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r r~ TRuDue Tr [J r\f
'"Two thousand million or so years ago two galaxies were colliding: or. rather.

were passing through each other," So begins the Epic of Space: so begins the
war for freedom. The story does not SLOp until the human race produces its ulti
male development: minds or such maturity thai they can thi1lk - think with
drive, scope and clarity - think so l.:ompclcntly as to be able 10 visualize the
details of the entire macrocosm.ic universe. from the instant of its creation (0 its
ultimate end.

Two races are already ancient when the saga begins. Eddorc seeks con
quest. and on the myriads of planets formed during the interpa<;sage of galaxies
they tind lite enough to temporarily sate even LIi~ir lust for dominion. Ansi!.!
opposes them, but cannot stop them wHlloUi help. That help is the Gah:u..:tic
PaLmI, and iL'i il.'isemhluge hll.'i I,uken several long Ansi:m lifetimes. (wO thou
sand million years.

Thc work is donc in complc£c sccrecy, for if Eddore learns of the plan pl'e
maturely, its failure is certain. Even more, Civili7..3tjon jL~elf must not lear'11 or
iL'\ ultimatc purposc, for that knowledge would intr'Oduce an inferiority complex
Ihill would I1lin it fOl'ever. The Pillrol believes it is lightillg iI war ullurugs itlJ(.J

piracy. The true sco~ uf lhe War, thuugh, can unly be fully cumprchcm.lcd by
entities of the third level of development. 11 is nothing less than the War of
Good and Evil.

This book describes that conflict's final phase, the Boskonian War, from the
invention of tbe Bergcnholm inertialess drive by the Triplanelary League
through the annihilation of dread Ploor.

The UlLimale War has begun. Many of you won't come back. Bur Lensmen
always go in.

@ ADDITIONAL MATERIAL
The GURPS Ba~'ic Set is n::quired to use this world book, GMs will find

GURPS Space and GURPS P~'iollics useful as well. Tbough an inleresting
assOItment of technology is described in Chaptcr 5, some weapons and equip
meJlt from GURl'S Ultra-Tee" may be used in (;{IKPS umsmall campaigns.
Similarly, scvcrallllicn races ure descrihcd in ChapLeT J, bUL many more exisl
throughout the galaxies, and il GM will find GURPS Ali(~m' useful in dest:rib
ing them. The manial arts practiced by the various peoples of Civilizatiun und
Boskonia are surveyed in Chaptt.:r 7, though a GM will nt.:cd GURPS Martial
Al1.~ to make usc of that information.

GMs should I'e<ld the I.en.'\man .'\eries TO unders£and the unique feel of this
lInivt.:rsl~. GURPS um'/nlln is basel! Ull thuse books, Willirun D. EIleen's sto
ries, and David Kyle's trilogy about the nonhuman Second-Stage Lensmen,
were uscd whcre they did not contradict the original series. Several other books
are listed in the bibliography that arc not strictly compatible with thc Lcnsman
serie.", such <1." .\i{Jw:eholllJds of fPC, but which have similar tones and may
enhance a Lensman campaign.

There exists a Japanese anime and comic book series with lhe snme nnme
a'\ this work. It ha'i nothing whatsoever tu du wilh Doc's stury, i"U1d is riOt illJlho

rized.

About GURPS
Steve 1al:K.sun Cames is wmmilted tu

full .~upporl of thc:: r.UHP.ft ~y.~tem. Our
address is S1 Games. Box 18957, Austin.
TX 78760. Please include a self
addressed. slam~d envelo~ (SASE) any
time you write 1I~! ResQurces now ~v~il

ahle include:
Pyramid. This bimonthly nlagazine

irlclude~ new rules illld arlides for
{;VHI'S, as .:veil 'l.~ inform;lliOTl on our
othcr lilies: ·Car WU[".I', T,-",n, OKr~

Minintllrtl5 lind morc. II also covcrs lOp
rcJc3..~e.'l (rum IlLher ganr~ 1.:(lIl1pani~ ...
Tml1eller, Call of etllYlllu, SluwolI'l'un,
CIC.

New 5upplemel1ts and adl1el1tures.
W~'re always working on new material.
and wc'lIl>e happy to let you know whaf~

available. A currellt catalog is available
for all SASE.

F.rrma. P.veryone make.~ mi~rakes,

inchu:ling UJ; - but we do Ollr besl 10 tix

our errors. Up-to-date emlla sheets for all
CURPS releases, including this book:, are
always available from 5J Games; be sure
to inclulk an SASE with your requesL

Q&A. We do our best 10 afi!lwer any
game que.~tion accompanied hy an SASE.

Gamer input. We value your com·
ments. We will consider them, not ouly
for new producu. hut alJ;o when we
update this book in laler printings!

Illllminari Onlinc. For those who have
home computers, S1 Carnes has an online
servjl:e wilh dist"ussiull areas for Illauy
gamc~. including GURPS. Here's where
we du a luI of our plilyle!lling! II'S up 24
boufS. per day !If 512-448-8950, at IIp to
14.I1K !iaud - Or tc!rlet to IO.L'om. Glvc us
II cull! We lllso huve diS(;ussi(.m ;lreilS on
CompuServe, GEnie. and America
Online.

Pa/:e References
Rules and stlllisf1cS in this book /lrc

specifically for fhe GURPS Basic Set,
Third P.(Jirion. Any page reference that
begins with a B refer to a page in the
Basic Set - e.g., B 102 meallS p. 102 of
tllC BasiL' Set. Third Edition.

Pa!!e refen:nt"es that ~g;n.~ with an S
refer to a page in GURPS Space. Other
references are MA for GUR/,S Martial
Arts, MAA for GUR/,S Martial Arts
A,Il1tn".. rtl an(l UT for OURPS Ultra
Tech.
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PDlitical CDrrectness
1be unsman series was written yean;

before Worid War n by a man who grew
up in the 19105. I! is sometimes accused
of being su;st. Equal jU!ificc under the
law for both sexes i~ I fundamental prind
pk of Civiliation. bur Doc did nor think
men and WOIlk'D were equlll (.llny more
thai he thought all men were equal; as
Heinlein said. "he would :1.' lief equaled
oranges with apples"). The enlire
unsmt/n saga is predicated on Ihe fact
thaI humans are extremely unequal.

GURrS Lensman describes (,lvili
zaLiun ilk' way Doc created II. "lIe" is the
I:CDeric third-flC:r<;Ofl !lingular pronoun, and
it mayor may not !Dclude fem;llejl. Sex
specific occupaltonal titles. sucli as !>tc:w

ard and stewardess. will be u.'>Cd where
appropriate.

Characters From Other
Campaigns

Chllractcrli from orner (ampaigns may
encounter MillIe difficulties fining ioln a
GURI'S l.cn.vman adv('nture If they ;ne
(wm a high-tech background. lhey will
find the Galaclic Palrol's c:quipllleill
incomJnhensible. ~ilJce they Will be unfa·
IlUlJar With hoth me high puwa u~t:e and
me vacuum tube: tochnoWgy. (F.,·en if me
Charat'U:TS ha"c: a lUbe background. tlM.e
of the PO.mul '4'ill be far IllOf"C sophisticated
than an) thing they have ever :'«0.) U the
new char3ctcr.> art: from II low·tech en,·i·
roomenl. they will be even more lost. The
psionic powers of nearly every race in
CURPS I.truman. aUj!llIenlcd by Ihe
Lens. will render IriV1t11 even mall)'

Supers ahilities. Mllgil: ~jmply doesn',
work. RUI most importantly, the newcom
ers were probably nOl raiS«! in II Mx:it:t)'
thai value~ the ability 10 think and Taluin:s
a mOllll SlalUrc uncommon dl>e.... here.

@ THE FIRST HISTORIAN
The significance of lhe Lensman series cannot be overestimated. In 1966 it

was nominated for a special Hugo Award as "Best All-lime Series." It was lhe
first multi-volume science fiction novel ever published - conceived from lhe
heginning as a single ~Iory tine. From our viewpoinl here in the future. Doc's
courage is not obvious. We have seen many intenninable series, designed never
10 end. Once part.~ of Doc's story had appeared in lhe pulps, though. he could
not expect them ever to be reprinled. But the First Historian of CiviliZ'lIion
planned a story with the full scope and range of his imagination. and wrote it
with the drive it deserved.

Edward Elmer Smith was born in IX90. In 1915. he married Jeanne
MacDougall and began collaborating on The Skylark of Space. Ln 1918. he
earned his Ph.D. in chemistry and Imer hecame Chief Chemist for a company
spcci<tlit.ing in doughnm mixes. He hud three children, Vema. Clarrissa and
Roderick. During World War n. he was head of the Inspection Division of an
ordnance planl at a laboratory called "Outer Siberia," but wa... fired for refusing
to pass substandard shells. Doc was a master of many professions'including
lumberjack and carpcnler, cereal and explosives chemist. chemical and
mechanical engineer. metallurgist blacksmith and machinist, hanlrock miner.
photographer. and cook. In university. he captained a crack drill and rifle team.
sang in Gilbert and Sullivan light operas. and was president of the mandolin
and guitar club. The remarkable skills of Doc's characters are sometimes hard
to believe. Doc made them as capable as he, and Doc was a starkly incredible
man.

Doc was Guest (If Honor al Ihe Second WorhJ Science Fictjon Convention,
and was inducted into the First Fandom Hall of Fame at the 21 st Worldcon. He
was a true fan. At the second Worldcon. he attended the masquerade in his
leather motorcycle garb wilh a homemade raygun a.'i: a C.L. Moore character,
Northwest Smith. He conLribured frequently to fan magazines.

On 31 August 1%5. the First Historian suddenJy left this plane of exis
tence: his friend Robert Heinlein reported tha[ he had "urgent business a long
way off. nn time to spare 10 tell us more stnries."

The Present Historian
Scan Burrelt has been. in accord with the Guardians' Visualjzation, readied

10 ~ome extent for his presenl task; Galaclic Palrol was Ihe first science fiction
book he read. 'Iowever, since his introdut;tioll to the First Historian, his prepa
ration has continued for only little more than two-and-a-half decades.

lIe ha.. ua.incd only as a shon-order cook and an operator of the prodigious
atomic engines of submarines. a rutor of malhcmatics and physics and a nucle·
onicist at the recOVtry from the hellish disaster of a mehed atomic pile, an actor
011 siage and film and a journeyman programmer of electronic automatic com·
putc~. His only foreign language is Japanese. His unarmed combat skills are
barely adequate, his swordplay unoriginal and his [ffitrksmanship unremarkable.

lie fully realizes that lhi~ brief and narrow training leaves him starkly
unqualified to continue thc monumental H.istory. He has consulted several enti·
tics who were COl1lempOnlncous and familiar with the First Historian. and
extends heartfelt thanks for their help. In panicular, KelJy and Laura Freas and
Vema Smith Treslrail wcre ullerly invaluable.

Even more vital was the help and lrUe love of the Historian's wife and First
Reader, Susan Miller. This manual could not have been produced without her,
nor without the three requisite Lenscats.

Respectfully submiued,
Sean Barre". T('lIus

- . ,
--- --------
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,- HISTORY AND SOCIETY

The First Historian, writing shortly after the Boskonian War, con
centrated on the technology and military history of Civilization. At
the time, there was great interest in the battles and campaigns of
the War, and little in the details of popular culture. Two genera
tions later, however, interests have changed. Many of us have
never seen a ration book or an issue of,the Galactic
Patrol JoumaL of Recognition. This chapter will
summarize some of the salient characteristics of
civilian Civilization during the War.

eH
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@ ABRIEF HISTORY OF CIVILIZATION
•

•

- .
While Ihr.; interpassage of the Milky Way ami Lundmark's Nebula was creating

milliuns uf millions of planets. two ancient races were already in genocidal con
flict.

Arisia S;lW Ihc myriad~ of plnn(ts as a chance to cultivalt: racelt into a
Ci\'i1ization of seekers after trulh. The alien Eddorians. intruders from another
space-time continuum. saw opponunity for conquest. Each Eddorian could be ma.\
ter IIf millions of worlds.. with the All-Highcsr the future ruler of an enti~ universe.

The Elders of Ari"ia watched and studied. They reaJiled (hat, al beSl. Ihey
could achieve unly a l>laJemate unless their planned C'ivili1.ation wa." protected and
guided for untold ages. Mosl importantly of all. no entity. anywhere. must ever
learn of the conflict raging over lis very t:xi,leIlCe. Such knowledge would instantly
shimer any mentality not stable at the third level of stress llnd create a rdc.:ial "inferi
ority eomplex"thal wllIIld render that entire Civilization impotent, I.f secrecy could
be maintained ;lnJ EdJorc held tiff lung enough. though. a handful of entities
would grow strong enough to destruy Eddore - indeed. they would be so powerflll
a.s to render Arisiu ilself obsolele. On four planets - Sol III (Tellus), Rigel IV.
Vclantia ill and Palain VII - special breeding progmrtlS wr.;rc initiated. The four
ply Aril>ian mentality known in fusion as Mentor protecled and promoted selected
bloodline.. nn each.

hiS •• III1UTI•• IS IISTlleu....11 11••••••• SUL
If IIUUClEI lU.M" h.lnlPlll I .

.11 Mar II. II I.nll..nl .... I ,

Ari.i~, Plei.tocene Epoch, gu~tern~ry Period
"But the los!>' of life! Surely therr is a way . ....
"Your thinking i.f loose und tU'Kid. )'oltlh_ Do flol allow affectiofl for the sub·

jecis to intufere with Jour reasoning. Cmltinul! thl! extrapolation. Yes, Ihe war
wOllld be prevenled, What wnuld thl!n occur?"

"With the I'ast improvement in eleclronics, Ihey would quickly develop . .. "
The Arisian child possesses 110 orgWI.\' evefl remotely resembling eya, bill had he,
they would grow wide as he pllfslle,~ 'he Ihough,. "'" a sillgle generation. they
would abdic(l{e colltrol of every aspect of life, down '0 food preparation ulensib.
10 Iht' ubiquitolls ,I,rtmnic dora proce!l'sors! They would rely Oil machines for pre
ri,\'f!. detailed reasoning. for clarity ofcog/·tation - hUI Ihe powers of the milld net··
essary to Civilization COlin'" be simulated by eleclronics.'"

"Yes." Ihe tl!ocher replies dryly. "Some would ewn IMcome so desperau as 10

implam dectronies inlo Iheir ()K'n bodies. Is the war not Petlt'r lhan an enlire rau
reduced by depl'IIdetlce on cybemeth:.f 10 punks and ,tu>mal cripples? De!>wim a
prevention ofIhm fate Ihat ha..f minimal side-effet:ls. ..

"Obrinusly. ,he humans Bardeen. Bronain (utd Shorkley mU.fl nOl inl'enl this
'transistor' deric:e." A mental silence falls as the stmll'm nmtemplule.f melhods.
Elegance gOI'('nl.\', A human heart would hOl'e pulsed sevl'ml time.'{ hefim! the child
aRain broadca,I'I,\' hi,l' IhougJIl,f. "/ suggesT spalial tmll,I'ltaiml of litis fastening
(Jel'ice 1I shorl di!l'twu:e ill lIearly allY direCTion, removing il fmm llle path of this
lrall.l'portalioll mec/I(mism, " He indicated i,1 a purely menluI fashion a precise
point in ,Iput."e-lime.

"Yes, .. rt'l'lie,\ Ihe leucher. "Many c01lsider thai the oplimal course. NOK\ C01l
sider . ....

The teacher t1.lut,\ him.felf to hide thl' pride he feel,\·, Thi.f is. in fact, thl' course
Memor themSl'/l'es \·,Inud. This )'011111. £ukonidor by symbol. has rt!.ol promise.

Lexicon
Doc's chal;aclers. like their author,

ha..e \'ocabularies that arc nol only large
and precise. hut are also laced with techni
cal jnrgon and esoteric slang.

actinic: Radiant and causing change.
brltnchillle: Divided into branches.
cArapaceouli: Having lUI armored coveT-

ing.
COlUminute: To reduce to ~llIall panicles.
corpusdc: A ,mall body or panicle.

... coruscate: To flash or blaze.
dunur eri: French. -lhc la.,' cry- - the

l':Ile.,t f:l.,JlIoo.
t:'idvall': To laps(' into UlfPK ha:au.-'I: of

heal. tiryrx:s.s or similar conditions.
rulgunte: To shoof out bcam~.
goniometer: A device for measuring

angles (no/ so-called because of ib U~
In n,lVigarion sel~ to determine which
way you're goin').

Jel~: Slang: capability. ~pc:eJ.

klystron: A type of vacullnlluhc in which
the tli~lillguishing fcafUrc~ IIrc the
modulation ur periodic variation of the
longitudinal velOCity of an electron
stream without appreciahle vlIriatilm or
its cunH::l:lion current and the subse
quent COfI\·C'l"!iioo or this \~Iocity mod
ul~lIon into c\Jn\'C(,:tivn-(:urrem modu
lation hy the procC':§!i of punchlO!.

lnugument: Surface, skin. CO\·crillg.
nasctnt: Nc.... -bom.
pkaroon: A tool. simIlar to II bOlll-huol.._

used 10 moor lumber,
polydactlle: Many fmgered,
QX: Slang: all right. okay, roger,
rtfraClory: TOltgh, re.~istant.

selah: Hebrew. II Hiblil.:ltl expre~~inn sig
nifYlOll complelion,

seH'n·sedor call-out: A situation com
manding the attention of lhe: military
forces of seven sectur~, Slang: a
woman altr~clive enough to do the
,,~.

llClolillate: To spartJc.
slealopyJtOUS: Having large bullOCks.
lhynttron: A boH::alhode, gas-diq:harge

mhe In which~ or more clcclrodcs
arc cmployeJ 1000lllroi elecrl'O'iutical
Iy the slarting of the unidim.-tiunaJ l'Uf
rent now.

zymolose: Disease-hearin"
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Alabama, Tel/us, 1932 CE
Dr. Murray. driving late into ,h, nighl, remtli,u!ort!\'er obfi\';oUS ro '"l' nail he

nearly drol'f! Ol'er. Fighting to keep his eyes open, he pulls off the road ourside the
tiny town of Athens, Alabama for lorry winks. Dawn finds him snoring. and he
awakes with a l'icious crick in his neck.

Ar the ('.mct moment he sees the girl climbing the frt!(!. she ;s /41.2/3 feet from
him (which the Ari.fion teacher accepts lIS being lIIilh;n Jhe error com/raints of r/u!
sluden(f vi,walizatiollj. As he rolls his "rad. trying to loosen hi~' neck muscles, he
i~' il/ pet/eel po.sitiml to see IIer (ose her grip and fall, srrikinR fl hough heavily
before plummeting to tilt' I{TOllnd.

Dr. Murray leaps from the car and reaches her in 23./7 j"eco"ds (wllieh eOllst's
the teacher 10 remind 1M ('hild thm ph,wical life frequenrly operatu at less tMn
full capacily). The Rf'Qund i.( .(Oft. bllt the impact of the branch across her abdomen
aaclcr sl'\'l'ral ribs and ,(tnp,( her bTrathing. Artifit-ial n'(piration i.( successful, and
Ruth rt'cm'u.\ quickly and fully. though it i,( quite clear th," she WQuid ha\'f~ .(uffn
cated, Juul Dr. Murray lIot been present.

BDsIDn, Tel/uB, 1944 CE
Bill SI/{x:k!ey sirJ in the I.flnler of llit, IJ'lrly. dl'<,JI in Ihought and wishinl: he

'/(lel lIi,( .(lip-,(rick and a supply of scnlleh papn, or even a COnler of llit, lablnJol1i
ro .(ketch on. An icko is flagging at him, but refuse!!; 10 l'ompl£',dy gt>I,

"Helin til"". ..
Ht' loob up, and the idea flees be/ore rf'd-bmnz.e-auhurn hair and gold

flecked, ta"·n}' en~,(. He and RI/th Sommer know nothinl: of the rest of that party.
thollgh it is the moSI de/il:hljul of the many they attend. They spend the tmtirr
e\'eninl: sitting in thai comer. in rapt and exclusive cOfn'usation. She continues I{)

monopolize all of his f"e timf' and thought. und much thought that should be
devoted to his work (l/ Bell Loh.(. E\'cn were' he ~mindedof that!ascinali1l1: idea h"
had almost !lad, he wnu/d never regref its loss -lti,( beautiful wife is considerably
more thun worth it,

SIDctdrDlm, Tel/us, 1956 CE
lVilliam Shocklf')!, lo/m Bardeen and Walft'r Housc>r Brattain SM,.,. 'hI! Nobt:/

Pn'y in Phy.fics for Iheir "I'o[utionar)' "ultra-wave" l'Ucuum lU~ design.

SIDckholm, Tel/us, 195B CE
Pm',,1 Alehejel'jc Cherenk(H" lIya Mickajlul'k Fnlflk and Ignr Evgcllevic

Tumm share the Nobel Prjz,. in Phy.fic.f for their studi",( nf the effects of fht! super
luminu[ .~peeds fotlnd in the Shockley ultra-wave wbe (il/dudinl: Ih,. "Clummknv
effe("l"). Hundreds of.vears later, Dr. Nels Berxe"hoJmjinds their WOrk seminal in
his T('SNurll.

Cuban CDaBlal WaleN, TBI/us, 1962 CE
L>uring thl' CU/Jll/J Blockade, {I d"n.~e fog. aIJ exhausted lookoUl aruJ a failed

thyratron ill a radar set cause an American destroyer to ram and sink a Cuban
"fishing" ves.(el. The 50\'iet Union prrH'laims the incident an (lCI of war and retali
ates. 1eJJII.s is ruinedJor man)' hundreds ojp'ur.\'.

The Third ur Alomic Phase of the World War was so devaslaling Ihal Ihe
Eddorian 5econd-in-l:Ulllllland. Gharlanc. assumed Ihat he could divert ~ltIention

fmlll troublesome TclhJ~ In the orner worlds. On reluming 10 the solar system. how
cver. h~ found spaeC-lnIYcl, greal scientific progress. and CODtincnl:t1 gnvcmments
ruling Venus. Tellus and Mars. Using the nom de guerrr. of Gray Roger. be formed
lhc occuh and esoteric Adept' of North Polar Jupilcr and led them inlo diree:1 war
against the Inner Planets onJy 10 see the confUet unile 1Ilt:1I1 illiO the Thplanelury
League,

At me height of (fray Roger's itS~;H1It~, Mentor caused Ner-Ido of Nevia (0 dis
cover the solar systcm, where he found tremendous supplies of the iron his world
t1e,~perately needed. The three-way conniel was quickly resolved, in large part by

7

A Watchmaker
Unillerse?

The theoretical limits 10 precise knowl
edg~ ~ conrlJ'lDed and illustrated by rhe
abilities of suffici~nlly 3dv:s.nced intel
lecl~. In parliculat, two theorems and a
field of Siudy ffi.1ke it setm impossible 10
prnce any reliance on any bur the mas' ele
mentary visualizations. Yel. it is lbe prop
er ul>e u( just Ihese seeming barriers 10
prediclion whil-h guide and inform Ihe
Arisians' Visualization. JI~isenberg's

Unccnainty Principle iDlktd UJdi<'.:lIes lhal
c\'cn Mcnlor knows nei!her exae!ly nor
completely Ihe condition~ pcnallling at
any .Gi\cn moment; his VI~uali7.alion is
complete and precise enough'lo predict
g(~Ji lktail~-1!.8.. the sex ofa given ldr
[en [WO cat-gcflCJ<ltions tT1l1Tl nuw with
e:~1~ ilOtl ~liahiliry. 1'(11]"11:1 llilplication of
LhaeJ.\ theory allows Ihe Visunlizulion of

• more chl1l1enginy. del;lils {'-I(.. the j)f("'

CIS!: IllSSS, length and orientlltion of lens 1)1'
th(.MI<;.;lIwl\ Ill' hair dil'lllllfE,S.

Godel's Undecidabilily~m ioch
Ca.le-.. 1h31. the ttltlh of some proposhlOflS
cannOI be delermined by any level of
inleUecl. Ln panicular. it i~ impossible Iu

predicllhe actions of an iOlelJect .ho is of
the -'lime level of development as the pre
dictor And i~ (f)'illg (0 be unprediclable. In
accord with ,hi~ principle. tbe Arisia.tls
Kepi their ell.istence a secrel - II~ long liS
the Eddorillns believed they were unchal
lenged. their action~ could be forec-ast.

" -- ------



Three Views of Women
The Genller Sex

In a ~pre.~~ive society, women are dis
criminated lIga.in~1. both by opinion and
by law. Societies of this Iype will be com
mon if Lenses are nul maJ~ for WUIIlt:II.
since Ari~ia validates the opinion that
women are not "meant'" to serve in L1an
gerous positions - or thaI Lhey are less
capable. If the Galactic Patrol lakes Ihis
altitude. women may only serve in limited
capacities. such as nurses and clerical
positions. All fema]"::. of such MlCiclics or
the Patrol have. Social Stigma: Second
Clnss Citizen, /I. veT)' I"ew, very cap;lhle
alll! very uctCl'rllincd women can risc to
medium lcvds of prominence - ,lnd their
Sllt:ial Stigma is LIla! of Minority Group.

Not SeptJraLe, Rut _..
Not (Juite t,'quaJ
Often, women are not di.~criminated

against by law. bUI sUI.,it<ly ilt Inrge dis
courages them from certain activities, and
wOmen lIluS! constantly strive against sub
lIe suppression. A ··gla.~s ceiling" t:JI.bts al
the middle management level that only
remarkable women can penetrate.

Even if Arisia gh-es Lenses [Q women.
it could remain the official policy of the
Galil~~tic Patrol thaI women mllY nOI he
UIlMJl<:II. Women would 1I0t be permitted
to serve in cumbilt roles (to have the
Elltremcly HIl.'.Hn.I{ju~ Duty dis3dvilJlIage),
and Lensmen would De legally defined 10
be always in combat roles. There would
be no rationale for this policy - it merely
reflects the "women ilnd childrcn first'
auitudes that permeate hUlJlan-uulIlimned
Civilization. This policy would never be
waived. II could only be overriddeu. and
only hy those rare and puissaut entities
authorized to vioilite Pulrol TeKulal;ulIs
with impunity, the Or;ly I~n~men. Even
they would consider it ullly in elltremc
and very special cases, and rcfcr their
need to one of the Seeond-$lIlge l.en.smen,
who in tum consull directly with Arisia.
11K: standards by which Arisia might eVill
uatc such a woman are unknowable - the
t'aSeS in which a womnn was given a l.ens
would be far tou r.m: to p;::nuit anything
lIIore thai !h(~ vaguest generalities.
Minimum ~~ritcria wOllh:l ccrtainly include
a (jray l.ensman C()n1~et (ur !x;t1er). tllId
sufficient Reputation tu oven:ome lhe
Social Stigma of being a woman.

Cmrlinued on lu'n /"J8'· ..

the efforts of the TripJanetary Service and its chief, Virgil Samms. Gray Roger was
apparently deslroyed and Ihe Triplanetario-Nevian Treaty of Peace made the newly
fonned Solarian League well aware of intelJigenl life outside the Solar syslem.

Eddore, blocked from direct conquest by Gharlane's defea!, retrenched iL..elfas
Boskone, a complex of pathologically multi-nested conspiracies of piracy, drugs
and vice of every kind, dedicated to Ihe subversion and overthrow of the Galactic
Union and its PalmI. The invention of lhc Bcrgcnholm inertialess drive made
fasler-Iban-light travel trivially cheap and easy ... and simuhaneously made law
enforcement all hut impossible.

Through Nels Bcrgcnholm - a Tcllurian scientist occasionally energized by
various Arisians - Samms was infornled of the Lens, an inslromentaljlY construct
ed by Mentor thai served as an unimpeachable idemificr. a perfect decoder of any
intelligent communication and a te/epath. Generations of Lensmen served
Civilization as it grew throughoul the First Galaxy for centuries.

When young Kimball Kinnison, the male penultimate in Mentor's breeding
program for humanity, graduated from the Patrol's Academy on Tellus and rccciocd
his Lens. Doskolie's piracy was a serious problem to lhc Gal:iClic Patml. The
pil'atcs' teclmolog.y was superior to Ihe P::Itrol'!':, sndtheir organi7.1:I~ion and I.11ctics
were milch more militari~tic than would he expeel.ed frum u tmnil- however well
led - of criminals. Kinnisun's fil1i( assiglllllellt w;:iS to c,llJture a Boskortian ship
and analyze its power source, ;'l method of tapping directly imo cm01ic energy. He
succeeded. and while eluding the pursuit cuunJiuated by Helmuth, Sveaker fol'
Buskulle, Jiscovcred (he planet Velami;'l 1I1 - ::Ind Wor5Cl, the O1al9 penultimate of
anOlher of Arisia's breeding lines. (Rigel, Palain and 'H::llus had long been active
mcrnb!;rs of Ihe Galactic Union by thi~ time.)

WOl1icl W;I~ thc Ilr$t enl.ity, followed closely by Kinnison. to realize that Arisia
could provide more truining than the minimum neee!':sary [0 wear !he Lens, and
they became the first Second-Stage Lensmen. Wurn::1 concentrated on freeing his
home world from the dominatiOn of the Overlords of Delgon, while Kinnison
employed subterfuge and guile as well as all-out war, building in !he minds of
8oskone's leadership thc image of a !':uper-l..en!':01an. code~named Star A Star. who
had thousand!': of ~gcnts working in unisOn against them. Beginning with
Helmuth's llltra-protecled Grand Rase, he destroyed his way up one of the
Boskonian chains of command until he obliterated !he Council of Boskone them~

sclv\;s and their home planet Jnrnevon.
Later, Kinnison camc to realize that the power stnleture of the conspiracy of

Boskone was neither linear nor ~ingle-lhreaded,and that by ,uUlihiJating Jamevon,
he had Imt all connection with what lay behind !he "Council of80skone." With the
uther Second-Stage Lensmen and pcnultimate~of their lines - Wo~l ur Velantia
rn, TrcgunsL:c of Rigel TV and Nadreck of Palain VII - Kinnison ~lil3n a new
sean.:h. this Lime t.Iu'Ollgh gem-smuggling ::Ind !\pacc piracy lo the plane.lS LYr.1ne 11
and Lonabar. Re.cognizing that m:llc~ couldn'l work effectively with the matrh\C
l;h<ll I.yranians, Kirllli:;;on gave Lensman training to Clarriss<I Mud>Ougllll and :;;el1L
her - lhe penullimate of the human female line and only humon female to ever
wear a Lens - to Lyrane, She disr.:ovcrcd <I (,:()nncclion, through a band of
Uvedol'ds of lJeJgon on Lyrane n and an Eich base on Lyrune VW to L1le Second
Galaxy.

HISTORY AID OI:W
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Kinnison and Nadreck undertook to overthrow the tremendous bipartite empire
Ihat ruled (he Second Galaxy from Thrale and Onlo. Kinnison assassinated Alcon,
the Tyrant of Thrale and assumed the Tyrancy himself. only to find that the power
behind the throne. Prime Minister Fossten. possessed powers equal to those of an
Arisian.

Believing Fosslen (l m<ld. renegade Arisi.m behind <III of Boskonc. Kjnnison
engaged him in mental combat and slew him - never knowing that, with Mentor's
help, he had slain Gharlane of Eddore. second only to the All-Highest. Meanwhile.
Nadre(k reduced Onlo (rcpon under Lcnsman's Seal).

The surrender of the Thrale-Onlonian military to Purt Admiral Haynes on "V
B Day" marked the end of the Boskonian War: anti the bt:ginning 01" the first peace
the Galactic Union had ever known. Kinnison married Clarrissa MacDougall, and
becamc Coordinator of the Second Galaxy, headquartered on Klovia. Piracy, dnlgs
and othcr clements of Boskone's conspiracy continued, but wcrc rcduced by the
Patrol 10 ordinary criminal behavior. Ochcr problems could now be ilddresst:d.

Since thc (irst use of atomic energy. power plants had occasionally flared oul
of control and spawned lhe horribly destructive loose atomic von ices. Firrally. in
the comparalive lrunquilily following the cOllquest of Thrale. Ilucleonicist Neal
Cloud of the Patrol's Vortex Control Laboratory discovered how to extinguish
vortices. using his unique abilities of lightning calculation. His career as "The
Vortex Rlaster" took him to many stellur systems. IncidentulW bluwing uut vor
tices. he WilS in the right place at the right time 10 break up a Ihionite manufactur
ing ring and to prevent a warring pair of races from using vortices 10 destroy eaeh
other.

An odd l:rew signed 011 with him afle.r he saved their lives - Vesta the Vegian.
Nadine of Manarka. Tommie ofTorninga and the lovers TIlla<;kin and Maluleme of
Chickladoria. With them and a teum of cybemclicists trying to Iigure out how he
did it, "Storm" Cloud blasted vortices across the galaxies.

Dr. Joan Janowick was finally able to build an electronic automatic analogue
computer that could reproduce Cloud's lightning t:alculations. Now that Cloud wns
no longer indispensable as "The Vonex Blaster," Joan and Cloud set ahout investi
gating the cauSt: of Ihe vortices. Discussion with the Manarkan Mastcrs of Thought
led 10 the study or a whole domain or mental discipline distinct from the realms of
the Lens, and, in tum. to contact wilh the pure-cm:rgy beings of Cahuita, who cre
ated vortices as incubators for their young. The Cahuitans had not realized the exis
tence uf material beings; they quickly agreed to ignitc vortices only on uninhabited
worlds.

By the time Kimhall Kinnison's son Christopher graduated from the Patrol's
Academy. the crime levels had risen sharply across the galaxies. Individual planet'i
believed il a local phenomenon, but the Galactic Coordinator was able 10 see a larg
er pattern to lhc increasing rates of insanity, rioting and crime. Kimbill1 called him
self and the other Second-Stage Lcnsmcn back into active service and placed them
under tht: direction of young Chrislopher - one of the ultimate prodUCL<; of the
Arisian breeding program and lhc first Tcllurian inherently stable at the third level
of stress.

Each of his four sisters becllme lhe guardian of one of the Second-Stagc
Lensmen, who set out to tracc and eliminate the renewed activity. After much
investigation, the outlines or the new conspiracy - thc "Spawn of Boskone" 
became. perceptible to the Second-Stage um;rncl1 - a renewal of piracy, drugs and
eVl;:ry vice, new enclaves where Overlords tortllred and fed, the "Hell-Hole in
Space" that drove mad all who neared it. Black Lcnsmen ... ,lI1d :111 cOllt(olled
from the dread planet Ph'lOr.

The Children of the Lens, however, realized that the power structure had yet
another layer. Knowing that no one oLher thall his sisters must ever suspect cven the
e,xistene('. of Eddore, Chri~lnpher conductcd a lone strategic rcconnllissllllce of lhat
heavily fortified. odious pl;IIl~1. I-Ie escaped wilh vilal information - whcrelJpon
the Eddorians counter-attacked Arisia itself with vast wenponry. The Kinnison chil
dren direcled both the defense or Arisia and the dcstnll:tion of Eddore's highest
proxy-race. the Pluonms.
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Three Views of Women
(Continued}

Human personalities, male and female.
(an always be divided fairly clearly into
leaders lind followers. bUI the diSl..i1'1etion
is clearesl amid the women in this type of
society. Many are disconcerted by the
le:I.~1 departure from the ordinary. "Why. I
went clear to Mars! And it gave me the
screaming meamies, no less - I lhought I
would collapse!" This sort of ~havior is
frequellfly encouraged hy men who wish
co avoid competition from women, Othel'S,
however. become strong in spite of their
social disadvantage. The females of
Menlor'~ hreeding lines arc: certainly of
this type: tOle aces, tiring on all jeL~, ready
10 lake 011 the difficult loads required of
Ihem. Not all competent, aggressive
women arc admirable, of course. See the
Femme Fatale chamcter type. p. 20.

Equal
In some societies, gender is of nO

imparlance whalS(lCver. Women are per
mitted anything men arc, in fact as well lIS
hy law. It is highly unlikely that Iht: Patrol
will have Ihi~ level of t:lluality unless
Mentor give.~ Lenses [0 women.



The "Little Lady"
In sexuall¥ oppressive socielit'l>.

women oflen are uained from childhood
into the o-point Little Lady pad•.age: mey
h:l\c -I lIT (from habilUal cOr!iCung). -I
ST (from no exercise). huud·work skills al
DX, llnd Empathy ("WUllIl:I1'S Intuition'").
This ll11ckage docs not include Social
Sligm<l. which i~ also n.--quired.

UnnuJural, Perverted Societies
I!.quailly of the SCltCS is a fundamcnlal

pnneipic of Civilization. Howe\er. many
s(ldetie~ don', share lhil> ideal. In some.
males ruthlessly dominate the women.
CiviliUllion ;lntl the PallO! offiCially dis
parage thiS practice bUi may IOCilly (:lm_
done iI, depending OIl !he lc\cJ of sexism.
as long 3'1 it is nOI too extreme. (The
Kalooian.'l' enslavement of theu ~VIlJl;':n I~

nol lulcmlbk., [or example.) In other sod
elies women dominate the men (c.g ..
Lyri1ne II). If !he Patrol is nOI ~'\i~l. such
societies arc viewed with the Siune distaste
as women-oppresseu societies. bUI that
di:.tlblt' is nothing conlparcd to the revut
~illn II milie-dominated Patrol would fccl
/Oward <;uch an o\'enunUnj; uf the llanJral
order of things.

l~mcriuu?

When speaking English. female human
l..cn<;,~·carcT<; are called Lensllk'n. follow
mg the lead of the Red Lcnsman. as arc
lho;,e of nil other l'3Ces. many of which arc
en:n more alien than human women. 1l\e
equtvlllent lenn in alit'n languagc.<;. which
can have radically difft"rt"nl nOlion<; of
gender. is usually lr.l.llslaleu into Engli<;h
liS "Lensed One."

A man who "Publicly Disparllges
Women" will mock "Lensgirls" - unlil
lK' meets one. Th;11 l:llllCricncc may either
inslill a .Grudglllg respect, or transform
him into.l full·ncdgcd "MisogymsL"

Snmc evidence exi;,tJ, that Ml'!asJII!.:O\
of Kal00la lflO(:L.cd Cleonie of I.yranc dur
ing its tr.unin! for a Black Lens by c.Jling
it a "Lensperson." hut thai construction ;,0

rc\>oltt'u t'''t'll Us atrophied ~en<;ihililie!>

that it insisted on ··'-UonSlll.1n" - much 10
Mdasrukov'<; gl~.
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Finany. Mentor of Arisia, who had never initiated contact with any Lensman of
Civilization save only the Second-Stage Lensmen. broadcast to every wearer of the
Lens an incredible request. The destruction of the Spawn of Boskone was insuffi·
cient: there remained "a residuum of non-material malignancy" that only the
ma."sed mental fon:~ of the entire Lensman Corps could remove from this plane of
exi"tence. With Mentor's coordinalion and the Children's ,guidance, that "evil efflu
vium" - ;t111ir~ un F.ddore - wa." erao;ed.

Unknown 10 all but the Children of the Lens, the Ari"ian~ voluntarily passed
on 10 lhe next plane of existence when their wqrk: wa." completcd. leaving the
Third-Stage Lensmcn a~ the new Guardians of Civilization. Their rol~ i~ unknown
fO Civilization ill large. and the struggle continues as lhe Lens men seek out and
demoy the scallered but still pernicious fmgments of Boskonc.

@ WOMEN AND LENSES
Jill Samms, daughter of thc First Lcnsman and ancestor of the Red Lensman.

C1alTissa MacDougall. went to Arisia for a Lens. She retumed - Lensless - and
reponed:

That Ari.{iml was a thousand times mo~ oj U K'onuJn than" el-'er will be, and
.{he didn't l';eur a uns - nel'lT IuJd worn one. ll-'t>men:{ mind{ and Ulue.f don ~fit.

Th('~ i (l siF,.\-IKI$"d ifltYJmpatibilit)'. un.fes are as masculine as whiskers - ami at
that. only a very Jew men ('an el·t!r K'('.or them. either. V...ry .fpedal men. like )'011

three and Dad and Pops KinnisQn. Mpn with tremendnu.f force. drh'e and scope.
Pure killprs, all ofyou; eae·h in his OW" way. ofcourse. No more to 'be stopped than
a g/ocieT, and Iwin' a.\ hard. and ten times as cold. A woman simply can', hove thlll
kind ofa mimI! That' is going 10 he u woman Lensmall some day - just olle - bUI
fWI Jor years alld ye(lfS (Inti I WQuld,,'1 he ill her .fhlJe.{ for ollythillg.

Arisians did not lie, but they ""have al variuus limes made ambiguous state
ments. to lead eenain Lcnsmcn and others to arrive at erroneous conclusions," This
was one sueh time. Jill stuted an implication a... a fact, and the founders of the
Galactic Palruljumpc:d to precisely the conclusion Mentor intended.

Mentor was entirely capable ur crealing Lenses for women - Clarrissa was
not that fn;akj~h, nor are human women much more alien than. soty. Palainians. It
is. nonethele.~s, impol'l'ible for human ,""omen 10 be Lensmen for the simple reason
that Menlor WOII ~ allow it. Two - and only two - human women t!'o'er knowingly
encountered an Arisian. or is it necesliaf)' for an intcl!cctto be above precisionist
grade 10 under..land the Arisialls' rea.<;aning.

Humans are unique among the other races of the galaxies for their sheer
indomitable will. The most C;I~ual ohserver of the human race would note thaI the
fullest expression of thtlt unstuppablt: drive is evokcd by that complex suite of emo
tiuns. love.

Human love. as analyzed by Mentor. includes but is not limited to individual
affection, 11 includc1<o ..lithe higher feelings of community Ihal the gregarious plains
apes evolved ... it indude... patriotism. Boskonian propaganda sneered at patrio
lism. and made it de rigllcur for sclf·proclaimcd "intellectuals" 10 ridicule patriO"
tism. Howcver. lillie was needed to ensure thaI the miJjority of humanity remem
bered thai P'ltriolhm i... ItOl sentimental nonsense. Those groups that succumbed 10

the pernicious idea died.
Even though no Ari~ian fully understood human love. Mentor realized its

illllXlnance and carefully cultivated all iL.. fonns. 'The Boskonian propaganda was
actually useful. since its inherent rullacy could he clearly and simply demonslCated
again and again by allowing lurge portions of the human race 10 accepl it, alld teeter
un the verge of extinction. The survivors would be bolh genctically slCOnger and at
lca.... t I.empol'arily less rcady 10 forget lhal "women and children first" is a biological
impcr.llivc.

It is a simple fact of human reproduction thai a group can lose thc vast majority
of iL" males and ltlill recover. It cannot survive the loss of any significanl fraction of
its female populalion. Ncver was the point so ruthlessly driven home as immediate
ly after the Third. or Nuclear. Phase uf the World War_

-
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- Both sexes are equally vulnerable to the immediate physical, somafic damage
of radiation poisoning, and to the long-term. chronic effects such as leukemia and
other cancers. However, women are much more vulnerable to genetic damage.
Females are born with all the potential ova they will ever have. They arc irreplace
able if damaged or destroyed, Mules. thOllgh, conSllmtly create more spermatozoa.
Defective cells arc rc-ahsorbcd and replaced. Thus, the implacable and politically
incorrect forces of evolution mandate that men do the dangerous work. Humun
Civilization already strongly held that idea when Mentor expressly validated il:
only males are expendable. "Lenses are a.~ masculine ao; whiskers" exactly because
the male is Lhe linll lille of defense againsl physical danger, It may hccomc neces
sary for a woman Lo be a helical in defense of what she holds dear, but if all goes
well. she doesn't have to.

This imperative could be and was tied to the uniquely human "drive." Men
fought and died to defend their families - only in times of Ulmost disaster did
women take arms in defense of their homes and children. Mentor used precisely
this fact in the design of the Galaclic UniOn. Men alone did the dangerous work,
placing themselves hetween their loved ones and the war's desolation, until the
final banle. Only then. in the utmost cXlremity. did a woman - the beloved Red
Lensman - take to the front lines. Seeing her in danger, all human Lcnsmen,
wherever situated, put tanh thcir ultimate eftart.

Meanwhile, In Another Universe ...
Doc Smith was nol sexist ~ it is clear from his writing and published conver

sations that he gTCCltly adrllired strong, capable women. He grew up before:: World
War I, however, and wrote the UI/smon series during and illullediatdy after World
War II. Hc firmly believed that during war, women .c:hould work on the "Home
Front" while men fight Ihe acwal baules, and Mentor agre::ed with him, However,
some GMs may prefer to conLradict him and lUn a Galactic Patrol with more liberal

policies.
Since the GM is striking oUl on his own in this area, any decisions arc finally

his, and few guidelines can be offcred, Onc that can be suggested is that women's
cquality or la(~k Iht'Teof ill lhe Universe of the Lens be considcred in three separate
elements: Mentor's plan, the Galaclic Patrol's policies and societies' attitudes at
large. If Mentor will crcalc. Lenses for women, thell lhe altitude of the Galactic
Palrol must he re-determined. and finally the various planets and societies of
Civili ....alinn will have varying customs ami laws,

The re".i~iolli~t GM must fi~t decide whal Menlor's Yisuali .....ation dictates. If
he chooses not to 'lCknowledge humanity's sexual nature at ull. women CLln receive
Lenses wilhoul re:miction. A compromise possibility is thai Mentor needed
Clarrissa to be the fin'( woman Lcnsman. but that after she was en Lensed. others

could follow. There are milny other options.
The specuulU of human sexual equality can be divided into three ranges. The

GM will have to decide how the GalactiL: PatrOl and each human socicly in the
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ORicers'Specialties 
Line and StaRCorps

The officcl1i of the GalllCtil" Patrol ~
divided ilHO twO separate eorps - the
Line and the Staff. Line onken; un: those
Lrained to command. Their technical
knowledge is broad, bUI not extremely
detailed. Staff officers are trained in depth
in a panicular technical specialty. but only
~upt:r(j("ial1y outside that. area. nley mllY
givl: orders to subordinales only in lhcir
parlicul,lr are;l, snch as a medical officer
to his r.:orpsmen, bUI r.:an assumt: r.:Ofll
mand only i,n utier r.:atastrophes, when
every line officer is killcd. A line ensign
will take comrnc1nd before a medical com
mOl.lure.

It is possible to transfer from the line
10 staff, It is also poosible. but much more
difficult, to join tbe line from the starr,

Line officers are identifit:d by tht:
Goldcn Melcor above their rank. Staff
officers havc difl'crcnt symbols there - iI

caduceus for Medical. a sumJeret.l atom for
Engint:l:ring and SO On. TIle Staff Corps of
the (jlllllCtic Patrol comprise.~ the Medical,
Engincering, Supply, and Chaplain Corps
among othen;.

Tht.: Mllrint.:.~ 1lJ.'it1 have spet:;ialtie-c: sueh
as Infantry, Aviation, Military Police,
Finance. etc. and thcir rank insignia bears
all nppropri.'1tC symbol, but no distinclion
is made between line and staff. Rather,
positiol/.f are dcsigmllcd "linc" or "stiff,"
and all officcrs serve in both during their
careers, As platoon and company r.:OTTl~

manders, lieutenants and caplains arc line
officers. Senior captains then aJl ber.:orne
staff officen; and remain such until they
reach lieutenant colonel. At that point, all

officer either perOianendy rem3ins on
staff. or is given wmm,mt! of ,I hOillalion
and becomes;l line offiJ;cr again.

lbc order of succession in the Marines
varies with cal'h un iI's SOP, but usually
prefers line officer!>. For example. in
Mobile Infantry brigades. if the Brigade
Commander becomes a casually. the next
to l'ommand falls 01\ Ihe Saltation
Commander Not In Contact (or Ballahon
Commllnder of the Reserve Baualion).
During the next lull ill battle, the Senior
B.lltalion Commander a.~SUfllCS command.
However. if D. Battalion Commander is
killed. his operalions officer (a !>taff posi
tion) assumes COffiffilllld,

.,.-,-, -, "., i
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The Oath

"1. rbroadca~t your identifying symbol]

Galactic Union handles inter-sexual relationships. Civilization is not monolithic 
the altitudes of Valerians may be quite different from those of Alsakaniles. In gen
eral, subsistence societies on a frontier can't afford to arbitrarily discriminate by
sex - there's too much work to do. More profitable cultures have more leisure
lime [0 spare making up restrictions and can tolerate the loss of half their work
force.

Note thai regardless of the level of women's libeny, no man would ever pub
licly humiliate or even be impolite to a woman. "Publicly Disparages Women" is a
-5 point Odious Personal Habit anywhere in Civiljzmion, and any man would be
strongly templed Iu take such a boor out back and teach him some manners. OUI
and-out "Misogynist" is a -IO-poinl OPll/lntolerance. True men are benevo/em dic
tators, pUlling women un pedestals. TIley will always open doors. carry packages.
and so 011. Those from the more oppressive societies will be amused by any capable
woman's "pluck" and ""feistiness." and may quite firmly block her efforts. They
really are very (disgustingly patronizingly) concerned for her safelY, though, and
arc honestly doing il for what they think is her own good. .

@ THE ACADEMY
Nearly every society thai makes up the Galactic Union has some form of

armed force. To weld those. wildly disparate organizations into a functional whole
would be starkly impossible. Accordingly, the Galacljc Council authorized the for
mation of an inter-world milit.ary: Ihe Galactic Palrol.

Each society has ils own mcans of idemifying, qualifying and &aining its offi
cer C<lndid<ltes. Humanity, f~ll1owing Tellurian tradition, uSeS hUlh Officer
Candidate Schools und an AClidemy system,

A human enlisted man. depending on aptitude and chosen specialty, is trained
on duty or at any of a vast number of schools. For an officer to be effective, howev
er, he needs a much broader base of knowledge and leadership skills, which are
rarely taught in civilian lifc. Accordingly, cach year, out of the millions of millions
of humans who apply throughout lh~ galaxies. one million men are chosen to
attend the Tellurian Academy. Preference ;s given to enlisted men with proven ser
vice, but anyonc considcrcd competent to enter into a contract by his society will
be considered.

The Academy is fantastically grueling, with a 95% attrition rate the first year
and 98% the second. Those who fail become senior (Rank 2) NCOs. Completion of
three years at Academy earns a commission a'\ a third lieutenant in the Force or a
midshipman in the Patrol for around nine hundred of the thousand remaining.
Three m~mth~ aner reporting I() the first command. promotion is all but automatic
to second lieutemml or ensign, and the nllker's career is underway.

Ahoul 150 special individuals are invited to Wenrworth Hall after the three
year lenn. Those men receive anolher year of training. Few arc dropped - culling
this elite would be a fonnidable task - but about a third of the class will not sur
vive their fifth year. During that year. they go on a tour of active duty (as lhird lieu
tenant or midshipman) including significant contact with enemy forces alld a trip to
Arisia. (That some of Ihc losses arc men that do not return from Arisia is a highly
classified fact. They arc officiltlly recordeiJ ,IS losl in honorable action.) TIlOse thaI
survive receive their Lens at the end of that year and a commission as a firstlicu
tcnant or licutcnam,junior grade.

It should be notcd thill a Lens ~upcn>cdes all lime in grade. In other words, a
lieutenant who was promoted a year ago usually outranks one just promoted a
month ago. However, if the new liClllenant is a r.cnsman, he outranh any non
I.ensed lieUlenant", regardless of seniority. A non-Lensed captain would still out
mnk the Unsman lieutenalll, though.

@ SCALES OF MENTAL PROWESS
Mcntor's critcria for Lcnsmanship include many aspect.. of mental strength.

Olher scales of intellectual powcr arc also useful. The Galactic Libntry of Science
llse~ il r.lling syslem on which lhe Second-Stage Lcnsmcn rank around 800 - ex.acl
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details are available from the Library. The Manarkan Masters of Thought rank
mentalities on a hierarchy of telepathic ability, on which all natural telepaths are at
teast Type One, all lntuitive Mathematicians (p. 28) are at least Type Threes and no
First-or Second-Stage Lensman is above a Five.

Ii must be emphasized that these scales are unrelated - they measure different
qualities. Mentor's criteria are the broadest. including ethical metrics as well as sta
bility and drivt:. Since the I jbrary or Science's scale wa.~ designed hy humans,
some fairly strong biases are inherent in iL. For a single t:xample, it weighs drive
more lIian stability, SO "aggressive" races like humanity and Velanlians score high
er than "thoughtful"· mces such as Palainians and Rigellians. The Manarkans' is
one of the narrowest, being concerned only with menral ability - penetration,
mnge. Ikxibilily aud scope.

@ THE GALACTIC UNION
The President of the Galactic Council presides over a cabinet of councillors

frulll the various stellar systems, each authorized to induct their citizens into the
Galactic PalrOI.

Thc Prcsidenr appoints thc Port Admiral of the Galactic Patrol. The Admirals
of the various Galactic or Nebular Regions are assisted by Lieutenant-Admimls and
rcport to their Galactic or Nebular Cool'dinalOrs, who assisl lhe PorI Admiral.
Under those Kegional Commanders, the Marshals of each stellar system and
Lieutenant-Marshals of each inhabited planet in tum command a General and a
Licutenant-General of each sociely's military forces.

Recognition
During the Boskone War. Galactic

Patrol ships of space and aerospace craft
are sometimes misidentified and 10SI to
ftielldly fife. To correCI this problem the
Palrol issues the momhly journal G.P.
Journal of Recognilion to all combat
forces. Its purpose is to help the fighling
men learn to distinguish enemy hardware
frum tht:ir own. Eal,h issue is filled with
photographs, including a "pin.up·· of lhe
month fCllturing II new spaceship. aero
space craft or armored fighling vehicle,
and brief news stories focusing on dramat·
ic accounts of fatal t:ITUl'S of identification.

Teardrop·shap.t' ....ilh chisel prow.
Fil'e antennas on Ihe bow:
Chtlr1{r Ihr bramf {lnd leI 'cm rip!
ThaI'S a Bosko/le BArTLESHIP//t

RrrnRlliliml Tmilling Jinglt:

Predecessors
Thc Galactic PatrOl is a di rect descendant of several previous organizations.

The Trip/aneta,., feRgus
The more forwanl-lhinking individuals of Venus, Tellus and Mars were already

working toward the fonnation of an Interplanetary League when the First Jovian
War broke out The Jovian Wars (which loW led four) call.'~ed lhe Ulree plancl" [0
band togclher in an alliance that eventually became the Triplanetary l..eague. The
League was Jed by its Council, and the combined militaries of the three planets
made up the Triplanetary Patrol. Seplmttc from lhe Patrol was the secret
Triphmctary Servil.:t:, headed hy Virgil Samms.
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KIana's Anatomy
Klono exists to provide spacemen with

a source of oaths, and hi~ multitude of
OOdy pans serves !hal li.lOction ~lIpcrhly.

Space prohibits iI full diseussioll of
K1ono's complex bodily aspecl, bill even a
prdinlinaty survey IIIllst 1I0le his bralcn
hoolles, tendolls and whiskers, c1lamond
tipped horns, tungslcn tcclh. golden gills
and grin, gadolinium guts, iridium
inteslines, emerald-filled gilZllrd, lind
curving earb<llloy claws.
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The Firsts

The first Tellurian Lensmen were Virgil
Samms, Roderick and Jack Kinnison,
Ma~on NOrlhrop. Conway Cosilgan,
Frederic\; Rodebush. lyman CIc\'cland.
Nels BcrgcnlM:»rn. Akxandef Clayton and
Admiral SCh....cikett. Koobos was the fi .....
Lcnmlan (If MIIf'. Dr. DaiNaiten of Venus,
Droo\lre of Rigel IV, Rulanoo of Nonh
Polar Jupiter. Corander of Petrine and
Wor-;cluf Velartwl.

The first Sl:affing of the Gala:lil: Pu1roI
.,."

.-resident of the Galactic Couucil: First
Lensman Virgil Samms

Port Allllliral: Admiral Roderick K.
~n

Admiral of the First Galtu:tic RegIOn:
Commodore ClaYlOn

Lieulenam-Admiral, GALREGONE:
Commodore Schweikert

Planclary Generals:
Guindlos of Man;
SeM;dfsen of Venus
Raymond of the Jovian Suh-Sy,tt:m
Newm:m nf Alphacent
Walters of SIOUl>
\'anMeeter of Valeria
Adams of Procyon
Rohen.~ of Altair
R:U'l1l:11 of t-nmalhaut
Armand of Vega
Cuij,~ of AkJcbaraD

HIS'IBY A•••1

The Snlarian League
After the Jovians were defeated and Jupiter brought under the governance of

the Triplanetary Council. that body changed its name and chaner. becoming the
Solariitn Council. The Triplanelary Patrol and Service likewise grew into the
Solarian PalIUl and Servit:e. Contat:1 willi Nevians, the I'aJainian colony on Pluto
and RigelUans made it clear that the Leotgue and P:itro! would soon be interstellar
in provenance. :ind the name t:hanged again. to me Galactic Pauol and Galactic
Union. The Solarian Service broke the pallern, becoming simply the Set:rct
Service.

The Enemies
Before they became aware Ihar a single evil plot was in action to destroy

Civilization. the Galactic Patrol divided their enemies into categories, each with an
Operation to oppose them, The Operations had otherwise-meaningless t:ude names:
"Matccsc" was corrupt politics. ''Zwilnik'' was drugs and vice. "Boskonc" was
pirates. and "Zabriska" was "some peculiar disturbances in the sub-cthcr,"

The subetheric disturbances turned out to be drug-ru,nnet signals. and
Operation Zabriska merged inlo Zwilnik. Opt=r.J.tion Maleese officially ended with
the indictments uf Jim Towne. Senator Morgan and President Witherspoon, and all
of ils resources were assigned 10 Boskone. since that political machine turned oot
to be a puppet of the pirate forces. Zwiln.ik broadened so much as drugs permeated
society that "zwilnik" became a common term of contempt for apy drug-related
criminal, and nu!>knnc hecame a general term for the enemy conspiracy.

Bnstnne's Drganiutinn
Boskone believed in parallel structures. Although not always shown on thi~

diagram, parallel observers monitored aU ,,:ritical positions in the Boskonian conuo)
structure. Not conncctt.'(1 to the operational center in any way, they reported to high
er levels if the prim:il)' position were knocked OUt.

lt must be emphasi7.ed that this chart is far from t:omplcte Or conclusive. The
Boskonian hierarchy emphasi::.ed muhi-leveled complexity and redundant lines of
t:fOss-t:hccking t:ootrol. Merely three-dimensional minds find the power structures
developed and maintained hy the Plooraos, the OnJonians or the Eich - to say
nothing of the Eddorians. Ollien 10 our very continuum - incomprehensible. To
allempt to fully map those nctworks in lltwo-dimensional medium is stark folly.

@ THE HOME FRONT
"The Home Front" is an accurate descriptiun for the civilians of the Galactic

Uniun throughout mOSt of its history, Since the earliest days of the Triplanetary
League. Civilization has been locked in combat For many generations, they did not
cumprehend the sheer immensity of the foe. They fought the Jovians. the heavily
armed zwiloiks. another small war against the Nevians and endless "police actions"
against pirates until. after diSt:uvering Ildmuth's Grand Ba.o;c. they began to grasp
the true scope of Boskone. and moved completely to a full-scale war footing.

Societies
1be societies thai make up the Galactic Union are intinitely varied.
The most commnn form of human government comprises an elected planetary

assembly or ill>:.emblies. with an executive officer in the pen;(}Jl of a president or
prime ministcr. Local constabularies provide law enforcement. but the judiciary is
often handled by the Galactic Patrol assigned to the planet. as aJC all military mat·
ters.

There are several oligarchies. and some royal systems, though these are less
common. Anarchy is non-existent in Civilization. as the Patrol enforces
Civilization's laws even if non~ previously existed on the planet. Likewise, very
few planet" do not havc a planetary governing body. Internecine squabbles are dis
tasleful, al best, to the local representatives of the Palrol, and these are quelled
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quickly. The various communistic systems. such as Marxism, refuse to die Qut
completely, but few humans take any of them seriously.

On a few Tellus-type planets. the reptilian evolutionary stage survived and
developed intelligence. Those races tend to be less gregarious than mammalian
ones. and I~ss likely to develop complex government.... Velamian govcmmcDI is
vaguely lechnl,.lcratic, hut allows individua.ls 10 withdraw from the community to
various extents. The VeJanlian military, though, is powerflll lUll! wdl organized.
Their cenlurit:s uf illlra-system space flighl have cre<Hed a .~ophjslicatcd Orbilal
Guard: and the dominion of the Overlon.ls has instilled a racial obsession wilh
killiflg any enemy before such a thing can happen again.

The Rigcllian race evolved from It herd animal, and thai heritage is quile
apparent in Iheir socielY. They inslinctivcly place socielY'~ needs above theif' own
desires. Rigellian childn'u are always born and rdi!>ed as triplets, called "unil-clus·
ler.;:· If one child die!>. the parents immediately (and rdtht:r franlically) search for a
replacement to adopl. II" one is not quickly found, the twO survivors arc !>plit up and
IIffered for adoptions. Children not pan of a urut ..dustcr are considered quite unnat·
ural and perverse.

Palailli,Uls arc unique in having evolvell ilueUigeucc Tn ~\,(Jd~ prcdalurs. The.ir
makeup orient." Mrongly luwanl avuillal\ce. mis<tirCClion and individual !>UI'Yiva!,
Thcy arc cumpletely egalitarian in II reverse sense - lhey have little concern for
unybotly else. indiscriminately. They are pacifi.sts in Ihe sen!\C mat they will gu tu
any lengths tn avuid pe.rwual danger or lrouhlc.

Patrioti.m
In lime' of war. humans genernlly rally against the enemy. Only on lOOse rare

occasions when the war is seen as immoml or iIIeg.tl will Ihe citizenry protest. The
war against Boskone is unparalleled in the history of Civilization in its uniling
effeci on its conslituent I>coples.. and the preslige of the military is such thai there is
no nccd for hum<ln ."ocieties to conscript for soldiers. Volunteerism is sutncient to
fill all billets.

Yelantians do lIut fed "patriotism" the W.lY humans do; thcy find love of
abstractions like nations inexplicable. TIley do. bowever. fully appreciate UI~ value
ul" "peace through superior firepower," and Vclanlians seem to have a (to humans.
almost childish) love of weaponry and cumbat. llieir military is always well
manned.

A strong sense of p:llriOlism is an inseparable pan of the Rigcllian communist
narure. Thuse whu are strong or aggressive or h<lve a u.'\Cfultalcnl will volunteer a...
soon as they become aware uf the ne~d.

Paluini:II1... have great difficulty understanding patriotism. Individual survival is
much more importanl 10 them rhan any higher good. In times of widespread danger,
,ho~ who cannut fie_I:: itlill1cctiatcly will leam up to fig.ht rhc hU7.ard tugelhe.r. but
:my one individual will only remain while he himself perceives no esc-ape, or is
I;I~n...ed by an even g:rcutcr threat.

5". Rol".
Unemployment is virtuillly unknown in Civilizatioll, ill the sense that all those

seekin~ jub!> will find one in it fl;:w week~ al most. Thc economies of the various
planets are stable. IC'ldilig to strong job Sl;:l.,:IJrily. TIle IXlpulation of workers i~ also
fairly stable. Th~ war with Hoskone l,;ilUSCS cliough attrition thut then: is little prcs·
~ure on Ihe job market from e-nuy-Ievel employees sceking swift advancement.

Styles of wllrk, 1111 the other hand, vary with local planctary traditions. mores
and preferent:es. thllugh a more homogeneous working c-nvironment is developing
<l-!> Ihe war disperses beings acrrn;~ the galaxies. l1Jld space trovel becOll~S unive.rsa.l·
Iy available.

Equality of all seliC:" and raccs is a fundamental principle of the Galactit:
Union. That human women an: prohibited from serving in combat positions jn lhe
military forces is tilt: only exccption to complele equalily of op~rtunity under the
law. In practicc. however. many sexual distinclions remain.

TaKes
Taxes arc quite low in rivili7.;ltilln.

With hnllld Ir.we otIKl shlppi~. and space
uavd rdllively safe, inn,llilln rell1&1I1S

low and the Milndilnl nf li"lIlg lugh. 1bc
Galactic Courdinalun. "'IMJ a.re l.cn~mc:n

and therefore incorruptible. OVCI1iCC I.be
cvlUlJll& of the enlire galaxy. 1neir lxJreilU·

l.T.k:y is small and efficient.
The variou..~ plilIlels may tax the-ir I)l)p

ulation as well. 1be F-J.trol's n;~lllaliYe
on lhe planet reviews the laxation and
budgel,; pmpn~d by the planelary goyem·
ment. and will turn down IIny usurious
prupoINlls.

Keca~ Vdantian society allows indio
viduals 10 sa;a)e lu Ilt:lUly any extent rhcy
desire. lues are Impossible- to collect.
karner. guvernment projects are either
startdI 011 speculation and paid fUl" by tolls
during use (school. for example). or are
fmanl:a1 lly .....o"rribl.llion.~ (mus! mililaIy
CJl:pcndilures).

TaJl.es are meaninglesll when pT1JI.It:rly
is communally owneu. KJacllian hi';lory
induiJel. lhe payment of rributt from Ollt:

him.! Itl anolher. and Rill'd n.f u plunl!t
payi: 1llC& to the Gala&lic Union. bul the
concept nf wation is an t'sotetlC one 10

Rigcllillllli.
On occa\ion. .a group of Pa1.amulns ....ill

1t:lIlporarily band together for some !ipe.
cific purpose, omd il.$1c fllr others' suppon.
Their n:tjlJe)1 can be more or Jess fon::cful.
ranging from something anlllogoul> to 0
charily's call for donations to sumethinlt
rcscmblinl: oUlrig.h1 extortion. A continuo
ing lax is impractical. however. since
every individual woold oeM 10 he contino
ually mtJlnidaled and fCW'Ilined from sim
ply leaving.
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SexualMDres
Human sexual mores have changed lil~

tie for many centuries. Despite legal
equality. many societal double stllmJurds
t:untillu~. Pre-ur ~XIIOl marital sex is \.M)1..1J

illegal and socially forbidden to bOlh
se}l~. but a promiscuous man will face lil
tJe sanction lUlU lIJay ~ S(IIIKlwhm envied.
while /I "loose" woman will be shamed
llnd shunned forever.

Whik most human societies forbid sex
outside marriage (the Aldebaranians being
a lImable exception). flination is 11 com
mon paMimc. The tea.sing girl is constant
Iy warned by her 1l10rc cautious friends of
the "danger'" she is in, Ilnd The Patrolman
with "'1 girl on CVC1Y plane!" is a common
archetype. Nonelhel~s.,. Ih~ only
re~p~cl.thl~ n:latll)rlships for humans arc
~rjally monogamous.

Sex .In.~_s nlll pl,ty a ~il!.mlll.;alll [1)1;; III

daily Vdami8l1 life. The.if more-s eoncC'·m
mHximi;rinp, individu.il "n::~dlllll~ wllJIOul
iJHerfcrcllcc. Fcuds lire common in
Vel,lnli,ln hi~lnry, .lIul r.llh~r ~Iahllnl.l(: nl
uals have develuped lu avuid uJ(;Jll.

Rigcllian morality is easy 10 superfi.
cially define: thl.' nt:t:ds of the many O\lt·
weigh the needs of the few or (he one.
This fascist ideal is revolting 10 many
humans and most Vclanlians, but its
implicatiuns and cumplieations make lip
mo~t of Kigelllan philosophy lind lilera~

ture. Rigellian take few aClions withuut
considering their effects on Illrgl:r !I.OCicty.
They especially do llot stan any sexual
involvement withuut discussioll with (heir
1cmJen..

Scltl.~hncs~, cowlirdlCe and slyne.~s are
the mosl admired qualities of ralainian
soc.iety. Ignore and be ignored is Ihe
Prime Tenet. Th(l~e principles guide all
interactions. including the cmmfol1a1. If
an individual can force another to he
emmfolially failhful. he will. If ulle t'all
he pmmi.~uous. he will.

Distinctions between "blue collar" manual work and "white collar" jobs still
exist. "Blue collar" workers typically learn their trade through apprenticeship, and
associate with cl}-workers in unions and guilds. "White collar" professions are sel
dom learned "hands-on"; most such jobs require education if not actual degrees.
Within a career, advancement is sometimes controlled by fonnal professional asso
ciations, bUI more often by informal "old-boys networks."

All human males work. The few exceptions arc looked down upon; whether
they are independently wealthy or hoboes, they are outsiders and somehow not
men. Human women often work but there is no requirement, implicit or otherwise,
that they do so.

Ln lower economic bmckcts, a wife usually must work to make ends meet. She
will usually wind up in a "blue-collar" job, often in the manufacturing sector 
another "Rmde the Riveter."

At the other extreme, Ihe very rich and powerful have many options. If a
wormm ["rolll the upper classes wanl~ to work:, she doefl so. and any comments ~ill

pertain more to her stlccess or f~lilLJre lhlm her sex. No stigma is attached to a
woman of lhis da:!>s who work:!>. Gladys FOfl'estCl' is a typical example - a woman
with distinci advantages but still quite. s\lceessful ;n hcr own r;1:ht, "rcrn:ukablc but
IlOT "'STOllnfling. '

The women uf lhe lower real:hes of the nLiuule class usually delay going lo
work until {heir childrcn afC in school, anrl then oftcn work at Ihat !;Choo! s." 8cncral
assistllnL~ and substitute tel.lche~. tuking mUl,:h of the.ir pay in Ute furm uf reuul:ed
tuitions.

It is in the upper middle diiSS th(ll the slen~~llypiclli "hnusewife" is fl.lIIl1d. Til

these families, the husband's pay is enough that the wife doesn't nee(J to work.
Oeca.<;ionally, if flhe ha.'\ attended a prestigious woman's college or a rcspcr.:led busi
ness school, she Illay take a "pink-collar" job as an executive secretary or other
high-ranking a.'\sistant's job.

Velanti'ffi females' place in their society is as dilTerent as their biologies. They
lay several clutches of eggs n yenr; if Ihey have heen feni1i7.ed and are protected,
ahout a dozen infanl~ will hatch a few months later.

The role of a Vclantilln female is based almust exclusively on whether she has
ured. Until !<.he has produced a viable clutch, her choices arc limited, and have been
compared to a human woman's in ancient England during Qucl:n Victoria's reign.
After she has bred, her options are as unlimited as a male's. Females make up about
40% of all Velantian armed forces, and over 60% of the Orbital Guard.

Rigellians chofle their sex at puberty. becoming male, femilie or nelller. Sociely
places tremendous pressure on m.lolescenl unil-dusters to choose a panicular sct of
sexcs - exactly which changes from lime to time. During the Boskonian War. the
ideal unit-cluster became two males !lnu one female.

Palsinisn sociclY, such us it is.
lukes nu nolice of sex. AllY of tbe
sexefl can be found in any occupation,
allowing for a one's immobility, of
course.

It should be noted that the vast
majority of humanoid races habitually
go naked or nearly so.

Law Enforcement
The Galactic Union has very fcw

laws of its own; it instead ,ldopts lill':
non-conflicting laws of ils constituents.
Il does enforce some regulations
intended to limit cross-cultural trouble.
Any fonn of deliberate interference in
local affairs call be eharged as a crime.
For example. societies are rated in
terms of Tech Stages, with zero
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defined as humanity's capabilities just after the Third Phase of the World War, and
tcn hc:-ing the Uniun's level at the cnd of the Ro!>knni1l.n War. Revealing'higher
Stage technology to a lower ~tag:c society is 11 Guh.U:lic (dullY. punishable by illl
eXlensive prison term and possibly melllill adjusullclIl.

The Veluntiilll love of individual freedom has kepr formal law enforcement Ln 11

minimum in their socictic~. The Vclantian love of viulem.:e makes a L:rilll..inal's life
quile exciting and usually fairly :.hurt.

The RigdliaIl berd mentality h:!s ditticully underslanding "legality." To them.
1m iltt b either herleficial to society. in which case it is rewurotXI or CI)Un;e, or it is
hannful. and lhat individual is either educated as to his mistake and makes restiw
tion. or is insane and is eliminated. They have no need for an explicit mechanism to
do so. That the good of the many is of utmost important is genetit.:ally encoded in
Rigellians.

Palainians do not unden.tand the idea of law any more than they do patriotism.
To a human. their furtive and selfish natures make them all ~:c:m (.:riminaJ. 'llleY
have concepl" related to crime - a Pahlinian considers any action that endangers
himself to be offensive. but the offended one will react on his own. either eliminat
ing the oITender or simply leaving the situation. The idea of llppealing to a higher
aulhority for redress is laughable. No Palainian would interfere unless he could
profit from it. without danger.

Human law enforcement is much more complex. The a<.:tual enJurcemenl
process is similar to previous eras. though the judicial system is very different.

An ideal judi<.:ial systcm discovers the truth while prole<':ling the righlti: of the
accused until and unless his guilt is determined. Throughollt history. this ideal was
approllchuble, but ultimately unattainable. until the instrumentality of the Lens
he('alUe :wailahlc.

As it bet;ame dear that Lcnsmcn were incorrupLible. lIof to have a Lcnsman
witlle!>!> became a strong picce or eircurmilantial evidence. After North America v;

(ii/.lOn, during which Lensman Captain Maynard contacted "Bobcat" Gilson's
mind and immediately !Iohot him dead, the courts gave up instnu.:ting jurie.ti: that the,y
could not consider the refu!Ioo<ll tlf Ihe defendant to be mind-read to be an admiS!Ioioll
of guilt. Soon. the enlin: jury sY~[em withered away_

Now, an accused may be .tbwhllcly innocent of the charges brought again.st
him. but [ound guilty of worse, prcvinusly undelc=c;led c:rimes. This situation hl!"
rt:!Iouhcd in beinf!.s chargc:d with Imffie lIITense..~ being sentenced to the lethal cham
be" (the c1a...sic example being Solaritm Union v. D.uman. where the accused was
arrested for littering in 11 Natit'llial Forest and executed for mullipl~ cOunLti: of traf
fickin~ in controlled subSlallees). 111is efficiency is only possihle because of the
confidence plaL-ed in a Lensed judge,

It should also be nOled thai less than a thousand Lensed judges are required on
T~II11S at any onc Lime. The reliable, swift. final and extreme penalties for serious
(~rimes have reduced the number of <.:uscs tl) be tried [0 a infinitesimal fmction of
the glut cxperienl,:ctl hy the TripJanct3!)' League.
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Dissent
While no world that ever voted 10 join

the Galactic Union has ever seceded. dis
sent and protest movements are round
everywhel'e. It is univCtSally accepI:ed that
freedom for humans requires the privilege
nf wme individual expression. and the
Galacue Council prefers 10 err on the side
of licensc. Hence, several organiUllions
IId\ClCaling the ovenhrow of Civilir;lllon
i~tf n:main active.

Ciyil disobedienc~ is a highly
acclaimed art in Velantian soci~ty. To
agree wilh a large number uf olhers i~

~n as a weaknl'Ss. Inlc:llcelUllI debat~ is a
popular spon, especially in it~ aerial. full
contacl forms.

TO:l Rigellian. me majority is always
ilb\OIIlIc:1y I"ighl. Di~L:nnl~lIl l~ m::ulI1lic
rmd active dl~!lCl\r j~. by definition, insani
'yo

"Dissent" i~ m~aningl~s.s in l'alal11l311
society. One ean cry to persuade anotber to
dn hts hidding. lIr Oll~ call force alll1lher
(and to a Pnlainian, the Inner is but ;1 Tnl,1I?

viKUlIlUS YCH;tOtl of the fOflller). but the
idea of an cxpected "duty" is all bUI
Incomprehensible. A Palainian who dis
agrees with the ffilljot"if)"~eOON: of action
~;mply ignon:s iL

Religion
Many TeUurian reJ.i&joos wrvived COfl

tltCt with alien euhures. and many alien
religIons round new OOI1vens from Tellus.
Valeria's Noshabkc.minl: and Corvilla Irs
Klonn are popular among men of space
(K10n0 more frequently as a joke than as a
serious deify). Snme Venetians worship
GmiOliK'n and Great KaIastho is invoked
by ChkkladoriaDs. while Vegil'lM cele
brate ZeYz. llazz and Jadkp<n.

An incredihly variely of divinily and
transcendeDlat philosoph;e~ have flnur·
ishetl ill Vc:13111131l society. Bvery
Velanlian feels thai he ol4/:ht to develop
and ell:press his own ideas, but feets no
requiremtm 10 llCCCpl anyone elJ;C'~ - in
fact. they ~em 10 reel that they should
atlaCk everyone else's.

Details vary, but Rigellian concepts or
divinily ~ akin to thl: human ";rWJ1fO. a
son of blissful selfless melding with infm·
;ty

SOIl~thing akin to religIOn ellists in
Palainian philosophic thoughl, bul li even
lIlore lnell:plieable than buman riles.
Research IS ungowg, bul conce:p« weh as
th~ te0l31ive1y Iran!;lalCd u '1nlnscen
de:utal hQusew(ll1c" and '"!«hnlCai poetry"
are dusive of comprehcn.don.
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@ CHARACTER POINTS ============
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The Universe of the Lens is 3 dangerous place. II is cer·
tainly not necessary to be a Lensman or even a Galactic
Patrolman 10 encounter mind-numbing danger - but it helps.
A 101. Lensmen arc very com~t~nt. highly Lrained. and well
equipped characters. well above the slamJard GURPS 100
points..

Not all characters need be Lensmcn. Non Lensed
Galactic Patrolmen with the cl;oteric knowledMc or skills
necessary for II particular mission will be included in opera
tions. Since they do nOI have to meet the rigid slum.l:lrds of a
Lcnsman. they can be much quirkier and perhaps mure inter

esting to play.
Ilowcver. it is certainly nol lIle ca.~ Ulat aJl Lcnsmcn arc

cut from the same Buy SCOul slereOlYpc. Granted, nearly all
lhose mental disadvantages nul raJuiret.l are forbidden. bUI thai
simply means that a Lensman will have to be detailed, rather
!han paintw with a broad bru<;h. Ra!her being conceived in
tenns of the high*valuc disadvantages (n::l>ulting in dnlg-acklicl
cd. pyromaniac, compulsive liars), Lcnsmcn characlers must
rely on quirks to individuali1.c them.

The standard limit of 40 points in disadvantages mU~1 be
modified in the case of Lensmen tn allnw tht'm to meet the stiff
requirements of the Lens, 1\ Lensman mu,~t have Code of
Honor, Enemy (Boskonia). Duty, Honesty lind Sen~c til" Duty:
these do not count against the 4O-poifll limit.

100 Points - "Citizen of the Galaxy"
Civilization is made up uf ordinary people, While ordinary

people do DOl become Lensmen. wy may well cnculJlller great
dangers. A war waged foc the minds and souls of every sapient
being. in which enlire planets are expendable. will all-too-fre*
quently involve civilians. Everyone has a chance for epic
adventure. There are no "fronts" in an interstellar war.
Ch<lracrcn; prt::viously uninvolved in the conflict may awake tu
find their planet captured by the enemy: they arc involved.
willy-nilly. in panisan activities.

@ CHARACTER TYPES
Civilization is made up uf a grt::at many different races,

somc \ cry different from humanity. Thc profe.'isions listed here
art". common among human-like cultures; non-humans will have
appropriately alien oceuIXltiunl>.

Some races accentuate !heir sexual diffcrences. forbidding
.some occupatioll.'> to i>Ome sexes. Lyranians arc 311 example of
e",treme dilTercntiation; Velantians have almost none. In .some
race.s, some of these cllamples are rcstricted Itl 0I1~ tlf some
SCllC.... bUI no gcneral rule is possible. Anyone disl'us!;illg these
mallt:rs with a member of lin unfamiliar race is Cllutioned
against giving tJffcn~,

Ambos!HIdDrlDipIDm.t
The heterogeneous nalure of Civilization pmvidcs plenty

uf ",ork for anlbassadnroo and ulher diplomats who ncgutiate
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200 Points - "Galactic Patrolman"
11le majority of the: Galactic PalmI is not Lensed. but con

sists of duty military peBOnnel like those of any previous time
period. Because mey are much more likely to come into direct
conflict with the fnn:e... menacing Civilization. t:hcy are much
bettcr ~uipped and traipcd than ordinary civilians,

400 Points - "Lieutenant Lensman"
A character meeting the requirements of the Lens is a valu

able asset to Civilization. and need only enliSI in the Galactic
Patrol 10 soon lind Mentor charging him with Ihe honor and
intere.<;l~ ofCiviliz.ation itself.

