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INTRODUCTION
On the active frontier, coping with the hazards of any new planet provides enoug, danger and adventure without

having to go looking for it. As soon as things become more settled and civilized, it becomes a favorite pasttime of the idle rich
to go off on a safari, seeking "High Adventure." Following the traditions of the ancient Solomani "Great White Hunters," the
Out Hunters Guild provides professional guide services for these "adventurers." Nonetheless, on the frontier planets of the
Gateway Quadrant. tame adventures can suddenly go wild. This Traveller tm scenario is the tale of one such safari expedition
that ran into considerably more adventure than was paid for.

Only Basic Traveller tm rules are necessary to play this adventure. The Judge may find Snapshot or High Guard useful.
Graph paper, pencils, dice, and a pocket calculator will always prove helpful in play.

The Simba Safari has several routes or expedition patterns that it follows throu!ll the Diamond·Prince and Outworld
Subsectors of ley Sector. This particular group has arranged for a journey which keeps it entirely within the Diamond·Prince
Subsector. The starting point of the safari is Ogery (1937). The scheduled itinerary is Bastis (2036), Sekmetar 122351. Dead
fall 124361. Tarnkeep 124381. Vilaruby (2338). Atoley (2236). and thence back to Bastis and Ogery. Eir;tlt weeks will be spent
in space, journeying between systems. Hunting on the planets will take between one to three weeks each for a total time of
15 to 29 weeks for the safari. The Judge may utilize only the pre·rolled characters or may replace any and all characters with
personalities from his or her own campaign. Requirements for safari guests are only money and time. Requirements for crew
members are a certain total assortment of skills. Individuals may be replaced as long as the ship's crew, in total. has the
required skills.

Skyrats
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SHIP DESCRIPTION
The Simba Safari is one of the Safari 234 Class built by KZM Industries on Warlock (Ley. 0529). It has numerous

special futures designed for the Out Hunter. The hull fonn is a wedge-shaped. streamlined, lifting body, easily maneuverable
in atmosphere. The Safari Class is designed for landings in rou!tl terrain with specially strengthened.wpport gear. Capable of
lG coostant acceleration and Jump 2, this vessel is fitted with fuel scoops and a purification plant for its 50 tons of fuel. The
bridge is equipped with control stations for four; pilot. navigator. engineer. and gunner. The computer installed is a Modelll
bis with standard software package. A double turret is installed on the single hardpoint. mounting a Sandcaster and a Beam
laser. Auxiliary vehicles comprise an intemally stowed 4-too airratt and a dorsally mounted 20,100 launch/Lifeboat. Two
tons are reserved for cargo with special cages fined to hold 10 and 13 tons respectively. Interior fittings are of hig, qualitY.
and the living quarters are especially luxurious.

Specifications

Tonnage:
Acceleration:
Dimensions:

Crew:
Passengers:
Jump:
Powerplant:
Engineering:

Gravities:

Range:

Armament:

Electronics:

Ship's Auxiliaries:

200 (Standard) 2800 cubic meters
1G Constant
42 meters long x 25.5 meters wide x
7.5 meters hig, (Launch adds 4.5
meters to height)
6
8
2
2
1 PPF Mark 2147A Fusion Powerplant
driving 1 Mark 41 • K3 Jump Drive,
and 2 Dynacon 143 Impulse Maneuver
Drives. All engineering equipment
supplied b'( Universal Dynamics, Inc.
Standard inertial compensators, plus
1G floor field.
Unlimited maneuver. One jump. 70
days.
1 dorsal double turret mounting 1
547a Sandcaster and 1 LK·421 Beam
Laser.
MB·41c Model/l bis on-board compu·
ter. integrated with fire control equip
ment.
1 10.5 meter long x 7.5 meter wide x
3 meter high Launch/Lifeboat - 20 tons
1 4·too Airraft

SCORPOID
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The Safari Class traditionally have a portion of the name memorializing a joumey. such as Nebula Rower, Dawn Trek,
Rubesl Patrol. and the first ship of the class: Starflame Safari. The vessels of this class have proven exceptionally spaceworthy.
Their rugged construction has enabled them to shrug off many a rough landing.

Bridge

The 22·ton bridge area also includes the ship's computer and the fire control equipment. The bridge normally main
tains separate airtight integritY from the rest of the ship b'( means of a powered ir;,; valve at the rear of the compartment. The
bridge is constructed on the centerline of the ship and is. thus. halfway between upper and lower decks. A short staircase des
cends to the level of the lower deck, at which point the iris valve is located. A manual access hatch in the center of the bridge
flight deck floor permits maintenance of the Avionics Area. The Avionics Area comprises the lower forward nose section of
the ship and also houses the forward landing gear.

The four crew positions are, in order: 1. Primary Flight Officer; 2. Secondary Flight Officer; 3. Computer Officer; and
4. Gunner. Normally. the Pilot occupies position 1 and the Navigator occupies position 2. The Owner Aboard or Chief Guide
takes either the Computer or the Weapons station, depending upon his skills. The crew positions are acceleration couches
which can be locked in place fOf" zero gee maneuvers.



Lounge

Located immediately aft and one half deck above the bridge, the 4.5 by 13.5 meter Upper Lounge area serves several
functions. It serves as a common area for Clbins 1 through 6. The staircase fonns the connection between the upper and lower
lounge areas and is the major means of deck level change in the ship. The ceiling pressure hatm and folding access ladder
pennit access to the dorsally docked Launch/Lifeboat. Fonning the back wall of the compartment is a luxury Auto Bar, pro
grammed to provide most known intoxicating beverages and relaxants. It has become somewhat of a tradition for each safari
guest to invent and program into the bar a new drink. The lounge area is tastefully decorated with an outdoors theme. The
carpet is thick and luxurioos, made of deep pile Chromalon, and adjustable to three different patterns and five different hues.
Some of the original artwor1o: that decorates the walls are rare and valuable artifacts. The custom·built furniture is covered in
furs, leathers, and hides. The self-adjusting loungers are arranged around the head of the stairs to take maximum advantage of
the view offered through the overhead canopy.

Clbins 1 Through 8

These luxury cabins have built-in deluxe model freshers which are programmable for all body hygiene as well as
grooming needs. The built-in entertainment module controls the internal lighting, heating, olfactory, and auditory channels,
pennitting almost infinite variability of interior conditions. The module also has a limited interface with the ship's computer,
pennitting access to the general library program. A persona-locked safe stowage cubicle is provided in each cabin for security
of personal valuable items. An Auto-Loom Wardrobe provides special tailoring for each guest's clothing requiremenu. Each
occupant usually spends a portion of each day adjusting the mood of the cabin decoration to suit his or her own mood. While
designed for maximum luxury for a single occupant, the furnishings may be quickly adjusted to accomodate a guest in com
fort. Ovemite double occupancy is common, but special adjustments must be made for a longer period of double occupancy.
Emergency Life Support Bubbles are built into each bed unit.

