largest mountain
within 10 days’ travel of Otram. Though Webra the Spider Queen has repeatedly attempted to
invade Palna, Palna's high altitude and its inhabitants' lightning guns have thwarted her minions.

Palna’s people are simultaneously more technologically advanced and more superstitious than
Otram’s people. Exempting the Science Robots, they have preserved more of their forbearers'
technology than any other settlement on Venus. In addition to lightning guns, they possess
electric fences, dynamite, and radio transmitters. Members of Palna's scientific elite do not
understand the theories behind their technology, but possess sufficient maintenance skills to keep

their devices in good running order and repair them when needed.




Every member of Palnan society is focused on defending their home from outsiders. Everyone
takes their shift on guard duty, monitoring the radios, checking the electric fences, or hand-
cranking the lightning guns’ generators. When not occupied with defense, every aspect of their
lives is dictated by their elaborate belief system. A person's date of birth plays a larger role in
determining their occupation than any skill. Astrologers consult charts comparing the sun’s
position, the weather, the time of year, and any recent omens to advise citizens on what actions
they should take.

Omens also play a role in determining the membership of the Council of Six, Palna’s ruling body.
Appointment is for life, and when a member dies, advisors immediately locate a replacement
using an esoteric system of signs and portents. Given this method, the Council of Six has
previously included a pre-verbal child and an elderly woman in a coma—obviously, the quality of
the Council’s leadership can vary wildly. Fortunately, every time a member proves to be
egregiously unfit, and people begin questioning the advisors’ choice, that member tends to die
suddenly in an accident.

Each Palnan performs hundreds of tiny rituals (touching a door three times before opening it,
raising the left hand every time thunder is heard, etc.) daily. The Palnans’ forbearers on Earth had
superstitions like “Step on a crack, break your mother’s back.” The Palnan equivalent is “Step on a
crack during an odd-numbered time cycle and your closest living female relative will suffer
misfortune within the next sixteen hours, unless she does the Dance of Absolution, whereas if you
step on a crack during an even-numbered cycle, she is likely to receive good news within twelve
hours.” This saying only applies to those born under the sign of the Horned Pig; others signs have
their own specific variations.

Other communities’ representatives dealing with Palnans find these rituals insufferable, but the
Palnans do not care. They look down on the other communities and view them all as heathens.
Still, the Council of Six reminds the citizens of Palna to be patient with the lesser societies; after
all, they know not what they do, and soon they will all horribly perish in fire and blood.

The Palnans are cheerful about the coming apocalypse because they believe they have taken the
necessary precautions. Every Palnese action is designed to honor a quasi-mythical sky god,
"Stardust.” They claim that this "super wizard" came to Earth long ago, in the 1940s, and will one
day come to Venus. Their elaborate system of behavior supposedly purges them of evil, so they
alone will be spared when Stardust arrives. At the top of Mount Ootavah, in the most heavily
defended location in Palna, is a massive radio tower. The people of Palna are constantly
transmitting messages into space, begging their super wizard to deliver them from evil.

Palna Core Values: Constancy, Prudence, Industry
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WHAT 0o THEY THINK ABouUT THE OTHER FACTIONS?

e The Caverns - In many ways the people of the Caverns give the impression of a prosperous
and advanced society, but do not be deceived—they are all pawns of their Science Robots.
They laugh at Stardust now. Come Judgment Day, their laughing will cease.

e Otram - Heretics, true, but also very stupid. Otramites appear dangerous, until you realize
that they are easily manipulated and make excellent cannon fodder.

® Avrok - True sinners in the eyes of Stardust. Their ways are carnal, licentious, and amoral.
Stardust’s cleansing fire will wipe away every trace of their decadence.

WHo's WHO IN PALNA

e Saturnus Jale - Noted mystic who sees Stardust in his dreams.

o Frofrick Ladipo - Chief engineer of the mining and mechanical operations that keep the
mountain’s clockwork and pneumatic elevators working.

e Ashtabula Witterstadt - Head Panoptician at the Mount Ootavah Observatory who has seen
things in space so distressing that they’ve never been entered into official reports.

® Pendlesmythe Ng - Arcano-smith who’s been working for 25 years trying to recreate
Stardust’s star-metal armor.

e Midian Q. Applebaum - The High Sheriff, a fierce old flagellant whose scarred back is
tougher than leather. A merciless proponent of Law who doles out punishments “befitting the
guidance of Stardust.”

e Reverend Elektra Commonwealth - An ambitious young vicar who delights in terrifying
children with stories of horrific judgement.

e Parris Putnam - The famously corrupt Chief Inquisitor of the Committee for Rightful
Action, always ready to dole out or reign in judgments based on who’s paying the bribe.

e Anya Khoury - An 8-year-old member of the Council of Six, who is generally thoughtful but

sometimes throws tantrums during meetings.




c 3IGHTS AND SoUNDS IN PALNA

1.

10.

11.

12.

13.

The sharp KRAKAKKAK of a lightning gun knocks a predatory crocobat out of the sky.

Clusters of graceful, organic-shaped towers carved from the living stone of the mountain,
decorated and reinforced with burnished bronze.

A disheveled man with a massive beard and a sandwich board reading “STARDUST IS
COMING.”

A bleary-eyed cartoonist, three days without sleep, shakily tries to finish the last few pages
of his comic book about moral certitude and divine retribution.

A stack of smudgy, mimeographed religious tracts titled “Will You Be Ready When the
Space Wizard Returns?”

A woman drops a coin, prompting her to turn around twice, say a rhyme, and knock on
the n