1,000 Points - "Unattached"
The instrumentality of the Lens' allQwed the creation of a

military rank never before possible: An Una.ttached Lensman
hal> demunslrated 10 the Galactie Patrol !hat his uwn Sense of
Duty is stronger than the e.x.lernaUy imposed DUlY of the Parrot
and his Lens proves that hi.s Codc of Honor - his curu;dence
symbolized hy IOC Gray Seal will require -bim to work always
fur the good of Civilization. He has therefore been "Released"
from the chain tlf ctJIl1lnand. He is no longer a pan of the vast
organiz.mion of thc Galactic Patrol: he is the Galactic Patrol1

"Guardians of Civilization"
Only five intellects of the second level of development actu

ally received "second-stage" trHining, but complements for
Tregonscc. W<mel and Nadreck were developed. "These Icn iodi
viduab .....ert:: in constant. direct coofl.iet with the mosl powerful
of Civilization's nemeses. Similarly, wbile only the flf'St five
lnteUccb of lhe Third Level of Development an: desl:ribc:d in the
published history of CiviJization. it is certain thai Olhers exist.
The Guardian's Mes.~age of Transmittal states thaI "you, !he
third-level intellcct ... able 10 break the Seal and to read this
lape ... will do thai for whieh yoo shall have been developed
and are to be trained." Undcrsll1nding of thar task is S() mind
shattering as to immediately annihilate any imcUccl of luwer sta
bility. Therefore, it shall nut be discussed funhcr in this medium.

alliances. trade agreements. and mutual defense treaties. As
famous. influential and important members of their societies.
lhcy are wgelS to their enemies.

Adl'unIU1-!f.'S: Charisma, Danger Sense, Empa!hy. Intuition,
Langu:.lge Talenl, Reputation. Status 4+ and Vuice.

DisadvanltJ.8~s: Cowardice is easily hidtkn. Truthfulness is
crippling,

Skill.\': Diplomacy, Acting, Bard, DeLeel Lics and any
social skills fur dealing with people. Heraldry. History, IIny
Language (oftcn several), Area Knowledge llIld Law will help
in dt::.aling with foreigners. Slflltegy. Holdout. Escape and com
bat skills are useful in ease diplomatic negotiations become
hostile.



-Bureaucr,t
As in many previous times. the civil service holds a lot of

power behind the scenes. They Know how the government real
ly runs. and accumulate wealth and power while the transitory
politician~ come and go.

Bureaucmts might occasionally leave !.heir offices to con
duct investigalions. Fonner military men, for instance, would
like to see lhings themselves. Some civil servams are charged
with su~rvj.'irng and policing govemmcm contractoD. making
sure that governmenl funds are nOI misappropriated or mis
spent. Lensmen are seldom available for the initial phases of an
investigation. so a functionary and his staff are likely (0 be the

firsl 10 discover a conspiracy within the Vl'1)' bastions of the
military.indu...trial complex!

Adl'untuRt:S: Comfonable or higher Wealth and some
StatuS is common. A Patron. usually someone higher in the ser

- vice. is helpful.
Disadvantagl!s: Addiction. Compulsive Behavior.

Depcndcnt.'i. Duty (to the local government) and Miserliness.
Cowardice and Greed woold fit the stereotype.

Skills: Accounling. Admini~tralion. Detect Lies. Fa.'it-Talk.
History. Law. Mathematic~. Politics. Resean:h ami Social skills
ace aU usdul.

Engineer
If a scientist (p. 23) is a c1oistc_rcd monk. rarely seen out

side his ivory tower. an engineer is the lay preachcr who
spreads the word through the people. lIe crea~s the practical
applil;alion or new technology. Engineers are often the golden
boys of their organization. well fed and weU paid both to pre
VCllt their defection clsewhere and quite simply at; a reward for
their pnxluctlvity. Engineers specialize: some areas useful to
players include physics (atomic. inenia1e.'is, hyper-space ... ),
clcl:tronll;s, l:hemislTy (explosIves) and so on. Engineers should
be inventive.

Adl'anlagn: Retlsontlble choices would be Mathematical
Ahility. Lightning Calculator and Eidetic Memory. Good engi
neers will also have a Reputation in their SpeCilllly.

Disadwmtage.v: An engineer has no physical requiremenl",
so a physil;al disadvantage wi\1not restrict his part in the game.
Some mental disadvantages Ihat wuuld disqualHy him fWIll
military servi{:e are also approprialc.

Skill.v: Depending on the character's specially, possible
.. kills include Integrating Calculator Operalion. Eleclronics
(various). EleclTOnics Operation (various). Engineer (vanous),
Mathematics. Mechanic" (Integrating Calculator), Metallurgy,
and Physio (AlOmic). (Ilyperspace) or (Ineroalcss).

Entert6inBr
The media are a pervasive part of Civiti,o:atiun. Actors.

singers. dancers. pedonncrs of all sons nre popular and fre
quently tour the galaxies with a show. Lensmen and other
agents frequently use media figures a.'i cliver ilkntitie..\.

Admnlug~s: A pleasanl Appearance and Voice may help.
although tbcy are nO( nece........ry. Charisma is. Empathy and a
Pauon would help any performer. Ahsillute Timing and of
cou~ Musical AbililY arc good for musicinns. Repulatinn,
Slalu.. arxl Wealth fulluw success.

Disndvantagn: Addictiutll> or Alcoholism are occupational

hazards. Nearly all mental disadvantages can be found in suc
cessful slars.

Skills: Artislic skills, obviously. Carousing. Savoir-Faire
and Sex Appeal are very helpful.

FemmeF.ufe
•. You could think ofother plaus thaI would be more fun. ..

She got up and stared directly into his eyes, hu lip curling.
"ThaI is, ifyou wer~ a man instead ofa sublimated Hoy Scoul. ..

A favorite technique of Ihe Boskonian imelUgence agen
cies is that of the sexual "honey Ir.tp." The exotil: wiles of a
promiscuous Aldebaranian beaUly have ensnared more than one
Galactic Patrolman. (Lensmen are made of stem enough stuff to
resisl, thoogh Ihcy may be sorely lempled.)

The femme farah- is always adventurous and always
enchantingly beautiful. an enemy agem who works by sedul;
tion. She representS the ultimate player in the game of emotion
al manipulation. Femmcs fatalc havc becn used in espionage
since spying firsl became a profession.

She can serve liS an effective spy in her own right. chann
ing her way into forbidden pl11ces or inveigling seLTel'i oot of
unwary men. Furthermore, she can crenle an endless number of
new spies. Her more ardenl lovers may wilJjngly become her
agcnlS. Others find themselves vulnerahle to blackmail. Her
charm allows her 10 be Ihe mosl brazen of spies. She may
din;:l;tly proposilion enemy politicians or she may steal docu
menl.s frQm beneath the very noses of their custodians. To an
encmy cntranced by her beliUly, Ihe femme fatale's boldness
seems proof that she I;()uld nul he a set."ret agenL

However. the true femme f:uale is far more than simply
another kind of spy. She is a woman of passion and mystcry.
Should times grow duU. she will risk anything to regain a life of
intrigue. Indeed. il is probably her thirst for romance Ihat first
led her into her shadowy career.

From a coldly pr.u:tical point of view. the femme fatale is
all unreliable agent. She takes risks. She aUows her emotions 10

rule her. She is obvious. Her conuoUers eannoti~ lhe dan·
~cr of her being captured or rumed. and as a matter of eoolX
make preparations to neutralize her. In typical Boskonian fash·
Ion. those steps are usually fatal or ultcrly destructive 10 her
mind.
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As a final note. the femme fatale nced not be a female. As
women take positions of authority and power on the Home
Front, masculine spies may find their services in demand.
Furthennore. a seducer of powerful men's wives could be a spy
in the most chauvinistic times and places.

AdvOJltagl's: Beautiful or better Appearance and Charisma
are essemial. Acute Hearing. Eidetic Memory. Empalhy and
ImuitioJl are useful. She may acquire PttlCOns. Wealth and a
Reputation.

Disadvantages: Addictions. Alcoholism, Compulsive
Lying. CowltCdice. Greed and Jealousy are appropriate.
Lecherous[)CS) is practically required. Enemies will accumulate.

Skills: Acting. Carousing, Detcct Lies, Fast-Talk,
Languages. l'rofessional Skill: Erotic Ms. Sllvoir-Faire and
Sex Appeal are cenaimics. Forgery, Gambling. Lip Reading,
Performance and any Anistic skills will also be helpful.

G.I.elie P.lrolm••
Only exceptional people (both phy~ically and mentally).

~crecned Ilccortliug to StriCt standards Ilnd highly trilincd, can
serve in the Patrol. They are at the peak of physical fitness.
highly trained ami self-disciplined. with a firm grdSp of engi
occring and ~pace flight. II ill quite possible (or a human woman
to be a Patrolman, although she is prohihitcd from serving in
combat positioru..

The Pauol has defended and expanded Civili/.utiull for
hundred" of years. and Patnllmen have much in common with
the members of any previous military. MOSI archetypal charac
ters from war movies can be found in it - the naive country
boy seeing new worlds. the tough. cynical ~rgeant. the idealis
til; onicer ... or GMs and players could draw on the different
experience of the Viel am war and explore the dark side of
warfare. 11le Boskonian Wu has no equivalent of the Geneva
Conventions of anciem Tenus. It is a war of exterminalion and
genocide. Both sides employ any means necessary to attain
their goals. including outright torture.

Note. too. that not all soldiers or spacemen are pan of !he
Galaclic Union. Many societies have waged war against
Boskonia alone. Those warriors may be just as competenl and
hemic as those of Civilization.

AdwJ.nfU~tS.' Military Rank and Status go hand in hand
with military service. Acceleralion Tolerance, Acute Vi~ion.

Combal Rencxes. Peripheral Vision. Repulation and Suong
Wilt are possible.

Duudvantages: No Patrolman may have the disadvantages
of Berserk. Severe Delusions or Pacifism. If he ha.';; any illegal
Addil;tion or Alcoholism at .20, he must keep it a Secrel, as
well. Such a Secret is worth -10 for Alcoholism, up to -30 for
Addicted tn Thionitc. They must accept the disadvantage of
Duty (quile often or more). The e1ile nature of the services Illsy
lead to Bad Temper, Patrolman's Code (If lIonor. Fanalicism,
Impulsiveness, Intolerance (of civilians or other services) or
Overconfidence. A Sense of DUlY 10 comr-"des. home world or
Civilization iL<;elf is also appropriale. Yoong privales and space
men may be Honesl and Gullible. while more hardened velcr
ans may have Bad Temper, Oloodlust or Bully.

Skills: Military personnel must have eenain minimum
skills 10 gruduule from training into active duty. Enlisted per
sonnel go through ha.'iic training and specialty schools. Officer
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Candidate School (OCS) prepares those with college degrees or
enlisted experience for commissioning and the Academy pro
vides both the engineering college degree and the military train
ing for particularly able applicants. All of these paths produce
charoKters with a wide range of significant skills.

Enlisled training tends to be more spccialil.cd than offi
cers'. for example, within a ship's Engineering Dcpartmellt.
onc cnliSled division will maintain ami operate lhe Bergenholm
drives, while another will be responsible for the ship's internal
electrical powcr system. Their training wiU ovcrlap only at the
most general level. Enlisted characte~. thcrefore, should be
quite experienced (sk.iIIs of at lea.·a 15) in their fairly narrow
(:ho~cn specialty. They are experts with their particular
wcapuns, with high levels of Beam Weapons, Battlesuit. Space.
Axe. Brawling and similar deadly skills and a)so in the theory.
uperation. maintenance and repair of their equipment: All have
a basic level of skill (12 or so) in a,broader set of basic skills,
such as Free Fall, Vaec Suit and so I;)n. the GM should review
all character dcsigns and insist on any minlllllllll abilities he
feels Ihat the miliLary would re4uire.

(,iviliall~ wilh eollcge degrees and enliste<J, 1)(IIl-oolllmi!!·
sioned officers may apply for OCS. Those accepted are
u ..umcd to have the requisile lechnic~ background already,
and OCS PrQVide.ll only military training - leadership. tactics
and so on.~ characters wiIJ have the broadesl leeway in
design. since the applicability of !he college degree is not con·
sidered - ajoumalism degree (and OCS) qualifies one 10 com
mand an artillery company. The skills provided by the civilian
degree can be any the OM will allow. OCS will ensure that the
new officer is competent in all appropriate military skills
(administration. ~tnltegy, tactic!!, various weaporu: and unarmed
comb'lI skills. etc.). Omcer<are also be gentlemen, so ~y will
be 'rujfl~d in Savoir-Faire (MiliLary) and other social skills.

The Academy provides both technical knowledge and mili
tary training. Even three·year men who au not selected to
become Lcnsmen are v~ry competent military personnel. l11ey
have rcc-eived nOI only all the military skills of an OCS gradu.
ate, but hnve also eamed an well·respected engineering degree.
They have studied astrogation. mathematics, alOmic physics
and mallY other neadcmk courses in addition to the social and
military skills required of an officer and a gentleman.

G••, Memb.,
As youths all over the galaxies gain their freedom and

independence. they begin to ~hel against ''the system." Gangs
and youth cults spring up and mllY interact with player ch8ClllV
tets. Whether the gangs provide atmospheric walJpaper or a real
street comer menace, they will dress distinctively, act distinc·
lively and distrust all outsiders. Some may dress tough but nnly
be interested in lllu~ic. others live f~lr tlle next gang nImble.
Gang members may be petty criminals. thugs or tools of orga·
niud crime. Members are fiercely loyal to their comrades and
will follow them inlo danger. Compelitiveness is strong. gang
members may be rivals fUf" leadership. foc a girl Of" jll.'lt foc the
heU of il.

Ad~'QIltaKI'S: Alennes...:;, Attr3Ctivcness, SlnXIg Will and High
Pain Threshold may prove lL"Cful. All combal-oriented advan·
tagcs are appropriate. Danger Sense and Luck are helpful. Gang
bosses Of their powerful sponsors make appropriale Patrons.



Disadvantages: Gang members can suffer from the appro-.
priately anti-social disadvantages of Addiction. Bloodlust.
Greed, Illiteracy. Poverty, Code of Honor. Compulsive
Behavior (causing trouble). Impulsiveness. Intolerance and
Jealousy. Most gang members will have enemies. both other
rival gangs and the police.

Skills: Typically gangs are adept at enjoying themselves
and fighting hand-to-hand. Common :.l.ills are Area
Knowledge. Brawling. Carousing. Dancing. Fast-Tall.::.
Gambling, Knife, Leadership. Slealth. Stltttwise. an appropri
lite vehicle skill and any weapon skill... Kunning mighl come in
handy to elude rival.. or cops.

S••frill, or P,rtilln
Any entity, wherever ,ituale. could find himself in the

position of resisling Boskonia fmm within. (1t is even conceiv
able that a few irredeemable beings might resist Civilizarion
after it had Iibemted them from Boskone!) Panisans are nothing
but average citizens who IC:1d :1 sccret lifc of S:100I:1gc :1nd tcr
mri ...m against their oppressors.

AdmnwgeJ: Any. Wish them Luck they'll need it.
Disadwlfltages: Any. Secret and Enemies, automatically.
Skills: Any. Thief ..kille; wilt he acquired. if nOi known

before the conquest. Combat skills should not be necessary. in
theory. Don't count on iL

Low Enfarc.m.nt Officer
Policemen exie;t throughout Civili1.ation. ranging from

sophisticated. highly capable urban forces 10 country constables
with a jurisdiction that covers thousand:. of M.(uare miles in
remote regions of distanl WOl'"lds.

Police officers don'l expect to comc into contact with
Boskonia's military might. but they wage a ne\er-ending war
on the zwilniks that poison Civilization's heart with lheir hell
ish drugs. Unfol1unatcly. thcy arc oflen thc fm.t to encounter
heavily-armed opposition when they get too close 10 a zwilnik
kingpin. They will then find themselves fighting a holding
action. huping Lhat Llle Pau'Ol shows up 10 reinforce them before
lhey arc ovcrrun.

Advallwges: Alertness, Combal Refieltcs, Common Sense.
Danger Sense. Intuition. Strung Will alld Toughness are appro·
priate Advantagcs. Legal Enforcemenl Powers is almost
mandatury, cxccpt fur t:X-CUpl> and unlicensed private eyes.
Police department' gener...lIy look out for their own. and cops
Slick together, so characte~ could easily have Allies 10 draw
upon. A PI might ha ...c a Patron. Some cops get a Repulation.
and some inheril one from their department.

Disndmn/ngn: Virtually any will duo although Duty and
Impulsiveness, perhaps coupled wilh Sen-.e nf DUlY IIr even
Code of Honor. arc highly applicable. Many have
Stubbonmess. and some accumulate personal Enemies. In the
Civilization of thc Lens. there arc more Honesl cops than in any
previous period of hi,tOf)'.

Skills: 1...,w is required. nrawlin~ and cmubal skills are
necessary. Social skills. ACling, Area Knowledge, Criminology.
Interrogation and Strcctwise arc all Iiseful for gathering evi
dence. Di.'gui~c will allow the officer to go undcrcover.

Lensman
The wearers of the Lens of Arisia comprise the elite offi

cers of the Galactic Patrol. They are the finest examples of their
race - although many races cannot produce Lensmen. They
3re the be.tl.

Admmogt'S: The Lensman advantage (p. 28) includes
Legal Enforcement Powers. Telepathy is required. Strong Will
(or bought--off levels of Weak Will) ;~ recommended. l.ene;men
have the mffit demanding. hv.ardou.e; dUlies ever to burden a
senlient being: their abilities must equal thai chaJlenge. Acute
Senses. Combat Rcnexes. Common Scnse, Danger Sense.
Double-Jointcd. Eidctic Mcmory. High Pain Threshold,
ImlllunilY 10 J)isea...e, Inluilion. Lucie (!!!). Rapid Healing.
Toughness ... a Lensman needs every advantage he can gel.

Disadvantages: Code of Honor (Lensman's Load or Gr.ly
Seal), Enemy (B~konia). Extremely Hazardous Duty, Honesty.
and Sense of DUlY (CiviliL.ation) are requited. Many other dis
advantllges disqlJalify one from Lensmanship, ~bllt ramllicism,
Rlnndlusl, some C.ompulsive hehaviors. Gullihility,
Lecherousness. Overconlidence. Stubbornness. Dependents,
Intolcmllec and some Odious Peflumal Habits and Quirke; are
appropriate.

Skill.r: A Lt:nsrnan is supremely able. He mU.\i1 repn::sc:nt
Civilization at all times. As well as all the broad base of techni
cal knowledge and supcrb level of military training of a
Galaclic Patrol officer (p. 21). he is taughl diplomacy. law, psy
chology and similar subjects. He will frequently operate alone.
and so can maintain and n:pair all equipment on which he may
have to rely. His combat skills are nonpareil. His telepathic
!lkills are finely honed.

Professional Criminal
Civilization. Iikc all previous cultures, has its share of

those unwilling to abide: by the rule of law. Cat burglars spe·
cialize in getting into weU-prote<::tcd offices or dwellings. They
somctimes assist in espionage opcflltions, or sabotage. Arm~d
mhher.t lake money or other goods away from people by threat
cning thcm with violence. Hijut:ku.\· are armed robbers who
concenlrate UII vehicle.~. They are the IllOst likely to work in
le;lms. Petry thieves arc found in nearly any bad neighborhood:
lhey'll slrip your ground-car. pick your pockel. snatch your
purse or smash-and-grab anything in sight.

AdvlIrltages: Aeute Senscs, Alertness, Amhidexterity,
Danger Sense, Double-Jointed. Luck, Night Vision.

Oisadvantnges: Enemy (such as the law). Greed,
Kleptomania. Overconfidence, Paranoia, Poverty. Reputation
and Low Stants.

Skills: Acrobatics. Area Knowledge. CaTO\lsing. Climbing.
Fast-Talk. Gambling, Jumping. Running. Throwing and. of
course. ally Thief skills.

MeteDf·Miner
For tbe most pan, mCleor-miners are the !;Cum of space.

..eouring a,~roid belts for those few rocks that contain plat
inum, osmium or other noble metals and those very few that
contain diamonds or .other gems. They are the sheer misfits of
life. Many arc pcny criminaJs. fugitives from jUSlice on various
planeL~. Nearly all are unable to hold steady jobs. because of
adl1ictiollS ur he~rk tempers. All are ma.~ter spacemen.

,
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Advantages: Absolute Direction and Timing will help the
seat-of-the-pants navigational techniques used, Alertness to
combat the fatigue of the work. Inluition or Luck to pick the
right rock..

Disadl'anragts: Greed is a prercquillite. Addictions.
Alcoholism, Bad Temper or even Her,>crk. Compulsive
Beha,'iors. Delusions. K1eplomania. O'erconfidcncc and many
other mental diload\alllages could drin: ;1 man 10 me asleroid
bert~.•

Skills: All :.paeeman ~kills (p. 31), Beam Weapon,
Geology. Engineering (Mining). Professional Skill: Spec-Gee
0l>eration (MenlallEa~y).

Pirate
The commander<; of the Galactic Patml originally believed

th:!l Boskonia was nuthing lIIorc than a syndrome of wid~

spread piracy. They learned Ibat it was. in fact. an intcrgalactic
lyranny thaI ne..er renounced its ultimate goal of uni\ersal con
quest.

1I0,-"ever. sometimes a piralc i.) ju<,t a pir:l.le. At muny
place.. mroughout lhc galaxies. a JOhip-full of cargo or an
entire !>paceship! - can be sold with no :lwkward questions
being asked. BOlh Civilization and Boskonia 1>Upport privateer
ing. allowing pir.ttc~ free rcin as long us they restricl thcir pre
dalions Itl the other side's ship~.

Adl'(j"1f1,~e.~: Allies, Repulation and Wealth belong to ~uc

cessful piratcs. With bolh the (iahu:tic Patrol and eolct :-p:!cc
it.,d!" trying to kill yOIl, Luck can be a boIlU~.

Visadmll1agt!.~: Aftcr a few year<; or pirating. accidcnb and
combat may leave their mark: On~·Armcd or -Handed. One
Eyed and slightly Lame pirme.s are common.

Skills: All the standard spaceman skills and good combat
skills are required. Intimidation and Merchant can increase
profits.

R.dic.!.
Any govcrnment, no matter how enJightcrK:d and benign.

will be opposed by a radical fringc. Not all radicals:lfC dupes of
the opposition: in Iheory, anarchists want to sec the removal of
aU fonns of govenullent. They may be suppnned. covertly or
openly. by the oppming sidt= of Uu,: war, bUI some of the mem
bers of lhe fringe are there for purely personal reasons.

Radicals range in approac:h froll1 bomb-throwing loonies to
calm and competent experts trying to aller the syStem from
within. They can be found on weel comers. loudly advocaling
violem civil insurrection. or 011 broadcasl talk ..shOWl; lobbying
for changes in me govcmmcnL -

At/mn;uge.f: The more urbane and sophislicated radical
mighl have Charisma or Voice. ~adtcals frequently hang
around lose~r, so they may have Allies. (Hclwen:r. many rad
ical group:. by nature aren't going to be overly organi7.ed.)

Di.md,'amagts: Partic.;ulnrly Ihe more rabid will have
Odious PeThOllal HahiL'i. Poveny. Reputation (bad) and Slarus
(worse). Delusions. Fanalicism and PafOVlOia are always appro
priate,

Skif/.~: fe.onomies. Politics lind Public Speaking, For the
more viulent tYI>es. Demolition is good, a.~ are :Ill eombal skills.

Sci.nti.t
The sciemi~1 is a researchcr or profe.s!OOr who is an expert

in a body of knowledge. The suhject can be virtualJy any of the
Scientific skills CXL-epl for those dealing with engineering and
tcchnology, Such skills arc in the realm of the engineer (see
above) who specializes in conlolrUctioo and development. A sci
enliJOt will find cmploymem with a university al> a lecturer Of a
research student. with It government agency or an indt:pendent
group -ll "think·lank:'

Seicnlists have less opponunity for heroic action than war
riors. but their obsession with learning Ihe TOlth can give them
their own kind of bravcry: "Nonsense! I huvc subjectcd thc
affair. evc-ry phase of it, tn a rigid statistical analysk TIle prob
ability is significalltly grealer then zero - oil. ever so much
greater, lllmo!>l poim one nine, in fact - thaI the ship will
n:lum. with my nOles:'

Ad,'unlages: Repulatinn amongst other scientiSIS can be
valuable, a.'i can Language Talent. but none arc essential.

DuadwUltages: As with engineers. physical di.satlvantages
arc commnn. Age. Bad Sight, Hard (If lIearillg or Lame are all
acceptable. Some mental di~dvantages that would disqualify
him from military service :Ire also appropriate (Absent
Mindcdncs:. is a cliche. but particularly obnoxious scientistS
will indulge in Bud Temper, Overcunfidence and
Stubbornness). Sense of Duty (ro Discover and Teach the
Truth) is pos:.ihle for particularly nnhle examples.

Skills: Expcnise in (lne Scientific skill and fllilliliarity with
one or two others is almosl mandalory. Academic career:s
include but certainly aren'llimitcd tu: anthropologist, ucchaeol
ogiSL a-'itronomer, biologist, chemist. geologist, linguist. physi
cisl and Jll-ychologisl.
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Secret Agent
The secret agent works either for any of Boskonia's or

Civilization's intelligence agencies (or a neutral govemment.
though these are rare) and either operates within his enemy's
dominion under a secret identity or at home conducting
counter-espionage. The trade in f>t:creL~ and sensitive informa
tion remained in full flow in both directions throughout the
Boskollian W¥.

The War also includes coven nCIS of saboUlge, surveil
lam.:!;:, kidnapping and blackmail. (JURl'S Espionagl! will be
useful 10 a GM plannjn~ to indudt: the "undetectable;: war" in
his campaign.

Advanta/i:es: There arc plenty of usdul ;tdvantagcs avail
able for the secret agent: Acute Senses. Charisma, Combat
Reflexes, Danger Sense, Eidetic Memory, Language Talent and
Night Vision are bUI a few. Luck helps.

Di.ffldvfllllflRe.f.' Secret a~cnt.~ invariahly h:wc powerful
Enemies anll regulur Duties. The.ir dangemus life,slyle can givc
rise. to v.muus rm.".lIlal disuruen; induding Uully. Compulsive
Rchavior (meh as c1ahor.'ue daily sec\Jrity procedures).
Overconfidence and Paranoia. Cowardice is easily hidden in
Ihis p,'ofessiorl. SOrlie agellts have Filll'llir.;islll ilS it mUlive.
while others arc Greedy.

Skills: Ail agent IHay require "cuver" skills Lo illfilLr.lLe all
enemy organization, but other skills include Acting. Fast Talk,
Area Knowledge, Gun (pistol). Brawling, Demolitions. E.~cape.

Furgery. HolduUL. Lm:kpick, Sex Appt:al, Caruusing.
Shadowing. Stealth and Disguise. Savoir-Faire and Language
skins are needed 10 pass as a native of an area.

Spaceman
There are hundreds of times a.~ many civilian ship.~ of space

as there are vessels of ,he GalActic Patrol. Thcy rangc from
super-freighters larger than dreadnoughts to tiny in-system
pleasure craft, but all of them require some crew. These civilian
spacemen can be technical wizards capable of fixing almost
anything or cnmplete duffers. Most will have served atlea.~t one
hitch in the PalToL

Advantages: Absolute Direction. Alertness, Combat
Ret1cxc.~, retired Military Rank or Strong Will.

DiJadvafllflge.f.' Bad Temper, Fanatieilim. Intolerance (of
grolllld-grippcrs), Lcchcrol1sness, Paranoia or Sense of Duty to
other spacemen.

Skill.\": Gt:nt:ric spal'elll~1I have great scopl:: in lIleir skills.
Astrogation, Free Fall, Guns. Inertialess Agility, Mechanic
(Bergenholm). Survival. Elecll'Orlics OperaLion and Vaec Suit
are common.

Technician
A sl:ientisl dreams it up alld all engineer buillls it. but it is

the technician who keeps it fUnning. He may not have a deep
understanding of the theory behind Ihe application nor the abili
ty to design one from scralch, but lhere is no OTIC whu call open
it up. crawl around in iL~ guts. tunc it to 113% optimum pcJfor
mance. or pal.l:h il up if il bn::,aks like the ltained technician.

Advantages: High DX is important. ACute SCIlScfi fl.lld
Ambidexterity would be handy. Common Scnse and
MaLIIt:lIlatical Ability an:: almost rt:4uired.

Disadvantages: Physical disadvantages will hamper perfor
mance. Overconfidence is common. Impulsive technicians
don't live long.

Skills: Electronics Operation. Engineer, Integrating
Calculator Operation, Mechanic. Scrounge. Many teehs have
Craft skills as wcll.

Writer/JDurn.list
A war correspondent will obviously be tryinS to get into

Ihc thick of thc action, but nearly any other type of writer can
also find himself involved in the struggle against Boskonia. A
journalist of any sort will routinely research sensitive subjects,
whieh may lead to discoveries jeopardizing his very life! Even
a writer of pulp ficlion Illay be mildly interested in lhe "real
thing" and seck interviews with Patrolmen or zwilniks.·

Advantage.s: ¥edia reporters will find Voice and perhaps a
good Appear.mcl: valuilble. ilIld all juurnaJi~l~ will benefit from
Alertness, Charisma. Common Sellse, El1lp~(hy. Intuition.
Language Talent, or I.llek. A very few successful wrilen; enjoy
Reputalion, Status and even Wealth.

f)i.\"tJtlVfull(l8~~·: Povert>, is il r..:UlIllflull disildvanluge, uthe-.n;
indude Impulsiveness, Cowardice. Overconfidence. Shync!l!l
and SlUboo!'lllless. Jourllalists have alsu been known tu m:;'luire
Enemies hy uncovering shndy deals or eomlption. Alcoholism
or other Addictions all too often appear to be an occupational
hazard for writers.

Skills.' Hard. Detect Lies. Fast·Talk. Photography, Psy
l:hulugy, Research. SlrceLwist:. and Writing are basic career
!lkill!l. Other helpful !lkills are Oiplomaey, and II journalist will
havc a spccialist subject for his "desk" (such as Law, Eco
nomics, Literature fmel Aren Knowledge). Carousing can be a

good addition.

lwitni. (Orug Oe.I.,}
The drug trade is ubiquitous, deadly and very, very prof

itable. J1 employs thousands of millions of beings. CrOm the
chemi.~l" and hiologists that develop and synthesize the hellish
products to thc actual smugglers, couricrs and runncrs who
physically move the product, As with any marketing system.
the va~t majority of the money goes to the top levels. but much
of it stops at intenncdiate levels. It certainly pays better than
lmy struggling or poor job.

AdvantQge.)·: Acute Tasle and Smell to deleet bad stuff.
Alerllltss. Combat Rene.lles. Daliger Sense. InLuiLion aJld Luck
will help the career to continue. Common Sense is debatable 
is risking lhe lelilal challlberil for a greal profit STUPID? A
Patron is almost required. l;Ind RepllMioD and Wealth will soon
be gained.

Disadvantages: A zwilnik that samples his own wares will
soon be a dead zwilnik. either from a fatal overdose or a fatal
mistake caused by operating at less than full efficiency, Greed
is almost a cenainty; why else take the risk? Secret is reqnired,
and Enemies will soon show up.

Skills: The life of a ;r.wilnik is One of cOIl~L.allldanger, oolh
from the Law and from rivals scck.illg to cxpand their tcmtO
rie.... Social and '1l1ief skills arc appropriatc. Most combat work
will be dune by hired lhugs. but sume familiarity with weapfllls
won't hurt,

•

CHARAl:JUI
... .

---------._-- ----



-~. .
Many of !he existing GURPS advantages. disadvantages

and skills can be interpreted in a new and interesting manner
when applied 10 a campaign in me worlds of unsman. In addi
tion. sever~1 llt:W abilitie-s are approprillte for this b:lckgmund.

@ ADVANTAGES, DISADVANTAGES AND SKILLS ===========
~*~;~
~.--

@ ADVANTAGES==========~~~~~~~~~

.'

Alii.. ••• p. 823
Allies arc NPCs who are Joyal companions. A high-value

Ally costs 15 points for one of 151-200 (,'harar.:ler points, plus
another 5 points fur every 5U character poinl.~ the ally ha....

Modify the Ally's CO'" fliT fretjuency or appearance as per
p. B23.

Le,., Enfurrsm.nt PDW.rs ... p. 827
l..cnsmen art' cmpu'A<t'raJ Iu lit: judge. jury and executioner.

E\"C'rywh('~ llk-y !!V, lht'!ir word iJO 1111'0'. Their jurisdiction l!> uw
ve~,I, civil right.. are meuningless 10 thelll, they may invcsti
gale in any manner they :.ee fit. and Ihcy may kill with impum
ty. This advantage h. .,ub...ulIled in lhc Lcnsman advuntugt:. and
tlncs nul have!O be bollght sep:mHdy.

M.,iCiI Aptituds $.. p. 827
Although some psionic t:rrccL~ ilia)' seem "magical." mngic

d<Xls not e.xhl in tht: I~n.\'man universe.

Milit.rt R.nt $•• p. 822
TI1Cn: are len possible. military mnk It:vels. ranging from 0

(private or able spaccmlln) 10 M (general or admiral), and an
lIdditiuDal rank, unique 10 the Galactic Patrul: Unallachcd.
wonh 45 poinL~.

E"lismi MI!.
Enlisted men scrve for iI conlracted number of years (an

enlistment or ··hitch"). They cannot resign from tht: Patrol:
sometimes they are scparJ.lctl t:atly for "compassionalt: rea.~ulls"

(1".8.• the death of a parent Chal Icaves them sale suppon nf all
invalid). The enli~IIlI~llI is "for a tcnn of nul less Ihan three
years and as much longer 3..~ may be required by the OCCfl'l of
Ihc Patrol. .. ." Ordin:lrily, iI hiu:h i.\· thrce years - patriotism is
high enough in Civilization that the Patrol doesn't keep person·
nel that don't want 10 be there.
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Military Rank 0 is lhe luwe~1 rank. In the Marines. they are
privates and privates. rmil duss. In the Patrol they arc appren
lice am] able spacemen.

Mililary Rank I is the junior NCOs: lance corporals, corpo
rals, scrge.ams and staff sergeants in the Marines. thirSt. second
and fir-a c1'l-~s petty officers in the Patrol. These enlisted men
run lhe smallest uniL'l: squad.., gun seclioDS. individual vehicles.
In sp.'\Ce vcs~c1s, the..'lC~ the divisiuD peiiy officttS,

MiliUlf)' Rank 2 IS the bad.be.me or the G3lactic Parrol 
lht'. !>t'rnor cos. Tn the Marines, they an: gunnery rgunn'y")
and m3..~lCr !>Crgeants and st'.rgt:anl~ IIli1jur; irl the Patrol, chicf
petty uf(ict:n., )t:uior chiefs and ma.~ter chiefs.

OffiCtff

Officers ure noL enlisted for a fixed tcrm of scrvice; they
arc pcrmincd to resign their commissions. All tine officers
should have the Encmy (Boskonia) disadvantage lit some levd.

Miliury Rank 3 is the lowest level for commissioned offi
cers. They arc third and second Heutenanl~. midshipmen and
ensigns. and all warrant officers. Rank 4 consists of fir.;;t lieu
tena.nlS and captains, lieutenants junior gr.uk and lieutenants.
These junior ofTil."Cr.i !lerve on another officer's staff or com
mand smoll groups. In the Patrol. they an: the division com
manders. In the Marines. they lead platoons and companies.

Military Rank.'i 5 and 6 are ~ttiOf' officers. Rank 5 is the
majors and licutenant colonels, lieutenant commanders and
commanders. Rank 6 cUlI1prhcs colonels and captains. Line
orticcrs at this level liTe individually important enough that
BoskollC cffers II stnnding rewanJ for Uleir assassinalion; they
auLomatically have the Enemy (no.~k(}l1ia) disadvamage at least
at the -4U poiollevel of "fairly often." In the Patrol. they Cnj>
l.lI.in ships of all sizes. In the Marines, they command battalions
or brigades. Staff officers of these ranks lead major projects
such as developing new we8JXtDS systems,

Military Rank.s 7 and 8 arc nag officers. Rank 7 is
brigadier and major generals, commodores and rear admirals,
while Rank 8 includes lieutcnant generals and generals, vice
admirals. admirals. pan admirals and fleel admirals. Boskone
will reward well the assassinalion of any Iinc officer of this
r.mk. or higher: they automatically hove the Enemy (Boskorna)
disadvantage at lcast at the ·80 point level of "quite often."
Officers of these ranks command several divisions of Mannes.
il major ta.~k force of ships. or lin enlire lheatcr of operlltions.

Only Lensmen are eligib1t: for Military Rank 9 - the
Release. A Released. or "Unattnched" Le'isman is answcrable
solely to his own conscience and may Tl.-quin; allY resource of
lhe Galactie J'atrol at any lime. lIe can buy anything, anywhere
in Civili/.atiUIl, by leaving a chit thllt the Palmi will redeem 00
demand. He i, a.~ free an agcm as is possible for a living being



to be. This i~ the only rank lhat can be reached wilhout passing
through lhe lower ones - it is possible for a Lensman of Rank
3 to be Released. They are commonly known as Gray Lensmen.
from the unadorned unifonn of gray leather unique 10 this rank,
and the sct of all Gray Lensmen is referred 10 as the Gray
Legion. Promotion to thi~ rank immediately raises the disadvan
tage of Enemy (Hoskonia) to the -120 poinl level of "almost all
the lime," Th~ servants of Elldore dOIl't like Gray Lensmen.

Othl!r Sl!rricl!s
Civili;o:ation is made up of millions of cullures. lIIillly wilh

their own militaries. Rank in those other forces llIay flul he as
meaningful tu a Palrolman as that of his own Icadcrs.
Accordingly, lIx:al rallks ilre less valuahle. The eosl of 5 points
per level represents a fully respected rank in lhe Gahletic Piltrol
(or n(}sktlni<J'~ major forces).

fur only 4 points per level. a character can have a less
respe.t:teu milk. wilhin lhust ::.ilme fl)r(:~~s. n,e situaTion hceomc!i:
thill uf Ilil etl~igl1 from Finance Tryinl1 to Ie,ad a plamon 01"
Mohile Infantry. They recognizt' lht' milk. bUllhey uU1l'1 Pitrli(;~

ulitrly respe.t:l tht:: 1ll,l!1 urllil he proves himself. The charactcr
can have instead a fully respecled mnk in ,I subsiulitry fort·t',
sut:h as lht:: Velillltiilll Orbil[ll GUiln1.

At 3 points per level, the Tllnk is nol particularly res~l.:led

at alL It is an honorary rank carryirlg riO eXlfa payor real per~

mane.nt rank or i~ from a fnrl.:c llntl 1111 om: ever heard of (a
Va.l1demar Voluntccr Regimcn!, for inslllnce).

If the rank is both from an obscure force and nol well
re.~flCCted even within that force. it l.:ost~ only 2 poinl::' per kvd;
a clerk-typist with that Vandemar Volumeer Regiment. for
example.

A social. retired. honorary or li[ulnr rnnk is worth only one
poinl pc:r lc:vc:l. il might be good for a good soci:il reaction.
Militia caplains, police ehicfs. KenllJl.:ky ''t:olond~'' and old sol
diers have this sort of rank.

p.lron: 6r.y lensm.n see pp. 824-25
The Galactic Patrol. in gcnerdl, docs lIul l.:UUllt as a Patron

for palrolmen. It is an omnipresent cmployer, providing hous-

ing, clothing. food and equipment as part of the soldier's remu
neration ... but it docs this equally for all its employees.
(Likewise, Boskone is not the personal Enemy of all Patrolmen

. just all Lensmen.) Patrons are more personal. The Patrol
does have its share of cliques. good-old~boy networks and
remember-when alliances, Knowing ,md befriending or
impressing - someone who may sit on your promotion board
or who can obtain a choil.:e assignment l.:an bt: all important fac
tor in a sueccssfulmilitary career.

An llvernge Lensman can he a!i: useful a patron as any offi
cer in any militnry organi7.ation, remembering that his freedom
to act is directly proportional to his rank and position. His value
can he easily determined frum lhe guiddim:s un pp. H24-25.

1\ Gray Lensman. however. has no reslricliUlls on his
actions save his own conscience. If he should declde 10 aid
another character. his capabilitics lire nearly unlimited. lie is ,Ill

extremely powerful individual. wilh access to equiplllelll worth
far more Ihim an individual'!i: wcalth, in ma~y e!L.<;c,<; of a lechno
10l1iea1 lcvel well bcyond the usual. His patro~nage is an
Advililtage worth il bast:: uf 30 puilll::', <lujuSltu for his fretwerlcy
of Appearancc. An Unattachcd Lemman will not aid a charac
ter unkss il will ildvillln.~ tht:: l:t1U~~l; uf Civili"'illiOrl. illld he will
eel1ainly require a ~igniticant duty from his pTQlegcs.

A (,ray Lensman Patron is a useful adv311t3ge to the GM,
as welL His rank and duties makes it natural for him 10 sudden
ly apl>ear, require Ihe player-characlers' service on ,I highly
(langc:rou~ llIissiun - and lhen disappear again. battling thc
roes of Civilization in another galaxy,

Palron: MsnlDr see pp. 824·25
SCl.:Ond-Stage Slability (p. 29) is a prerequisite for

Mentor's personal patronage, which in tum causes thc Lcnsrnan
to becomc lhe pcrsonnl Enemy of all Boskonia (al!i:o p. 29).
Mentor represellts an entire race. provides extremcly villuablc
equipment of very high capabilities and has unusual reat'h in
time nnd space. He can he reached at any lime. but he is almost
certain lo tdl a u::nsman that his thinking is inexcusably muddy
nnd 10 work it out for himself. He will actually do something
only rurely. "is patronage is therefore worth 2U points.

•

CHARACTERS



50 pDints .ach
2Yj is (I prf'requi.file for this

@ NEW ADVANTAGES
Alter..te Identitr 15 pDint.

YOli have an exIra idClIlity. which 10 all ilppe:lr:lnce" j,

legally established. Your fingerprints and other data are ref:is
lered under two different name.~. }OU have two sets of licenses,
passpurt..,. hirLh ccnitkatcs and so on. Thi, 1.:311 be extremely
u~rul for anyone who is involved in sUITeptitiou~ or illegal
aclivilie.'i, such as an um..lt:n:over Lensman. You can purt:ha.~

this advantage as mnny limes as desin..d: l:;ICh will give you a
new identity, While the new identity may illdudc lines of credit
and bank accounts. 311 money in lhese.•It~l:ounls IIlIIS! he Slip
plir<.llJy the charnetcr - it clnesn'! COille with lhe package.

If a governmenl agency has !Ieee"" In hoth identities and
atlempts 10 identify )Ollr prints. with no ellie, :I!\ III yuur name.
there is a even chance which of your identities will come up.
The ~l1rt:b will ~tllP :\1 that point unkSlI they ha..e re..'l:,>OII 10

belie\e you h;'l\l': a ~ood identity. If the :'leard. ~"O!lIirllll:~. the
.lIeeolid identity will uf cour.lle wille tip. and you will be
unmasked. AI that pnint, once the agency deddes who )'011

"no:;dly" a~, lIll: other idenlily(!» ill\' l<nol. A nnn-Rovemmcntal
agency w'ill have Ull,lno: lilllitl:d rc<;OUTCes. and will probilbly 1It)1

be able to eliminate allemate idcmitics even if lhey find them.
Alternate Identities are either official or illegal. If you are

caught using an unauthorized identity, you fal.:e ~tiff fines and a
jail sentcm:e. The Galactic Patrol muintllin'i 'ieveral Alternate
Identities for its ligen!.!>; C1l1:ster O. Fordyce. thc CU'inltlpulite
and dilettantc, Bradlow Thyron. the arch-c.:riminal wilh many
yca!') on Ihe "Most Wanted" Ii!>! aud Sybly Whyte. the pulp
writer. are thrc4.. !>uch. II can al~ create excellenl l.:o\t~r !>!ories
as ncccs.sary. hUI those impromptu Idcnlitic.. cannoT he as thor
oughly impeccable as one consLruc.:led long in advance.

TempDra" Identitr 0 pDint.
You have obtained a SCi of identity papers, and had thl,l

appropriate government records lllten:d. to .~t up an AJlemnle
Identity. However, the quality 01" the work is sueh rhnt the new
idcnlity will eventually he notic.:ed ulld eliminated (lmd lht: u.'er
sought after!). Therefore II Tempur.Jry Identity is not an "udvan
la~e," and cos!... no points. II is a convenience.!U be boughl wiTh
c:c.h.

A lemporary Identity is !!uaranleerl to he goud fUI ooc
week. At the end uf that week, a roll is made. On an l:I or less,
the false records have been diseovcn.'t1. Each ",eek an addititm
at roll is made at a cumulative ... I (t'.g.. the discrepancies arc
discovered al the end of 't'-eek 2 on a 9 or less, and at the eod of
Wt~ck 3 011 a 10 or less.)

Cosl of a Icmporary identity i~ negutiahle, but averages

5500.

Comp.rtment.,ized Mind
SI!l'ofld·Sra8t' SwhililY (p.

adl'tlfl/lIKf'·

Your menLaI coordination gives you, in crfec.:t, more thnn
one mind. E:lch mind. or companmenl, functions independently
al full capability. Hy default. each comp:lf1menl is identical, bUI
they are affected separoltcly; ~.g.. one could be hypnutil.ed with
out affecting any of the others.
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This advamage does not allow a character's body to per
form more Ihan unc tll!>k at a time: that requires FilII
Coordination. Thu,. a dlaracler with five levels of
Compartmentalized Mind and IWII of full CoordlOation could
pt:rfunn six telepathic feats, hilt phy~ically c..Io only three.

OnJy one companment controls the body at a time. If the
comparlments disagree on who sho\lld be in charge. roll a
COnlest of Wills. with the c.:orupartl1lcnt currerllly in control of
tlu;: body getting + I.

Companmenls are considered completely separate mental i
ti~~s for teleflilthie purposes. Each cl,ll1lpartrnern must actively
Tdereccive or Tck..scnd '0 1ll1olher ... and lhc othl,lf compan
mcnt may choose to resiSI the COnlal.:t! If twO ccimpanmems are
in contact, alloU~r emily (a third compartment or an outsider)
may he shit to ea\'e!lllrup:~ p. 101.

CDnt.ct, V.riable
A Contact is an NPC, like lin Ally or a Patron. However,

the ("ontal:l only provide... information. Conlac.:b may be any
thing from a wino in the right gutler to the Galactic
Cuordinator. depending on Ihe character's background, The
Contact ha:,> acce:,>.'!o to information. aDd he is alrelKly known to
and guarnnleed to react favorolbly 10 the c.:haracter. The Contact
may want a price. in cash or favors, for the informatioll_ TIle
Contact is alway.. played and controlled by Ihe GM and the
nature of the price mUSf he set by the GM.

The GM may assume that a COntacl is, in general. well·dis
posed loward the pC. However, Ihe Conlac:t is not an Ally or
Patron, and is no more likely (0 give spt~cial help man any other
gcnemlly friendly NI"l~.

A Contu('l doesn't havc to be crented when the PC is first
developed. Conlact.~ Olay be added later. When llpproprialc, the
GM can tum an existing NPC into a Contact for olle or mort:
players. possibly in lieu of I,lhar.tt:ler points for the advenlure in
which the Conlact was developed and encountered.

Whatever Ihe l.:ase. Ule Contact can provide infonn:nion
unly about his area of expc::ni-.e. TIle technician at the forensics
lab probahly ha... no information lloouf currency transfers. and
the mana~er of the local hank braJlCh probably ean'l tln a ballis
til'S comparison. Tt1e GM as~i8n.. a skill (Streetwisc (or n minor
c.:rilllinui. Forensics for a lab tech. elc.) to thc Contact. All
allelllpL, to get information frnm him require 3; secrel roll by the
GM a~aillSt the Comac"~ "effective" sleill. Note thlll the effec·
live skill is not necessarily lhe NPC's (lcmal skill; the actual
skiU Ct.1n be sci hy the tiM if the NPC comes inlO regular play,
For instance, the presidelll of a local steel mill might actually
have business related skills of 16-18, but he: hal> au ~ffe(.'/j~'t

skill of 21, making him worth 20 points, because he: has guod
l.:Ollnections.
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Point values for Contacts are based on the type of informa

tion and ils effective skill, modified by the frequency with
which they can provide information and the reliability of the
information. Importance of information is relative and the list
of possible C(mllle!.>; j" virtuall), eodles,,; a few are listed hdnw

as a guide to help the OM delemtine value.

T,,~ tJf IlIftJ,.""tltln
Street Co~tacls. These are minor criminals. derelicts. street

thugs. gang members, small-lime fence... nod other streetwise
NPCs who provide infonnation on illicit activities. local I,:rimi
nal gossip. ujX:uoUog crimes and so fonh. Ba.coe cost is 5 point.<;
for "unconllKted" COnt3Cl<; (nol pan of the local criminal orga
nization; Stn:etwisc 12) and 10 points for "connected" Contacts
(Strcctwisc 13). If (he conlact is a major figure in a criminal
organization (lhe Dun. Clan Cbkf, ur member of lhe "inner cil"

.. de" of Ihe f,lluily; Strectwise 21), Ihe eO~1 douhlc-<i, 10 20 poinK
Rll:)ilU't$ c,>ntaf'l.~. Executive!'. ownc:r.;;. JOCCrclalies - even

the mail room flunky - can provide information on businesses
aoo hu!l;inc~.. dcaling.... Ba.'\C COltt depend.. on how much the con
tacl e:m he expecled In know: 5 point.. fOl" a mail boy or typist
(effective skill 12). 10 points for the president's secretary
(eJfeclive skill 15), 15 point.. for an accountant (effective skill
IH) or 20 points for the pmiident or Chairman of \.he Board
(effcctive skill 21).

Police Con/aels. This includes <lnyone connected with law
enforcemenl and criminal invelotigalinn!>l: hl:at cups, curpOrale
security. gOV(,.ffiDlCnl agents, forensics spcciali<;I.S, cnmneno, etc.
Cost depend.. on access 10 information or services. Beat cops
and regular ptivate .'iCt:urity officer:- are 5 puint~ (elTective skill
12); detectives. feder.1I agents or record clerks IUl: 10 pOillls
(effcctive skill 15); administrators (lieutenants, captains,
Special Agents in Chaege, Head of Dcpanmenlal Security, etc.)
are 15 poillt~ (effective skill 18); and senior officers (shC'.rit'fs,
chiefs uf pulice. District SupcrilllendeTlt'i" Security Chiefs, ele.)

are 20 points (effective skill 21).
Mililary Conltlcls. Anyone from enlisted men up to Chiefs

of Staff. Military contacts can provide infonllatioll 011 troop
movements and assignments, mission.~ :mcl snal.~, dt:tail.~ un
secret weaponry and contractors, or intergllrlletie strategy. Cnst
depelld'i, (Ill fhe rank (:lnd thu... amount of access) of the t:hurut:
leI": 5 points for u but'k priv<tlt: or IIt:W feCltlit (Rank I; effeClive
skill 12). 10 points for ,til NCO or junior officer (Ranks 2-4;
effective skill 15). 15 points for senior officers (Ranks 5-6;
effective skill 1M) or 20 poiJlt~ for ,I fiill:: officer (Rllnks 7+;
effective skill 21). Add 5 points if the Conloct is a U:llSlIliUl 

but remember. he can read your mind ...

Intuitive M.them.tici,n 25,Dints
Thili ili a more extreme version of Lightning C''i1culator

(see p. U21). Your ability is nOt liJ.llited to simple arimmctje;
you can plot COO~, incn, free or hyper-spatial. do any levd of
enginecnng design. :.ulve differelltial equations almost instanta
neously. You never need an integrating calculator: you yourself
are far f~ter t!laJl such 3 gadget, and evcn faster than many

aulomatk cmnputer...
The ahilities of Lightning Calculator (p. D21) aod

MlI.tht:lllll.ti('a) Ability (po B22) are included in this advantage.

lEU

Len.m.n 100 point.
The Guardians of Civilization have entrusted you with an

instrumentality. endowed with a sort of pseudo-life and serving
<IS ao lmforgeable identification, a universal trnnslator and
decrypter, and granting you - or, rd.thcr, awakening in you 
fantastic powers of the mind. Sec Chapter 6. Telepathy and the
Lens. You arc charged with the defense of the entirety of
r.ivili/.alinn against all fuc:s, wherever yuu find thc:m.

This Advantage hll~ many prerequisitc:s and cunselJuc:nc~.

You must be an officer (Rank 4+) of the Galactic Patrol. Y0lI

cannnt be a human woman. a thnale Rigellian or a rust-sex
Palainian. (The OM will designate which, if any, sexes of other
r,lccs l;annot be LcnslIlen. See Chapter I, History and SUciely
for a full discussion of this requirement.) You must not have
any of the disadvantages Bully, Compulsive Carousing or
(iamblinR. SeveJ:c Delusions. Kleptomania. Megalomania.
Parunoill. Pyrumama. or Sadl!>m. Me-utor willieam any Set..n:ts.
ami judge the character's suitability. All parts~of a Split
Personality must separately meel all requi.remems. Memor will
not l!lve a Leu\> 10 OlDy bc:mg Wilt~ not already llilve the du
advimlilg~ uf CUlk of lIunur (l...em.lllilJl·S Load), ll00esty and
Sense of Duty (Civi1i1.ation).

The addiliot\al disadvillllilge F.11em)' (B0skooia) is also
automatically acquired at the "quite often" level or more. The
Lcnsman advantage includes Legal Enforcement Powers (see
above) - that advantage does nul have to be pun;hased sepa
rately.

You must also have the advantage of Telepathy. The lens
does not grant any abilities. It only amplifies them.

Sense Df PerceptiDn 100 pDints
You have a sense thut gives you "a practically perfeci

three-dimension:ll view of the entire circumambient sphere,"
including inside objects. You perceive shapes, and eoloq if you
have color vision. (Blind races such as Rigellians do not per
ceive colors.) Make 311 IQ roll. minus the range in hundreds of
miles (so 1.000 nlites is -10), 10 make out details.

Unf'Zlsbfe 15pDint.
Nothing Sllr(lri~cs you - at Iea... t. nothing that's not obvi

ously a threat. The gillaJtic:s .let: full of Strt'llige thillgS, and 3~

IOllg ,IS lhey dOll't oothcr you, you don't bother them. You are
ex.empt from Fright Checks, and almost no reaction moditicf!i
affect you, either way. You treat all strangers with the same dis
(ant courtesy. nO ullmer Iww Stt3llge they are, as long as they'fC
well behaved. You will have the normal reaction penalty
toward anyone who does solildhing rude or rowdy, but you will
remain civil even if you are forced to violence.

This advantuge is incompatible with all phobias. A charac·
Ic:r wiUI this O'ctv;\llIage i~ not cmotjonle~~ - he just never dis
plays strong feelings. The stereotypical Maine Yilnkee or
Engfu.b butler bas this advantage. E.g., two fellows in roc.King
chair.;; on the porch of a gencm.! stun::

Ed: "What'd thai /jltkfellu wilh thi!m oranKe tentaclu on
hi.J head want7"

JiUrT: "Just anothu /o.Jt summer tuum', Took a wron.g tu.m
al Mars." (LooM up in I~ ,dey.) "l~f JilL it's Konno ro;n
lomorra'. ..

Ed; ..A)'uh. /..Qoks Iih-. "
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This advantage must be roleplayed fully, or the OM can

declare thai il has been lost. In a campaign where Fright Checks
are an hourly occurrence, the OM can charge 20 or more points,
or disaHow the advantage.

Unusual BadgrtJund - Exalted Speci.t
Being an exalted member of a race is not bought as a single

adVlml.<lg~, hut i.~ a set of advantages and disadvalliages (and
possibly bought-orr r.u::ial disadvantages) lha! must be paid for
separately. If these t:riteria are mel wht::11 a character is created,
he can be marked "Exahed" and any other advantages that have
il as a prerc4uisite call be added. No one can become Exalted
during play - either you are well-hred or you aren't.

You arc one of the many off-shoQls of the procligiolllily
long blood-lines carefully manipulated by the Molders of
Civilization. You are one of the finest possible examples of
your race. In many races. one eXllffiple being humllDity, being a
member 01" the exalled sub-spedes is a prerequisite for Sel~OIlU

Stage StabililY.
You are an excellent physical specimen, with ST, OX and

lIT al least Olle point better and IQ at lea.~t two point~ better
than your race's nonn. You huve Longevity imu R"piu nealill~,

Dred for tllerllal power and ~ope, you have Alertness of at
lca.~t + I, at lea.~t one level of Eidetk Mt'.mory, intuitioll. al leilst
one level of Luck, Tclepnlhy at power 3 or beller and at leasl
two leve.ls of $tmng Will (or fewer 1t:ve1s of Weak Will) thall
usual for yuur race. AllY defects of personality are· at least one

@ DISADVANTAGES

Addiction SB. p. B30
Despite (Boskonian prop;lg;mda would say "~l:ause or')

rigorous enforcemem of conlrol1ed suhsLance laws, drug abuse
has comimled to spread in al1levels of alt societies.

Many drugs are extremely addictive, many have grievous
side-effects ancl ncarly all carry very heavy legal penalties.
Accordingly, this disadvantage can be an cxtreme one; in the
case ofthionitc (p. H6) it is WOrUl ·75 pi..lifll.')!

Color Btindn... see p. BlB
GMs should remember that this frequently chosen disad

vantage will serio\Jsly ham~r the r..:hardctet'S engineering abili
ties. Even al Ihe -:'i-point level. a color-blind person cannot read
resi.~lor l:oJes tIf lell the green wire from the blue wire, and
finds it much m(lre difficult lo tell Sirius ftom Antares than the
fully-sighted nl1vigattlf.

Enemy IBostonial .ee pp. B39-40
Hoskone is an utterly fonnidable group, wonl1 a hasc of 

40 poinLs. Non-Lensed Illcmhcrs of lhc Gal actio Patrol will
eucounter Hoskonia fairly oflen. so that value is unmooit'ierl.
Lemmen will encounter Boskonia quire often, for a doubled
value of -80 points. l/nl1tlached Lensmen will be face-Io-face
with the full :mm.:d mighl of Boskonja almost all the time. for a
tripled value of -120 puinls.

level beller; e.g., Exalted Rigellians are not Obdurate and
Hidebound. but are no worse than Incurious (roll versus lQ to
avoid ignoring something strange; -I reaction to new things; -5
points) and Dull, while Exalted Palainians have no Cowardice.

You are intended lu lead your peuple and have an
AIU'active or better (to your own people, anyway) Appearance
and Charisma of alleast + I.

You were designc.d to he attracled (0 causes, with
Fanaticism, a oS-point OxIc of Honor and a -IO-point Sense of
Duty (both designated by thc playcr). You arc probably (but /lot
ne<;essarily) Overconfident. a result of growing up among mere
nomlals.

Unusual Background - 25 pDints
Second-Stag. Stabitity

This adl'antage is restricted to Exalted charaCTers only or
as "an nfa racial package.

You are inlrinskuHy slabJe al lhe st;r..:omJ level of stress.
Yuu takt'. fright Cher..:ks ,It +20, You [lI'e CiWiib1e of disciplilwig
your mind suffieienlly to learn telepathic skills beyond the basic
Telesc;lll, Tclesend, Tclcrcceivc and Mind Shield that arc al1
kosser minds 1Ift'. t:apable of t:omprehending. If you ret:ei vt'. ,I

I .t~ns from Mentor of Ari~ia, you willlJn~ be told" ... and stay
out!" as other Lensmen ,1ft::. Onr..:e you ilttilin the olher "-:(jllite·

menL~ for Second-Stage, you may return to Arisia for funher
lrdillinJ::,. (What those requirements are varies ftolll race to race,
and are known only to Mentor - and Ihc OM.)

Social Stigma see p. B27
In the Galactic Patrol and in many part.. of Civilization.

human women have lhe oS-point Social Stigma of second-class
citizen. They are restricted from allY job that involves any phys~

icaJ danger, and they are paid 75%-90% of what a man would
make ill the samc job.

See Chapter I, Hisrnry and Society, for more on the role of
women in Civilization.

29
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@ NEW DISADVANTAGES
Appe.,..nce: Horrific -30 point.

Your hideous. nightmarish appear...nce causes strong men's
senses to reel. You wITc:r a -10 on any reaction roll. On firM
meeting. you cause strangers to lake an immediate Fright
Check.

It is CJl:tremely unusual for oomllil beings to have appear
ances this terrifying. In .:cneral, it is reserved for unnatural
monsters, or for alien mce~ that happen to match another's leg
ends.

CDdB of Honor V..idle
The codes given arc for humans. Exact tems vary !<>Iightly

from race 10 race. but their IOUlI value remains the S:lmc.

s."ctir: P~tru/llN. -, ,~ilJtf

Be jn~ lu giH' ),our life in the defense of Ch·i1iLiltiulI
against any enemy wherever 'iiruated. Never surrender. Gi ...e no
qusncr. aid noc cumfnl'1 10 Ihe enemy. Yield no infonnmion nor
Lilke p.1.rt in any action thul might be: harmFul 10 Civilization.
Respect and obey YOUT c;lIrerjo~. Rcquirt" dhdpline imJ.! ubtrli
cncc from those under your command. Know your (huie...
Imlnu,,;t your ...uhordinntcs in the.in;.

Lengm~n'f L(J~d ·1D pDint.
II. Lcnsman is a supremely able entity. tlcfurc whom Iltat

Iy any other being is uller]y helpless. The only thing that
restrains a Lcnsman and protects the reM uf Civilization from
him is his Code of Hum)!". which includes aU the provisions of
a Galactic Patrolman·s. phiS: I:le re ..pon .. ihle. in the fullest
sense. for all of your actions. Represcnt CivlllZtllion nnd all
that means to the rest of the uni
verse. Keep your ethies nne! ~nse of
ju..tice above repruach. Be tbe
emhodiment of the highest possible
illlegrity and reliability. Never break
yuur word. While you live. never
quit. Regardlt:ss uf Lht: udds. if there
is :lny chance at all. alw;ly" go in.
Pay YUllr lIdlr,. cven to spiden; and
10 worms.

S,..,Sul .1S,Dinb
All the provisions of lhe

unsman', Lnad. plu...: a...sumc pu
sunal rcspon..ihility for the protee
,ion 30d defense of Ci... ilitiltiol1 in it..
t:ntlrety. Thc GM elln lICI a ... the
I.cnsman's conscience, aI ;II1Y linlt:
informing :I player WhUM: character
is under Gray Seal thaL his actions
are not in aeenrd:.rne~ with the best
infere,r., uf Civilization (II" h~

believes Ih~m tn be). and the player
mil'" immediately correel Ihu... t:
actions.

Extremely H"..d.u. Duty -20 points
This is an increased level of the Duty disadvantage

described on p. B39. The eharacter is "on dUly" almost all the
time. and risks dellih lIT -.eriuu.... injury more often than 00 oreti
nary dUlY. There are signil'icanl penahies for faiJutc to pcrfonn
th~ duty when dc-mandcd: dismissal in disgrace. imprisonment.
perhaps evcn death - or the downfall of Civili.G8tion itself.
This i!> a mandatory duty of all Lensmen of the Galactic Patrol.

Free Sick -10 point.
You are miscr:1blc under "free" (inertialess) conditions.

This disadvantllge is handled identically to Space Sickness. sub·
stituting ioenialess fur weightle...s: ste p. 534.

Innume..te -1, -5 Dr -10 point.
You ha... e.- IIU "feel" for numhe(\. You cannot dQ an)' arith

metil.: ill your hc3d. and you have no Idea whether the answer
you get on po.per or on a calculating machine is COIK'(:I. YQtI
mu...' painstakingly count your change from a merchant.

In j. !lUll lechnnlogical environment this is ollly il I l'lOilll
Quirk. Mosl ,echnological eullurcs cater to their imp.,ired mcm
hers cnough to m,Ute this ollly II -5-['IOint disadvantage, but in ,I

society that values engineering ability highly (such IU the
CiviliZ3tion of the Lens), it is wurth -10 points.

tn'Dlunt.ry Duty -5 pD;nt. more
If a Duty is enforced by threats to self or loved nne... or by

mind control. it is involuntary. Such a forced duty can result in
difl'icult decisions or surprising insight!> for the affected charac
ter. An invululltary duty \\ould nor include any "normal" soci·

etal duty such as military service by
draft, although service by impres...menl
as practiced by many Boskonian soci
eties, would qualify. Qnly cases whcre
life or sanity are directly at stake
qualify.

For instance. if a Patrolman's fami
ly were taken hostage and he were luld
to spy ur Ihey wnuld become u Ughl
-mack for an Overlord. he would have an
involuntary duty honus.

MBnic·oepressi.e -20 pDintl
Your moods are on a sec-saw

you bolmce hack and fonh betwcen btlb
bling enthusiasm and morose withdrow
al. At the bc:btlnning or each play !'Cssion.
roll onc die. On a 1-3. you are in your
manic phase: a 4-6 indicate.... depression.
Every five hours of game-tim~ there
after. roll 3d. A 10 or le$s indicates thai
yuu tx:gin a mood swing. Over t11t~ l)txt
hour. yOll will shift frOIll your current
phase into its opprn;ite. You will remain
in the new pha.'iC for at least five houl'l
(after which you roll 3d again).

CHARACTERS . . .....-' 1
--------



In the manic phase. you suffer from Ovcrconfidcnce (see p,
834), You will be friendly. outgoing and excited about whatever
you're doing. In the depressive phase. the Overconfidence is
replaced with Absentmindedness (p. 830) and Laziness (p. 834).
You will not be interested in doing anything excepllying In bed.
sitting In a dark room and moping. or similar activities. If forced
hy companions to do somclhing, you will be at a -5 on all skills.

Seeref Variable
A Secret is some a.<;pect of your life (or your paSI) that yOll

must keep hidden. If m:uie runlic. the information <:ould harm
your reputation. min your career. wreck your fricnd!>hilb. and
pos...c;.Inly e\'en threaten your life:.

The point value of a Sc<:n:l depends on thc con~qucllCCS if
the Secrct i!> revealed, The worse the results. thc higher the
value. as follows:

Serious t:mbarras~m('lli. If this inronmltion getc;. around. you
(~;111 fortct aoom ever g(~tting i.I promotion, geUi'lg ekcterl, or mar
ryin~ well. Altcmutivdy. yuur SCC"~I cnulrl he nne mat will sim
ply al{nK't lillwei(:ornc puhlie attention if it is known, -5 poil/ts.

fI/ff'r Rejection, Ifyuur St"l.'rt'l b di!>n1vcl'I;:d, ymlr whole life
will be:' (·hiUJ!!e<.I. f>el'h;'tll~ you could lose your job and be:' rt'jt"l.'lt"tl
by friendc;. and lo\'ed ones. PerllUlb )'Ol' will 'Ileldy I~ hara.c;.!iCd
by ildlllirc~. culti ...t... long-lost rt'lath~. or the press, - f(J pnim,t.

Imprisonment or E.rif~. If the authurities uncover your
Secret. you'U hllve III nee. Or' be impnsoned for a long time
(GM's discf(',tion), -20 poinlf.

Possible Deatll. Your Secret i~ M) terrible Ulat }OU might be
e~ecuted hy the authoritic!>. lyochcd by a moh. or a...sa.c;.... inated
by Hoskonian agents if it Yo e:re e...er revealed - you would be a
huntcd man. -30 pointJ,

If :.a St:en::t is made public. there will be an immediale neBa
live effect, a... described above. rdllging fmm emharrac;....mem to

possible death. There is also a lasting effect - you suddenly
acquire new, permanent disadvantages whose point value
equals twice that of the Secret itself. The points from these new
disadvantages go first to buy off the Secret. and may lhen, at

thc GM's option only. be used 10 buy off other diS<1dvamagcs or
(r.m:ly) I.n huy new advantages. Any unused points are lost, and
the char.tetcr's point value is reduced.

Tbe new disadvantages acquired must be appropriate to lhe
SC<,·rt:t and !>hoold be delermined (with the GM's supervisiun)
when the character is created. Most Secrets tum inln F.nemies_
Rad Reputations. and Social Stigmas. 1bt:y might also reduce
)'our Stamc;. or Wealth. or might <:au:.e you 10 lose an Ally or a
Patron - going from Filthy Rich to merely Very Wealthy i...
effectively a -10 point disadvantage. Some secrets could even tum
into mental or physical disadvantages. though mis would be rare.

Similarly, if the GM allows you to buy off old di!>advan
tages with tJie new poill~. these too ll1ust be appropriate to the
Secret, The mo!>t common dbudvantag~·thiilcould bc bou(l.ht
off arc Duties and lkpt'lldellt!>. .

In gem:~r<ll, il SeCl'el appc:lr.c;. in a panicular game session if
Ihe CrM roll ... a 6 or less on three dkc bt:[ore lilt: O'Idvenmre
begue•. lJuw~ver, 0'1" fl)f 311 Olhcr di ...advantages of this type. the
GM need not fccl conslrained by the 1JC~:llrr'tllcc roll - jf hc
thinks the Secret should <:orne into ph,y, it does.

When a Secret appears. it b oot necessarily made public.
The l:har.u::ter IIIU.\t somehow prevcnt Ihe Secret from being
revealed, This may require him to cave in to blackmail or extor·
tion, to Sleal the incriminating documenb., or e\ en to silence the
peniOn who know!> the Secret. Regardless of the solution. how
e\'cr, iI's only lemponuy - the Secret will appear again and
a}:ain until it is finally bought off. Secrets may be bought ofT
eitht:r automatically through exposurc (see above) or with
earned character points over the CQlIT'Se of play.

A computl:l' i, a penon WiUl mathematics skill who 0f1l:~mle,

an inlegrllling calculator. Thc3C !J..ill!> are replaced hy lmegrnring
Calculalor Operation (p, 32) and Mechanic (Integrating
Ca.lculator). After the e:,Kl uf the 8oskonian War, nUt(Jmmir <:al
CUhllllf' and computers bcgm to be developed - see p. 65.

Armoury see p. 853
Thi., skill i... sulxlividcd into mllny c;.pecializations. one for

each type of ships' weapons system~ (~lld a,~ Nt:edlel' 01'
Primary Be;lInc;.) and for Tractors. PrC'ssors, Screens :JIId .'to till.

It alsu includes the various models or bailIe armor. and psy·
ehOironic cquipment !>uch as 1houghl screens.

Hypnoti.m see p. 856
Successful use of Suggestion or Tdesend gives a +2 bonus

to Hypnotism mils (p, 856).
A subject in II hypnolic tr..tllce has less resistance to tdepa.

thy. For every 2 points thc Hypnotism conle!>! of skill succccd
erl hy. reducc both the subjecl's eJ1'ective will and the Power of
any natur..tl Mind Shield (not anificial thought screen) by 1.

Meeh.nie IInte,ratin, C.Ieulatorl se. p. 854
Thi~ i~ lhe .'tkill required to reconfigure an electromechani

cal integrating calculator to solvc new functions. To d~siKn the
change. TOU against the lower of Engineer (Electrical). for the

l'rljlli'ite n::lays and motors. and Engineer (Mechanical) for the
cams and pushnx.ls. A mechanic is also necessary tn properly
dean_ tune up and rcpair culculaturx.

Language Skills see p. 854
Each language is a separ.tte skill Alien languages do not

default to one another unless tllt:y !tomehow dcrive from the
same parent tongue: (e,g.. Valerian and Tellurinn Dutch default
to one anOlher at -2).

see pp. 858,
860

CDmputer OperlltiDn Ind Programming

Electronics and Electronics OperJtian se. pp. 858,
860

TIle ...kills a technil:iall of CIVilization or Boskoni:l uJtt:.'t In
operJte :.IIld maintain IllS elccuoruc equipment an:: unlikc those
of any oUler period or genre, The extremely sophisti<:llled ultta
microminillture vacuum tubes us~d are ah.'>tllutely unique to a
1..e1lSIIIa" campaign. P.tyrllfllmnit',\' is the specialty of equip
menl with effect.. on the mind. such a.~ thuught screens.
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Easy: Spaceal is an anificia11anguagc dQignctl 10 allow 3.

wi~ variety of beings tu c,;ummunicale highly technical ideas. II
ha.<; also acquired a limiloo \'ocabulary to handle other aspects
of life. which is uniformly prof:mt:. ub~l.:t:nt:, vulgar. lewd.
coarse and foul. (For example. it has only four words to rcprc-

- !\cnl any luw enforcemenl offici!!L In English. stripped of
oh~ccniry and in dc.~cending aruer oC l:ulIlelilpt. they wonl(1 he
"lawman:' '\:op:' "O,lIfwl" ami "hllll.") It i!' one of the most
exprt'i>siv('. lantll:ltc.~ ever spoken in tcnns of invet:tive. SWeil!

ill~. insult... contempt. epilhels imd ~:Un1.

Avrragr: G"I;II.:lic SJl3ni.o;h is very common. since many
alieil I';'lCC'; find it.. softer consonanb Cili>ier tu eliunci:lIC !han
English's.

liard: Alien languages Ihlll Clln he prunuum:ed using a
characlcr'~ natural vocal equipment or simple mechanical
d~vices.

Vn)' Hard: Alien languages that cannot be pronounced
with a chltIllCtcr's oalUral vocal equipment or simple mechani
cal device).

Pil.,ing (In.rti_l.ss) N. d.,.,1t
IPhysi._lJHord} ••• p. 869

A pilot has a complex job. He is in direct, manual control
of the mighty reaction engine) lhat mil. spin. twist and drive. the
huge masses of metal mal are the ship~ or !'pace. Each sillgle jet
is activated by one of me keys thaI surruu'nd t!le pilot's station
ill biUlk. Upull bank likc a Brc~lll or~an. They are ··veloc:ity-senloi·
live"; :l lighT fap C3U!>C.'i II .~malJ impulse; u fmner pr~sure all

the same key pruUm.:es il lolcullg bl:l~r. TIley can a1.~o he prc.'i!\Cd
illio ,evcral dctcnl~ to create a constant level of illly given
thrust. A master pLiot'!> h'lIllb Il\Il~t .~wcep ovcr hi~ hoard "1lS
rdpidly and as surcly as those of un organist 'over the ballked
keys of his console; pn.x.lucing. IlOt ehords and arpeggios of har
mony, but rooring hla.~L~ of precisely controlled power."

Nor docs a pilot's joh hecUllle lIIuch easier during simple
straigtu·line flight. Th~ interstellar medium - lhe '"ethe(' for
lad: of a simpler term - is a chaotically turbulent. highly
chnrg~d and h~ated plasma that cunstantly buffe1s a racing
spaceship and requius a smooth hand at the helm 10 maintain a
course. See Gauttur. p. 52. for funh~r description of the ether.

@ NEW SKILLS=============
Emmf.zing (Physi._lJHord) O.f"It. I. OX-6;

Prerequisites: see below
ElIlll1rll/.ing, a pan of the Puluiniun rC:I'roductivc process, is

incomprehensible by members of races willl \lilly two sexe.s and
three physk.ll JiJllen~i()n~. Let it suffil't lO !>ily thm it can he
leamt:tl and u~J by Palainians in way.' vaguely i1JlalOgouS to
the human Prolessional Skill: Erotic Ans.

Ouitrub.pin,IPhysi._lJHord} N. d.,.,It;
Prerequisite,: see belDw

This skill cannot be learned or even fully comprehended by
any creature without ft rnelaholic hyper eXlension, 11 is based on
HT, nul OX. Success on a skiD roll once a minute serves as the
advanrage uf Vacuum Suppon, allowing ~urvival in vacuum
with no damage from intemal pre~sure or tempcratun: and 110
need to breathe. failure C311,e!'> In!'!' uf one fatigue point and
gives a -I un thc next Dexitroboping roll; critical failure. Id
flltigllc pt)inl~ and a -2 penahy. If fatigue reaches zero. the char
acter passes out and dies four minulc~ laler. Fatigue cannot be
regained while dexitrobuping. Critical suc.eess is Ihe only
exception: it resture~ om:: fatigue point if IIny hllv~ !'leen lost.

In.rti_l.ss Agility (Physi._lJHord) N. d.f.,1t
nus is the ability to handle yourxlf under 'Tree" (inertia·

less) I:ondiliulls. It is handled identically to the skill of Free
Fall: see p. B48.

Inl.g,.ting C_I.,I_I.r Op.,.,i.n N. d.f.,1t
(M.nl_VA•.,_g.)

The electromechanical calculators used for numerical
analyses ClIO he of great assistance in solving complicated arith
metic problems. including eXpOnential and trigonomclric func
tions. but they are not simple to usc. nus skiU of use does not
include setting the calculator up (0 solve new functions - (or
that. you need to dcsign new cams with the suUs Engineer
(Electrical) and (Mechanical), then machine and install them
with Mechanic (lntegrnting Calculator).

}ntimid_ti.n (M.nl_VA••,.,.) 0.,.,1,. I. ST-5
.rA.tin,-3

Tnlimida1ion is a social "innucnce" skill, used for peniua
sion. The essence or illtimidatjon is to convince the suhject thaI
yuu are able and willing, lind perhaps eager. to hurt rum.

Inumidation ffilly be .~uhstituted for a reaction roll in any sit·
uation. though il is at a -3 penalty when used in a request for aid.
A successful Intimidation roll gives II Good (though not friendly)

CHARACURS
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reaction. A failed roll gives a Bad reaction. Most people will
remember an intimidation atlempl, whethcr succcssful or not, for
a long timc; it can permancntly affecl an NPC's attitude.

When Imimidatinn is used against a PC (or, .1I the OM's
option. against a NPC). this can also he rolled a.~ a conte.~t of
hitilllitlatioll ver..uS Will. See lnflllelll:e f((}ll.~. sitlenar, p. 09).

Modifiers: Up to +2 for displays of strength or bloodthirsti
ncss. or. +3 for superhuman SlCcngth or inhuman bloodthirsti
ness. Appropriate reputation modifiers will certainly count. + [
for each 6" of height that you have over the subject (+5 maxi
mum), -1 jf you are shorter (-2 if you are more than 6" shoner).
+2 for llonilic Appearance.

The GM may give a funher +1 bonus for witty or frighten
ing dialogue. btU should apply a penalty if the anempt is clumsy
or inappropriate. Fearlessness counts CJXCJinst ill1imidation
attempts. The GM may apply any level of penalty if the Pes are
attcmpting to intimidute somehody who. in his opinion, just
can't be intimidated. This includes anyone with the Unfazcablc
iuJvtlntilgt'..

P.~iflflil' Modifiers.' Tclepathy can he U:l:crl to frightcn peo
pI 1':. If any such ahilily is lI"r:rl to sllpplr:mr:nt an :Hlr:mpt to
intimidate, allow +2 for a successful attempt - +4 for a critical
::"I~~~~e::.s. A failllr~ ha~ no cfftx.:t 1I11!l~:l:S tht~ OM walll~ 10 pellal
i7.C a critical failure in some creative way.

lmimidaring a Group: This skill may be
used against several people at once. For
every live targel<; you attempt to intimidale
with a single roll. apply a -1 penalty to your
skill - up to a maximum of -5 (25 people).
A single person cannot intimidale a group of
larger than 25 people. A group of characters
Illay attempt to intimidate a group of larger
than 25 - 3 characters could intimidate up
to 75 (3x25) people. Use the bonuses of the
best intimidator in lhe gmup, and lhe penal
lies of lhe toughest larget in the enemy
group.