•

Cabin 1

Clbin 2

Cabin 3

Cabin 4

Clbin 5

Occupied this trip by Hestamlia T'Gono, the cabin contains his nonnal jewelry (worth 500 Cr), personal blade
weapons, personal gun weapons, and wardrobe. The wardrobe, while containing two general purpose dress outfits,
is mostly comfortable and practical outdoor wear. He does have his own personal Vaccsuit along, which is modi
fied to gille double the nonnallife support time. The blade weapons are a complete set of weapons produced by
a noted weapons-maker and are in an assortment of styles to suit all occasions. Hestamlia is always wearing an
appropriate blade. He has a speciat Advanced Combat Rifle and a good assortment of ammunition including some
special gas RAM grenades. Mostly, thou~, he plans to use his lIery elaborate video caTlera outfit to holograph
all items.

Rax Vaman'scabin this trip doesn't have much in it except an elaborate wardrobe and a very fancy hunting rifle.
The clothes are very expensive, but most are not suitable for outdoor wear. Very incongruous is Rax's personal
Vaccsuit. It is the most expensille and highest quality worksuit money can buy and, althoultt it has obviously
seen very hard use, is in excellent condition.

Stin Rellun is traveling lilttt;there is minimal luggage in the cabin. His wardrobe is adequate for the occasion and
contains sturdy, comfortable clothing. Stin has two pistols, a decorated lightweight model he normally carries
and a heavyweight, military model. His hunting rifle is a standard grade model. Like most actille pilots, Stin has
and up-to-date astronautical handbook on the Subse<:tor in his luggage. He also has a manual on the MB-41c
Model/1 bis Compoter.

Kima Ran Hamdanya has a modest amount of luggage in his cabin. His wardrobe is good and includes one dress
outfit among the sturdy outdoor clothing. He has an Advanced Combat Rifle very similar to Hestamlia's. An old
friend of theiR, an Imperial Embassy Annorer Sergeant, recently chedc:ed over the weapons and ran them both
throu{ll a refresher combat practice COlJrse. Kima has a set of tapes on Sekmetar and its scorpiods. He also has
a hiltt quality field first aid kit which he has stocked with a hiltt quality general purpose lIenom antidote (4
doses, each of which will neutralize 3 points of poison damage every tum for 6 turns, only 1 dose works at a
time, doses may be repeated.)

Veldema thn Yenalda has a goodly quantity of luggage. Her wardrobe is large and includes some elaborate dress
outfits as well as 100,000 Credits of miscellaneous jewelry. Her outdoor gear is hiltt quality and has seen hard
use. She calTies a pair of very high quality blades at all times and is quite good with them. She practices daily
with them when gillen the chance. Her hunting rifle is a well used, high qualitv model for which she has selleral
clips of tranquilizer"rounds. She also bfou~'It along a case of special liqUOR to add to the bar stock.

,.INA
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Cabin 6

Cabin 7

Cabin 8

Stashemka Voronara has a large amount of luggage including an elaborate wardrobe. Though heavy on dreu
outfits, it includes adequate outdoor gear. Strangely enough, Stash dislikes jewelry and has none of it. He has
a brand new and expensive hunting rifle that he isn't completely familiar with yet. He feels somewhat protective
towards "Wild Vel" but Cosmos knows she doesn't n~~u any help from him I

Rasmara Hald Insteld has a fair quantity of luggage including both dress outfiu and outdoor gear. He has a fair
quantity of jewelry but it is only worth 10,000 Credits or so. His hunting rifle is of very good quality although
not of the latest fashion. Among his personal effecu are some names and addresses of some influential people he
can call 00. Sonle of these people have less than "pure" reputations.

Renela Hallstadt brought along a fair amount of luggage. She has a couple of dress outfiu but most of her stuff
is practical and comfortable. As a matter of professional curiosity, she has a complete set of blueprints and
specifications for the Simba Safari. She brought along an engineering tool kit and will probably spend some time
crawling around the ship's machinery getting her hands dirty. Not completely trusting Stin Rellun, Renela has
built a few interesting little gagets into items of jewelry and normal wearing apparel. These items include a minia·
ture communicator,lockpicking tools, cutting tools, and weapons shooting drug daru and sleep gas.

Cabins 9 Throu!tlll

Comfortable double occupancy cabins, these accomodations are for the crew members. Standard freshers are built in.
The Wardrobe is more limited, providing only shipsuiu and hunting gear. Sleeping facilities are double-decker bunks. Enter·
tainment modules are fully interactive with the ship's computer and have constant full intercom capabilities. Internal con·
ditions are adjustable but not over as wide a range of conditions as the passenger cabins. Persona·locked safe stowage cubicles
are provided in each cabin for crew members' possessions. Emergency Vaccsuits are built into each bunk bed.

Cabin 9

Cabin 10

Cabin 11

This double occupancy stateroom is shared by Sheril Mazden, pilot, and lani Handstrom, steward. Sheril has a
comprehensive selection of reference materials on Xenobotany and some special drug samples. She has two
SMGs on board the ship, one in her room and one in a special clip underneath her pilot's acceleration couch.
Sheril takes pride in her appearance and has a good wardrobe. lani also has afl excellent wardrobe and dresses
well. She has a set of cookbooks from which she is always trying out new recipes. She also has an excellent
personal Mechanical Tool Kit and is constantly tinkering with the Auto-Chef and Mech-Bar to improve their
performance.

A double occupancy stateroom, this cabin is shared by Hamlar Randan, owner/tour guide, and Kranston Ras
marde, engineer. Hamlar has a fair wardrobe, including one dreu outfit as well as his outdoor gear. He keeps an
extensive reference collection on the wildlife of the Diamond-Prince Subsector and his own high.quality hunting
rufle locked up here. Kranston is a bit untidy now that he's out of the Navy, and he doesn't keep a very good
wardrobe. He keeps a large selection of historical novels in his personal gear and a large manuscript of a novel he
is trying to write.

The third double cabin is shared by Thoma Sandmar, medic, and Stan Saslanin, gunner. In addition to the
normal ship's medical gear, Thoma carries a lot of extra medical gear. The ship's crew considen this to be in their
own self·interest and has helped to find adequate stowage throughout the ship. Thoma uses some of this gear to
treat natives at the Simba Sabri's various ports of call. He gets extensive practice and is almost Medical Skill 3.
Stan hasn't much equipment of his own, but he doesn't mind Thoma's. Stan has enough clothes and adequate
items for his needs. He is accumulating some small gems and iewels for when he does decide to move on, but it
woo't be for a while yet.

lower lounge
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The lower section of the lounge is shaped like a "T." The base of the T forms the access to Cabins 7 through 11. At the
extreme after end of the base of the lounge is the compact galley where the steward prepares the ship's meals. The furniture
here is also primarily luxury style with coverings of leathers, furs, and hides. The floor is deep pile Ouomalon, adjustable to
three different patterns and five different hues. The stairs to the upper lounge and upper deck are located at the junction of
the T. At the top center of the T is the iris hatch leading into the Bridge area. To either side of the stain, the lounge is formed
into a convenation pit. The center of each pit has a special adjustable table so that the area may serve as a convenation, reo
laxing, dining, or meeting facility. Special holographic projecton in this area permit the viewing of records of past trophies as
well as planning for future hunts.
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The ships cargo arrangements have been specially designed to suit its role as a safari ship. Two separate cage .reas
extend throug, both decks. Cargo I is of 10 toos overall capacity. It has special top and bottom hatches for loading and un
loading. The interior is designed to be partitioned off into differenHized. smaller cages as required. The atmospheric compo.
sition, temperature. pressure, and lighting are all adjustable for the comfort of the caged organisms.