Runl/ing a B1I4f' If the PC can make
both a Fast-Talk and an Intimidation roJl.
and roleplays il well, he c,w appear to hc
intimidating even when he can'l back it lip.
This is tilt: only way to ilililllidate some peo
ple (martial arts masters, world leaders, belli
cose drunks). Success on both rolls gives a
Very Good reaction. Success on one and fail
ure on the other gives a Poor reaction.
railllTe nn both gives a Very Bad reac..:tiull.

Note that interrogation can default to Intimidation-3. It will
not help you tell a good tm:;wer from a bad nne, bUI it can gel
people to u.llr.

Mind Block IMentaVA••r.g.J O,'.ults to WiI/·4
This is the ability to set up a non-telepathic mental block to

prevent telepaths from listening in on thoughls with
Telereceive.

Example:.; of llIelltal blocks might be doing complicated
mathematical calculations or repeating poetry over and ovcr
again. Anyone can do this for a shoTt time (roll versus WiII+4
for the firsl minulc), hat maintaining a deliberote mental block
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while doing something clse, under stress, or for more than a
minute, requires skill. A new roll may be required each minute
that the person does nothing, or each tum in combat or stressful
simalions (e.R .. when someone is trying hard not to think about
something of concern).

Roll a Contest of Skills between Mind Block and
Tclcrcccive. once each minute or more frequently. This is sepa
rate from any olher roJ! required to make the skill work or to gct
through a Mind Shield. If the subject wins, the telepath will get
nothing but poetry or the multiplication tables. If he loses. he is
not successfully blocking. A successful Telereceive will discov
er part or all of whatever he is thinking. If the Mind Blocker
rolls a critical failure. he thought about it - in detail - in the
forefront of his mind.

After the lirst minute. if someone is doing mlthing hut con
eentruting o~ blocking, they get a +2. Someone who is mentally
or physically stunned rolls at -3. 'R.olls to hide emotiollal
thoughts rather than simple information are harder, and should
made at -2 or more depending on how strong the OM rules they
are. GMs Illay impost'. ,uJJiliollilJ pellillties ur bonuses for other
(im1ms-tances. e,g" trying to hide your intentions while sneak
ing up on your most hated c.ncmy, or u!'ling cxtensivc actinp,
experieflCe.

Mu.cle Re.ding IMent.WHI No Default;
PrBrequi,it.s: PhvsiDIDg"

P"cholog, ,nd Trained b" Mllter
Muscle Reading i" the skill of learning a heing's intentiolls

hy feeling involuntary muscular !.elisions. TIle player must ask
the GM a single yeil/llo que.<;tioTl, while the character hints about
the desired infOnllaliOIl 10 the suhjecl of the Reading. A suc
cessful skill roll answers the qu~tion. Critical success yields
eXira information, while failure provides no information. and
crilic..1 failure pruduct:s mi.~il1fonm:tliOII. A 1'011 of a natural 18
causes the subject 10 nolice tbut Ihe rei/der is groping him in an
odd place.

.. ,
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A separate version of this skill must be learned for each
species. Knowledge of the appropriate species' physiology is
required 10 locate the appropriate muscle groups. and of psy
chology to successfully make the leading commenL<; that will
cause the subject to subconsciou...ly react. Training in this an is
fCxtremely difficull to oblain, requiring tht: Trained by a Master
advantagt: (p. MA25. essentially a 40-point Unusual
Background).•

Thi.. ~kill differs from the GURPS Martial Arts skill of
BtXly Language in whru is read (tension versus posture). whm is
learned (the subjcct's llttitudes rather than his next physical
move), and the method of sen.sing the signals (u blind person
can be an excellent Muscle Keader). It is not related Lo Detect
Lics at all. whidl i.s a psychological Tcchnique; nor is it
Empalhy - it can be learned.

It is a tactile skill. Touching me subject's torso is required
.. (for humilnoid~ requirement.s for other ruce~ are GM'!>

opUau). BOII\I~S for ~nl'iitive touch apply. t<ll:h 4U("~tioll lalees
one ~ood. There is no bonu~ or pell,lIty for repeaTed attcmpK

Mudifie.rs to Skill
Suhjed's cJolhing (ur b.ide):

Dart" :,.kil\ , +2
Shins1ccves 0
Suit jacket . , ,,-,
Swe-ale.r................................ . -2
DR I.................................. .. -3
OKl -10
DR 3+ impossible

Readu's Proximity:
Hearty hand..hake (hand on shouldcr) O
Chaste dancing +1
Chaste hug +2
Lascivious hug or dandng- +4
rull txxly contact" +6
- Under most circumstanct:s, these proximities will be

interpreted as a seduction 3lklllpt.

Subject's Intoxication:
Cheerful/Mellow +I
Elated 0
Boisterous - I
Unsteady -2
Drow sy -4
Weaving -8
vomiting or worse .impossible
Muscle Rending does not have. to be ~ubtle. It is possible to

U!>e il for direct, oven inlerrogalioll- stripping a prisoner, grolb
bing him in the most effective way possible and asking direct
questions. llli.~ would re~ult in a +8 10 lhe skill rolls, and po~si.

bly affccllhc imerrogator' ... Reputation in inlc~lillg wllyS.
Attempted use of Muscle Reading may be dctcclcd. A

Muscle Reader who suspects all attempt 10 read rum may roll
against his own sldU (moditied by pmximity a.s above. but' by
his (lwn clothing): Succ~.ss reveal!> whellJe5 or flOI an ancmpt i!'i
being made. Failure rt'veals nothiut<: (",YOU can't tell"), and crit
ical !'wlutt' !,!i\'e!o the wrong an..wcr. Note that ju... t as Il1l enthu
~i'I':>tic Reading can he mistaken for II sedueuon aUempt. seduc
tion may make a su!>pieious person worry aoout being read. A
~k.illed Readcr can abo spot a Reading attempt 011 someone
else. by sight - roll .,~ above, hut with ap additional -So
Mll:>cle Readins may be resisted only by the M<'ltlial Am .~kill

\If nody COlltrol. as a direct Contest \If Skill~. Note that it is
iTTelevant whether or how Ihc victim llnswers me leading com
ments or questionl'i his body is providing the answers, invol
untarily.

Muscle Rcatling can be used simultaneously with any other
skills lhat can be used while touching SOllleone. A person
skilled in both Muscle Reading and Detect Lies may appear to
be telepathic!

Pri.nic. fMe.tRWe,., Hard} W. Oef,ult
11lc= scil'na of telepathy; the basis for psionic engineering,

the design of 'depathic devices likc the Golden Meteor of the

Triplanetary Service and thought screens. Since the scientific
basis of telepmhy is well known. study of this skill docs nOI
require the student to be telepathic.

CIIAIACT -
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@ ECONOMICS, JOBS AND WEALTH ==========

·1

The currency of Civilization is the credit, which will be
represented here by the symbol '$.' A credit is subdivided into
len deem, each of which consisL<; of ten cemos. A cemo can be
further divided inlo ten milius, hut price~ are never ~1~l:il1ed til

the millos: falher. mHlos arc used 10 pay sales lax. Throughout
tin: Boskoniall War, sale tax is calculmcd at ~%. rounded down:
an item that costs up (0 nineteen cenlos is not laxed, twenty to
thiny-nine cenlns carries a one-miJ1o tax. and so on.

Average starting wealth in Civilization is $7.500. For many
pes, MO% of this will be lied up in home equity, furniture,
dOlhing, etc., leaving only $1.500 available to spend on adven
turing gcar. Uf course. H Wcahh lldVllnlflge will increa~ hoth a
PC's liquid cash and the quality of his home. The average fami
[y pUI~ aoout 25% of their incomc inlo somc foml of savings

uccounts and war bonus.
PUn:hit::.t':S ~~an be ma(lc l)tl cn~i'lil in Civili7ation in one of

(WI) W3Y"~. Ranh il;l;UC letter.f of credit. u.~ually addressed to u
l;pccific correspond~nl b;mk, sialing Illill il will ,lcl:t':pl ur;lf(s
dlitrg~d in rhe CUl;tolller'l; name up to a certain amount. [n es,~c.~

of panicularly favored custom~rs. lh~ Iimil lIIi1y l~ ill ~~l:~~S ~lf

Ih~ ~:lIS1~llfl~r's d~rlt)!>il"~ witll the crediting hank. In thil; cs,<;e. the
excess amount (if used) will be hundl~u as it IOIlt:-1enu loan, ill
a predetennin~d iT1t~rt:~1 ralc. COll1mercial letters of credit arc
oflen used by importen; and exporters to linance the purchase
of goods. A ejrcular leuer of uedit, nrten u~~d by trJ.velers. i!>
one nol addressed to any particular bank. and is sometimes
called a {rave/er's cheque.

Some retail s1t.Jres provide lay-away plam, in whie.h a eus
!Orner may make a depo!>it (typically 25% of full price) and the
store will hold the item. while the customer mllkcs further PllY
ments (a minimum of 10% per month) uutilthe item's COSt plus
a low imcrcsl fce is pllid.

Social Status and Cost of Living
Interstellar commerce has so invigorated thc economy thnl

income tax is the lowest in history. The exact rate of taxation is
adjusted frequently, but as a rough approximation, a married
couple making less than $1.000 a year pays no tax. Betwcen
$l.Om and $3.000. the tilX ritl~ is bs (kul 1%. From $.HXIO a
year 1(1 amuml $7J)(Kl the rolte doubles to nearly 2%, and from
$7.000 to $50.000 it climbs in small steps through 3%. At the.
Ill~ight uf the W3J·. the very highest income bracket, enjoyed by
fewer than a million people galaxy-wide. paid 3.592%.

The COSI of living in Civilizmion is nol l;1mely tied tu
s(l(;i ...l stalu~. A junior miliLi1J'y officer enjoys the same respect
as a notcd scientist, but aI D much lower cost of living. The
monlhly expendiHm:s lisled are for wl,mb.\"itli:;.e,1 civilians and
vary widely wilh cmployment and locale. Note that cost of liv
ing is mc.aningless to Unmtnched Lensmen. since they may
charge wl)'lhillR to the Pfllrnl.

Typical social levels and cosl of living ill CiviliLation:

-3 Spaee·lousc, prostitute: $50
2........................ . Meteor-miner. dole recipients: $50

_I Pulp fiction writer. servants: $100
n Ordinary citizen: $200

I Military enlisted, technician. police officer: $400
2 Engiileer, scientisl, junior officer

(non Lensed). city official: $800
:1 Junior Lensman. senior officcr

(nonLcnsed), minor media figure: $1,500
4 Senior Lensman, flag officer

(nonLensed). ambassador: $2,500
5 Flag Lensman, plancrary president, medin figure:: $.'i,0CXl
6 Unattaehed Lensman,

Regional Cuunlinator: (not applicable)
7 Galactic Coordinator,

Second-Slage Lensman: (not applicable)
H Kcd Lcnsman: (nolllpplicable)

In general. every lwo levels of military rank confer one
levt'.J of sochtl SI,ltUS, ,1l1d 3 I.en!> 3dd~ an additional level.

Job Table
"+RW' with thc monthly wage indicates that room and

board arc provided.

Critical Failure Kev
"U" stands for Lost Job - you were fired, demuted or lost

the client "A" stands for Arrcstcrl- you fell afoul of the law.
and were charged with II crime. The "d" indicates diee of dam
age - you were in an accident, fight, etc. TIle "i" indicates a
losl momlfs income C'-2i" means losing 2 months' ineome)
you were fined. forced to pay for damages, had to repl11ce
c<luipmenl, etc. If there are tWO entries scpnrnted by a "r, use
the second result only when a natural 18 is rolled.

Note thnt for some dangerous jobs, the rcsuh of a critical
failure can be seriOllS injllry. The CiM may choose to play out
these episodes to give the PC a fighting chance.
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Job. IRequired SkillS], Monthly Income

Poor Jobs
Ditch-Digger (ST 9+). S40
Dole Recipient (none). $35
Gang Mt:llIber* (Streetwise 10+. any combat skill 10+), $65
MClcoc·Mine'" (Vacc Suit 10+). SIOX3d
l'ulp Write'" (Writing 10+) SIS
&rvant!DorrlC-.stic (none), S30+RO
Space-Lousc· (none), SID
Street WaJkc:r* (Streetwise 10+). S30

Struggling Jobs
Amhor (Mninsueam)· (Writing 13+) $100
Barber* (I'rofcssional Skill: Haircutting 12..-). $75
Burgl0u4 (Slcallh 12+), $100

- ClcrkIT~i<;t (Clerical Skills 11+), $100
Cook (Cookin8, 11+). $1 (X)

Housc ProMitute, (Stre~twisc: 121 l, $50
Janitor (none), $90
luuiol' Officer (Adminisa-ation 10+, Leadc:rsJup 10+, Military Rank 3), S250+RB
Priv81cJSpuccman (Combill ~kill lfi+, Military Rank 1). $70+RB
Privillt: Inquiry A8cnr (PW (Strtttwi:.e 12 f ,llr.IWlillt!- I J+), $100
Scr~C3lltor Petty Ufficer (TitCli~ 12+. l.cadcr"hip 12+. Military Rank. 2). S130+RB
Struggling J:.rllcrtainer* (Anistic skill 12+). $100
Te.1cher (Te;u:hing 12+).5280
Thicft' (Streelwi-.e 11+. DX 11+). $160
WaiterlWl1it~s(Savoir-Faire 12+). SI20

A l'unge Jobs
Blftaucral (Administration 12+. Polida 12+), $500
CaU-Girl ($ex Appeal 12+), S400
Ow;:mist (Chemistry 14+), $530
Engineer (Engineer 13+), S600
Factory Workcr(Appropriate !'ikill), $200
JoumaJi!'it (Writing 12+), S450
Mechanic (any Mechanic 11 +), $400
Nurse (Fitst Aid 13+), $.')00
P111}Logtapher$ (Pbotogn1phy 12.+) $450
Pnlke D1::ttetive (Criminology J2+, UtW liT), $500
Police Officer (Criminolu~y 11+, (jl1n.~ (Pi!'itol) 12+), $)00
Semor Offjc~t (Adminimation 15+. Leiluen.hip 12+, Military Rank 4 or 5), $J50+RB

ClJmJOrlabfe Jobs
AdmirallGencral (Le<tden;hip 12+. Strategy 16+, Politics 12+. Rank 7+). $700
Best-selling AuLhor* (Mercham 13+), $700
Civil Servant (Admin;!>lrdlinn-14+. Accounting or Law-12+, Politics·I)+). $650
Pm Alhlele- (Spon skill 15+).5500
Research Scientist (Any science 14+). $750
Zwilnik CouriC'~ (HoldoUl 14+) $600

WtaUhy Jobs
Curpofme President (Aclminil\lrdliol'l 14+). $10.000
Media Celehrily (Acting Of Hard or Sin~ing 14+. Charisma 12+). $7,500
PlsllCtary President- (Administf'dlion and Politics 12T), $10,000
Zwilnik Kin£pin (Suee(Wise 14+, Admini~lr<ltiOli 12+ S15,ooo

• freelance joh

Succe•• Roll Critical Failure

12 U
10 - I i
Went PR -Ii, 2dI-1 i. 6d. A
PR 2dl5d
PR -li/-3i
12 UIU.ld
12 ·liI3d
PR -liIld

PR -liI-3i
PR -Ii/-Ii..Id
PR IdiA

. 12
• LJ

PR -;i1ld. U
12 .1 i/lct
II -I iIl.J
Worst PR -2i12d
PR -2i1l.J.5d

Worst PR :2i1.2i,3d
WO~I PR -Ii. 2dI-3i. 4d •
Best PR ·liI-li. Id
PR -I iIl.J
Worst PR -I iI-2i. A
PR U

Best PR .Ii. U
PR -I iILJ
PR ·liIU
PR LJ
PR -I iILJ
PR U
PR UIU,4d
PR -I iILJ
PK -1iI·]i
Wonsl fiR 3d16d
IQ 3d16d
WOrsl PR -2it2d

IQ ·2i1-4i. U
PR -2i1·5i
Best PR -I iILJ
skill U/-5i, U
PR -I iILJ
PR NIOd

PR LJ
PR ·3i1-lOi, U

PR -lilA
PR 3dlA
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THE SEARCH FOR THE GUARDIANS: PROLOGUE
Tlw ArisiGns knew full well that they would nol endure forever - nor did

they wish 10. In the fullness of time, it would become proper for their
race to poss on to the next plane of existence. However, no

mature mind simply abandons a responsibility withow
providing for its continuance. It was -clear that new

Guardians (~fCiviliZlltion must be prepared.

eHA TER
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@ THE SEARCH FOR THE
GUARDIANS, PART ONE

Brolenteen soon found heartening news. Palain VU suppon
cd a civilizmion. already city-dwelling, which apparemly had
spontaneously evolved! Most othe.r species of the galaxy had
been created from Arisian life-spores, but Arisia had never sup
portcd lifc which could also survive on Pulnin VII. The
PlIlnininns were, unfortunatel y. far fmm the (OP of their world's
food-chain. but their high intelligcnce and natural {Xlwers of the
Illind were well worth nurturing. Arisian help would make Ihe
necessary difference.

A Pal'linian. like all life that thrives a few degrees ahove
'Iosulult'. .It'.I'O, "possesses an extcilsion illio l.he hyper-dimen
sion~ and it is this mcr~hQ1ic CXlcn"ion alone whi~ makes il
possih1c for life to exist unde.r such extreme. conditions. This
~xtt'.nsion lIlilkt'-s it impossible fur .lIIY hUIlJ.1Il being to see .my
thinp, of a Palainian excepl thc fluid. amorphous. ever-changing
thillg whidl is his three-Jill1ellsiolliiJ ilSpeCI uf 1he 1i"IOmt~rI1;

makes any attempt at description or portraiture completely
futile," Thisjmclionllf dimt'IIsiollCl/ily (or "froClillity") had !)cen
modeled mathematically centuries before. but until 'he
Palainian colony on Pluto was discovered, it had never been
imagined thaL life could rely 011 il. A mental image of fractional
dimensionality can be buill by imagining a two-dimcnsional
sheet (of ideal paper. perhaps). crumpled into a ball 'lbc shcet
still possesses only IWO dimensions. but it is "exlended" inlo the
third, Pulainianoid lifc is. in a vcry loose sensc, similarly
"crumpled up" into a fourth spatial dimension.

Palainians have four sexes. designated one. the prenuptial
catalysl. two. the prolcctive or "mothcr" sex, Ihree. rhe nggres
sive 01' "father" sex andfinlr, the poslnuptial eataly~!. Any of
these lIlay be Lensmen except Ones. No sexism is involved;
ones arc nearly immobile.

lllZlZZUlPalainians

The Galactic Union. fll.ct:d with the need 10 efficiently
describe the myriad alien races which compose it. devcloped a
simple classification system. A race is described by a series of
[elten; which detail what it breathes, uses for blood, and so on.
Because the Galactic Union cvolvcd from the human
Triplanetary Service. Tellurian humans are, all 'A ·s. In gencral.
the leiters farther through the alphabet from' A' describe more
and more alien charactcristics. but in some
ca."es the differencc is acadcmic - is cold
cop~r blotxlll101'e alien than warm? (First
thou~ht may indicate that wann blLM.Xl is
mort: human. uut cold copper-based blood
OCCllrs in Tellllri:m .~pecies. and warm
does nof.) The '7' c1assificatiol1 i.~

reserved for undefined or non-applicable
characteristics. Unfortunately. nearly
every life-form which has a mctabolic
extension falls into that classification. su iL
is irnJXls~ihle for Ihe syMem to distinguish
betwccn crcatures liS divcn;c us Puluiniul1s.
the Eich. Onlonians and winter-pha.~e

Plooranli! However. the problem is less
ened by the fact that IhTlx of tholie exam
ples nre now extinct or nearly so,

The first tcn places arc Rc~piraljon,

Circulation, Bodily Aspect, Nervous
System, Manipulators, Support.
Integument. LOC0TJ10Liun, Digestion alld
Reproduction.

@ THE GALACTIC UNION'S
RACIAL PROFILE SYSTEM

While it;$ inconceivable that an Arisillfl might be "hasty" or
"crude. " for this search both rapidity and stealth were essen
rial. Another race was similarly engaged. To say that £rldoTe
intended 10 dominate the univeru is an understatement.
"In/en/ion" does nOI imply inevitability. and f10{ to dominate
wal" utluly im.:onc:eivable lu any Eddorian. They did /101 work
in prrsml, hut rather thmugh /!/"he/(m UPO/l echelt)l/ oj higher
and lower proxies. Therefore, the)' too sought ouf intelligent
life. ThoSi' races which would .w!.rw! them wue illf.:0Tf){Jmleu

imo the runb' uJ eXI!L"lllives and supervisors. 11IOU which
resisted found themselves conquered by others I\'ho had been
granted irresistible technology by their /lew patrOl/s, or were
simply made to destroy Ihemse!l·es.

The Molders 0/ Cil','li-w/;(JI! \I'a/rlled Eddore '.~ predari()/lS
and in.terfered ref)' Iitlle. t:,It/ore mllSI 1101 learn Ihat they were
being npp{/~e.rl. (J1l{l.w long tJs Iheir Jumper;ng did not rellder a

.. race extinct. it served 10 strengthen iT - provitlnl also Ihat ;1
did IIOt com,' under 1:.iMor(' '~. hiemn:h.Y of (/ominCIfI(:/.'. Tim'/.' (lJ
Ihc mosl Trnilurc ",imLI' or Ari,~iIJ, Nt'lllwillor, Rm/t'llTeell a/ld
KriediRan hy !i)'mhol. bet::all the search/or intelligent life which
cOl/ld wilhstand 11u: siren' of {w;ns flT/'mll/lln,I!, [ort·l·d illlll III/'
lhird lel'd of.~lahility, and GlIal'diamhip. 771ey tampered sllbtly
with 1:.·ddore·~· mllchirull;ofls, (IIII) 1'lIr(!u,1Jy .Idn·ln} lJful llUs
banded one race each. Frvm jounduliuns laid if! Ihe dislalll
pasl. injar-separaIed stellar syslem. grew tile greatest /Inion oJ
wildly di.fpumfe raCt!s eller conceived: 'IlIe Galactic Patrol.

RACES



- Palainians' fluctuating and frequently discontinuous
Appearance can he quite upscuing and even Hideous (-20
point..). Palainians are physically inept, with ST -2 (-15 poillls)
and DX -I (-10 points), but they liTe extremely intelligent: IQ
+3 (30 puinls). All metabolic ne.cds arc provided hy Lh~ir

founh-dimensional ~xlclIsion: a j>alainian L>ocsn't Eat or Drink
(10 poinls), and oxygen (a ~tnmgly paramagnetic pale bluc ore)
is a tuxin to them; they arc compleldy Alla~mbic (-30 points).
1l1US. around humans. they require Increased Life-Support (-20
point.l:.) as protection [nllll both the incredibly high temperature
and the poiwnouo; l'lfmru:phere. They are Deaf (-20 points) and
Mute (-25 ~.oinl<;) and have No Sense of Smellrraste (-5
points).

A Palainian's (ounh-dimensional extension makes it very
difficult for a three-dimensional entity til lktennine just where
he is. giving PO 2 (SO points). In addition. when threatened. a
Palainian inslirn.:tivdy twists his entire body through the hyper
dimension. c:lusing a short translation in three-dimensional
space. This effect serves as a Teleport power 10, Emergencies
Only 05 point..) with the racial ~k.ill Combat Teleport at IQ (4
point..).

The Palainian melancholy intellect I~ ullerly incomprehensi
ble to a human. They have weak Will -2 (-16 poims) and t:hcir
aversion to phy..ical danger seems to be Cr3v'en Cowardice (-10
points). They life ah...olutcly Single-Minded (5 points). gening
a +3 bonus on lengthy ta....ks and a -5 to 1/ofia interruptions,
and Callous (-6 points), caring little about other's feelings and
suffering a -2 when u..ing or resisting any social skill. As
Loners (-5 points), they require a great deal of "personal
space" nnd react at ·2 to othcr!) nearby. They have nalural
power 10 Telepathy (50 poinl.'i). and the ra(~ial skills of
Telereccivc. Telcscan nnd Tele...end aiIQ. all with Wurld-Wide
Range (5 puinb c<lch).

In addition, first-sex Palainians arc Se..sile (-50 point..)
they can he moved and they have manipulawf!), but Ihey cannol
muvc: un their own. Pnlainian fOllr.f suffer frum Combat
Paralysis (-15 point..).

It costs 17 point.. to be a secund-or Ihird-sex Palainian. -33
10 be a vile and 2 to be afour.

The three·dimensional cm~s-section of a Pal:linian occupies
a single hex. Thrcc-dimensiunal intellects not stable at the third
level of stress should nllt attempt to detcnnine hit-Iocatiun un a

Palainian.

@ THE SEARCH FOR THE
GUARDIANS, PART TWO

Krit'ffigan .mon reported el't'1/ grefJ1u succl'ss. Tht! primi·
lil'l's of Ri8{'/ IV had ulreudy t'1'o/w'd IJ "muml .{t!n.fe ofpercl'P
litm f1.{ well a.{ a 10K' 11'1'e/ of IdeIHl/hy./ They were hardly a fJU

fl'ct candidate rm.'e. wilh abundanl and 1"(JJ'ily ami/oble nmuml
resollrct's and nn nomral cflcm;('S. Such (In F.dl'tI-like em'iron
ment pml'iditd onh we(lk spllr{ 10 itl"Olll1ion, so progress in Ihe
teL'hnologies of ....'t'Opnn.f and agriclIllllre wa.l·lril·ial. Their Rre
gariolls, hnd-like .wcinjes minimi:l'd individualism and
curin.fit)". Such slumbling-blocAs could be t'asil)' iJ\'ermml' by
Arisian inspiration, hu....·('I'u.

Rigellians AABEFDBDGF
A Rigellian is ··physically a monster ... the oil-drum of a

body. !he four bloc.ky leg.., the mulli-branchiale tentacular anns,
that immobile dome of a head. the complele lack of eyes and of
ear.;:...." Menially, he is just as alien. "And what a mind! 1be
tran!)cendent poise; the staggeringly tremendous range and
<;cope the untruuble:t.l and unshakable calm; the sublime qui
elude: the vast and placid stabililY, unk.nown an(J forever
unk.nuwable to any human or ncar-human rdCe!"

That serenilY is actually the race's major handicap. While it
is trUe that "00 Rigellian is. or ever will be at can be ... 'cor
rupl' or 'corruptible' ," the "qualities 'force' and 'drive· are
fully ala rore among [Rigcllian.'iJ as absolute mental integrity is
among (humansl:'

Rigellians' ~xes are detemlined. 1lOl;1l binh. bul al puberty.
At their equivalent of adolescence. a child chooses to be male,
female or neuter. Society pmvide... psychological tcsting ser
vice~ and sometimes puiS a great deal of pressure on children to
become one sex or anoltlcr. This process has moL" in the distanl
pa.... t, when Rigcllians were herd animals, and used this mccha
ni~m to control population pressure. Rigellian fcmales cannot
be Lcnsmen.

Rigcllian children are raised in groups of three, called "unit
clusters:' which frequently devclop close psychic tie.... During
the Rod,onian War, Rigellian society diclated lhat a "perfccl"
unit-cluSler would become two males and one female.

Rigettians have an ugly Appearance to humans (-10 points).
Their wurld's gravity is double that of Tellus', giving the
natives ST +1 (10 point~) and three levels of Inerea..ed ST (150
points) for lin averoge ST 44, thrust damage 5d, swing 7d+I,
Increased Speed +2 (50 points) and Reduced Movc: -2 (-10
points). They sland some .~cvcn feet tall on four heavy legs (5
points). Their four tentacular arms (20 point.'i) are each three
yards long (80 pointo;) giving +2 to swing dnmage and +4 to
grapple. 'I'heir unns have Full Coordination (150 points) and
EXlrd flexibility (10 point... - arms only; their bodies are not
l1exible at all). Rigellians are Deaf (-20 point..), Mute (-25
point ... ) and Blind (-50 puints). relying on their Sense or
Perception (100 puinUl). ncy have natural power 5 Telepathy
(25 points), and the rocial skills of Telereceive, Telescan and
Telesend at IQ, ;tll at Wurld-Wide Range (5 points each).

RigelJian... are stolid and phlegmatic. They tire Unfazeable
(15 points), have Honesty (-10 poiOlS) and Truthfulness (-5
points) and Wcak Will -4 (-32 points). They an:; also Obdurale
(-10 points), actively di .. liking novelty and reacling at -3 to new
things. They must roll 1Q-3 10 bother investigating soUlCthing
nl:w. TIley arc also Hidebound (-5 points), suffering -2 on skills
Involving creativity or invenl.lon. RigeIlians ''take, practically
always, thc: line of least resistance."

A Rigellian is It three-hex creature, with anns reaching any
where within four hexes beyond that. Racial COSt is 453 points.
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eli THE SEARCH FOR THE
GUARDIANS, PART THREE

NedanillQr made the best discovery of all. All life on
Vclantia 111 was competitive and viciously hmlilc. The domi
nant race was physically tough. menially capable. and sur
rounded by ".Uural predators. There was no doubt in any
Arisian mind \har the next Guardian~ had heen found. The other
two races would StiJI be cultivated. but as backups only.

Velantians AACBDWMCLH
A Velamian is "8 nightmare's horror of hideously reptilian

head. of leathern wings. of 'o'ic.i005ly fanged jaws. of frighlfully
Laloned feet. of multiple knotty arms. of lung, ~inuou), ht:avily
:-.caled serpenl's body:' Coming upon DOC unexpectedly (DC

worse, having olle cOllie upon you ullcxl>ccrcdly) calls for a
.. Fright Check.

A Vc1antian'!; appearance is Horrific (.3() point..). They have
Increased oST (50 points). Increased S~ed • I (25 pomb).
Enhanc.;ed Move for bolh running (20 poinls) and nying (20
poims) and 5 Extra HP (25 points). The entire Ihiny-fool lenglh
of their serpentine bodies has Extra Flexibility (10 point..) and
is urrnore<! WiUl it Sl.;iLly hide whidl ha:. PD .~ (75 poi illS) lind
OR 4 (12 poinL~). Their ellonnou... bal-lik.e wings allow Winged
Highl (30 poinls). 'Illey enJoy wild aemhalics (Flight skill al
OX) and bave Acceleration Tf)lemnce (10 puinL").

Vclanlians are ulterly fearsome fighlers, with a formidable
array of natural weapons. They have no legs. and six arms (40
poinIS). Their fangs. tail and talons all do eilher thnl"tlimpaling
or swingkullin£ damage (40 points). lbeir bony fore.heads can
also strike. doing thrust/crushing damage (5 points). 1be scimi
tar-like blade on (heir lails (5 poinls) has a 3 hex reach (15
poinL<i). Finally. their emire bodies can be used in a constriction
auack 011 any crcalUre smaller Ihnn five hcxes (15 poinls).

Velantians have eight retrnelablc slall.:ed eyes. independenlly
focusable in four pam (45 points). They ha\>e Full Coordinallon
(100 poinb) wilh eat:h of their forelimbs and their lail (which
can only slrike and grip clumsily - it is not a manipulslOr).
Thcy htlVe natur,,1 power 15 Telt:pathy (15 puints) and lilt:
mcially leamed .<ikitJ.<i TeJereceive. Telescan and Telesend wilh
~y<;tem-Wide Range at IQ level (5 points eill"h). Wllh imJale
telepalhy. tht'y never evol\>ed hc:trin& or ~pcech - they arc
(,·umpJddy lk;:af (-20 pOints) and Mute (-25 points). They arc
Very Curious (-10 points), feeling '01llfHdll'tll1l inve"tigatt: allY
thing str.mge and rt:4uirillg a Will-) roll to avoid it MiIlc.nnia
of subjugation by the Overlords of Delgon have given tlle mCt
Weak Will -6 (-48 point<i) and made them Manic.l)cprcssive (_
20 pllinL'). lheir ha,iL"il,lIy S:illguille natures alternating between
ebullient and faLalistic.

Vdanlians may have IIllt: further disadvantage. depending on
tht" time-period being played. Prior to the introduction of the
thoughl screen. the Overlords of Delgon held them in
Subjugation (-20 points). After U1e lhoufht-M::rt:ell l,,:iiulC into
usc. the Overlords' assaults greatly irx:rca.'>t:d a.<, Ihey tried to
stamp OUt the resistance. Prior II) the ClalactiL" Palmi's arrival.
Ule rao,,-e has Encmy: Ovcrlords of Delgon (-40 puint!'). With Ihe
hdp uf ule "auol. tile Overlords were quickly redw.:ed to SClll
ler~ clutches. nullifying the disadvantage. Racial cost for a
Velantian lherefore varies ~lween 419 and 479 points.

A Velantian is a len-hex long creature. but is so nexible lhal
those len heltes can loop and overlap each other _ a Velantian
can literally tie himself in knots! His arms issue from hexes 2. 4
and 6 of his body and can reach inlo adjacenl hexes. His eye
stalks can also streich a full yard, so a Vclamian easily peck
around comen; by exposing <I very small pilrt of himself. His
wings span 40 hcJl:cs. 3lC COllllCCk-"d [0 hCJl:cs 3-6. and broaden
to a silt heJl: chord at their widest point. 'They fold compactly
onto his back and lake no exlr.l. room. Velanlians average about
II fOOl long per point of ST llnd weigh aoout 50 pounds per fOOl
of lenglh. but players arc free to select size fur their characters.
within I'Cflson.

Arisians ~
Ansians were once similar to A-rype mces but have evolved

beyond physical bodies. They are immortal and utterly in\I'Ul
lleralJle to phYloical force. however appli~d. Melltal violence
alone poscs any threat to an Ansian. Theirintc.llcct~ arc !itable
at the thin! level of stres.s and their telepathic poweno have uni
ve~l! riUlge.

Ari!iians arc meddler!i. tampering with races' evolutions
aero!iS [he galaxies. However. Ihey arc aloof meddlers; [hey
"IIlIUlol never inlerfel'\:. UII il pt::rwnaJ level. They willfully suu
jeel Iheir breeding srock to c.atastrophes which till rhousands of
ll.IilliOlll> of wnoc.;eol, intdligelll iudividuab. TIx:ir ouly goal is
the improvcment of the entire race.

Arisi:ln.. have developed a radal Vi"ua!i7.<1lion of lhe Cosmic
All which allows them to predict, to any level of detail desired,
lhe con>;t:c!uenees of any evenl. Their precision decrea.<;t.S with
!he time-period predicted: after a lew thousands of miJIennia.
errors amounting 10 nearly one pan in one hundred thousand
million have becn observed. Minds lldvanccd to thc second
... tage or beyond whkh Urt: uftf!mpling to IH unpredicrablt! affect
Accuracy as well. Specifictllly, predictions of the actions of
EcJdunans callnol ~ given high CUTlfidenL"e.

Chickladorians AAAAAAAAAA
The mUSI obvious eharoiCtenslic of Chiddadorians is their

color. They are pink. NOI Ihe pink of red blood through pale
~kin, hut an opaque pigment coloring their entire bodies. Teelh,
hair. skin and nails even 1ll(lS1 of lheir Inaogular eyes. which
have three lid.. instead of two - are briclc-reddish pink. A very
few women of Ihe r",..e have du!>ky green eyes: they may be
ugly or exotically attractive, but they eannOI tlppear Avernge.

ChickJaclmians have +4 IJX (45 pninl"), wilh phenomenal
TCat:lion time.<i. llu:y are 11Qt naturally telepalhie, bUI tlley think
on a linle-used band, making them very difficult to Telereceive
and l[iving lhem effct.1.ively Secret Communication (20 points).
They have the racial quirks Pink (-I point) and Culturally
I"dined to Wear Very lillIe (-I). It c.;oSb 63 pOints to be a
ChiL"kladuriarl.

ChickJadorians arc onc-hcx humanoid~.

Delgonians AACDDWIICLH
Delgoni:ms arc physically quite similar til VdaJllians - as

similar as Maruans or Venerians are to Tdlurillns. They have a
Horrific Appearance (-30 points), sBghlly resembling Tellurian
c.;rocodiles wilh apish heads. somc 20 feel long and armored
wilh a scaly hide which ha.~ PD I (25 points) OR 2 (6 points).

lACES



Eich ZZZZZZZZZZ
An Eich is "a many-tcntacled erearnre , , , not like an nc:11.l

pus. nlllUgh spiny, it Idoesl nO{ resemble at all closely a sea
cucumber. Nor. although ... scaly and toothy and wingy, [is] it.
save in the vaguest possible way, similar to a liLard, a sea-ser
pent, or 0 vulture:' It i.~ intrinsically "inde.'~cribable to man,"
and its racial point value is incalculable by GMs. It is a confus
edly humble blue.

Unlike Pnlnininn~, nn Eich'l\ rhree-dimenl\ional pan is fixed.
Aided by telepathic illusion, all Eieh in refrigerated amlOr can
p.aSS for a Velllnlian (ahnve).

Eddore is inexplicable. It did not originate in nonnal space
time at all, but rather is from alien and horribly different olher
space. 11 "is large and dense. its liquid a puisunous, sludgy
syrup: its atmosphere a foul and corrosive fog."

Eddorians arc as incomprehensible and as difficull of
dcsc:nptlon a.\. their plane!. Their bu<.lies an: plastic and entirely
subjecl to their will. They arc as completely without sex as
Tcllurian yCa.'l". When an Eddorian mind approaches satura
tion. it simply divides into IWO, each of which pnsses.-.es all the

mcmuries of their "pacenl." They are, except for death by men·
lal vio1t:nc:e. illullur1al. l1~y are absolutely invulnerable 10 atl)'
level of physical violence.

Eddorian minds arc every bit as impOssible 10 describe.
"£11nlolemnl, domineering, rapacioul\, in!iiatiable. col~. callous.
and brutal ... keen, capable. persevering, analytical, and effi
cient.... No Eddorian ever had anything even remotc:ly n:scm·
bling a sense of humor." They do nqt lote to kill. but they are
nut ilVen,e to it eilbc:r. P'rel·i!>ot'.Iy lhe amOuut Of bloodshed !lee
c....ary 10 achieve a ftool ill del\irahlc. More or ICSl\ ill inefficient.
Every member of the enllrt' I.:.ddonan r<Ke has one ,)mgle goal,
''1bc ..ame noe: pnwer. PO'AU! P-D-W-E-R!!" They arc stable
al the thud Ievd of slm..\. ancJ lhe-lC lelcpaLltic pOwers h;}\e uni
versal range.

Delgonians are capable hand-to-hand fighters. though their
unnatural mental development has caused them 10 devolve
physically. and they are not comparable with the formidable
Velantians. They have six limbs, the rear two pair (5 points)
used only for walking, the forepuir solely as manipulatory
hamk Their tail (5 poi lib) 1Ia.' a 2 Ill::A rt:'ach (10 point'» and
strikes for thrusH2 crushing damage.

lJelgonians have eight eyes on shon stalks. giving 360
Degree! Vi!'>iun (25 points). They have natural power 20
Telepathy (100 points) and the racially learned skills Illusion.
Suggest. Telereccive, Te1ellCan alltl Telesend with System-Wide
Kange at IQ+2 level (10 point... each) and Mind Shield at IQ
level (4 points). With innate telepathy, they never evolved hear
ing or speech they are c:ulIlplt:ldy Deaf (-2U points) and
Mute (-25 poin...).

A Delgonian is a Bully (-10 poinu.) and pr.lCtic:e~ Sadi~1TI (
15 poilllS), abducting and tortUring to death sapiem being!>.

While Dclgunialll, an: ollllli ....ores. lhey also have an appetite
for pain. Tlus Llfefon~( Coru.ulllpOun (5 point,)~ i!> nOl a ll<llm<l1
Iy-evuhel.l bllU~crj their r~cc wa'l 8cnclieally allered hy the
F.rldorian... It ill indulged by first succeroing in estabhshing a
Telera:el\'e linl by 5 or llIure and 11\e11 lonurill~ the victim to
t..Ie.ath. Thi~ advantage hlocks all the shock. stun and Fnght
1.1lecks nonnalJy al>~lalal willi ,)uc:h il. Telereceivc. and con
vens IIle agony of the victim imo indescribable ecstasy for the
Delgonian. Every point of damage mflicled reslores a point of
fatigue to the tOl1urcr. POlms over maximum are 1(J~1, and a
maximum of one fatigue point per minute can be retovered.

After tbe Patrol gave pOflahle thought l\creens to Ihe
Vc:limtian~. Delgonianl\ acquired another disad ....anlage
Enemy: every Velantian, fairly oflen (-30 poinl'l). Their racial
cosl is therefure eilhe,r 135 ur 1U5 points.

A Oelgonian is a l\even hex long creature. His anns issue
from hex 2 and his legs from hexes 3 and 5 nfhis hody, and can
reach inlo adjaeenl hexes.

Dhilians and Nhalians AAUKDPPIJL
Dhilians and Nhnlinns are el\l\emially identical. Their luwer

bodies are something like II Tdlurian elephalll. wil.h foul' thick
legs (5 points) but no eMS or TUsks. Their lrunk.~ are ~horle.r than
an ekphrtnr"~. :tnd divides at the tip 10 form a dexterous hand
(10 poinTS). Rctwccn two wide eyes is u IiLC~e !Julmlll i1ppe.aring
"Romun" nose. Thi~ is called lhl~ "feeding" head.

From the bnek of tht" elephantine hody ri~e lwO pairs of
heavy shoulders wilh four powerful anns (20 points) and a
heavily annored "Ihinking" head. It has no nose or mouth. but
does have four pair of eyel\ l\paced equally around it, gi .... ing
360-Dcgrce Vision (25 points). There i~ nil Ile.,h over L11e hone
uf Ihis head, ilnd lhe massive skull is frequently sanded, pol
ished. decorated with enamel arid inlays. and lacquered. lbcy
have Increased Strength (50 poinb), 10 Extra Hit Points (50
point.<;). and HT+ I0 (175 points). .

Dhil and Nhal have been 31 WlU'" for many generations. Each
side has tIlt: ulher as Enemies. appearing qui Ie rarely (-20
point<;).

Dhilians and Nhalianl\ mass some SOD pounds. They are
four-hex creatures. able Iu read! inlu llJly of the six hexcs for
wan! of them. Being a Dhihan or Nhalian is a 315-poinl advan
tage.

Eddorians NlA
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Eich are superb engineen>. their mastery of the physical sci
ences unparalleled anywhere in the galaxies. They provided
Boskonia wilh the vast majority of its technical breaklhroughs
in war ~y~tcllls. including lhe hyper-..patial tube.

Eich havc high IQ". Second-Stage Stability and natural
Telepalhy of high power, with lI~ r.ICial skill" of Mind Shield
and of Telereceive. Telescan and Tele...eml at SyMcm- Wide
Rangc. •

Eich ha ...e Bad Temper and BI()()(!lu:.1. They arc Fanatlc.
Megalomaniac and O\'cn:onfidellL llley arc eomplclely Self
Centered. rcacung 1lI -6 to any "light. real or imagim.."lI. TIleY do
nOI truly f,:onsidcr anyone hut themselves to be of any signili
eance wh::u~\'er: their attitude is ullerly Solipsistic. making
them -3 to use or resist Fast-Talk or any social skiU. They arc
utterly Xenophobic, reacting at -5 10 any outsideTh.

Eich suffer from the racial quirk of Unreason"blc Kc:tlism:
.. they cannot undenilalll.l iUlythillg thl~)' l~all'l measure. Thi~ flaw

caused thdr exlerlllillitliOll ..... hl~.l Ihey "llllempted to subje(t II

purdy phjJll~Ophil~ concept. the Lens. to II mllthe.matkal iUlilly
..i~" and then based their dedsium. UII the l1lt;;,tIlintlc~~ dMa so
generated. The lIilllleS (M tilles - [he diffcrencc is moot) ul
imlividual F.ich includc the race mlille; ~lIl:h ,l~ YlhrL: of fhe
Eich. ur L:khymtk fur ilollo.1.
GM~ :"Irc encouragcd to npand Uie Cidl fWIII Ihesc. ha"ie

characlcristics in di\l~n.e way~. 111c beh ha\"c no compunction
against altering their own hinlORical makeup. and havc "cngi
neered" sub-raccs with differenl altribute.~, Players encounter
ing Eieh \\oill ~ outclassed in nearly every way, If[}lI~y pn:vail.
il should he because of the Eieh'~ ego and other mental disad
vantage... and the aid of the L~nl>. It will certainly not be
bet"au5(.' the Ekh did somefhing stUpid or was lacking in the
fmeSI equipment.

Jovians AAAAAADEAA
Jovians. like Martian:t and Venerians. an: e10sely rdatoo tn

Tellurian.... hut ha\c evolved along n diff~rent path because of
lIu::ir native ellvironment. They are very short and fal. and are
frequently campilred. unflattermgly. to hippopotamuses.
Jupiler', .,url"aee gravity is more Ihlln douhle Tellus·. and
Jovians have gaincc.1lwo levels of Incre:l"ell Slr~llglh (100

poinls) and DX+2 (20 poims) to cope wilh it. To see in the
gloom beneath Jupiter's dense atmosphere. they havc Dark
Vision (25 points). Their lhick and rubbery skin has DR J (3
points). PO I (25 point..) and provides Pressure Support (15
poims). '.llley have a l>cpcndcncy (-40 point...) on ammonia - if
an hour passes without thelll getting :<>everal good IUllgs·full.
thcy begin losing I HT poinl every ten minutes. They smell
sltOngly of ammonia. which contribules 10 their overdll Ugly
Appearance (-10 point").

The Jnvians fou!!ht a series of biller wars against the
Tripl::anctaty Service in the early day!> of space night. before the
inventlon of !he Bergenholm, Some of the most feared oppo
nenl~ of the Service were the Af.lcpts uf Nurth Pular Jupiter. An
enclave of mona..tic a'iCetics. also t'a1lcc.1 thc Forbidden Society.
they dcve..lo~d the powcrs of their minds and hodiel' to their
ultimate, Afte.r lhe Jovian Wm, the Adepts frngmented inti, a
S(UTe uf (umpe-tiil!:! ~dIUUls, sOllle adh~r~nt to Ihe Solarian
League- anu ~Ullle Teueglldc, and milch of the it leachings was
1l)~L To locate a lme Adert in the days ot~ the lililactic Patrol
would he a major undertaking - bUI if he eim be pe.l'Sutlded to
P:lSS ilny of Iililt kno..... ledge on, well wonh it.

The Forbidden Society was finely tiHlketl, willI ~evcnly

~vell uel!-Iees of ~tamJ;. The srandard meth~ of" earning pro
motion resembled Ettdomm al1vilUCeruelll pl1xet"!Url!!l: a...sauj·
nation of one's seniors was a common technique_ AdeptS of any
rank had hi~h basic attributes. were frequently telepathic and
ltlways were very skilled in the martial arts and other disd
plines of Ihc body. Most were easily identifiahle by a complex,
multichromatic cabalistic tattoo. Among other skills. they per
fected the science of muc,cle reading (see p. 33). Their marks·
man~hip with all weapons includmg lhose of their spaceships
wa." ~upemallyfastandaccuClltc.Al1cpts of the se\oenly-~venlh

level are supposed to have acquinxllhc lkIvantage of Unaging .
. . hut Ihis report cannot be considenxl reliable. The only Adept
known 10 achieve thac high mnk was Gray Roger, now known
tu be Gharlane of the Innermosl Circle of Eddore.

OMs who want to have. the Adepts of NOrth Polar Jupiter
active in their campaign are encouraged to use GUNPS Martial
Arts to de.~crille lIleir school in dctail. MOSI of the cinemmic
advnntllgcs lind skills fmlll lIlat book arc appropriate for a high
mnked Adept.

It cosl~ 138 points to playa Jovian - and much morC' to
play all Adep!.

Kalonians, Tomingans, etc. AAAAAAAAAA
lll~re are a great many races throughout the gilJaxie.o. which

arc hllman 10 ten or more places. differing only in subtlelies
such as skin color and bodily ..tr~ngth. MallY of them have
powerful mcnlal capabilities. GMs should fee.! fn:c to de"t1op
rhe physicaL psychological and sociological deta.ils of any of
these races as desired, but in no such ca.'>C will M~fl(or give
Lens 10 humanoid female~. rcganlle:.s of their abilities. See
limo,.)' cmd Scx:it:ly for 8 discussion of hi.. reac;oning. All arc
one·hex humanoids.

Lyranians AAAAAAAAAA
A Lyranian person's Appearance would be Beautiful (15

points) if it would pay any attention to trivia like combing its
hair. However. it has Ihe Otliou.~ Racial Habil of Never

RACES



Ploorans Various
Plour OIbib a Star so variable that il periodically covers proJC

tically the entire possible range. lis wealher is starkly unpre·
diClable and inckscribably harsh, varying from nearly 400° F 10

_45()U F. In the spring violent flood<; completely .<;ubmerge its
surface and terrible SIQnn<; hegin, which last through sumlller
and climax in unbelievable frenzy in autulIIlI. All life on its
planets has evolved the ability to rapidly change form to adapt

its end into eight fine and strong fingers. Behind each arm is a
tusked mouth. and behind it. under the trailing edge of the cone
are the organs which serve either as Gills (10 points) or nostrils.
They are Amphibious (10 points) and have a Dependency (·20
points) on water - in one hour in dry air, their skin dries out
and they begin losing I HT per ten minutes. Their speech and
hraring are uhtasollic ollly, giving them Secret Communi.cation
(20 points).

Thcir repugnant smell like over-ripe fish contributes to a
Hidoolls (-20 points) appearance to humans. but thai smell can
~ ma...l:ed with elOOSOl.c, which Ncvians consider very plea~

ani. They are an unemotional people. n:asonablc. calculating
and passionless. They are fastidious. cultured and talented 
4uilC diflicult for humans to really lilee.

Nevians are a 4N-point race.

Tu ,IllY ~Iril:tly i1lIt·~ (/imensiOI1<\! mi'1\.1, ~Illifc whieh relics
I)n a melabolic cxtcnsion into the hyrcr-diltlension is .<;ubtly
incomprehensible. Accordingly. to the perceptions uf wurm
bJuvd~J OAygeli br'e;"llher~, Orlronian~ ;"Ire: e~.~eruially identical
physically to the Eich. Al~curtling to the Palainian Institule of
Tedlllulugy ,IIKI Science. the primary rl)fferenccs hclWccn thc
Ekh illl(l Onloni:lll" are Ihat the Eich innoxize during LogHes
while Onlonians whariate, and Onlonians emmfoze with their
dichlada in ommad. which is obviously impossible for !Ill Eich.

"Ibe physical advantage!) and disadvantage... of Onlooians are
idenlical to lhe Eich's. Mentally they arc quite different.
Onlonians are IQ+ti. Intuitive Mathematicians. and have
Second-Slage Stability. 'Ibey have great powers of Telepathy
with the racial skills of Illusion. Mental Blow, Mental Slab,
Mind Shield. Mindwipe. Sleep. Suggest and Telecomml and of
Teleret.:civc, Telesean and Telesend with Interstellar Range.
Their knowledge of the sciences of Psionics and Psychology b
unparalleled.

GMs are again encouraged to expand the Onlonians from
Ihis hasic infonnation in varying ways. While physically they
are nOI particularly powerful and are unlikely 10 be surprising, it
will be all hut imlxlssible tlJ engage them in allY physic.al wily.
With their superb mastery of all the mental sciences and disci
plines. they are most at hOllle ill lhe shadows behind the .~cnes.

They do not hecnme embroiled in halld-to-hand combat, they
send Ihe Delgonillns. They do not assault a world. they order
the Eich to develop new weapons of unimaginable powcr and 10

usc them. Any entity of less lhan Ihe second level of mental
ability encountering an Onlonian will be instantly overpowered.
Nadm:k, the T113-,lcr Il!ooychologisl and psionicist of all the galax
ie.... wa... unable to mentally defcat three high·ranking OnIonians
in several months of eITurt, and wa.'l fotc-ed to destrOy them
phY.\lically.

•
Grooming HO points) - if a lock of hair gels in irs face. it
simply cuts it off at the first opportunity. Lyranians have natural
power 10 Telepathy (50 points), and the racial skills of
Telereceive. Telescan and Telesend with System.Wide Range
at 1Q+2 (10 poinls each) and Mental Blow, Memal Slab and
Mind Shield al IQ (4 JX'inl'i each).

A Lyranian's Xenophobic (-15 poin.....) nature i~ Iegentlary
and ilS Intolenmce (-15 point..) of male humanoids is worse (liS
is illustrated by its lIse of lhe genclerle~s pmnoun). II suffers
from SlUbhomnes... (-5 point..) and is Self-CenlcrW (-10 puinb)
and Callous (-6 points). It has the Odious Racial lIabit of
Demands Political CorrcclllC!>s (-5 points) lind the mcial quirk!'
of Unable 10 Comprehend Beauty (-I point) and Never Weom
Anything Unneces~ry (-I point). In Lyrane II's pleasant di
malt:. this latter quirk fl"sults In the !XllXllation being completely
nude at almost all limes. Being ra Lymnian person is un 39 poinl
advantage.

A Lyranian male suffers from Uwarfi~1Il (-15 poillb); h~ i~

ahout thirty im.:h~s taU. He. il> D~~e.rJ;. (-IS pOi'lIS), h~" IQ -6 (
50 poiIlIS), ,1110 a Slavc Mcmality (-40 point,,). Bc,ing a Lyranian
male i~ a -120 point disadvantage.

AU Lytillliillll> itrt 1)lll~ hl~x humrtnoids.

Martians DAAAAARLDA
Mars' hostile environment has produced a race with

L>ccrcascd Life Support (10 poinl~) needs. In particular. their
water requirements are small: a few ounces a month is a luxury.
They lU"t: also quite Temperature Tolerant (20 points). comfort
ahle from well over a human's "room tempentture" to below
the chill of the Manim night - HTxIQ+25° F un either side of
_25° F. Hu......ever. Mars' gravity is only one-third that of Tellu~.

and Martianl> ha\oc ST-6 (-50 points). Their bodies arc well pro
tected from the harsh Manian envirunment. Their thick and
rubbery skin is a nearly perfecl in<;ul3lor and moislUre harrier.
hut it is has No Sense uf Tuuch (which includes High Pain
lllfeshotd; -20 points). " is overlaid with a chitinous armor
which confers PD I (25 points). UR 2 (6 poinls). Thcir eye.<; nre
covered hy 1I four-layer Nictating Membrane (to poinls) sel
which gives their eyes PD 2, DR t a~ainsl sandstorms or any
nlh~r physical damage and act as Polnrized Eyes (5 points)
against flashes of light. Th~y ar~ ull~-h~A humanoids.

The Manian race i~ andent with all intric3Ie and highly for
mal socicly. Martians are thuughtful and consideratc. carefully
weighing all aspect.. of a ... iluation belore acting. 'Ibey frequent·
Iy seem ponderoll<; lind dull In humall.~. while humans appear
suicidally rash and impulsive 10 them.

The Manian niCC is \NOM 6 points.

Nevians CPUSWYXXWB
A Nevian's horizontal. nounder·like hcxI.y is covered with

scales giving DR I (3 point.<;). is supported by four .\lhul't. PlJW
erful, filII-fOOled I~gs (5 poinl") and tenninalcs in a four-vaned
tail like a capitaJ letter ··X:· A long and flexible neck, carried in
loops and curves which are very expressive (to other Nevians)
suppon.<; a head like a conical !)pcar·poilll. They have four large
triangular eyes, spal'rd equidistantly arOlmd th..t cone and pm
tecled by Nictating Membrnnes (t 0 fHlinl.~). nehind each eye
springs a tentacular ann (20 point<;) with hlra Flexibility (10
poims. but jusl the rums, nOI the whole body) which divides at
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to the prtXiigiously dllTen-nt I:nVtrUWlil:llb in wwt:b il WilY flnd
Itself. "Ibe domimull r'<1t:(. Of lhe plal\l.'!.l ha" four major forms.
idelllified hy a "casonsl namc. This nomenehllure may be
slightly confusmg. SlDl:1: they do 1101 "eCi'.sso'l(ily OI::cur in thc
~liUJditn.l vrder. PlOOf'S sun can flare. for example. after a quies
(;ent. cool period. The flloorsns would be in their winter phase.
but the sudden increase in radiation would cause them 10 move
into their ~prin~ phase sooner than expected. If their S\IO lben
subsides, they will revert back. L"hanging directly from spring to
winter.

A Plonr,m's form is externally controlled: it is nOI vOluDlary.
As long as the triggering conditions exist. il will remain in the
same phase. "Inc phasc-changc lakes n mnner of hour.r;, during
which the Phxmm sufTer.. all uf Ih~ disadvantages of both phas·

"'.
Ploor is n large nnd henvy planer. and Ploorans are strong

and fast in all their fonns. They think on a terrifically high tele
pathic band. and Iheir thought palterns are very alien. In partie·
ular. their winler pha~c is purely four-dimensional. unerly
incomprehensible by any Ihree-dimensional life. Ploorans
evolved in the harshcst cnvironment ever known to support life
til" any sort, and developed an intelligence every bit as hostHc
and enlel as their world. They ar~ bl'illiaJll intellects with eom
lIlilllUS ur bOlh technology snd p.~ychology I:.xceedillg ,til)' other
native to these ~alaxie~. When His Ultimate Supremacy, the
All-Highest of Etltlore appointcd the Plooran race to be the
Ulmost Proxies of Power. the Inner Circle was conccrned that
thcy would be too diffil;llh 10 Ctlntnll and (00 dangerous to have
dose connections to Eddore itself.

OMs should usc the Ploonms wilh great L"are. One to one,
they outclass any entity at less titan Ihe third level of develop
mcnt. TIley are more technologically ndvnnce.-I than the Eich.
more mentally capahle tJlafl the Onlonians. and stIffer nnne or
the faults of ego of either of those races. A Plooran, unlike
nearly any oilier race in lhe hienuchy of Boskonia, is capable
of saying "1 have made a grave error in thinking that you are
not at least my equal. Will you gram me pardon. please?" This
ability makes A Plooran a fantastically dangerous foe, one
which will starkly annihilate any ullaginable party of player
characters.

Spring TUUVWYXXWT
A Plooran's amphibious spring fonn is physically much

like a Nevian. with a flat. fish-like body standing on four
short legs. They do not have the long looping neck of a
Nevian. though; their head is one with their body. they have
no eyes and their four anns are arranged more bilaterally.

Summer RTSIIIPRSTR
In their summer. Ploor's sun is a blue giant. and l~loorans

become ralher like Dhilians. with a squat. powerful ele·
phantine body supponetl by four st()(;ky legs. and double
shoulders with four enonnous arms. The resemblance ends
then.:. They hAve only one domed head almost immobile
between the heavy double shoulders, and it ilO not a.. bony a...
the Dhilians'. They have no eyes or trunk.. 'lbey neither eat
nor breathe. 'Ibetr skm tS n:markable, a more efficiem insu
lator and pressUre barrier than a Marum·s.

Autumn IIWlYTllSYZY
As Ploor"s sun subsitk~ from its blue ~i1.D( ~Ialle, il pas~

t!l(fK.1th:t ~cllow dwsrf ph3..'>C. and Ploor il-.clf cools to the point
of cllfbon diux.ide snows. Pluor.t.ns in Ihe aulumn ilre mvhi
legged, Cal':tp."ICCOll~ and spiny. 1bcir world is ~old dismal and
barren. bul not unerty frigid. 1bey have been described as look·
iog lik.e "warm-hlnudcd Pulainians." a." nonsensical as that
phrase may be.

Wint.r zmmm
As tbeir planet cools 10 near 7.,em absolute, Ploorans shift the

entirety of Uleir metabolism into the hyper-dimcnsion. Their
visible a...pect becomes obscure. fluid. amorphuus and inddi
Me. They appear discontinuous mlet fluctuate greatly in appar
cnt size.

Posenians AAAGCABEXA
A Poscnill.n is basically a one-hex humanoid. except for hav

ing four anns (20 points). twu springing frOIll each massive
shoulder. Eaeh arm ends in Iwo hands (20 poinL'l), and each
hand ha.~ tWI! tJ1Ulllbs. TItis arrangement givcs an exceedingly
strong grip. 1·le is Blind (-50). having no eyes at all lind relying
on his Sense of Perception (100 pointlO). His inflexible neck is
shon, massive and trcmelldously strong. His face holds two
broad flat noses MId tWO loolhy mouths, and is fnmlcd by large
shell-like movable ears, giving Acule Hearing +2 (4 I'UilllS).
Posenians are chlorine-breathers. and oxygen is extremely luxic
to them. They arc Anaerobic (·30 points) and require Increased
I.ife-Support (.) 0 points).

J·osenians. like many orncr races with senses of perception,
make excellent doclors, since they "can see into the patient
without taking him apart." 1bcy are responsive, sensitive pe0
ple. readily imagining the fcclings and motivalions of others.
tJlUugh tJl~y habitually expeet similar considenllion in R:tum.
Several of best strntegists on Ihe PalmI's Grand Fleel
Operations slalT arc PuscnilUlS.

Being II Posenian is a 54 poinl advantage.

Vegians AAAABAACAA
Vegians arc an Aurnctive (5 points) panther·like people,

with venical slit pupils to their eyes, tall pointcd cars, short
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retractable claws on their hands and feel (15 points) and a long
and sinuous tail. That tail. a reliable barometer of their moods.
is completely prehensile, with Extra Flexibiljty bUI No PhysicaJ
Auack (10 point<;). They engage in Compulsive Grooming (·5
point'li) and have Slnmg Xennphllhia (-IS llC,inL'Ii). TIleY have
Increased ST (50 points), OX +4 (45 points), Discriminatury
Smell (15 points). UhrahcaciDg (5 pomrs) and the racial quirk..
Must Vyi(,'C Sibilants (say 'z' for '5') and Culturally Inclined to
Wear Very Little (both -I poinr). Racial cost is 123 point:..
Vegians are onc·hcx humanoids.

Venerians AAAAAANBCA
Vcncrians are an Amphibious (10 point,» one-hex humanoid

race resembling Tellurian seals. They prder all atmosphere
nearly l1uuble ill presswe to that ofTellus. with far more carbon
dioxide. at nearly 100% humidity and around 1100 F. They can
tolerate the friWd. dry air of Tellus for !>hort periolh. but have a
Dependency (.20 pornb) un walt'r (u ket'p l.11t>it &k.iJ1 moiSUlr
uetl - if iill bullr goes b)' wilhoUl iT, thc)' hcgin lru;in8 I HT
per Icn minutc~. They havc vcry Acute Task and Smell (5 lev·
cis. 10 poinls). Their lhruilt.!l ,OIl..! t>IOlll,lCh~ fu\!: IOuth aMI nexi
ble• .\tO ;1 Vencrian can "!iwallow anything one: inch smaJ1c'r than
II. kitchen stove" and f'e!.!url:,fltalt'. it ill will 1,1Ier (5 poWI:-.),

They are a sensuous. fun-loving, rather frivolous people who
can exasperate n human unused In tlldr ways. Tht'y are highly
il1telligerll.., but believe in keeping aU puns lIf life in Iheir prorer
limes anti propoltions, If now is the time to chase fish, there is
no point in trying 10 discuss anything -the time for diS(:us,~ion

is later.
Being a Venerian i:<. worth 5 points.

Valerians AAAAAAAAAA
Valeria was c;enled a decade hefore the Lens was given to

humanity. '"[W]1Jm::ver dIamonds are, Ihere go Dutchmen. And
Dutch WOlDen go wherever their men do. And. in spite of med·
kal advice. Dutch babies arrive. AJthough a lot of the aduh...
died - three a's is no joke - prdclically aU of the babies
flivcdl. Developing bones and muscles to iii - walking at a
year and II hulr old - living nonnalJy ... Ihe third gcncrlltion
Iwas I pcIfcetly til home there."

Soun V,tlt'ria SUj\flOllcd 3. thriving race. producing tht' UlOllt

fear-mille warriurs lhe galaxies had ever secn. A Valerian sumd..
something less than seven fcct in height and something over
four hundred pounds in weight - under Tcllurian gravity. On
Valeria. they weigh nearly two-thirds of a too.

A Valerian is incmlihly "mmg, wilh a grotesquely muscular
body which has an Ugly Appearance (-10 POintS). ST +I (10
points) and three levels or Increased ST (150 points) for an
average ST of 44. Their reactions an: honed by wI environment
in which things rail mudl faster than on Tellus. giving tbem
Im:reasetl Speed + I (125 points) And one levd of Enhanced
Muve fur Rurllllilj,1 (20 points), Rcdw:ed hluud now Lu Lhe brain
htls caused IQ -2 (-15 !)llillts). They have Had Temper (. J0
points) amI a Reputation .J as casily provoked hrawlers (·5
points). Racial cost is 265 points.

The punit:l>I Valerian of vanBuskirk's comp.·my could tin in
full armor a standing high jump of ovcr fourtcen feet against
one Tellurian gravity.
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@ THE SEARCH FOR THE
GUARDIANS: EPILOGUE

Whill' thi' thrl'l' minds which Wl'Tl' tQ be burn." col/«til't!!y as
Men/or searched for the nex1 Guardians, 0 )'OWlg Arisian identi
fied as DrounJi studied Ihe plains aiNs on Sol Ill, only 250 par
~iec:x from Rigtd. II wUS dislinL-Jly possible tluu this panicular sub
species could evolve illtelligew::e. if not for the I!anhquake which
would exterminate Ihe en/ire IJOIJufarion a few years hence.
Nothing would be done /0 save Ihem, of course. No Arisian could
have any desire to proteci weak. defen.seless scaVel/ger,f.

BI/I Draurlli was watching wilen something new occurred.
SClH'"ncing had b€etlIJOOr. The larRe predators which provided
the remains of their kills had hun/ed the valley OUI and had
(il!parled for betler ground.~. The UIJe.\' were gelling hungry.
One. who labeled herself in her thoughts as "Dael'h. -. stared
hungrily at a herd of tiny, flut. at}tl'fOpl'-likl" animals. Shl"
screamed in frmlmtion lIflil hurll"d {I .Jmall rtx:k. The' fUllmo/.t
,h1,.(1 UlUi ran a .fhnn di.flance. but had leamed thot the a~1.

while noisy. were not a thrl"at.
RUI ttJduy..ff}metliin~ flew t'Jf:curred. DaecJl bared her teeth

and picked up (/flother, larga rtx:k. 11Ji5 one .Jhl" (lir/n'tlhrow.
She du/du~d it /iShlly OIUt IJfl/'lftded toward llle herd. Again the
Gme/opes sprang away, easily outrunnln}: the ,~mu/l ape. But
she didn't stop, alld again the herd bolted, sratterinK in aU
directions. LJaech didn'l SlOp. Fascinated by this inexplicable
belwvivr - DueL'h'i' :-.maU intellect was not ullstable; she had
to Tealize that the antelopes were far faster than she - Drounli
:-.Iipped illJo her mi,ed.

umgs heavin/? hean poundin/? near to burstinll, Daech had
chusen one panicular antelope, utterly at random. and war flUl

ning for it. Drounli realiud that, contrary to all rearqn, Dateh
.....auld never stop. She .....ould burst her llean. or catch the ante
lo~ - which Woof now far ahead. and stopping to gruu again.
Daech neared. and yel again thl' ante/0IM sprang away - but
slo....'eT lhi.f time: it luuJn 't IuuJ rime to catch its buath.

11,e raw determination in Daech's mind enthralled Drounli.
Never in hi.f entire cxi,~tellu hud he encountered such ubsolute
Iy ullquem;}whle drive! II mullered no/ Ihe sUg/Utst that
!Jacelt's goal was impossible she had s,.t hu Roof, and
would cotlsid"r nOlhing less.

The un/dope. finally exhausted, stumbled and felL TIu: rock..
driven by the last dynes ofstrength in a body driwn far ~nd
ordinnry l:tJpahilitie.\'. dashed ils bruins out. Hut DrounU's con
sciousM'.fs was J1(lTSf-C.f away.

"Th.t on, .....ith th,. Tf'.d.hmnze.auburnfur."
"Another would be al.m neee.rsary. "
"Hf'r brothu, called Kinnh, is "f'ry nf'arty as stubborn."
"Very well. Though il.\ vallie ij'debawble, such IUITeaso"ing

will in fin olherwise intelligent crentur" ,fhould be prc.~en-'ed.

Nu more I}UJII ,lteir family should he moved, und j·e/.' lu it Ihul
their progeny do nul (:ross-breed, ..

Oiled, 's trwlher. Ff, f"lt all inexplicable compulsion. driving
heT and h,., rhildren from 1M valley where Ihey had alway,f
li\·ed. ~hurlly after ,IIeir depanure, a rremendou.r earthquake
ripped ,hrouRh tlu! valley. Not ontllJflheir ulali~'essurvi)'ed.

The founh, and fef'ble:-.I. hope of Civilization IuJd staned on
,he long pulh ltJ (juardianship.

n
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SAMPLE CHARACTERS
ANSON MAYNARD

U"uttmant (un.lmun). liP
Male cxallcd human; age 24; 5' 10": 175 Ihs.: glos..<;y black

hair, pencil mustache. grdY cyes. 445M points.

Milito" H.nd·to·H.nd Comb., Moneu.ers
Back Kick-12 [I], Close Cnmhat (Spaee-Axe)·IO IIJ. Elbow

Strike-I 3 [I). Eye Gouging-5111, Head Bun-9 (I]. Hit Local;nn
(Spal.:t:-Axe)-12[11, Jump Kick-12 fl1, Knee Strike-14lIJ.
Kicking·13 III and Spin Kick-I] II J.

•

l1uot..
"I dunno. The XQ' ... gonn.a take a dim vicw if wt: paillt his

sweethe.an there."
"C'mon, swcctcakcs. Pul down lhe book and let's go dancing."
"Well, no, sir, not exactly by the book. Sir, they've read UIC

I.x)t)k."

Storr
His fathet was a Tellurian Lensman, a cousin of the

Kinnison family, who mel his muther while stalloned.on
Aldebaran II, married her and made their home there. He was
killed in action whcn Anson WilS seven years old. Anson
remembers his rather as an itleuJiLed hero, lIe" has~lIu special
drive to "ilvt".nge" his fillht"r, just Ihe conviClion thai he tllll!ilf
eoruinllc hi .. work.

Anson's mother tried lu rai~e him ill the pacifi!iltie
Alclch:tranian !>OCicty. An!'lOn showed some artislic ability. and
..he enrollcd him in art c1as!ilC!il, hoping he would become a
paintcr. Ansoo, however, inspired hy lhe memory or his faul~r,

was fascinated by the military and hung around the rnase. talk
ing In the Patrolmen. Over his mother's objections, he applied
ll) lhe: Academy and entered a few months after his 18th binh
day.

Anson's artistic talent served him well in lhc Academy. once
he discovered that he could sell "pin-up" drdwings to other
cadets. (He also eluded some ha1ing by not charging upper
classmen.) He has vcry lillie ~ienlifjc ahility, and wa... not a
rcmarkable cadel. graduating 53rd of 97. The Aeademy's
requirement of a solid engineering background has given him a
!'lltong distaste for "slipstick (.Tt:eps." lie I~arned what he had to,
but dIslikes academic study.

Hc has served in the fleet for over a year now. perfonning
~t1cr thall might be expected from his lackluSler score.... lie
conlinul;S Lo make extra money from his dmwings: pin-ups fur
individuals. murals in the crew spaces and "nose arf" fnr .~lIIall

croft. He usuolly charges $2nO and a fiful of bole.ga for nose an.
hut can Ix:: dickt:n:d with.

Ansun ha... a reputatiOIl as a "lady killer" that is completely
dcserved. The uninhibited altitudes of Aldebaran U were the
only part of his upbringing that :.luek with him. He has lJlleast
one girl in ~v~ry puf1._ II~ is punctilliously honorable and frank
about hi!il intentioos he is a ('"OfIfinn(.-d bachelor. and will flO{

he "lied down." Some of his girlfricnds may still entenain
hopes ur"catching" him. but not because he is leading lhcm on.

Anson is aIming hiS ean:c::r Itt Grand Reel Operations. con
CClllr.tlJJlg on developing his admini..-'ratinn, Mrdlegil.: plallning
and related skills.

Telepath, Skill.
Mint/ Shitld "u",bas art with 11m/without. Othu.' art!

urued 0111)".
Mind Shield 13JJ I 12~, Telcn:ccive-13 (Im.el'Stellar Range)

(3J, Telcsean-13 (Inter..lellllr Range) (31 and TeJesend·13
(lnle~leUarRange. CannOI Lie) 12~J.HT 16180]ox 151601

Dodge: 9
IQ 14 [45J
Mon: 9

Disod.ontoges
Code of Hunur (Lcll.... lllau's Load) r 101: Enemy (Boskonia
quite otien) I-XOI; Extremely Hazardous Duty (10 Galactic:

Patrol) [-20]: Fanaticism <Galactic PalmI) [.15): Honesty [-10]:
Lecherousness [-15J; Overconfidence 1-101: St:n~t: uf Duty
(Civiliznlion) [-20J:

Iluirts
Confirmed hachelnr and "lady killer:" dislikes "slipslick

creeps" - scienllfic. engineering or technical professionals:
eager 10 talk aOOut conquest.<; - but his stories are always com
pletely fictitious (he never talks about his real girlfriend..); hM
tilely im~tient with displays of sexual inhibitiun:.: is creating a
private collcction of (beautifully drawn) portraits of his girl
friends.

Skills
ACling-14 Ilt'i. from Performance I, Administration-IS [2.

from Mcrchun!], Artisl-16 14J, Astrogation·14 [I], Bard-IS [2].
Aallle"llil-14 lY;, from Vaee SUitJ, Ae;lm Weapons
(DeLll.meter).18 [8j, C:lfllllsing-1R fRI. Chemistry-12 [Jt.l.
Dancinj:l-15 [0, from being Altl~har.l.I1iauJ, Divlomacy·14 l2J.
Electronics·12 L~J, Fast Draw (pistol)-lfi 12J, Fa.<;t-Talk-IS (21.
Firsl Aid-IS II I, Free Fall-IS L2J. Gambling-I 3 fJfl, Holdoul-14
(II. lneltialC'ss Agility-14 {2l, Inl~gmling Calculator Uperation·
14 [IJ, Karale·1J [I], Knife-Ill {2j. Law 12 Llfl. Lcadc~hip-15

121, Mathematic..·12 (\0<1. Merchant 15 121. Performance-15 Il
K from Bard). Physics-13 [Ij, ?ilnting ("J~t:d"ter_ inert}-l3 1I J.
!'i.tOling (speedsler. "free")-I) (I J. Psionics·12 I J I. Psycholo~y
121~J, Running·J411 I. Savoir-Fain:-16121. Sex Appc.aI-18 (3].
Spal.:t:-Axt:-14 II J. Stratcgy (space cQmhat).14 {2j. Tactics
(space combsl)-15 [3] and Vacc Suit 16131.

Ad.onto,..
Ak'nncss·1 r51; Ap~<Iram.:t:: IlalllJ:,Ollle 1151: Charisma-]

.. 115J; t-:idclic Memory [30]: Intuition [151: Lensman 11001;
I.ongevity l5J; Lud: lISJ: Kilpilllk<tling rSl; Rill1k 4 (GP
Lieutenant) 1201: SlflJug Will 2 rSl: RI~plll:llil)Il-1 (emire Patrol,
.lotllllt':lirllt~~) flY.]: Status-] (OP junior Lcnsman) 1151:
Telepathy-IV4 IbU!201 (with un:'!withvUI).

RACES • I
~---



KIMBALL KINNISON
Second-Stage Lensman. Unalluched. Galact;c Coordil/UfOr.

Male exalted human; age 49; fl'2", 21n Ihs.; gray hair, gray
eyes. 4,158 points.

H.nd·t.-H.nd C.mb.t M.neuaers -
b.th .tandard Military and Marin.
Aggressive Parry-13 [61, Arm Lock-22 [I J.

Back Kick-22 [21, Close Combat (!\xe)-20 [2j.
Elbow Suike-20 [I]. Eye Gouging-12 [I], Head

St.ry
Kinnison, the human male penultimaLc. was Released after

his lint mission. He was Ihe only human [0 receive additional
Lraining from Mentor. becoming the second Second-Stage
Lcnsman. He suffered heavy wounds during his many opera
tions against ~oskoni<l, ;md mel Nl~rse C1arrhsa MacDougall
while recovering and re.pealedly l.hereafler. Their superiors ill
tile Piltrol and Mentur :!oilW III illh,lIllil:y fell iltluve.

Styrnierl hy lhe uncooperative persons of 1.yrane II. he
assigned th,tt planet's investigittion to ChtrriSSil. whulIl hI: lImJI:
[he l)r11)' Illllll~n female I-.Cnsman ever. to Lyrane 11. Kinni!<on
evenlually succeeded in infilLr..lting Duskunii, su lhufUlighly Ihar
he became its Tyrant and learned that the real power was the
I-'rime Minislcr, Fmslcn. Kinnison led all a.<;sault Orl the Patrol
base Ultm Prime. hill alladed rm.~lel1 aL the Ia.~t ITlOrllE:nt. dis
covering that he was a renegade, insan~ Arisian. Kinnison slew
Fossten and surrendered Boskonia 10 Civilization. He then mar
ried Clarrissa, became Galaclic Coordinator of Ihe Second
Galaxy, and eradicated the rragmeills - the "Spawn" - of
nosknne.

Bult-18 l4J. Head Lock-20 [6J, Hit Location (Axe)-23 14J.
Jump Kick-21 [Ij, Kicking-22 [4], Knee Strike-22 11J. Neck
Snap-21 [12] and Spin Kick-22 [II.

Telepathy Skill.
l11usiou-30 [40J. Melllni Blow-25 [20J. Melllnl Slab-3D HOl.

Mental lllast-35 [601. Mind Shidd-25 [101. Milldwipe-2M 132J.
Suggest-35 160j. Telecontrol-35 [60]. Telereccive-22
(lntcrgllillctic Rilnge) pO], Telescan-22 [4J and Telesend·30
(Intergalactic Range, Canllot Lie) l44j.

DX 18 [125J HT 18 /l25J
Dodge: 9

IQ22 [225J
Move: 9

STI8/125/
Speed: 9.00

/luirks
Chivalrous, rductant to "make war on

women;" "meal-and-potatoes" man: prefers plain
food, and 10L~ of il; read.; (and sometimes writes)
pulp fiction; swears by KJOllO'S body parts; hahit
Hally uses mildly derogatory nicknames for
acquaintances.

Skill.
i\dministTalion-22 [I], AsLrogaLioll-22 llj.

Banlesuil-24 [31, Beam W~ap(Jns (DeLallleter)
23 f24]. CilT(l\lsing-20 [KJ. f.:riminology-22 [I).
Diplomaey-21 [1], Disguise-22 [I J, Fast Draw
(DcLameler}-23 [24], rencing-18 [2J. Free I-"'all
20 [81, Holdollt-22 [I]. lnerLialess i\gility-20
[16]. Judo-20 [16], Karate-20 1161, Knif~-23 [24].
Lcadt.fShip-24 [31, MOlorcycle-18 [I], PilOling
(speedster. inert)-23 f491, Piloting (speedster.
"fre:e:")-23 140j. Prospecting (mclcor)-22 [I],
Spal'c-Axe-23 [321, Speed-Load-23 [24]. Strategy
(space combat)-27 [71. Strcclwise-25 [4], Tactics
(space: combat)-28 161, Vacc SUil-22 [I] and
WriLillf:-2211j.

Adllantages
Alertnel';~-5 [25]: Allies (Clarrissa. all the lilll!;: [~15/,

Nadreck 1325], Tregonsee [335]. vanBuskirk [1551 :md Worst:!
[360] each fairly onen); Appearance (Attractive) [51; Chansma
5 [25]: Combfll RcOcxes [15]; l.ompartmenlali7:ed Mind-:~

[1501: EideLic Memory \30]: High Pain Threshold lIO];
Intuition 115J; Lcnsmll.n fl001; Longevity [5J; Luck [IS]:
Military Rank-9 (Unattached) [45]: Palnm (Kalhryn Kinnison,
fairly often) 1120]; Patron (Mentor, rarely) [40j: Rapid Healing
[5]: Rcputation-4 (1111 Civilizaliun all the time) 1201: SewmJ
Slilgt". Sl,tbility [251; Sense l)f PI~I'ct~ptil)n f1001; SIaI1l!':-7
(Galactic C::oordinalOr) [35J: Strong Will-5 [20l: Tdepalhy-31
[155 J.

Di'Bdl/sntages
elide of lIol1nr (Gray Seal) l·ISj: Enemy (Boskonia, all the

time) [-1201; EXlr~mdy Hazardous Duty (Ualaetie I'atrol) [
201; FanaLicism (Civilization) [-15J: Honesty (-IOJ;
Impulsiveness [-lOt Overconfidence [-101; Sense of DUlY
(Civilization) [-20].

•



Secolld-StaRt: LenS/TUm. Ufllllfl1f'hed. Red UI1SI1UI1l. I;ellliue
exalted hllman; age 46; 5'6". 145Y.; Ibs.: red~bronZe-ll\lbllrn huir.
gold-neded Lawny eyes. 3.060 points.

CLARRISSA KINNISON, NEE
MACDOUGALL

"Consider very c.arefully <lnd very thnmughly an iceberg; its
.. every phase :lnd aspect.··

"KLONO'S Lung~lt".11 TEETH and \.lJRVINO CAR

BALLOY CLAWS!!!!"

•

Milit'rr H.nd-to-H.nd Comb.t
MsneuNers
Back Kkk-19 [1], C!oiie Combat (Axc)-16

11 I, Elbow Slrik~-20 [I]. Eye Gouging-12 fit
Head BUII-15 [I), Hit Location (AxeH8 II I,
Jump Kick-19 [IJ. Kicking-20 III. Knee
Strike-22 [II and Spin Kick·20 II].

1.I.p,,6y Skitts
Illusion-22 181. Menial Ulow-19 [11.

Mcntal Stab-23 [12], Mental Blast-28 1321.
Mind Shield-28 [16], Mindwipe-22 lSJ,
Sl,lgge.~t-2~ [20]. Teleeontrol-25 120],
Telcreceive-28 (Intergalactic Range) f40).
Tel~.~call-25 [IOJ and Telesend-35
(Tntergallictic Range. Cannot Lie) [66].

Skitts
Administration-22 [I]. Area Knowledge (Klovia)-23 r11,

Area Knowledge (Tlrenleer's)-24 121. ASl.rogation-22 til. Beam
Weapun (DeLameter)-2J 181. Biochemisl.ry-21 [21. Chcmistry

20 [11. Dallcillg-19 lll. Diagnosis-25 (51.
Electronics Operation (Medical Equipmcnt)
25 [4], First Aid-3D [RJ. Free Fall-20 [2],
Inertia less Agilily-20 [41. Kll.ralc-20 [41,
Knife·20 [1J. Leadership-22 flL Mu.~ical

Tnstnlmenl (Piano)-20 [21. Physician·25 [5J,
Piloting (Speedster. inerl)-23 f241. PilOling
(Spccdstcr, "frcc")-22 {16J, Psychology-24
[4J. Ridin.ll (hurse)~20 [2l, Singing-2D [I].
Spacc-Axe-20 [2], Yaec Suil-26 [51 and
Xer1ohiology-22 (I].

Disadllantages
Code of Honor (Gray Se<ll) [-151: Enemy (Boskonia. all the

time) [-120]; Extremely HaZ'lrd~lUs DUly (Galactic Patrol) (
20): Fanaticism (Civili7.ation) [-15); Honesty [-IOJ: Phobia
(severe. ullerly revuhe.d by Arisi,lns) [-i 0\; Sense of Duty
(CiviliziltiulI) f-201. •

Ad••nt.ges
Alertness-5 f25J: Ally (Kimball. all the time rJ 245J);

Appearance (Very Beautiful) [25J; Charisma-5 {251: Combat
Reflexes [[5]: Compartmentalized Mind 4 12001; E.idetic
Memory 1301; High Pain Threshold (10]; Intuition (15):
I.emmun CIOO]; Longe .... ity [5J; Luck /15]; Military Rank-9
(Unattached) [451: Patron (Christopher Kinnison, fairly often)
[120]; Patroll (Mentor. rarely) [401; Rllpid Healing (5J;
Reputation 4 (all Civilization' all Ihc time) [20]; Second-Stage
SlalJilily /25J; Sense of Perception [100]; Status-R (Red
Lensman); Strong Will-6 [241 and Telepathy-35 1175].

Duirks
Amiable. bur pw,hcd far enough. I"cars nothing: clothes-horse

- lik.es line dothes; tJ~~ nOl believe she rlcservcs her Lens.
still ll~ss her (lray l.cnsman uniform ilnd is rductilllt to wear
eithc,r: is inspired 10 "bSo!llle ll1<\ximunl capacity hy her Grays;
uncolllforLable as the centcr of attention.

I)X 20 I175[ HT 20 [175]
Dodge: 10

IQ 22 [2251
Move: IU

Some twenty years later, disturbing patterns formed. He
assigned his son to investigate. assisted by all the Second-Stage
Lensmen. Kinnison's characteristic pattern of infiltration dis
covcred II corps of Black Lensmen. bm also led him in In a
.~~ries of ambushes specifically de.~ignetJ for him. The first
snarl'S hc escaped by luck.. bUI he was finally rrapped such thllt
Men\t1r cnuld nol Il!Cale him. His wife in fusion with their l:hil
drcn did. however, and Mentor arranged his return.

Duotes
"Such a hloated swine; such a mangy, low-down cur; such a

pussy-gutted tub of lard; such a brainless. filthy spawn of Ihe
lowest dregs of Ihc rottenest scum of space; sut~h 1II\ utterly
incompetent., .~t:1r-opiniollated. misoc.gotTen nnnr1inn a.<; you are.

ST '4 [451
Spet.'<I: 10.00

RACES



NADRECK
Seamd-Stuge Ull.mlUll. UnCluached. Z-Worlds Min/slt'r.

Exalted Palainian third-sex. 3,268 point.';.

stDry
It is obvious in retrospect that Nadreck, the PaJainian third

sex penullima(~, wa.~ illSall~ - he accepted avoidable daJlger.
His arnil.:li(Jn.~ shuuld hilve ~xcludt:d him from nearly evcry
aspect of Palaininn society, but he used his intuitive and bril
lillnt psychological understanding 10 cOI1(;~aJ his own psy
c,hoses. His red.lessnt:ss led him lu bt:t:Olllc II Combat
Psychologist in Ihc Palainian Scntinals. While seeking a.'isis
tance on II project, he mel Tallkk, the Palainian First LenSlTl<lll.
who convil1c~tI him Ihat a Lens would llot only make his cur
rent project possible, but also might help control his patholo
gies. Mentor in tum persuaded him ((J w(lrk with Lile Galactic
Patrol and gave him Second.Stage training immediately, mak
ing Nadrec.k the third Second-Stage Lensman and the only one
to .~kip Firsl Stase altogether.

Nadrcck'.~ {)pcnltion~ againsl Boskone. such as the affairs of
Shingvtlfs and Ailligail. were numerous, efficient and effica
cious. and greatly confused their profile of the fictitious single
Lensman "Slar A Star." While spying 1111 lhe Eich of Lyrane
VIII. Nadreck learned of his opposite number in Boskonc, the
pSYl.:hulugisl Kandcon, whom he later locatcd on Onlo.
However. Kandron was abscnr while Nadreck reduced that
fortreSS world, and lile two nemeses eluded each othec's dcath
traps for many years thcrcaflcr.

Patron (Mentor, rarely) [40]; Rapid Healing [5J; Reputation-4
(all Civilization all the time) f20J; Sense of Perception [IOOJ;
Status-6 (Second Stage Lcnsman) [3D): Strong WilJ-4 [16] and
Telepathy-33 [115]. . '.

Disadllantages
Code of Honor (Gray Seal) [-151; Enemy (Boskonia, all the

time) [-1201; Extremely Hazardous Duty (Galaclic Patrol) f
20]; Fanaticism (Civilization) [-151; Honesty [-101; Sense of
Duty (Civilization) '·201.

Quirks
AnalYlical; dcvious find sublle; obsessed by his "failure" at

Onlo, specifically by Kandron; perfectionist; verbosely self
deprecating.

Skill.
Acting-21 [I}, Admini~tration-21 [IJ, Armoury-21 [I].

Astrogution-21 II j. Huttlesuit-2l II j, 'Camouflllge-22 [1 J,
Ele(;lrunks-21 f2l, E1e(;lronks Ops-21 [I). Engineer
(F.lectronics)·20 r11. Escape·22 f321. Fil'Sl Aid-22 rf1. Free
FlIll-23 132J. Gunner-23 1321. Intelligence Analysis-21 [21.
Tllct1ialcss Agility-20 [16], Interm8arion-22 [21. Jcwelcr-20 [I],
Met:hilnic-21 11 J. Philosuphy-20 111. Piloting (s~.edsler, int'.r1)
23 [401. Piloting (!lpeed!ltcr, "frcc")-n (dO], P!lionic~-26 [14].
Psychology-28 [9). Shndowing-21 [I], Stealth-23 [32], Tactics
(space t:UTI1bal)-20 [I], Traps-22 [2]. Vacc Suit-26 [6] and
X~nolngy-20 [II.

Telep.thy Skills
TlIusion-28 [36}, Mental Blow-25 [24], Mental Stab-25 [24),

M~lIlal 81ast-25 [241, Mind Shidd-35 [321, Mindwipc-35 f64l.
Sugge.~t.30 [44J. Telecontrol-30 [44]. Telereceive·35
(Intcrgalaetic Rangc) [701. Tclescan-28 1141 and Telcscnd-26
(Intergalactic Range, CannOi Lie) r221.

HT 2112001UX 1~ ll5UJ
Oodae: l}

IQ21 [125J
Move: ')

stDry
Clarrissa, the human female penultimate, was thrown at

Kimball by their Patrol superiors. and Mentor saw to it lhat they
slipped into a "wide-open fwcrway" mind-link and fell in love.
Kinnisun made Clurrissa !.he unly female Lensmun ever and gave
her par'tial SeL'Oild-Stage lr.l..inillg. lIer discoveries OIL Lyr.J.lll:: n
allowed Kimball to inliltr..lte and finally eliminate Roskone.

After the cnd of the Boskonian War, Menlor declared their
macriage ·'necessary." Their wedding was a major pan of Ihe
Civili7.alion-wide victory festivities and the most celebrated
social event of all history.

The "Red Lensman" is universally adored. It is almost
impossible for her to pay for anything. In one well-known
example, aner mustering out of the Patrol, she ordered her
civiHan (rousseau from Rrenleer'.~ of Thral~. nrenl~~r r~fus~d

payment, requesting instead a simple signed swtement thm she
had $hopped lhere. The famoll.~ "I{ed I.cnsman's Chit" is
fralned and displayed at thc main Rrcn1ccr's.

Some twenty years after the war. Clarrissa re(;dved (;om
plt'.te S~(;ond-S('lge tr<tining from her son, since M~I1IQr's inher·
ent sexlcssncss so rcvolted he.r thac shc could not let him into
her mind. She wt'.111 ilgilin 10 Lyrim~ n, c\\plured BlllCk U:llSlllilrl

(:Jeonie and learned much of the Spawn of Boskonc's conspira
des. Clarrissil f,l(;ed h~r biuerest lriitl when sh~ lei go, 10 WhiH
she knew 10 he t:~rlain delllh, lh~ miln millions of y~ars of
preparation had made her to love, without even thinking any
thing Lhal wtluld w~ak~n his resolve.

After Kim entered the Hell-Hole in Space, Mentur, even
aided by Ihe Children of the Lens, could llot lOCale him. and
Mentor believed him slain. Clamssa, however, knew for a cer·
tainty that hc lived. Shc begun her own seurch, fll firSI ulone,
lh~n join~d in fusioll agaillst Melllor's diflxl orders by her chil
dren. Her unparaUeled vital drive found her beloved husband,
anti Mentor aIT'dngcd his relum.

QUDtes
"He's wun;e Ihall a baby. I never saw such a ... such a brat

in my life. I'd like to spank him - he needs il. I'd like to know
how he cvcr got to be a Lcnsman, the big canl.i.inkemu.~ dunk~r!

I·m goillg to spank him, tOO, one of these days. see iff don't!"
"On the beam .Iml on the green, Gray l.ensman, all the way.

Every lung. hlst millitll~\er. Th~l"c. whNever it i~ - to the very
end of whal~v~r road it has to be - and back: again. Until it's
ovcc. I'U be here. Or somewhere, Kim. Wailing."

ST 17 [1.\0]

Spel,.'d: 9.75

Ad••nt.ges
Alenness-5 [25]; Allies (Kimball [4151, Tr~gomt.'tlI335J and

Wnrsd [.lnO] all fairly orten): Charisma-5 [251; Combat
Refle"es [15]; C.lll11partlllt:rLtaliL.ed Mind-5 l25UJ: Dangcr Sc.nse
(15J: Eidetic Memory [301: High Pain Threshold [101; Intuition
[15]; Lcnsman {100l; Longevity [5]; Luck lI5J; Military Rank
l} (Unattached) [451; No Cowardice [10]; No Weak Will-2 [16J;
Palainian 17: Patron (Karen Kinnison, fairly often) [120);
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TREGONSEE
St>rfl1lfJ-Stuge Lel/rtf/atl, Unaltul:hed. Senior DireCTor,

bU:IIfC'ar;Qn Cnmmtmd. Exalted Rigcllian male: 7'2". 387 Ibs.:
reddish-brown hide, tenlaCles shnding to yellow at lipl>. 3.328
points,

Quotes
"I pro1clically failed. It is the poore~l piece of work of which

I havc been guilty <;ince cubhood. and I desire lind I insisl that it
shall nut be lIl~nlioncd again. If you wi~h to lay plans for lhc
fUlUJ"e. I will be very glat.! indeed to place at yoor di<;po~al my
!>maJl ability - which has now been shown lO be even smaller
than I had suppo~ - but if you insist upon di<;cussing my
fiasco. I shall forthwith go home."

Dis,dll,nt,ges
Code of Honor (Gray Seal) I-lSI: Enem)'

(Boskonia. all the time) [-1201: Extremel)'
Hazardous DUlY (Galactic Patrol) 1·20]:
Fanalicism (Civilization) (-15J: Honesty 1
10]: Overconfidence [-IOJ: Sense of Duty
(r.ivilil.ation) [-201.

Quirks
Ah.~ently braids tcntacle-tips logether

when losl in thoughl; amiable; revoltcd b)'
violence; tends 10 adopl the speech patterns
of his companions: wishes to understand
color and sound.

SlBfT
Thill Tregon.o;ee, a Rigellian penultimate, would chose to be

male nnd ;lpply 10 the Rigcllian campus of the Cialaclic Pnt.rol's
Academy was unljuesliOlled from his carly ynuLh. A restless,
(Iiscontcnlcd child, he was ra...cinalcd b)' tht stories of those
othcr youths which wasted "so much time, effort. iIIId wcallh
upon a project so completel)' useless as exploration," After
grndualion. Tregonsce Wlt.'i given command of the Palmi base
on Trenco, Kinnison c:ncuuntc:red him thcre and gave him an
abbrevialed version of Sc«;ond-Slagl: training, Soon after, he
went tf.) Ari~ia fur the full t.reatmCDt,

He transferred into Groilld Aeet Operations where hi.~ sense
of perception and shrewd grasp uf 1\1'8Ce-nect tactics proved
invaluable, and then into the Inculc.. tiurl Command. It was in
that work that hc found his metier. and he WIlS made Director of
the Thr.llc AIllIt:Aatioll.

Still.
Administration-21 PI, ASlrogation·21

[I J, Bcam WeapolI!> (DeLameter)·20 [I J.
CriminoJogy-21 fll, Oiploma'ty.2l [IJ.
Eleclronics Ops-21 llj. Free FuU·19 r11,
Gunncr-19 III, lnerti"leSS Agilily-20 [4].
Law·IR [IRJ, Leadership-21 (1),
Mathcmlltlc!>-22 [31, Philpsophy·24 [5J.
Physiology-19 LI J. Pilotln~ (.lIpeedsle:r,
inett}23 1241. Piloting (..peed..kr. '·free")·23
[24J. J·sionics-23 [81, Space-Axe.19 (IJ,
Strategy (space cnmhal)-25 [6), Tactics
(space combat)-27 L8J and Vacc Suit·2l [I].

T.I.p.thy Skill.
IIlusion·25 [24], Memnl nlow-22 1121, Mental Stab-22 1121.

Menial Blast-22 1121, Mind Shield-3D [22J, Min<twipe-25 [241,
Suggesl·22 [12J, Telecontrol·22 (121. Telereceive-2
(lmergalactic Range) (43), Telescan-35 (28) and Telest=nd-28
(Intergalactic Range, Cannot Lie) 131).

Quote.
"I have encuuntc:~Tellurians here, uf course. but t.hcy were

nOI of a type to be T\."Ceived as guests:'
'1 have wished for sight and hearing, those Iwo remarkablc

and entirely unexplainable senses. , have dreamed. I havc stud
ied volumes. on color and sound,"

OX 20 1175J HT 2112001
Dodge: 10

IQ 2112001
Mon: 10

ST 53 [lSOJ
Speed: 12.25

Ad••nt.ge.
Alcrtnt:~~-5 f25]; Allies (Kimhall r415l, Nadfeek [3251 and

Worsel [360] all fairly often): Ch,trisnlll-5 l25J; Combnt
Renexes [151; ComplirtmellUllized Mind-4 f2001; Eidetic
Mtmory DOl: High Pain Threshold flO); Intuition 1151:
Len~man L11101: l..ongc:vil), [5J: Military Rank-9 (Unattached)
(451; NUl Hidebound [5J; Not Olxlurate LIOI: No Weak Will.4
1321: Patron (Camilla Kinnison, fairly often) 11201; Patm"
(Menlor, rarely) [401; Rapid Healing [51; Reputation.4 (all
Civilil.aLion all the time) [20]: Rigdlian 1453]: StnllJs-6 (S~tlnd

Stage Lcnsmnn) [30]; Strong Will-3 [12] and Telep.uhy-32
[1351.

RACES
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WORSEL

Second-Stage Lensman. Unauached. Galactic CoordinalOr,
First Galaxy. Exalted Velantian male: 31' 8W' long: 1.623 Ibs.;
greellish·bl'own scales, coprcr cyc~. ~,62~\Il point,>.

/luirlrs
Always writhing, never still; enjoys studying hallucinations;

l1amboyant: loves hand-io-hand comhat; perfllmls aerobatics
whenever flying.

/luot.s
·'1 never could understand why you soft-headed, soft·heart~

cd, soft-lxxIied human beings are so reluctant to kill your ene
mies. Whal good docs it do merely to SlUn themT

'"I could use this - or this - or lhis. I am nnt going to.
however - yel. While you are still sane I shall take your lotal
knowledge."

"I have been thinking. J have becn lhinldng ah(JUtthoughl."

Story
A warrior-scientist and male Velanlian penultimate, Wurse!

was stealthily probing the Overlords in their lairs when
Kinnison and vanBusk..irk landed 011 Delgon. Their undisci
plined thoughts Ihrc»Icfled to llllmcl the monster'S. and Worsel
was forced 10 rescue them or be captured himself. Realizing
instantly that the more advancerltechnology of !.he aliens could
he the lldvamage necessary to cnd thc subjugation of his race,
he took them to the Council of Scientists on Velan. Wi!.h their
aid. Kinnison captured ll. Boskonian warship and left for Tellus.
Worse,1 WCllt to Arisia for a Lens while Ihe Council prepared a
massive and thoro\lgh campaign of genocide. -

I{eluming with his Lens, Worsel led the lightning attacks on

the labyrinthine caverns of lhe Overlords. and soon that race
W1L~ redul.:ed to small elld<tv~ Sl:iillered throllghoul we galaxy.
Worse! then brought Velan into the Galactic Union, where he
bel.:'IIIU~ Urle of the "High-Tension Thinkers" noted for mental
prowess and stability.

After the full of ThritIe i~lId Oulo., Worse I became fhe
Gollolcric Coordinator for!.hc First Galaxy.

Telecomrol-28 l32], Telereceive-25 (Intergalactic Range) [15],
Telescan-30 l16] and Telesend-23 (Intergalactic Range. Cannot
Lie) l4~].

DX 20 11751 HTlI 12001
Podge: J I

IQ 22 [225J
Move: 33

STJO [175]
Speed: 11.25

Ad...t.ge.
Alenness·5 [25]: Allies (Kimball [41.'il, Naunxk [325J and

Tregonsee 13351 all fairly often): Charisma-5 [251: Comblll
Reflexes [15): Compartmentalized Mino-6 [3001; Eidetic
Memory (301: InlUition [15]; f...ensmnn (IOO): Longevity [5J;
Luck [15): Military Rank-9 (UnaUached) [451; No Weak Will-6
[48J; Patron (Constance Kinnison, f,liT1)' onen) [120J: Patron
(Mentor, rarely) [40]; Rapid lIe-aling [5]: Reputalion~4 (all
Civilization all the time) PO): Sense of Pen.:epLion fI001:
Statu~-6 (Second Stage Lensman) DOl; Strong Will-2 [81;
Telepathy-34 (951 illld Velarlljoln [479].

Disad.a.tage.
Codc of Honor (Gray Senl) 1-151: Bloo<.llusl [-101; Enemy

(Uoskonia. ill! thl:'. tillle) [-120]: Extrcmely Ha7.ardou~ Duty
(Gollolctic Palrol: Fanaticism (Civilizi.ltion) 1-151; IJll!ll:'·~\Y f-IO];
TlIll'ulsiveness [-101; Intolerance (Oelgonians) [-IOJ;
Overconfidence 1-101; Sense of Duty (Ci viliL.ation) 1-201.

Skill.
Aerobatics-23 [24]. Administration~

22 [IJ. Astrogalion-22 [I], Beam
Weapons (DeLameter)-22 [4J.
Carousing-20 [I], First Aid-2J [II.
Flighl-22 {8J, Free Fall 2:i [!tiL
Gunner-19 [1 J, Incrtialess Agility-20
{41, Intcrmgalion-22 fll. Karme-lt( [lJ,
Leildeno1tjp-2l: rll, Mathcmatic~-21 Ill.
Pcrformance-24 l3J. Pilutiug (speed
ster. inert)-23 124), Piloting (speedster.
"frt:l::")-23 [241. Psionics-2U 11 J,
Psychology-26 f61, Strategy (space
combal)-20 [I j. Taclics (space com
bat)-23 [3] and Vacc Suit-22 l1 J.

Tsudo Ma.eu.e"
A~~ressivc IJ arry-12 [61.

"Corkscrew" (sec. p. 116) [4]. Flying
Head Dult-IS [IJ olrld Wing Baffling

2211J.

Telepathy Skitl.
Illusion-35 [60]. Mental Blow-30

[40]. Menial Stab-3U 140], Mental
B1a~I-30 [40J. Mind Shield-22 [4J.
Mindwipc-30 [401. $uggesl-28 [32J.
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@ CLEAR ETHER
The spaceman's standard wish to the contrary, the interstel

lar medium is anything hut clear. and traveling through it can
get altogether too exciting even without Doskonian pirutes.

Let us take:: a journey OIL a ~pat:e-liller. frolll Klovia ill the
Second Gnlnxy to Centraliil in Ihe heart of the r;"ina. It is a
fast ship. so we have swung II linle below the Galactic pillne,
III IIvoi'd the worsl of Ihe hampe.ring dust. The ship is now
passing. in the dislllncc, some of the Galaxy's satdlites, the
globular dusters. Each 01" Ulcse hundred or so bright ycllow
orange points of light contains about a million ancient stars.
We can also see a few faint individual stars, loners in the vast
night, as we pass nearby. We have just entered the galactic
halo. some 30,000 parsecs from Centralia in the Galaxy's
core.

The view is hreathtaking. The passenge,rs cun see the Milky
WilY ardlillg ;'l ,hiro of the way aeross the dome of fhe ohscrva
tion deck, it~ vasl sweep softly illuminating the darkened deck's
shadows with the diffuse glow of severilllHindred lholiSillld mil
lion SUIlS. lr se~ms to he a huge luminous disk of stars. inter
laced with ribbons of durk dusl uUllining spir,tI ilflm, ,til
silloothly pill wht~eling ;'lrollnd a hrip,ht central haT.

The, ship's pilot. thuugh. alt".rt ul his wnLruJs, sees lh,lIoruer
liness as it is: an illlision, hiding lJ 11inKled allli viulenl reality.
Already he is correcling for the million degree, hurricane-force
plasma wind thaI orbits wilhin the GalaxY'i\ IIlaglletic field and
is trying 10 carry the ship along with it. His instruments sec the
enonnous. slowly wavering filaments and loops of gas lhat arch
out of the Milky Way's disk and into the halo we are speeding
through. He is glad we arc enlering jusl uff the Galaxy's equa
tor - the poles of the Galaxy emit a focused jel~ of plasma at
unimaginable velocities.

We will be passing near to one of till: glubular duslers, dose
enough to make out individual stars. Th\.'. capUlin slows rhe ship
to a stately hundred parsecs per hour. giving us over half an
hour to gaze into this jewel. More than a million stars nre col
lecled in this cluster, wifh over 200 .~Iars crowded illlo each
cubic parsec. These deep orange-yellow stars an: all ancient.
fonned (It the same limc lL~ l.he galaxiei\ themselves. The pilot
relaxes slightly. The dust and gas is thin here; it was lung siuce
lJlowll away by the stellar winds of these stun;.

The journey continues and we sec ahead a fiery glow. A host
of hot young stars lies embeo:lde<l ;n the gas and dust, each elllil.
Ling prodigious amounts of aclinic ultra-violet and X-rudiation.
Here stars are condensing oul of Ihe :Jbundanl inLerslClIar gas,
bursling out of dusty cocoons as the nuclear f\lmaces in their
cores ignite. We cannot gel a close look - OUf pilol is veering
wide of lhi.~ mllel.~tmlll!

We. begin fO enter nne of the Galaxy's anus. which Ifail from
each end of the central b,lr and hraneh inlu several ~ub-aril\s.

The ship begins lurching, OIllhnugh the pa.~sengers call't feel il.
prOleeled by the pseudo-inertia generators. HoL stellar winds
buffet the ship. reaching speeds of up to 2.200 miles per sec
ond, their fierce howling drowning oul nol only the e1eelros. bUl
the vcry ulLra-wave as well. Stars ptmch through gas and du.~L

clouds at hundreds of miles per second, forming comet-like
shock-wavc.s thai rock passing spllee-ships eXilcl.ly like alulOS
pheric "sonic booms."

The ether is far from clear here. Our Galaxy is as full of bub
bles as a freshly-opened bottle of fayalin. Siellar winds, carry
ing hundreds of thousands of millions of tons of plasma.. push
the surrotmding gas and dust parsecs away, fonning shells of
dense lllaltCr around regions of Ihinner sruff. Wllen these empty
regions combine or are otherwise parlicularly large. astrogra
pbcrs refer to fhem as ··rifts,'· Mooy arc bl(lnk SpofS on fhe
cham. The galaxies are huge. and conunerci(l! shipping seeks
the fastesl and cheapest routes. Punching through fhe dense
shells surrounding riffs slows a ship down and lhe dusl and ga.~

crudel; the ship's hull, adding to the maintenance COSK
But nol all bubble.'; are neat and predictable. As the stars

move. they blast through each others' shells. erealing chaOlic
lurbulem:e. A !ollarI' mind and a den hand are required at the
pilot's console. Not only mUSf he keep the ineJ1iuless ship from
plummeting into every nearby star. snatched off..coursc by ilS
gravitational pUll. hIlT he must also-anticipate the under-tows
,IIIlJ vurtil:t'-s uf the inlerstellar (:urrelll,8,

As wc. near thl~ COrt~ h;lr of Ihe Galaxy lhe~femperamrt ri~~

.~har·ply. Within ](X) parsccs of our dcstination il has rcached
neilrly it Iwndred million del.!ref;:~! Here. sp,tee ill;elf i~ hOller
than thc centcr of Sol or Klovia's sun. Our screens can handle
the ,ernpel'i\I\ll'C ;l~ well a~ Ihe heavy X,ray dO.~e rate. hut our
spced has been redut.:ed tu u thirtieth of whut it wus ilt lhe
Galaxy's edge imd ,I thousandlh of Ollr speed bel ween Ihe
galaxies.

As we dmw ncar Centralia. our destination, the pilot's work
inerea.~e.c; LrelllendoUi\ly. Cenlralia ii\ barely thit'!y parsecs from
the center of the Milky Way. and the incredibly dense illlersfcl
lllr gas .~urTClllnding it is unimaginllhly turhulen!. This region
teems WiUl supernovae. and the galactic magnetic field is strong
enough to noticeably dislurb our course. This region is the ori~

gin of the arc-like filaments, hundreds of parsecs long. that rear
up from the plane of the Galaxy like prominences from a star.

Centralia is the end of our trip. We cannot enter the Galaxy's
core - our shields would be quickly overwhelmed by the
inconceivable energies m play in Ihe eelllral len pan;e(.:i'i nf our
Gal:J'ty. Two Sllun:e.~ pruduce LheM: energies: the countJess stel
IlIr dll.~lers with over a million hlue super-giant stars in a single
cubic parsec - so dense that tidal disruptions and even colli
sions and mer~en; between individual Slars ate common ... and
the mysterious. unfathomable Sagiuarius A*.
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A highly turbulent circum-nuclear disk of gas extends some
seven parsecs from lhe center of the Galaxy. Within the disk is
a cavity IWO parsecs in radius where the gas is only a tenth as
dense as ilS surroundings and is striated into spiral arms like a
miniature galaxy. AI lhe ccnlroid of the spiral sils ... an enig

m'.
Sagiuarius A· is very small: eenainly it would fil within lh~

orbit of Jupi~cr (Sol V) and some theories sugge~t Ihal it h
about lhe size of the orbit of Mt:'rcury (Sol I). h appears 10 mass
some tv.u ur Ulree millIon Solar masses. Irs lemper-oiture cannOI
he measured save indircc.:fly. but Ihu~ observalions seem to
looicme thaI ilS surface i3 al leasl Icn milliOl1 degrees. Il is radi
aling well over a hundn.:d million 1IIIIlton fon.f of energy every
second. Even the shield~ of a I>uper-dreadnought would be
instantam:uusly oblilerated by such cnergicl>.

Although Sagittarius A· remains tl comtndmm fnr thc prt:-
.. ::.enl. rest'.afcb cominucs. Not only docs II insp1ft' IfIlell:tle M:il;'11

liric cllrio~ity. hut the UaJlK"tk Patrol II> abo itl'..l;'~lig.ui'lg lhe
po...~ihility of setUng up a nelv.lJfk of in~lall:lIion~ around it to

pov.er a I>UU!>e.1111 a galuihcam'! - for gaJlICtk d('fense.
Rut wc're l'ilopping at l"enlroilJil. We'lI :lrri\<e al Ihe ~raee

purt ID IUHJ-lIIurnlug. You'll havc plenty of time to check in tu
I)ne \)f thc many tine hotd~ ill Ule itfe.'1. MI be ~lln~ II) lakc an

evening walk in lite: jJ:llls around me pon - don't forg('.1 Ule
l>lar-l.aJl oil~ - and wntch the ~1.aTh WIlI(' tluL By the myriads of
mill inns.

Ether Density
The raled I,;ruising lind maximum s~eds of a space~hip cal

culated al construction are based un the delll>ify or imerstellnr
gas (the so-culler.! ''t:lher density") around Sol - about one
/ltom per cuhic centimeter. The ether density i!> nOlo however,
COI~stant.. Depending on the location in or out of lhe Galaxy. it
vanes WIldly. and speed varies with if. As II spaceship tmvel".
multiply its raled speed by T~ factor<; in !he lable below.

EXira-galactic 30
Galactic Halo 10
GalllL'lic Rift 5
(i:llacLic ATIlt. Ollter Edgc 2
Galactic Ann. Inner blge 1
Nebulile", , 0.1)]
Galactic Core .Impassable

GMs should vary these numbers by up tn a full order of
magnirude al will - dust pockcls and rifts arc c.:ommon and
unprediclable.

Within the lIrms of the galaxies, where the elher density is
moderate. warships of the Galactic Palmi cruise at sixty parsecs
an huur. and can sprint at runcty pph. AI lhese lipee<i... individ
ual s~ whip by at about one per minule and it takes a day and
a half 10 cross 8 galactic ann. OulSide the galactic anns. when:
the dust thins 0\11. higher ,,~.. are possible. Ships ITllveling
tong di .. lnnees frequently drive out of the galaxy as directly as
possible. then bla:.1 al high speed dtrough Ihe g:IIw.:tk halll. and
only drop baek into the galaxy near their destination. Using Ihis
detour, thc CClllt'alia-to-Vandemar rlln (galacLic core to rim)
takes a week..

Loose Atomic Vortices
The conditions obtaining wilhin lhe iOlerior of a breeding

alomic power pile - summed up by lhe infamous "reactor
kinetics equations" - are slarkly impossible of comprehen... ion
to entities of the first level of I>tability ur less. TIle nucleonicists
th:11 can truly grasp them arc a rare and special brc~d. for an
atomic pile comprises conditions thai do nOI exisl .mywhcrc
c1s~ in the malTt)I.·Ol>ullt· U.ul\<t"rst. Even the jlllerior~ of staT!.
D('",er ~lIIblo;: tI~ ~i'lt cycle of a fIOwCr pile. ..

TIle ",oncx cresled within a pile is not self-sustammg .
under neurly all c.:undltions. UnfurlUll:llely, lhe cOI)(iilions under
which (trlC l·ii.1l hceome sclf-sul'itllining are impossible tu predkt,
and have oct'uered ::>evemllilllcs in the jl;lSI ccnturies. on Tellus
as well as othcr planct~. The (('suits are. t~atasLrOphk: illld pe/'lll;l
nelll. They never go OUI. Every living thing near a nare up dies.

either from Ihc 25.0000 shock wave or from the JO.OOO-rad
blasl of rndiation. Every "'Illkl thing within a radius of hundreds
of feet melts down into the reeking, boiling "'lag uf it.. crater.
They creare a pennanently raging sionn. as they suck in sur
rounding air and founlain it upward. healed to thousands of
dcgrecs, a trivial effect complIred 10 lhe others. For as the air
enters Ihe vt)Ttex. il is transmuted. randomly. The composilion
of the super-heated efflueOl gasses varies a.~ wildly as any olher
feature of lhe vurtex. IL lIIay be poisonous, or corrosive or sim
ply differenl, hili il i" no longer air breathable by humans.

Source. ofAtomic Vot1ice.
ror many centuries. the cause of alomic vortices waJO

unknown. The College of Radiatiun devduped several theories.
bUI were understllndilbly relll<;lanl tn Lest them until a sure
lIleUlOd of eXlinguishing II Sllecc:s.~fur lest Wit... demonstraled.
Terrorists loue.bed off a handful of loose vonices. 001 the ttue
cau<;e wa.~ ('venlually discovered 10 be 8 fantastically alien fonn
of life ba....ed on pure. self organizing energy. which mated
inJOide atomic piles. driving them OUI of control. 1lIe resulting
vuniccl> were the incubator-wombs of Iheir offspring. TIlel>e
Cahuit"ns were unilwan: IIr Ult: exislence of physical life. When
Ihey lcurned of the damage Ihey were causing, Ihey readily
agreed 10 confine thc:ir sexual aclivities to barren worlds poinl
cd I)Ut to Ulem by 11K' GaJactic PalmI.

Crc,ating a loose vonex by physical means reJ.{uin:s bom
bardment of an atomic power planl with., beam of fa....t ncUt.rorlS
ultra-heterodyned with subetheric zeta-nays from a range of
about a hundn:t1 yards. (Whether tt1is range is within the lOlal
deslruction radius of the flarc·up i.. difficulllo calculate. Caveat
lerrorist.) The projector for such a beam is the Si7.e of a semi·
portablc, and involves highly secrel lechnology. 11 need only be
dirc<:led at the alomic pile for a few .-.ecollds for thai pile to
enthusiastically flare out of control.

,
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Oglons are winged mammals with a fantQstically blood
Ihi~ty temper. Oglons will aLtaek anything. anywhere, anytime.
except for each other - that only happens mo.\'! of the time ...
They attack in close cumbal, biting and clawing. Their vision
may include liome of the infra-red, as they ,l;eek out majur
blood-vessels by preference. Thus. on humans. their attack: is
usually (u the neck.

OglOllS fly at a Move of 18, ron un the ground at 7.

Medon (MG) - one of the last planets remaining free of
Boskooe in the Second Galaxy. and the flf'St to be contacted by
Civilization. Home of a highly advanced sociely (panicularly in
electronic5). which invcnted the llupcr-wnduclOrS and -insnla
U>I1> that gave Civilization its much-nccdcd tochnological edge
over Boskoaia. making possiblc both !he rapid-firing primary
bclUll and the "free" planet, They used a planetary Bcrgcnholm
system 10 flee Boskone.

Posenill (IG) - a Tellus-type planet in all respects except
that chlorine is fuund where oxygen is usual on Tellus. Il...
atIllosphere is a mbnurc of nitrogen and chlorine. and its oceans
are hydrochloric acid. Most Posenian animal life has the sense
of perception.

Radelix (10) - a planet about a hundred pllrsecs from
Boys~ia. with a large Patrol base. but nonetheless very thor
oughly infested with Ihe 7wilnik trade. Its capital. A'tdith. was
home of Bbminger's saloon and N<t:lizok's Cafe. both notable
drug-house!>. A native animal, the 08/(9n, or ··catcaglc," ha...
become a symbol uf vicious ferocity:

Thrale (Thrallis IT) (2G) - a hospitable planet with four
moons and center of the T-T side of the Thrale..()nlonian Empire.

TOlllinga (IG) - a high-gravity Tellurian planet nuled fOl"
its honicuhure.

Tressilia III (IG) - former location of the Crown-an
Shield. not only one of the mOSI cxpensive and exclusive gilded
palaee... of decadent sin in all of Civilizalioll hut also a major
Boskonian front for dmg trafficking.

Vandemar (10) - the T-T planet farthest frulll the core of
the Milky Way. but still within the Milky Way itself. Situated
directJy in line with the galtlxy',I; har, it is the endpoint of the
arbitrary navigation baseline of the rIDt Galaxy. It is also the
prime source of hadive.

,

Extinguishing Atomic Vortices
Vortices can be moved, with difficulty. since !.hey are affect

ed by pressors (thougb nol by !facTors). Variow. schemes for
disposing of them have bun proposed. such as enclosing lhelll
in a Bcrgenholm's field and throwing them into deep space.
None of lhem proved to be practical. and many proved fatal.
The only successful method is (0 "blow it out:'

At apy given momen!. a precisely metered explosive charge
(on the close order of twenty pounds of duodccaplyJaromalc).
precisely placed. will extinguish - "blowout" - all atomic
vortC;\;. However, the precise amount lil1d precise roc.:ttion can·
tinually change in an entirely chaotic rnnnner. It is po!>sible to
forecasl a vortex's !lux by an extension of the calculus of
warped surfaces, bUl for Illany years. the fastest automatic com
puters could nOI complete such a calculation in less time than
the calculation wa~ good for. An incorrttl charge may do noth
ing ... or it may. with equal probahility_ scatter the vorteA.

If a vortex i... succ~fully -'blown OUt:' thc fantastic violence
of several dozen pounds of duodec is joined and dwarfed by the
enlire energy of thc vonex. The rcsuh i .... an mulli-nu:gatoll
atomic explosioo.

Other Tellus-Type Planets
There are severallhou...and million Tellus-type (T-T) plaoclS

in c;lch galaxy. Some examples include:
Alsakan (I G) -located diametrically opposite Tellus in the

Milky Way. It.. tobacco crop is famous lhrnughnut Civilization.
and Alsakanite cigarettes command premium prices every
where.

Doyssia 11 (lG) - a primitive planet inhabited by savage
nauvc Iifc. some of which are cave-or c1iff-dwcllcn:. oot most
arc nomadic. " Wll,; the liite of a very strung Boskonian base,
which was desltOyed by the mutinous Blakeslee.

Dronseca (I G) - Cominoche. ils capital city, wa... almost
totally obliterated in an urban battle involving ground bombard
ment by maule~ of space.

Centralia (IG) - the T-T planet nearest the core of the
Milky Way. and the sourcc of nitrolabe.

Chickladoria (I G) - a very warm pl:mct. whosc ~('antily

clad natives have remarkable renex reaction times.
Corvina II (I G) - origin of the lipaccm8n's deity Klono Md

the drug benllam.
Euphrosyne (lG) - nul a planet. but a giant asteroid in the

Borovan system. It i" nwn~d in tOto by Miner's Rcst, GmbH,
maintained at T-T condition.\> and operated as a complex of
trdding post.., boarding houses. dance hall .., gambling hells.
bars and drug den... fur the meteor miners of the asteroid hc:lt or
the Borovan system.

Kalonia 111 (20) - Kalonians are human to the limits of
da.....,ification excepting only their skin hue an imcnsc shade
of indigo reminiscellt of the deadly Cherenkov radiation given
off by supra-luminal delta-rays. Their society is tyrannically
parriarchal. subjugating their females to mere child-bearing.

Manarka (I G) - Manarkans arc very thin humans who
devdoped telepathy so eXL~rl... ively thai they have 111.'1 huth
speech and hearing. TIleir society values mudesty and requires
heavy clothing. Hoth Manarkan jewelry and fabric arc highly
valued throughout the galaxies. panieularly .... tardrops and glarn
orene. respectively.

Radeligian Oglons - ·Cateagles·
!)'T: 18 MonJDodge: 18191#
DX: 13 PDIDR: 2/1
IQ: 3 Damage: Idcut
liT: 13-16 Reach: C

Slu: 2
Weight: 40-55 Ibs.
Origin: Radelix
Habitats: M. P
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Aldebaran la TauriJ I

First Galaxy
Planet Type: Tellus-lik.e: Diameter: 7.324 miles;

Gfiivily: t .16G: n(~nsity: 6.9; l.ompo.<;ition: High
iroll: Axial Tilt: 29': Seasonal Variation: Tellus
like; Length of Day: 4\ hours; Length of Year: 194
days. Two large moons.

Atmospheric Pressure: Standard: Composition:
Polluted Oxygen-nitrogen: Climate: Tcllus-Iikc;
Temperatures at 30' latitude: Low 6O"F. Avcrage
SO'F, High lOO'F; Surface Water: 76%; Humidity:
62%: Primary Terrain: Rough.

Locuted in the Pen;eus arm just outside the solar
system, Bennett became lhe Galactic Patrol's major
shipyard and home port for Ihe tcardrop warships of
the first Grand Fieci. Never huving enwuntert::d
Hosknnia, the natives of Bel1lleu were easily edueat·
ed by the psychologists of the Palrol, and nilly Slip-
ported the incorporation of their planct as the indus
tl'ial cenler of the early Galactic Union.

Bennett

required representatives 10 speak for the planet, but many of its
customs lind Jilek of inhibitions remuin. Perhllps the mosl
noticeable remnllnt of innocence is the importance of sexual
.c;kill and experience in Aldebaran religion. Aldebaranians are
justly famous (or notorious, depending on one's upbringing) a.~

the best lovers whcrcyer situl'lled. All Aldebaranil'lns' Erotic
Art.. ~kil1 default.. to IQ.

Arisia. First Galaxy
Planel Type: Tellus·likc; Diameter: 7,860 miles; Gravity:

O.99fi; I)cnsity: ~.5; Composition: Mcdiu111-iron; Axial Tilt:
24°: Seao;onal Variation: Tellus-like: Length of Day: 23.6 hours;
Lenglh of Year: 423 days. One giant muon.

Atmospheric Prc~sure: Standard; Composition: Oxygen
nilrogen; Clim,tle: Tdlus-like; Temperatures at 30' Iittitudc:
Low 50°F, Average 70'F. High 90"F: Surfaoe Water: 63%:
Humidily: 44%; PrinittJ)' Terrtlin: HiJlylROllgh.

Arisia is an ancient planet. Ito; lifc-!iporcs were the origin of
nearly all olher life in bolh galaxies. It had very few of the
heavy elements when it was formed. and has no natural ones
remaining at all now. However. any that are necessary are triv
ial to synthesi7.e. The planet teems with mllny species of plant.5
and arumals, many of which are artificial. The mee of Arisians,
together with some of the more advanced animal lire or their
planet. evolved beyond rhe need for physical bodies long before
humanity learned to use tools. After the destruction of Ploor
and the cleanup or the Spawn of Boskonc, they vOIUtllarily
passed beyond this plane of exjstence. "11eir planet is now unin
habited, although fhe new Guardi'llls of Civilization, the
Children of the Len... , are frequently Ihere, researching their pre
decessors.

First GalaNy
Planet Type: DcscnIHot; Diameter: 5,644 miles; Gravily:

O.90G; Density: 7.2; Composition: Metallic; Axial Tilt: 3';
Seasonal Variation: None; Length of Day: 765 days; Le,ngl.h of
Yenr: 51 0 day~.

Atlllospheric Pressure: None; Climate: Very Hot;
TempenllllreS al10" latitude: Low 12ttF. Average 2tK)"F. High
300'F; Surface Waler: 0%; Humidity: 0%; Primary Terrain:
Vukanic.

Link is known about th~ su-t:alled Wh~dlllell uf AMebae-ull
1. Those culling lJeillgs, wilh SellSl)l'y ofgans and rnaniplilillive
Icnl;lc1e:s ill theil' hllh.~, were nor, in faCT, of Aldeharan I - !hat
planet wa." simply an advance base for Boskone. convenient for
the surveillance of TeBus and Sol system and supporting no
native. life. When that ba.'iC WIL.'i oblitcmle<.\. so was illl trace of
the ri!t'e llf WhedJllen.

Aldebaran la TauriJ II First Galaxy
Planet Type: Tellus-like: Diameter: 7,306 miles; Gravity:

0.87G; Density: 5.2; Composition: Medium-iron; Axial Tilt: 9':
Seasonal Varilliion: None; Length of Day: 26.3 hours: Lenglh
of Year: 1,997 days. Two giant 1I10(lI1S: Siya and Paryati.

Atmospheric Pressurc: Standard; Composition: Oxygcn
nitrogen; Climate: Tropical; TemperalUres at 30' latirude: Low
90"F, Average 100'F, High IIO"fo'; Surface Water: RR%;

Humidity: 55%: Primary Terrain: Forest/Jungle.
Aldebaran II is an Edenic planet, and has become one of the

mosl popular sites of tourism in the Milky Way. It is frequently
compared wilh the Tellurinn island of Tahiti. with Tahili suffer
ing in the comparison. The natives are hum:m to the lirniL.. of
analysis, and have created the only actual, working, utopian
anarchy in either galaxy (pos... ihly exec.pting Arisia itself). That
sodt'.ty WilS lilrgety "bolished hy Civili7.ation·s arrival. which
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Cavenda First Galaxy
Planet Type: Tellus-Iike: Diameter: 9.675 miles; Gravity:

1.13G; Density: 5.1: Composition: Medium-iron: Axial Tilt:
2,°; Seasonal Variation: Tellus-like: Length of Day: 31.8 hours:
Length of Year. 442 daylo. Ollt: small moon.

Almn"pheric Pressure: StandArd; Cumpu... ition: Oxygcn
nilmgen: Clim:lIC: TclJus-like; Telllpc:ratures al 30' latilUde:
Low SnoF. Average 80'F. High 110°F; Surface Water: 41%:
Humidity: 22%; Primary Termin: Pnlirie/Steppcs.

The original culture of the primitive natives of Cavcndn WllS

similar to that of man)' uf the aboriginal peoples of Tellus.
UnfortunAtely for them, like many uf theiT Tellurian counter
parts. they were easily addicted to alcohol, and thus were ensy
prey for the Boslwnian I.wilniks who mAde their pland a way
point in the galaclic thionitc di~lribution system.

Delgon IVelantia III First Galuy
Planet Type: 'I elJu)-lil.e; Diamctcr: Il.110 mile.s: Grdvjty:

J.IG: Deru.ity: 5.9; Compo~ition: Me(hum-uun; JUial Tih: 21":
Sea)onill Variation: Tellus-like; Lenglh of Oay: 27.2 hours:
Length of Year: 183 d'lyS. One medium-sized moon.

Atwospheric Pressure: Stand'lTd; C()mflO~ilion: Oxygen
nilTOKcn: Climale: Wilrlll; Tcmpcrslures al JU· liltilUde: l.ow
70·F. Average QO'F. High 110'Fi Surface Water: 54 t,t,;
Humidity: 43%i i>rimary Tt:rrain: ForcstlPlnins.

The native life of the home planel nf lilt: Overlords includes
no mammalian species al all. a fact thaI puzzles many xenoln
gists who do nOI believe that the Overlun.h could have driven
them all into extinction. It does hold many uther life-forms of
generally insectile or rrptilian nature. sueh as the hostile Catlalo;
and a race hiologieally very similar 10 Velantians. bUI which
continued predations by the Overlords have R:ndt:n:t.Il:omplete
Iy mindless.

Eddore Second Galaxy
Planet Type: Unlquc; Diameter: 32.767 mile); GraVity:

9.66G: Density: 12.87; Composition: Unique: Axial Tilt: 0';
Sea~onal Variation: None; Lenglh of D"y: N/A: Length of
Ycar: N/A

Atmospheric Pres.~ure: Super-densei (:nmpusilion:
Corru~in'.:; l.1imate: Very 1I\lli Temperatures al 30' hHilllt1e:
Low IlIt}');. Avcrage IIll"F. High 120'F; Surface Waler: 3%:
I-Iumidity: X3%; Primary TCfT:Iin: Pa\·ClllCUl.

&ldore. having originated in a horribly alien diffen:nt space.
obeys none nf the standard pl3OClologkal laws. The- Eddorians
therno;;elves n:odered extinct ~ilrly all t>!her life on their planet
cons before they began movmg it from universe to universe.
and completely exhausted Iheir planet's resources soon after
ths!. Synthesis of any required reSOurct, thollgh. iJ<. trivially
cheap. Thc remllininK Jominam life-form WiL" lhe AlI·Highest;
other signifil:alu life-forms induJcJ the Innermo~t Circle.
Lesser beings served. or were exliTlI:t.

Eddnre was stationed wilhin a slar elust!;r in the Second
Ciahu:.y. bUi was nUl :lllal:hed [0 any pnniculllr star. having long
sinl.:c been mllrlc indcpendem of lilllCh unreliable features ()f

nature.
Thc rrllluval of the "cvil cfnuvium" during the mop-up uf

Ihe Spawn of Boskone exterminated all remaining life on
EdJIlrt:. but the planel il-.elf rrmains.

Jarnevon Second Galuy
PI,ulel Type: Medium Gas Giant; Diiwlt!Jer: M,502 miles:

Gravity: 1.20; J)e'lo;ily: n.R; Compo~itK>n: Ga!> Chl'lIi Axial
Till: 2"; Seasonal Variatiun: NOlle; 1.,'.:f)F.th of Day; Tidally

.Iocked; Lenglh uf Year: 4.650 dsy.~. 5 giant muons. 7 large,
many slIIal!llloons and moonlclS. full rings.

AtlllOSpheric Prcssllrr: Thin near day pole. none near night
pole: Composition: Methane-ammonia: Climate: Wide-ranging;
Tempenllurt:J<. at 30' latitude: Low -455"F, Average -255'f,
lligh -50'F: Surface Ammonia: 40%; Ammonia Humidity: 0
73%; Primary Terrain: Ammonia SwampiTundca.

The home planet of the Eieb is tidalJy locked 10 il~ sun: the

Eieh dwell on Ihe perpelually dark side. Its climate varies
lrumeodously. from the volcanic day-side where poison gey~
spew toxic gases. lhrough tJlt~ twilit region of hurricane-(on::e
winds blowing intu the frigid dark. 10 the eternal empty calm of
Ihe Night Pole. where all atmosphere has frozen out and the
Nine or Hoskonc make their helldquilrtcrs.

Jupiter ISol VI First Galaxy
Plant"l Type: Ltu'ge C1a~ Giant: Oiamelc:r: 86.709 miles:

Grdvity: 2.650: Density: 1.3; CoIllI~iljon: G3.~ Giant: Axial
Tilt: 3.1": Seasonal Variation: None: Length of nay: 9.R.4
hours; Length of Year: 4.329 days. 4 large m()flns. many moon
leis (numher varies). thin faint rings. ou:a."iOnal ttappcd comets.

AUllospheric Pressure; Super-den!>e: Composition; O;tygen
nitrogen: Climate: Frozen; Temperatures at 30' latitude: Low ~

6O"F. Aver.J1:e ·20·F, High 20'F: Surface Water: 0%; HumidilY:
0%; Primary Terrain: Plains.

Jupitcr·:. enormous magnetic field has created an intensely
powerful radiation belt. All four of the Galilean mOOIlS orbil
within a field of ahoul 10.000 cads per hOllr, moslly beta radia
tion. 'I'he inhnbitanto; of those moons are immune to radiatio!l,
thollSh Ule Jovians themselves ure 110t. This difference pluyed a
important pan in the Europan wars, and again in the four
Triplanelario-Jovian WW1i.

The Jovian sub--"yslem (Jupiter's moons and Trojan point
asteroicL") an: also inhabited.

51 . . .
---- - -----



o

~

10 IJupiter IJ
Planet Type; Rock-ball; Diameter: 2.184 miles; Gravity:

0.18G; Density: 3.6: Composition: Low-Iron: Axial Till: 0";
Seasonal Vari:lI;on: None; Length of Day: 42.5 hours: Leoglh
of Year. 42.5 hours (tidal lock 10 Jupiter).

Atmospheric Pressure: Very Thin; Composition: Polluted:
Climate: Very Cold: Temperatures at 30" latitude: Luw -lO"F.
Average O"F.• High 20'F: Surface W3Icr: 0%; Humidity: 0%;
Primary TelTilin: Volcanic.

In'" jumhled terrain. marked by orange and yellow hues. is
lbe result of sulfur-rich materials brought to the surface by vol
canic activity. The frequent seismic quakc~ and eruptions are
caused by the gravitational rug-or-war betWt,."Cfl lu. Jupill:r lind
the other three Galilean moons. 10 hllo; no mnive intelligent life.
but was colonized long ago by both Jovians and Europal1~ 
and was the Ioilc uf bilter warfare for many ccoturies.,

Europa /Jupiter 111
PI:ll1et Type: Rock-baH: Uialll~l~.r: 1.878 miles; Gmvi,y:

O.15U; U~nsity: 3.5; C(ltlll)(l.~i'i()n: I.nw-Irnn: Axial Tilt: 0';
Seasonal V:lrialinn: None; Lengl1:l uf Oay: 8S.3 Ilour'S; Lenglh
of Year: M5.} houn. (lidilllt...~k !Cl JUlliler).

t\llllIHph<:cic Prcssure: Thin: COlllpo~JliOIl; Ollytt!:/1-I1ilrn
gen; Climltle: Very Cold; Telllpcr3rurcs at 30" latitude: Low 
30'F. Average -10"f". High 10"F; Surface Wucr: 90%;
Humidity: 0%; Primary Terrdin: Creviced Frozcn Ocean.

Europa. appnmmatdy the same size as Ulna, is lhe hright
e.'it of Jupiter's satellites. Its surface is mostly jagged tundra and
frozen-Qver oceans. Its native life foons developed a wide arT;:ly
of adaptations to the icy envimnmenl indudins "ice-skates" or
"skis" of bum: and hom. or webbed "snow-shoes," depending
on their fnvored terrajn. The Europall~t aided by a sky that
made it dear UlaL Uleic "ocld was bur one among many, devt:!
oped space night very quickly, and ~oon found lhemselves
locked in bith:r warfare with (he Jovians.

Ganymede (Jupiter 1111
!'Ianet Type: Rock-halt; Diameter: 3,162 miles; Gravity:

0.14(;; Density: 1.9: Composilion: Silkalc: Axial Tilt: 0':
Seasonal Variation: None:; l.cngth of
Day: 172.0 hour:lo; 1.1~Ile.th nf Year:
172.0 hour:lo (Iidallock to Jupiter).

Atmospheric Pressure: Thin;
Cnmpu:.itiuu: Oxygen-nitrogen:
Climat<:: Frozen; TemperdlUre~ at 30'
l31imde: Low -4(fF. A"erdge -20'F.
High O"F: Surface Wall:r: 50g,;
Humidity: Or.t; Prilllary Tccnin:
Tundra.

Ganymcde IS the largcst satellite
in Ih~ ,ular systcm - larger Ihan
Men:ury ur Pluto. Like Europa. it i:. a
wmld ur icc and rock. Unlike Ihat
siSler world. fhe Ganymedeans did
lIut develop space-nighL on their
own, but were intelligenl enough 10

bc useful pnwn~ in the endless
Jovian-Europlln Wilr'i, nm:t: discov
ered.

Callisto (Jupiter 11//
Planet Type: Ruck-ball: Diameler: 2,904 miles; GravifY:

O.12G; Density: 1.8: Composition: Silicate; Axial Tilt: 0';
Seasonal Variation: None; Length of Day: 402. I hours: Length
ur Year. 402.1 hours (tidal lock to Jupiter).

Almospherie Pressure: Very Thin; Composition: Oxygen
Ililrogen; Climate; Frozen; Temper.ltina al JW latitude: Luw 
50-F. Average -30'1-'. High -IO'F: Surface Ice: 95%; Humidity:
(yJ: Primary Terrain: Cratered Tundf'll.

Callbto w~ once all inhabited world. with a thid atmu~

phere and oceans dotted with llIany i~hlllds. The Jovian
Eumpan wars included heavy fighting on and around Callislo,
and Callisto's atmosphere was eventually ~tripped off by super
atomic carpet bombing. TIle oceans quickly froze as they boiled
away. leaving the heavily cmtered tundrd Ihat nuw makes Ull il~

dead .,urface.

Klovia Second Galaxy
PlaneL Type: TelJus-like; Diilmeter: 7,642 milc!l; (1cavity:

0.98G; Oen"ily: 5.6: Compnsilion: Medium-iron: Axial Tilt:
2M'; Se.asonal Variation: Tdlus-likc; I.cn~lh of Day: 26.32
hnUI"': l.cngth of Year. 326 days. One ~riant moon; Selene, Oll~

small moon; Diilllil, '
Almospherie Pressure: Standard: Compoloilioll: Oxygen

nitrogen; Climate: Tdlus-like; Temperatures al 30' latitude:
Low SO"F, Average 70"F. High 9O'F; Surface Waler: 82%:
Humidity: 50%; Primary Terrain: PlainslSteppes.

Klovia. much like Bennett before it, was a balkani7e(1, pre
TSO world mal was completely unlouched by Boskonia when
the Patenl arrived. The psychologists found them ready sub
jects foc iocorponllion inlo Civili7111inn, and the entire planet
hecame a stupendnus military base - Ultra Prime, lhe center
of Patrol opcnuions in Ihe Secnnd Cialaxy. and later. the head
quarters of the Galactic Coordinator. The Guardians of
CiviJizalion have Iheir home 'here, although they Me more
often on Arisia now that Mentor and his race have left lhul
planet.

, (
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Lonabar First GalaNy
Planer Type: Tellus-like; Diameter: 6.993 miles; Gravity:

1.02G: Density: 6.4: Composition: High-iron: Axial Tilt: 18°;
Seasonal Variation: Tellus-like: Length of Day: 25.9 hours:
Length of Ye<tr: 482 days. 1llree large moons; Corun. Cedony
snd Chrys.

Atmospheric Pressure: Standard: Composition: Oxygen
nilmge.n: Clim:lIe: Tcllus-Jikc: TcmpcralUres al 30' latitude:
Low 6O"r. Average HO°F, High 1oo't-: Surface Water: 83%:
Humidity; 43%; Primary Terrain: Forest.

The center of Menjo Blecko's Boskunian opc:raliolls, is a
planet beyond Rift 85. Gems and other preciou,~ and semi-pre
duus stones arc very pkntiful nnd fn ..hionahle everywhere.
Expon regulations arc l<olril"L tu avoid noodin~ the gem mnrket".
which of course makes smuggling II profitahle enterprise.

Dancing is a highly valucd an-form on Lonnbar. and n spec
tacular one. It rt'St'lllble:. Tdluriall dancing only slightly - it i~

more similar to free-style gymnastIcs, All Lonaharian t:hildn:n
ttl'~i\~ d;lllCC n:'lininR: all Lonabarian adull'i are UX II and
hayc D311eing skill at UX.

Lyrane " First Galny
Planel Typt": TI~l1l1~-likc: Diameter: 7.631 miles: Gravity:

O.9Mi: Density: 5.5: Compo:.ltiou: Meuilllli jrt)ll; Axil'll Till:
IS": Seasonal Varimion: Mild: I.ength tlf Day: 25.89 hours:
Length of Year: 312 days.

Atmospheric l'rcssurc: Standan.l; Cumposition: Oxygen
nitrogen; Climate:: Tropical: Temperatures at 30" latitude: Low
71)"F. Average 9S"F. High 120"F: Surface Watu: 71%:
Humidity: 5Se;,: Primary Terrain: PrairielForesl.

The persons of this almost-perfectly Tellurian plnnet in
Dunstan's Region be)-lInd Rift 94 ~~re a key pan of Baskooc's
opcrdtion:. ill the Milky Way. The Lyrnnians we~ attr.u:tive as
n proxy race to the asexual EUdonan:. because of their active
research and eXJX'runemation towllrd complele elimination of
rhe necessity of sex. One of the fir:.t Black Lensmen was a
T.yr.mian person. Cleonie.

Lyrane VIII First Galny
PllInet Type: ley R.uck-ball: Diameter: 10,072 miles:

GfilVity: I.ORr.: Ocni\ity: 4.7; Compo:.ition: Medium-Iron:
Axial Tilt: 9": Sc.asonal Vanalinn: Mild: Lenglh of Day: 294
hours: Leng.th of Ycar: 5.385 days.

Almosphcne Pn:!>sure: Thin: Composition: Helium-exutic;
Climate: Pllillin-like: Temperdlure... al 30· latitude: Low -430"F"
Average -4OO'F. High -370·F; Surface Water: 0%; Humidity:
(y..i: Primary Terrain: HiUylRough.

This dark and coldly rui.~ulJuuS planet formed one of the
majur lilll.s betWeen the Second filliaxy and the First. and
bi.:camc thc mllin Eich base after Jamcvon was de;.tmy~u. A'it
such. if was cxtrellIdy well defended. so it WIlS bypassed nilltc:r
than rcchJLc:d. II wa., IIIlly atkc the fllll of the Thr..Llian·Olllortian
Empire dUll Lyrllm: vm wa.~ mopped up.

Lyrane IX First GalaNy
Planet Type: Icy Rud~ba1l: Diameter: 4.562 miles; Gravity:

0.44G: DensilY: 4.1: Composition: Low-Iron: Axial Tilt: III";
Seasonal Vanalinn: Severe; Length of Day: 4.895 days: Length
of Year. 9,645 dny...

Atmospheric Pressure: Trace: Composition: Helium-Exotic:
Climate: Cold: Temperatures at 30" latitude: Low -450"F.
Average -430"F. High -4lO'F; Surface Water. 0%: Humidity:
0%: Primary Terrain: Rocky.

The Black Lensman received their Lenses from the Ploorans
on this lifeless. barren world. They conducted their operations
with such stealth th:tl no evidence uf I.ht::ir visib ha~ ~\-er fouod
there. e\'en by historical rese:trt:hen; wurking willi cml:o.iderably
more care than lhe original combat unils, It appcan; that this
world WllS u~ed solely because of its proximity 10 Lyrdne II

(which persons both produced more Black Lensman and were
closer to fhe Eddorian ideal of sexless ness than lheir rivlll
Proxies of Power, Ihe Kalonians), However. some investiga
tions continue, based on questionnblc interpretations of a few
cryptic references in obscure Kalonian c.kx:uJnclllS.

Mars ISollVI First Galny
Planet Type: Dcscn; Diameler: 4,223 miles: Gravity: 0.38G;

Dellsity: 3.94: Composition: Low-iron: Axial Tilt: 24·:
Sea..onal Variation: Tellus-like; l.cnKlh of Day: 24.62 hours:
length of Year. 687 days. Two llloonlct!l: r>cimos 311d Phobos.

AtJUospherie Pressure: Thin; Com(XI:o.itiun: Oxygen-nitro
gen: Climate: Very Cold: Tempemtures at 30" latilude: Low
4O~F. Average U·"". H.igh 40"": Surfacc Water. 0%; Humidity:
I%-; Primary Terrain: Desert,

MaTh' leTroJin i:o. not a" di ...crse as Tellus'. It ranges from tile
ancient "Cahed.... and vast deserts through the craS8-Y mountain
ranges and polar icecaps, 11 includes both the largcst volcano in
the solar system, O/pnpuf Man,f. and the largest canyon, Ihe
Mariner's Valley, It lacks, however, any terrain charnctcrizcd
by life. NOlhjrt~ on Mars could be called a forest or a pr..Lirie.

Until the invention of the Bcrgcnholm, thc only water on
Mars wa.. frozen into its ice-caps or miles below ilS rusty sur
fat:e. SUllie feeble platll-Iifc grew along the hanks of the prehis
toric. mas!Sivc llyMelli of canals (including ari-yagt!, the 'ltuurce

uf latloliatl). Deep bcncarn the surface (If those bone-dcy chan
nels. ancicnl lIlfujfers held the traces of water Ihat suppurta1 all
remaining life nn Mars.
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Nevia is almost completely lacking in iron and other heavy
metals. Their plastics industries are correspondingly highly
advanced. and their technology makes very efficient use of what
metal can be obtained. It was a quest for iron supplies that led
Nerado to discover the solar system and the Triplanewy League.

,

First Galaxy

Onlo lThrallis IXI Second Galaxy
Planet Type: Icc-ball; Diameter~ /7,435 miles: Gravity:

O.MI(j; l)ensiry: 1.7; Composilion: Methane-ammonia: Axial
Tilt: 7"; Seasonal Variation: Non~: LengUl of Day~ 11.6~ hours;
Length of Year: 135,050 days. Partial rings,

Almospheric Pressure: Very thin; Composition: Jldium·
exotic; Climate: Palain-like; Temperatures at 30' latitude: Low
·4SS·F, Average -483"f, High -47soF; Surface Water: 0%;
Humidity: 7% (liquid helium); Primary Terrain: Plains,

Boskonian npcnniuns in the Second Galaxy were divided at
a very high level into two part.., hath controlled from the
Thralli... system. Operations involving Tellus-type planets and
peoples were contruUed Crow Thr....e mar.illis ill, wJiile Z·types
wen:: direcled by Onlonians from their home plancL Onlo is an
Edenic planet to many Z-type races and after the War became a
major tourist attrul~tion to those peoplQ, 11 lli home lu II major
P,Hrol base and a campus of the Palainian Institute of
Technology amI SCiences.

Palain VII
Planet Type: Icc-ball; Diameter: 17,710 miles; Gravity:

0.73<1; Density: l.X: Composition: Silicate; Axial Tilt; 174";
Seasonal Variatiun: None; Length of Day: 9.74 hours; Length
of Year: 179.876 days. TI1rcc moonlcts.

Atmospberic Pressure: Very Ihin: Composition: Helium
exotic: Climate: Palain-like; Temperatures at 30· latitude: Low
-4YO"F. Average ~H5'F, High ~80"F: Surface Water: 0%;
Itumidity: ~% (liquid helium); Primary Tcrrain: HiUylRough.

It is IIOt obvious to a strictly three-dimensional life-form that
Palain is inhabited at all. Alllife--forms on this frozen planet have

metabolic e:tlensions into the hyper-dimension.
whieh three-dimensional senses have great difJj·
culty pen:eivillg. 1l10SC few stnlcmrcs PalainiWls
build appcar to be no more than wu jumbles of
rock. Even the Galactic Patrol'li Z-Base and the
main campuS uf the Palainian Institute of
Technulogy and Sciences. both of which include
several buildings equipped 10 support ·'lire-bIOOll·
cd" thrt:c-dimensionai beings. are easily missed in
the jumbled landscape.

Palainians are without a c.k>ubt the IllOSt intel
ligent species on the;r planet., but until long afte-r
they joined the Galactic Union. they were well
beluw the top of the food~hairl of their ecolugy.
Many hyper·dimcnsi()JIal predators roamed Ihe
plunet. against which the P<llainians had few
defenses. Their tcchnology was well capable of
sl<lying thuse creaLures. but Ule most dangerolls
predators had evolved a psychic attack that para·
Iyzed iL.. prey with sheer terror. It is not certain
that all such crearures of prey have been elimi
nated, and trnvelcrs to Palain are advised (0 be
wary.

The ponderously thoughtful Martians agreed that some more
water would be good for Mars, never imagining how quickly
the TeJlurians would alter !heir world.

The Bergenholm has changed the face of Mars unrecogniz
ably. Huge meteoroids of ice from the asteroid belt have resus
citated the dying planet. and the canals again run with the life·
giving liquid. Many forms of Martian life have survived the
millions of yt;arS of drought. such a... lh~ cClllletlic "digger." a
('Tdb-lik~ animal that nies to elude predators by burrowing into
whatever surface it currently resL.. on, n:gan.lk:.s of how hard it
is. Must are now unable to tolerate the increased humidity and
are dying out (ari-yage doe... nm seem to be one of them, to the
dismay of law enforcement - it is thriving in the moister
clime), but the former ocean depths are submerged again and
soon Mars will be much mure ctlmfortahl~ fur humans.

Nevia First Galaxy
Planet Type: Tellus.like: ViillDeter. 72.654 lJuJes; Gr.'lvity~

2.00(j; Density: 1.2; Composilion: Silicate; Axial Tilt: 2r;
Sea~ollal Variation: Tcl!us-like; Length of Day: 41.3 hour..;
Length of Year: 1,944 days. Three giant moons. seven small
and many moonlets.

Alrno~pheri~~ Pre~...ure~ Thin; Composition: Oxygen-nitro
gen; Climate: Hot; Temperatures at 30" latitude: Low 70"F.
Average llD"F, High 150·,..; Surface Waler: 93%; Humidity:
90%; Primary Terrdin: Islands.

Nevia's days are lit by a t"c'.rvent blue sun SCI in a deep red
sky. The air is nearly saturated with humidity, and as the tem
perature plunges eaeh night, it rains lOlTentially.

TIle majority of Nevill' s land lies under shallow ~a..., tJlough
in many areas. the ncean noor plunges to great depths. and a
myriad tiny islands dot the surface. The amphibious Nevian...
build their towered cities in these plentiful shallows and island..,
connected by many canals for convenience. while the lower
regions are dominated hy an intelligent r.tee of true fish. "the
denizens of the greater deeps'"
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Piaor IRontielf II Second Galaxy
Plal~1 Type: Tellus-lilt": (>i,ulII'lcr: IR.653 miles: limvily:

.'.25G: Density: 7.6; Composition: Mt"tal1h.:; Axial Tilt: 67':
St"aloullitl Variation: SUlfUy UniUlif!!.iHahlc; Length of Duy: 49.3
hours; l.engLh of Yc.'U': 19,396-20,096 L1ays.

Atmospheric Pressure: Ranges from Vcry Thin to Dense;
Composilion: Ranges from Helhlm-exnlic to Corrosive;
Climate: Extreme; Temperature,; at 30" latituLlc: Low -450'F,
Average.N/A. High 390'F: Surface Water: 0-99.8%: Humidity:
0-1 ()(Y,b; Primary Terr.lin: Vilpredictable.

)'Ioor's sun is so variable that it covcn nearly the entire
range of stellar types. PlOOf'S orbit around this star i~ highly
eccenuic amI is frequently penurbed by the gravity wave creat
ed by its SlIn's dramatic changes in size. Its native life-fonll~

either estivate for extremely long period... or undergo radical
ch:mges. not only of fonn but of organization.

Pluto (SaliX) First Galaxy
Planet Type: Icc-hall: DianH'.tCr: 0,.50.'i miles: Gravity:

0.230; Density: 1.5: Composition: Silicate; Axial Tilt: 103":
Se.1"nnal Variation: Gross; l.ength of Day: 90.8 days; l.enKth uf
Year: 90.710 days.

AL"IIl~pheric Pressure: Very thin: Composition: Helium
exotic: Climate: I'alain-like: Temperatures al JO' latitude: Low
-490·F. Average -48s"r. lIigh -480'F; Surface Water: 0%;
Humidity: 3% (liquid hdium): Primary Terrdin: lIillylRough.

One gianl TUOOO. Charon,
Pluto is a liny world considered deMllate even by the

Palainians wbo cslablished a colony there. It is notable only for
having the largc.~l muOl1 in proportion In il.. primary in thc solar
sySlcm. The Pulainian In~lilutc of Technology and Sc-ic:nce
m,linLainSi a decp-spnce nhservalol'Y there, and Ihe Oort bases of
lhe Solarian Distant Early Waming Line (a hold-nv~r from thc
days before hyper-spatial tubes) is coordinated from ChaRI/l.

Rig811~ Orionis IVI First Galaxy
Planet Type: Tellus like: Diameter: 21.261 miles; Gravity:

2.09li: Ucnsity: 4.3: Composition: Low-iron; Axial Till: 19":

Seasonal Variation: Tellus-like: Length of Day:
4S.6 hours; Length of Year: 665.760 days.

AtUluspheric Pressure: Dense: Composition:
Oxygen-nitrogen: Climatc: Tropical; Temperatures
at 30' lautude: Low 900 t:, Average IOO"F. Higb
110"F; Surfacc Water: 23%: Humidity: 15%;
Pnmary Terrain: Plains.

Rigel IV i10 an idyllic plane! for ils natives: 110

other wnrld in eilher galaxy is a~ 1I11ractive to
Rigel1ians as their own. It has very few predators.
and most of its surface is quite fertile and abundam
with plant life. Most of its resource,; nrc readily
available. Thi,; plentiful envirunment has produced
in thc dominant race a culture thal is. to a human.
serene and contemplative, but notice;ably lacking in

drive.
. Because of its llCarness to Prime Base on TeUus,
the Rigellian Gul<M.:tic PalrOll!la..e: i .. the ,;mallest of
the major b~, ooocemr:uing. mainly on TC'.sean:b
and deveh)f'mcnL

Tellus ISoll1II First Galaxy
PI"tlc! Type: Tellus-like: Ulilllleler: ;,929 mile~; Gravity;

I.()()(j: I..>enslly; 5.3; Compmition: Medium-lroll; Axial Tilt:
23.45": Seasonal Variation: Tellus·like; I.ength of Day: 24
hours: Length of Year: 365.24 days. One giant moon: Luna.

Atmuspheric Pressure: Standard; Composition: Oxygen
Nitrogen: Clim!lte: Tellus-like; Tenlperamres at 30' latilude:
Low 30"F. Average 6O"r, Iligh 9O'F: Surface Water: 72%:
Humidity: S()%: Primary Terrain: ForesliSteppe.

Most inhabited planel" are "'Tellus-typc" worlds and the
eponym of thal type is indeed of a common sort..

TeUurian life is mostly hannless. There arc no exceptional
predalON; in sh~r viciousness. the dominant species. humani
ty. far cxceeds any other animal life. lIumanity's rulblessness
is remarkahle. but an obvious product of its heredity. The race
is utt~r1y lacking in naUlNll ahililie,; of any sari with the single
exception of its unstoppable drive. Once II human. ha.~ dccid~

on a course of aclion, iL is very difficult tQ cause hUll 10 alter It.
11lis stubbornness was the deciding quality in the creation of
the new Guardians of Civilization. Rigellian,; can be swayed
hy reason; PalainianJi can be deterred by fear; Vdantians aban
don plans 011 il whim: huml'ln~, hnwever. are a stiff-necked

people.
Prillle Base. the center of GalactiC Pauol operations in the

First Galaxy" sprawls for many hundreds of square miles
ilrtlund nle Hill - fonnerly Cheyenne Mountain in central
Colorado, North America. It is surpassed in size and armament
only by Ultra Prime, on Klovia.

Trenco First Galaxy
PlaneL Type: Rock-hall; D;ameter: 5,500 miles; Gravity:

O.35G: Density: 2.8; Cnmposilion: Silicllte; Axial Tilt: Uo;

Seasonal Variation: None; Length of Day: 26.2 huurs: Length

of Year: 82 days.
Atmospheric Pressure: Dense; Composilion: Exotic:

Climate: Unique; Temperatures at 30' latitude: Low -20'F,
Average 50·F. High IIO'r; Surface Water; 0%; Humidity:
100% (tn:ncine): Primary Temrin: NIKte.
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tics: they are amphibious. Slreamlined and omnivorous. The
plant fonns are nOI chlorophyll-based: rather. their photosyn
thesis relics on Ihionite. Thionite is discussed elsewhere in this
manual; let it here suffice to say that it is the sole reason that
(be si:\th-I:trge!:il Palmi h.a.<o;e ~ver cunMrul"lt:d wa.'O built ill the
hellish environment of Trenco.

Valeria First Galaxy
Planel Type: Tellus-like; Diameter. 16.710 miles; Gr.tvity:

2.76G; Density: 7.2; Cumpoi>itiull: Metallic; Axial Tilt: 43°;
Seasonal Variation: Strong: Length of Day; 31 hours: Length uf
Year. 284 days. Partial rings.

Atmospheric PreslOure: DenlOe; Composition: Polluted:
Climale:: Tropical: Temperatures at 30° latiwde: Low 70"F,
Average 9S"F, High 120"F; Surface Water: 32%: H'umidtty:
23%; Primary TeTFdin: IlillylRuugh.

Valeria is Ihe most hellish planet unprotected humans CUll

survivc on. They arc not likely tu survive. btll it is bardy !X'ssi
ble. The crushing gTilvity, corrupting :lir, Se:lril18 temJ)C:ratures,
hcavy-metal-poisoned earth and water and ravening back
ground radialion levels were uvermatched by Ihe human desire
for Ihe abundant diamonds and other high-pressure erystilli>,
{'realed by Villeri;l'~ t=lllremc Icclonic activity. Thc ecology
Ihose (aclOn; produced very nearly milt{:hed that uverpuwerillg
Sretd with its lust to kill. Vllierian life i'li Inugh, "t",ng and fa,<;L
The firsl e:\"pcdilinn wa.~ destroyed in si" minuteS. by the plants
their landing jets had scorched. Following c:\~iti()ns leamed
from their prcdcce.....'iOf!i, and overcame the prowler packs. the
thornwing !locks. the IQlz/~urtni'n. • , , Within a year, the firsl
Valerian diamonds hegan tn noud the jewel markets of
Civili£atiull. Within a decade. the first gencrarion native
Valerians were proving themselves worthy of their environment
- tough, strong and fnSI.

The Galaclic Patrol maintains several hostile-cnvironment
training bases on Valeria.

. "

----GAZlTTEl

Trenco is unique. Whatever combination of events resulted
in its creation, they were never repeated in any known gala:\y,
and the many theories are hotly debated by planetologists wher
e..er situated. (While me Guardians of Civiliz.ation are certainly
able In tk-duc:e the original conditions from the present they
have not published meir results.)

Tn:nc:n'~ h)drosphere consists solely of trtll('int, ;1 nitmge
nous hydride with an C"ln:llldy low heat of ,'aporization ~ a
puddle in the 'palm or a human's hand will quicldy evaporme.
without cooling it pen:eptibly. Uunng Trcoco's scaldingly hot
day, lhell, It IS all vapor. During the night. e"actly forty·seven
feet and five inc1Jc) of liquid precipiuue. nnd each morning it all
evaporates in a mallcr of minute.·,.

Under normltl ,.:ondilions, Ihis cnndensatinn and evaporation
would he quieter and gentler than TcHurian dew. A low heal of
vaporization meam very lillie energy tr:msfer. and if trc:ncine

... were Tn'UI,:o'~ villy peculiarity, it would he as thennodynami
Cillly t'.:u:iling. a~ a goldfish howl. However. trendnc is very
won!!,l)' raramllgnetie ~ it amplifies whalever lIlagl\eli~~ field
is applied to it - iUHJ Trellco ha~ l)nC (}f The .~tron&est magnetic
fidd ever mcasured on a rocky planet.