Cargo II is a Marine Tank of 13 10(15 capacity extending through both decks. It also has adjustatxe interior partitions
and composition, temperature, and pressure. Dorsal and ventral hatches are provided for loading 8f1d unloading. It is common
practice to utilize the empty cages on the journey out to hold equipment or additional cargo. The pressure hatch has a special
lock on it.

Cargo lit occupies only the upper deck and is the nonnal stowage position of the airraft. Access from the ship's in
terior is through a floor hatch. A large dorsal hatch permits launch and recovery of the airraft while the ship is in flight. Two
tons of reserve cargo space is located here. It is common practice to load the interior of the airraft with cargo. generallv emer·
gency, camping, and life support gear.

The after wall of the Marine Tank separates the Tank from the Engineering Section and contains the special Life Sup
port Machinery utilized to control the interior conditions of the cages.

Engineering Section

Access to the Engineering Section is gained from the ship by the corridor running aft from the Lower Lounge to the
iris valve in the forward bulkhead of the section. The Engineering Section is two decks in height. the upper level being formed
by metal mesh catwalks which permit access to the upper portions of the machinery. At the after bulkhead. on the centerline.
is an emergency airlock. In the center of the Section, a metal nmg ladder leads up to the access hatch to the single weapons
hardpoint. The after landing is housed on either side of the section at the forward Engineering Section Bulkhead.

The 2O·ton Lifeboat has provision for carrying 8 passengers in addition to the pilot. The acceleration couches are con·
vertible to emergency low berths, giving an emergency capacity of 16. It is possible to carry four in an emergency low berth.
making the maximum capacity 32. As an alternative. the Launch can break down the acceleration couches and carry 9 tons of
cargo. The belly hatch on the Launch/Lifeboat mates with the dorsal hatch on the Safari Ship. The Launch is frequently
utilized as an expeditionary vehicle. The Launch is normally unarmed and carries a Yrton emergency survival kit.

Airrlft

The airraft. fined as standard. is an extremely rugged and reliable model. Massing 4 tons, it cruises at 100 kph and
carries 4 tons of cargo induding up to 4 passengers.

SAND HOG
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CREW
Hamlar Randan, Tour Guide 679597 Age 38 5 lenns

Hunting· 3. Admin· 1, Vehicle· 1, Gun Cbt - 1, Computer· 1
Owner and operator of the Simbl SIf.ri for the last five years, Hamlar is a senior hunter in the Out H.unters Guild. With care
ful wor1l: and an occasional favor from a well-placed client. he has built up a series of tours and hunting expeditions which have
proven most popular and profitable. His family has a tradition of nunler or scout service. and his younger brother is also a
member of the Out Hunters Guild. The Hallstadt family has toured with him in the past on shorter, local jaunts, so he;s fami
liar with Renala. In a year or two, he hopes to have her design and build a new safari ship for his younger brother. He has
about half the payments still to go on his own ship, but his financial status is quite good. A most professional guide. Hamlar is
very adept at gil/ing his clients what they want. He has a reputation for knowledge in some specialized areas of xenoecology
which has led several noted scientists to consult him. He hopes, one day, to bring both his son and daughter into the family
field of business. A native of Ogery and a staunch Imperialist, Hamlar is reasonably content with his lot in life.

Sheril Mazden, First Officer - Pilot 878996 Age 34 4 terms
Gunnery - 1, Navigation. 2, Medical, Pilot· 3, SMG - 1

Sheril has only been with Hamlar a year but has settled in very nicely. She was recommended for the position by Hamlar's old
pilot who felt himself ready to retire. She had served in the Sector Naval Forces and had recently come into a substantial in
heritance. Resigning from the Navy, she bought a share in the Randan family business. While she doesn't care much for the
hunting part of the business, she has a hobby of xenobotany. Sheril uses the safari trips to search for new drugs and medicines.
A large Sector-wide pharmaceuticals firm is interested in her work, and Hamlar has encourltged her pursuits. She is happy
with what she is doing but is starting to consider raising a family.

Kranston Rasmarde, Second Officer - Engineer 649465 Age 34 4 terms
Electronic - 1, Mechanical· 1, Engineering· 2, Navigation· 1

Resigning from the planetary navy in disgust when a political appointee's word was accepted over his own expertise, Kranstoo
has now been with Hamlar for 3 years. While he would like a more lucratiw position, Kran is not in any hurry to move 00
since he is left to run things pretty much as he pleases in his own department. Kran is bitter about his past and would like
revenge on certain political parties. He is not hasty and will be very certain of anything before he commits himself to any
course of action again. Once committed, though, he will carry through.

Thoma Sandmar, Medic 877457 Age 26 2 terms
Medic - 2, Streetwise - 1

The ship's Medic was assigned to serve his internship on the Simba Saf,ri by the Ramstell Pharmaceuticals Company. He has
helped Sheril in her research program and has set up an organization of material collectors and growers at the various stops on
the ship's route. He also contributes his services as a medic to the local population wherever the ship stops. Hamlar approves,
considering it very good public relations. Hamlar will be sorry to see Thoma leave when his internship is over in a couple of
months and will certainly be willing to hire on another intern from Ranstell Pharmaceuticals to replace him. Thoma has
enjoyed his time with Hamlar's crew but is ready to move on in his career. He will do nothing to risk himself or his imminent
transfer.

Lani Handstrom, Steward C78787 Age 26 2 terms
Steward· 1, Jack of all Trades - 1

A minor political refugee from Colossal, she has been with Hamlar since he bought the ship. She is quite loyal to Hamlar and
is planning on marrying one of his distant cousins. She has a fine touch with any sort of cooking. While a fairly calm per·
sonality, with her heavy world background, she is very strong. The natives on the route have great respect for her, especially
after she broke the arms of two drunken soldiers.

Stan Saslanin, Gunner 657C47 Age 26 2 terms
Pilot· 1, Gunnery· 1, Survival- 1

Stan has been with Hamlar only a year but is thinking of moving on. He is smart and ambitious but doesn't have much money
or training. Hamlar gave him a break and got him out of his backwater home planet, so Stan will try to avoid inconveniencing
Hamlar when he leaves.