Trenco orbits its huge blue whiTe ~lIn quite clo.~ely. That
i>li'tr'i> pla~llla wind i.~ powerful enough 10 dmw Tn'll{:O'i> lIIil~

netie field out frum ib night i>iJe i,llo M cXTremely long magne
to-tail. During tlle day. both the magnelosphere aruJ the belt of
chacged particles it has ImppeU fmlll Lh~ :otellar wind (similar to
Tel1us' "Van Allen Belts" but far stronger) are forced down 10

Trenco's surfacc. 'IllCre. the paramagnetic trencine vapor in the
atmosphere amplifies and warps the magnetic field. creating
vortice.~ of radiation that would kill an unprotected human in
minute!>.

Thi... magneto-acoustic turbulence causes current flow 
lightning. Not flashing bolts as un pai>tural Tellus. Quasi
solid shcet~ t:ra~h frum the slcy in unendin~ cascades thai fill
both the ether and sub-ether with incredible interference. The
energy released by the lightning in turn causes winds. which
create more turblllence and electrical dis
charges in II f~edhack cycle that builds swift-
ly to unerly indescribable violence, There is
almmL 110 place or time on Trenco at which a

Tellurian gale would not be eUll~idcrcd liltcr
calm. At dusk and dilWII, iii> the Illagnctos
phere ri~c:~ ahove and cnters the atmosphere
and the Iighlning intensifies, the winds
become super-sonic.

This chaotic turbtllence whipi> Trellt.'O's
magnetosphere into a flu" that distorts the
very space-time continuum Itself, Ncar
Trenco's surface. distance ami t1ir~c:litln 3re
wildly "anable. and may well include loop...
Nnt IInly b C"cry :.t:1I~ sase that of direcT rer
ceplinn in:oandy uvcrwhelmed. but a beam
weapon'i> l1Iy lIlay well "curyc" around ,..) a...

to strike the flfCr.
Lightnins: and wind have polii>ht'd TrrllCO

to a smotllhne...... unlmuwlI on any other solid
plant'L Il~ landscape has 110 fcmures. It does.
h(lwev~r, :-,upl'mlthousa.nds of lifc-form.., holh
animal and plant. All share three chamctcris-
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Vegia la Lyrae VI First Galaxy
Planet Type: Tellus-like: Diameter; 9.012 miles: Gravity;

1.140; Density: 5.5: Composition: Medium-iron; Axial Tilt:
32°; Seasonal Variation: Strong; Length of Day: 22.1 hours;
Length of Year: 2,007 days: Two lurge moons.

Atmospheric Pressure: Standard; Composition: Oxygen
nitrogen; Climate: eVil!; Temperalure.~ al 30' latitude: Low
50"F, ~veragc 60"F, High 70°F; Surface Water: 84%:
Humidity: 32%; Primary Terrain: Prairie.

Vcgia abounds with scents of all types. since much of
Vegian communication is olfactory. (The ofl-repeated idea lhat
aro;na tu a Vegian is analogous to body language to a Tellurian
makes lillie sense, since body language is extremely imponllnt
10 a Vcgilln liS well.)

Vcgians are a friendly peuple, but at th~ saTl1~ tilTl~ are
srrongly dannish. Outside acquaintances find that their wcJ·
comc CXlcnds only to certain rigid Ii mils. Vegian S(Xi~ly is alsu
noted for ils love of gamhling of all kind~. and of languages.

Vegia wa.~ onc of the initial adherents 10 Civilization; as the
Galm:tic Patrol was formed. Gene.ral Armand assumed com
mand of it~ Vegian arm.

Velan IVelantia 1111 First Galaxy
Planet Type; Tellus like; Oi,llneJel': 8,4S1 miles: Gravity:

1.16G; DensilY: 6.0: Composition: Mcdium·imn: Axial Tilt: 9
0

:

Sea.~onal Variation: minor: Lenglh of Day: 40 hours; Length of
Year: 201 days. Two large moons. one small.

Atmospheric Pressure: Dense: Composition: Oxygen·niuu-.
gen; Climate: Hul; Temperalure.~ at 30· latitude: Low lOO'F.
Average IIU0F. High 120°F: Surface Water: 59%; Humidity:
21 %; Primary Terrain: Hilly/Rough.

Vclan abotm<ls in wincl.swepl hadlllnd~ much like the we.~I·

ern regions of central North America, which arc the favored ter
rain of a wide variety of flying reptiles including Vclantians
themselves. Many of them delight in acrobatics within narrow
and twisting C(1nyuns, and several different spons are played
based on such skills.

Vclantians are not a numerotlS rnce; the Overlord~' rapacity
never allowe<l their population to grow beyond a few hundred
milliun. Huwever. now that there arc no limits on their gruwlh.
lheir IM)plJlati,)1l i~ hooming. Emih'Tatiun is v~ry popular ,1I!lOng:

the young and culoniLilble worlds afC af,gfc~!\ivcly !\ought.
The Velantian Galactic Patrol ha.~e rivals Prime Base in stv·

eral aspects. Musl weapons systelll development and tcsting is
carried Ollt by Velan Hase.

Venus ISoI III First Galaxy
Planet Type: Greenhouse; Diameter: 7.566 miles; Gravity:

0.900; Density: 5.3; Composition: Medium·iron; Axial Tilt:
179'; Seasonal Variation: none; Length of Day: 117 hours, ret·
rOb'TUde; Length uf Year: 224.7 days.

Atmospheric Pressure: Dense; Composilion: Polluted
Ox ygcn·Nitmgen; Climate: Highlands Hot, 1.1.1wlaml.~ Very
HOI: Temperatures at 30· latitude: I.ow 10tYF. Average 120"P,
High 140°F; Surface Water: 98%: Humidity: 100%; Primary
Terrain: Highlands Hilly. Lowlands Swamr·

Venus is a sodden hothouse world. fecund with clouds, min
and life of all sorts. It is 1I cornucopia of UTKaliics. producing
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much of the medical supplies for the human sector of
Civilization. Humanity here can live for long i>eri0d6 only in
the mountainous highlands of Ishtar and Aphrodite. The
extreme air pressure in lhe lowland.. cau~s a variety of re...pira·
tory ailments in humans when breathed for more than a few
houn;.

The native animal life of Venus is sllvuge in the extreme.
One parti<;ulitrly vidous eXilIuple is tile Velleriali slasher-worm,
an amphibious horror that inhilbils shilllow, muddy walers and
preys on pilssing illlirn;'lis by halllstrintti"8 or ful1y amputating
their lowc.r limbs with its powerfully driven tail. tipped wilh a
wickedly curved bulle d~aver. Venus' plarll life is not much
mote peaceful. though Tcllurian flora will grow well there, if
defended. Vcnerian tobacco, orchids and mushrt)ofTls ilf't: widely
popular.

The Venerian race is quite populous. dOiting the coa.~tallow

lands with their half·suhmerged ll,wns and cilies.

Zabriska IA-Zabriskae III First Galaxy
Planet Type: Rock-ball; Diitmeter: 3.200 miles; Gravily:

O.4)G; Density: 5.X; Composition: Medium-iron; Axial Tilt: 0":
Seasonal Variation: None; Length of Day: 314 days; Length of
Year:JI4days.

Atmospheric Pressure: None: Temperatures at 30' latitude:
Low -484'17, Average N/A, High 475"F: Surface Water: 0%;
Iluntidity: 0%: Primary Terrain: None.

Zabriska orbits a blue-white gillnl, which it.~elf is line of a
\rill:H'y !l.lar sY!l.tem. (B-is a bluish yellow giant and C-is Ii yeJ
low dwarf.) Zabriska itself is il smi~II, airless, utterly harren
rock.·ball. It is tidally lock~d to A-Zilbriskae. so the far side is
only slightly warmer than ahsolute 7.em, while the sunward side
is hot enuugh (u melt sulfur, It is extremely smoolh, with no
surface f(~atures at aU, Its Sllrface temperature is ahout 475"F. It
is inhabited by une known specie.~.

A Zabriskan fOlltelTlil. is a small creature consisting of two
paddleowheeHike extremities, about two inches wide and three
inches in diameter, on either end of a eight. inch central axle. It
is '·solar.powered." all ergivorc, directly consuming radiation. II
neither eats nor excretes in any or.iler way. It moves by rolling,
and it only stops rolling to reprodllce. If it should run into
something (very unlikely on featureless Zabriska). it will con~

tinuc to roll forward, skidding in plilce, tlllable 10 avoid me sim
plest obslilcle. This simple existence has made a fontema a
symhol of mindlessness - having "the bruins uf a Zilbl'iska.tl
fontema" is not (\ compliment.
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@ TECHNOLOGY STAGE
Since the Civilization of the Lens was interdicted from development of the

transistor, its technology evolved along paths not well represented by GURPS Tech
l..e.. el!.. Imaead. the history of Civilization is divided inlo Technology Stage.... a.<;

shown in the "idchliTS. Tech Swgt' 0 begin!> at Ihe elld of the "(onlic Phase of the
Tcllurian World War - just after 'tech Level 6. The episodes in Tn'planetary take
place befure and during Tcch Stages 0 through 3. First unsman and New unsman
arc set In Tech Stage 4. The pen()(1 HlHn~di<ltdy following those stories is Tech
Slage.') and Galactic Parrol is 6. Gray IRmmfJn is set in 7, and Second-Stage
unsmen in 8. The Reconstruction immediately folluwing the war is Tech Stage 9.
Musters of the Vonex,lntl Kyle', trilogy are in Tech Stage 10. and Child,.,." of thr.
Lens b ill Tech Stage II.

An extremely TOUgh correlation can he forced between Tech Stages and Level.
Tech Stage 0 is equivalent to Tcch Level 6. and TS I is approximately TL 7, Stages
2 and 3 could be compared to TL 8, though the CURPS Tech Level docs not
llccount for allotropic iron a~ il power source, Then SlllgC II is slighlly analoljous to
'1'1, I) and 5 ((J 10, but (hell all of Tech StllgC" 6 through H must nc lumped into TL
II, Finilily Stages 9 10 could be C:llicct TI. 12. It must nc· emphu."'i£etlthat the~e ate
loose and Jlludcty comparison,~ - Civili:wtioll devdopt:d planetary missiles (TI.
13) many years before :ll1lil1l:lIICr mi,"siles (TL II). and jumped from being ullilblc
to cure infantile pardly~i~ (TL 6) to full regeneration (TL 12) in one step. GMs whu
alluw equipment into:l l./!tIJ:matJ campaign suldy 011 (lit' basis of technological ral
ing will cncounter difficul(it'~.

Any nile, which apply numc·rical f,teton; invnlving Tc:dl Levels will apply
tho"e same factors to Tech Stage!>. For example. lhosc skills which arc different at
different Tech Le"e1s al«o differ by Tcch Stage. and suffer the ~ame penalties for
opcmting out of the appropriate Tech Stage, A electronic') technician from TS 5 is
:ll a -5 to repair a TS 2 dirigible mi,sile, and at ·15 10 work on a TS 8 t.ntctor lone.

@ ELECTRONICS
Or. t."if'J..emeyer broke the onodt>·collpler cirruit. and th~ nutput ammeter snee

dle slammed O\'er and wound the needle around the stop pin. The IMi", on the radi
ulUr fillS nf the eXTt>mal hiXh-t1isl'iptJIion .fllMt bllr.f1 explo!l'i.'ely into (l cloud of
acrid. greasy smokt', rel,paling lhe redly glowinR bU!I'bm it~df It proceeded to melt,
~'PlIl1eri"g in flying droplets (if .fci",iIIating mulftm metal.

Vr. J:.·;ckemeyer doset! till' t'fmpler circllit.
It is imjXJrtanl to undersla.nd tbe effects of vaclJuln-Iul>e technology on elec

tronics. Vacuum tubes have several ildvantages over semiconductor L:Ompolleilts.
the most onvious bt'ing their ahilily 10 casily handle far higher power Icvcl.'i.
St'lIu1.·ulld\11.~10r" are comparativt'ly deli1.:"te electronically; voltagc surges tll,1I tubes
ignore would del>lroy a solid·st:uc circuit. While ViKUUIll tubes arc in<livictually
fragile physically, thcy can be shock·mounted in lI~C ,n lhat lhc equipment as a
whule is quile rugged. ViltgTlosi .. :md n:pair of vacuum tube equipment is etlsy ilml
cheap, Individual tubes are simple (0 remllve, le!'.t and if necessary replace. It is
allnl),t ne ...er necessary 10 SWHp out entire cin:uit boards.

On the other hand. vacuum tube~ bum out much more frcqucnUy lhWl MJlid
'lone components; a life expet:tallc)' of 5.Ome 2,()(XJ hours is typicHI. When they are
severely mi"uscd. the)' call bursl ill a showcr of gla...... Wld leaping electrical arcs.
Vacuum-lube equipment requires much more po\l,-er lhan transiSIOrizcd, and gets
much bolter. Hear dissipation is a important factor IIf equipment design. and the
higher powers are dangerous to technicians. Instead of the 5 volt... at a few mil
liallll)S found on an inlegnLlell-chip circuit board, a vacuum tube is considcred
"mcdium-vohilge" if it operates at 500 10 2,l))() vIIIL, ailode potential with about
h,llf an amp of current. A single high-power tube may consume 20 kilowam:. The
danger of eleetrOC\llinn i:-. uhvious.

As a very mugh general rule. a devic~ huill with Civilization's uhm-mir.:ru
miniature vacuum tube technology will he Iwiee a" large. two-iln<I-,t-half lillles a"
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rech Stages - History
oThe Tellurian World War (1901-/963)
I The Recovery
2 Jovian War
3 Triplanctario- evian War
4 vIIJal"li,.; UDioD aDd PUlrol formed;

Rigel rv and Palain VII join
5 Anli-plroacy pO(jcc: aCIIOIIS: Acadcmy

'oo""'"6 AnIJ-prracy acrioo-s eominue: Ve:lanria
join-s the Galactic Union

7 8o~konilln War; Mcdon jOln5 Ihe
Union. Phimps rege:nerauon

8 V-D Day
9 R«:ornilnKtion
10 EI~'lrunk wlllpulel1i .
II Cleanup of the Sp.1wn of RMkone:

Transportation and
Communication

oAulomohile: aircraft; ocean line:r, sub
marine

I SUburbll1ll rock~l .dlun1e:s
2 tnterplanetary ni~hl; utlfa-wuc eom-

n\llnicator: spy.beam; di!;play Ilwk
3lnc:rti.a.l~s drivc. lhoughl-bmadcustc:r
4 The Lens
~
6 Thou~ht )CretIlS; dclcctor-nul1ifiers
7 Nullifier-scrambler
8 Hype:r,spilliilliube

... ,~
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@ SHIP CONSTRUCTION

heavy and consume five times the power as that same device described in GURPS
Ultra-Tech. Again. GMs are strongly cautioned to consider the ramifications of
Ultra-Tech devices on a Lensman universe before allowing lhem to be developed.
Any concepl that would contaminate Civilizalion's development will be I1.nhlcssly
suppressed by Menror. (See HisfOlY and Society for a discussion of Menror's crite
ria for Civili:latiun's It:chnology.)

Speed Factor
xl

xl.2
xl.5
xl.9
><2.5

Volume
0%
0%
0%
5%
5%

Cost
xl
xl

><2.5
><5

xlO

Type
Average (irregu.lar)
Very Good (sphere)
Superior (footb,tll)
Excellent (leur-(,)rop)
Radical (cigar)

TS
o
2
4
6
8

Hull
BecilUse no JIIllterilll subst<lnce cmJ wilhst<iml for II lIIulllenl the illcollceivlIble

energies of space combat, armor is not emphasized on warships. Because the
Rergellhotrn inertialess drive reduces inertial mass to zero, light-weight materials
arc nOl emphasized either. Throughoul the Boskonian war. ship hulls mass 0.01
Ions rer cy and cOSI $5 per cy.

Astrod,namic StrBamlining

nlis seclion .~upplemen[s the rules in GURPS Space. which is required lO com
pletely design ships of space. Some elements of astronautical architecture are not
covered here and can be found in that referencc.

However, the cumponenL" described here arc beyond thc scope or Space and
Vehic/e.~. The ships of space lhal fought the Boskonian War arc not comparable
with anything thm could be designed with those books. For example. at .TS6. the
Dalltltless' cosmic ray absorption screens could produce four million pounds per
hour of energy. That is 44 millioll millio1l megawatts,

nlus. ilt:lIIs Ut:Sl~ri~U ill Space or Vehicles. could - with GM approval and
modification be incorporated iiltO a LenS",«n sbip. and lUeie poWe.r require
ment." arc all negligible. However, no vehicle ctesigned wilh those niles is eOlpOlble
of powering any device listed ht:re.

Because of Civilization's excellent economy, divide all prices listed in Space
or Veh;de~' by tell. Shipbuildiug is a lrellll::Ill.l0US imJuslry throughout the gahl.ll.it:s.
The Oalactic Patrol mu~tercd an e~tim3ted XO million ship~ for ale attack on the
St:t:unJ GaJaxy. (Tdlu~ a.lulle t:ulIlributed 80 ~upet-dl'eadlioughts plus the Z9M9Z).

Power

Weapons and Armor
o Dalllt.'ship; I.mk; mlll.:hinc-gun;

fightt:r Hin;rnrL; fi~sion 001110; flak jllckt:l
I my guns; vee·two gas; force shields;

dirigihle missile
2 Needlers, cyclonite
3 Trat:tur and pressor beallu;. tr..lrLor·

shears; Q-gun
4 Macro beams
,5·6 f.kLaJllelcl'S, duodecaplylalOmalC
7 PrimilT)' ~;Im~; r~ rliln~b,; !I~~a~

phCfC"S: dUfc-um
IS Troictur l;UIlI:.'~; ut:alh r.iy; sUllbcill1l

9 Super-momic bombs
10 J.)c.libcrlltc atomic vortices
II NIh space free rl;lnel.~

o Hydroelectric power: alternating
l'urrent

1-2 Atomic power
3 Al!UII1..lVit, iron
4·5 Atomic motor.; and gener.llurs
6 Cosmic I'ily absorption
7 Super-condllctors, super-insul:lfor.~

and sll~r-1110mic power

TECH.alll! • I
-------- --_ ..



The maximum speed a ship can altain is that at whil~h the driving force of it"
jeb is malched by the resistance of !he interstellar gas. Proper streamlining greatly
increases a ship's speed.

TIle hull's cost and mass as!>ullu:s ··very good" streamlinin~: a sphere. with
many external filling... ftlr antennae. projcc-tors and weapons. ("Very good" is the
pvint of diminishing returns - il is cheaper to streamline atlenst this well than il i."
to add !]lure engines.) The Galactic Palml"s maulcrs are the prime example of the
"superior" (Ameril:iJn) football shape, nnd the scouts (eamed with those maulers arc
"excellently" streamlilll:d tear-drops. ··R:ldit:OlI" slreamlining - an nrell-ruled nar
row cylindt:r design with a sharply pointed nose and very few external fittings used
on speedsters - is not available before TS8 and never available to civilians.

The cost and volume factors a~ added to the hull cost - a hull with a Da."C
COSI of $10.000 (;n:dil!. can be given superior streamlining for another $2..;,000, and
a 1,(XX> cy hull loses 50 cy to euellent streamlining.

AccommodatiDns and Lif, Support
The ship's crew !leeds a plllce TO call home: sl~pil\g SpllCC, mess hall. kitcht:n.

recfC.alion area. and more. Accnmmoualiulls total $400, I Inn ami 25 ey per crew
member. On military vessds, ~very person on hoard is t.:unsiJered to be a crewman.
Passengers (on space liners and such) have different rcquircmenL.., depending 011

lhe luxury of Ihc accommodatiuns:
Stt't?ra.r:e: M1011.12 cy. SlfK) per pa":.ell~er.

Standtm}: I ron. 2(J cy. 5300 pet plls(Cngcr.
FirST Class: 2 tOil!>. 40 ey, 560U per pusM:nger.
Luxury::\ tons. 100 cy. 53,000 ~r p:t~senger.

A cominually·oper..tting life support system. whidl recovers and fe(;in;uhnes
all air and wllter the crew and passengers need, requires 2 IonS. 4 ey and $500. plus
~ Ion, 2 t:y and $50 per person suppnned.

Power Plant
Any ship need" a power wun;c. Power is measured in p(}und.~ IJer hour (Ib./hr.)

- as a comparison, Ihe largest atomic explosion ever detonated on Tellus (60
megatons at ovaya Zemlya. about a year before the Thin!. or Atomic, Phase of
the Tellurian World War) released 7.3 pound" of energy for a very "hon period of
time. When designing a large ship. il is a good ide<t to provide some extra power
capaciw It mllY also be wise 10 hove two or morc ~cparate power plums. even
though thi .. i:. more expensive, in ca"e one is lost to accident or combat.

AccumulatDrs lTS2J
Accumulators siure electricity and release il urnn demanu. TIley arc rated in

pounds of energy. A I pound accumulator provides the s.nne power as a 3,600
pound I~r hour power plant - for 011(' second. II" an accumulator is raled at 20
pounds. il can be fully rt<'harged by 20 hours of oUlput from a l-pound-per-bUllr
plant 2 hours froID a 10 Ib./hr. plant one second from a 72,OO)"lb./hr. pl:tot, and so
on. An accumulalt"lr ma"sc-s 5 tons. wJ..cs up 1 cy and co~b S2,{XX1 for every 1.000
pound" of energy it holds.

Acculllulalors' typical u:.es include nearly any applicatiun in which a high
demand will occur for a short time. such as slarting cmilnic ray absorption ~recns

and powering needler-beams (both below).
Damage to accumulators can rdca...e all [he stored energy at once, wilh explo

sive resulls.

Allotropic lron Con.erters lTS3J
1be most stable isotopes in the universe, at the bottum "If the curve of binding

energy. :lre inlll. They can nei.her he fused nor undergo fissiun without adding
energy to Ihem. AllOlropic iron is it pmerlt fuel. yielding one-tenth of ils mass up as
useful energy. Thus. lell pounds of allutrtlpic iron will produce one Ib./hr. of power
for one hour.

Units
Civili;c.atioo officially uses lhe S)'nl~

InUrtJalionol eJ'Unitis, Of "melric- 5YS
lem. although Ihe aneienl Standard
Ailiel'ican Engineering system of unil.'> 
feel pounds. lluartS - still has its adher
enl/>. Howeve-r. many engines consume or
produce 50 much power lhlll even mell
~ured in Icrll!lUfSt;pOwer or IcrawalL~ lhe
numbers !>t:come ullwieldy. Hence. their
JIOwer is usually cxpressed in pounds per
hour - tre amount of power equal to the
lotal conversion of a pouDd of mass every
hour. aboUI 1.5.2 gigahorsepower or II
lerawllltS - or e'·t'D tCHU Pf!r s«tNUi.

By way of comparison, II one megaton
alomie bomb n:kases aboul 1.1.5 ounces
of cnergy (1 ..56 gigaborsepclwer-hours).
anil lhe entire power output of OJ TS 3
world is USUally ar.out ;1 tlll:tnl:r-pound per
hour (4 1~r:,hl;r~j)Owcrnr J lcrawnus).

.....-

Dimensions
An ordinary -"hip of space, with ··vet)'

~" lincs, is basically a sphere. To fInd
iL~ dimensions, lake the cube root of its
volume in cy. Its rddius ill yards is aboul
two-thirds of lh;ll number, SO • 1.000,(01)
cy freighter i~ about 400 feci in dillJTlt'ter.

A ship with -~upc{io"" lines is fool
baJl·l.bapcd. Its length is ruughly twicc the
cube mot of its volume, while Its diameteT
is equal 10 il Thus. II IOO,lXlO-cy fn::ighrcr
is about 280 feet long and 140 feel in
diameter.

An ~Actllelltly .ureamlined ship is
shaped like an elongated leu-drop. IL"
length is three limes lhe eube rool of it~

volume and its diameter il equal of it.
Thus. a I.OOO,()()().ey dreadnoughl is SOITlC

!MJO feci Inng and 300 f«lln dlamelCr.
A radically streamlined slup IS shaped

like a cl,ar with II wa.sp..waisl. Its length
in yards is nine tillle'i !he cube root of its
volume in cy. and ils diameter half of il
n.os. a 1O.()(')().<y ullnt-fll~t speedsler is
516 feet tong and 32 feet in diameter.

&1
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TECHNOLOGY

Four allotropes of iron, or (cHiles. were known before the arrival of the
Nevians, symbolized n, ~, yand S. The "alpha" form is the only one that can exist
at room temperature; the others fornl only at high temperatures below iron's melt
ing point.

The Ncvians perfected a fcchniqlJC of llifra-wavc prornpf cascade homhardmcnr
thai transformed the common "alpha" form illlo a previously unknown "epsilon"
[0011, The "epsilon" <lllolrnpe i., a sLrongly diamaglletic (repelled from either pole
of a magnet) viscous liquid at room temperatures with a density o( 16.2 Ions p~r

cubic yard. or 21 pollnds per pint. II is a dull red. A storage tank for allorropk iron
must be well supported, costs $1 per 100 Il1s. capacity. and has negligible weight
(when empty). It oc(:llpies 10% more volume than the allotropic iron it holds. but
lhat i~ rrequemly a lle,gligibJc amount.

Cosmic Ray Absorption Screens lTS61
Cosmic ray screens tap into the continual flux of energy that pcnneate~ the

etlu~r and COrlvel'IS that energy into usable electricity. A "standard" eo~mic energy
scrc{,.11 prodllCCS 1,000 PQ\lOd.C\ per hOllr of power, masses 0.05 t.ms, takc!. up 0.1 ey
and costs $2.

Such screens suffer nne disadvantage - il takes power tu ~L:livale ttlem. OIlL:e
aL:tivated, they are self-sustaining, but they consume one-one hundred thousandth
ll( their llillplll. To :>ol;trl slIch;") f.\t":ret':rl this flower 11IIISt he applied for a full second
before it will become self-sustaining. Therefore, all ships using such screens carry
aceUlTIul:uors or .some olher backup power supply. Most ships mOllnt two or lhree
power l>upplies ,I~ dli.'.dicilted intake scrccn ClCcitcrs. nrJutltl~s,~-ela.ss !mper-drcad
11Q\lghts mount 21M).

If (:o~mjc r,ty absorplion screens are nested so that one is cOf1lIJleu!ly inside
anOlher. only the outermost will receive any power. Some ships and many ground
in~lilllations mount cnOTllIOUS cosmic ray screens, far larger than their own power
requiremenLs (their cxccs~ output dumped into a well-cooled shullt) for the purpose
of surrounding an anacker's screens and cuning him off from this source of power.
Screens have a mdius, in miles, from their generator equal to lhe square 1'001 of the
power proollced (in Ib./hr.).

An installation with cosmic fay absorption screens needs no other sources of
encrgy except a small starter supply, such as a bank of accumulators - unless there
is concem that hostile forces might cut it off from cosmic radial ion.

Super-Atomic Motors and GeneratDrs {TS11
Super-momic. or totill cunversion, motors and !:cllcraLOrs directly consume

mllller lind cnnvert it into either rotational or electrical energy. They arc ruled by
OUlpUI. usually in pounds converted per hour. If Medollian super-conductors and 
insulators are not available, a motor or generator lhal will convert 1.000 pounds of
matter an hour m3~SC.C\ 15 tons. occupies 12L:y and cusls $150.000, With Medonian
technology, thai same engine masses 0.1 ton. occupies 0.04 cy and still costs
$150.()(lO.

Screens ITS11
force shield.., can he ll1m:d til either ahsorh electromagnetic or kinetic energy.

in eilher t;(l~e al a rale prnpOI'tional to the cube of the incoming energy. Force
shidds intt:nded to protect a ship of space from the inconceivable forces of combal
are referred to as screens and arc transparent to malleI'. Those tUlled 10 stoJJ material
objects IIfC culled "lIleleur l>hields" l'egatdless of their acrual purpose, and arc lruns
pal'ent to :III mdiation. Roth types are essentially trausparellt to slow-moving
object.'> lind low-energy l'ildialion such as radio and visible lighl, while absorbing
hard radiation such as x ray and gOlmma llr "'lopping faJit-llloving maner.

A screen's strenglh is mea..ured by it.. Defensive Factor (Uf), A s~~t;n ~cnt:ra

tor thal gives a DF of I costs $5. mass U,02 tons. lXcupic.., 0.1 cy and consumes 0.2
lb.lhr.. Multiply those numbers by the .'·quare of the DE so a screen of UF 100
cost~ $50.000, m:tst>t:s 200 Ions, occupies 1,000 cy and consumes 2,000 JbJhr..
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"Driving Jets" - The Fourth-Order Nascent
Corpuscle Drive ITS31

OnJio,uy reaction I:n~iof.s ("CC p. S82·83) ""er\~ uc;cd nn ~hip!> uf SP.1CC prior to
tbe:: invention uf the Rcrgcnhullll. bur they cannut bt U't.cct while ino:rtiale~(.

RcgartJlellll of how fust the exh:m'it leave/> the- ship, if it hUll IIU Ill""", it ha.'i no
momentum. (lmt 'i0 110 "reaction" drivillg the ship forwun.Jt And jf the exhaust were
somehow inCrled on its w~y nul. it would simply resume its intrinsic velocity.
which not only has no effcct on the ship, bUI is also almosll;~T1a;llly not pointetl in
lhe desired direction. Fonunalc)y. the develupment of the Bergenhnhn incnialcss
drive led (0 other discoveries in the fourth order of fon.-e\. which includes mass.
gravity ami inertia. and mill1~ pos...iblc the creation of driving jetS that do nol rely
un Newlon's Third 1..1W - a rcactjonles~ engine!

··It is of course wcll known that all ships of ~pace arc prupelled by the inert
projection, by means of high-potcntial statk lie Ids. of nascent fourth order particles
or ·corpuscles.· which are formed. inert. in.~idc the inertiaJess projoctor. by the con
ven.iun of some form of enc'1!'y inlo mailer. Thi3 conversion liberates <;omc heal.
and a vast amount uf light This light. or ·narc.' shining as it duc3 directly upon and
through the highly tenuous gus formed by the projected corpuscles. makes or a
speeding space ship one of the musl gorgeous sptXlades known to m.m,"

Driving jets pruvitJe I'cX)O ums of Ihnlst per 1.5 Ions. 1 cy :lnd $200 of engines
<tll(t cnnsumt- Xo pOllnrl per hour.

TIle 10f' ~pccd illl illenia1css 1\hip l·illl :'lchicve 11\ dele.IIllincrl hy tht- fUl\.."C of il'i
driving jet~, lhe volume :md 1\lreamlining of lhe ~hip and the ~i~LanCc of the intc:.r·
stellar dust and gas. Divide the jels' thruSt in ton.. hy the ship's vQlume in cubic
Yllrd.\ (not muss) 10 get its thrust r.Hio. Then multiply that r.Jtio hy the speed ("elnr
of the currenl interstelhu ITu~t1jum (see p. 54) and hy the strellmlinin~ faclor to
dc:ler'lllinc top spc:.ed. Cmising speed is two-Ihirds of top speed.

Thus, driving jel~ massing 4,.'\00 tons. occupying 3.000 cy. costing $600.000
and consuming 300 puulld<; per hour pruduce thrce megaton\; of thrust. They could
propel a SO,OOO-cy mauler with superior lines at (3J)OO,CXXlI50.000)xl ..5=90 par·
sees per hour, though II would normally crui.'\e a[ 60 pph.

Jets lIIa,sing 900 tom•. occupying 600 cy. cosling $120.000 .md cunsuming 60
pounds per hour produce 600 kilotons of thru.~t. They eQuid pn)pel a 1O,(MX)-t:y rad
ically streamlined specdskr at (600.00011 O,(JOO)x2.5= 150 parsecs per hour, though
it would nonnally eruise;il 100 I>ph.

Jets prodUl..-e the S<lJIl~ Ihru.o;t whether the ship is free or inert, !>O if the above
mauler milssecl .'\0.000 tons, il could accelerolle at 60 gravities. ('Ille shil)'S artifici..1
gravity would n.:duce the pcKeived acceleration 100.6 Gs - see p. 77.)

&9

I!pkBBP
s,Ja('(" ships. pankularly lillhW)' OIIeS,

must bro. IIHltllt2lncd. Even ill n\lrmal.
pCllccful u.\e. hearings und cam~ wear.
~prings weaken. a myriAd consumabl~ are
expended F.ach year. a ~hip's mainte
nance COSlS 10'i:> of Its replacement cosl..

"'Io;.~ in new construdlon do DOl: requ~

upkeep. bul those in refit or being repaiIro
do.

Ships IIlII.y be trlmh.hal/ed. which Jow
ers upkeep 10 one tenth lhe nonna! eosls.
but rake~ Ihe ~hip 0111 of service.
Returning II ship from mothballs l."o~IS

J()ll of its replACement value aDd rcquil"C!l
shipyard facilities for 10'1> ur the time. il
would take 10 compldely rebuild the lhip.

o
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From Adventures in the
Phvsical Sciences, Chapter

Four: Inertia and Weight
llJc word "mass" tells us how II lxxIy

rellct~ to 1WO differellt forces. In me previ
ous ~t"l·tion. we It::llrnt'u thaI how h,mJ
somelhing is 10 hold up when gr.lVity pulls
on it is "weight." In this section, we will
Jearn whal makes something h,trtl tu pu~h

lImuml- "inertia:'

In everyday life. we don', notice thaI
"mass" means two different lhin~s.

because lho~c twO things arc exactly
cCjuJlH For mllny Ihou.~ands ot' years,
nobody even knew that they were dilli.'T
Cllt. EliCH afler the great Tcllurian sciemisl
SIC hila\; Newlun ..::xplailll::u the uiffl:Telll:t".
;1 IlInk ilv~r two IIl(m~;trItl yt!.tr~ hel"llre
anybody could actually build a ma"hinc
thaI wuuld .~how Ih~ difTeren(:c:!
Nowadays. when people usc contragravity
ur Ihe Bergenhulrn inertiale." drive. it i.~

cas}' to 5('{' the difference bctwC("n "inC'r
ha" anu "w~ighl:'

Everybody is tlsed 10 ··wl"i,:hlle~~nl:'.~~."

I'h~l's wh;jl h;jprlt::n~ 10'1\1::11 you're: oUL~idc:

the pull of gravity, or when you're falling.
freely (as in orbit) or wben contrngrnvlly
is u!led 10 ·'tum ofC' the local pull of grav
ity. As we: saw in F.xpcrime:nl 20, whe:n
weight goes away, an ohject is still hard to
push around. A object that isn't moving.
tends 10 stay still. An object thaCs already
moving (end~ 10 keep moving. Thai i~

inerlia. Even when an object has no
weight. it can still havc incrtia.

In the same way. an objeel can still
have ilS weight, hur he ··lllertlaless." II l.S
very easy to push somelhing that is in!:'r
tialess. If you were inertialcss, falling
down wouldn't hurl. because your clothes
would ~top yuur f<lll! III E;\pcrilllc.nt 23,
you will see how eas), it is to mov!:' an
i.llt:'rtiak~~ ubje;;!. J'erfoml fupel"imelll 21
1lI1W.

The Bergenholm Drive
The Bergenholm inertialess drive allows inlerSlellar and even intergalactic

travel. With inertia neutralized, the ship has an inertial mass of zero and there is
no limit whatever to its velocity. An inertialess, or "free." ship takes on instanta
neously the velocity at which the force of her drive is exactly equaled by (he fric
lion of fhe medium in which she [ravels. Note lhat the Hergenholm provides no
thrust un ils own - lhmst mllsl be provided in some olhe.r way: gravity. traction
and air resishmce slill work, although reaction engines do not. See Driving leIS
above.

When an inenialess objeet becomes inen (regains its inertia), it instantly
resumes whatever velocity it had when it went free. This can have catastrophic
resulls if somelhing is in the way of the now-illert object. since velocily differences
ur im.Tcdible magnilude can aCl:umulate, Generally inertialess ships go inert in
t:ll1ply space, and ust: lht:ir jt:ts to match intrinsic velocities with their destinations.

It is usually unimportant, but a Bergcnholm does not activate inSLanUlneOu.~ly.

To utterly zero all mass within its field lake.'i a number of milliseconds roughly
e4ual to the s4uare mnl of the volume of that field. A IOO.OOO-cy dreadnouglu
takes over three-tcnths of a sccond to completely "go free." Evtn a'tilly~25-cy nil
ter takes five milliseconds to hceome eomplctcly incnialcss.

Even though illerliales:'lless means lhal no aCl~eleration. however extreme,
causes any physical reaction, there is still a "lashing, quivering awareness of speed
whidl affel~ts eVeI')' mind. hOwe.vel hardened lu free J1ighl in the inslant of change
from reslto a motion many limes fa.'ite.r Ihan that of light."

P('rS(lfIol 8/''"M(,'I/IO'",s (TIA) COSI $5,000, weigh 20 Ibs.. lake up 1 cubicfoo/
(.()4 cy), require one C celt and render 500 Ibs. of mass inenialess.

Shipbu/./rd Di'rgt·ltlwfm.~ (TLJ) cosl $10,000, weigh 5 lOns and take up 15 cuhic
yards. plus $10,000, 10 tons and 30 cy times the cube rool of the volume taken
free, regardless of mass. One fXlund per hour of power is required for every 1,000
lUllS rendered inertialcss. Thus. a Berg lhat will free a 40,OOO-cy mauler costs
$350,000, weighs 345 tons and takes up 1.035 cy. If il masses 50.000 tons, it con
sumes 50 pounds per hour.

Weapons
Foach weapon has COSI, mass and volume. just as other ship componcnls.

WeapolU)' of the previous tech slage will also be available at aboul 20% of slated
cost. bUI will be comparatively less elTective - see Chapter 7. Combat.

Also given i.~ the weapon's firepower (1-'1'), which takes in speed, accuracy.
mnge and destnlctiveness. It must be emphasized that even the smallesl ship-or
hase-mounted weapons are starkly irresistihle hy any physical malter, however
l'e1itletory.

Ne~ian Ferroscopic Ray (153/
Th~ Nevians perfeeled a device Ihal cmnhinetl a Q-lype helix of force eoax;al

with a tractor beam and a unique vibratory force than shifted iron inlO a previously
unknown liquid allotrope. ThOll liquid was then drawn up the force-tube by the l.r.lC
tor and stored in tanks. This device wa~ not intended as a wearon. No reins", with
whnlll the Nev;aTis had ever warred lIsell inlll for anything bIll <l power soun:e.
However. when they eneounLered the ships of the Triplanclary Scrvice. thcy found
thai their fcrroscopic projectors were effective weapons against not only ferrous
ships, but lliso llguinst red-blooded humllns.

The feITOscopie my Clln be built in uny size. and is rated in pounds of iron per
second. lYpical spaceships are three-quaners iron, so all the iron from a IO,OOO-ton
passenger liner can be completely extracted hy a 50 lh.lsec. ferroseopic ray in 2.5
minules. II will, howcver, be disilbl!:d "llIIllsl inst.mlly, liS th!: iron COreS Of lrlln$
fonDl~rs arc removed ami sel,;tions of thc hullliqllcfy.

Any being with hemoglobin-bused blood exposed 10 n ferroscopic beilm lakes
points of damage at a rate equal to the pounds of iron extracted. In the example
given. the human passengers and crew will take 50 points of damage per second.

TECHNOLOGY



The ferroscopic ray is very easy to shield against. Any TL3+ force shields of
any size will completely block ferroscopic rays.

A ferroscopic ray moum is operated by at least three crew. masses 70 tons,
occupies 30 cy and costs $5.000 plus three tons, I cy and SlOOper ton/second of
capacity. The allotropic iron collected is assumed to be vemed to space and lost
unless storage tanks are provided (see Allotropic Iron Converters, above).

Need/erg /152}
'!'he main weapons of th~ ..pace-ships of the Triplanet:try League and laler the

Solarian League. emined shun pulllo(;s of actinic rudi<lliull, powered by the rapid
discharge of accumulators. They eominued 10 he used throughout the Boskonian
War. though other weaflOn design~ soon exceeded them in power, because of their
accuracy and high energy-density. They arc ideal for precisely disabling key posi
tions. Heavier beams arc used to weaken the enemy's screens. which would cause
tremcndous damage if lls~d to completely batter down those screens. Then the
need len. can locally overload those screens and l.,:arrdutly select their targels.

Needlers cost $9,0CXl, mass 50 tons, \,Ih lip 50 cy. consume ~ lb.lhr. and have
a tircpuwer of 200. f"~'ieh pTt~iectur is operated hy 1:I crew of lhtee.

Macro Beem, /154}
TIle invention uf the primary hcam prujel·tur did nOl render obsolele thl': beam

weapon... lht'.11 ill lI"(', hut it did releginC' thcm to a secondary rolc. Even long after
thaI lime, ".~ec()ndari~s" wel\~ the main W~i.lPUIiS of many warships. Prim<ll'ic~ arc
t:,r 100 massivt', bulky and ~xpe;n~ive 10 be Illount~d un ~lIIitli s.hip".

A macro hcam i~ a fUl'ce weapon, aClive as long. a" power is supplied to it.
Thus. it can be used to "cut" it.. target. by swinging the projcctor, (Rulh needlers.
above. ami primaries. below. hone very shon beam duralions.)

A macro beam mount with iI firepower rating of 500 masses 100 tons, costs
530,000, occupic~ 100 cy, and eun~ullles 5 Ib./hr.. Higher firepowcrs may be
ohtaincd at correspondingly higher parameters, but ~lIlaller mounts are nOl possi
ble. Each mounl is l'Tewed by 25 heings.

Primary Beam, (156}
TIlt:: primary bl:111Tl wa... invented by an unknown Boskonian gunnery officer

who. wilnt::$sing the itIlIlihilation of Helmuth"" (jrand Base and reali7Jng that he had
onJy u Vill~riaJl space·l:I.lI.e or the !elhal ehambers ofCivili".ation awaiting him. mod
ified lht: main beam projectors of hi~ fortress of space in a last grc,tt al:t of defiance.
lIe died in hi .. experiml~nt. bIll he look wilh him fully nin~ of the mightiest of
Civilization's ship., tlf war. Thi~ nllicer realized that the bcam·rods that pruduct:d
what wus ht:reloforc Ihe most annihihuH energies knuwn could be llctivated by
Olher forces than electric current. Accordingly, he packed the resonant cavities of
his weapons with an estimated full otlnce of dllO(lecaplylatomatc. surrounding the
beam-ruth nn all sides save the muzzle.
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From Adventures in the
Physical Sciences Leb Book,

Experiment 23:
/nertie/ellness

Your t&::aeher will give you lhe leSl
ball~ and uaeks fur this experiment.

Step I: Weigh Ihe ball. Write the
weight bt:rt:

Sltp 2: Sci up the tntd.. Put the black
htoct under the end of the track marked
"STAR'["', leave the other end of the tr.lCk
on the floor.

Step 3: PUt your ball at "STARr', lind
let it roll down the tnlck.. Your lab panncr
should time it for you. Do this three times.
and record how long it takes the ball to
roll down me uack ben'.

Time 11:
Time'2:
Tillie '3:
ST'~fl 4: Place the ~prillg-loaded rom at

the bottom Of the tract l1l\lI \;ock it PIIICe
the hall against the ram. Fi~ the ball up
the lnlCk and n=cun1lhe keigbl it reaches.
Do this Ih~ lillieS. and IttOnJ tN: height

"'~.
Keig.htMI:
Height "2:
Helghl Nt
Slep 5: Havc your teacher activllte

your 0011. Hold the ball in your hand ond
swing your arm buck ond forth. Notice
how it now feels.

Repeal Stc~ I Ihrough 4 with the ball.
which is au'" ineni.teu. Record yOUf

.rn""·en here:
Weighl of the ball:
TiJ....e.l: Height "I:
Time 1#2: lIeip, "2:
Time 1#3: Hdl;bl M;\:
WhAI do you th.illl is the reason for the

differences?



From Adventures in the
Physical Sciences, Chapter

Four: Inertia and Weight
In F.1pennlent 23. )'Ou ~aw thai the

ine:nialess ball weighed Ihc same IL\ it did
wht-n it bad incTtia. buill 1DO\'ed VeT)' dIf

ferently. Thh i~ hC:CIIU5C Eravi'y Slill
pulled 00 it a.~ hanllL\ hefnn:, hut without
inertia. il wu very easy to mo\'c. It was
armO~llI~ if your hand ",~n:: empty. but
you cnnll1 <Till f,~llhe. ball's weighl.

When you rolled the inertialess ball
... down 11i~ Lfad, 11 moved so fast you

l.:ouldn'l even Stt it. becuusc with no iner
ri;l. it hlltl no Tt'sislllOCC 10 being pulled
down CJ\ccpl thl: air and friction. When
)'uu shot it up the tmck. it stopJX'd as MXIlI
as the ~pnllg 4u1L ~htlving 1111 it, tw.c;mo;e

withnul inerlill. it hud no (c.ndene)' to
remain in motiOll alhJ lilT rcsl._lam;e
~llIlll'eti il in.,I;mll)'.

Planetary Bergenholms
Plan~tar)' Rug..nhofm.l" (TS7) I:O!>1

Sl00 million. consume one million
pouods of IIlIDol> per hour and lake 1.000
acres of vanou-~ ten-story tall ~rmclllres.

They lllso rc(juire Medooiao super-con·
ductoni and iu.\ullltiHn. which rt:main jeal
ously guarded PalJ'Ol military !ieCrel~ unl1l
tong IIftcr lhe' Boskonian War. A nurn~r

of such focililicSi nrc rctjuired, ~pIIccd reg
ularly around the planet. one for every 10'
euhie mile~ of the planet's volume. Thus.
to taKe n typical asteroid (ten miles in
r.tdius) frt:e l't:tjuires only one installation.
but talull.': it Tt'lIu~-si"t'd world (4.000
miles radius) ffc.:: rCl.lulIl:l> uver 2.300 ...och
focililic.... lutalling $250 thousand million.
Note that the SIaUO"S mUSI be rf!1:ufurf)
spac..::d and mmionftu 10 within inches 
if this require~ nne in mid-ocean, there
....Ill be addlUunal eOSl~.

1he mUJrnum ~peed • Ira: plllDCt can
reacb is Iimi~ by lemper.a1ure - mellon
wilh inlerstellllf dU~L aud ga~ hClit Ihe
plalll!L If the! planet is to remain habitllble.
it mu~t nnf ex~ I ~ pa~ per bvur lu
no case can the planet exceed 60 parsecs
per hoor - at that speed iLS temperature
has risen ~umciently 10 "'Often the bedrock
supportintl the Ikrtlenholms.

The fortress itself was shield~d rrl)lll Ihe octon<ltion. approxin;alely t:IJUlII 10
62.5 kilotom of TNT, by the blast-wall of lhe gun mount. TIle mount itself and lL~

("rew were. of l:Uursc. ohliterated,
The duooee ex.plosion, propagaling at the speed of ligill. compressed lhe beam

roU~ with it pressure starkly incalculable. The very dectrons of thc crystalline
matrix wcrc forced imo thl:'. lIudei. fonning 11 dcHcnerate state of nmller l:ollsi~ting

soldy of neulrons. This crystalline condensed IU:Htl:'T (or ~o-l:alled lIiwtmnium)
directed the remaining energy of thc cJtplosion outward in a beam so unimaginably
tight and hot that it punctured aU screens. the very wall-shield and the cnlisen;
themselves ('v('n though ,hey wt're fret' at the tim£'. The slight amount of gas and
plasma around the Crui3Cn. frum the previous haltle provided sufficient resistance
th,lt Ihis ntvernng lance of force could pum:lun: them with ea..c;e.

The scientio;to; of Civiliz.lItion analyzed the reports and wen: soon able to dupli
cme the effeet and improve upon it. Since the explosive charge is confined in a nco
carballoy ciC>ing pcnneated wirh MKR fields of force and the beam is limited in
dumtion, the weapon mount is DOl harmed. The cartridge containing the beam-rods
and explosive is vaporized, however. The crew is shjeJded from Ulc Iclhal bUI,'k
radiation by foree Jields and severnl feet of LOWCAP, a highly M,-C!e,t laminate of
read, osmium, carbon, cadmium and paraffin. All lllcsc protlXtive systems require
tremendous amounls of power, several million million kilovoh·amps.

On a '~fJal:t:~hir, ,I single projector and its required turret wilh a Firepower ntt·
ing or 20,()()() m;l~"e~ 100 LOns, tak.c.s up 30 cy. costs $100,000, COtl~UllleS I Ib.!hr.,
and is opt"-ntted by a crew of 30. Additional weapons may be mounted in the sume
turrel, cllch adding ,lnolber 50 tons. 20 cy. $25.000. I Ih.lhr. and 10 crew.
FirefJowt:r may he incrtllsed by correspondingly inc-rea'iing ma.'i!;, volume, COSt lind
power requirements, and increasing crew by a factor of 1.5 for each raetor of 10
inl~reasc in Firepower. ThU.l;. each of Iht: cighl three-we,lpon turrets of a Daunlle.u
class dreadnought masses 2,000 tons, fills 700 cy. eosts $1.5 million, consumes 30
Ib.Jhr.. and has a 75-heing crew. Each individual weapon has a Firepower of
200.000.

A t-inglc projector may fire once every thirty -.econds. The lbomdyke heavy
duty switches (THOS. pronounced "lhucl,,"), f;(Ipilble as they were. ean only handle
one proJcctor's firing cu~nt at a time. Using TIIDS. multiple projectot'S ill a ~ingle

turret cannot salvo fa\l~r Ih,m 0.69 seconds between shots (0.60 second'i l~aJl1

dumtion. plus 0.09 seconds switching interval). Thus a Dauntless-class turret can
fire all thn:c projectors in jusl less than two -.econds, but would then need thirty
seconds to reload. U MctlOllian !'>witl'h-gcar is used. all projectors can fire simulta
neously.

Ship turrets typically hold 12() cartridge!; per prujeclor, bUI this number can
vary by up 10 10% depending on exact turret design. Magazine.. elsewhere in the
ship can hold many more. Each cartridge ma...ses 2,7()() pounds and COSls $1 ,400.

TECHNDLDIIY
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Sensors and Communications
Ultra-Wave Communications Suite (TS21

Ultra-waves propagate below the level of the ether. on the sub-ether, at about
19 milliun million limes the speed uf light. They allow almost instantaneous intra
gall\ctic cOllllllunications, and make. inlcr-galactic cummunications possible
(though the over-thirty-second inherent delay in conversations between the Milky
Way and Lundmark's is extremely annoying). Tn theory, their range is unlimited,
though under poor conditions. such as during jamming. one parsec's range may be
impossible.

A communications suite that includes both ultra-wave and radio sets with
scrambling and encryption circuiuy to enhance SCCIJrity costs $500. SpHce, weight
and power requiremenl~ are negligible. The transmitter ha.~ two moclcs of opera
lion: broadcast which can be received in IIny direction, lind tight-beam, which can
(it i.~ supposed) he picked up by only one receiver. Hroadcast is trivial for anyone
with any Electronics Operation skill to use: tight-beam requires a skill roll to aim
COTTcl.:tly. A skilled operator cun modify the set to tighten the beam even further,
but (loy bonln; to avoid interception is also a pcn::tlty to aim,

Sensor Suite (TS31
A stamlanlmililary Sl.:n:-.or suill: is $5,000, 15 l.:y, 10 tons, Il indudcs many dif

fcrcnt instruments,
"t'lecrros, " electromagnetic sensors such as magnetic field and radiation

detecton;, radar and telescopes, arc widely u.~cd despite their drawhacks. They are
essentially useless at anything but duse rangl.: (under IOO,{X)() miles) because of the
sIOwl1t:ss of elher-I>orne wave propagation, hUI they are difficult to "spoof' or
deceive. Ships can be painted uller blal.:k and configured in ways that minimize
mdar rellediulls, but if there is ::tuy ferrous tllet::tl ::tnywhere in the ship. the magnet
ic detectors will find il. Tf an atomic pile is in use, the mdiution deteeturs will pick
up ils leakage. Ultimately, there is no way to prevent (t telescope from nOlieing Ihal
star" arc hcing occulted.

UllrlHwlvl' Irtlcl'rS l~an dl~{l~e' (til ullra-wave h(:am and determine its orientation
- where il is going and what way it came from. The exacl effectiveness of the
trace.r is subjeci to many factors inchll:Hng how tighlly focllscd the ocam is, how
powerful the transmitter is, how far the tracer is from the transmittcr, how far it is
fmlll Ih~ 1lt:<I111 il~df and f.0 all. "Gamma-zeta:' one of the best military models, can
analyze even the tightest tnmsmissions Ih,it P;1SS within scvcro;11 IhOllsand miles of
the tracer.

A conrusion or te.nninology exists, in that deviccs to track a physical objcct arc
also called rracers. These IrllCel1i are very Iighl lr.:iCI.or beams, with ranges greatly
extended by one of sevewl techniques. Once locked onto a Largel, hearing and
runge call he eaf.ily measured from the orientation and !ltrcngth of the beam.

COlpllsc!e resonance trmwlu(.·t;(JIl (CRX) if. one technique by which a tracer
can ht: exlentlt:t1 til illtel'~tellal' ranges if its target is Bergcnhoim-propeJled, While
BergenhoJllls :'Ire tuned 10 emit the va.'il mujorily of their energy as fourth-order cor·
pllscles. some hamlonic leakage is inevitable. A properly tuned transducer can het
erodyne Oil those higher-order hamlOnics and so CHn b'TCtltly multiply its strenglh.
The total force addcd by this lechnique is measured in the mierodynes, which
makes il LI.~dess fflr shol'I-l'allge tracers but which is enough to determine a bearing,
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ASSBult on He(muth
Admiral Haynes' voice droned from

the JV speaker. "Now, remember, 1>oys,
keep your hands off of lhose keys untiJ I
give yOlilhe word."

Able Spaecman (Bellmer's Mlltc
Slrik.er) Dave Empey ncrvousl)' SCanl1eu
the dials and gauges of the projeclor's
controJ panel. He knew the drill well
enough, had sat in me gunner's nest often
enough during checkouL~, had even vapor
ized Q pair of meteors, but he hadn't
expecled to sit Seamman SO .~n!

Hayncs" vok~ l.:lInllnll~11 wilhoul
pause, in f1al,tones intended to soothe mat
lIctually tightened nerves until they
IW3.Jlgcd. "J'JI givl: you lllL~ of warning,. ,
I lUll guillg LtJ l.:lIunl th~ la.~1 Iiv~ se<:tlnd~

for you:'
His pallel showed everylhing OX 

eXC:l!pt for line, ;ingry r~il l.:ird~. H~

I':tUnt:e(/ lip !II the glln CIIPlilin, silting Oil
the open access'e_over of the projector,
who grinned and shook his head. As if
Olive would fite before ordered! He l .....isl
ed on the metal sellt Ilnd touched the
verniers, The coordinates hadn't changed
in the last Ihrec:-quaners of a second.

"I know mat you all want to shoot me
rm,l buil, bUI remember thaI I persuniilly
will strangle any and everyone of you
who beats my signiil by a thousandth of a
s.econd."

He didn't doubl thaI one iot.ll. The Old
Man's Lens wa.~ a mere fonnalilY; every
one kocw he eould easily read mind~ lind
sec everywhere in the great dreadnought
without it.

"It won't be long now, the s«'ond hWld
is slnrting around on it.~ la.~t tap Keep
your hands off of those keys keep
;iwa)' flOlll thc:m, I tdl you, or I'll smack
YOll down .. , fineen secClnlh yel .. :'

The red eircle was rcplaced by a green
h;lr .lntl h~ ho:.ml" d'lnk as Iho: pt:tiy slood
up, TIlt: wver nippt:d shul and locket!,

"SI:IY ilW"y, boys, ICI 'em ;IIOIIC .

His hand hovered over the firillg key.
worn smooth and dllIk red by II myriad
blows.

"1'11I going 10 slart ctlunling lIc"IW. f'ive
- fuur - three - twu - ul1e - FIRE!"

Empey slapped the key into its low~st

detent, and the main projector's beam
roared OUI, a ravening quasi-solid bar of
pure force thllt wreaked Lilierly inde.'>I,:rib
able havoc on Helmuth's Grand Base,
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Missiles and Shells lTSOJ
The Il~e of dirigIble mhl>iks and

unguided rocket dri\'cn shell.!> in ,,,ac~

combat ended abruptly wilh IIIf i,wcnllon
of the ner~enholm incnialc.~~ dnvc. II is
po~~ible (thuugh (:Jl.pcn~ive) In put a
Ber$enholm ill a mi.!>~lk. so Ihat il can
mant'lI\'er ns well 3~ a free ship. Iluwt'vo:r,
tin operator lu gullJ..:: the l\li~tilc is still
requil1:oJ, and U1C missile wlIull! al'll ha\'c
to bt' Mluip~11 willi a lfSClor lind ;1 healll
.... cspon. sincC' e~pll1.. ill'" an; harmkss to
an inenialc.!>s ~hip. One tcchnique de\'d
oped during lht- JOYI1.... War<;_ lhat of pene
Ir;ILmp. the enemy's SCrttns ",jlh a hollow
mix of fon:e ;md firing a r.hcll doWD Ibm
"I~, \lollS briefly rcvi\'ct1 for a spt("ial mit
tion (Opcroiliull QBT, \\'cll-di~utsed in
many Olher publications). nul It VIa:. ren
den.'d finally and completdy obsolcll: by
the lnvcnl10n of lrdClor l>hcar'i.

Mi:,)iles lubes COtt SSUO·S2,OOO each,
Illjl~~ 1-4 IOns llmltake up 3 6 cy. Mi~~ile.~

lh~Ill~~hcs CO~I $200-$7.000 ea<.:h. mass
I ~ tons and tak~ up! 1(1 In cy. (;uns <.:o~l

$5,lN.IO-$20,OOO, mass 5-40 lon~ ond r"ke
up 10-1.000 cy. Their ;,h~lh c...,SI any
where up 10 'SI.OOO ,lIld mu~ an)·thing up
10 one.' Ion. Doth Jll.issilc~ allCl "hells ha..e
Iircpo.... t:rs of 1 100 QKQinst ;nt'r/ f(,r8"U
emf\>.

TECHIIIDLD&Y

Like the ultra-wave tmcer, a physical tracer's effective range is dependem on
many faelors. including the mting of the Bergenholm it is tracking, the skill of the
technician who last worked on that Bergenholm and the number of other
Bergenholms operating ncar the tracer.

Indetectability Suit. 1756/
TIli, is a collection of dcvi<:es Ihmughuul the ship. from refractory buffies over

the driving jets to light-absorbent painl In non-ferrous equipment 10 spedal
subcthcnc interference generators. or ··dctectur-nullifie~."thai make it harder to
detect the ship Ihal carries lhem. An indcte<:lilbility suite is denoted "-I" if it sub
lr:Jcl~ 1 from scnsor rolls. nnd "0 on.

An indelet:tabilily suite is three levels ",rln' effeclive fur each TS by which it
cx(.·ccd~ the TS of the sensors. and Ilul effective at all againsl sensors or a ."upcrior
TS.

('osl, mass and size of an indelectahility suite don't depend on TS, because the
<>ensors to be defeated arc cun~t3ntly improving. too. l'bey do depentlllll the si7.e of
the vessel to be (.·om:~alw. ll\e detector-nullifier it.sclf ha.. negligible mass and vol
Ullle (indel~d. carly mOl:lcl .. wuuld fit ill a ~hitt pocket). bill rhe illiTe f)ames and :-.pe
ci,,1 nnn-fermu... e~ulp~nl are ~l.ill sign..ificanl. For each IIX)(') tOIl:-' uf !>hip IIIa)S. a
1 suite cost!> $100. takes three cy, ma"scs 1 ton. anti redUt;~ maximum ship's speed
by 10%. Each additional -I of suite ~rrectivenessdoubles cost ma."s and size and
reduces speetl by another 10% of full. up to a maximum -6.

Nullifier-Scramblers lTSlJ
I.urge ships atlll planetary installations cun insLall fidd g.enerators that inLCrfere.

with detector-nullifiers. They are large and c){pensive; 5 tons, 10 cy, $5,000 nnd
pound per hnur of power will lower the effectiveness of an indctcctability suite
within 100 miles by 1 point. Larger generators increase both range and clTcctive
ness. but cost. mass and volume double for ear.h additionlll poinl or additional 100
mjJe~ of range.

Etheric and Sub·Etheric Jammers lTS2/
Wht=1l it IS uuponant that no inldligihle signals arc scm from or received in a

panicular volume. jarllrllt:f'Ii are uscd to fill the ether and suh-ether with howling
"'alic. A jammer that gives all sensor suites within 1.000 miles a ·3 penalty costs
$100.000. masses 1.5 tons, takes up 100 cy and consume." I Ib./hr.. Each additional
·1 rating add.. $11),flOO and I Ib./hr..

A jammer requires u long action (for dur.ttion of operation) by a crewman wilh
Elcclronics OperiHions/SCIlSOrS. No rolls are required. but using it is a combat
ut:liol1. A jammcr can also Illleillpt to jam a paniculur sensor suite rather I~lltn an
t"lltire Mea, Treat this us u quick COIlICSI of Skills between Lhe januJlill8 equip
menfs nperutur and the SCIl"or nperulor. IIIwified by lhe r:ning'i of both !oy!>lems•
with lies going In the jammcr.

Jammers and indctectllbilily cUlLnO( be used at the same lime.



•
Display Tanks fTS21

While every pilot room down to the smallest one-man yacht from the earliest
days of space travel has had a display lank, a minutely detailed lhree-dimensional
representation of surrounding space, it was not until lhe assaults on Jalte's planet
and larne-voll thaL it rc=ache.u the pinnuc1e of its development. The Z9M9Z. or
Dift'c/rLI. had a tank 700 feel in diameter and 80 feel tliil:k ill Ihe 1lI1li111t\ fur a luLal
volume of three-quarters of a million cubic yards. It is impossible for a mind limit
ed 10 vision to comprehend the detail of such a huge tank, hUI hand-held Simplex
analyt.i:rs l:ilfl he used In identify ami provide illfnrlllalitll1 UI1 allY illl..livitlual sym
bol in the tnnk.

Display tanks ten cubic yards or greater in volume cust $25 per cy ami $100
per Simplex, but ranks thaT Jorge ore needed only hy Iho:;;e directing fleet action.~.

The typical tank used by a ship of the line is $1,000 and I ey and has three
Simplexes. A privately owned ship's tank costs $20 per cubic fool (27 cubic fcct to
the cubic yard) and hus only one Simplex.

At TSO llnd 1 the tank was known as the "ball" - an electronic, hcmispheric
visist:reen firM used ill lhe rockel ships of lhe Tedmos of North Americu during the
Tcllurian World War.

Gravity and Inertia Technology
Artificial Graoity fTS31 and Pseudoinertia Generators ITS41

Pl>euduiuertia alld ill'tifici"l gravity gellel'''IUfl> (which alsu fum:tiull i:tl> gfilv
compensators) servc up to J.()O(} cy of volume.. If multiple unit~ arc required. they
lIIust be IUl·itte.u ill the "ppfopl'i,ue ;\I'ea$.; thus, Olle hit won't take out all of a big
ship's gravity. (II is not necessary to supply artificial gravity and pscudoincrtia to
the entire ship - "I1Iny freighlers h:lve neilher in lheir IIlII05.) Each lInil cosl.~

$10,000, 1Il':I.~l'>el'> 15 lOllI'>, takel'> up 10 cy. and draws I Ih.lhr. of power. A unit can
pn.lVi(le any minimum frnm micrngravily III lhree (,s; during inerl Hlaneuvering lhe
actual acceleration of the ship divided by 100 is felt instead, if that value is greater
than the gencrator's I'>ening. The gencratOfI'> cannot compcnsatc rapidly enough to
prOlect againsl lurches, so inert maneuvering, when the pscudoincrtia gcncrntors
are not active. can he rough.

Tractor Beams ITS3J
These beams pull their target 10 till: beam gencrator, and vice versa. They arc

used for a wide variety of purposes, such as cargo handling, fine maneuvering and
grappling in combat. Use of even one tractor beam gives a +1 to Piloting skill for a
microgravity ur zcro-G rendezvous.

The effecl of a crilical failurt: Orl allY lfactor beam u!>e vade!> wjth the use.
Most tmctor beam mounts are reinforced to support the full weight of the ship
under heavy llcceleralion, so il would he difficult (but hardly impossible) to tear the
beam generalor out of iL~ IlIUUlltillg. If neither' the beaming installation nor the
gmpplcd ohjecT mOLint screens, a collision is likely.

Beams come in all sizes, measured in kilotons. A I-kiloton beam gives lhe
equivalent of I kiloton of thrust: e.!:.. it t:an pick lip a 1.000-ton object (dose by)
under 1 gravity. However. the beams arc not long-range - effective Strength is
halved eve,ry ten miles. A tractor beam occupies 2 cy and I Ion per kiloton of pull.
Cost is $500. plus $20 IXI' kilolon of pull. Fmctional Slfengths are· possible: divide
cost and weighl appropriately.

Tractor Bellm Operution is a professional skill (physical/Easy), defaulting to
Gunner (any beam weapon)-2 or DX-4. A roll is required [0 hit [he intended target:
mjwlifiers are the .~allle a.~ fOf any Gunnety. Once a beam ruts a targct, it will remain
locked to that target with no further allcntion until released, Cut or the targel pulls
outlJf"range.

PreS50r Beams ITS3J
PresSlJr beams (sullletilllel'> (:alled l'e.pellor!» are exactly like tractor bcams,

except that they wlJrk in reverse, pushing illstead of IlUlling, and they cannot be cut.
They are the same cosl and weight as a trW:Wr.
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The Rescue of Medon
The Ilew lujl\l3.IY llealll IUrl'~I.~' main

contll)l p:mel~ made lhe earlier projectors
- serondaries, Ihey were now called 
look as simple as a light SWllch looperale.
Rel1me, 's Ml1le Thifd CI,bS Errlpe.y lr<"uJ
been checked out in the lurret, but had
never Llnually shot il. Security risk.
Klunu\ tin toenails. lie didn'l get il: whal
good wa~ a weapon you l,;ouldn'l u~e?

Hut now it looked a.~ though he would
be the firsl to Shool lhe new mounts III a
foe. /\ sullen red HOLD IlImp gillwed
from his paneL and flickers of yellow
~',llne from lhe aUlomatiC verniers a~ the
Run wave..w. Th.1t lamp wouldn't go OUt
umil Chatty' - Mr. Chlltway. the Chief
Firin~ Ol"lkr.r, lip nn Ihe bridge - gave
I.he order 10 fi,e. arld'TuI' a CI-'O, he w;j,~

sure ~lU(:tClnl to use his ship's weapons.
The fltekel's would COlllillUC a-" lOll!! .:i..'l

Ilairy Ilenderson, also up on the briclge,
k(,.pl puning fhe massive sbip Ibrougb
theliC gyrallolls. a,lld t.hat would lie ffll'::vCr.
The li~ desil!n;'lnr w;,s rr.td,inK his 100r_

gets and fceding them to his slation. but il
wa.~ his job liS Rellmmlln to manulIlIy SIJl
bilize and shoot the huge guns.

"StJlnd by to engage designated lar
geL~." came the simple order.

Where WlL~ Ihal pedal; he couldn'! lind
rhe Klono-hiting pedal ... !

"!-'ire a~ you hellr!"
Dave kicked the tiring pedal'and the

primary beam shrieked fonh, an irre
~islibly pcnelrllnl slilello lhal even <l Q.
rypc heliJl of force cOllld nOI WilhsllH1d,
Dave snapped the gun selector 10 lhe sec
ond position, and as the lurret slewed the
second ship filled the felide. Hr. touched
IwO vemiers - lhe Boskonian had Illoved
nearly half a ship-length since the lasl
bearinJ: had been taken. The reverbera
lions from the fil1jt shot were still ringing
oil" the lurrel bulkheads when he >.lumped
Ihe liring pellat again. Tire -"hriek of th.::
.'~l:llnd lll!llill wa~ liludi qui.::ter to deaf
l'Ue.o em, and Uave sllapped [he sele<::IQr
to the Lhird position. The Btlskonian swam
illto the relide . , . a riddled hulk, alre..'dy
sliced nearly in halfhy Turret lB.

"Cease fire!" came the order and the
HULD lump 1l1lShcd red.

The ringing echoes of the beams were
punelullted hy twin cra.~hes lL~ the guns'
breech-blocks hir their back-stops, hurled
by lunS uf hyur.luJic pressure. lliC clatl~or

of the spent shells being ejet·ted and new
onc.~ fllmmcd home continued for another
hull' u minule, bUI lhe Hallie of Medon
was long over, Two and one tenlh second~

hi,(l eh'j)Serl.

, ". >
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The Z9M9Z at the
Battle ofMidway

Long .after World War 11 Doc Smith
r«tived a lelll:r frum John W. Campbell
(The editor of Astollnr!ing m3g117jne. where
mu{'h uf lhe '...,Mman ~rit's was uri~in81

ly pUblished). Tn iI, Campbell relayed
Admiral NiIJl;I:I·.~ ;tl;kmlw]cdgIm'n( thill h~

had u.'i<:d Smith's di.spl;ly bnk Ideas in the
dt.si~" uf lIu: us Navy's ship.,' Cumbst
IllfonnotiO'l C~nl~"",

"Your coli«- st!-\Ip wa~ I01la:1I s~ifi

,"3I1y. dinx:tly, and con.~iolaly from Ilk'
'I)tn~ctrix' in yOUf "my. Here you
n:aclM:\llhe siruatioa the Navy found itself
in - mon: collllllunication channels 111:111
intt'gr:Jlion techniques 10 hilOdle them. In
your writing you pmpo~d pret:isely )uch
all integrating technique :lnd proved how
advanlagooU) it CflUlrl he:'

TECH.ILI.,

Traclors and pressors are an integral part of the Chung (so-called "tensegrity")
doctrine of space strategy. used 10 link massive formations of ships of the line into
integral stnlcllu"e".

The most emdent ~lIlaller pressors usc !he De Broglie duo-pcnuxlc ("021"")
dec;ign.

Tractor Shears (TS3]
A tractor shcar is i.I modified pressor that is targeted ill the enemy'" tractor

beam. and seLs up all illtelfcrcncc putlen! which brcaks ,he tractur's grip. Thc shear
docs nnl lI~ed to be held on the tril(;(Or: even momentary interference is sufficient to
cut the beam. The tractor operillur lIlay immc.diatcly nllempl to re-establish a lock,
but he must begin anew.

A Gunnery roll is rcquin:tl for the shear to wtthe tractor beam. Add to the roll
the difference in capat:ities between the she<tr and the tractor (a shear with a capaci
ty of 8 kilmons trying to cut a 100kHOlOn tr.u:tor is at -2, 15 ltilotons CUlling 10 is
+~). All standard Gunnery IIII"ldifiers also apply. Sint:e the tractor and thc shear try
ing 1O t:ut it are already locked together. the range is prohahly !-juiLe. close. and the
tU'llet i~ not moving, relative to the ~ht'.ar,

Traclor shears' weight. L:U~t and so on arc ldcnticultu prt'.ssbrs. above, hut they
cannnt he used for iluylhing but CUlling tracturs.

Tractor lones (TS81
Immcdiately upon th~ invcntion of the lnU:tur ~Laear (abovc), the scienlisb of

the Patrol began development uf the "utlCliTTahlc" tractor. Whillthc.Y dcvic;cd wac; a
bipbasc version uf the Iilt'leor screen, a ~Iubular shell of force that ilb~orbed all
momentum imparted to it and trunsfem:d it to the projector and iu mounts. While a
mdt':or screcn only afTet:L'i incoming mauer, the tmctor zone works in ooth direc
tions.

The lnlt;tnr 1.llne j.~ formed uniformly around its generator. All matter contact
ing its spherical ~liell of force loses all radial momentum, and stops moving inward
or outwartl. (AllY illlgular momentum remains, and the matter slides around the
sheiL) Tractor sheaT'\. designed to interfere with heams. havc no effcct on this area
of force.

The targers radial momentum is transferred directly to the mounts of the Pn)
jeetor, so !hmc mounts must be constructed to withstand the most violent inert
impulses the target can impose. or major damage will result.

Since tnK.:lllni l.ones arc formed at it specific distanee from their projectors and
then tightened. their t:apacity is measured in miles of range us well a.o; tons of pull.
Tmctor 7.one prujel:turs weigh I ton. occupy 10 cy, consume 2 Ib,fhr, lind cost
$1.000 per kiloton or pull and per mile uf rdllge.

I
------ -



Brute-Force Inerting:
The "Netn

And 50 on ... another G and anolher
2 10 rhe HT roll lOr each minute more lip
10 half an hour. The rare increases: arrer
one hour, the required decelemtion is 73
Os, and after 12 it is 4,300 Gs.

If Ihe HT roll is failed, the ehllflleter
ha~ sustained some damage. Roll 2 dice
and atitilhc G-forcc.

Larger /leu have been built. but the
probkm of intrinsic velocity is fundamen
tal enough thai there is no real ehan~e in
the idea of tile neT sin~'e the beginning uf
(he Boskonilln War. L;lTger IIC1S recluce
the acceleration proportionally; i.e.. one
140 feel on a side would halve lhe abuv~

numbers,

~ lJlIl.:ltm.dllu~ 2tl ~cs.
6 - Unconscious 4d sees.
7 - Unconscious 6d sees.
8 - Unconsciou~ Bd !iCes.
9 - UUl.:unSdOus 10tJ sees.
10-11 - Unc. IOd sees. Id-3 damage.
12-13 - Unc. 10tJ sees, Id-2 dalThlge.
14 15 Unc.lfklsec~, Id-I damage.
16-Unc.IOdsccs.lddarnagc.
11- Une. rOd sees, rd+l damage,
18+ Une. IOd .-.ec.~. Id+2 damage.

HT 1'011
Nnne
IIT+4
lIT+3
HT+2
HT

HT-2
HT-4
HT·6

Fut Gs
l~s~ th:m 2

3
4
5

•
7,
9

Mlnuus
le~~ Ih.m 10

10-11
12-13
14-15
16-17

I'
I~

20

tl is possiblc 10 go inCI'1 on lhe surface
of a rl.1nel and ~urvive lilt': e}lperit"n~:e 
wilh pmper prepilr;l!ion. Tht' IIt'1 is il sm:k
of e8llva~ and leather padded with sponge
nlbber and coiled sleel, anchored by lhe
best shock-absorbing mechanisms ever
devi.'\I!d to tJ1C walls, floor and I:~iling nf a
cubical concrete bunker seventy feet long.
wide and hiJ.:h.

Howcvcr, nol evcn Ih~ /1('1 Clln absorl:l
more than a tiny fraction of the prodigious
kinctic cncrgy thlll i~ TlIridly llccumuilltcd
as Tel1us rOIMes. Simply wailing Iwelve
hours ellll<OCS well over half II mile prr ~'f:(".

mId difference in intrinsie.~ between the
surface of Tl!J1u~ and a free hody. Delt.a-V
thm high is far beyond the capabilities of
the Ilrt. Only' thlJ~ whi:l hjlVC gone free lit
the ru!l'S location and no motl! dIan haIr all
huur hefofe h,lve any ehance to survive. If
less (han ten minutes have elapsed. a pcr
~m C;:UI hope tu leav\.: the /let umiall1a!!~tl.

hut ~ynnd th,ll time, the TC(lllired na::eler
arion becomes hcllish.

Successor 10 Ihermile, ferral pasle is a lhid;, slicky gel cOlTllllonly sloreu in
cans and applit:d wilh a non-mt:lallic lmwt:l. It c,m be ignited with either open
namt: or electrical shuck. ami it burns with a chanKterililic brilliant scintillation at
7.082.3° F It will hurn through a standard interior partition of a .~hip in less than a
second, through a pressl1re blllkhead in l1boUi Iwo-and-a-half seconds. and through
a standard ship's hull in about fifteen seconds. It contains its own oxidizer, SO it
will bum ullueJ'waler 01' ill vacuum.

OUDdeeaplylatDmate ITS51
Uuodecaplylatomate. or "duodec," is the concentrated quintessence of atomic

violence. lis detonation propagates aI the speed of light. which makes it tl;le ulti
milte high explosive. wilh great shauerillg effeCl. Its detullalitlll pressure and tt=.m
pcrnn1re havc ncvcr becn mcasured saVl~ indircctly. since nothing will hold it except
1.I V-type helix of pure force. II hl.ls a REI-" of onc million.

Heptadetonite iTS11
Heptadl~{oni!e is a low explosive. used throughout CiviliL.i.uioli for peaceful pur

poses such a... earth-moving. and by military force.... as a propellant. It ha... many
good qll<lljties. Sllch ;1S C;1SC of man\lfaenll'c, alld stability lIndel' shock (\lld tempera
ture extremes. It ha... a REF of 1.5.

CyelDnite ITSOI
CycJonite is used during the tinal phase of the Tellurian World War, and for

many years thereafter was lhe high explosive of l.:huicc. IL is still in usc unlil
advances in suh-etheric chemi.•ary make duodec possihle. It ha.~ a REF of ten.

@ WEAPONS OF MASS DESTRUCTION
Demolitions

Explosives have Relative Explosive Force values (hat express their destructive
ahilily a~ l:ompareu to TNT, whic.:h 11lIs an arbitrary explosive force of 1 and docs
6dx2 damage. For example. black poWdCI' (REF of 0.5) d~i> just half lhe damage
that TNT docs. or 6d damage per pound.

Chemical Weapons
Vee-Two Gas ITS11

The nerve IOxiJl V2 (Vec-'!,wo) is a brc:l1h agent; it is nOI aosorhcd through [he
sldn except in high com:entrlltions. A very small concentralion ill the lungs, howev
er. nearly iust'UIWllt'.Ollsly call!\(~.~ complete relaxed paraly!\i!\ of every voluntary
muscle in the oody. The symptoms are obviuus: a rusping t:atch in the brealli as the
diaphragm relaxes, widely dilated pupils, and a completely limp body. i\ victim
l"cmain!\ fully conscious and aware, but has great difficulty breathing.

The effects arc not immediately permanent; if fon::eu respirution dean; the gus
from il victim's lungs within the lirst ten minutes, muscular control will be regained.
Wilhin an hour, all antidme is required. If 1ll01'e than an hour ha.... pa........ed hetween the
exposure and the admini ....tration of the antidme, a HT mil must he made, minus the
number of minutes uver 1111 hour. U· this roll is failed, the victim's voluntary nervous
system has completely faileu, imd he willllevet regain muscle eOI1tr'ol.

After TS7, Phillip.~ regeneration (p. M3) can heal a Vee-Two victim,

Ferral Paste ITS11

VIN Gas ITSl1
VXN is another chemical warfare agent; it attacks thc central nervous system

and induces a state of euphorit: hypnosis. Anyon~ hrelllhillK il has Will reduced by
3d. If Will drops below 3, the victim will nol move wilhnul direct orders and
encouragement. The effects last for five minutes, then Will begins returning at 1
poinl per minute until all is rcslored. Sume people exposed 10 VXN enjoy its
effects so much thai the.y develop addit:tklns to barbilllr;lles (Ir ~l1llalll.
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Beams of Force
hll('c-bcam techn{II(IY,y i.~ v.dl·d.::vcl

OlX'd in l;Hllh Civlll/.ation and Boskoni;1.
The lar~e number of manUr;Il.;lull.'(~of
force·beOlm d~vil;cs all usc differenl num
hcnng scbclJ)('S, mulling in a plethora of
<T)'fIIk lle."ignaLJilll$. A rnndom "illnphng
1l)Cludcs:

C-4V63L21J; An 11111 a-band pressor
bt'.;,m.

CRX: A tl1lCtr heam.
02P: A pre.~~()r lxalii.

1)7M2'JZ: A thought screen.
gnmmll-7.eta: 1\ C:OIlUlluniclllions Ilellm

dCICCfClf.

KJ42: A ··hot ,hOi" heal geller-IIOf'.
K4: A red-<:olnred held used for visual

~hIIHo-sh.ipsignals.
K6T: (~imilar lu K").
LSVJ: The lightest communication

ultra·hcam.
Q47SM9: One of many Q-type hellce-;

of fnrcc.
RITX7M: A spy·ray lklecl(l(.
SX7: An early type of macro beam,
TX7: A spy-ray.