ASSENGERS
This trip, the Simba Safari has a full load of eight passengers. All are booked for the entire trip.

Hestamlia T'Gono, Minister 678987 Age 42 6 terms
Admin - '. Liaison· 1, Computer. 2. Vace . 1, Blade Cbt· 1, Gun Cbt - 1

The senior brother of three in the T'Gano family who have entered the Imperial Diplomatic Service and made it their career.
Hestamlia has been significant in the diplomatic ebb and flow of the Gateway Quadrant for the past decade. A scion of an
old, established house, he has served its traditions creditably and is destined for more important posts in the near future. This
trip was taken at the urging of his friend and old colleague. Kima Ran Hamdanya, with whom he is enjoying a relaxing
vacation. Hestamlia is looking for a simple change of pace and is only along for the ride. While a good shot and adept with a
blade, he is not physically aggressive. He would just as soon shoot with a camera as with a gun.

Rax Vaman, Belter BC6585 Age 3B 5 terms
Vacc· 1, Instruction - 1, Prospecting. 1, Pilot - 2

The younger son of an unimportant asteroid miner, Rax made a big strike. He made that legendary strike that almost all pros·
pectors only dream about. Wealthy enough to do as he pleases, he is taking a year or so to bash about some of the planets and
see a larger chunk of the universe. Physically quick and strong, Rax is apt to act before he thinks things through. None of his
skills or previous experiences have made him very familiar with planets and dangerous wildlife. Still not accustomed to his
new wealth, he tends to be shy and diffident in social situations. His tendency to charge through physical situations is bound
to get him into serious trouble.

Stin Rellun,Pirate Lieutenant 954884 Age 30 3 terms
Brawling - 1, Pilot - 1, Computer - " Gun Cbt . 1

This fairly young individual is masquerading as a wealthy young merchant. His is on the lam from a former associate whom he
cheated out of a fat ransom. He finked on a former associate and set her up as the patsy in a smuggling deal. The Hallstadt
family made quite a bundle on some favorable publicity from the story. Baroness Renela Hallstadt gave him the opportunity
to lie low for a while and help her further one of her own schemes. Stin is quite ruthless and is out for his own gain. He sees a
lot of long-term opportunities in a careful association with the Hallstadts. Nevertheless, he will take advantage of opportunities
to pick up any easy cash.

Kima Ran Hamdanya, Bureaucrat 35BBB7 Age 46 7 terms
Bureaucrat· 7, Brawling· 3, Vehicle· 2, Computer. 1, Gun Cbt· 1

A retiring bureaucrat, KimahadheadedT'Gono's staff for the last 10 years. A real basher in his younger days. he stilt has been
known to occasionally tie one on. His uncle, the head of the family shipping firm, has announced his intentions of stepping
down at the end of the year in favor of Kima. He wanted a break from paperwork and booked himself on this safari. Feeling
the Hestamlia needed a vacation also, Kima booked him, too, and then rearranged his schedule to fit it in. Presented with a
fait accompli, Hestamlia laughed and bought a safari hat. Kima has one other reason for this safari. He knows that he is going,
to be opposed in the family business by his younger ocusin. Kima also knows that his cousin is deathly afraid of scorpions
and figures that mounting a giant scorpionid head on the wall in the meeting room will give him a psychological advantage at
board meetings. Kima is mostly a peaceful little fellow, but, once enraged, he just doesn't stop.

CLINGER
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Veldema thn Yenalda, Marchioness 847370 Age 30 3 terms
Blade Cbt . 2, Gun Cbt - 1, Carousing. 1

Known as 'Wild Veil" throughout the entire subsector, this younger daughter of a prominent family is out to sow a few wild
oats while she still can. Resposibilities have a distressing way of sneaking up on you when you least want them. The more
senior members of the family smile gently at her exploits and amusedly recall a few of their own younger episodes. She is
thinking of trying to capture a young pair of Klins and train them as guardbeasts. Invited along by the Baroness, she bullied
the Count into coming along as a political favor to her older brother. Possessed of a cheerful personality and a sunny disposi·
tion, her empathy prevenU her rather severe sense of humor from causing any harm. One of these days she may settle down,
bJt not for a good long while yet.

Stashemka Voronara, Count 55955E Age 30 3 terms
Navigation· 1, leader· 1, Vehicle· 1, Gun Cbt· 1

Dragged along on this voyage by ''Wild Vel," he has decided to relax and enjoy it. He let himself get talked into a rather ques·
tionable business deal. The opposition party took full advantage of the situation to boost their own position. Stashemka was
told by his political superiors to vanish for a while and let the publicity die down. While a fairly decent individual, overall,
"Stash" often geU carried away in competition and pushes just a bit too far.

Rasmara Hald Insteld, Marquis 933690 Age 26 2 terms
Hunting' 2, Bribery - 1

This young man has been making a reputation for himself as a hunter of dangerous game_ The Insteld family fortunes have
not fared as well as hoped of late and Rasmara is looking for an advantageous marriage to help out. In years past, the family
had been associated with some rather suspect political factions. Rasmara has arranged this safari in hopes of impressing the
Baroness Renela H.llstadt. While not of as high a rank as himself, her family is very wealthy. Rasmara is a social climber and
very ambitious. It would mean a great deal to his future plans to gain influenO!! over and perhaps even marry the Baroness.

Renela Hallstadt. Baroness BB689C Age 30 3 terms
Pilot· 2, Carousing' 1, Engineering - 1

Definitely no shrinking violet, Renela is a hard woman to impress. She has been involved with the family shipyard ever sinO!!
she figured out wnicn end of a wrench did what. Her older brother is much more business oriented than she, so he is the one
who will run the company. On the other hand, he doesn't know beans about engineering and always takes nis sister's advice.
Sne nas designed and built ner own atmosphere racers and piloted them to a series of wins over the last two years. She doesn't
tnJst Rasmarl at all and invited her friend, "Wild Vel," along to keep things stirred up_ Sne also arranged for Stin Rellun to
join the party. She plans to use nim to set up a couple of situations to test Rasmarl. Sne is a hard-living gal, fairly level-headed,
and strikingly nandsome rather than beautiful or pretty.

RENELA
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PLANETARY STOPS
Bastis 2036 E510553 7 Non-I ndustrial G

The third planet out in a system of eight, Bastis is the only one with any significant population. Settled by religious dissidents
some 5 C1lnturies ago, this 8,590 kilometer diameter planet is mostly dead sand. The population lives in domed, oasis cities
near the poles. The major form of animal life is the Sandworm, a large, legless, semi-reptilian herbivore. While some forms of
$andworm do secrete valuable drugs, the target of most hunters is the Slink, a very large carnivore.

Also of interest is the Elven Forest on the third moon of the gas giant (seventh planet). A 47-kilometer long bottom of
a chasm which is covered by a large number of spires of water and ammonia ice, this feature is thought to be natural.