Planet, (7571
An extreme example of a kinetic kill weapon is an emire planet, inertetl :w Ulal

its intrinsic velocity eauses it to collide with the enemy.
At the Bllnle of Jamevon, that planel was crushed between Iwo others, massing

some six thOU~U1tl million million milliun tons each and chosen '0 have opposing
imrinsics totalling some 60 miles per second. When they struck. Jame·von. the
kinetic energy alone was approximately.cquivalentto 13 million million leratons of
TNT. (The inl~rIla1 energies of the plane-lS' mantles and core ulso ~olltributed sig
nifi('~;'ItHly, of cOllr!.c.)

This annihi[unt power was dccmerl sufficient for tIloslthreats. [1 is difficult to
defentl agaimt incrt planel.". Aiming anuther dirig.ihle planet to collitle with Ihc
enemy's is awkwartl. slow and unreliahle. Even a sunbeam (below) takes severd.1
set:untl~ tu d~tr'oy one ... and when it does, rno", of thc planet's mass is still mov
ing in cxactly the !lame direction and is now hoiter. A free plallCl cah be inten:epled
befuft' il ean be moved into po:.ilioll. and it~ planelary Dergenholmc;: attacked.
Damage to even one uf lhe lhousands of stalion~ aJ1)tuld the planet will n:ntler it
inert. moving ill all unintended diR:cliol1. III lurn, thc most straightforward way to
minimiLc this countermeitsure':. c:ITe-cliveness is to use planets Wilh higher intrin
sics. relative to the target, so there is less time to attack the Bergenholrns.

The ultimate physical weapons ever employed were planel." from another uni
verse. chosen wit.h intrinsies some 15 times greater than the speed of light in our
universe. Such a velocity is 31arkly impossible. of cou~. implying a." it docs imag
inary lengths. times and masse... (and therefon: imaginary energies. momenla and
similar derived quantities). 1llcrc was some speculation that at U-e installt of inert
ing louc.:h a mass. all mallcr in our universe would coalesce with it in zero lime.
Fortunatcly. lhat did not occur. Unfonunately (from a scientific point of view), the
inslruments present were emirely unahle to mcasure anything about the event. No
IIIcalling.ful observ.uions were possible and i' ha.." never been repeated, so acrual
effects remain in the re'llm of ~pcculation. 'Ibe Guardialls of Civilization hav~ indi
cllt~d that intellectual stability at a minimum ot' the second leve,1 of strcss is
required. so further disCll."sion here, is inappropriale.

Inert Collisions
An inert high-speed collision can do damage wi thou I any explosive being

involved. One ton of mailer lr'aveling at one mile per second does as much damage.
10 it<;elf and to what it hits. as 600 [bs. of TNT (or 6dx1.200 points), This energy
goes up proportionally wilh ma.lIs and wilb the ~llIiI~ Ilfthe velociry, so a 1,000 Inn
:-hip traveling at len miles ~r second docs as much damage as a 30 kilolon atomic
explu,ioll (wilhout the rmlilllioll etlects. of course). Weapons lhat rely solely on
their velvcilY to do damage ure knuwn as k.ineric kill projectiles.

•

Annihilation ofa Planet
The total energy F. required 10 cuw

VIeI('ly disrujX a unifunn lophc.rical body of
rna"" M and nlthu) H i" {'Clual In O.6G
M'IR. .... lJert G I" NCWlon's grd"itatioual
l;OUSlftnl, fi.ti1JxIO" N m'Ik.!!'. Thll~. 10

reduce Tellus (M=5.9HxlO'· kg or
1..11Ix\t)"' lb~. wid N,.(,,17R km or 3,827
Illllc~) 10 a~h:ruiJs would re(luir~

2.24)(10" JOllll'~ or 2.13 milliun millioo
lon~ of total (·on\"!.'r~lOn. Note that thh
cncrsy must be efficiently appllt'c.l (im
ply bomh.'lrding the ~urfa~:e WiTh supcr
alollllC bomb!; yieldjn~ 53 IhouUond mil·
tiVIl l("fll/on~ of TNT ....ould he .nsuffl
(·ienl.

Negaspherss ITS1)
With the availability of Mcdonian supcn:'Onductors il became practiealto syn

the~i(.c contra-terrene mailer in quantity.
Contact between a nel!~phere and nonnallllauer also creates rdvening aClinic

r.tdialion of unimaginable intensity. An unproteclctl human 500 miles fcom Ihe
mUlual annihilation or one pound of negative matter with one pound of positive
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matter receives 5,000 fads. and dies quickly of complete cerebro-vascular collapse.
The dosage goes up proportionally with the mass annihilated. and down with the
square of the distance. The intersection of a planet and a ncgasphcre of planetary
anti-mass will produce lethal dosages at a range of some hundreds of parsecs.

: . \. .. . ., .
~. .
• . . ,. ., ...

Sunbeams ITSBJ
It is possible to COllSlnlcl " virtual vacuum lube from a stellar .~ystcm. The !'\In

is used a.C:; the cminer, ~nc1 COll11l1css thousands of inst;:tlhtliUlls throughout the sys
tem serve as grids and plates. aiming the plasma hearn. For i'I sll\l' siuUhl..r [0 Sul. the
beam canies an energy of over four milliull luns Gonverted per second. Note thaI
nvo beams must be created. one pmitivcly char,gcd and the other negative: they
Illust be ~illled in exactly oppo~ite Jir~t:tiullS.ur thrust will be exertcd on the star.

U is diflkuH to shield against such encrgic!\, alThongh th~~ di~Jnctel' of a lilfge
planet will provide prolet~tioll fot' some time. Rull lu ror every thousand million
million million Ions of the planet's mass 10 determine how many ~econds before the
plal1~t begins w..:tually breaking up. cnding the protection. Thus a Tellus-like planet
will protect a facility on the far side for 6d seconds. while a Jovian planet will Ia."it
32d miml\es. Of course. such an installation will have been constructed tn with
stand the instantaneous onslaught of seismic quakes of inconceivable magnitude.
the starkJy hypersonic winds and similar design challenges.

A sunbeam is expensive TO constnlct. The sun/cminer musl be closely sur
rounded by 12 slations (arranged at the vCltices of a dodecahedron), each or which
cost over a hundred billion crediL'i when the solar sunheam was constnleled. Then
grid/platc gencrators must be placed in every direction that the beam will be used.
These cost roughly a billion credits each. (Tn the solar system, Ihe nSferoid bell
proved convenient for the several thousand Ihat wel'e constl'ucted.)

Activating the sunbeam is not difficult. Controlling it is. Two roll!\ are required
l'lIery sl'c."Ulul. one at the average skill 01' Ihe operators at the emitter statiuns to at:ti
vate the beam, and one at the avef'dge skill of the appropriate grid and plate opcra
tues tu aim it.

The minimum skill (Profcs.~ional Skill: Sunhe.am Operation. MentsllVery
Hurd) required of the emiller sunbellm opcrutors by the Galactic Patrol is 15. and
the average is 18. The. minimum skill (Gunner (Sullbeam» rt:quin:t1 of lhc
grid/plale operators is 12, and the average is 15.

If the. second. aiming. roll is missed. the. beam wandel'S and missed the de~;!'ed

lar'geL The (;M will deTermine t:xaclly wht:r~ Ihe beam went. II anything of con
c.:ern is near the target. suc.:h as a friendly sp,Ke-flcet, it may be hit by mistake. Note
{hat even if the heam hit~ something, only pan of it will he blocked, and lh,lI 1101 fOr
long. The heam c0l1lil111~S far oul 10 inlersldlar space before diffusing enough to be
hannre~s.

If lhe llc.:tivution roll suc.:c.:e~ds, lhe stur dims drllmllticully lind the beam is pro
duced. On failure of the nctiv;uion mll, however, The Slnr flares wildly, find every
planet in that slellar syst~m sulTers :1 yt:;lr (cIHT1ularive) 1.11' exc.:eedingly strange
weathe.r, On critic,11 f,lihlre, the star be~:omes perrn,mently variilble, which will
quickly render all butlhe most adaptable life in that system extinct. If the slar was
all'eady variable (possibly from a previous critical failure) and a critical failure
occurs, roll 2d. In that many days, the star will 1:':0 supemova, eliminating its system
and becoming a navigational hazard 10 shipping in thm sector.
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A Note on "Free" Combat
lnenillle~sness has a tremendous effect

on hand 10 hand eomhm. /\11 wenpons thaT
exert force on their Isrget - such a.~

bcams, hullers, hladed Weilpons nnd
e"pIO~ivl's - arc useless. A moving
ohject will in~lan1ly slup when il strikes
anything cl.c;c. Compresi>Cd gasses will flO!

expaud if th~y are reslricl~d in any way 
shells will nOl be pushed down gun bar
rels.

The ollly way 1(l <lamage a r~rgel is TO
link it and Ihe weapon together and apply
direr.;t prl's~urt::. Swinging a space-axe
docs not build up momenTum; the axe is
musste.~s lind so ils velocilY is irrelevant.
However. it is .~til1 sharp. and can he
p,,~he{1 itllo a fOt:. If he is somehow pre
v~nted fmm in~lViJ;lg ,(Wily.

Before af!.y anaek whil~ ill~r1i'lless, il
plilyer milY describe 11011' his character is
anaekJIIg, ami Ih~ (,M will (Icl,;ide whgl
~ki1l rolls (Ire necessary (or will simply
describe the failure. if sudl is automatic).
AlL~rr1al~ly, a player l.:;m mil 'l~ililJsr his
Inertiuk.ss A!!ilit)' skill. If succcssfuL he
can snack: a falled loll IIIt:all~ 1111 ~l'Ih:tiv~

.n:lion Ih;ll tllm.

Example: Thc pirate was obviously
unus~d to lighting frec. He snatched the
scmi-ponable off of it~ triputl. delighted
that hc could swing the huge weapon
around with ease. With lwellly-sevell
years of combat experience in all cllviron
ments - weightless. free. both or neither
- Gunn'y Sergr.;lInt "Lifer"" B'cnnClI
grinned a.~ he leapt forward, knowing
whal would come next. The Boskonian
pulled the Irigger. Withill IIII;': big fireaTm.
lile SCaT released the hammer. and a pow
erful spring drove the massless hammer
forward III slllrkly incredible speed, until it
snuek The equally massless tiring pin. The
pin moved forward, not because of the
Ihi~:k hamillcr's mOlllcntum, for il hud
none. The hammer spring still exerted a
slight force. The pin touched thc base of
11i~ 100 l.:alih~r sh~Il'.~ Jlrim~r ...•lnll
stopped.

The pirate's ~h:e ber.:ame baffle
ment .. _and then Bennett grahbed him.
19l1onllg the full-lIIusded blows, inlinitely
lighter 'han a killen's swipes, he seilled
thc piralc's neck with his left arm in i1Il

LJnbre~k~ble lock, and drove his right arm
fOfWatd. Space·a"es have a 101lg, lI~edle

forg.ed spike al the top of their shafls.
Hennell'~ lhmSI wasn'l [lllrticuJlIrry fll~l,

bUI hl' pu~hell hurd. The bcryllium-car
balloy spike ~1ippcd through the tough
material ur Ih~ ~pal.:~ suit and through the
far ~ofter ti~.~ue~ of the Boskonian.

Inenialcss blood doesn't spray wildly.
It wells out. When ulso weightless, it
Imngs Tn a STngh: large sphere outside the
wOtJlld.



Worsel-Thorndyke
Molecular Disruptor IT5BJ

"ITJhouglll .• in nny organic being, i~

llnd must ~ connected wIth one <1dinite
organic compound ... il lalgc molecule.
one of "cry high molecular weight. Thus it
I~ curnpanlllYcly un~tahlc. A vibration al
lhe resonant frequency of any 111I1;: of its
component groupll would brtak it do.... n.
and thought \l,oold thcn:fnn: cease."

With the availahillty of Meduniau
.o;upt't-(;umJut·lo~and -in~ulalors. sU~'h a
gcnenllor <:iln he m3dc cAtrcmely small
Ics~ than an oum:e. powered by a AA cell.
It could easily bc'. buill illlll a I)ICC(; of jew.
clry, for examplo:. It is llctivlllec.J by
IlulUght and has n rlln~1' Ill" M:~vl!ral hUIl
dred yards. II is hJUt,'kcd by any thoughl
,,;teen or Mind Shield nf I'uwcr 50 or
:::reMer

AU data cooc-t"minK ll~ I.hOUllht·mok
c,lle h hlghl) ~·-crct. as is the 1~;l1h rolY'!>
cxistclK'C and drsi~". Onl) one was ("'COt
flcwally huilL Gray LCllsmcn With an
UlJ'emc n~cd to know would be ..hie (0

obl:ain information on it; any omen. even
hinting about the subjcct would be: N'n-'
thoroughly investi8ated und debriefed.

5pyl1eam IT52J
Not only docs Dlllllcr affecl the space

time continuum (popularly called the
··ether") in which it resIdes. but it also di~

lor'~ fhe harmanit' spaces ··lIhovc·' and
··below·· il. A prup~rly dcsiJ.':ned ultra
wave sc.t r.:au delCc' ~l1eh resunanr.:t>s lInd
Imn~lllIe lind display thl:lll. A "~I'y.heam··

i .. 'uch a lkvicc. nnnlo}!:nu~ in '>!.1I11e ways
10 TadilT. II emil' uh.la-wavc pI11~1'~ in a
beam I"ocus....d on II I'anicular area, lwd
Il~e~ 'he returned t'c;bucs 10 di~fllllY an
i~1: uf .....hftl i~ in the ~a uf Llk foclI~.

~i.~tica~ mockb ~<Ul c\"Cn delcet the
mc)\"el'l'lCnts of the l'lIJl)()'I;phere in the targ....t
areo.l1Dd reproduce them. giving sound as
well ~ si~ht.

Spy-beams am he extremdy wlllPIlCI
- small enough 10 til in nOI-too-ostenta
tiuus jewelry. A .'Illy-beam wilh II Illilc·s
rnnge weighs an ounel", i.~ powered by a
AA celt fllr a year of oonunU(ll.I~ U<:C 3fId
COSI.~ $(,(1.

Spy-beams ~ completely blocked hy
any run:c-shield.

@ WEAPONS OF INDIVIOUAL DESTRUCTION
DeLameters ITS51

Some weapons become immorlal. On Tellus. Coil's Patent Fire-Arms
Manufacturing Company was established in 1836 and produced weapons for well
over two centuries. The most successful fireann of all time, the Colt .45 ACP auto
loading pisrol. wenl un sale ill 1905. and was in use a century Mter the Third Phase
of the World War. fulling from popularity only after beam wc'lpuns hecallle- com
mon. A single company has surpassed Colt's fame' and sw.:ct:ss. Dd...ametcr Beam
Weapons, Ply, has prot..luccd Illany models of beam weapons sincc the early years
of the Triplanctary League, including, like Colt in its time. lhe definitive hand
beamer, the DcLameter.

A DeLamctcr has three settings: light. Normal, and Fan.
TIght sening i~ designed for U3¢ against heavy annor. TIll: beam is pencil-thin

and does not spread. It does up to 5dx2(5) impaling and follows the blow·throttgh
rule~ for bullets on pagt: IJ 109. (The number in parentheses refers to the
~Lamctcr-~ ahility to pendrtlte armor - divide lhe DR of the target by 5 heforc
allplying damage, rllr more iilfOfllWion, sec (;URPS Vllrt'4Ted/, p. 123.) A Ti~#

.~hOl (nunLs as 3 1I11ots for power consumpliull purposes,
Nu,.,ru~J setting is intended for uM!: against light protection (nonnal spacesuit.s,

low-tech armor). TIle beam spreads to a diameter of six inches 3t ten yunh. doing
up 10 5dx4 impalinj.; and using the beam hlow-through rules. A DeL,.'l.Oleter can fire
2U Normal blallb before dT3inin~ il'i C edl. •

FUfI. for U'\C agamsl !>Oft tatgets. doc.~ up til 5dx2(}f) impaling, and doc-s not
bluw-lhrough. Fan shots COlIOI a., quarter shOls for power consumption purposes.

On any scumg, lh~ !iter may choose 10 redul:e the number of dice of damage
rolled before any shot, to conserve power. Thus, a Nonnal shot lh'lt only does 5d
damage counts as one quarter of a shot

LewistoDS ITS11
The [.ewi... ton Firearms Company is second only to DeLameler in popularity

and tlT'St in the longevity of their humJ weOlpon~, IJespite th('lr u.une, they do make
bemn wCCipons. though their ftlme ctllnes from their line of slug-throwers.

The Mark Hve l.ewi~tOIl is an auto-loading pistol. It is small (+1 to Holdout)
and light but ha~ good stopping power 3nd ammunition capacily. In iL~ day. it was a
favorite police and c;,piollagc weapon and il> lItill one of the most popular backup
weapons madc.

The Mark Seventeen Lcwi<;ton is the comp.my's firsl model of blaster. 1\ is
large (-2 to Holdout) and difficull III aim well. Military forces u,~e it more than
civilians. since il is most appropriulc wh~n it is permissible to kill a few dozen
innocc-nt byslilnder:o..

Thc Mark Twenty-Three Lewiston is considered by many weapon enthusiasts
10 be the !inest hand we'lpon available to private citi7.ens_ II u.~s an extremely safe.
reliable and accurate binary propellant system in which the bullet, the pnlpellant
and the oxidizer are all stored apan from one another. through in the SOlnlC lI\aga
.f.lnc. When a blll1el i~ chamocred. precisely metered amQulltS of the liquid propel
lalll and oxidizer ;Ire .'prayed into the combuslion chamber behind the slug. When
Ihe trigger bunon is pre~setl. all electrical arc ignilcs the fucl. An A cell will power
[he ignilion system for scveml yca~.

TEI:HIIDLDIY



Nevian Paralysis Projector ITS31
The "P-gun" is a hand-held projcclOf of the paralysis developed by the

Nevians. One applicalion wiU only affect portions of a human's body - onc shot
will cripple a single limb. It is bulky. short-range and consumes a greal deal of
power. It is also highly illegal throughout Civilization.

Standish ITS2J
"Semi-portable" i.~ a gene.ral c1a,>sificatjon for any weapon thar requires a fixed

mnunt, but that does not require a vehicle 10 move. Some o( these: wc:apolls have
integral shieJd.., physical or force or both. Many have such high recoils that they
must I~ auached to the ground or deck. Those intended for ~h;phoard u...c have
magnetic clamps for this purpose.

A classic example of a semi-portable is the Standish, an ntlempt 10 comhine a
beam weapon, a 27mm grenade launcher and a force screen. The rcsull is
"ponable" only in the military sense of that ternl: It has a handle welded to it. h is a
squat. heavy monstrosity with a huge rifled barrel and a hcavy beam wbc Jcscm
bling a thick, short telcscope. IL.. mugazine holds 6 explusive shells, each costing
$250 and wcighing over a pound.

The Lwu lIlocles uf fire are cOlHrolled by separate triggers, A mechanical inter
lock prevents grenade launching while the beam is active. since the beam would
detonate the ~renade as soon as it left the gun's muzzlc,

A StilIldish's physical barhican providc.~ 1)1{ 100 against all uLtm:ks frurn the
front, while it.. force shield has a DR uf 300 (Ilgaillst beams J50 againST t:'lst
muving physical al1acks s\leh as bullets and shells and none against sluwer ubjet:ts
like SPi'lcc-axes).

Space-ARe ITS1 J
The spat:e-,ll<e I:; "'a cUlllhill<l.tiorl and sublimation of bartle·axe, mace, blud

geon, and lumbenmm's pit:an.x.m, a 1I1a.-';SIVdy needle-poimed implement of poten
tialities limited only by the physical Slrength and hodily agility of it" wielder." It is
used against space armor bet:ause the resistance uf amlor's "defensive field" varly!
directly as the cube of the velocity of any material projectile encountering them."

A space-axe's damage is based on swinging, and it can impale, cut or crush.
The type of damilge musl be specified heforc rolling the swing. but an experienced
axe-wielder takes no time to change his grip from one mcx:lc to another. The impal
ing spike has a armor divisor of 2 (5 for the dureum mode!), but neither the cutling
blade and rhe crushing club head have 'IIlY slJt:h lxmw.es.

Spacc;-axes a.re available in two models; stamlan.1 ami Valerian. and two matcri·
als: steel and dureum, The tlUfeUlIl lltt"Mids are smallcr and weigh much less, btl!
have fur greater iUt'.rtia,

@ PERSONAL ARMOR
A wide variety of arnlorcd suits are available for different purposes. but only a

small sample can be: described here. Note lhal lhe exact military nomenclature is
given here: in practice. nearly all furm of armor issued by the Galactic I'atrol arc
called "G-P annor."

Armor, Space !Light! - GP48 ITS2J
The slandard ill'mor of the Galactic Patml is nol intended lu see heavy combat.

It is a flexible, insulated pressure suit designed to protect against vacuum, poiso
rlOUS aUllosphcrcs and nyin£ debris ur shrapnel. It covers the entire hody, with a
rigid helmel, giving PO 3. DR 10.

T! has exterior pockets, strapl', htxlks, c;tc. for equipment. and a short range
eommunil;ulor. TIs gloves r'educe OX by I and its helmet cUIS hearing by 2 in air. A
back-or chest-mounted Jjfe-suPpol't system provides heat or cooling and air. fur olle
day. powered by a C cd!.

11 weighs 40 lb.... , cost.. $ I(X), and takes five minutes to dOll or remove.
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Hand Thruster (T501
This hand·held unit for usc in free fall

propels the user with blrrslS of compressed
nitft"lgcn. Each hum accelerates or dcccl
e"ue~ ~ nonllnl_'llfl_~~ hUlIlflll m t hexlnJrn
iu Iht: ou'ect;OIl opposite fO rhal in which
the thnlSler is pointed. A liucct':ssful I'ree
Fall or Vacc Suit mil is nccessary to point
the Ihl"\lSler in Ihe rlesirerl rlireclion. The
unit's I:ornpressed-Ilitrogell I.'ylilldcr is
good for 30 I-second hurst.~. $5. <I lbs.
including cylinder: eXira cylinders cost $1.
weigh I Ih.. and tllke 5 seconds to replace.

Magneti~ Boots (T501
More like he,lVY lijmo,lls th"n botlt~,

Ihe~e handy devices Itlt the wearer walk
along bulkheads or on s))<1Ce ship hulls in
microgravity or free. fall, lI.l regtllu Move
if the o;:hnTllcler hns Vnee ~lIit ddl1, al loI:
Move if not There are tWO types; one son
is filted like .~hllt!'.~ fur illsld.c wCal' and the
other fits onto Imy vael:: suii. II lakes len
~et:"I\lb 1)(:1 boot (0 put them Oil. five to
take off. $10. 2 Ibs.lpair. Magnetized
llla~s lIiay he built orllO the soles of any
rigid suit's bout.s al all addhional 510 and
~ lb.

.
--_ ..
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Power Cells
lbt-n: art' su sizes of J)OlI.'Cf ccll~ de.~

ignaled by Jetter from AA (the ~maIlcst) to
E (the largcsl). Power cells IDcrease in
power exponentially. An A cell is len
timc:~ a..~ powerful as an AA cell, II R cell
has Icn times !he I'u....er or an A cell and
<000.

AA Cell
Thi~ cell i~ 3 disk the ~iu uf a pinheall.

If' in diameter and ~.. Ihick. All. cell~ are
uscd to power vcry small ilems when ton
l"t:lIlabilil y is more important Ihan
endur,uu.:e•.~uch 3..'1 spy equipment. They
l'OS! :Ml,25: 500 AA cells weigh;1n ollm.:~.

A Cell
An A cell is a cylinder 14' in diameter

lind Jr' 11111. 1\ cell~ om: u!>ed to power
shon-rsngc radios and otller dr. ...iL~~ with
~m;lIl pllwer 1"t:(jUH"emcms. An A cell cosu
SI: 2S weigh an OUJK".e.

BeeU
R cells are cylimJen. W' in diameter

ltDIl }f' laU, They an> u<;C(1 In power van
UU~ sons of hand-held equipment 1l'IClud
in8 small. easily-cooccallLble weapons. B
cells cost $3: 20 weigh II puund.

cedi
Thij is a I" diameter by 2" lall cylin

ckr. C cells art' the most t:ommon pov.er
source for personal weapons. tools am!
equipment. Th~y are the mOSI ramilillr
power source in Civilization; t:{juiplllem
designed for larger or smalkr l.'dh often
had an ad:lpfer for C cell operation. C
cells cost $10 ami wei~.hll'i pound.

IJClfll
A n cl'ill i~ a t:ylim:1i:r 2" ill djamell,'.r

and 4" tall. D cell$ flllwer lllilitalY
weapons lind heavy equipmenl: battlc
fields art' lil~red with ;l:> many expended
D crlls as canridge eases and machine
gun links. Each D cell COSIS $50 and
weighs 5 pooods.

EC~U

l~:h E ctU I) a c)'ltodcr 4" in diameler
aM 6" lall. F. ccll~ power '·ehicles. loUp

pan weapons and other polOIel-lI11Cnsivc
!>Yl>lClUS. An E cell costs S200 and \lo'eigh~

20 pounds.

Armor, Space Marine - GP&3A3 lTS&1
Space Marinc armor is a heavily armored exoskeleton thal 3mplifies Ole wear

er's ST and provides prolcction against attack. The body of the suit is protecled'by
inch thick plale.~ of hiphase carbide (BPC) over shock absorbing padding, giving
lite wearer PD 4. DR 75 over the torso (locutions 9-11 antJ 17-18) and PD 4. DR 50
over the limbs and head. The gloves (Iocatioll 7) and faCe plate (10l~aljoll'5 from the
fmnt) have PO 4, DR 25.

TIle suit contains a force screen generator that creales a DR 150 scn:t:1I aroond
the entire body. This sctt:t:n's proteclion varies with the cube of the incoming ener
g.y. so it has full ctlcelivenc.~s againsl beam weapons, half effectiveness (OR 75)
against fast phy!>il'al allad.s sueh as b~ll1ct;e; snd fra&menl~ from e.x'plosions, and i)
(''X)l.Ilplclcly ineffective against "slow-moving" objects such as a space-axe.

The suit's exoskeleton givt:~ Ihe wearer a ST of 30. 'Ibc wearer makes any OX.
oo~ 1>kill roll" at -I. If the suit loses power lhe user can 1>tillmove, bUI will have
to use his own ST to carry over 100 pounds of amlOr.

Space Marine armor takes four minutes to pUI on and two to lake off. Each suil
must be specially fined to its wea~r; refining 3 Suil takes two hours and requires an
Armoury+2 roll. Failure means another two hours are required; critical failufC dam
ages lhe suil and requires repair by a Mechanic (Space armor).

The helmet ha.~ a medium-mnge communicator and a sensor visor that provides
lighl-intensification and anti-Blare fearores. halving any penalty for anylhing bUI
total darkness. and aUlomatically cutting out glare and uhra-bright light. It can
magnify up to 1000, giving the wearer +3 on any Vision rolls.

The suit is airtighl ancl pn::.,surized for vacuum, with a mdiation PF of 20. H has
II life-support pack:, a 24·hour food and water supply, a waste-relief system and a
12-hour air tank. It is powered fur one week by a D cell. costs $7.000 and weighS
105 pounds. In hand-Io-hand combat, this annOT dOt:s 3d ill Ihrusl damage, or 5d+2
in swing damage. Notc that the standard space-axe docs swing+3(2) dllJTlage, for a
lolul of Stl .,5(2) whell wicldcrl hy the armor.

Armor, Space Marine [Valerianl - GP&3A3H ITS&I
ll1ilt ilt a heavier version of the standard Space Mariue armor, modified for the

grealer size and strength of Vilierilills. It is exactly as above. with the exceptions
that i£ has a ST of 60, all DR.s ~ tJoubled. it requires (WO 0 cells. COSl'i $23.000
and weighs 225 pounds. In h,md~lu~halld comhat this annor docs 7d-l in IhroSI
damage, or 9d in swing damage. Note that the Valerian space-axe does swing+6(2)
dam~e. for a total of9d+6(2) when wielded hy the armor.

Armor, Dureum [Special Purposel ITS71
Aflt::r dureum could be roude manufaCli.lI'ed in quantity, it became feasible 10

incorporate dureurn inlays into ;lJlnvr. Anuor lhus enhanced has PO + I and lripled
DR. Huwever. durcum has such high inertia thallhe sr of such armor is reduced to
two-thirds il~ previous level.

A fighter familiar with dureum-inlaid armor can aim his blows between the
inlay slrips at a -8 pcnalty.1f he hil~, Ihe armor's DR ii'l divided by three in addition
to IIny amlOr divisor his weapon may have.
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@ WEAPON AND ARMOR TABLES
Weapon Malf Type Damage 55 Ace ~D Max lVt. RaF Shots 5T Rei Cost
Handgulls
DcLamt:h:r (T) 16 imp. 5dX2(5) 12 3 1,£XXl 2.5{K) • 3- 201C 12 0 S630
(Norm) erit. imp. 5dx4 II 5 300 5UO
(Em) cril. imp. 5dX2(~ JO 7 .00 300

Lcwislbn. M5 cnL imp. 2d+2 JO 3 '50 ••'iOO 2.5 3- 8+' 9 -I $'15
Lewiston. M17 16 imp. 5dx3 10 I 200 400 5 3- 201C 12 0 S120
Lewiston, M23 ver. imp. 3d+2 II • 250 3,000 2 3- 17+1 8 -I SIOO

Semi-POllable.f
Standish (beam) 15 imp. 5d(2) 22 2U 500 1,000 127 3- WE 6 -. $870

(shell) eril. C,Il,p. 6dx5(4d) 20 8 900 6,C)(X)

~ Melee Weapons
• Wf'apon Type Amount Krach Cust Weight Mill.')7:

Space-Axe imp. sw+J(2) 1 S60 151M. ••
(standard)

Spat;e-Axe imp. sw+b(2} 580 30 lb<. 4()
(Valerian)

Spul"t~-Axt'.. llu~ull} imp. sw+4(5) NFS 15 Ihs. ••
(stan(larrl)

Spucc-Axe. c..IureulU imp. ...w+7(S) NFS 301hl'. 40
(Valerian)

All space-axes can do crushing or cutting damage instead of impaling. but lose their armor divisor if so used. They
require 1 lum lu ready, and may get stllck - sec p. 896 sidebar.

Personal Armor
Tj'pe PD DK Cast WeiKh/
l.ight Space Armor 3 .0 SI00 40
Space Marine Armor ~ 75+150 57.000 105
Valerian Space Marine Armor • 150+300 S23,OOO 225

@ MEDICAL TECHNOLOGY
Phillips Regeneration ITS7)

The Posenian master neurosurgeon who perfected regener.llion wa... not actual
ly named "Phillips." but was called that by human~ unable to pronounce his real
name. He greatly relined the unreliable and dangerous Medoninn regeneration
oper-ott it),•.

Rolls again.~t Sense of Perception and Physician are required to perform the
procedure. which takes 800ut tive mmute.... The subjcct is given several injections.
tben hi~ hC:<lrJ is immobilized while two needle-mys. mounted on micrometered
racks and controlled by exceptionally fine verniers. are used to stimulate the pineal
,gland. On any failure of the Sense of Perception roll or c-ritieal failure of the
Physicilln roll, the: ~ubject develops mulignunt sarcomatosis throughout his lxxJy.
and must make a HT daily - fur lhe rest of his life, sim.:e he dies Oil the first failed
roll.

One trelltme:nl lasts for life. The subject gains the ;uJvarHages of Slow
Regeneration (recovering I HT ur Hit Point per day) ltD'" RegmwLh (a lost ear. fin
ger ur toe will Te£.row in Id wed;~, <l It),,! ha.nd or foot in lrJ+1 1Il(lIlths. and a lost
eye, ,Inn IIr leg in 2d+2 months). Ir the (iM wishes to charge the player for this
o~ration, it i!> worth 50 character poinl'i.

Replacing PDwor Coli.
It takes J sccoods lO replace an A, D. C

or I) ceU with a new one, and 6 5ttOnds to
replace a tiny AA or large E edl Spced
Load (rower Cell) skill (see p. 852)
3pplie-~ to R and C cells being reloaded
into weapons. Successful ~ of this skill
reduc:« the time to I sa:uod. ute-support
sySlcms. lind other items that cannot
arronl puw~r imerrupTioos. have two or
more cells. 50 thll.t if ODe is (InW\ed :llIOIh

~r 'lIkc,s over immediately. TIley Olte also
usually tl/ui",pe<t Wilh a warning ~Y5tem 10
notify th~ Ilser lhal one cell hilS beto
expended.
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Heallf Weapon Harness
{T52]

This device is a gyroscopically-stabi
lized, power-assisted armor mount for
semi-porlabJes. It allows <l trooper in
armor to carry and fire allY wcapon up 10
half the weight.of the annaT Ilsclf. The
weapon's accuracy and recoil are figured
c;I\llctly lL~ if the weapon were mounted on
the approprillte tripod or vehicle hard
poinl. TIll;:: harness hilS olle major disad
vantnge; if the wearer goes prone for any
rea.~n. it lakes ten turns for him 10 get to
a kneeling position, and anolha one to
Siand. The WCIlJ'lOn cannot he fired when
lht'. harness-wea~r is pnlllt:. The h.lnlcSS

... itself weighs fifly pounds> {:Osls $50 ,II1U is
powered from the armor it is altached to.

Hyper-Rotation and Oureum
The intersection of two hyper-spminl

warp field .... ha.... all intcn.:sLillg sll:k:-cffccL
A smaller wnrp field. IlctivlIfed within an
1Ilreatly e ... l.... llug lal'gt:::1' aIle. will rotate
itself (and everything within ils volume of
effect) out of phase with the original plane
of exi~tence. Anything ~o rotated cannol
inlerdcl wilh unrolalw objel'b al all. They
simply move past (not through) one anoth
er. No natural material object. however
dense. or physical force. however raven
ing. l'au affel'1 anything lhal has been
hyper-spatially ['(liMed.

Shipboal'd hyp.;:r-,'otMor~ eQst $1 fl.OIXI.
weigh 10 !Ons and lake up 5 eubic yards.
plus $20. 0.02 ton and 0.01 cy for every
1.000 cubic yards of capacity. They con
sume len pounds of energy 10 mmte thar
volume. am! l.lit" saJllt' to un-rolale it, bUI
no energy i~ reCJuired to maintain the con
dition,

Ollreum,;tn Itr1ifidl,I .~lIh.~taucc crealcd
hy the Eich. ;s hyper mlaliuually SyllllllCt
riral. It will interne.! with 1111 olher m'ller.
hIlWt:::Vt:::I' lotate-d. ill any plane of exis
tence. 11 is very dense. weighing ~tmlC

2.000 Wllt'li as wu<,;h as au equal volume
of waler. 11 also hypo;:r-im;:rl. wllh all [ner
lisl mass approximately 1.000 times lIS
1?ravilalioual - ils illcrtia is nearly
2{)(1.000 times that of an equal volume of
waler. A tlllfelllll bar that could be easily
liftcd would be very difficult to swin!! and
equally hard to slop.

Dureulll is pheuoml;'.lIally hard I(l man
ufacture lind (,.V(".11 more refr;lt:tury lu
work.. It is valued 111 some $21,000 per
ounce in ingot fonn. TIle l'o.sl vl' worked
UlllcuiU. ill useful forms such a~ wenpons
or armor, can he very roughly estimated at
vne million lirl'lC~ the co~t of a nonnal ver
sion of th~ ilem.

The actual regrowth process may require medical assistance. The subject
regrows all parts of his body - hair and teeth as well as missing limbs, organs and
nerves. Prosthetics. including pacemakers, tooth fillings, and so on. must be
removed, and limb stumps may require surgical attention. Regeneration cures all
physical truumas, but has no effect on the intellect. e.g.. Mindwipe is unahered.

The new body parts are perfectly healthy. but have any genetic (birth) defects
that lhe originals had. and are the same biological age as the rest of the body. New
eyes may require corrective lenses. either because of old uge or because of u birth
defee!. New !eeth may need onhodonture.

New limbs fonn at 5T and DX O. and require physical thernpy to come up to
full capability. Each week of professional training allows a Will roll. plus 2 for
High Pain TIm::shnld. Suect:ss adds one to hoth ST and DX, cl'itical success adds
Id, and critical failure reduces both by onc. The new limb's ST and OX cunnot
exceed ilS original values, mljusled lor the age of the rest of the hody.

Al lmil hllmanily had been given what hat! Sl)ughl fl)r lIlany hundreds I)f yean;:
a cure for infantile paralysis (polinmye/iri.f or "polio").

@ THE HYPER-SPATIAL TUBE nSBJ
The master engineers of Boskonia, the Eich, devised a method of physically

entering uthcr planes of exiSkfl(;e. TIle hyper-spatial tube generatOr CreateS a cylin~

drical warp tangcnt to bolh ils own spacc al two locations (imprecisely. but uscful
Iy. called the "ends" of the tube)_ and also langent to a large (possibly infinite)
number of olher spaces along its hyper-length.

When a hyper-spatial tube is fIrst created. its points of tangency cannot lie
c1o.~r to any rna...." than Cardygne:f Limit, a radius determined by a complex and
nOI yct fully understood relationship to the tube's hyper-circumference and the
m:.tgnt:lil: fidtls ~Ild ~,,~ular lIIomenta of nearby masses. In the case of Sol,
Cardygne's Limil fur a hy~r-spatialtube thal can pa...s a small planet is about 118
lllillion miles, Ihongh it varic!1. !1.omewhaL, particularly with Jupiter's proximity.

Ont:e the tube is geller-ned, however, mass c~n move closer and even into it
wirhQIlT effect. ThU!1., a mhc cannot he created around a planet. but it wuld be creal
ed lihelid of Ihe pland in il'i urhil so that the planet would move into the tube.

Blllering ~ nll)c causcs a malaise in all sentient life that is indescribably horrible.
rl ha'i all the effect.. of extreme space-or free-sickness. except that no one has ever
heen able to develop a resistance to it. Everyone is affected. and is incapacitated until
they make a HT roll (uying once per second. after an initial five-second period).

A generator thai will create a hyper-spatial tube large enough to pass !I ship is 11

huge imaallatioll. some 5 stories tall and fifty-some yards square. It costs about
$80,{)(X) to build and consumes 15 pounds per huur. A tube big ellough to carry a
Tdlus-siLell pli1llel would need II generator covering some hundred acres, costing
I,lvt:r a hill ion dollars.

(~ PSIONIC DEVICES
The science and enginecring of psionics is well advanced ill Civilization.

Ocvices fhat receive and transmit thoughts are not difficult 10 design and build,
though thought-controlled machines are considered di1llgerous. Most intellects are
insufficiently llisciplinelltu no/think Ule cOlllrol signals at the wrong time.

TECH••L'S'
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Broadcasters ITS2J
The most famous lhoughl-broadcaster is the legendary Golden Meteor of the

Triplanetary Service. A tiny gold bauble, it was carried in an insulating container
and served as the unmistakable. insignia of an agent of the Service. It was impossi
ble to counterfeit for many years, bt:cause it haulhe pruperty uf lr.U1srllillill~ a lde
palhie shout when touched. Anyone blUshing rhe MCleor with a finger "heard" an
unpronounceable syllable, the password of the Triplanetary Service, as a thrilling
sllrge yr power .~hoolin8 through his very bones. The MClear was powered by <In

internal source of radioactivity.

Thought-Screens ITS6J
A thought-screen is an electronic device Ihal generates a psychic barrier identi

cal to a telepathic Mind Shield of skill 3. Screens' powers and radii of cuverdge
vary greatly, from personal units to screens thai blankel cntire planets.

Personal thought-screens protect only the wearer. They cost $2.50 per point of
I)()wer and weigh one pound. They can be energized for one week from a B l;ell.

Thought-screens fur space ships weigh 10 tons, take up 3 cy and cost $1,000
plus 1 lUll. 0.1 cy and $100 per poilU of power. They conSl.lmc O,OJ 11)./hr. per point
of power and per 1,000 cy of ship si7.e.

Ground-mounted thought-screens fill 1 cy and cost $500 per poinl of power
a.nd per 1,000 miles of radius cubed. They require 0.2 Ih./hr. per point of power and
per mile of rudius cubed. Thus il thouglu-screen to prote~~t a Tellus-sized planel
wilh a power of 10 would occupy 2, I fit) cy (li. small four-story builc.Hng). cost
$1 ,oxn,non and consume 432 Ib.lhr..

@ LEGAL DRUGS
Amphetamine

Amphetamine (trade-named Henzedrine) and ils relatives such as Dexcdrine
and Kedeselin (all referred to a... "uppeI'S," "pep pills" or "speed") arc available and
quite acceptable for usc throughout Civilization. They nre cheap, slightly addictive
and socially acceptable; wonh no points as an 'lddiclion. They are appetite suppres
sants, and instanlly reSlore ld of Fatigue loss. Roll versus HT; the Fatigue is ban~

ishec.J fur a number of hours equal to half me amount the roll was made by (at leasl
one). When the time is up, the user gets alltha! Fatigue back, plus 2 mon:o

For each dose taken within 24 hours afler the firsl, the HT roll is at -I. Large
and frequent doses prooucc exhilaration, and depression can occur when usage
ceases. If Fatigue goes below 0, the e~trd pninL<; of Fatigue lost are taken as lost HT
instead. If HT falls to 0, the user sullers a heart attack, blacking out for Id minutc...
"nd raking 3d damage..

Barbiturates
The derivatives of barbituric.: acid are habit-forming drugs used as sedatives

and hypnotics, to induce sleep, relieve anxiety and neuroses by inducing drowsi
nesS, and control epileptic seizures. Taken to cause a state of euphoria, barbitur.lles
are among the most widely abused drugs. Sometimes they Clfe used in suicide
attempts.

Barbitumtes iIl;l l~l depress the central nervous system. The ntte at which they
work varies witlt:1y. Some, such as amobarbital. enter the bnlin SklWly and are u~d
as an~iety reliefs. Others, such as secobarbital, work faster and are used as sleeping
pills. Very fast barbiturates, such as thiopenal, cause sleep in seconds; these are
used as adjuncts lu anesthesia a.nd as knockout drops ("mickey finn..;").

BarbiWT<lles t:ause a loss of I to 6 points of OX and of IQ, dt:~l1dil1g 011 exact
composition, as they impair judgment .md mulor control. Other depressants - such
'IS alcohnl, antihistamines. and rranquilizers - cause synergy, increa.<;ing the effccts
of all drugs concerned. An overdose results in coma and death. The human body
develops a tolerance for barbiturdlcs, requiring larger doses to produce the same
eJfect.

lesser Stimulsnts: CoHee,
Tes snd Chocolste

Caffeine. found in coffee. is a mild
stimulant and diuretic. Chocolate contllin~

C.h~llhrolllhie ("holy food"). a ehemic'.al
closely rcl~ted In caIT~ine. Tea C"OII18ltU

theophylline ("holy planl"), an isomer of
lheobll)mine.

All are (heap. slightly addictive and
.~ocially encouraged: worth no poinls as
addietiollS, though partiClllarly heavy U!iC
is certainly a quirk.

Alcohol
Myriad forms of alcoholic beverage

are popular throughout both DOlilwnia and
Civilizarion. In add ilion 10 the many
Tcllurilln liquors. Aldebaran bolega,
Martian zY;£IIJol Rtld RIl(le1ip,illn la~lo.

among many othen>. are also popular.



@ ILLEGAL DRUGS

Tobacco
At 18 I;elltos a pack for cigarettes up to a full credit for it ~uperb I;igar. nicotine

is cheap. highly addictive ami It=gal: a smoker has a -5-point babit. Civiliuuion
docs "0' disapprove of smoking; to the contrary, a non-smoker has a -I-point quirk.
and objcl;ting to anything but the eheOlpest of bad cigars is a -5-point OPH. A
severe allergy to tobacco smoke is a -5-point di~dvantage (8 weakness to a com-
mon sub!.lance, doing Id per half-hour 10 Fatigue only). .

hyalin
Fayaljn is a "stimulating. although non-intoxicating beverage prepared from

the fruit of a Crevenian shrub. Fa)'alodaJfIlJ AllgIISlifolll~' Barnslead; much in
favor as a ceremonial drink among those who can afford it." It is a jewcl4 1ike red in
color.

At $5-7 a fifth. fayalin is mcdiulll-pril:cd as drugs go, mildly addictive and
legal: a habitual drinker hus II -5 point addiction.

• • • •• •••• • •
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Many of the tlrugs knuwn on Tt'!lu~ prior to the end of the World War arc still
itviw.,ble. hl gene-ml, rho"-C ck:rivcd fmm native planl'i have not remained popular.
8.'i their cost.. rise !oharply uff-,,"orld. Drug~ th:u call be CIle.1ply synlhesi7cd with
readily available equipment have proven more lucrative. Thus. peyote and marijua
na are all but forgonen. and morphine and poppy opium arc rare, but heroin (a for
merly-trademarked brand of synthetic morphine) still has its adherents. Exceptions
exist. of course. Cocaine is popular in some subcultures of the zwilnik world and
ohviously thionile is immensely profitable despitc - or becausc - of the unimag
inable dinicultie.'i involved in its acquisition from the one locale where broadleaf
grows.

Apart from those few c:u:cpliollS. modern pharmacology has yielded PSY4
chotmpics more hellish than any Nature can create.

Bentlam
The psychoactive ingrcdicnt of bcntlam (also known as "benny:' "benweed" or

"happy-sleep,") is allalldamide. a chcmical closely related to teuahydrocannabinol
("THe," found in Tcllurian mllrijuuna). 11 is easily synthesized at a purity and
potency undreamed of by the hashish~aters of ancient Tellus. A fibrous material
much like lindy-cut chewing tobacco, bent lam is usually formed inlO small cakes.
or "units" like minialure candy-bars. and chewed. For a number of hvurs equal to
the number of units chewed. the user is in a state of euphoric intoxication.

••• ••••• ••
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Thionite
-!1l1onite is the rv pl"'f ultra of drug.~.

the zwilnik's dream cargo. This purple
powder;~ incredibly \a1uabk. ill~...~jbly
3ddiclh'c, and totally ilkl;al. Ch:ar.quill
thionile is II rinla.~liclllly polen! drug. easi
ly mCla.bolized by any creature wilh
hcmozlohin-b;:aring blood. A light dose 15

half II mu:rogram: a single 000\.'(. l"vutains
over 60 million doses. 1b: Wl,))1 ~VlllllM)U

way to take lhionite is 10 ~nirr it into the
sinuses, hut il can also be swallowt'd or
liquefied and injected. h is even slowly
absorbed Ihmugh !he Sk:IO. which requires
it to be handled with care. Law enforce
ment typic-.lIly Cllll.:ula~~ IhiOflllC'S "street
value" at SIO pr-r microgrnm. In fll"dice.
;I U.'ier'J1 Iiro.l diN:: l~ often free. whik fol
lowing doses lite priced a' \l. h:l1 the dealer
estimaleS lhc: addIct 1$ capable of paying
- since tbe addict ",..ill pay anythmg he:
can for thai next dose.

While high on Ihinnite the user hal. ~
Delusion thai eIIUl desire. mental or
physical, is being completely satisfied. 11
also givcs +3 10 ST. -8 10 10. and -15 10
DX. If DX goes below 3. lhe user is in
··muscle-lock... when "e~ery voluntary
muscle in the body goes into a rigor u
ex~me as tkath iut'll,"

E~t:-ry tinw II duse is taken. ,he ll~er

must rlll1 venus his HT divided by the
number of micrograms takcn III the PUSI
tK'l!llfY1our hours (to a maximum of 16.
DO minimum). If he fll.il~ Ihe mil. he per
manently loses 000 poinl of lIT. On crlll
cal failure, he dies of hcul'l failure. The
high and accompanying muscle-lock corne
on within M"<:onds. and la.~t fivc minutes
per microgram lUkcD or one minute per
poi lit of HT of the user, whichever i.~

longer.
IL i~ phenomenally addictive (.15 to the

Withdrawal roll). All)' time II lhionile
addicl b ill the presence of the drug. he
must make: II withdrawal roll or give into
the craving and do anything to gel thai hit.
Th:ll it may kill them is absoIuldy lfR'Jc;
vanl. Most IIddicts make qUIte sure that no
more of Ihe drug is available for some
time after their hil. If thl' WIthdrawal mil
i~ I!VU failed. the addict immediately
acquires Megalomania - they know that
mey can tUI\'C their c\-cry desire S3l1srlCd.

TllJonile is a -75 pninl Addiction 
e.'>SoeJl:liallya rerminal illness.
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If a bcntlam enter (3 "henhcad") needs to do <lnylhing while under the inOu
encc. he must first work up the motivation hy making a Will roiL minus the number
of units chewed. Body weight reduces lhe drug's effect.:;; add the user's weighl
divided by 50 puund" (rounded off). For example, a 22Q-lh. user wilh IQ .22 and
five levels of strong Will who look the hemic duse of 24 unilS would have to roll 7
or less (22 rQ + 5 Strung Will-24 units + 4 50-lb. incremenl\). If that roIJ succeeds•
he hac; convinced himself ilial the lask i" important enough to think about. Then, in
order to force his body 10 actually do what must be done. he must make a HT mil.
wirh Ihe same modifje~ as above. If the uscr ahove hilS 11 liT uf IS. lie musl roll:l 3
- he is almoSt completely incapacitated. He is able to think fairly clearly. but his
body has betrayed him.

Street prices start at $1 per unit in quantity. Bentlam is cheap, mildly addictivc
and illcgal; u bt:ntlam chewer has a -S-point addiction if he can limit himself to
non-im.:apacitating dosagcs, -15 points if he routinely knocks himself oul with it.

Hadiue
Hadivc i~ a black, tarry. inflammable gel wilh a consistency much like pud

ding. It is smoked in a wide variety nf ways. from special waler-pipes to soaking it
into shredded paper and rolling a "l:rickeC' that is smoked like a cigarette.

The name of this drug is properly pronounced "hah-DEE-vay" on Vandemar.
iti planet of origin - bUI it would be considered a humorous atf~tation to do so
anywhere el..e. "HAY-dive" is universally understood and expected. The active
ingredient, s)'lIalthio:.oIC'. c.'ln be created without much difficulty in any hiochemi
cal laboratory.

Hadive caU~l:~ ;)'Ynt1t'slhesia, an unusual "cross·circuiting" of the senses in
which, fur example. smclls are perceived a.... colors and textures are audible. The
effects are almost always pleasurable. so a hadivc sllloker is usually idiolkully
~lIIiling. and they are diredly related in intensity to the stimulus. A stanle response
will set off orgasmic sensations. Hadive dens are always full of stroboscopic light
ing and deafening. discord.tnt mu))ic.

lIadive costS $S for a quarter-ounce. which will provide IO-IS doses. It is ille
gal. cheap, stimulating and haJlucinogenic; addiction is a -15 point disadvamage.

Heroin
Clcar-<Iuill heroin coStS $10.000 per pound in bulk. On the street, it i.. u.lOually

CUI with ine" filler ,l1ld sold in "trey bags" of one gram each, costing three credits.
Heroin is mcdium-expen!>ive, incapacitating. illegal and totally addictive: an

addict has a -:m-poim disadvantage.

Ladolian
Ladolian is a thick yellowish-green liquid, urumulic and with a bitter tll))le. Its

aelive ingredient. ,h/ljone, causes hallucinations. and prolonged use results in men
lal dctcrioration and sterility. For e\'cry ounce that is dnlllk, the user must make a
HT roU. On a critical failure, he permanently loses a point of IQ.

LadoHan was created by the ancient Manians from D:ltive rock molds, but
proved quite simple of synthesis. There i~ a cachet attached to Mart;(m ladolian.

Toxici"
Thionitc is remartable (or itS pOtency_

but is (ar (rom being the mosI toxic sub
stance ever encou:nlcn:d. 11Jc rccommcnd
ed limit Of! the coocenmllion o( plUlonium
in air is 0.00003 mkwgr,ullS per cubic
meter. nOi (or any radiological reasons.
but because chemically it is one o( the
most dange:rous poiSOD$ ever k.nown.

Uoweve:r, a thionite user who begins
his addiction with HT 10 lind takcs only
hlilf II microgum :I d:ly hu :I lifc
expectancy of less Than four months. con
sidering only the: dc:bililating effects of lhe
drug. And of coursc. as thc high gets
shoner and shoner. he·will be strongly
templed to Increase the dosage....

Thionite Example.
LCllSlllan Hanner, infiltrating the

zwilnib urKkn:uver, mUSt pmve himself
by taking a four-microgram thionite: dose.
His I-IT b: 16, sotJe mils against 4. He will
be in muscle-lock (or sixteen minutes. He
will lose B point o( HT unless he rolls II ]
or II 4. On a 14 or greatcr, he dies ofhcart
failurc. If he: were to immeJililcly take a
second four-microgram dose, he would
roll again, againST 2 - losing II point of
l-IT ButomatieQl1y, dying on 12 Of ~ater.

An average ncw u~r o( HT 10 wbo
takes bal( a mtcrogram mils against 20
actually, the maxjmum o( 16. He will
enjoy a la-minute high. On a roll o( 17,
he loses a point of fIT. and Of! 18, he: dies.
A looK-time addict with HT 4 will have 10
take two micrognlms to cnjoy a la-minute
high. but must then mil against 2, He luses
a point o( lIT automatically, and dic.~ on
any roll of 12 or greater,

.~.••••...
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however, and it commands double or even higher price. There is no real way to tell
Martian ladolian from any other, though. Caveat zwilnik.

Though illegal throughout Civilization and quite dangerous, ladolian is a popu~ _
Jar psychedelic in the wealthier circles. Its hallucinations alter the perceptions of
the user (0 fit his desires. The visions have their bases in objective fCality, bUl the
user believes lhill whatever (or whoever) is present is whallie desires it (or them) to
be. Thus. a pile of trash may seem to be thousand-credit bank-noles, or a pusser-by
may be believed to be a dcvOIcd slave. Obviously this e1Tect cun pro<hu.::e both
hilarious and uagie consequences.

Ladolian's bitter taste is frequently disguised by diluting il with water navored
with herhs such as licorice or fennel. The classic method, considered by aficiona
dos ID be Ihe only "proper" way, is to use a special, finely made, and lIery expen
liive glalili that allows ice water to seep through a sugar cube into the drug. The ulti
mate refinement - inarguable proof that one is a true connoisseur - is to use
super-cooled Martian canal water. Ladolian turns opalescent white on contact ~ith

water.
At roughly a $[0 all OUIlCt\ it is a inodel'ately expensive habit. It is hallucino

genic and illegal. It is not physically addictive, but psychnlvgic1J.lIy it is quite
seductive. A ladolian adclietjon is a -20-point c1isarlvantage. ~

Nitrolabe
Nitrolahc iii an exception to the general rule that regionally-developed drugs do

1I0t have wiJ~slJr~'id populal'ity. In {his casc, case of transportation explains the
dmg's success.

The nine-fish (Ni/rosu labilt:) of CentcaHl'I Vl is a small amphihian, massing
flbo(lt ,I pi.ll.md and vaguely reselllhlillg a nine-armed starfish. living in the alkali
tidal flools of VI's ammonia-ric.h oceans. It is covered with a host of needle-sharp
spines that secrete a nerve toxin deadly to native Centra.lian life. A hardy creature,
it can survive most reasonahle environments; in unrea"ionabJe ones, it curls up in a
ball and goes into a slale of suspended animation. Balled-up, their bodies are about
three inches in diameter, and the needles add another inch all around.

However. all life on Centmlia VI has copper-based blLKXl. Nine-Jish toxin has a
vcry different effect On beings with iron-based blood. Tt still attacks the nervous
system, but rather than hlocking neural transmissions, it induccs them. The rcsuh is
an orgasmic trance lhat can last more than an hour.

It also has some unpleasalll side-effecls. It not only throws the user into a total
ly incapacitating twitching paralysis in which it is physioJogicaHy impossible for
thcm 10 voluntarily move or think. flt flll, it permanently alters the addiel's ncuro
chcmislJ)'. His nerves become unable to function without the toxin. If the addict
dves nnl 8d at lea...t a dose a week. he suffers excnl(:iating pain lhroughout his
hody as his nervous system begins to fail. Each week in which a dose. is not taken,
the addict pennanently loses one pOint of OX and One hit point. This damage has
all the same effccts as baltic damage, including consciousness and death rolls,
except that it cannot be cured by anyUling short of ('hilJips regeneration.

With every dose. a user must roll against HT minus the total number of doses
cver taken. On any failure, he has become addicted. On a critical failure, his ner
vous system fails. and he dies in convulsions. Nitrolabe is instantly lethal to all
epileptics and about X% (a roll of 3 on 3d) of all other humans. Those acutely vul
nerable populations willllutomlltically critically fail their HT roll.

Shipment of nine-fish is a ve.ry simple matter. Thick gloves will proteel the
harveswr fwm Ihe needles, ami eXflosing them to pure water will cause them to
e.stivate (nine-fish consider water without dissolved all1lllt"lllia vuy unreasonable).
hi (hat stale, they can be packed in a wide variely of ways, though care must be
tak.en to prevent thclII from stabbing each other, since they are susceptible to their
own toxin. Dead nine-fish nOI only do nOI produce nitrolabe, but also smell unbe
lievahly horrihle. An entire nine·fish is worth 1100(11 .. hundred credits, and will pro
duce aooul five hundred needles in its life. Individually, needles costs at least $10
each. Nitrolabe is very expensive, incapacitating, illegal and totally addictive; a 
4(I-point disadvantage.

~,
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SAMPLE SHIPS
PRODIGIOUS

ADauntless-class super-dreadnought nS7J
Prodigious was under construction when

Medon arrived at alpha Centauri, providing the
Patrol with their phenomenal electrical technolo
gies. Construction was halted. plans redrawn and
Prodigious became the first ship built. with the
new equipment.

S,ruc/ure: 12 million cuhic yards of hull - a
Lear-drop 2.100 feet long, 700 fcct in diameter.
massing 120,000 tons and worth $60 tuillion.
Excellent streamlining cost another $300 mi Ilion
and takes up 600,000 cy.

Propulsion: Jets massing 1.5 million tons,
taking up a million cy, costing $200 mi Ilion and
consuming 100,000 Ib/hr provide one thousand
megatons of thrust. The Bergenholms cost $2.31
million, mass 2,310 tons, occupy 6,915 eyand
consume 3,000 Ib/hr.

Power: The hanks of accumulators which
store three million pounds of energy mass 15.000
tons, occupy 3,000 cy and cost $6 million. The
200 400-1b/hr atomic motor-generators mass 8
tons, occupy 3.2 cy and cost $12 million, and
provide excitation for the R-thousand-million
lblhr cosmic ray absorption screen. It masses
400.000 tons, takes up 81lO,OOO cy, and cost $16
million.

Accomodlliion: 300,O<KI IOns, 7.5 million cy,
$120 million of cabins for 300.000 officers and
men. 150,000 tOilS, 600.000 cy. $15 million of
life support equipmcnt.

Weaponry: 15 necdlers, totalling $135.000.
750 tons, 750 cy, 3,000 Firepower, 45 crew. 20
macro beams, totalling $6.000.000, 20,000 lons,
20,000 cy, 100,000 Firepower, 500 crew. 8 Lhree-
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projector primary beam turrets, totalling $12 mil
lion. 16,000 tons, 5,600 cy, Firepower 4.8 mil
lion. 600 crew, 1,170 round, loadout. 20 tractors,
20 pressors and 20 tractor sl].ears, all with mega
Lon eapaciLics cost $ 1.230.000, occupy 120,000
cy and mass 60,000 tons.

Screens; The wall-screen generator ocl:upies
625.000 cy, cost $31,250,000: masses 125.000
tons. consumes 1.25 million Ib/hr and provides a
OF of 2500. The three inner screens each have a
OF of 500 and total 75,000 cy, $3.750,000,
15,000 tons and 150,000 Ibthr. The five mid
screens each have a OF of 100 and total 5,000
cy, $250,000, 1000 tons and 10.000 Ibthr. Tbe
ten outer screens each have a DF of 10 and total
100 cy, $5,000, 20 tons and 200 IbIhr.

Accessories: Comma and sensor suites total
$5,500, 15 cy and 10 tons. lndeteetability suite
rated at -5 cost $4.8 million, takes up 144,000 cy
and masses 4g,OOO tons. A nullifier-scrambler
raLcd at -10 masses 2,560 Lons, Lakcs up 5,120 cy
"nd cost $2,560,000. JaJl\Jllers rated at -10 cost
$ J70,000, occupy 100 cy and mass 1.5 LonS. The
display tank occupies 10 cy and cost $250. and
the ten Simplexcs cost $1,000. Artificial gravity
and pseudoinertia generators cost $120 million,
mass 180,000 tons and take up 120,000 cy. The
habitable cargo space is usually outfitted with a
Space Marine armoury, extra magazines and
elct:Lronic warfare equipment.

Performance: Maximum free speed 158 pph,
cruising 105 pph (note that the speed will drop
50% when Lhe indeteclability suite is active).
Maximum inert acceleration 333 gees (3.4 per
ceived). $1.048.5 million, 3 million tons. OF
4.600. Firepower just under five million.

.•.
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42-63510 THE "HEAVENLY BODY"
A2G-BA speedster nS7J

Strictly speaking, speedsters have no official
name. but they are universally referred to by the
caption of their nuse art. "Heavenly Body" is one
of the many excellent works of art by LL. Anson
Maynard (Lensman), showing a buxom
Chickladorian with exotic green eyes, flying
through a shining m:bula. Ll.. Maynard posi-,
tioned the figure very carefully over t.he panels
covering variolls sensors, and painted ex.tra pan
els. Thus the pilot has a choice of displaying the
figure coyly fig-leafed by curls of glowing gas,
or in her full glory.

Speedsters arc nOt warships; (heir defenses
arc feeble and (hey have no offensive ahilitics at
all. "Heavenly Body" is used by the 1'leeL
Astrographic Survey Ageocy to perform long
baseline gravimetric interferometry.
Accordingly, it has been stripped down and fitted
with jets that give her "more legs than a cen
tipede."

Structure: 500 cubic yards of huH - a wasp
waisted cigar-shape, 216 feel long and 12 feel in
diameter, massing 5 Ions and worth $2,500.
Radical streamlining cost $25,000 and takes up
25 ey.

Propulsion; The driving jets provide 90.000
tons of thrust, massing 135 tons, occupying 90
cy and cost $1 X.ODD. The Bergenholm cost
$YO,OOO, masses 85 tons and takes up 255 ey.

Power: The accumulators whidl SLore 10
pounds of energy have negligible mass and vol
ume, and cost $20. They provide excitation for
the IOO,OOO-lblhr cosmic ray absorption screen,
which masses 5 Lons, takes lip 10 cy llnd cost
$200.

Al.'{:omndarion: I tons. 25 ,y, $400 for the
cahin, 2.5 tons, 6 ey, $550 of lifesupport equip
ment fur single human.

Weaponry: Two tractors and two pn:ssors
each with one kiloton capacities COS 1 $2,080,
occupy 8 cy and m<iSS 4 Ions.

Screens: The wall-screen generator provides
a DF of 20, and occupies 40 cy, cost $2,000 a,nd
ma'\ses 8 tons. The inner screen has DF 10, occu
pies 10 ey, cOst $500 and masses 2 tons. The
middle sCreCn has DF 5, occupIes 2.5-cy, cost
$125 and masses 0.5 tOll. The outer screen has
DF 3, lx.:clIpies 0.9 cy, cosl $45 and ma.'\ses 0.1 R
ton.

Acce.'i.mrie.\": Conuno and sensor suites total
$5,500, J5 cy and 10 tons. Artificial graviLy and
pseudoinertia generators cost $10,000, mass 15
tons and take up 10 ey. The display tank takes up
negligible weight and space, but costs $200. The
single Simplex costs $100. The habitable cargo
space is usually outfitted with scientific equip
ment.

Performance: Maximum free speed 450 pph,
cruising 300 pph. Maximum inerL acceleration
330 gravities (3.3 perceived). $157,220, 273
tons. DF 38.

HEAVENLyll>
800Y
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Impro~ing Telepathic
Abilities

Usc the rules for Adding and
bnpYOI'ing Skills (p. 882) for telepathy
~kills. Td~IIa"ljl,: row~r l,:<In I~ jIl1Jlru\l~U

as well, but only if the character has at
least Power I to start with. Characte~ can
apply experience to telepathic power or
skills thal were u~t:lI ill all auvelllure, or
use my of the methods for ImprQ~'~m(;'nl

ThrQllgh 5rudy de~riUedOil p, 882:
f"inding a 'teucher is the t'ilsiesl

method, requiring 200 hours of perMJIlHI
tutoring per character point gained.
However, Lhe teacher must know the abili
ty you wish to learn or improve at a higher
level than you do. Diffc.rc.nt worlds denl
with the flowers of the mind in diffcrcl1t
ways - on Tellus. finding a teacher other
th3Jl the Galactic Patrol is all bUi impossi
ble nnd winning iH,;(:cpliln(:e from the
AdePL~ of North Polar Jupiter would be :lJl
advenlUre in itself. while the Rigellian
i\cil(Iemy of Thoup,ht p,ranls .'il.:hulilr.ships
to promising tclcpaths of all met's.

Sr.LJTi'I/i"hinl( or .ddlh am! powers is
also possible. but unlike other s1(ills, lhis
L;lIa~~ IF-II linzF-.~ a., hill!'; - :WOO hOllfS !"lCF

poinl.
SdlOOls fnr tc1cpo.ths exist on some

planets - Ull Ve!;mtia. tt<achen of tele
pathic skills charge tuition and advenise.

Jobs count only if the telepath is using
his ~k.ill or power as all integral part of his
uaily routim::. TIu;:y provide about 2 112
chamcter poinlS of experience per year.

r-------- ..............• "

@THE LENS
A Lens appears to be a lenticular mass of myriad tiny gems endowed with a

sort of pseudo-life. When it is worn by its owner, each gem is surrounded by a cor-
usc3ting polychromatic aura of light. A human's Lens is contained in a platinum
iridi\JTII brH(,;elet worn on the wrist. (However, Lensmen going undercover have
been known to push thc bracelet to their upper arm or cven wcar it around an anklc.
l.:uvered by high bouts.) Olher spedt:s wt:ar tht:m in tlifferent W;lyS; a Vdantian, for
e;·mmple. has it embetlded in the in(,;hes-trul.:k armor of s(,;,lle and bone of his fore
head (or what passes for a Vehmtill's foreheud - see cover).

1\ Lens cannot he destroyed while it'i owner is alive. It is a philosophical con
struct. not a physical object. Its brncelet can be dmnaged, bUl the Lens ilself would
be unaffected even by Ihe unimaginable violence of a duodec explosion or the
incomprehensible nothingness of a negasphere. Upon it,> owner'f\ death, a Lens dis
solves in seconds to a harmless jelly.

A Lens is an unforgeable identification. Each one is absolutely unique 10 all

individual. When it is scpararc(l from oilS owner, a Lens becomes dull, gray. and
lifeless. Even the briefest touch of a Lens in this state is utter agony; prolonged
contact docs 3d poims ot" damage per second, Since the Guard'i<Uls of Civilization
are ultimately trustworthy, their ahsolutely authentic in!!trumentality is as wcll.

A Lens also serves as a universal tfi'll\s!ator. No code ur dpher can successfully
hiut: ,l lliCSS;'lgt: fruUl II LeuslIl,'u, lind IIU lallguilge is fureign. Concepts lUay be
incomprehensible - no merely three-dimensional being can ,understand the
pr'ocess of dexitroboping, for example. Messages call also be iInperceptjble - a
human Lensman cun't understand a radio transmissiun withuut a receiver.
However, a Lcn.'iman can understand any meaningful communication that he can
perceive.

But most importantly. a Lens enhances whatever abilities are weakest in an
incomplelely developed mind. "Slriclly speaking, a Lens has 110 real power of its
own; it merely concentrates. intensifies. and rendcrs available whatever powers are
already pos.'iessed hy it.'i wearer." If Ihe Guardians were to give a Lens to a being
who had no telepathic powers whatsoever, for example, that being would 1I0t gain
any. TIle l.ens r.:'llInol cre;lte ability, only improve ii, and there are limits to the
improvement it can make. Humanity's drive, its indomitable will, surpa'i!!ed
Mentor's expectations without the aid of the Lens. Accordingly. Lenses dQ nnt

attempt to improve a human's Will.
Since every race has developed differ

enl strength.'i and weaknesses, a Lens ha'i a
different etl'ect on each one. Thus, a Lens
grants scope to the !!mnll-minded
Palainians, drive to the vacillating
Vclantians, range tn the sl<xlgy Rigellians,
Clnd telcpClthy to the psionicCllly feeble
humans. As a general rule, when in physical
contact with its owner's flesh. a Lens grants
50 character points. to be used in whatever
area Ihe character's race is weakest.

Humans must put their points into
Telepathy power and the skills of Telesend
and Telereceive, both with at least the
Interstellar Range Enhancement. Palainians
musl puy orf their Cowanlir.:e and Weak
Will, raise Lht:ir TelepaLhy skills LO
Interstellar Range and put any remaining
points into Strong Will. Rigcllians must buy
off their Weak Will. raise their telepathic
skill!!' range to I"nterstellar and put any
remaining points into payillg off Obdurate
and Hidebound. Velantians must raise their

TElEPAJIIY r~~' I
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Telepathy skills' Range to Interstellar and put all remaining poinLS into paying off
Weak Will (or buying Strong Will). The GM will define where other races must
place their Lens points.

Any "len-uver" poinls that won't buy a full level of a skill or advantage are
"saved" and combined with any points eamed by experience for lhat next level.
Note that alllevcls of Tclesend provided by the Lens include the limitation Cannot
Lie. (Note, too. that Cannot Lie is not the same as Cannot Mislead Via Carefully
Phrased Truths Which Imply a Falsehood.)

The' 50 points supplied by a Lens must be kept separate from a character's
other pointe;. since they arc lost when the Lens is removed and come baek when the
Lens is again put on. Points acquired through experience will remain, of course.
Thus. a character who buys Power-8 Telepathy wilh 40 uf his Lens' points. and
then uses ten puint~ gained through experience to buy two mure levels. is Puwer-IO
with his Lens and Power-2 without it. Once the points s\lpplied by the Lens are
allocated. they cannot be moved. They only disappear and reappear a.e; he dons and
removes his Lens.

@TELEPATHY
This scction is a S\lpplclllcnt to the Psionics chapter of the CURPS Basic Set.

Only those psionic skills conferred hy the Len.e; and taught hy Arisia that arc not
discussed in the Basic Set are listed. Some races have abilities nOI described here,
and adept" of many planets have trained the.ir me,ntalitie,s to prexii8ious eapahilities.
See GURPS Pslo"ics for a more complete descl'iption of those powen.,

Note that Arisian training and the l.e.ns give a very few specially-hred intel
lecls pnxligious capabilities Lhal would l~ disaSLrous if obLaim::d by lesser beings in
other planes of existence. UMs arc warned that many of the techniques described in
this chapter are unique to a Lemma" campaign. Use great caution when allowing
players to design characters with these mles.

Telepathic Skills
Most lelepathic skills require great mental development to learn. /\11 skills

described here· and all those de.~eribed in (;URPS P.~inlJics t!Xl.'ttpl nasic Telescan,
Tekseml, Telerel.:eive Hml Mind Shield can only be lellIlled when they are part. uf Ii

racial description (e.R. Lyranians) or by intellects stable at the second level of
stress. In all cases, they are MentaVVery Hard. The T'dce descriptions will indicate
which skills can be learned - a human can learn none of them unless he has the
Second-Stage Stability Unusual BiKkgroumJ,

Should an insufficiently stable character try to It::am a Second-St.age skill, he
will find it utterly incomprehensible. If lhe knowledge is forced on him, hy
Telesend, Mindwipe or similar direct transmissiun, he will suffer a Fright Check,
minus the amount of his own IQ.

Meeling lhese r'e4uirelllent~ makes it possible to try to learn the skills without
causing severe mental damage. It docs nOI automatically make any knowledge
available. The character will still have (0 locate a leachcr or spCnd a great amOUrlt
of time dcvdoping the techniques on his own,
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Area Attacks
Some lelepathic abilities can be used

against more than one larget at a time.
Any tclcvalh wilh VUWl't" 10+ <,;all USl'
Melltal Blow, Stah or Blast skill as an
flfefl-effect blast. al a pemdty uf -5 lu ~k.ill.

The area affected is based on a global
(1%) use of telepathy. on an areallny
where wilhin normal lelep<llhy l'illlgt'.,
Example: a tclcpath with Power 12 could
atla<.:k an area with a 4-yard r.H.lius, any
where within 400 yards.

With the appropriate enhancements,
the Sleep Ilnd tllusion skills can also be
used on groups. Normally, use of Ihese
twu skills rt:l.juin: that the uLLw.;ker estab
lish a Teh::receivl' link with the viCtim
firsl; lhat is /luL nt:ct"ssary ill an area
attack. A polerltial victim's MlJld Shield
(ir ;lIIY). Insle';lv uf i«.:jing ilgilinst lhe ini
tial TelCfecejve attemllt, rIlodifll!s lhe
attacker's Sleep or IllusiOn skill Jc.vcl.

If r~lIple with different leveh uf Mind
Shield arc caught in an Mea-effeel tele
pathic aUack, dn not suhtr.u:l Mind Shield
frnm the user's skill before rolling.
Instead. simply not:e how much the altack
er·.~ Mental Blllw mit suc<.:eeded hy. If Lhe
Power of II specific defender's Mind
shidd l'x<,;t~l'dS th«l allluunl, lhen lhe
IItlllCk failed to affecl him.

Global-Scale Area Atttu;k$
A.~ the range of telepathic IIttal:ks dou

hies wilh each l-point incrcase in
Telepalhy power (sec table, p. 8167), lhe
numbers, even with the 1% modificlltion
for "global" use, can quickly can gel OUI
of hand. A psi with Telepathy-31 (like
Kimball Kinnison, p. 47) <,;all make II

Mental Hlow attack on every pcffion in II

1.280·mile radius or most of Nonh
America!

While there is precedent for such
amazing psionic fcats in the tt1nsml1fl

series must nutably Ihe IOtat deSlruC
tion of Ihe Eddorian race by Ihe fusion of
Mtmlor. Lhe Children of Ul6 Lens a.nd mil
lions of Lensmen jl(;Il)SS two galaxies 
GM3 do nO! want to lei thi3 power gCI out
of hand in tht;:ir own elllllpaian.

Tu fix tht:: problem. put an upper limit
on arca altacks - a I-mile radius - for
altaeb made hy a .~ingle individual, no
matter huw powerful. Nule that this is for
damage-dealing alt8.cks only (Could
Kinnison make an entire continenl see an
illu~ioll in the sky'! Proba.hly. Could he do
3d fatigue damage in a Mental Blow 10
every singte Olle of [helll'! Good ques
tion ...) Fusiuns (sec p. 101) ure limiled
in area of effect 10 a radius of one mile per
member of the fusion.

Continued on nt:.xl pv.ge . ..
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Area Anacks (Continued)
But sQtI~,"'Juorr 1M Ih~ pJaAICS there is.

IK) UlH.lhl, a race of such sWri:ly iocnllll're
hcnsible m~nlal IMlYoC' that a single indi
mlual wulJ wipe out ., phl11el. II ,~ 11I)~~i

uk 111M hMh the Arisiall~ Mill [he
Eddorium W~n:: thal Jlowerful before they
len this plane of eXIstence. If Ihe GM
allows such power in the campaign, lhe
pnce must be high indeed. Such a nlUdiri
cation to the Telepathy po....er r'No
L.rnilatloo On Individual Area Allad.
SI7..e") would COS( 20 limes a~ much 11$ lhe
normal TC'!t-palhy po\locr (IlIU pomts per
k\'C1 in'iIClld of 5). So me power to anad.
lin cnllre Tcllus-~lJ:ed planet ....ould take
Tctcflalhy-3J. costing 3.300 point,,!

Affuting Group!>'; An ()plional Rule
When dealing with any widc-;lrca Ielc

pnthlC allark. il can Ix: tedious for lhe GM
\u ,,18k.:: a rc.~i5t.llnce roll rUT ~ach person
in thfo' arc:a aITlXl<:u. If he dc.~ires. the GM
C:ill U~ the P"o/l<1hifity tljSm:t'nJ table on
p. 1113 III lh::tcrminc. on Iht' :l\erotge. hllW
many propk in tho.- ;\rea lire 3ffcctcd by a
I'm..er.

U 11k- allack ...kill roll ...ucctcili. ~ tiM
...uhlraet ... thc amounl by which the roll
was rnaUc' trow lhe a\etll8c anrihutc (UltU
ally 10: modified hy thought scn:eUlt 1:11.' )
of the cro",d. He lhcu looks thiS number
up 0lI the lable. 11M'; rerccnUlgc indicales
whllt [Klrlion of the l.·ruwU Ilt !L)..ely 10
re;,iltllhc attack.

f.lample: A Dd~Ulll;lll IS u... ing his
IllUltlUlI·jJ ~killlO affect II \pa~~ .\hip
crew or 10 Vdallti;'l!l'. He rolls an II,
heatmg hilt skill by 2. The UM llssllme....
that lhilt c~w comprises beller-than aver
agl' V.-Iflntians. all with Willlt vf 10, and
look... up X(IU-2) on the table. This Inlh
caleS thut 2j'.N are likely to n,:;,bl. nUlt
round;, up tv 3 Vela'lIIan....

TELEPATHY.'. 'II

Illusion Prerequisite: Telesend and Telereceive at 14+
lIIusion is the ability to seize control of the subject's perceptions. To try it. the

lclcpath must already have successfully entered the subject's mind using
Tdereceive.

Tu u~ lIIusion, take fhe Concentrate man('uver and deS<'ribe the iltll..ioo you
are projecting. At Ihe beginning uf your next lum. roll a Quick Contest of your
Illusion skill versu~ Ihe .!>uhject's Will. A Mind Shield doe~ nlll pmlt:t:::L since it has
already been penetr.ltcd. lIIu.!>iull!'l work besl if they are of Ihing~ you are familiar
wilh: the GM may impose a -4 (IIr greatN) penalty to create ,In illllloiull of some
thing unfamiliar. Once successful. further concenlTation is not required. and a new
Quick Contest is required to maintain il each minule (see below).

An illusiun may totally aller the slIbjec(s sensory perceptiuns, 11 elln be some
thing as subtle as making (he $5 bill yOli are holding appear til be a $100 bill, or as
complex liS making Ihe subjcct cxperience the destruction of Jamevon from the
unfortunate planet's lourfacc. You can even edit oul SUllie or all the subject'.s scn~ory

input. blinding him or placing him if'! complete sensory deprivation, or making
!>OlIlelhillg - like yourself - appear invhible.

Hnwc\'er. illl iJJu~iulI "'ill never e:mllC phySical injury. and yOu cannot crcate
phy~ical ~1I~tiOtlSso potcnt as to IlC' tncapocitatillg. Au iUUSiol1 of being caught in
an e~plosion will IlC' Inud and hurt a lillie, but won"t harm the subja::l\ ear", lotUIl
him or du illly diunage. Bill a terrifying or seemingly falal illusion may require a
Frig.hf Check, at ·1 tn Will fur (''very pOint the ..uhjec1 lost the Quick COllt~t by,
The GM may also add further penalties tu the Fri!!-lil Check for OIhcr enhandng
factor.. or particularly apprupri'ltt' Illusion...

A specific illu~i()tl can be maintained withuut cUltcentration by the user a~ long
as it cOIHinues to beh,we <IS the louhj~ct expecl'\ it lO. Illusionary beings call lllove or
converse - thi .. nnly 1:lkei'> a.'\ much effort as nonnal talking. since most of the
".'\ubtcxt" is provided by the subject's own expectations. This also applies to iUu"
!'liull!. of non·living objecls. (For example. if the subject rips an illusionary paper in
half. (he two bits will flutter to the ground.) But maldng a major change in the illu
sion requires a lum of cUIIL'entration and a new Quick Conlest.

nle illusion need not be wilhin the LTeator"s range, so long as the subject i...
The illusion doesn't exisl l;:XL'ePt within the mind of the subject. It is a.'l easy to
make the s.ubject see a monster eat the moon as it is to make him see someone
standing beside him.