The Simba Safari usually Jumps into the system on the outbound joumey and refuels from the spaceport as the Hun
ting Party goes afterSandwormsorSlink. On the return journey, the Hunting Party is conducted on a tour of the Elven Forest
while the ship skims the gas giant for fueL

Sekmetar 2235 E4301 00 Undeveloped G

Second planet in a system of six, Sekmetar has proven notable only for its wildlife. Some of the largest crypto·arthropod pre·
dators known are found roaming its equatorial deserts. large ruins of an indigenous race have been discovered. From what
little work has been done in this area, it appears that the race reached Tech Level 6 or 7 before disappearing.

This planet is a popular stop in Simba Safari's itinerary. Hunters seek the giant Scorpoids, and others find the ancient
ruins interesting.

Deadfall 2436 E223423 8 Non-Industrial

Fourth planet out in a system of five, all the other planets are airless rocks. This planet is in an ice age, and all of what water
there is is locked up in ice caps. Some unusual species of native life exist in the fonn of burrowers and tunnelers. Some of
these creatures are quite large and make most unusual trophies. The inhabitants make a living by mining and by hunting.

The Simba Safari has made arrangements with local hunters to get the best specimens spotted ahead of time. Some
gemstones and jewelry are also produced here and are quite popular sector·wide.

Tarnkeep 2438 E537215 7 Non·lndustrial G

Third planet out in a system of nine, Tarnkeep is noted for its marine life. The continents are all fairly small, and native land
life is not welt developed. A small research installation is maintained by the Tm' Ramis Corporation, and small groups of
colonists are beginning to settle. The major drawback to colonization has been the thin atmosphere.

The Simba Safari calls primarily to hunt the giant sea mammals which abound here.

Vilaruby 2338 X343100 Undeveloped G

The fourth planet out in a system of seven, Vila ruby is noted for its forests. Most of the available land area is covered with a
cool forest. Not a jungle or rainforest, this special ecosystem has a very large number of furred, aboreal predators. While most
of the creatures are of moderate to small size, the fur is of exquisite quality. Much of the planet is unmapped, and no other
valuable resources are known.

Atoley . 2336 DA98413 7 Non·1 ndustrial

The third planet out in a system of ten, Atoley is in the process of being colonized. The tainted atmosphere classification is
caused by a series of organic trace compounds that cause a long-term allergenic reaction in about 50% of the Humaniti that
are exposed to them. The land surface is only 20% of the planet and is scattered in a large number of moderate·sized islands.
Marine life is extensive, and land life is composed primarily of insect-like and bird·like animals. Most of the land animals are
also flyers, reaching quite large sizes, permitted here by the atmospheric conditions. Some research has been done on the
atmospheric contaminants, and a solution to the allergenic reaction seems probable. The population has been building up
slowly since the Atoley Colony Corporation was established 200 years ago.

The Simba Safari comes here for both the aerial and marine creatures. Hamlar and his crew have made detailed surveys
of a number of archipelagos in return for exclusive hunting rights in them for a lO·year period. Many island groups still remain
completely unexplored.
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PLANETARY EVENTS AND ENCOUNTER 'TABLES

Encounters and Events Charts
(20)

Terrain Type
Satellite Plain
Satellite Rough
Satellite Mountains
loe Cap
Ice Shelf
Forest
Desert
Rough
Mountains
Open Ocean
Shallow Ocean
Beact....'Shore
Clear: Sekmetar, Deadfall. Vilaruby
Clear: Tarnkeep, Bastis
Clear: Atoley

EVENT TABLE

Plain
1 Meteor Shower
2 Craters
3 Dust Pool
4 Crevasse/Ravine
6 Rocky Ground

Rough
1 Meteor Shower
2 Crevasse/Ravine
3 Loose Rubble
4 Cave
5 Crevasse/Ravine
G Vapor Vent

Animal EllCOUnten

8-9
8·9

5-6-7
7·8

6-7-8
7-8
8-9
7·8

6-7-8
6- 7 - 8
5-6-7
6·7

Clear Ocean

Sekmebr.DeMtfaIl,
Vil.ruby Opon

Event 1 Boulder Field 1 Strong Current
H 2 Rocky Ground 2 Strong Current
7+ 3 Gullies 3 Stroog Waves
H 4 Magnetic Fluctuation 4 Turbid Waters10+

5 Mineral Deposits Rough Waters10+ 5

8+ 8 Mirage 6 Debris

9+
9+ TamkHP. Bastis Shallow
9+ 1 Stream Bed/Ravine 1 Debris
10+ 2 Rocky Ground 2 Rook
9+ 3 Gullies 3 Strong Waves
9+ 4 Metal Deposits 4 Turbid Waters
9+ 5 Sinkhole 5 Reefs
8+ 6 Sulfur Springs 6 Strong Currents
8+

Atoley Beach/$hoAl
1 High Vegetation 1 Rocky Gro.Jnd
2 Rocky Ground 2 Soft Ground
3 Gullies 3 Strong Waves
4 Tarpit 4 Rocky Ground
5 Sinkhole 5 Debris
6 Radiation Zones 6 Soft Ground

PLANETARY EVENT TABLE

Ice Cap ROUgh
1 Open Ground 1 Crevasse/Ravine
2 Blizzard 2 Rocky Ground
3 Deep Snow 3 loose Rubble
4 Cancealed Gully 4 Cave
5 Crevasse/Ravine 5 Crevasse/Ravine
8 Crevasse/Ravine 6 Washout

Ice Shelf Desert
1 Deep Snow 1 Dusty Area, Blizzard , Rocky Ground
3 Pressure Ridge 3 Mirage
4 Polynya 4 Oasis
5 Crevasse/Ravine 5 Sand Storm
6 Concealed Gully 8 Sand Sea

Mountains Forest Mountains
1 Meteor Shower 1 Dense Underbrush 1 Deep Snow
2 Blocked Passage , Open Glade 2 Crevasse/Ravine

3 loose Rubble 3 Fallen Trees 3 Falling Rocks
4 Cave 4 Tangled Trees 4 Narrow Valley
5 Crevasse/Ravine 5 Magnetic Variation 5 Temperature Drop
6 Avalanche 6 Natural Snare 8 Avalanche
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Encounten

Avalanche: The side of the mountain above and to the left/right/frontlrear of the party is crumbling and sliding down towards
the party. Throw Dexterity or Intelligence (whichever is higher) on 20 for each character on foot to take cover. If the throw
is unsuccessful, throw Endurance or less on 20 to avoid 20 hits in injury. Flying vehicles may avoid avalanches with a throw
of 4+ on 20 (Pilot Skill OM applicable). Ground vehicles may avoid avalanches with a throw of 9+ on 20 (VehiCtJlar Skill OM
applicable). If unsuccessful in avoiding, throw 3D to determine the extent of the avalanche; each pip indicates 20 minutes
work by one person to free the vehicle. If the result is greater than 8, the Judge may apply an appropriate vehicle malfunction
lJudge adjust probability-for ruggedness of vehicle construction). Players maintaining alertness for avalanches decrease speed
to 213 and gain an additional OM of 3 on avalanme avoidance rolls.