Illusion is a powerful ability. but the subjcel's mind is nol ~ing controlled
jU'\f his perceptiuns. Someone can overcome an iUusioll by ignoring his senses; "Oy
Klono's tungsten loenails. I don't care that I seem to be hurtling with incollceivable
velocity pa.... l. not through. t{~n rnilliull universes a second - I wiL~ ill my undc
tecluble ~peedslel' a minute a£o~ I order my body to move forward and SpTilY Ilic
urea wilh DeL1m(;lc:r tire. Yes. I knuw 1 can't sec or feel my guns. but I had fhem
on. I tell my hand... III Or.iw them and my fingers to squeeze the lriggers!" He Illight
need a DX roll to avoid tallmg over and would be at·1O to see 1)( hil anything. but
itl:UlIld be done.
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llIusion is most dangerous when it interacts with reality. For instance, a driver
sees a small girl run in front of him - so he swerves off the road to avoid her. The
girl was an illusion. If he had merely been blinded by a full-sensory illusion, he
might have realized what was happening and could have braked the car.

Special Skill EnhancemelllS: Can be lIsed .tgainst groups of people, See side
bar. p, 94, +50%,

Special Skill Enhancement: You can create illusions at extremely long dis·
lances. See Exlended Range, below.

Special Skill Limitation: "For Invisibility Only." The only illusion you can cre
ate is that you are not there - your subjeet cannot see you. -50%

Mental Stab Prerequisite: Mental Blow 15+
This is a crippling mental attack. It works just like Mental Blow (p. B169)

exeepl Ihat it costs 2 fatigue, and does I point of re<ll HT damagt: - nol fatigue
per .5 full levels of Power. However, Mental Stabs cannot be. aimed at a part of the
mind or <It a Shield. On a critical SUCCess, a Mental Stah does Id of damage per 5
levels of Power. A critical failure does normal Stab damage to the attacker. .

Mental Blast Prerequisite: Mental Stab 15+
TIus is a h~III(I' melllal allack. It works jusllike Mental Slab (above) exceplthat

it cosl.. 5 fatiguc, and doc... real damage equal to thc attacker's Power. Like Stahs,
Blasts cannot be aimed at a part of the mind or at a Shield. Oil a crilical success. a
Blast docs ld of damage per level of Power. A critically failed Blast does nonnal
Blast damage to the attacker.

Example: A Lensman with Power-31 and Mental Rlasl-25 assembles a mental
blast calcuhlled 10 slay allY living heing. His target ha.. a Mind Shield of Power 10,
giving the Lensman an effective skill of 15. His roll succeeds. that targellakes 31
point.. of damage, and ceases to live forthwith.

Suggest Prerequisite: Telesend and Telerecei.e at 12+
A lelcpath with this skill call project a simple feeling or emOliollthat can affect

Ihe actions of others. This is an indirect mental anaek - it may only be used after
you have already made contact with the subjec.t"s mind using ·Ielereceive.

To us~ Sllgg~stion, det:::ide 011 the message (see helow) and then take the
Concentrate maneuver and expend one fatigue point. Al the start of your next turn,
roll a Quick: Contest of your Suggestion skill versus the subject's Will. A Mind
Shield does not protel:I, since it ha... already been penetrated. If you win. the subject
acts on the suggestion. If your skill roll is successful. but the subject won the Q\lick
Contest, the subject receives the emolional message. but it doesn't innuenl:C him.

The feeling or emolion to be sent may he simple or complex. The more com
plex. the ,gre,ater [he penalty to your skill. Simple (one word) feeling-message...
might be: need .. love. joy, anger, danger, hunger, etc. Only primal feelings and
emotions may be sent using this skill; it is up 10 Ihe GM to determine whether a
propt.Jsed communication meet.. there criteria.

Complex messages involve adding a suhject, ohject, or qualifier 10 the base
feeling or emotion,

I .\
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Ricochets
Mosl mental combats do nOi involve

suffil:ienl ener,gies 10 involve any minus
hut the twu directly invulved. At elltreme
Iy high levels of Power, however, rhe
rcverhcnJlions or ricll(:hel.~ from hluc!.:ec..l
or parried mental thrust can wreak griev
ous havoc among bySlanden;. Any time a
Mind Shield blocks a MenIal Blow. Slab
or BI(lst, (III mind~ wilhln one-Ien-rhou
sandth of the. unmodified ran,ge of the
;macker are hil hy too same attack, hut at
one-lenth fuJi power.

t:xampl/!: A Lel\~man of Powcr-31
laullches a Mental Blast at his foc. That
being - apparenlly a rogue Arisian!
ha... an amazingly strong Mind Shield. and
lhe Blast fails 10 penelrate. The Boskonillll
riJlOslcs with a Power-40 Blast. hUI his
thrust is defcated in tum by the Lel15man's
Shield. Bot.h are now fatigued but undalll
aged.

However. every other imelligelll being
for more than ten milcs around ha... been
attacked by Mental Dla.o;ts or Power-3 and
Power-4. Those withOUT Mind Shield.. of
their own have !.nilen 7 points of damage.

The bailIe continues for many more
turns. Whl'n it finally ends, a lar,ge IIUIII

ber of byslandl'n; an' dead.
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Oeathscream
Any being with Tete-send sl-ill will

broadcast a powl':rful, s1unnintl "dying
scream" when killed. unlc.ss hl;': is either
killed in,talltly and by 10131 ~urpri~e or
dies very peoccfully and contented (GM's
decision). One may Ity 11m 10 dealh
scream: make a Will mil 10 ll\'oid It.

A lk.amSnl:Olffi j, treated cuctly lIS II
Shout (see Td~st!nd. p. B168) ucept i' is
much more powerful: subtract tbe dying
(ckpam's Power from the liT u\c. and
fur C\'cry POUlt the HT roll is (aBed by, the
user is automatically nlO'nl.:dly sl\lnncd for
Id+l [urns. Only after this period is over
can a roll against IQ be made to recover.

Normally a dealhscrelll11 can only stun.
but for someone who is :u:lually in mental
COniaet via Tclereceive wilh :I Iclepath
who deliver.; a dealhscll.'am. the eff~t i~

much more severe. The telep3lh's mind
shield does not protect, and he take... tine
polm of damage for t'\cry poin. Ill: failed
hi'" HT roll by.

TELEPATHY AI. til

"1.)
J

A \'ubjet:l is the entity expressing the emotion. Adding a subject to thc basic
';dallger" could generate the messages nJ'm in daJlger." "you're in danger" or "the
world is in danger."

An object is what the emotion or fecling is expre.'ised 10wafds. Thif is the dif
ference between "hung.ry" and "hungry for prelL.el.!>."

A qULllifier describe.!> or limits the feeling, subject. or objcct and must be limit·
ed to something that can be communicated in simple. elllp3thic tcrms, like "pull the
green handle" or "take the shiny things:' ,

Subjects, objects and qualifiers each add a -5 penalty to the roll. but this may
be modified by the GM. Add +3 for an object or subject well-known to the receiv
er, anti +2 if it is in the subject's pre~ellce. Suggestions about objccts or subject~

unknown to the receiver will have no effect.
Modifie.rs arc cumulative. Por instance, communicating "this torture chamber

is actually a hospital," if the receiver is currently perceiving the torture chamber. is
at -5 (subject). +2 (subjcci present),·5 (object) and +3 (object is well-known) for a
total -5 modifier. "You need medical anentioo" has a·2 modifier.

A targeted subject who succeeds in the Contest is immune to further
Suggestions for (lQ> minutes. The GM makes an IQ roll for any telepath who
resists a Suggestion. If successful, he realizes that an attack has occurred. On a ,Tit
ical success. the GM should give a clue to the identity of the anacker.

Special Skill Enhancement: You can send a Suggestion an extremely long dis·
lance. Scc £l:tended Range. p. 102.

Compulsion f"Telecontrol"J Prerequisite: Telesend
and Telerecei.e at 15+

This is the ability to take over the victim's mind and operate him from a dis·
tum:-e like a puppet. Compulsioll lllay only be used Hfter th~ telepath has successful
ly madc contact with the subject's mind using Telereceive.

To establi.\h a Zone of Compulsion, lake the Concentrate maneuver for one
second. At the start of your next tum. roll a Quick Contest of your Compulsion
~kill versus the subject's WiJl. A Mind Shield docs I10l protect, since it has already
been penetrated, If you win, the victim is under your control. If you lose, the sub
ject is alencd to your presence: he feels you in his mind, Dnd further attempts to
l.:OfI1pt:lthat person have the usu,.! ~nahies and fatigue costs for repeated attempts.

A I:lJnlrolled vic-tim is operated like a robot. You can order him to say or do
anything you wish. You can make him use his own physical or mental skill. or YO\I

Clm use your own mcnlal (nol physical) skills through his body, You do not have
access IIJ his memories, nor CiID YlJu ask him for advice.

Compulsion requires great conccntration. Although lhc user need not tnke the
Concentrate maneuver each tum to control his puppet. he will be at ail extra -4 on
sk.ilI rolls if he wants to do anything else - either telepathy or a normal skill. It is
possible to control more than one victim at a time. but atlempts to concrol each sue·
cessive victim will be aI a cumulative 4 to Compulsion rolls and anything else thc
controller attcmpts. and the puppets will have slurred. speech and DX-4,

~ -
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Once established, Compulsion may be continued for as long as you wish. A
new Contest of Compulsion versus Will is required for each minute that you stay in
the subject's mind, but this requires no concentration and costs no fatigue, even on
a critical failure. However, you are at -4 to skill for each extra person you control,
and failure lets the subjects hreak free.

Wh~n l:~JI11rul ends, lhe controller may choose whether' or' not the victim will
remember anything of what happened during the periud of ctllilml, fir Iht!' :mack
itself. After a victim has been controlled once, yOll have a +2 un any further
attempt on the same victim; this decreases to +I after a week has passed, and is

gone after a month.

Telescan
You call "scarch" an area and hUllt for a specific person's mind. This takes a

tum of concentratiou and "Telesean foil. Although yOll I1HHit specify who you are
looking for, you need not he able to see or even dcarly visua\i:oc yuur target, and
you never sufTer range penahies 10 your skill.

YOlir range is nOI divided hy 100 for this skill. If the person you're searching
for ha..'i a Mind Shield, its Powee is subtracted trom your 'felesean skill. Other 0100
ifiel'S are as follows:

You've never met the subject -8.
You've met tht'. subjc~~t Oll~~~~ (physically or mentally): -d.

You'vc me.1 the suojcct several times: O.
Subje~:t is a casual a~~qtlailllancc: + I.
Sllbject is a friend: +2.
Subject is a dose friend: +3,
Subje~:1 i~ ,I dos~ family llIemher: +5.
A successful skill roll will tell you the direction and distance 10 the subject- a

critical success will give yOll a menwl picwre of the arC,1 hc is ill a.~ well. A critical
fnihlre will alert the subject that he is being scanned fur. How he reacts to this will
depend un his familiarity with telepathy.

If you succeed, you can maintain (his skill continuously. to track a persun. Nu
extra concentration is ncedcd, but an additional roll at +4 is required each mimlte.
If this roll is failed, yuu have lust your target, and must begin the process over
again, with penalties for repeated aflemp'S.

If you have a "lock" on a subject via Telescan, the range penalties for using
telepathy on all "unseen" subject are reduced to -3. As long as you have a Telescan
"lock" on the subjecl, you may use telepathy on him while he is in range but out of
sight, even if he is not "familinc" to you.

''''i)i~l."iu.1 Skill Enhancement: YOlJ elJn .~e'Jn:h for categories of people. such as
"allY Boskonian" or "any mentality that lIIight be Lensmall qualified," You will
pick up the nearest being meeting the qualifications, if any arc within runge. +50%.

!:Jpecial Skill F:nhu.m:emerll: You can search at extremely lung di~lallc~.~. See
E.mwded Range. p. 102,
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Combination Attacks
A Menial BiasI can be made even

more effective by COrllbinillion with pH_
ricularly horrifyin.'\ Illusions. If il/ Ihe
immediately precedinl: lurn. the vil.:tim
failed a fright ChlX,k brought 011 by a suc
cessful Illusion, and the Mental Blast suc
ceeds, then lhc dllrllllgc done is equal to
Ihe auaeker's full Power plus the number
rolled on the Fright Check Table.

Example: A Lemman U!ie$ his Illusion
skill to make a murderer relive every
crime he ever eornrniued from the
point of view of lhe viclims. The murderer
is robust. w!th iI liT of 12, ilnu slrong
minded, wirh:ln ~ffeclive Will of 15. lhe
UIlSJl1aJl has, Powef-3 \. Telepathy with an
Illusion skill of 27 lind II Menlnl Dlust of
25.

The Lensmlln win ... the Ilhlsion's
Quick Contesl by 16, and the murderer
rails his Frighl Ch~l."k hy 11. Th~ hlglit
Check Table roll 'results in n 21, The mur_
derer I>cglils screaming in unimaginable
leTTtll".

Al the diIlliU of the Illusion, when the
illusory victims die, the Lenslllan suc
ceeds With his Mental Blast, doing 31
points of damage. The terror of the
111usion adds the 21 that wa.s rolled on the
Frighl Check Table, for a lotal of 52
points of d:lmage. 1he murderer is now at
-40 HT anu is likely 10 tli~.

The danger a.ssociated with this teeh
niql1C is Ihllill telcpathiClllly skilled victim
may be able to ta.ke control of me illusion
and reverse the allack. If ,he victim docs
1/01 fail the Pright Check, in the following
tum (when th~ Menial BiaSI would be
I:lunched), the victim can initiate: a Quit'k
Conlest of Illusion skills. If the former
victim win.s the Quick Conlt'st. he lurns
the Illusion back on lhe allacker, who
must take the same Feighl Check liS his
erstwhile victim, bUI at +5, If the i1f1,II;ker
fail.~ his Fright Check, he can be attacked
wilh a MI!Jltal BIHt ill the following
round, eXllctly as before. If he succeeds 011
his Fright Check, he call dispel lhe
Illusion with no further effecl.~.

Example: A Lyranian launches II
Combination Amick on a l.en.~man, hegin
uing with the Illusion of a monsrrous beast
leaping for his Ihroat. The Lcnsman suc
ceeds on his Fright Check, and attempts to
taie wnlcol of lhe Illusion. He wins rhe
Quick Contest of IJIusion skills, and lhe
beast rever.'>C.s ito;elf in midflight. leaping
now for her. She makes her frighl C!llX'k.
roll, though, and the beliM dissolveS, irs
talons mere inehes from her thrOat.

,
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Telerecei¥e in BanJe
Any lclcrath can 1l~I~J~el"e in a

physical batik to read opponcnh'
thoughlS during Lht: fight and learn whal is
plann~J before il is aCluall)' done.
Rememlxr thai if the lelcpaLh j, injured.
f1( must make II Wilt roll Itl mailllain his
IIbiJily.

To real! a foe's combm inlenlion.~. \ht.'
Telereceivc attempt rnu~1 succeed by at
least 3 points.
~ lelep;llh gains +2 to active dcfens

e~ ilgain~L thaL subject (he know exactly
.... heu to IWry. dodge. etc.) and the ...ubjel:t
halo a penalty of -Ion his acti\'{o derellS(',
since the lelepath can predict 1'10.... hi~

opponent will reacl.
If lOti gtx:.~~ }'OOT mind is being ~at!.

you can uy to fight withoot planmng (and
thus mentally Iclcgraptnng) }OUT acliuru..
Thil- reduces skill !c,'c] by 3. since you
must ttl) fOlally on renexes f".Itbcr than
1>lr.lIegy. and you may not I'eml. If you
have Combat RctlclIc<;. only reduce skill
by 2. a.~ you are bl'Uer :lble 10 acl ha~ on
refle:;, r,lt!la 111,\11 planning.

TUlPATHY ••• ,

Advanced Techniques
Even the basic telepathic skills. knowable by the most primitive minds. can be

used in very sophisticmed ways by more advanced intellects.
Charocters with Second-Stage Slability can cenainly use all of the following

rcchni<ltles. 'The GM will dt:Lenni,le which techniques are available to le~!<o highly*
devcloped minds -the various r.lces develop in different ways.

Aimed Mental BIDws
Mental Blows (sec p. R 169) normally only stun and f:ltigue their larget. They

cnn also he aimed at "part:;" of lhe mind to cause pain. paralysis and even actual
damage. or eRn be ulrgeted al a Mind Shield (p. 8169) itself. There is no penalty
"lo hit'· bUl damage is usually less than would have been inflicted by normal
faligue loss. The targets include:

The Ego: Mental Blows aimed at the Ego are resolved at normal skill chance.
hut do no physical d,tmOlge. Instead. a Mental Blow to the Ego results in the t'..;get
losing his sense of self. It can only be 1J.!>Cd on conscious opponents. Roll damage
normally, but do not apply it to faLigue. For every 2 full points of damage rolled.
the subject's Will is reduced by l. If this ever reduce.~ his Will to 3or less. the tar·
get effectively becomes an aUlomaton or zombie. with no volition or his own.
though hc will listlessly (al -2 to OX and lQ) obey anyonc's orders. If Will h.
redul'ellto O. the targcr loses any will 10 live. and pa.s!>t:-!o into a coma; unless he is
on life-support. a HT roll i!o required each day to stay alive.

The Cenlml Nen'OIl.f SY.flem: A Mental Blow can be aimed at. the motor cen
ters of the target's brain. disrupLing his nervous system and causing greal pain. loss
of coordination .1Ilt! evenlual paralysis. Roll damage nonnully, hut do not al,ply it to
fatigue. Instead. for every 2 full points of damage rolled. reduce the subject's DX
by I.

Thl' Ml'mory: A Mental Blow can be aimed 10 disrupl or destroy short-term
memories in a manner similar to eleclroshock therapy. This is not as precise a~

Mindwipe. 11 only works on conscious opponents. If lhe mental blow succeeds. roll
damage nomlally. but only apply half of it (round up) to fatigue. The other half is
the number of minutes of !ohorl-lerm memory lost prior 10 the menial blow.
Example: damage rolled from a mental blow is 5 poinb. The character loses 3
fatigue and the last 2 minutes of his memory,

A Mind Shit!ld: A Mental Blow can be targeted at a Mind Shield rolhcr than its
user. The target's Minll Shield Power protects the shield with only hOlIf it.~ present
value (aller reductions from previous damage to it or Brute Fon:e, p. 99). If the
1l1111Ck suC{';eeds, dOlmagc subtmcts from the effective strength of the Milld Shield
rather than the SU~iCCI'S f"ligue. If an attack docs enough damage to a shield to
rcdw.:e it to Power O. any ex.cess damage is applied 10 Ihe owner's fatigue. An elec·
tronic Thought Screen can be affected as well 8S a physical Mind Shield. Reducing
it to 0 Strength shorts the device out - it will require an hour. proper tools and a
successful Ek."Ctronics (Psychorronics) skill rollLO repair.

A Mental Blow aimed at a Mind Shield will never stun the target: other aimed
Melltal Blows sLill Mentally Stun the: subject if they succ:ced. and the subject fails
his HT roll.

- ,
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Lost points of OX or levels of Strong Will or Mind Shield are regained at a rate

of I per 10 minutes. Added levels of Weak Will are lost at the same ralC. However.
if Will is reduced to zero. only outside aid can restore any will al all. Until oUlside
help has restored aU the victim's Will. none will "heaf' by itself.

The victim of a MentaJ Blow. aimed or general. if he is telepathic and still con
scious. gets an au{omalic passive roll against his own Telereceive or Mind Shield.
whichever is highesL A successful roll gives information Hboul the lIu"ckcr. If the
roll succeeds by I, the victim learns Ihe approximate direction of the anacker. Dy 3,
he aJso1cams the approx.immc distance. If he succeeds by II. he gets an image of
the attacker's personality (or recognizes him. if he knows him alrc:tdy).

Brute FDrce Attacks
Even with superior skill. gening through a Mind Shield (p. B 169) can be

almost impossible if lhe larget ha.. high I'ower. Howcvcr, an 3113cker opposed by a
Mind Shield can ancmpt [0 usc his own Power 10 baller through the shield by sheer
fun:c:.

tJ.-.e or "brute force" must be announced before the roll i... made to determine
success. It allows the attack.ing telt'path to :-.ubLr<l.Cl half (round down) his Telepathy
Powt':t from the Shield's effective strength. If the lurgt't dOt'sl\'t have;.\ Shield, 01' if
the Shield's strength is rt'duced to 0 lhrough lhis melhod, brute force docs nOI
inc.:rease the dlance of success any further.

A hnnc-force attempL ulway~ (.'u~t~ 2 fatigue points (anrl IIny following
uUt'mpb will (':u~1 an additional 2, tor II rcpeated attempl against a mind ~hidd).

\Inlc~ .. a critical succe....s is rolled whidl unly costs I fatig.ue. Thc atlc:mpt will
always be n(lliced and will a.lways give tbe victim some mental picture of iL..
source's perwnalilY. If the victim knows thc anacker, he will recognize him.

AllY t.elepath can use brute force,
&llmple: The Lcnsman in the previous example uses his Telereceive against

the murden:r. The LensiUan has Telereceive·22 and Power 20 Telepathy, while lhe
murderer has an Unconscious Mind Shield of Power 14. Nonnally the Lcnsman
would nt:ed a 8 or less 10 penetrate the shield, but time is of thc cssence and he uses
Brule Force. This reduce~ the Mind Shield's Power by (2012), or 10, to 4. The
Lensman now has an effectivc skiU of 18, and will lose 2 fatigue in the attempt

The murderer knows exactly what is happening. and will havc a ehance to deal
with it - see Gel Dill afMy Mitull, p. 0170.

Subtle SubversiDn
Anificial thought screells have a severe drawback that can be exploited by a

skHled operator - they never change. A mind, huwt: ...er I)aticnt and durable, nm
stumly nUl;tuaies and grow~. Thc finest details of this evollllion arc unpredictable
by uuy inldlect resident on this plant' of exi~tellce (ililhollgh rhe macroscopic paLh
lhal mind will take is quite predklahlc hy any third-stage mentality), It is jllSI lhu..e
fine details that make a MimI Shiell.l .\0 dillicult to penetrate, and it those details a
thought screen lacks.

A skilled telepitth I;all ~Yl1l:l1roni7.e his attack. with the dctemtinistic p,ltlems of
a Ihuught screen, and penetrate it wilbout tht: U~ of great power and without alarm
ing the screen's operator. This attack takes greal patit:net: and lime: the thought
screen must be immohile during the attack.

Usc of "subtle subve"iull" must be announced before any roll is made. It
allows !.he attacking Ic.Icputb to allack only a... mueh of the screen as he choose... If
hi~ attack succecds. he has reduct:d the screen's cffcctive power by one-tenth
(round down) of the RlDOlml ht: chose to attack. - only for him.:;elf. and only as
long as be maintains full eonct:IlLr<l.lioll. No one else mny tukt: advantage of his
work. and if he is di:-'lracted, all his progress is kl'iL

A suhtle ancmpt can only be detected if !.he infillrdtur rolls a critical failure. On
a nonnal failure, the infilmuor lo~~ a fatigue point and makes no progress. On a
critic:t1 succeSS, the screen's effective powt:r is reduced by one-half (round down)
of Ihe amount he chose 10 attack.

Undetectable Mindwipe
A highly dilled lelepuh can lake elltn

p'IM 10 make his Mmdwipe dlfficull to
dcl«t. E,·t'f)' -3 extrd penally be aetep'~

before rollin~ 10 perform me Mind.... ipc
skill ~i\·es any other lClcpath a·1 00 try
ing 10 dclccllhc Mindwipc: taler.

A lekpalh cannm use Undeteclabte
Mindwipe on himselr.

Wide-Op'en Two-War
If two lelepaths ..eaeh have both

Td~s(:nd and Tdereceive skill al 10 or
better, they mlly clloo~e II) t:nlc:r II widr.
I1fJen flm'~'uy (sometimes known as ''full
cnmmun;un" tlr /'n rupfJlJrt). J:!aeh Is
awlif(' of {'verythillg Ihe other lhink.~ lim!
tJl:Il:I,'I,es. and communication is 10 li.mes
fa..lc:t thlln l>pc:c:ch.

Teleralhs in a wide-open tWO-WilY

expmC'fIl.:e iUI eAcepllooally deep {onn of
mental rappon that transcends nomlll
communkatioo.

II IS Impossible 10 lie in a wick-open
Iwo-wllY·

I:.nlenng a wide-open twO way is a
precondit:Jon for establishing a telepathic
fusion.
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Wide-Open N-WaV
Even if (1,1,'0 or more tclcpalhs arc "in"

lhe same mind. they cannot communicate
directly lhmllgh me third mind. They can
u.<;e it as a 'relay Maliull" ulily if that [hill,J
mind i~ a IcJcpalh of lhe second Stilgc of
development. actuully listening and
repeilling lh~ l1'I~~~agc fmlll Olle mind (0

another.
The linkage formed from many simul

13neou.~ two-ways with a St:l,ulIlJ-St,tge
coordinatur. whu CdH.It:~ lilly une milld's
thoughts to 1I11 others. I.~ called II "Wide
Open N-Way:'

Detecting Mindwipe
Any tClcpnlh can de.fee.' the etTe<;ls or

Mimlwipe un allnlt1t:r'~ mind {po BI71).
Vir/jllu nf Mindwipe also have II chance
of noticing Ih:1l their minds have been
alHm'd, by ](l(lking for y,aps or hreilks in
thdr Illl:llII.)/)' dlSillS.

A virtim mm! li"l t~l:IlII1t: ~U.~pICII)US.

j'[ayers 11iUSI have II reason to be loc1king
for altcration~. and checks conoot be
ri::I)C;'l.tcd umil new suspicions are uroused.
A roll agaillSt IQ-5 will find one hrcak. if
any are present. railure gives the wrong
answer _ either e-"isting Mindwipc
effecl~ Me rllj~~cd, or an unaffected ehar
lIClcr hclic\'c~ he hll!> found a memory
spliec!

If lhc l:hUJ1K'lcr already has all idea of
whal was dlUllgcd, a st:<trI.~h lalc",-s ten min
utes. If lhe sean:h l·allllOI be narrowed,
and he must review his whole life. all
entire day must be devoted to the t<lsk,

TELEPATHY AND TIE L

"Repeated attempt against a shield" penalties apply; if the auacking telepath
tries more than one subversion within five minutes, he loses two fatigue points and
the second attempt's skill is penalized by a cumulative -I.

Example: A Lensman with Telereceive-30 needs to penetrate the Power-50
Thought Screen guarding a Boskonian fonress. Nomlally. he would have no chance
of pcnctmting sm;h u strong shield (even were he willing to raise the alarm hy It

cnld~ "hml~ forCe" auack; see above). He he,gins Subtle Subversion, anacldng only
20 point~ of the Screen's Power. He now has an effective ski II of 10. If he succeeds.
the SCl'een now has Power 48 (relative to him only). rive minutes later. he tries
again, ami if successful. reduces the etfeclive Powcr of Ihc Screen to 46. Afler an
hour and a half of proceeding at this rate. the Screen has been reduced to Power 18.
Forty minutes alh:r th,lt, lh~ screen is al Power 10. and in five more minutes. he is
through the sel'een. Unless the Lcnsman rolled a crilicul failure. no Uoskonian ha...
the slightest sllspicion how brier is their lilll~ relllaini Ilg 011 this plane of exjstenee.

Temporary Mindwipe
A Mindwipe (see p. D171) can be made tempor,uy, In this C~!'<iC, the rcal memo

ries arc nol cra'ied. unly hit.kleu iUlhe subject's subconscious. The u~er must decide
on ~ lI"iggcr 10 unlock rhe hidden memories (or emse illlphUited ones). l1}js m~y be
an event (e.g., meeling sumeune. or going somewhere) or simply the passage of a
predc1cnninccl amllunl uf lime. Attemptin,g a temporary Mindwipe is resolved like
a normal Mindwipc :mcmpl, hlll al an additional -3. On a critical failure. lhe trigger
W11.~ improperly .'\eL, alld will OOl activate - the Mindwipc is permanent!

Temporal)' Mindwipc is useful for withholding sccreLs from nonnal or Lele
pathic interrogators, A tclcparh can even lise it on himself - this is useful when
infillruLing hosLile gruups who have access to Telepathy.

Example: A Lensman wants to pose as a touriSL, 10 infiltrate a Boskonia-held
world, but all arrivals are probed for hostile intent, To prevent them from learning
who hc is or his connection to the Palm!. he uses Mim..lwipe to edililis memorics so
lhac even he himself can find no Iracc of lhn:e-quarters of his knowledge and skills,
He scts a trigger to restore his memories when hc cncountcrs what he needs to
knuw. but unfOl'luJl<\Iely, he rolls a erilical failure - he fools lhe telepathic exami·
nations and later discovers lhe Boskonian plans. but bee;llI.s~ lhc trigger fails LO

ilcl1V1Jle, he is nothing more than a Boskonian businessman! Unless SOllleOlie
undoes. the tampering t1sins; Mindwipe skill. lhe Lensman will never regain llis tnle
memurles ..



Telepathic Fusions
In afusion (also called a "gestalt"). two or more Iclepaths combine their minds

into a single more powerful whole to focus lheir power.
One member of the fusion must be chosen as irs coordinator. responsible for

holding the massed mind.. together. Each individual musl enler into wide-open two

way (sidebar, p. 99) wilh the coordinator. This require.. thai they make telepathic
conlact with the cuurdinator using Tclcscnd and Telenxeivc, iJnd Ihe coordinalOr
must dQ the same with them.

A fusion can only initiate a single feal at once. a~ directed by lhe coordinator,
If lhe fusion is u~ing: an active skill. all its mt:mbcr~ rt1U~t concentrate on it.
Compute range from the coordinator (wilh good enough Iclcpaths. il i<; pnssihte for
a fusion to be Wilh.:ly dispersed). The skill of a fusion is that of the most skilled
member. But since the minds arc Iinkcd. any fatigue loss and the effl:cb uf critical
failures are jointly suffered by all participant" in the fusion.

The fusion's Power is equal to that of thc strongest memher in the group. plus a
bonus bascd on a fruction of the lotal power of all orher members. Use the titble
below 10 detemline thc actual bonus: .

.' T<l/eJ Power
POk'eT Dunll.l

1-3 +1
4-H +2
9-15 +3
16-24 +4
25-35,.."" "" +:'i

TomJ POK't'T
POk~r Bunw
36 ~8 .0
4<.1-63 +7
64-80 +M
MI-99 " +9

100-120 ..+·10

Telepathic Eavesdropping
Any lelepaths of the same level of

tlevelnpmenf (holh wilh Secontl-Sla!!t"
Siability or both withoul) f~J1fling the
same subjeel'~ mind will notice C1Kh other
unless on~ is deliberately hitliul:. In IhaT
case, make a Quick Conle.~t ofTelereceive
~kil1 (lhe OM may malo:e the rolls to keep
~recy). If a telepath is looking for men·
tal inlnldcl'l, he i~ al +2 to skill 10 notice.

A Ic1cpalh will uU/()lIlaricully notice
any Olhers of lower Ic:vel. aDd has no
chance of spoltin~ any of a h.irJlcr level.

" lelepath who escapes 1IOli« will be
able 10 listen. in 00 ant T('II".send. 1If' will
also notk(', tllli nul h~ affected by.
all~lIIllb 10 usc Compulsion. Sleep,
SUUC'Sfion 01" Mindwip:.

If both tclepaths are frying 10 hid~. anti
neither III awa(c of thc olhcr. The OM
shoold mlltw" c"nl~lIl, UrIC to sec if A
110ticcS B. and the (\(her In "l:~ if Ii mll.ittS
A.

Furth~l' incrcilsc" follow the same progression: the bonus is equal to the square
root of the lulal added Power, rounded down. In the brule·force assault on Eddure's
lhuught ...creen. every Lensm<ln of Civili7.ation formed a fusion (;oonlinated hy
Mentor. II wielded a total Power (Ill lhe unler of 10.000.

Note that neither Mentor of Ari3 ia nul' the Children of the Lens W<lS " f~iurl.

They were and arc Units. 3imilar 10 fusions onJy in the sense that a multicellular ani
mal is similar to a slime mold. (11le "Mentoc" Unil was a less·weU-dcvcloped ell.l.lm
pie of a Unit than !.he ChiJdn:n. but there is linle difference betwl:C'n a spider monkey
amJ a huma.n from the paim of view of the 'ilime mold.) lbc most obvious difference.<i
arc that while a fusion can only initime a single feat chusen by the coordinator, a
Unil (;;m and doe.'i perform at leasl one feat per member. and a Unit can serve as !he
individual coordinalor uf a fusion. However. since UnitS are impossible to any mind
of Jess than the third stage of development. funher details are unnecefisary here.

Special !jl!.ill J:.'lIlwm:emef1l: You e,m transmit your thoughts extremely lung
distances. See Er/ended Range, beluw.

Spcda/ Sk.iff Umitation: Can nut Lie with Te1cscnd. -30%.

Enhancements and Limitations
An enhrln('l'mfm! is something lhal makes a telepathic skill mure useful 

Eltlemled Ra.nge. for example. A limitation makes a telepathic !>k..ill less useful 
Cannot Lie is an example. TIle c;M must disallow ;my modi riel' that he feels is abu
sive or inappropri:ue. In panicular. Extended R,mge wuuld he exuemely inappro
priilte fur many Ilon·Lcnscd (;arnpaigll!>.

Enhancements and limililtilln, are described in term:. of a percentage. For
example, a +20% enhancement reneets a 2U% increase in the rinaJ eost of the tele
p;ILhic skill. rounded up. Enhancements arc applied to sk.iffs rather than the entire
telepilthy power, whkh is always 5 puil1l~ per level. This chunges the ellectiveness
of thaI spel,;;ric .~kill withoul afTcl,;ting uther skills. Only the w!>l of that specific
skill is changell. 111 GURPS u,uman, Ihere arc no enhnncemenLS or limitatiuns
that apply tu lhe enlire Telepathy Power.

Always compute the cost of the unmodified skill fil"3l. and round the cost lip In
the nearest whole point. Then lolal all modifiers before delennining final cost. For
instlmce, a +20% enhanccmcnlllncJ a -3()% limitation result in a net -10% on cost
Minimtlm r.:u'l i1> one full point.
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Telepathic Assistance
If II t~Jepalp IS controlling a ~uhject

with a 7.0"1': of Compulsion. rcadlOl; hIs
lhoughl5' Wllh IelereCtlVt or innuendn$.
him via illusIon, another lelepath can
anempr to stop lL :b lOll}; as he know\ the
skill that is heing used on the subJ«t.

ThiS TC'quires entering lhe ~uhJc(;I'"

mind via Telerecelve; the ,"Iuvenln~

tclcpath must be aware of lhe intruder.
Tbil> will ~ aulOtllallC If the \ubJccl is
affc("lcd by II Zone of Compulsion or all

lIIu.\oIOlI~ foc Tdcrtteivc. see the sidebar
Wjd,. (}~n N·""U..1 00 p. 100.

Evict~ • hostile 1t'lep;llh ~tIUl~' a
Quid Cnnh~,1 IIf ~llll bet....een the two
relcpams. 1be friendly lelep;llh rnu!>l (:IIf.
cenlrolle fill" .. lurn. then roll against the
sanK" skill as lhe intruder. t!.g.• Illu~IOIi

It:r..U!> illUSion. Bolb Idc-paths ;llkl ltw.ir
Telcp'llhy !''' .... ee Itl IhO:II sLilL If Ihc
fliclldly Iclcpatb wins. thl" ;nlrmler "
forced OUI of Ihe 5ubJect's mind. Ir he
10sl::s, he can Iry again, bUI al normal
penally rOC re~aled alh~lIll)(S. Win or lose,
the iulI'Udcr will be aware of the rriendly
le!cpalh' ancmpc.

Example: A Lensman is buying Telescnd with System-Wide Range. IQ+2
would ordinarily cost 8 po;nlS, but the enhancement adds 25%. so that skill level
would cost 10 points. To raise it 10 another level would cost an additional 2.5
point". since IQ+3 usually requires 10 points. which the +25% makes 12.5 points.

Extended Range varies
While your telepathic power itself is not changed, il.'. rdnge js greatly extended.

GM....hnuld carefully consider the effects of this enhilnCemeni on game-balance.
pusl>ibly rel>tricting il 10 "packages" - as part of Il mce's description. for instance,
or provided only by a device such a.. lht: l.cm,.

This enhancemenl can only be applied to eenain skills, such as Telesend (but
not the stunning "Shout") nnd Telereceive. See the individual skill descriptions. It
duel> nol airel:t the mnge of "global" feats. Their rdnge is still I % of the range indi
cated by their unmodified Power.

World-Wide Range (+10%): You can telepathically reach anywherc.oo your
planet it" satellites and to high orbit. Your r.tnge i~ l>everdl thousand miles. Most
naturally telepathic races have this range.

S"ftt>m·\Vide Ran/:e (+25%): Your telepathy spans your steJ.l~r system, it ..
range measured in hundrt'd!o uf a.)tt'OJlOJUic~1 units (ren" of hillion!>-of miles).
Velauuaus 1i3tUI'i\Ily h.we Ihis ranse.

/mer.ftellar RanRe (+50%): You call telepathically reach the nearer stars. Your
mnge il> hundreds of P.11"'CC!>. Thi.. i" the ranJ;c of the Finot Stage of Lensman~hip.

(ia/ax)'- Wide Range (,7StX): Yuur telepmhy eXlen(l.. thmugho~1 your galaxy. a
l.ulge of ten.. of IhOll!>and.. of parsecs.

/mergalactic Range (+15<Yk.): You c~n rclcp~thicall)' reach nearby galaxie!o.
Your range is severdl milljon parsecs. lnlellcclS of thc second stage of developmeot
have this range.

Universal RanKe (+3()()%): Your telepathy spans the observable univeThe, sev
em) trillion parse<.'S. This mngc b auained by imellccts a[ the lhird stage of devel
opment such a... Arisians and the Unit.

Infinite Range (special): You enn telepathically contact any mind wherever !>it
uale, in any macmcosmic universe or plane of existence. 1llis range is unusual: in
the Records of the Guardians it hilS only heen ohserved once. C1arrissa. aided by
The Unit. reached it under unique circumstances.

II
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he phmet loomed 011 tlU' di.\'jJluy, a brilliant (·rp..IHmt wrclpped around fI

nigl/f-side M:illtillatinN willi deslf/u:fiv(' (,lIerxie.I'. Tilt! Sere",h W(L~ lak
ing a real bnJtifl8. going lip aga;,ul fhe densest aerospace dl'fellse lIet
work ill the 1(altLly, bul they coultl" '1 \l'Llit. flit! Marines her .~quadron

carried \l'ere the dt>adliest warrior,)' in any galaxy. but they W"'rf! use
It-55 ullli/ they hit dirt. Alld i[the)' \relY Mill in orbit »'/1('/1 the UZJ.J.ro
flut arrin:d, the)' wt'Te mpor.
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"The Scream of
Escaping Air • •• "

Noticing an air-leak in a spacecraft is
very easy (IQ+4 for anyone with space
crew experience. IQ for anyone who has
g(){ten even a basic passenger briefing or
even seen a span" upt"ra movie) but pre
cisely locating it can be extremely diffi
cult. Air escapes into vacuum at high
speetl. reat:hing lhl: speeu of sound as it
PIL~SC~ through the hole. II makes tremen
dous noise. vibrating the very slnlclurc of
the hull. hUllhe Doppler effect lowers the
tone to a tlccp. loud roar thal seems 10
come from all directions. Ruptures (large
leaks) whip light items intu the air. blind
ing and di~tractirlg anyollc IHeSe1\(.
13ulkheads and furniture l-~ale wild turbu
lence. blowing debris in every dire<.:tioD.

I'n:s~un:: 11l~., is ~rrlryllig. E~IIl:Ift::m:t:d

crew must make lQ rolls (with up to +4
for experience and any bonus fr0l11
Comblll Reflexes) If,1 ;lviJid menl;l] .~hm_

ning. Unuaincd passengers must take
I'ril!:hI Checks (wilh nil hOlluse.... they
don·t un<k.rstand what's hltppening),

Til IOI:;lle;1 hlll~. ~al:h lui'll rl)lllQ-IO.
plus the size of the hole in square. ine.ht"s,
with a bonus of up to +4 if trained in
decomrrc~~ion dril1~ (Vacc Suit ~kil1

above default).

"Bogies!" the sensor op barked. "Thirty-plus small craft approaching rapidly,
looks like aflghter wing. Contaer in twenty seconds."

The Uzards were in a big hurry, and close, sending their fast fighters ahead of
the main fleel. Commodore Sieuxaimille closed her eyes for a moment. If they
weren'l ready now, flO more orders would help. "Hold fonnation. Fire al will. "
Their OWII fighler wing was outnumbered and wouldn'r be able 10 hold the Lizards
back. Thing!>· were going 10 gel very lallgled when the small crafl srarred chasing
each olher Ihrouf(h the Jonnarioll. She hoped rhe Runners' idemjfiers would be up
to the challenge.

Battles fought in space are very different fTOm those in atmosphcre or on the
ground. Individual valur COUlIl:! for les~, technology for more. However, 110 maller
how advanced the technology_ how sophisticated lhe machinery, warriors do the
fighting nol gadget".

This chapter prcsents a fast and colorful mcthod of resolving ship-to-ship and
small spact:-Ikt:t actiuns ill any spal.:t: ul't:r<1 l.:alllpaign. Tilt: Spal.:t: Opt:ra.Combat
Syslem (SaCS) is not (\ wargame. nor does it attempt to be "realistic." 11 is a role
playitlg system thaT accurately portrays'space opera battle scenes from books and
rnovie.<;.

SOC'S is nut spedtic to J..eIl.',ma1l com hat - it coven; many clcmclfts thM the
lA:fI:mum series does not, such as spat:e-fighter CombaL. (Tht: int:rtialt:ss dread
noughL'i of Lemman arc evcry hit a..<; maneuverable a..<; smaller craft, m\lch harder to
damage and enormously more destructive - there's IIU use for fightt:rs.) The
deLaiis of using SOCS in a Le1l.wza1l campaign arc discllssed. ,

Finally, some of rhe individual unarmed combat styles of CiviUzatloll are
dt:scribt:d fur llSt: wiLh GURl'S Martial Art.L

@ SPACE OPERA COMBAT SYSTEM
sacs requires a creative, imaginative GM and players. It does not lend itself

to games theory min-max optimization. To lhe contrary, it even recommends thai
com hat Ixllluses he grarl1~d "or gtKli..1 roleplaying - whil.:h is an aCl.:Unlle simulation
of thc genre. A space opera hero wins because his hearts (however many he may
have) arc pure and hl.: has panache, nuL bcl.:ause his l.:mft has a tight luming mdius.

In space opera combat, the emphasis is on fast-moving, exciting action.
Realism is of secondary - if llily - importance. The effectiveness of weapons and
Llll.: durability uf spal.:cnafL l.:an vary wiJdly, depending un whether or not an impor
tant character is involved. Thi." is an important feature of the genre: consistency
(and thcse rulcs) must never intcrfere with thc action. For example, there is no real·
isric reasun for a lighter ship 10 always have its nose pointed in the direction it is
moving. It could realistically be moving one way, but tum sideways or even back·
W:"lms in "flight" and fire il." weapons in anmher direction. Tn space opera comhat.,
lhis lIlilllcuvt:r is impOssible, [uid these rules, being an a(·fumrc simulation, do oot
allow it (Explanation of the principles that make it impossible is left to the GM.)

Accordingly, even if they are flying identical ships, a minor character's craft is
Illuch more fragile than lhat of a major character. TIle slightest damage will obliler·
ate a minor character's craft, but a minor character can never seriously damage a
major one (unless the plOl caLis for a shipwreck). At most, small explosions jostle
the main character and cause some sparks and smoke. Automatic equipment will
usually die, forcing him to go to manual override. Kicking, swearing and cross-cir
cuiting to '8' will make the important systems function again.

Note that "major" and "minor" refer only to importance to the plot, not to
which side of (he conflict they are on, Good guys' and bad guys' ships also differ,
but in a different way. Minor characters arc all easily shot down, but while bad
guys often explode into clouds of scintillating vapor at the slightcst touch of II
beam, good guys lilke longt:r 10 die, allowing their cries of "I'm hil, I'm hit!" to
enrage the heroes and renew their dctcnninaLiun.

Unle."s there are spedfie rea,<;ons to the contrary, good guys' ships are all white.
"ad guy~' ar~ hlad Or greeniSh-gray. Millor characters frequently have an inex
plicable fundness for ret! shirts.

COMBAT ~"- -
~ ,. - - - --- .._-_.
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Ship Classes
For purposes of SOCS, all ships are divided into three categories. each of

which is handled differently in combat.
Craft with fixed, forward-fuing weapons are classed as ··fighters." Their com

hat technique consi.~t" solely of maneuvering to hring their weapons to hear. They
Iypically have light screens (if any) and no ammf, relying on lheir small size and
high mancuverubility for defense. USlJ<dly they only hilVe II single pilot (lnd low
endufaJ1ces - missions are typically over in hours. Examples of this class are com
lIIon: the X-wings of Sta.r Wars. the Vipers of Bal1festar Calactica. the "broom
."ticb" of FOnlfall and so 011.

At the OIhcr end of the spectmm nre the ship... expected to hear the hrunl of
combat - the "ships of the line." They mount many guns and projectors of various
sizes as well as the strongest defensive screens and armor available. They arc not
necessarily clumsy and are seldom slow. bUl mancuvering is nul partic.:ularly impor
lanl ill their hanle tactics, since their multitude of weapon systems ensures that
most c.:<ln .t1W'lyS lire, TIley simply allow their defenses In ahsorh hostile fir~, mUler
than trying to dodge it. Periodically. the idea of the lightly armored, fairly maneu
vernhle "speed is annor" tmulc cruiser recurs. bUl seldom works mi well mi iL'i pro
ponents wish. Ships uf the line have crews ill lhe hundreus or evefl thousands, and
they lllldellake missions fhat last months or years. The hattlcstars of Rl1ttl~stl1,.

Ualactica. the star destroyers uf Slllr Wan' and the maulen; illlU dreaulluughts uf
u'nsmufl are of this class.

Hetween thest'. twu extremt'.s iire ships that liiOulil several inde.pendelll
we<lpons, b\H arc not powerful enough to participate. in he,avy comhal. Their defen
sive systems wi II protect them againsl sUllie dillllttge. but heavy flre. will overwhelm
UICIIl fairly quickly. They arc much more eomfonable than fighler craft, hUI arc nOl
intended for long missions - their e.nduranees are measured in weeks at the most.
These "ClIUen;" are muc.:h lIIore IIw.l1euver.:lh1e thall fihips of the lille, hut /lot a~ nim
ble as fighters. They usually have only a few weapon mounts, frequently identical.
Any ship that must maneuver to unmask its weapons (e.g.• can't fire to the rear
without turning around) is consit.leret.l to be in this class, Examples include Star
Wars' Millennium Falwn and the speedsters of the Lel/sman series.

Unarmed ships are also divided into three similar categories for purposes of
combat even though they can't shoot back, their attempts to escape can be role
played. Small craft, intended to hold a few people ant.l a little cargu fur a shon peri
od of time are called "shuttles." Very large unarmed ships are classed as
"freighters" and those inlermediate in size are called "yachts," regardless of their
actual use.

As with any grouping system, some examples are difficult to resolve, "Star
Trek \" variuu.' EflIttrpriJt:s have endurances of several months and are apparelllly
amon~ the largest ships in their universe., btl! they :1rc: under-gunned and weakly
defended hy most tleels' standards, in these cases, the c;M's deci.~ion will he hased
on the: desired game "fed."
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"... in the event of B loss of
cabin pressure. ... "

How Ion!! docs a character have 10
J1;l,tt:h a lillie'! The r;l,LC ill which 1)(C£fiU(C

drops is detennined by the volume of air
present and the size of the hole. The time
(in second~) for pressure to drop to haIr its
initial value is 4.3 times lhe volume of Ihe
air (in cubic yards). divided by the area of
the hole (in square inches).

For example, a slandard passenger
cabin (20 cubic yards) is hit by a micro·
scopit: meteor. creatino!: a one square inch
hote. A pllliscngcr in the cahin hlL~ 1:16 set;

onds - nearly a minulc and a half
before the atmosphere drops to very tlrin.
From thal point. he hilS only II few sec
onds len befol'C being ineapacitaled; see p.
S75.

However, a pressure suit hIlS low vol
ume: 0.03 cubic yards. A hole a qUlll1er
int:h across ha.~ an area of 0.05 square
inc.hes. As long as the suit's air system
cnn muke up the losses, the pressure wuu',
c1RJJl. hUI 2.4 seL'uI1lL~ a~r the i1lr ~UllJ)ly

is exhausled, the suil'S pressure will be
hlllvcd.

For::l standard atmosphere to become

rhill (O.R standard): 1.4 VIA
very thin (0.5 slllndard): 4.3 VIA
trace (0.01 standard): 29 VIA

where V is compartment volume in
eubic yards and A is the area of the holt-. ill
square inches.

Note that these numbers assume a
Tellunan atmospbere al Tellus' sea-level
pressure and room lCIIl!X"Talllrc. Oiffcrcnt
L'ompositiull~ lind preSsures, lind mOST

espedally h:JIlV!"tiIlurt>:S, will resull in dif
ferent dlX'Ulllpres~iuu rftle8,

,
---- --- --
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Kamikaze Attacks
Fanatic pilot.~ or those: in nipplC'd )In~

'hal won't make it hurnt' anyway may
elect 10 go OUI in II. blaa 1)( glory and pIR~

mao ramming lin enemy.
In most space Nilles. lh;~ gC.~lurc may

he grand bUI nOI eSptCi:llly dfeclivt'.
Compared to the energic) hurled by
weapons systerru. ami )IUppl"d by ~hidrl~

and armor. the ~inrtic t'lk'rgy uf II. ...hip is
.. nul .'>igmfkaDI A 20.000-IM h:lIllc(hip

IlI.nlllllllg alone mile pcT st'cond will
l-.tU~ ollly ~ nllK,'h lbmagc as a 6 kilocon
.. llImll: ntllllb. A ~O-tOII fighter. even at
that speed. is «h'i"') If ~h;eld~ 'll'fl rud&:
I"'" ant.! lTu"'llh. they will ccnainl}' Stop

"""'.
(And IlIJlUtlUIi! is only cff«ti\'c \00 hron

both shiJ"~ h,l\!! inertia am! thu!> ).lOctie
tOCfgy. In a ullsmon ctlmpaiy,n, if eilher
...hip i~ "frer:' r.ulllIIlllS 's completely
pointless.)

Howc\'cr. if the shield... an: duwn (ur
are indfet:li .. r allain.'>' mallcr). the ram·
mmg stufl ~I'oould he considt:red an t'xplu
si\"c wcapon - till energy stored In It:.
cnginc" lind wC0l'lOns will b~ Instantly
relcased - wlIh damage apph~d directly
10 hull 3rmor. !-'"ighters and cutlers (and
shunles 3nd Y3ehts) will be completely
oblilt.Tdh:d. A large poltion 01 n "hlp ot
the line (or freighler) wIll be oblller3ted,
but the ship 3S a whole may be llblc 10

fight on, dqx:nding nn the urea of impact
- and, of Cllur.~t:. whether or not 3ny
major eharaclers are :looartl,

The many vari:lblcs inhcrctll in this MI
ualion make il ideal lor II plot Iwist. If an
NPC r"lIl~ a ~hip cOlltltininA ployer-ehar
aetcn. lh'" pes will prohably survivc,
Illlx'il lrapped in a r.lpidly leaking derelict
hulk with an ull~lable reactor Ihot will
soon overlo..'1d.... On lhe mher Icnlacle. if
a PC rams an cncmy ~hJp. hiS lost gre:ll act
of defiance should be awarded by a dra
lIlalkally ~lupt."uduus explo~lnn. On the
third tentade, il ~huuld he made clear thai
anyoll!: who chooJ('J to ram WIll cennlnly
be ulled III the cr:lsh. R:lmming is nut a
!t!amlartltat"t.ic

COMBAT

Craft Ratings
Every ship of space has a Manelll'er Rating (MR), an amalgam of several fac

tors including the power of the ship's engines, the structural strength of its hull, the
efficiency of ils inertial or gravitational compensators. the design's angular
momen\' the acceleration tolerance of its crew and so on.

Every we.apon mount is rated in Firepower. im;hl~ling nnl only its destructive
po......er hut .at'\O I1Ite of fire. (This statistic is "Iso used in the GURPS .'}puce ship
combat system.) A weapol\'s maximum effective Range is either "Inng" nr ·'short;"
a short-ntnge ",ell pun ClUIIJOt hit allything at long range. Fimilly, a weapun" ~ys

tem's Accur.u:y may be ~u good (or so poor) that the gunner's skill receives a
bonus (or penally).

Damage
A <;ingle hit on a large ~hip rdrt:ly obliterates it utterly. The area hit may be

vilal. and ,mne ~rt of chain-reaction may start that proceeds to damage' more- of
ship, bUI the initictl d~tnn;tion will he- fairly localized. However, because of the
tremendnu" variety ill ~hip desiglls. a generic hit-location system would he
unwieldy. For purposes of SOCS, therefore, fit/:hter\ have only one location and
any heavy damage will cripple them. hut cutten; and ship!> of the line llluSt be
divided by the GM into !>ever.tl !>eparate targets, each of which can he damaged
without IlCCCSSMily affecting others. For example. each weapon nwunt i~ a sepafine
larget: one turrell'illl be km.x:led OI.lt, btu other<; will continue to tight.

III SOCS. damage is divided into ttln=e leveb (di~regardiJlg ....looc·l. Recau~
the mnge of available Firepower v:'trie~ ~n widely from one universe to illtulher.
each GM must detennine the expected mngc of Firepower for his universe. and
divide that rangc to match thc three levels.

If thc total Firepower Ihitt hit a pal1icular target in a single tum is relatively
low. only "eosmctic" damage was done. Surfaces are charred and blistered. meters
~wing wildly. breakers open and arc autommic'llly reset, holes are punched in non
essential panels. If the GM de.<;ires, actual damage occurs that will not be apparent
for <;ome time - a fuel tank may be leaking. reactor shielding may be slowly
dc~mding.The situmion will not become critical until after the combat is over.

A total Hrepowcr in thc middle of lhe normal range does "light" damage.
l-ighters tumble briefly. small insulation Iires break out. breakers arc over and
~pr.tY the molten remains of their cOnlacts across the compartment. an unimportant
NPC is horribly maimed. COfllinuillg damage of some sort also begins - a seriou.~

air leak. roging tires, poison gas release or similar. -Ille target will complete this
rum (sim~c all ,K:liorJ ill a 11Jt'll i~ simultaneous). but is oul of aclion for Ih~ n~xt

combat turn and loses any accumul:llcd bonuscs. Aner laking that next rum for
damage cO!llfol and cross-circuiting to '0: the targell'etul'lls 10 service in the tum
fullowing.

Firepower al the high end of the total range docs "heavy" damage. Breakers
weld themselves shut. then expll)l.lt: inlcl huge tirehalls. Fighters spin out of control
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in names. then explode. Large rOl3ting equipment rears up off its mounts and tum
bles about the companmem. Busbars burst in showers of mohen slag. Raging fires
break ou(, crealing toxic smoke. Ammunition detonates in magazines. Nearly all
minor characters are killed. After completing lhis {urn. the target is completely hors
de combat. The services of a lender or shipyard will be required 10 return the target
to service.

Under special conditions. the tolal Firepower will do damage beyond the
"heavy." range. "Geea'" damage results in the complete comminution of irs target
and everything surrounding it for considerable distance. Sp.1ce..hip.. a~ annihilated
by thi~ Icvd of damage. and GMs may have difficulty jU.\olifying the surviviilnf allY
Pes.

Finally. for those time.': when foes should not just be cleat.!. but really lIlost sin
l.·cn~ly Ikad. "Slark" damage i!\. pos.~ihle. Tn this ca.o;e. ship!'> art not merely vaporized
... lh~ vapor itself is heated to fusion temperatures.

These damage result!!. aio'Ul11e: lin prntection. either armor or force scrcens.
Fighters generally will have little or no sllch. blJl CUllen. might. al1d ships nf the line
ce-rtainly will. Protective systems v:lry too greatly for a generic system to describe
fUlly, hut lhey all have lhe: dfel'( of reducing the damage olle or more levels. for
example. it ~hip could hav~ "abl:ltivc heavy :umor" that stor.~ light or cosmetic
damage hIlly and reduces the tlrst heuvy hit to cosmetic. bUl is ill tum reduced tu
"uhlutive light armor." Now it stops cosmctic clamagc fully and reduces the tin;t
liglu hil ...

Inter-Ship Relationships
Ship-tn-ship combat i!'> c.liviJed into turns. represcnting. :l con~lllnt length of

time. detemuned by tile GM a~ appmprialc for his universe. In many ca.c;es. a turn
will be "bo\lt len ~ulld".

Distance and spatial relationships are also abstracted for Ihe purposes of
SOCS. Range is divided inlO three /.One..: short. long and "out of." every pair of
~hips ha... a range between them. bUI since moM ::amp!!. on a side will keep some kind
of formation. il i::a usoally sufficient 10 keep track of only a few distances. The GM
will decide when the range hctwccn a pair of cmf! has I.·hanged.

Ships out of range may be able to delect eilch other. but they have no ehance of
hilling each other wilh lheir weapons. At long range. some weapons have a chance
of hilling. hut there is no way tu impruve that chance by maneuvering. All combat
at this range consists of simple rolls to hit and dudges (sec below). Most combat
will wke pIllet: ;11 .~hort range. All weapons can hit. and maneuver becomes critical
for holh offensive and defensive PllTpf.lse~.

A larget's size also affects lIlurksmanship. Fighters. shullies and other targets
of that size do not modify lhe tar~etjng roll. Targcts smaller Ihun thllt penil!ize lhe
Ounnery roll by -1 ur mort' ill the OM's cli~crction. Some turgets - self-Jiret'ling
drune~. for example. may also get a DoJ!\~ rull. Largel' targcls givc bonuses.
Collers ami yachL' ~iv~ +2 to targcling rolls. while ships of the line ;uK! freighters
are +4 10 hit. Still larger targets sueh a.!> urhit.al fol'lJ'es~s and small planetoids arc

+6. while billing <l planel~,i/.cd target is automatic. Note thal these numbers assume
thai [he gunner is trying for II hit unywhere 011 lhe larget. If he wishes to hit a par
ticular point on the target the roll is modified accordingly. For example, a single
gun mount on a planeloid-sized fortress is roughly fighter-si.lcd. Generalized
allad., nil the fortress would be awarded a +6 to hit. Specific auacks on that mount
would hilVC: no bonus.

The Gunnery skill roll needed to hit may gel an Aiming Donus (AD). A
weapon wilhoul any AD suffers a ·5 snap-shot penalty 10 the Gunnery roU. Two
types of AU can bt: earned. and bolh apply simullan~CluJ-ly. Keep track of the
P()~'iljon AB earned by Ihe pilot M:parolldy from the Sllslaill~dFire AD earned by
individual gunners.

A pilot earns a Positioll AD by positioning his cmft well. !t applies 10 all fire
from his craft on a single target the pilot is lI1al1t~UVerillS toward. Note that any
weapons on his craft Ihat cannot bear on that target cannOI use lhis Posilion AB.
The OM is the final authority on the spacecraft firing arcs.
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PrecisiDn Gunnery
Weapou's Firepower ralings assume

thai they lin: beinS U~ttl more or less 31
((lI\dom. If a gunner is famitinr with II lur
Xl!l'~ layuut. Imw~vt::l. he call be: much
IDORl sC'lcctive in hi~ IHry'l'.ling. t It: WIll du

lhe saine damage. bUI he will he much
rnorc emdenl with it.

If a -j pcnalty to Uunnery sk.11I is
accepted befOfe rolling, ,.1111(1m131 hil~ are
handled a.~ if lhey were crilic'al. and criti
cal hits arc improved tWIC~. That is. the
level of general desuuelion rt'-main:li tbe
same. but the dToct un t'Owbat 1$ f'lUsed
nne Of IWO level5. ThU:li. a hil thaI dues
IIghl damage will mil make only a small
huk lWd uruy loll m....Ol" ""TJl('.(. hOI what il
hits will be taken oul of actiun permanent
ly. That )fIIalJ bole ~CIII Ihf'OlJgh ~mc

lhiuj; truly ... ital. 001 jlL~1 8 mom poltlllOO.

-.'
_. - - -- -
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Turn Sequence

1. All weapons fire that can bear, and
all ships dodge. all simultaneously.

2. All pilots chose maneuvers:
A. Ay Straight
B. ManeuverOffensively
C. Maneuver Defensively
D. Reven;a1
E. Go Totally Defensive
F. Sped/II
3. Ra1110 pcrfnnn mllneuvers.
4. GM mles on eft'ecLs of maneuvers
range changes, positions relative III

h~l.h or other bodies and so on.

Follow·the·Leader 
or "You'll kill us alii"

At times, a highly skillet! pilot will lim!
himself out-gunned by less (";Ir;lbl~ flle~

anti ;" imminent dangel' of I~illg brought
down by sheer weigh! of nllmners.
t'urtullil.ldy. 3.1 such times there is usually a
n('~lrby "(!(ru,,'i7!'~r" In'll lhe piloll:i111 u.~ III
IW'Jl a COllleSI of firepower. which hc'. would
prnh.thly Illse, illln a l:lJlllbl \)f I'llming
skill. which he cx~e.ts to win. Asteroid
fields. narrow winding canyons in planels'
surfaee~, flare ~tars. dangerous nebulae and
disintegrating plallet~ call alibi:: handy.
Thi~ high-.~pccd derring-do i~ most appro
priate for tighters and euners. Ships of the
line ha\'C their own unorthodox techniques
- set: the sidcbllf on p. 109.

To initiate a follow-the-leader contest.
the pilot simply heads for the hllzard lit
high speed. His illteiltiollS are immediately
obVIOUS 10 hl~ pur~uer~. and any that do
not want to follow can break off.

Any thaI follow may eQotiollc to lire
and Maneuver Offellsivdy until their prey
actually enters the ha7.ard. Within the haz
ard, no standard nlaneU\'eTS can be per
tormed. Kather, after firing, everyone
involved mu~t make. a Pilotlllg sbll mil
every rom. MR still nDP1it'_~, I'ml Ihe pilot
h:atlill~ the chase may select nny hlllnrd
level he desires (Iirnit<:d Quly by lhe (;M'~

ruling - this meteor stonn may not ~
llen.~ enough to allow more than II 5, for
t'xawpk). Both he fllld hi~ pllr~lter.~ lhen
make their Piloting mlh Wilh thai penalty.

Each pursuer that succeeds may con
tinue the oext tum. A pursuer who critkal
ly succeeds gains +1 10 AB. If he fail~, he
completely loses his I.]uarry and cannot
continue the flIl1lek.

If tlle pursued pilol makes his mil, the
chase continues. If he fails his roll, all pur
suers gain +1 to AB. If the pilotl'ritkally
succeeds, all of his pursuers accumulate 
I to AD. Any pursuer with an AB of l.ero
has losl his qU:IrT), and cannot t'Ontinut".

Anyone who mils a critkal fllilun.' Ims
marlc a .~pcctaeularly fatal mistakt' - col
lided with an asteroid, been immolated in
a Han: or w!J,Ill:ver cata~rr(lphC! i~ appro
priate to the hazard.

COMBAT

The Sustained Fire AS is eamed by gunners, Every tum after the firs! lhat a
target stays within a particular gunner's sighls and he continues to fire at it. he
gains +I to his Sustained Fire AB. The GM will decide if this occurs - the limited
firing arcs of many weapons make it easy for a highly maneuverable target to leave
the cone of fire. Sustained Fire AS cannot be transferred from one weapon to
another - if a target remains in one weapon's cone of fire long enough for that
weapon to earn a Sustained Fire AB, bur ir then moves infO another weapon's cone,
the second weapon hegins with no AB.

Basic Combat
The simplest spat:e bailie l:Ullsists ur ollly twO cl'aft. matching skills and

llIachines in unobstructed space. Thai pure contest is the situatiun described in this
section. When more combatants join, and obstacles cluller the volume of bailIe. rhe
resulting '.:omplexity i::; di::;'.:ussed beluw. in AdlllJ./lt:ed Comha/.

A turn of com hat hn... two phn.o;;es - fire and maneuver.

Fire Phase
In the frf!)t phase, a gunner whosc weapon cun hear ciln fire ilL hi.~ fue. Ttl illus

trate, consider a cuttcr shaped like a classic flying sauccr with two gun m'Ounts, one·
on top of iL<; fuselage and tine un the buLLum. In lhe frantic maneuvering uf cumbaL
it would nOI be able 10 maintain the exact edge-on altiTllrlc neecS~3ry for bmh
mounts to be abJ~ to shout III lh~ same larget al Lhe s,une lime. Roll against
Gunnery skill, phl~ rhc weapon'!'; Accllracy, plus eithcr tbat wcapon's current lolal
AB (}f Lhe snap-shuL pellahy uf -5.

A failed Gunncry roll completely mis!ics the t.lI.rg~.L Success is a hit and dues
damage appropriate. to the weapon's fire.power. The re.sults of a critical faHtlre vary
from weapon to weapon, but ::;ome m,llfllm:t;on simil;lr 10 Ihl1s~ (Ill lilt: Firearm
Critical Miss Table (p. B202) occurs, A critical success does the same damage as a
normal hit. but the effect of the damage is increased one level. Thus a light weapon
would ~lill make a small hole, but it would be a small hole right through the engi,
neer~ and the heart of the generator!

Piluts call avuid incoming fire both by physically dodging it and by using
COllnrer~weaponssuch as point-defense guns and chaff to interfere with it. All of
these techniques arc included in a single Dodge roll that is the average of Piloting
skill anrlthe craft's MR. A successful Dodge lowers the damage done by one level.
All anncks and dodges are simultaneous. Note that Dlxlging has nu efiecl un any
one's AB.

Maneu.er Phase
During the maneuver phase of the tum, piluLS dlUose one of these actions:

Fly Struighl- or "You're Moin$! to WHAT?" A pilot ciln alwilYs chl.X.lse to Oy
a little slowcr and lc..<;s aggre..<;sively. This maneuver has exactly the samc effects as
failure Ott a Maneuvel' roll. Why a pilot might wish to do such an apparently suici
dal thing will become apparcntlater,

.-
-~~ ---
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Maneuver Offe/lsively - or "Ten more seconds wid I've got the shotf" You

can perform this maneuver against any target that does not have Position AB on
you. Make your Piloting roll, plus the MR of your craft. Failure has no effect If
you succeed, your Position AS is improved a point. On critical success. your
Position AB is doubled (or it is now 2 if you had none before). Critical failure
means thut you 10s1 your quarry ilnd everyone on your cran loses all ABs 011 that
target.

M(;nl'If\'er Vefl'nsil'l'!)' or "One s on your lail! Break hig" right!" Designalc
one enemy weapon mOllnt or craft thaI you art: c..It::fendillS against, and make your
Piloling mil, plus the MR of your ('raft. All ABs earned by anyone on your craO are
immediately losl. Failure on your skill roll has no effect. If you designated an entire
craft, su<:<:I,;s~ reduces llwl pila!'s Position AB one point: if you designated a
weapon mount. that gunner's Sustained Fire AB is rt~duccd il point. If your MIllck
er's Position AB is now zero, yOtl Clln begin Mllneuvering Offen.~ively against him
lIe"t tum. On critical success. you have lost your "thIcker. who now nu lunger has
any ASs against you at all. If you critically fail, yOlI hllve nuwn right ijllu his
sighl~. His Position An is dOl/hied.

If bolh sides of a pair Manellver (bolh Offensively, or one Otl'cnsivc and the
olher Defensive) and roJisimilar results (bulh su<:t:t:eu. bUlh nitically fail or so on),
the ADs are unchanged, nun is, if ncither emh has any AA and ooth succe.ssfully
Maneuvcr Offensively. no AU is gaillt:u allu lht:y <:.111 ~lill ou.ly Il'ade sllap shots
nt:x.l turn. If all offensive ~~faf{ has Position AH +2 and Maneuvers Offensivdy
while his foe Maneuvers lkfc.nsivdy. but buth :-.ut:t:t:eu. his Position AB is still +2.

A pure fight betwc('.n wcU-matcheo opponents l,.:an last quite a while. If nothing
is going to happen to break up the pattern of shoot-dodge-nwncllver-mancuver
repeat - no one is going to run out of ammo or fuel. no ont: else is going to join in,
no asteroid fields are handy the GM may wan I lu rcdw.:e Ihe bailIe 10 a simple
Conlest or Piloling Skills. This pure situation should be rare.

Cutter and Ship of the Line Combat
Tr.u.:tic(J! 'WI.\" iJ si('kly green a.s he slapped the communicator. "Heavy uni,s

iI/bound.' t.'l/emy axis :.ero-jive-llille by olle-thirty-two. WI'(l{WIU IN!e, all uniIS
manel/per to unmask bauerie.s. "

The commander was rt'markahly ralm for someone Wh(Nie small Jorce WlIS
about to be uuerly o~·erll'he/med. "lime to contact?"

"Rol'en will engage ill .. nincty !)·cconds. FululIl i" a Illmdred. Sir. we've
hnm .\·lIf:kered.'''

"No. We IWI'I! droll''' Ollt enemy forces in this vo/ulIle. Thai is the mission the
Commotion: gm'(' liS. ..

"l1fe lieuTelUwt's disbf.'1icriflK :"/(I;e slowly fi1dt!(J as Commander JOIll'.f gri1lnl'd.
Bchi,u.J them, tlU! F.SM panel jlmhed as Rm'(!II~' main batteries fin'd, tllt~ir mdia
li,m pulu.s twisting space itself. "RAGF. Jl(J.~ engaged e/evt!fl heavy units, .. the
speaker f:ruc:kfed. "AVARICE is maneuvering to assist. Twenty-plus headillR your

"lVay.
"£1'(IS;\I(' fl!I'I'lllJrec," the officer oj the deck ordered, a heartbeat before the

sen.fOr chief barked, "Snakebite.' Snakebite.' Gamma cannoll. at least eighl. "
JOlles acwally chuckled. "RetJm lVeul)(Jfl.~ al Ihree light-seconds.' Eager little

ROT/H, aren't they?"
Liellfenam Toi tllT/wd had 1f1 Ihe weapons panels. He had no idea whal tile

!."mmander had IJ/anned, but he hndlJ't eamed his "Alex the Creat" nickname for
political fmlfl£'ul'erillg.

TIle Oglon, call-sign SWTH, 'I/arched (lfuJlI'uiled, .will alld silellT amid the radio
roar uf the gaS giam siOIl-torus.

Cuuers or ships of the line arc handled like fighters, with a few ex.ceptions.
Cu!tcrs cannot gel any Positional ABs on fighters nor Clln they dodge their

attacks. Ships of the line t:i1nnot gain Positional ABs on fighters or cutters, nor
dodge their fire.
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UnorthodoK Tactics 
or "Have you gone mad ?I?"

Out-gunned ships of the line usually
cannot rely on renex and maneuverdbility.
but rather on some piece of knowledge
that Ihe pursuers lack. The nccing ship
docs something apparently puintJc~s; a
variation on a well k.nown and easily
countered tactic, a maneuver that is "well
beyond the safety limits" of the ship or
something outright suicidal.

The effectiveness of the maneuver is
pmponional to the amuunt uf real jt::up
ardy the ship is in. Role-playing the ilim
ger is important. TIle Oceing ship wil1lakc
s;gnific:lnt dam:lge, with many system
failures. exploding panels and at least a
t:Ouplt' of NPC!> llying in honihle ways.
TIil! OM will decide ~ljch ship IXrllOnncl
are using whllt skills. and require nppro
pnale n)lls. Success gives :I large coillbat
bonus for il few turns, blll f;,illire C,l\Ises
massive damage 10 the ship. Critical suc
cess resull!> in the t'1lt'11Iy·.S lutal ohlltCl'a
tion Ilnd crili{:nf failllr~ ;mnihil.,le.s Iht'
ncc.illg ship.



The Furball
When several craft from ~~lldl sitk

mt'l't, [.lit". blllll~ rlever <1i ...jrlc~ neatly inlo
onc-oo-one duels. Instead. wheu uue craft
man'lges til al.:{luire all AI:t on sllother, thnt
one yl."11s for help, .1 t:lIIIlTacll: 1M.:~ill~ 10

trock that 'lIl'lcker. whn~e friends join in
and w un. "111(,' rt'~ult l~ a (:ullfu~ jumhle
of wildly jinkinG fighters exchangiTlE
snap-shQrs in which il i.~ ncarly impossibk
10 ielentify the craf! that hilS suddenly
appeared n~ht In your sights, The many
crafls' exhaust trails form a distinctive
tangled glowill~ doud - afmwll.

In any engagement of more than half II
eJtu.t"1l nan. when ~\lI'N1I enTangled Alh
h:ave heen cstablishC'd. tht' GM may
Ot.-:t-Iare lhlll II (tlmall luis tnrmed. In a fur
ball. un) critically hilled }o'llollng rolh
rt:~1I1r in cnlh'i.'on WIIJl II randomly chosen
Ol'her eraf!. A10. after each snap-shot is
lesol\'ed. the gunrw:r must ma1.l: it pen"'",,
lion roll. On failure. he h~ )but a l.'Qlll-

"""'.

Against other cutlers or ships of the line. a culter's pilot can use Offensive
Maneuvering like a fighter to accumulate Position AB, and the pilots of ships of the
line can earn Position AB against other ships of the line only.

Individual weapon mounts can always build up Sustained Fire ABs. but small
er craft are very likely to leave their cone of fire quickly, and GMs can rule at any
time thai such a Sustained Fire AB has been lost Also, because the pilot and the
gunners are not the same person, it is impossible for them to coordinate perfectly. If
the ~hip's pilot Maneuvers at all. Offensively or Defensively, all gunners immedi
ately lose all Sustained Fire ABs.

Ships of the line and, to a lesser extent, cuners are designed to take hib and
conlinue fighling. The vanou... armor and force shielding particulars mu...t be deler
mined by the GM. For a specific example of ship of the line and cutter combat see
the sacs in Lensmun section, p. 112.

The l1ilTen:nt capabilities of different ship types call for different strategies as
well as tactics. Smaller ships' abilities 10 dodge llIay leI Ulem get in '''under'' heavy
defenses where a ship of the line would be an easy target. A huge ship can take 'up
station far from a planet and blast the surfal,;e:, cau:,int!- mas:,. deslruclion while
relllaillill~ l~ely iJ.ll.tllutlC to surface defenscs. Smaller a......ault crafrwould have to
acmally work their way through those defen'>C.... hut may tx= mo~. errecti,,~ for "lour
gical'- strikes ....

Advanced Combat
Ofte:n a partit:ula.r dill>:' of Ctan will h:lVC ccn3in "'p3ee eolT1t>at maneuvers

c<;;peci3l1y ...uited. to iL These techniques c:unnul ~ d~ribed in detail in ,hi.. general
g\IlfJe; individual GM!> lI1u!;l decide what is possible in their univcr5Cs. In generuJ, a
Piloting roll is requircd, often at a largc penalty, but if it .)ut:ceeds, allY Position
ABs involved ~ shifled in that pilot'.) favor. Failure results in a similar shift in the
olh~r din.x:tioll. A Cmlllllon example of such a special maneuver is the Revemtl.

Revt!rsal- or "I'll hi, the brakn. and "r'lift)' TiXh! by!" If you gel an enemy
of your own size or larger neally tnipped at your six-o'clock - giving him an
uncomfortably high Position AB - you may he able to reverse the situation, and
take his I'osition AB for your own. This maneuver is risky, with a real danger of
insl:lnt annihilatinn, hut it can save a situation just wheu disaster seems certain. A
larger class craft can nor perfonn ir againsl a smaller - t!.g., cutter.! t:annot Reverse
on fightcl:'\.

When n Reversnl i... nnnounced, bolh craft immedi.uely lose all Sustained Fire
/\l:is. Both pilots roll against Piloting skill. plus their crafts' MRs - bUI lhe offe"
sive pilot must subtract his Position AU! 'rhe closer he is 10 his target, the harder it
i.~ Iu follow a Reversal. If both pilots roll lhe salll~ Iype of result (success, failure
et~~.), the .. imarion i... rC!iolved like a Qukk Conle.)1 the one who !/'ueceeded hy
more: (or failed by Ic:s:,) wins, and the results of a critical sucuess on the appropriate
Combal Maneuver, ahove. are applied. Either the defender has complelely lost hi!/'
attacker or the attacker's Position Ali is doubled. Tf Ihe slracker mils a critical suc
cess and the defender doc",,'I, nol only is the atracker's Position AB doubled. but
all his gunners amomalkally hit in the: next tum. If the defender rolls a critical suc
cess and the attaekc.f doesn't, the: fQntler defefltler now ha... the former anacker's
Po:,iliol1 AR -the situation ha.. exactly reversed. If either pilot rulJs it (,.';tical fail
UTC, the (Tdft collide alltl are dr:.\Ifllyed.

Whcn more than two ships art involved in a b.<tllle, thc "ilualinn rapidly com
plic;alr:!'o. A Jone ace will find that higb skill is no longer the ultimate deciding factor
Whl'lI he i~ led right into the guns of his qUltrT)":' C:.!oCort or wingman.

The e1ear di... tinction:, of simple combat - offensive and defensive. head-to
he'ld or cha..ing - arc not completely lost in multi--craft comlJaL They arc simply
applied to pairs of craft. Each croffs Position AB applies to a single enemy, as does
each weapon's Sustained Fire AB. More than one weapon or craft can accumulate
ARs against a particular target.

J
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If a gunner has a Sustained Fire AS, he can fire only at thai target without los
ing the AB. If your ship has a Position AB against one target, gunners who fire at
that target can add that AB. A gunner who is not also the pilot can fire at any target
without affecting the ship's Position AS, but the pilot cannot fire at any target but
the onc he is maintaining a Position AB on.

Since a Dodge docs nol llCluully involve perceiving an incoming shot and
delibentlt:ly gelling oul uf ils way, bUI flllht:r c()lt!\i.~I." of ~andorll jinking in the hope
of throwing off someone's aim for it morm:nt. a pilut rrJilY OlM.lgt: II1l;lIly fi!lnt" each
LUrIl, rolling separately for each one.

A pilot can Maneuver Offensively against any single target, except a tighter
that already has a Position AB against him.

Maneuvering Defcnsively affectS the AB of only a single attacker. If more than
one attacker has acquired an AB against your emft, you must designate whieh one
you arc defending againsl Ihis tum. When this maneuver is used. yuur gunlH:rs lose
any previous AB they may havc had, though they can still take snap-shots.

To defend against multiple attackers, usc Total Defense:

Go Totally DejeflS;ve or"(;er out hert>! 'Iht>y 'rp. all nvp.r mp.! ,. I f several ene-
mies acquire AHs against your ship. survivl.ll becomes pmbleml.lticl.ll. Guing Tutally
Defensive will unly dday the iuevii<lble, bul it may delay it long enough for help to
arrive, Any ARs your gunner.;; may have acquired arc Imt, and they may not fire at
all on the following turn. Make a Piluting rull. The results are lhe same as those fOr"

Ddensive ManC\IVcrillg ahove, hili apply 1.0 all attackers.

In multi-craft combat, the irnpurtam:e uf wingmell or fOl'iHalions becomes
obviuus. While ali enemy is linillg lip a ShOT on one pilot, the wingman can be lin
ing up the shOI 011 lIlt: enemy. TIle enemy cannot Maneuver Defensively withuut
lo... ing his AB against the first pilot. so e.ither he will bre,lk off lhal .mack or'the
wingman will ~et an casy kill. Ships in foonation arc nOI in danger of forming a
furball (see sidebar, p. lID). If a furmation is sumehow very dosely coordinated, as
by the Z9M9Z Directrix of the Lensmall series, a formatiun can fight and rilancuvcr
as a single enonnous ship.

If fOUf Of more craft all gel Position ABs on a single enemy that is their size or
smaller, the single craft is said 10 be "boxed."' A boxed ship cannot make allY
maneuvers. It can only relllm fire and Dodge, and unres.~ help is comingfa.·..t should
prohahly surrendcr. Larger numbers can surround more than one ship at a time, but
at least four times as many are required to do the surrounding as arc surrounded.
(And strictly speaking, twelve or more ships ··cnglobe" their foc.)

Inventing Maneuvers
Skilled piiOlS consranliy "push the

envelope," trying out new maneuvers and
comhat techniques. Sometimes a genuine
ly useful trick is discovered.

(jMs can allow player pHols to work
uul ~ur.:h lIIam::uVt'.n., particularly ill a new
design of craft, {hough it should nol be
made easy for {hem. The requirements
~houJd be al'duous. Minimum skill levels
10 cvcn slart, largc IImOl.mt~ of !light time.
many .~kill roll.~ at a si7.ahle penalty and
the potential of a fatal mishap arc all
appropriale.

If the maneuver is allowed and suc
cessfully developed, it will give any pilot
who knows it a bonus against.any oppo
nent who doesn't, as well as having somc
special effecls, The eX,ln amount of the
bomlS ,UlU llatllTt:"oflhe ell"el;ls are lc:ft 10

thc OM's dlsCfl:t]Oll,'·but some factors
affccting them include the skills of the
deVc!0I)i,lg pilolS, the magnitudc of their
~lll;i.:essc:~ in Ihe developmenl prtl(;e~~ and
the quality of thc namc Ihey give Iheir
ll'thlllqUC. (SilljPly dcscrip{ive namcs
~Ill;h Ol~ "~p1it_S" ;Ire worth lu~ lhall
mctaphorical o.nes like "scissors" or
"l'obra." A <,;hara<,;ler'~ repulalJOrl WIll
determine whcthcr or not he cun get it
nitmed afler himself, like the
"lmmclmann.")

The vulue of a new maneuver Je<,;ays
rapidly over time, as the enemy sees lhe
m<'lne\IVer Md both Ildopt.s it and learns U)

eOumer il. III pitche<l wmfare, wilh severnl
banles fought every day. a maneuvc:r's
"half-lifc" mlly be a short lIS II week; ;.1:.,
in a wed:, it.~ value is cut in half. in two
weeks. to a quarter of iu original and so
on. Round down. It will soon n::adl zero.

• •
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Battle Stations!
All fighters and shuules. many euuers

and yachlS and a few freighters with very
small crews opcrale wilh every station
always 1llalUK"4. .slups of ,he lme, though.
cannot Weapom slaUuo) are exceedingly
boring \lohen IDere's nn onc In shoot at.
lind the crew i!; 100 small II) provide. fn"
qu~nl ~Iids. J<eaduless quickly begins 10
dcdim:.

Accordingly. ull<kr IIUfIIllil C(ln(l;lion~.

shillS of Ihe line o~r,lll: al ~lUtld(/rd rcadi
llf;:SS. If the caplain suspects thai lroubk
may be eminent, he CllfI plllCC hi~ crew Oil
Alut. When trouble actually bt-giu~, Ill\':
crew i~ ordered to tJallle Suuio/!$.

It. crew at standard rcadinc:u ('annOI
fire iloy ...........pun... ;).lld all damage their
,11I1l ..ufrc~ is one Ieyel WO~. sirKe mosl
Iwcl'lcs are open. the dam,lxe clInt",1 ..Ia

lions ,II? fMlt manrlnl ;liM.!!iO on.
It takes tv.o minul~ (Of II hum'ln ~w

to go (nlm Mandud readmess 10 Alc:n.
Once on Akrt. the' ship no loo£rr ~lIffer;

lhe incre,,'c:d damage penally. bur can
only ftIC half of irs .....e;lfllln.~.

It bkc~ lhlcc mioUles to go from I\ll"n
10 ButUt' St'l1iun,. 1\1 Ballic Stahons. the
~hilllllllC\l()n~ 3.( fuJi capability.

The OM ~hould let the Pes plllY out
Ihc,c timc~. with modifiers for whe~ in
lhe: ,hip lhcy begin rclath'e 10 their bailIe
stalions. their knowledge nf the ship. their
Running skills and so UD. 0Dl',( ;l panicll
Jar- weapon mount is m3nnt'd. il can fire
I1'gardless of the ~~r nf r~ ~hip's rcadi-

""'.
Daule: SlatioD~ rallllOI be mInDed

tndefinltely. Aft~r six hours. the erew
bCj;ins lu Ian: and alertnc(( hegins In
declint'. Aft roll::. made by a human crew
lilt' p('naJi;,:e-d by one for every hour o\'er
~iJl at Rattle Stations. Alert ~'lJn l'Ie held
long"r; rolls are penali7cd on~ for every
four hours over n flilllt;IY or Aiel'!.

CDMBAT

@ SOCS IN LENSMAN
The invention of the Bergenholm inertialess drive so changed ship-to-ship

combat as to make it uuerly unrecognizable to captains of any previous era. To
begin with. it rendered explosive weapons sueh as missiles obsolele. since a "free"
ship would ..imply he flicked away by the first putT of gas or fragment from ,he
explosion. Therefore. the objective of eombut is Iu huld energy beams on the foe
long enough to bum throllgh hi~ defenses, while preventing him from doing Ille
salllC ro )'ou. The Bcrgcnholm malt's this goal difficult, a.~ wcll. .~incc beams travel
3t the speed of light. and .~hips muve much faster. Also. a "frcc" vessel will he:
pushed away by the pressure or the beam that is trying to damage it! Accordingly.
attackcrs musl lock themselves to their victims with t.ractor beams in order to do
any damage at all. Since traclur hc:allls have relatively short rangc. bottles lake
plnce al range... measured in tens of miles. Wcapons are designed for use at these
ranges - in sueS. all/A!RSrmzn weapons arc considered shOll-ranged,

Ralings
When u!>ing sacs ill u'nrmllfl. aFirepower of 5tM,1 or le~~ of' 3 !>CTttn with

Dden!tin~ Fat·tur (Of) of 10 or less is con~idercd light. "lrepnweJ1ii frum 501 tu
1.500 and DFs from II to 30 arc heavy. while boreat Firepowers are between 1.501
and 5.lXX) .. nd greal OFs arc between 31 to 100. Firepower greater than 5,lXX) is
)twU)' destructive and OF greater than IUO is starkly refrdctory.

The Battle
The first goal in engaging an ellem)' ship is '0 acquire traclm lock on lhut ship.

A ship thal is nOt grappled by tractors is esscntially invulnerable: the slightest touch
from m<tller lIT ellt:r~y nicks it away at many times the speed of 1i~hL (T'.Xlrcme/y
powerful energies may slill damage a "free" ship - see sidebar.)

Tractor lock is acquired by a successful roll against Gunnery (Tractors), using
all the ..tandard S<KS guidelines. Each tractor lock must be separntel)' attacked.
since trdclor shears may be used 10 break sueh locks. Tractors can only "hit" ships
at soon range.

Once lrdctOT lock is acquired. if cilhcr ship was "free." they instanLly elose
until their meteor screen.. touch. If both arc "incn." they accelerate toward each
othcr at the sum of the ratings of all locked tractors.

Ships that are tractored together cannol Maneuver. Their gunncrs can gct
Sustuined Fire /\.Us. but neithcr can get a Position AD against the other,

Once the target is anchuretl, it r.;an bc attacked. In ummoll, all ships are pro
tected by force stTe~IlS. since no mailer can wilhstand the energy levels applied 11)'
weapon beams. When using macro hcams, critical hits are irrelevant and prcci.~ion

gunncry is 1I.c;,clcss a.. Inng <to; screens are fllllctjon:\!. One point on the screen is ,1
good as any ulilel' for lhc purpose of uverloading lhal )(:reen, Any successful
Gunnery roll simply "del.. thai weapon's Firepower to the screen's bllroen. Nt:edle
OC;lnlS powerfUl enough lu punch through lbe screen ~till hcnefit from aCf:Urdte
placemcnL huwcvcr.

SCrBan&
St~n.'i are ruted as baving Ugh!, hcavy, or greaL ability to absorb incoming

Firepower. As they do so. they gain in Coruscation I,vel., (CL). For every CL a
se(e'::ll gains. it.. color shifl.. up the spt:CltUm: red to orange to ycllow to b'fttn tu
blue to indigo to violct. If a screen gains an additjonal CI. afler reaching violet
(seven CLs) it overlouds. shift.ing thruugh the ultraviolet to black berure its genera
tnr bums uul a.nd pl'ovictcs no fUllhcr protectiun.

/\. screen provides little protection in the tum thai it bums uul. Whatever is
inside a screen as it colll!pscs r.ake-s damage from every we,lpon lhal hil the screen.
aile level Ie!>s than usuuL If three heavy m"cro beam!> all hit u lighLly lotteened ship
in the same tum. Lllilt S('(een will bum nul rr that was the lasl screen protecting that
!>hip. it will suffer three '\CpaTBle "light" damage results.

While a c;,creen IS funclional. it re-elllits absorbed energy at a rule of one CL per

•



Scn:Cn Defellse ''"actor

Needle Beams

-
- _. ---~----

Damaging Inertialess
Objects

"'Als is of course well known, ;1 is
under nny ordinary condition~ impossible
to wnmk any hUll upon an obje<:1 which ;~

hnlh ;nc"iale~~ and al l.ibcny 10 move in
spac~, It simply 11;1""; away from the toocb
of lhe harmful agent, whether il be illlllla

I.l!llai beam or m8(('riill ~1lh!t;talK.~:·

V;I~l1y pllwerful e-ncrgics (on dalDtl~

an Ille-nlakss and untrllt:l(,m:t1 ~In,,: !he
fe-w molccuks ~nl c\l!rl ill inlCr!lalac
tiC sp<lCe offcr -,fllne !llight rcsistllDCc 10
movement. If 11 free ship is luacked.
thvlde Ihe anacker's I'irep'-'wer hy the
speed diVisor found in the GaLe::th:-er
(('hOll'icr 4). sod by anotlx'r factor or Ino.
POI example. the Dalmr/~JJ IS In lhe inner
ed~ uf a SI)lral arm. attackint :10 ;~rt.la

leu BOllkonian. Its: prilll(lri~ lift raled at a
Pirrpower of 2OO,OOCl, hUI Ihal number is
divided by I for the IOCIII rieMity and by
IOU. giving 2,000, or "great"' firepower, If
lhe BO!lkonian's "'be8vy" screen is aJrrady
coruscallns yellow. he will lake "great"'
damage and be uuerly desitOyed.

Radiate
Radiate
Radiate
Radiate

o
+1

SUlrk
Radiate Radiatc
Radiate Radiale

o Radiate
+1 0

+3/Hcavy +1
Down/Great +3JGrelii

Screen Defense Factor
Heal' Gfl'tli

Radiate
o

+1
+3/Light

DownJlleavy
Down/Great

None
Cosmetic

URht
Ileuvy
Great
Stark

Macro Beams

Macro Beam
Firepower
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tum. A ship can and usually does mount muhiple screens. Screens are affected in
order of increasing DF - a more refractory screen surrounds a physically smaller
volume. Inner screens cannot radiate at all until outer screens have shed all their
absorbed Coruscation Levels.

Needle Cosmelic Light HeilVY
Ream Ught Ughl Heavy Great
Fin- Heavy Light Heavy Ureat Stark
power G"al Light Heavy Grcal Slark

Stark Light Heavy Greal SLark

NOlii' Slark Heavy Cosmetic - -
Screell Red Slark Great Lighl - -
Corus- Orangt! SlaIk S"rrk Ileavy Cosmetic -
cation Yt:lloIV Stark Slark Great Ughl - -
uI'1!1 Green Slark Stark Stark. I-Ieavy Cosmelie -

llhJl' Stark Stark Slal"k Greal Liglu
Indigo Stark Stark Sc.ark Stark. H~vy Cosmetic
Viole't Sian:: Sturk Star}:" Stark Great Ughl

CfO'>!\-rc:ferem:t' the maCro bcalll'~ "-ircpower with the larget SC'rccn'~ 1>1-'. A '-0"
mcan~ Ihat tht' M;~11 does not gain any C1_... but cannot tadiate any, either...+I" ur
"+r brive!> the ~reen thai many more CL... and i1 damage name means whatever is
in~ide that scrccn takes that level of damage. "nown" indical~ that the screen
mstillilly collapsed. A scra=n thaL gt'b <ml)' "Radiatc" rcsulL.. in u tum Will )h~ vne
CL level althe (',Id of that tum.

Needle beam!; needle~ and primaries arc concentrdled rays that cannOI
rolise a screens" CL. They either penetrate or art= !\lUppcd, as determined hy buill tile
screen'" OF and current Conlscation l.evel.

To use the N~edlc Beam Table, look. up the weapon's Pirepuwer along the
upper-l~ft edge, :md read acru~~ 10 the target SCTe!:n"s OF. J.f the targer'!i OF is olT
the chart. no damu£c i!i done. Now l,;nlss-rderencc that cohlmn willi lilc screen's
("urrent Comsclltion Level to find lhe maximum damage lhat call get through the
screen. The acltJilI damage done is the:: It:.,!\el' of the bellm's fiirelKlwer and the level
indicated. For example, if a Jiglu healll hits it light !\cn:e::/l that is currently viule::L
lhe whle:: indicates stark dllmiJ~e::. However. a light beam can only do light dama~e.

TIle beam slrcnglh of "Cosmetic" ilppcllr.., not because anyo~ would mount a
wcapon only ca~lble of '>Corching some paint. bul hecau.~ thai can be the:: remain,
ing tx=am strength after pendraling:lJ1 outer screen.
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Ellample of Lensman Combat
The hmpitul ,thip f1t!d, filling the ether

with aies for help. The pjmlt!'~ Im}(int'J"
closed the gap quickly and a tractor
flicked 01/1. The hospital ship'.f pilot was
good; again Gird agaill he dodged that
Srospifl}J Icn/(Jdc offorce, bUI the final
result wus u"avoidable. Lockl'd IU}(t:'lher
110"', the pirate illcrtcd (/Ild WI'Ilf to work,

The pirate mounl~ II heavy Firepower
macro beam and :I light needier. The
unarmed hospital ship hS!l a light oilier
screen and II heavy wall-screen.

In the firsl cum, the rllvening macro
beam claws at the outer screen. Cross-ref
crcncinll a heavy macro beam with a litthl
screen indicmes "+3/Lighl." The screen
flusbes through the. red Imd o~c. and is
IlOW hta.dng y~lIllw. Th~ Hxhl tl,tm;lgc
that gets through is slopped by the heavy
inner screen.

lbe macro continues wilh a. pyroll::l:h
lIic dIsplay lhal fills all of dn;u/l1;1/11bient
~pllce with lIigb-tension sparks. The
·~reen f1l1she-.s PIISI y{".llow, paSI green and
blue and hangs al indigo, nickering franti
cally. Again, the inner wall.screen slOps
the light damage that gets through.

The pirale's nc~etlle gUllller, eager III

claim Ibe boslages, fires his needler. A
lighl needIer ag;linsl ;111 imligtl lighl scn:en
gives a result of ··stark." The penetrant
~haI\ uf fun;e is unhl1Illpc:n:d by the uver
burdened screen, and (lunches thrl)ugh.
The still-rdral,;tury heavy inner screen
slops it cold. however. The macro bel1Ill
blasts the outer screen through the ultra·
violet and into the black and, barel)' hin
dered, sma~he.~ crunchingly again.~1 Ihe
inner screen. The heavy Willi-screen
hegins glowing a dllli red as the h~~avy

macro beam c1rilJ.~ into il.
The needle ~llnner realizes that his

light weapon cannot penelrale that
adamant wall of force-yet. He impa
tienlly wails the few set:onds na:ess<uy tur
the mllcro oc.a.m to h('-III Ihe wAIl-scrc.cn to
a flaming greell. He tllell goes to work.
Ilis ti~1 sllnl is ;1 lrille prelll;lllIre. Wilh
the screen only green, he CAn only do
"cosmetic" damage to the shill. tlCgillllillg
Ihe next 111m, though, light dam~e can be
dOlle tlll11Ugll tile eye se;lrillK hille il1lliKll
violet of the screen. The Ilecdb sliihs alld
stubs nguin, ravening the bridge and the
mighly ('.ngincs,

As tile ~creen he~ins Ila.~hin~ violel,
the pirate captain orders the macro beam
In titl~ only inlenniltentl)', allowing the
screen to cool bctWeCl1 shOis. tly firing
every sewnd tum. lhe S(;ret'n ran be held
in the indi~o. The nc,cdlcr is doing its job,
and if Ihe screen should fail under one of
the macro's shOis. me hospital ship will be
heaVily da.rllilfCd. Tilt' IIUr..e.~ an: !lilly Ill'
Vilille !llive; t~ ship mllst be force:.d to sur
rClldel'.

(;unlinul.'d un nl.'xi [XJgl.' ..

@ MARTIAL ARTS
Board and storm! No matter how sophisticated technology becomes. it is nOI

always available. Nor, when prisol1l::n; must be taken. either to extract information
or for ransom. is it appropriate to vaporize the foe.

This SeCtiun wlllains additions tn the rule!'; in GURPS Martial ArU and
GlJRPS Marik,1 Arts Advell/llres. which are required to make use of [hem.

New Maneuvers

Non-Striker Blow ISpeciall Roll vs. Karate, Brawling or BOiling.
Cannot be improved. Prerequisites: Alimb without a striker.

Any limb can be used to strike a blow. If that limh is not a specific striker like
a claw or a hol'll, it can slill do nlrust-2 damage plus skill bonuses. Swiftly coiled
tentacles, suddenly straightened, pmpellheir lips 10 high speeds, Wings arc power
ful appendages. as arc talls. Tentacle snaps, wing buffets, lail sweeps alii..! so on are
all the equivalents of punche-s. and are :alltre-ale.d exactly like tbe Hand ~trikc (sec
p. MA40) of a bony·limbed fighter. MU.!ll uthe.r hand maneuvers havc their tcntaC\I
lar counterparts; rhc tcnlacular W1l.ip Cmck correSpOnding tu a Roundh{fUSC Punch
(see. p. MAAI09) and so on.

Any style with K.amle, Bmwling or Boxing as a primary skill ha... the Non
Striker Blow mallcuver at flO exlrli cost.

,
Striker Blow (Speciall Roll vs. Karate, Brawling or BOMing.

Cannot be improved. Prsrsquisitos: Alimb with a striker.
A limb evolved to .~trikc dnes more damagc Than oDe not so intended. of

course, Intelligent beiligs t:an learn tu use such limbs even more effectively Ihan
instinct provides. The basic damage is that of lht: slriker, e.g., thn1slkmshing for a
plain slriker, Ihrusvimpaling or swing/cutting for short claws and so on. Add IO lhal
damage standard Karate. Brawling or Boxing bonuses. Because strikers are
evolved for specific uses. Ihis maneuver has fewer variants than Non-Striker
Blows.

Any style with Karatc, Brawling 01" Boxing a." a primary skill h,.s the Striker
Blow maneuver at no ex[ra co... l.

Wing Baffling IAveragel Defaults to OX-2.
Cannot ellceed prerequisite skill. Prsroquisite: Winge

Wings Cilll he used to distnll;1 and blind opponents, in H manner sirrular 10 a
feint. The amount yOIl make your Wing: Raffling roll by is subtracted from your
fue's active defenses next tum.
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Donganeur (Hard) Defaults to Karate-2 Dr Brawling-2

Prerequisite" S72D+, and Karate Dr Brawling.
The Tomingan donganeur. or "flying roundhouse:' is an effective technique

for very Strong humanoids. II is a powerful punch, thrown during a headlong dive
for llu: foe. With it, a fighter cun rei.ldl any opponent within standing or fi1n./ling
broad jump range (see p. BMl:l).

A Jumping or DX-4 roll is first required. If successful. roll against dOllgcl/Ic'ur

skill. la any c.:ase. mil against Acrobutir..:s-4 or DX-8 to avokl fulling, faking Id-2
cru:.hillg damage for every two yards you traveled. All your active dcfcn."C~ at -4
during this maneuver. and this is the IInly altac" you can mukc during the tum.
even if using Multiple Attacks.

A cJonga1lt'lIr does <;wing+2 damage. with Arawling or Karate bonuses.
Damage is doublt:d for purposes of calculating knockback and knockdown.

Flying Haad BuN (Aueraga) Defaults to Karate-2 Dr Brawling-2.
Cannot eKeeed any prerequisite skill+4.

Prerequisites: Head Striker, and Karate Dr Br;wling.
The flying h~ad-b\ln is II comhat technique used by many racc-s wilh head slfik:

en; su(:h ~ hotos.
If you hit wilh a Flying Head-Butt. your victim will lake damage proportional

10 your weight. The basic damage is your trample damage (~e p. B 142); the type is
delt'nlLined hy your type of :.kull. Round, txmy skulls do crushing. damage: othc.r
strikers can cui or impale. This damage is doubled for each 10 Move, halved if you
arc moving 3 hexes per rum or less. K..!ll)(:kb~ck and knockduwn ltre determined a."
fur a normal slam.

Fur example. a 1.500 pound Velantian rramples fur 1M!. Aying at a Move of
4Q. be can head-bull for 16d+16 (crushing). Should a being wilhnul a head striker
aucllIl){ this maneUVer, he lakes lhe same damage as his target. 10 his head.

f'irsl. you must resolve a slam illlad: (M:t: pp. BI12-113). On <I mi!'...., you con
tinue to move paM your target; roll i1gilinst r1ight·4, Acrobatics-6 or DX-j 0 to
recover. If sur.;ce...... ful, then roll againsl your Flying Head BUll skill, On n failed
skill mil, take half base damage to the head. If you hit, your target takes full ha.-.e
damage "I' the type of your siriker; e.g., jf you have an impaling horn. the damage
is impaling. All your active defenses are al -4 against this maneuver, and this is the
only allack you can make during the turn, even if using Multiple Attacks.

When butting bulkheads or a soli<.lly braced victim, double Ihe damage done
(or taken. on a missed roll). No preceding sliml attack is necessary in Ihis case.

Styles
This section describes several new martial ilrb. lILyles for usc in iI '-enwnan

campaign,

Military Hand-to-Hand Combat 1B points (No Cinamatie Abilities)
The orficers of the Ualaetk Piltml, like those bcfo~ them of the Triplanctary

and Snlsri.ll.n l.t=agues. acc highly truined ill the vicious sdcm;e of hand-to-hand
combat. They dun't tight for pleasure ur Sport or rich pun;e.". but when they cnter
com hat wiLhuut weapons, they light with OIlC sole purpuse - 10 kill, as quickly as
ptl.~sihle.

The fighting ...kill .. taught at the Academies arc based on the ancient Tellurian
art uf .\U1'are. Its empha."ill 011 flexibility llnd iltLacks with the more-powerful legs
apply to weightle:.... {~Ollditino!O well. and its Ui'ditinn of cane fighting rran!Olalcs tu
the uS(' of Ihe \pacc:-axe. lncnilliell." combat also rcquirc.... the additIon of limb-locks
to the repertuire.

Primary Skills: tiree Fall. Karate. Spa<:e-All.C:, Vaec Suit.
Secondary Ski/h: Acrobmks. BTilwling. Climbing, TI1~nialcss Agility, Judo,

Knife.
Opliol/a( Skills: Knife Throwing, Stealth.
MalleUl'er.c Back Kick, Clu.:.~ Combat, Elbow Strike. Eyc Gouging, Head

RUII, llit Location, Jump Kick, Knee Strikc, Kickillg. Spin Kick.
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Example of Lensman Combat
(ContinuedJ

Thl.' pirwe'~' communications officer
failed 10 imercept the reply (f) the hospital
ship'~' muydays. Ht' could not fail to
notict:, ht/....eITr. tht' suddl'n scream ofstu'
tfc as all ether and $ubether Mas filfed
M'jlh inufUt' jommltlK by tht: on.ru~hin8

trIOu/llf. Frantically. tht' pirClIt' "i/m rut
the tractor, lmashed all tht: cOllfrol kr)'s
for his hoi drMng jet.~ into Iheir ID.JI stops
and 5napPf.'cl the Bert: bade on· line. The
l'imN' .fpran8 0 ....0)' ill tlt'orly 70 IIIIjP,.f tht
.f~edoflisht. '

Tht cha~e was brit'f Till' ship of Ihe
linl' h(Jdfor mnr&lt'gs lhan the cutlt'r. anti
run it dmHt In sllorJ ordl'r. TrnrllJrs
flashed out, Ihe pimtt' dooXt'd and spun,
one /inufty :snuppt'd on - ond WQ"

prnmp/fy (·lIl. 8111 /h~ /)r(~f jnsltl1lt was

('n(/lIgh for t,,·u othUl 10 'ock on, and the
mauler mOim/td murt! tru('tors Ihall rhe
piratt Jw.d .I·heelrs. Whiff' one "'D.J Cill. two
ot~1'J" ",rr(' (lttur:hing.

The pirate moun Is lhree C:OllriCS of
\CrceDS: twO heavies in~im: a light. The
l1\auler has (QIIf beavy liCnlen~. four heavy
n.ac:tO beams, two heavy 1JCed1~ alld six
li!;bl nc:cdlm.

In the first tum. the pirate fire.~ holh hili
weapons. The macro .~pil~ and K-'Tll.ldleS
against lhe heavy scrccn. bUI can barely
rol.ise a dull red glow. The needier thrusts
out bul is lumed and shaltered by !he rigid
defense. The raven Ina beamli of the
mauler's mactu5ll1lleap outlngether.~
plrale's light outcr ~ereen is inJOlanlly
raised twelve levcls of bti.OOing corusca
tion and collapse'!;. The heavy middle
~n blocks the four "lighC ~mai!lden,

The second turn. Ihe glow of the
mauler's outer s(:J'een reaches orangt!. The.
pirale's mitldlc:: ...creen, though. is heated
fn.lm nothing to geren.

The Ihird lurn, lhe mauler's OUler
screen Tel'chc\ yellOW and the pifilll"'~

middle SCtCC.'n collapses.
The founh Ium. both Ibe mauler',!;

M:reen "I\d Ihe piratc's will1 ~I'ecn atc
grecn. and the mlluh:r's heavy needlen
begin their precise won::. They can do full
dllJIll.tgc lhmugh the badly weakenw wllll
.;creen. P:l.lrol Intelligence ha.~ learned the
layout uf lhis type of ship, and (KlC needier
does lighl ~,"agc 10 the SC~n genera·
tON. For Ihe nelll lum, the screen .oes
down.

In that tUIII. Ihe mauler innicu sill.
heavy damagn and Silt htht. The pirol.tc:· ...
riudlcd, lifcle~~ hulk. drifts away as the
mauler releases ltaCtOfS and ~tums til aid
the tk:r'CliCt hospital ship.



Thuleschlag
(Jouian Adept Combatl

7 points/41 points
The Adepts of North Polar Jupiter

were founded b)' Gharlane of Eddore, and
were pallerned in llIallY way~ <lflt:r hh
very .~ucce~~ful "hrotherhood~" within the
inner circles of Gennany. However. the
Jovians proved to be considerably more
relIable than me self.indulgcm poltroons
his lliller pt'rwna allr.Klt'd. iind Gharlallt'
revcakd lu lIU::lII [.If more thun ht: hud lu
LIlt: Ni1.£i~.

The c1j~cirline~ learner! hy The Arlerl~

... are. in martial ans lenns, "internal" tech
niques. and so arc· of limited usc· at novi
tiate levels. A fully-ra.nked Adept. howev
er, is lin c.xccedil1!!ly dangerous opponent.
Many ahilillt:~ aLLrihuted 10 the AdcI'L' hy
rumor are now supposed (0 have been lost
when their headquarters was reduced by
mulrip1e "steroid impil(:l~ ill the end of the
Third Jo\'ian War.

'1l1l1:~~ s~l.~ l1f(:in~111.tlil.: Skill.... ;tI1:~ lisl
cd below. The teachings of the Adepts
w~re rigidly lilllil~11 hy r.lIlk IJII 11Iw~r

li~r skill ... rr11l~1 ~ l~an1~d (;11 l~a ...llln~ rull
pllinl O::;I\.:h) bo::fnro:: (Ill)" lIigl1o::r 1II;ly ho::
~tudkd. Meditation and Ml'ntal Strength
are lislerl in e:teh -.el :tI le:t.~1 one poim
must be put into each at eaeh tier.

Primary Skilh: Judo. Mt:ditation.
Philosophy (Vril - EdJurian propagan
Ji.l). SVitl't:-Axe.

SrcQntlary Skills: Dl"am Wt:avull.
BOOy Lan~ua};t:. Brt:ath Cuntrol. Karatt:.
YinIYang Healing.

Oplimwl Skill,~: Mu~dt: Rl"uding.
Mallt'u\'us: Arm I.ock, Close C(lmbal,

Neck: Snap.
Cinemutir' Ski1l.,· I: Blind Fighting,

Immuvable SlalU::e, KlaJ. Meditation.
Menml Stren!!th. f'reli.sure P(lint~, PIt,h.

Cint'mLlIh" Skill~ 1I: Body Control.
Invi~ihilily Art. Mt:L1ilaLIIHI, Ml:ulal
Strenj!rh, Power Rlow, Pr('~slJr/" S..(:r.. I~,
Blinding Touch.

Cillrnlflti(" Skill-~ 11/: llillill of I)t:alh.
Meditation. Mental Su"Cngth.

Cjn~mUlil.; M(ln~uvt"r~: Enhanced
Dotlgt:. Rull with Bluw, Stkking.

COMBAT

Special: Normally, vacc suils or space armor give: a -I to all OX-based skills
and DX rolls. This training includes comhat-familiari7.ation, which eliminntes Ihe
penahy 10 all combal-orielllcd rulls :'tnd the Free Fall and Im::rtialess Agility skills.
The cost is 4 character points.

Space Marine Hand-to-Hand Combat 21 points
{Nn Cinematic AbilitiBB}

As efficient as office.ts' ~t[lIldafl.l cum bat training is. il is inle.nded tor usc in
emergencies only. A trooper expecting 10 do battle regularly is given far more
extensive skills.

Space Marine h::md-Io-hand training Slrcsscs bruli'll efficiency. Marines l."{/ll

Ci'lptufe pl'i~Qnt'.J~, but tht'.ir primary missiun is tu dust:: with and de.nmy the enemy.
If anyone escapes, he should tell a talc of such horror Ih:n no bifurcate I'ace heal'illg
it will ever willingly fat:e Ihe Marint:s in cumbat.

Thc Corps prefcrs warriors from the many races adherelll to Civilization that
have natural eombat-oriellled advalltages such a.... high ST and ht)dily titrikcr:s.

Primmy Skills: Free Fall. lnenialess Agility, Judo. Space-Axe L2 POilll~l, Vaee
Suit.

Sn:oll(]ary Skills: Acrobulics, Karute.
Optional Skills: Stealth.
Maneuvers: Aggressive Parry 12 poin.... ], Ann I.ock, Close Combat [2 points].

Eye-Gouging, Head BUll. HcwJ Lock. Hit Locatiun [2 poinl"']' Neck Snap.
Special: The Marines arc also given combat-familiarization with 'lace sui IS and

space annur. identical to thaI described above.

Tsudo {Velantian Combat} 10 points/23 points
"The lut of claw and fang," or !sudo liS it is known to speaking peoples. is a

wide-~pread di.'i(;il'rill~ 011 VdaTi. It lia.... maliy variatH~ and differing ~(;hools, ,1I1d

comparin8 them i!> a popular pa!>time. lJ!iually no pennanent injuries arc inflicted,
llnd Wli'lllli<lns hei'll qlli~~kly,

J."wdo cmphasi7.cs !>imultancous attacks with multiple. limh!> and u!>ing the
wings as diversions. Gmppling is smdied bm discournged, because Velillltians are
too flcxihlc 10 makc locks practical. Instead, if is limited 10 holding ;m oppont;:nt
still while another limb strikes.

One weak point of Isudo is its disdain or artiJit:ial weapons. Vell.Intians' natural
weapons arc so formidable that they frequently fail to appreciate the fearful poten
tialities of, s<.ty. II space-axe,

Primory Skills: Al,;fllbalil,;s, Pli!:!:ht, KaJ1Ite
Secondary Skills: Pert'ommnce
Optional Skills: Telepathic Illusion
Maneuvers: Aggressive Parry. '"Corkscrew" combination L4 pointsJ: Tail

Constriction imd Titil Striker I:Uow (tiCC below), Plying Hc,td BUll, Wing Bafning.
Cinematic Skills: Power Blow.
Gnema/Jc Maneuver.l: Enhanced Dodg.e (only when flying, for 12 points)
Tile "Corkscf"Cw" /."omhinlllion: If a Velantian successfully grapples with his

lail. he can use this combination in the same turn to automatically hit with his tail
blade for swing/cutting damage while simultaneously doing constriction damagc
if the victim lmes a contest of ST, he takes as much damage as he lost by.
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- A Lensma" campaign is rather different [rom the common science-fiction
campaign. Lcnsmen are far more powerful than the usual adventurers, and the only
limit on a Gray Lensman's actions is his own conscience. Players accustomed 10

the lack of any moral sense in other worlds may find the genuine honesty of the
Lensman a challenge to play.

Thcse are the qualities of a Lensman. They are also the qualilies of a Lemma"
campaign. While every action or the player-l:haraclers milY nol ilffect the lurgest
scales of Ihe entire Boskonian War, the importancc of the struggle should not be
forgotten. The struggle is between (jood and Evil, for lilt: fale ufCivilization,

The ~hllrll~ters cllugbt in that conflict can come from any background, hUI

those in the books have scvcral commonalities. They are intelligent, ei..luL:ilted,
expressive_ positive ami bTJ1lL:inus and hClncsI, They do not believe that "average" is
better thall "elite" and are una.o;hllmed of their .~lIpcrior knowledge 01' intellect. They
do nor confuse the ideal of "equality under the law" with equ::llity of"ability 01' evell
potcntial. Rather, Ihey knew with certainty thilt humuns - lhat all hcings - i'lre
illlrinsil:ally unequal. They havc forcc, drivc, scope, range and pOwer, ami arc not
afraid 10 use them.

But above all. they have ahsolute imcgrilY. PatriOTism and dUly are integral
part_~ of::l tmc Illcmhcr of Civiliz<ltioll, They keep their wurd. They don·' shirk.
They pay lheir debts. 'lhey are loyal, both to Iheir friends and comrades <lnd to <lily
olher <ldheteill of CiviljL:i.ltion. Buskunian propaganda may state ao; ohviou.~ that ::lny
civilized entity must be a pacifist. may ur.se self-proclaimed imellectllals 10 sneer at
patriotism. may promote contempt for thc mililary. The beings of the Oal<letic
Union know heue·r. Back-stabbing and betrayal have no place in Civilization.

In their uwn way, &klore ,md Boskone have their inte,grity. too. They aren't
melodramatic villains, tying the captured 'hcro to a railroad track, twirling uleir
mUSI'Ir.:hios, Hnd then lcaving so that thc hero ha~ a clear shot at escaping. Such a
slllpid Boskonian would he eliminated by his own side lon,g before he had a chance
to be an a~~t to Civili/.alioll.

•••@ FORCE, DRIVE, SCOPE, RANGE, POWER
BUT ABOVE ALL, ABSOLUTE INTEGRITY

Bulletproof Nudity
Pes can increas<: PD by undressing. A

dr'lm,lli(:illly fom shin is PD Ji stripping
Illlh~ w;ibl L~ I'l> .~; lul,ll llUlllly i~ 1'1) 7.
These are +I for female pes, and + I for
redheads (cumulative). Special skill-tight
voce suits are available for f(,llIales thm do
nnl ~nIl1i7.c IJX.

Cinematic Play
If you aren't, you're not doing it right.
QX. (hat'~ an exaggeration. It i~ 1)(j~~I

ble .md quite fun to run il "low-Ievel"
1~IIMllan t:iimpaign. I~Ollurlllg lion 1.~1I~~1

charactcrs caught up in the war. There nrc
many. many mocc non-Lenscd Patrolmen
lhan u.'fisrnen. See the I:IlIvenlun: !>t"eds for
some ideas.

A campai~l1. lhauAh. will n8IUrally
It"nd tu develup a more "free-wheeling"
tone, where the r[jf~ec~ whip hy. in rh~

thoLL~and~ per hour.
There is another cXlrcmc. however.

One of it~ warning .~i8n.~ i.'l a lcnrlcncy 10
swear by Klano's polyester leisure suil.
Another is ovcnlsc of Ildv('.rbs: p4:linling
OUi thal it is getlillg xlurk/.\' close LO dill
ncr-lime. If Ihese signs PCrliISt. it is possi
ble that you have found you~lf in II Silly
Game.

The culmination of a two thousand
million year old batlle for frco{ldom is not
to be lakeD lightly. Civilwllion is 1\ lokr
1lI111:11lily. hUl U.'oC III allY III lht;. fOlJowmg
Silly Rules r.:alls for the lethal r.:hambc:rs.

I1ljinite Ammunition
PC'.s alll/ilYs hiwe spilre nmmnnilion or

power cells: if they shool up all they arc
r.:arrying Lhey illllllel!iaLely [illl! mor~.

Their weapons only run dry during Jl

paust: in 11t~ ar.:Liun. Rdal~tlltJ lhis is infi
nite functionality: their equipmc-nl nc-vc-r
rnalfulIl::linns ill any way.

CAMPAISNS " • '" __" I



U a Boskonian captures a Galactic Patrolman, he is very likely to shoot the
Patrolman out of hand. The war is one of extennination, of genocide. Neither side
is interested in prisoners. Boskone will torture ranking Patrolmen for infonnation,
of course, but again. it will done in an efficient fashion. Similarly. Patrolmen will
tum Boskonians over to Lensmen for mind-reading - and then, it's the lethal
chumbtrs.

@ VILLAIN-DRIVEN PLOTTING
One way a GM might try to give 0. role·pl'lying J-essioo the satisfying leel of a

well-ploncd advenlure story is 10 prepare fully the plot be wants 10 involve his
players in, then shoeborn lhe charactcn.' actions into his pretlt:lt:rmined plan, henl
iog them back 011 course when tbey "go astray:' Published scenarius frequently
adopt this strategy. since lhdr authors cannot take into account the unique charac
ters used by each playing group.

The pmblem with thi" M:ripted approach is that il has the appcarum.:e of adven
lure talcs while ih'lluriug the mcchanism Ihat drives tbem. A ha..k principle 'of eon
li'tUpor:Hy We.'ilern fiction is lhlll action :-ohould arise oul of chanu:ter. Scripted play
prc.o;cnt.. a story-line that exist.. im.lepc:ndelltly of the main char.lcletS. Although the
result utight seem tightly !'>tIUctured, the players may feel Jllore like speelaton. thM
paJ1icipant'i.

An~ordingly, OMs have been urged to cunslrul:t ploHinc~ around the player
characters, whu)t'; g.oals ~hould drive the story-Iint~s. They ,Ire 10M Ihat they
"shuuld no(' eomhat playt';r boredom hy throwiug. endlc~~ varielie.s uf uew crea
IllI'CS aT them every SI<'.5sion and lhal they "mll<;;1 not" ullow the acculllulation uf Villot
qUaIltitic... of loot. Players are relJuired to submil del<tilcd character biographies and
p!'>yt'hological anulyl>e!'>. in the hopes that :-ouch exercise.. will force the cre;uion of
vivid lllld emenaining ch<tr.Jcters,

Thilt approach requires lremendous flexibility and improvisl:ltional ability from
the GM, who must invent plots only as lhc players think of somelhillg to do. The
OM can prepare little more than an idea of what's waiting ;n the woods and hope
that the party ean find trouble on iL.. own initiative. It also demands a frcqtlcn1ly
impossible level of creativity from the players. Those with demanding "real-world"
live-Ii have neither the time nor the energy to devOte to detailed chamcler analyses,
and inexperienced players are frequently taken ab.,ck and even become slightly
panicked wben the GM say!'> "tell me aboul your character." The result is frustr.stion
- Ihey came to h,lve fUrl. and found them'iclves taking pop quiz7.es in impruv act
ing, composition and psydll)analysis.

This "Ch,lfaCler-hased" llpprom.:h also relics on the analogy that a good role
playing game is like a Weslern liTerature novel. The ... imilarity is slight, howev
er. A novel hal> a definiTe ending. ;,\IId lIlany role-playing campaiJ;ns go un indef
initely. A novel also c('.ulers on a single l·haraetcr (at nne time. ffiO"T often for
Ihe enlire book). The ulher players in a campaign arc likely 10 ~et bored al lou
mut:h development uf au)' siflg.le characler, If anything. a rule-playing. campaign
is more like I1n (pisodic relevision :-oeries WiTh an en:-oemble cas!. The plot!'> of
Illost episode~ of such ..cries do not arise from one particular character's pe-rson
ality - the same problems could have dl.:vcloped and been hillldled just as well
by another ch;,racter of different capabilities und personality, The halldlinR of
the problems would be different. but the udventurts do not arise from the char
acters.

Variou.1i eomprorn;-.c, ht:tween thc-se Iwu eJt:ttemc_s exist. rnany featuring reams
of "common knowledge" nOlc.. that a newcomer tn the campaign mu~a learn.
AOOlher aD.~ruach can be taken, ''1''V:h.h,'J,Ii~'W,\SJ..o\CTW?_q[("lU'J,bs.nfthe fonncr
slyles. but which does not suffc.:r from any of tbe weaknesses. "Villclin-halied plot
Ling" gives pluyen. clear gouls without strait-jacketing them intO 0. linear script. II
pULIi the requirements for creativity on the pcrsurl best capllble or llleeting them: Ihe
GM. And il creatcs. almost aUlomatically, a vivid, evolving world for the characters
tl,.lli\e in,
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Cinematic PIa, IContinued]
J,-rry-Rigs

PC-s m;,y imJlIl)YI~ an)'Thin!! they ~t
nut ur me materials in ,heir pod:.~l$. At
panicularly dnlmalJc momenL<;. they find
have everything th('y need ~ap' one
poinf-eighl ounce's or unobUlinium . , .
dr.u! orcuun.e they immedialely find II In

II nearby passing comet.

Imperial StormtrlJoper
Marbmanship Acnde",y
Opposing fUR:C's never hil with the firsl

.o;hoI or bursl of lIulOlllllTie fire. II always
lands dose enough 10 the PC Ihat he' is
aware he i under fire. bUI o('yer docs
damage.

ExplQding P.y~baJJs

Thc facts of decompr('ssiull lire
ignored in favor of graphic gore. Al The
smallest pin-prick. NI'Cs burst into me~"y

clouds of tomato p;l~. I"C~, of course. lire
tougl1B, :1Ilt! swvivc long e1JOl,lKh In l~lCh

the leak or don spattSuits

Clint's Delameter?
I squinl (If hint fllld .fllarl. "Thi}' is 0

V~Lam~I"'. thlt IIIOst po.....erful YO)'!:U" ill
,,,ltItr gallU)'. /I loHm', jILfl starkly ~YJPfJ'"

i:r :fl.wr Iw.ad dltQIJ off)'VUT body. It 'K'W
QIlI/ihiJ.aJe nunt uf tM wall bt-hind )'lJW. So
if f 'K'eu )'OU. I'd cal m)'ulf the quatjOfl.

·'b-",'.,!"l,'w,b.'1.' "I,-Jl? fJ"--"JUJ- ...
z.,jlJlik?"

.-'
- ---- -
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Balance
Many gllme texts stress the need for

"balance" - ensuring thaI anything thai
improves a chllracl~r's crrcl'tivcncss is
inseparable from handicaps lhst all but
elimln:uc thaI effecli\·t'nl"~S,

In a un~mQn campaign. however. 1\,11.
ancc is lIot particularly illlponanl. Entire
planets nre bel"n!: destroyedl GMs who
want In m::ainlain ~nmc cnorml O\er The
klba.ll:apablhuC') uf!.he plll)'e~ may want
10 disallow Ullro·T«1r weapolb IIwific:!
lions. for cllampk - dureum super fine:
spal:C-ue..s wilh ... ibm mono-wire bl3deS
may be II bit muc:h - but docs it really
make it difft'rt'llI."e'! In a u"sman cam
paign. the ch.araclCrli are lin! nece~~rily

Itw; 1II11~1 pllwerful entities around - noD·
Lcnsmcn certainly :srcn',! ben if they
have Lenses. thcy ate merely IJ/JHibl.\'
('Ilual In the 1;151; fildDj! tbem; even
S«'ood-S13.gc Gnly Lc:lI~rnctl can ~ o\'cr
matched. captured. tortured. m:timed
DoD·t begrudg~ them a ch3t3Cter poinl or
two ... or ~H~n a dozen, Likewise, don't
lk.JJK".aIl the imponancc of the struggle b)

sclM.lmg Lhe:m loclllnpc:lc:nl 'WlOC:nl.~,

I~n..-.nerJ also have a ooilt·i.D handlC' a
GM C&ll U~ III "hoilallcc" th~1ll any w:lY
dr.~ired - 'he u-Dsman' $ Load. AI any
timc, the liM ~hlluM I~I free: til 1e:1I lhe
player of a l..en~m3n that hi .. action.. don',
li"c up tu Lilt: ~1a.llLlarth oj lhe: Load. A
Lensman does not use his power for pet·
sonal gain. He dllC..n', ~:Hl e:ve:rynne',
mind as a matter of cnut~ bccaul\C that
woulcl he nll:le, btch Lc.IIMI1all UTlIWS his
own line over which IIl;l. will lIut lrt~l'aJ>s,

but the UM can also enforce limiL~. lias 01

Lcnsman aecumuhllccl too nmch money?
His duty forces him to spend it all 011
something that benefits Civilization bUl
not him, in any way that affects the game.
Too maJlY powt"rful allies'! I-it" may hllVt"
to sacrifice them fot the grcatcr good.
l~II~IIIC:1l will /lol vinlalC: Ihdr cutlc:. II i~

~liIrl.:1y illl:.onc<'ivnbk thm Mentor would
give a Lens to anyone who ~'O\lld violale
It: a player l::Il1 IIU mllre have: hi- ch:n'Ir.;ler
du ..n th:ln hI' 1"{\1I1(l dcslN,Jy 11 Lc.ns It is
simply not possible.

•..........

To implement this style. lhe (jM eonccnlr.-ttes on cre~ting strong, colorful vil
lains. along with their nefarious plans. It is essential to this style that the villains
H:UJll Mlllldhing - kidnap the princess, conquer me world, whatever. (Thi3 dcvcl
0plIlcnl is unn(.:ccssary for cannon fodder, obviously. The motivations and plans of
tbe guards that the adventurers will slay un the: way into the stronghold are irrele
vane) Then the GM plans out. in rough, the progress of !he villain's plan under the
assumption that the playcr-charaetcrs do nothing, The "adventure" is now n:OOy.to
begin.

During the cour..e uf play. the: GM Scc:s to it, as subtly or as·blataJlt.ly a., nece..ii·
sary, tha{ the res 1e..1t1l of the fiendil'>h plut. 'I'he players, however. are left free to
decide whether they want to get uwulved ur nuL If mey don't interfere. the plot
proc~ around them and may involve them willy·l1i1Jy (when. for example, mar
tiallaw i3 ~Iared). Note mat the plot may fail even willlll\ll the party's assistance!
They are not the only forcc in the world - the regular army may be sufficient to
beat hack the forces of evil, thoug.h tbc;:.ir lo:.~ may be high.

The playen' free wills ~ thus unhindered.. They are allowed to follow their
ehW'1lCters' own dCliiircs, if thcy b~ve de...eJopexItht'm. On the other hand, 3 hc{lin
J.l..i.u~ player, um-ure of what hc call do. i!l {liven a c1CM g.oal to seek.. although the
exaCI path to it may not be obviuu:.,

This method uf play is espcdally appropriate for the universe of the Lens,
Gray Lensmcn cannot be given orders - they cannot be called into the
Coordinalnr'~Qffice and told "go do mis," 11lCy are, how~ver, given every bit of
intelligence data availahle and an: expected to act on it. Their own consciences will
not allow them to du utherwise. How they aCI on that data varies wildly from
Lensmlln to Lensman, and to shoehorn the party into one particular approach to a
mission is 1I0t appropriate to this genre.

@VIEWPOINT
A Lellsmall campaign can hc~ilJ al a number vf different viewpoints. If the

playt'cs haven'l. read the 1.ell.fIflall scrie,", the GM can place IJlem ill the position of
Ihe oftlccrs of the early G..llill:tic PtltfOJ: uuc:rly unaware of the sheer magnitude of
the upposition, believing that they arc tlghting only a wcll-organized b,Hld of
pirate," and dnJg-pu"hcrs. TIley should 00 ellcoul'l.\ged ill this mislake. No member
of CiviliLi.ltioll e}\.!,;epl the five Children uf the Len!> ever hccame aware of &ldol'e,
Evcn Kimhall repeaTcdJy underestimated Boskollc'!o extenL«;. Then. 1L«; the intrepid
playt'l"l> defeat rank after mnk of pirates and zwUniks, they fUld another layer, and a
layer behiud I.hal. and antlther hchind lhal, until !hey h~vc aumcted the anemiol} of
the Ovedord~, uf the Eich. uf Kalunia. uf Onlo, of Ploor itsclf·,

However, if allY of lhcm have reat1lhc books, this approach is not possible, and
lhi;y wiU bave the ~ppropriate level of respe.ct for the lA~k facing them. In Ihis f;3.SC.

(iM" liihould /)car in ntind lhm Boskollc is il t"lJIIspirtlC)' of intergalucLic extent a.Iii
well a~ a miljtary opponent. 111eir soldiers may salute their officer.!. and their war
ships may be rcadily identifiable, but lheir :'Jlit:~ anti "lIluggler.> and pirdtt:S and
c..Irug-rulUlers do not wear unifonns. Boskone ha.~ infiltrated nearly every aspect of
life, II!> a~cnl.S arc st1btJc, inlelligent and highly trained. Regardless of how much
the playcr !mows ~bolll Eddore from the books, be Illay knOW nothing at all of the
p:micnl:u tentacles of corruption be is CIJt1'ttltl)' facing. Only an infinil.~illlal fruc
tion of Uo:.kont'·s structure ur opellltiuns were deJOCrihcd in the UI!Sfft(lJ1 series. An
cxceUent time period in which to M':t a campaign including such playcJ'!ii i," dis
cu,"!>Cd hclow, in nit> Sj)(Jk'n,

CAMPAISI.
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@ TIME PERIOD
The Lensman series covers thousand of years of Tcllurian history. A campaign

could be set at any lime - an hnpcrial Rome adventure could be pan of a
Lensman campaign. However, the space-opera "feel" 01 the novels seems to
require a "pace-faring setting - and lbere were no Lenses before the (onnation of
lhe Solarian League!

The Triplanetary and Solarian Leagues
The early history of Civilii'Allion lllcludcd many inlcrplancLary conflicts. TeJlus.

Mars and Venus alljed quickly, bUI the peoples of the Jovian Subsystem were much
morc rccalcitmnt. and Gr...y Roger fanned that tension inlO four opeo wars. in each
of whkh UII:: Adepts he trained nearly de.!ttruyed the young TriplanctaJ)' League. In
other stellar syslerru.. lhc Vclalllians were losing a psychic Wllr with lhe Overlord..
of Dt:lgon, the Palairtians were beginning interstellar flight ... only the Rigcllians
w~re at peace. This setting is ideal fur GM:!> who wanl total crealivc control over
lheir c.:arnpaign - linle is written about this time perilxl lhal the players ·will be
ilblc to rcad. Huwever. lhe Lell:!> was unavailable before the enrl of this penix!.

The Galactic Union
After Gray Roger was finally dcstroyed and the Triplanetariu-Nevian War

ended. humanilY began 10 take a major part in galactic affairs. They :!>OOIl illcorpo·
filled not only the Neviuns and lhe viU'ious IlllJllanoirl" of Bennett. Cavcnda and
other similar planets, hut the alien races of Palainiall:!> iwd Rjgellians into the
Galactic IJnion. This perioc..l i:!> an ~x('it.iJlg lime of cxplorntion. Heavy pirucy acliun
is interspcn.ell with l'lasbes wilh ho"tile native.... some uf whidl are simply xeno
phobic while Olh(::p;; are adherent.. uf nu~kullia.

The War
Tile: Boskonian War officially beg:inllo with lh~ rail or Helmuth's Grand Base,

wh~n the communication lines arc tnICed to the Second (ialaxy. The Galactic
Umon finally realizes Ihal it wa." nOI simply sulTering a long and po",etful crime
wave, and begins 10 shift to full-'>(;ale war. 'Ibis change affects every aspect of soci
ely. Particularly aI first, while indullolry is dlallgin,g over, shonagcs occur. When
Ihere me shortages. there is profiteering and black-markeleering. Police forces
begin til treat the lwilniks they huul in from the slreel.. with a new suilUdc 
maybe he's jusl a punk kid, or maybe he's our lead lo enemy agenl<; ...

Tllis per'iod lends ilsclf to the widest range of plOIS, from the straight-forward
military mission to undercover infiltration. Every war-story ever lold elm lind :J

counterpart during Ihe Rnskonian War.
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Arisia and Eddore
GM.s are Iret{uenlly c;aulloncd that

NPCs don"t know everything. OMs of
l.rtuman campaign!l should ignore this
caulion. Mentor's Vlsuah7i1IU\n of 'he
Cosmic All and the compmer.aiclcd pre·
dictions of !he AII-Hig~' of I::ddorc are
comet ill all miKTOl..'o~fllil,; de'ail\, '\lI ....e
for SO'lX' uf Ihe acliUl"lS of Ihird·le....eI intel·
k:c~ who arc trying 10 be unpredICtable
\llch as Mentor and the Inncnnmt Circle
of F.ddorc.

Howcver. omniscience .and ncar
olllnipotence does nO! imply any amount
of benevolelK:e. Mentor is ;"lm.olutely di.\
passionate, He is engugell in " tm:elli,,~

pTlljecl 01" uimilillS Il"y~ar~ dUI'Atloll. 10

Cfl:ate the next Guardians. He is interested
in only the details that am.'Ct the final out
come. At certain eJ,tremely sensnlve
llllllllt:lILs. MclllOf takes difl:cl action. but
every flne flr Il;mse mUlll~llh directly
ulVolves I Second-Stage Len~m:ln, and
a~ III :l 1I:lIUII::: ~UCll lhaJ: If Memor did not
intcrvcne. Civili7"'llinn wlIultl ~ pUIA'

lIIaldy destroyed. In all situations less
crucial. Mentor will be (mintc~~l~d. A
Lcnsman may be in a situation thai will
certainly fC;\UIJ in hi~ death if Mentor
doesn't help. Mentor .....lil state. "Youth,
)'otIr inexcusably k:Jn\c and muddy think
ing goc yoo into thi~; go younoclf 001" and
JI'lCll watch 10 see if Ihe; l...en~man does. If
he: dic\, he: wA-\n't worth saving. Mentor
anowed !he millioos of deaths of the sink
ing of Allanli. McnlOf" allowed the thou·
sands of mIllions of death~ in th~

Tellunlln World War. Mentor would h3vc
allowed the deaths of Kimball and
C1arrissa - afler the Children had been
hum - had Christopher Dot compelled hi~

llsslsrance.
The Innennost Cirt'le ofEd~ is less

sympathetic. Any w'lv~rinK ur perfor
maDce, ,my slighle.st faut! of reasoning.
asl)' (epon less than utlerly cumpklt: am!
inevill'hly t:lInclu.\iv~ 1\:::~ullS in immediate
punishment. For trivial sOOI1l,;ominf.\, "
being may simply ~uner rellillval of all
privileges and authority. If any harm
rc.~ult.s from a lapse. the bl:'ing 15 rrmo\'ed
from lhi~ plilDC or existence. This system
hu il~ shortcomiogs. bUI It doe$ ensure
that those opposiOA the forces of
Civilization will be ....ery eJ(pc:ri~nc~d AI
nOl making mistakes ... or DOl geUlnl!
c:Wghl
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Spaet, Afi~ns. Psionics, Ultra-Tech
n~sc books ate obviously appropriale

[0 LCDsmilo ciim[l:lign. although any
cquif'lmcntlhat require~ transistors Of' illle
gratt'u circlIig of any kintl mU~1 bl"
n:.... orkcd to usc ultrn-mlcronllnlature vac
uum lure... lind lloythlllg involving auto
l11afic COlllJ>UtCrs should be prohibited.

SpeciaIOp.\'
1bc basiC IdeaS of fhi .. hook apply per

fcclly 10 !he Galactic Patrol l.,en'lIIen
are IIII.': most sj)C'Cial of all sped,lI (tm:.....
TIle descriptions of the 20lh I.:cnlury IIfga
malions ;I.I'~ lI~rul INII) by lllal~y. but
the: rrll~siol15 ba\'c DOl changed OIl ,.11.
......."-'n~n a.nd olbcr lughly skilled 1mors
L"lmy wI :>!JoltCgJC reconnili:S5o'lnf;e. 'troue
~ It: "llllo.l:S. combat «,.sc\l~~ lind r.H~ry (1I1'm
of p;tramihlilry m"urg('ncy and coun!('I'
insur~cncy opelluiom illl;IKillahk.

Esp/O"ORt!
Th~ 11usklluian War was fou!!ht nol

only with fllVCnill!! beam' ;lIld 'lllellu.. of
irresistible tim.:~ hut III...U with the lock
pick. the ("am~r.l and the stiletto of steel.
The so-called "undt"ll"ctable war" was
waged 00 C\'cry planet where CiviliLaIlOfl
and ~i.unia f.:il!.lk' mlO 00I11:'IC1. and wa~

DO less deadly for all ils subtlcty.
Suhlcrfuzc. ~3hot.age and :.edu~·liuo ~'ao

COlliDl;1c Lcosmeo as \locll :I( more mun
dane charol.cter:.. Bu:.J..one, lind F.ddore
behind it. arc ~uprcllldy iutdligcnl f(lCs
and arc mll.~lel"li al working behind multi
ple layers of cut-out:. A Len~man can
read minds. but tJl~ nLim:b he cncountc~

could he dccch'cd inm)\;l:IlI~, rhcm(clve(
lrh:kl:U into leading him aWl')' (milt his
~0Il1~ lind inrn II lkadly l.lll.p.

Ilium;,",,;
It I!> "1:,)'. \C-I}' difficult 1(1 mmpleld}'

e~rermin"le II t.:l)n~lllI:iey. Ev(,'n afler
1::.1.11.10((,' is destroyed. elildicalin~ t!vt::,y
COOl untl br;loch Illtl~ SI';lWII of Boskooc'

will ~ all hut irnjlOSsiblc. Driven uDlkr
Jl.nltlltd. the conspic1K'y will Spn'ittl, Yom....
and mutate iDlo a million p:tlhlliogical
power structures. Even II Lcnsman's
1I1illd·rcadiog IIbilily is of no help whell
tht: liaw,!.., and the Beings.in.U1lld hll\t:
nil idea - or fnlsc ilk-liS _ fur whlll11lhcy
IH'lk. Mentnlitic's of le~~ lhall lilt: scl'ond
IcYd ot smbllny lire nOl dr::I~c1 for further
iliforllltlfion. Fnunl.

('Qutinurd rm nr-tl fJot.lj;t' • ••

The Spawn
The War ends with the fall of the Thmle-Onlonian Empire. However. an inter·

galactic culture takes time to die, even when ir"s becn decapitated. The severed ten
drils of tbe Boskoni;m weh - the: "Spawn of Boskonc" - continuc to barry
Civili/.atiun fur over twenty ycars morc.

This penlxl i, another exciting time of discovery. Only the most in..ignilicant
f(;I(:lioll of LUlldmark's cbula has been explored. Milliull~ of myriads of pl3JlClS
that never knew lmylhmg but the dUlIlinion of Boskone await tbeir first contact
with CiviliLe.ttiuII. Some will welcomc their liberutu~. but uthers will continue hos
tilities. Baek home, the infiltmliull nt:Lworks are still in plaee, nnd people llre .,Iill
buying drugs. The job is rar frmn IIvt:r. hut popular suppon is w<lOing f;ISI. "There'~

no more 7wilnik~! They surrendered, didn't you hearT
This time period is ideal for campaigns with players who are familiar with the

hooks - it is lIppropri<llc for "lI:~;r chamclers to know that Boskone was (is) a real
threat They ean get c.nt,mgled in Vil't plul.l" as the seed.. of thc final confliCt dev&l
op, but they will not he hig enuugh to bring in the Sccond·Stagc Lcnsmen.

Peace
Finally, cvcn thc "cvil cffiuvlUm" thaI im.pired the SP.1Wll js cradiclUcd, and

Civilization i~ al peacc. QX. n mcnace can develop beyond (he sm"lIesl, mffil
local level. Of course. Kinnison believed that Helmuth w:t~ the IUngpill of the
pirates. 11,eo he wa.~ certain that the destcm.:tiull ur Jall\evoll destroyed RO!1.kone.
He wu.~ l·unvim:ec.lth.u lhe fall of Thrale and Dnlo ended the thcee.tt. Eddore 1-1'(/$ the
lOP of Ihat particular pyramid. but .. , who finds Christopher'!1. tla...k of force?

It i~ undi!>pulec.l lhat lhe unsml1l1 !'>cries i~ unfinished. Doc's daughter, Vcrna
'I'rc... truil. ami Pn--dt:.rik Pobl confirm Rohcrt Heinlein's <:,oltllnelll that Doc had 11I

lea.'l ulle IIlate book plotted. Dne told the ~lury illid its ending to Heinlein, who
commented that it was unpllblishe.tble al the time, and that it develops incxorubly
from clues in Children oj the Lem.

RUI a.. Heinlein says, that's Doc's SIOry II) lell. You'll have to tell your own.

(i) ADVENTURE SEEDS
1DD Points - "Citizen of the Galaxy"

The ships arrived withuut warning. !::loth thc Union of Peoples' Democratic
Repuhlics and the Rcpublie of Uniled Democratic Peoples immediately HUaeked
with alumjc rockels, btll the warhcads detonated hannlessly ten miles away from the
ships. H<Jnnlessly to the ships, that is. The etec.;tromagnetie pulses from the high-alti·
tuc.lc explu~iulls [tied many fragile picces of e1et:4'QIl.iC equipment around the worlc.l.

The invaden; luld u~ that Ihey had permitted that us a c.Ielllollslrntion offutiliry.
Theil they vapori7.cd the missile ~itc;:~ wilb beams of force, and summuned the
world Ic.aden> lu their flagship. Then they summoned their successors, and then
Illll!>t of ,~;rSlIccc:sson;. Then a few more ~lJCcessors, Evcnfll:tlly, every country in
the world ..um=ndered. We ",ere llOW a productive part o(the Empin:. u[ Boskooia.

Actually, not all uf WI were productive. In fael, some uf U1l were starkly coon~

ferproduetive_ At lin.l we flailed around 3 hit, talking about a "campaign of rcsi ..•
ranee" hut working more by whim than with a ma.'iLer plan. Which is not 10 S.1Y we
were ineffective. We sent il ''Continental Proconsul" and a round half-dozen
"Tribunes" 00 a quick trip to the next plane of existence, along with caLeren., baud
and [emaJe eotenainers. Irritatingly enough, Ule new Procon"ul seems less eager to
lhrow big panics. And Amalgamated Electric's FOfUnder atomic pile WOII't be
making any more weapons-gr.1dt; plutonium for at least a couple yellr'S.

Nonetheless, we wel'en't very cfficient until this new guy showed up. He
doc..n·t look like illlything special - tan, rough hands. creased face, maybe a Hille
on the dlUbby sidc - execpt his t:ye!>. Fulks 00 lhe s;trccL, when yuu can see their
~ycs, :ue all hcalt'n. 0 life lefl. And liS, wc'vc all gUllen ll. fail1tly de.spc:nllc look to
"". He's neither. lit' looks like a hird of p~y jul.t ~tartil1g to get hungry. No nantt',
but lhen most of ll... don't have names eilher. C.alls; himself ··Star A Star."

l

•
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"Thornhill." he said. I just looked al him, trying to look as much like lighlning
waiting as he did.

Hayman's nol as patient a.~ me. "The big antenna station. What about itT' he
snarls.

'"Thar big dish can pick up anything fOI' a tell thousantl parse<.:s around."
"Sern droppings. I know 11 guy working lhere. That thing' II never work.

SOrm:OIle ITlllsla altered llt~ plans. The freqs <Ire <Ill wrung,"
Hejust raised an eyebrow. "It's already working. Whal makes you think it uses

radar?"
Hayman opened his mouth, then closed it again.
"Snmelime in the nexi mnnlh or so," he went nn, "a Ileer's going In he passing

nearby. If Thomhill's slill working when il docs, it's going to have some trouble,
1r'11 win, hut it'll do considerahle damage to thi.~ place doing so. Are you guys up
lo taking it oul? If I gel :>oll1e plans ror youT'

"You gel us plans," Savonnc said, "we'll m:1ke it a gruvcl pit"
"Aclually. I wa.'i hoping you'd help me with another project. You sec. l've been

invited to the Admiral's Ball. and I necd a date. I thought it would he a gO(ldlillle
to ask him a few questions and lhell kill hilll. Do YllU JUlIl:e?"

200 Points - "Galactic Patrolman"
The sign on the door reads "DireCTor, Fleet ASlrographie Slll'vey Ageucy."

You've had one shon interview wiTh Admiral HUlllc when you reported 10 this
base, a 1It'.wly nuutetl ellsign fre~h fcom lhe At:atlerny. Sa.'iha jogs up just a.<; you
turned the comer.

"Yuu lOO?"

"The whole division's here:'
"BOR, Wh"t's h"ppcning?"
You ~hrug.

Some Rigellian in a tailored gray harness stands behind the Old Man's desk.
"Now that we'rc all hcrc," thc Admiral says, "I'm just going to turn you over to

Unattached Lcnsman Tregonsec. He's mnning this show,"
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(Continued]

PllliJtI$Y
A Second-Stage Lensore? Why not?

The war hdw~~n Ari~i" ;md Eddnrl: i~

simply one theater in the mullivcrsal war
bt:lween Good ;101.1 Evil. A fantasy cam
paign could easily be built around the idea
that the Force of Good need.~ help, and so
breeds its successor.~ and endows them
with an instrumentality ... the Lens, The
variou.~ races arc already presenT. Pertla~

tlle "power of tlle mind" being developed
by lhl~ Menlur IS MIIl;icul Aptiludc
inslead of telepalhy, but that detuil
changc.s lillie of The fundamenlal plut.

CyberpulIk
WiTIlo(JI tran~iSlOr lechllOlogy, bion.ics

becomes quite problematic and automaTic
wmputcrs do not exist. so the most of tlle
cliches of cyberpunk - body-machine
blending. virtual reality, hacking - are
nm pnssible. Ilowevcr, il. world lhll! h)l~

just been liberated (conquered), by either
.~iile, will hav~ ruinet!, half·~lI1rly cilie,;,
shell-shocked refugees. intrigues between
tli~ COllahor.ltfloo ami lhe C11IlllueruTS, han_
dit-infested desolate areas. a seemingly
['nfeeling militury machine poist'.d to
f..TIlsh ,myonc in its way... ,

Even more appropriate are the nihili~

lie punk aUiludes That life is cheap,
dnlgs nre good for you liS well liS fun, nil
t1utllority (e~pc:citlJly government) is aUTo
matically stupid and corrupt and el'el)'one
is cvil- if you're playing a BOl>koniaJl.

Enjoy it while you e:m. nl/.~ govern
ment is neither slUpld nor eOmJpt. and has
resou/\,"CS thai no one else ean match. And
when 'he I.ensmlm .~hows up, dUll" bUlher
trying a Fast-Talk roll. He can read your
mind; he i.~ ah~olllll'lly incomlpTihll'l; he i~

judge. jury and executiuner ... and you're
a7.wilnik.



-

Theme Music
Gllflling sc:moos. C'SpeciaJlyI~ WiTh

actIOn-packed climaxes. benefit from
appropriate !heme mu~ic. OhvioUJily me
souDd·tt1tCh In any ~p:lCe-opc:r4 movi~

~uch a.~ Star Wan. &lIIlt'~I(I"C,,{III'I;r'(, or
Flash (jor(lon 3re appropriate. a~ are
Olltoy of John Carpenrer's worb (e~pt"

l,;inlly the theme from lJ"IIQlt'('('n) and
Alan Parson's instrumentals.

Many m(l(lc:rn electromc works - var
iuus pieces by Vangelis. Jean-Midll::l
Jarrt:. Tall8crine Dream and otheB also
have the right tone. Inlt'wdfur Suile by
Amin nhalia i~ highly rccommeoded

The more grandiose classical wllrk,
should not be ave-rlunked. 'i) F(Kluna."
from Orlr' C"urminu llimJIlQ. Wagof'r's
"Ride of the Vall.-yric" from f)i,. Wul~rr

mwl the HMOlr-.ri nkm~mcmof Hols(s T1u>
Plun/l'ls are cliche. IIf l:OUTSC.
Tchail.m·'..y· ... "1812 OV('NUU" i~ ...ery
~ood (or the d<l~h ul" l;ul£C space fleets.
wIllI!: I:h:clhovcn's "Wl'dlinglllll's
VklOry" wllrk~ I~tl.l:l fOf fire·fights on the
ground (if nne can avoid si/lgi/l~ "The
Belir Went Over the Mountain" or "I'Of
He') a Jolly Good Fellow" tu the "Marl
borough" theme),

You can hear the jaws hinges popping around the room, The first Gray
Lensman any of you have ever seen is Tregonsee himselr!

'Thank you:' His telepathic "voice" is deep and sonorous, '" apologi7.e for
'usurping' your command, Admiral. but it is necessary. I understand that your
recent gravitational mappin~ survey of the halo of the Second Galaxy found an
anom.uy in a ~llel1il~ duster."

"Ah. yes, I. urn, found a ' , , " Janis trailed off. flustered.
"Please speak aloud. It clarifies your thoughts." Tregonsee gently requested,
"Hnn, Yes. In halu duster onc twenty·four sevenleen plu.~ eighty-one, Tdetect-

ed strong gravity wav~s. amplitude on the close order of seven solar massc!>, fre
quency , , ,"

"I've read your report and everyone else here who hasn'l, will, soon. There is
no luminolls objet:l nearhy. is thc,rc?"

"Nolhing big enough, not for lwo arc-seconds,"
"rour some time. I have had rell~Otl III helieve that a substructure of the so·

called Spawn of Boskone mela-organi/.alion is developing a weapon - a s.uJier
lf3ctor, it' you will - thut use!> extreme grnvitational forces to warp !>pare to me
extenr Ih:n nothin~, nut even light. can escape."

"Ummye :hop)'!"
I glared '1I S:tsh:l and janis flushed. but if Tregoosec lIndc~toOO the Row.sian

obscenity, he elected nullo oOlice. "Yes," he agreed. ·'A blal:k hole. A singularily
in lhe !>pace limc cOnlinuum thal could !>wallow a flect or an entire planel.
Ohviously. the D01>koui,UJs will be workin,:: under extreme Itecrecy, bUI your special
knowledge :lnrl skills willlmck tho:m down. I TC:lli7.c thut us sdenlists, none of you
:lTC Iinc officers. ,Ull] are not allrhori7.cd lO serve in combat positions. Our mission is
to locate the Boskonians' research f<lcililic.~ and leam what we Coin, lhen SUllllllon
the fleet 10 deslroy il. I will exel1 every effort 10 ensure lhat you will not come into
contact with any eo.nemy forces."

400 Points - "Lieutenant Lensman"
"Siddown, LieOlenanl. and dun't salute me again. The Coordinalor told me to

brief you and Iu pRlvide you with "every assistance," and that feels like you out
rank me in SPltC o( my (orty-three yeaf'l: and these little !>taroucslS.

"Kush 937 n. Lieutenant - "Land,"
to ilS natives. lillie enough to recommend
it. A bunch uf dinky nation-states busy
doing nothing but splintering even small·
er, 1111 al war with each alher. A couple
larger ones with bullistic atomic weapons
und luw-orbit space nighl In short. uuerly
defenseless and quickly gobbled up.
Trouhle iii. it's uue arm in from Klovia
hen::. In other word!>, to ,::ct frum Klo1/ia to
P1Jrt' near anywhere else in the Sccond
(falll.Xy, we've got to get by this Ku!>h
Land place. So Boskooc's got a deep·
space tracking network, ccnterm. here. on
Ihis mountain. Thornhill, they call it.
There's a local resistance movemcnt
you-ll wanl 10 Illili/.e for diversions and
wh:u-noL Now. my Signals rnan It:lls me
Ihal nine to thirteen days from now onc
Admiral Labcmil1~, a Boskonian slighlly·
big-shol. will be louring Thornhill wilh a
huge honor guard. He's rated strictly a tar·
gel of opponunity, definitdy not wonh
jeopardizing tbe primsry mission for. Now
I strongly recommend that you wait until
he's gone, but it':,> your option.

..



'That's what I hear, Lieutenanl. I was just huping that yuu wuuldn't It:t thaI
"always go in" slUff endanger the mission. Bm I've gOI my orders. and they soy
givt: you a free rein. YOu've gut yuur leam picked uul?""

1,000 Points - "Unattached"
SometJling:f I:oilll: OIl. The 'Jlatletarie.~ e(J(:h think it~.. (J 10(:01 problem, bill it's

alllhrvugh lht.' dusler; alld IIllil mllke... il the Nl'hular Coordinator:.. pmM~m. Not
tilt' Galtlletic:.. - Kifllli.ml/~" gm his OWl/ rows lu !sut.' lIml !st.' dOl'SIl 'f like bl'ing bolh
l,Tt:d by local problem~·. Oil. Ile wouldn't .'la)' wl)'thifl,~.' He .nillsign... hi... mt>mos "if
il/ douht, do I/or h~...itat~ 10 call, " bill d Coon.liflllfUr who dot.'s mil hl,lta hl' illl'it
illg him Ollt Jor IUllch. or reporting the Second Comill,'1 of Hoskrme.l So tile hud
SlOpS I'ighl lJu~, ill 11 hig Ilgly .'ltillkin' pile right il, Iht, middle oj Ih" Ndl/llar

Coordinator:~Je...k.
It looks like jusl more of the IHlwl. The designer drug du jour, rr111)'bt>. F.tapt

no dnlg was ever this insidious. Alld tllat report Ji'om Stratlss! Some/iliuM about /l

hdml't ... "bella than l!lioll;tl'. .. Strau.u' la...t report.
Eukonidor watched the Coordinatol' re-l'ead the rel)(lrl. II~ k,,~w SIr..llJS~' fale,

and he kncw that while the ultimate goal had already been achieved - the
Ultimatcs had been conceived and bom - this mnlT1~"t was nonetheless cnldul to
the fUlUre of Civilization. It would determine much of the environment in which
Ihe new Guardians would mature.

Thionile's seductivem:ss i~ its granting of all desires. Its drawbacks arc high
price and cXlrcmc toxicity. EukunitJur's Visualizatiun, while nol a.~ complete a... a
Watcher's. predicted the learn of Onlonian psychologists and psionicists. togclher
Wilh Eich ellgille~rs, Ihal d~vdnp~d ,I n;:placem~nl: a psychulronic devic~ which
plumb~ the mOSI depraved depths of a subject mind. coupled to a incomprehensibly
sophistkuted electronk ,wtom,llic compl1ler, cr<lning il bWiltl-bimd, fIlii-sensory
hallucination in which all those lust~ are fully gratified. II cau.~es ab~olutely no
physkul harm to the user. und best of all. it record.~ Lhose lusts und Lhdr gmtificil
fion ... for f\lnlre r~~fcrl~ncc. if if hcCOIllCS ctc!>imhle to influcnce the !>Ilbjcct.

The satisfaction of working and struggling for incomplete compromises cannot
compete with eompletc anct tolal ifl.'ltImt gmlificalion of cvery desirc, Arisin inter
dicted the development of automatic eomputer~ "thinking machines" - because
of their obvious stunting of mental growlh. Boskonc. of course. prefers to avoid the
mental growth of its subject races. Even though il causes absolutely no physical
harm. if every trace of this device is not eradicated. Ihe fundamental fabric of soci
ely will be destroyed, replaced by a self-indulgent pseudo-world, a "virtual reality."

QX. Tllis Ihiflg ... helmet. gizmo. wharever. is spreading like fission. a,ld Ille
idea itse({ is all ir rakes. Ir can'f be kicked lip, and if Sfrauss, witll all his skill and
e),perie11ce, is !ost, it Jllre as flll rzinf' of Pala;,,\" purplf' 11I'1l.~ ('Wl'! he kirkn] hm:k
dow". 8m it's gor ro be ~"1Il(l.~/wd, totoland quick. II\" allihe C(}(mlinUlor~\·me.u,all
right, bur rhere snOThing saying tl1l' Coordinator can 'r /lSI' all his Tt'.l"Ourn'.\·.

"Pam, IWIlIlI me.Hages .few /0 el'ery' one of rhe Gray Legion wllo aretl 'r up ro
Iheir re.\pel:live .wm.wry 0TgWI.\" ill something. Coordinator:f respects. aft thar. and
reque.\·1 they .\·wp hy III eurliest cOIH'eniellce. l'lIe gOl a IJrojecl l'd like some hellJ
011.

11'11 be good /0 get 0111 of these formals. The Gray stillfits.

125

"Guardians of CM/izationn

To YOtfwHO HAVE SCANNt::IJ THIS

REPORT, I'URTIIER GREETINGS:
Sifl('e t wh,.., (',..,m/)/flld il ,im ,..,,,Iy ,1

y"Ufh, (I vU(tr(Jiun only by f;II~, arut hence
Uililhl,' I" visullfiu ('L'('II 'ifJprO,t;mlllt'ly
I'ilhn Ihl' liml' 'if I/or Ihe IIrte$$ily /or fhe
Opellitl8 0/ IlIIs flask 0/ /orcc, 1 1Im'c no
hleu CIS (() Ihe bodily shape or Ih~ mental
allain",el/l.~ of you, Ihl' I'I/IilY 10 whom il

/lIH IWI\' heel! mlldl' IlI'iJili1Ii1".
You a/r('mly know Ihul ciLi/iwl;on ;5

again tllreatl1lll'd .fI1ri(lIJ..~ly. Y()JI I"o[iaMy
kmJw som/!Jtling ilf Ihe ool'il' ImiuTl' of llull
I!lrerll. Whilfi stllQying this tape YOll !Jave
hr/"OllI/' inft-/nlJ{'(i rll(l,..,h(' s;llI(Irio/l is sllf
fkil.'nll.y oTUI'/! III hl.l.vt! mll{J~ illlKllin nr("
r.uflry /() for,r ,('na;n sdeoed /IIhllfs Pf('

//Iatlo·l.'ly 1'110 Ih/! fhird I/!vd of
un.l·ml.l.n.I'h if!.

YOII hal'l' akl'ady learlll'lf that ill
oncit'!11 IlfIIl.' ,'i1'ill1,lJliurI I.I.jfttr dvilizaliun
fell heforl! il rm.dt} ri,I·t! much ahtlvr. thr.
/('vt! of barbarism. YOIi kllow Ihar l1-'1.' a"d
the pft'l'iojjs rael.' of Gllardlans saw 10 It
,hm this. OUR dvIllWI/on. has nul yn
frllll'll. Know, 1I0W fh.(lt rhl' fask of your
mct!. so .fool! to rcplace u.~, wiii he In .~cr.

10 it that II does 1101foil.
On/' 0/ lIS wiif bl:"wml:" I:n ruPfJfJrl wilh

you fiJ' J'oon (lJ' you h(lvl' (/SJ";miltlled Ihe
fill·IS. lh/' 1''''''wrutif)'IJ', (lnd Ihl' implicu
li(/Il.~ ilf Ihi;y molf'ri(lt. f'r/'t>(ITe YOllr mind
/or ,'om,WI.

---Chri.~lopher K. Kinni.mn

.
----
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