Blizzard: A severe snowstorm ocCtJrs suddenly, forcing a halt to all forward progress. Each individual throw 10+ for exposure
l2D hits) unless protected by a warm vehide or other suitable protection.

Boulder Field: The flat area ahead for the next 20 kilometers is dotted with large boulders deposited by glacial action.
Numerous minor detours are necessary, requiring all ground travel times to be increased by one·quarter.

Cave: A dark shadow is noticed which proves to be the opening of a cave. It extends at least 50 meters and has 10 passages.
On a roll of 6+, there will also be an animal encounter of a Scavenger or Predator type. More detailed tables on cave formation
are available on pages 40 and 41 of the Judges Guild Rudy Ref Book.

Concealed Gully: Snow has drifted smooth and conceals a deep gully in front of the group. Ground vehicles throw 20 for
effects of the impact (- OMs for Vehicular Skill and -2 OM for slow speed may applyl. Result of 6 or less means only a savere
jolt is suffered. Results of 7, 8, Of 9 indicate minor damage, repairable within an hour. Results of 10 or 11 indicate heavy
damage, repairable within 10 + 2 hours. A result of 12 indicates the damage is not repairable with normal emergency tools.
Characters on foot or riding animals throw Dexterity or Intelligence (whichever is greater) to avoid falling in. If unsuccessful,
suffer 10 in injury. On foot, passage around the gully may be found with 3D minutes of searching.

Crevasse/Ravine: The terrain ahead has crevasses and/or ravines. Throw 20; on a roll of 8 or less, ground travel is slowed to
double the normal time for the next 20 kilometers. On a roll of 9 or greater, 10 + 1 hours must be spent traveling along the
crevasse to find a passable place for vehicles or riding animals. Foot passage can be found in 10 minutes' search. Successful
crossing is accomplished by throwing Dexterity or less on 20. Failure inCtJr5 10 hit points in injury.

Debris: Washed up/floatiflg ahead is a pileltangle of debris. Characters on foot or riding animals may find a way through with
an extra 10 x 20 minutes added to the travel time. Ground vehicles/water craft may detour around with 10 hours added to
the travel time. On a roll of 6+ on 20, the debris also has an animal encounter.

Deep Snow: Deep snow covers the area ahead for the next 3D kilometers. Ground travel time, except for ground effect
vehicles, is doubled.

Dense Underbrush: The area ahead for the next 10 kilometers is overgrown with thickly tangled vegetation. O1aracten on
foot or riding animals have travel time increased by one-half. Ground vehicles have travel time dOlI bled. An animal encounter
will also occur on a 5+ on 20.

Dusty Area: Pools of fine dust cover the area ahead for the next 10 kilometers. Characters on foot, riding animals, or in un
sealed ground vehicles have travel time doubled. Sealed ground vehicles have travel time increased by one-half due to poor
visibility.

Fallen Trees: The area ahead for the next 10 kilometers is blocked by an interwoven tangle of trees. Characters on foot may
pass through with travel time doubled. Throw Dexterity or less on 20 to avoid 10 of injury throu!ll a bruising miss-step.
Ground vehicles and riding animals may detour around with 10 + 3 hours additional travel time. An animal encounter will also
occur on 6+ on 20.

Falling Rocks: Above the party, 20 large rocks have been dislodged and begin falling. Judge throws 10+ on 20 for each rock
to hit a vehicle or individual. Each rock does 20 hit points of damage (·1 for every Planetary Size below 5, + 1 for every
Planetary Size above 81.

Gullies: The terrain ahead for the next 40 kilometers is highly eroded. Double all ground travel times.

High Vegetation: Tall grasses and bushes become much thicker for the next 40 kilometers. Ground travel time is increased by
one-half. An animal encounter will also ocCtJr on a roll of 5+ on 20.
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loose Rubble: Portions of the path ahead for the next 10 kilometers are strewn with loose rubble. Ground travel time,
except for tracked vehicles. is increased by one-half. On a roll of 10+ on 20. an avalanche/landslide will also occur.

Magnetic Fluctuation: The local magnetic field undergoes a severe fluctuation which alters magnetic compass readings by
3D + 12 degrees. Throw 10; if odd. alter in clockwise direction; if even, alter in counter-clockwise direction. This event lasts
for the next 40 kilometers and is noticed by characters on a throw of 8+ on 20. OMs of Navigation, Survival, and Vehicle
Skill apply.

Magnetic Variation: The planetary magnetic field undergoes a slight fluctuation which alters magnetic compass readings by
20 degrees. Throw 10; if odd. alter in clockwise direction; if even, alter in counter-clockwise direction. This event is not an·
nounced to the party.

Metal Deposits: Each character with an Intelligence of 9+ and an Education of 9+ may notice heavy metal deposits on a
throw of 9+. The deposit will have a potential yield of 20 x 20,000 Credits annually. Other deposits are likely to occur nearby.

Mineral Deposits: Off to the right/left, a ledge1sandy area shows glints'traces of mineral deposits. Examination of the deposit
will take 10 hours minus Judge's adjustment for possible character area of expertise. Commercially valuable deposits will
occur on an 8+ on 20. A roll of 12 exactly indicates that valuable gems worth 3D x 100 Credits may be picked up.

Mirage: A terrain feature such as a mountain range, oasis, river, etc. appears on the horizon ahead of the party. Throw Intel·
ligence or less on 20 to recognize what it is. Otherwise, spend 10 minutes in confusion, trying to find feature on maps.

Narrow Valley: A narrow valley with steep sides permits travel in only one direction. Throw on the Directional Rosette to
determine directions up and down the valley. Ground vehicle travel time is increased by 10 minus Vehicular Skill hours.

Natural Snare: 1. The lead individual or vehicle is surprised by a natural trap formed by a large tree and its branches. The
snapping effect will incapacitate a vehicle pending repair or inflict 20 hits on an individual. 2. The lead individual or vehicle is
surprised by a natural trap formed by a large, dead tree and its branches. The snapping effect will inflict 10 hits on an indivi·
dual or animal. Roll 20 minus OM of Vehicular Skill. On a result of 6 or less, the vehicle is pinned in place for lOx 20
minutes of work. On a result of 7,8. or 9, the vehicle is pinned and suffers damage requiring 1 hour of repair work. On a result
of 10 or 11, the d«TIage will require 10 + 1 hours of repair work. On a result of 12, the damage is not repairable with the
emergency equipment carried on board.

Oasis: A spring of water bubbles out of the ground and forms a pool. lush vegetation surrounds the pool. An animal encounter
will also occur with a roll of 4+ on 20.

Open Glade: The trees ahead open out into a glade. Deduct 10·2 hours from ground vehicle travel time through this hex. An
animal encounter will also occur on a roll of 8+ on 20.

Open Ground: The snow1ice cover thins out and reveals frozen groundlrock for the next 20 kilometers. Travel time is unaf·
fected.

Polynya: An open crack in the ice shelf appears ahead. It is 20 x 10 meters across and will remain open for 20 hours. Roll on
the Directional Rosette to determine direction. The crack will extend 20 kilometers in either direction.

Pressure Ridges: The ice ahead bulges up in a pressure ridge. Ground vehicles spend an additional 10 minus Vehicular Skill
hours in finding a crossing point.

Radiation Zone: Owing to contamination/natural deposits, the area for the next 20 kilometers is a radiation hazard. lnstru·
ments will detect the radiation, and, on Iife-bearing planets, the conspicuous absence of healthy life forms will give warning.
Upon exposure, characters will lose one hit point of Endurance per day for every hour or fraction therof that they were ex
posed (cumulative). Expert treatment (Medic 3+) is necessary to heal such damage.

Reefs: The water shoals ahead and reefs poke through the surface of the sea. Travel time is doubled. In poor visibility (Judge's
option), roll 20 minus OM of Vehicular Skill. Result of 6 or less indicates a minor bump with no damage. A result of 7, 8. or
9 indicates minor damage repairable in one hour. A result of 10 or 11 indicates severe d«TIage, and a further roll of 20 minus
OM of Vehicular Skill is made. A second result of 9+ indicates the Vehicle sinks; B or less is treated as major damage.

Rocky Ground: 1. The terrain turns extremely rocky, and vehicle traction is considerably reduced. Throw 9+ to avoid be·
coming stuck, and reduce speed to one-half. 2. Rocky areas ahead for the next 20 kilometers add one·half to the travel time
of characters on foot, riding animals, or in tracked ground vehicles. Other ground vehicles double travel time. An animal en·
counter will also occur on a roll of 8+ on 20.



Rough Water: The water forms whitecaps ahead as rapids/crosscurrents appear. Watercraft pilot must roll 20 minus OM of
Vehicular Skill. On a result of 6 or less, the vehicle makes successful passage and is only tossed about. On a result of 7, 8, or
9, the craft makes passage but suffers minor damage which can be repaired in an hour. On a result of 10 or 11, the passage is
made. but the heavy damage suffered takes 10 + 1 hours to repair. On a 12, the vehicle suffers extensive damage during
passage, and a further throw of 20 minus Vehicular Skill is required. On a result of 10+, the vehicle sinks; 9 or less is treated
as heavy damage.

Sand Sea: The terrain for the next 3D + 4 kilometers is composed of soft sand and dunes. Foot travel is at quarter speed.
Wheeled and tracked bebicles are reduced to not more than 20 kph.

Sand Storm: Rising winds quickly reach extreme velocities and drive abrasive sand particles against all exposed surfaces. Pro·
gress is impossible for 3D + 12 hours. Individuals will be buried, loose equipment scattered. and vehicle accessories will be
subject to failure unless 10 + 1 hours are spent cleaning out the penetrating sand particles.

Sinkhole: An opening in the ground 3D +2 meters across is encountered. If encountered by surprise, characters on foot throw
Dexterity or less on 20 to avoid. Ground vehicle drivers 7 + Vehicle Skill OM or less to avoid. The sides are sheer, 20 + 2
meters deep. and, on a throw of 6+ on 20. there will be 20 meters of water at the bottom. It opens into a cavern 50 meters
across and has 10 passages leading off to the sides. More detailed tables on cave formation are available on pages 40 and 41 of
the Judges Guild Reedy Ref Book.

Soft Ground: Areas of terrain ahead are soft due to water/dust for the next 40 kilometers. Amphibious tracked/wheeled
ground vehicles add one....alf to travel time. Ground effect vehicles are unaffected, Other ground travel time is doubled. On a
throw of 9+ on 20, the area is impassable to ground vehicles other than hovercraft.

Stream Bed/Ravine: The ground ahead drops suddenly into a stream bed/ravine. Characters on foot or riding animals take
10 x 5 minutes to find a crossing place. Ground vehicles take lOx 10 minutes to find a crossing place. An animal encounter
will also occur on a roll of 7+ on 20.

Strong Currents: Strong ocean currents push the vehicle one hex in a random direction (roll on Directional Rosette). Strong
river currents add 10 kilometers per hour down stream for the next 50 kilometers. Roll 20 minus Vehicular Skill to avoid
damage. A result of 9+ indicates minor damage requiring one hour to repair.

Strong Waves: Strong waves toss the craft/smash it on the beach/shore. In the open ocean, the only result will be a rough ride
with possible selt-sickness. Throw Endurance or less to avoid temporary (10ay) toss of 1 point. Attempts to drive a vehicle
through strong surf will·need to roll 20 minus OM of Vehicular Skill. A result of 6 or less indicates the passage was successful.
A result of7 orB indicates minor damage was incurred, reQUiring an hour to repair. A result of 9 or 10 indicates that moderate
damage was incurred. requiring 10 hours to repair. A result of 11 or 12 indicates the vehicle was swamped and will require
major repairs, 20 ... 2 hours to fix. On a result of 7, 8, 9, or 10, successful passage is still made on a roll of 8+ on 20 in spite
of the damage.

Sulfur Springs: An area of hydrothermal activity is encountered which extends over 3D x 100 meters. Scattered pools seethe'
and bubble with activity. Some pools emit vapors which smell strongly of brimstone (sulfur). Animals avoid this area, and en·
counters are unlikely here.

Tangled Trees: The trees ahead are set so closely together that a vehicle cannot pass between them for the next 10 kilometers.
Vehicle passage may be cleared at one manhour of work per kilometer per 3 tons of vehicle. Characters on foot or riding
animals are not affected. A way around may be found with an additional 10 hours of travel time. Characters trying to clear a
wgv through will have one animal encounter every hour.

Tarpit: A narural asphalt deposit forms a pool ahead. 10 animals have been lured by the water pools and have been trapped
in the sticky tar. Another animal encounter will also occur here.

Temperature Drop: The extemal temperature drops rapidly below freezing. Exposed individuals not expressly dressed for such
cold throw Endurance or less on 20 each hour to avoid suffering 2 points damage. OM of Survival Skill applies. The cold spell
will last 20 hours. Continue throws each hour until spell is over or shelter is obtained. Enclosed powered vehicles are shelter.

Turbid Waters: A "Bloom" of microorganisms stains the waters ahead a brilliant orange/red/blue/green/yellow for the next
50 kilometers. Native marine life gorges on these creatures/plants, but it causes them to be extremely distasteful to human
palates. They will be poisonous on a throw of 10+ on 20. On an 8+ on 20. the organisms will also glow in the dark.

Washout: The road/path ahead has been washed away by rain and flooding. Preparing a trail for foot or animal traffic will take
20 x 20 minutes. Restoring the road for vehide traffic will take 3D + 6 manhours of work.
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ANIMAL ENCOUNTER TABLES
ICE CAP

Die Animal Type Weight Hits Anno' Wounds & Wupom
2 10·' Interminents 50 kg. 13/5 Cloth , Hoo"" A10+ F 9+ 52
3 20 Grazers 200 kg. 21/4 Jack '0 Toeth A 8+ FS+ 52
4 Hijacker 12 kg. 10'6 None 1 Horns & Teeth A· 7+ F 8+ 52
S 3D Chasers 800 kg. 3S/2 None '6 Toeth A+ F9+ 52
6 40 Grazers 25 kg. 9/12 Jack 1 Hoo"" A 8+ F S+ 52
7 Planetary Special
8 Intermittent 50 kg. 617 None 6 Stinger A'O+ F9+ 52
9 3D Reducers 1,600 kg. 27'10 Cloth 2' Claws & Teeth A'O+ F 8+ 52

'0 Gatherer 100 kg. 16'12 None 4 Toeth A9+ F 8+ 52
11 20 Chasers 50 kg. 10'4 None 1 Claws A+ F 9+ 53
'2 Killer 200 kg. 19/16 None 619 Claws & Teeth A 6+ Fll+ 52

ICE SHELF

Die Animal Type Weight Hits Armor Wounds & Wupons
2 20 Grazers 400 kg. 26/9 Mesh 'S As Pike A 8+ F S+ 52
3 10 Hiiackers 25 kg. 13/6 None , Teeth A 7+ F 8+ 52
4 Chaser 200 kg. 24 /6 None S As Body Pistol A+ F9+ 53
S Killer 200 kg. 25'10 None 8 As Blade A6+ Fl1+ 52
6 Chaser 50 kg. 11/11 None , Claws A+ F9+ 53
7 Planetary Special
8 Intermittent 400 kg. 21/13 Jack 7 "00"" A'O+ F9+ 52
9 Reducer 50 kg. 14/4 None 111 Hooves & Teeth A 10+ F 8+ 52

'0 Flying Gatherer 12 kg. SI7 None , Toeth A9+ F 8+ 51
11 Grazer 800 kg. 21/6 None '6 Toeth A 8+ FS+ 52
'2 Killer 100 kg. , 116 None 91S Claws & Teeth A6+ Fl1+ 51

FOREST

Die Animal Type Weight "m Armor Wounds & WNponS
2 10 Intermittents 100 kg. 14/4 Jack S Horm A'O+ F 9+ 52
3 Pouncer 1 kg. 4'0 None , StInger A' Ft 52
4 Siren 3 kg. S" None , Stinger A' F'o+ S-
S Filter 12 kg. 71S Cloth , Teeth A' F 8+ 5'
6 Intermittent 1 kg. 3'0 Jack , Body Pistol A'O+ F9+ 52
7 Planetary Special
B Intermittent 6 kg. 5/11 None , Toeth A'O+ F 9+ 52
9 lntennittent 25 kg. 1117 None , Hooves A'O+ F 9+ 52

'0 20 Eaters 3 kg. ,13 None , Stinger A S+ F'o+ 52
11 10 Killers 12 kg. 81S None 8 Thrasher A 6+ Fl1+ 52
12 20 Carrion Eaters 12 kg. 818 None 113 Horns & Teeth Al,. F 8+ 51

DESERT

Die Animal Type Weight Hits Armor Wounds & Weapons
2 Gatherer 6 kg. 6 /10 None , Horns A9+ F 8+ 51
3 10 Grazers 12 kg. 7/12 None 3 Body Pistol A 8+ F S+ 52
4 50 Grazers 50 kg. 11'4 Jack '" Horns and Teeth A B+ FS+ 52
S 20 Chasers 1 kg. 5'0 None 3 Thrasher At F9+ 52
6 20 Intimidators 25 kg. 1017 None 1 Toeth A 8+ F 7+ 52
7 Planetary Special
8 10 Grazers 50 kg. 15/7 None 2 Toeth A 8+ FS+ 52
9 40 Grazers 6 kg. 1'4 Jack , Toeth A 8+ FS+ 52

10 10 Hunters 50 kg. 20'11 None 4 Stinger A' F8+ 52
11 Intennittent 3 kg. 6" None ," Hooves & Teeth A10+ F9+ 52
'2 Gatherer 3 kg. 3" None 1 Horns A9+ F8+ 5'

A. if Surprise A+ if More A· if Bigger AI if Possible Ft if Surprised
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ROUGH

Die Animal Type Weight Hits Ann", Wounds & Weapons
2 10 Hijacker 1 kg. "0 None '" Stinger & Teeth A7+ F 8+ 52
3 Eater 12 kg. 5'. None • Stinger A 5+ F10+ 52
4 Reducer 3 kg. "S Mesh "I Hooves & Teeth Al0+ F 8+ 52
5 Gatherer 25 kg. 9' •

None 1 Teeth A 9+ F 8+ 5'

• Intermittent 1 kg. 110 J",' 1 Hooves Al0+ F 9+ 52
7 Planetary Special
8 Intermittent 12 kg. 717 M"" 1 Horns A10+ F 9+ 52
9 10 Intermittent 3 kg. 315 J"" 1 Toeth A10+ F 9+ 52

10 10 Killer 1 kg. 210 None 3 Pike A .+ Fl1+ 51
11 3D Olaser 50 kg. 10'4 None • Halbard A+ F 9+ 53
12 Pouncer 100 kg. 1415 None 4 Body Pistol A· Ft 52

MOUNTAINS

Die Animal Type Weight Hits Armor Wounds & Weapons
2 10 Carrion Eater 25 kg. 14/6 None 112 Horns & Teeth All+ F 8+ 51
3 10 Hunter 100 kg. 20'. Noo. 12 Thrasher A .+ F 8+ 52
4 Hijacker 50 kg. 13 /4 Noo. 2 Toeth A7+ F 8+ 52
5 Hunter 50 kg. 1911 Mesh 1 Hooves A .+ F 8+ 52

• Grazer 800 kg. 21/15 None 18 Teeth A 8+ F 5+ 52
7 Planetary Special
8 40 Grazer 400 kg. 20/13 None '0 Teeth A 8+ F 5+ 52
9 Intermittent 6 kg. 219 Cloth 2 Teeth Al0+ F9+ 52

'0 Chaser 200 kg. 22/9 None 7 Toeth A+ F 9+ 52
11 Siren 50 kg. 1416 None 1 Stinger A· F10+ 51
12 3D Chaser 50 kg. 19/4 None 2 Toeth A+ F 9+ 52

OPEN OCEAN

Die Animal Type Weight Hits Armor Wounds & Weapons

2 10 Triphibian Carrion Eater 25 kg. 8 /10 None 211 Stinger & Teeth Al1+ F 8+ 51
3 10 Flying Hunter 1 kg. 210 None , Thrasher A" F 8+ 52
4 20 Amphibian Intimidator 200 kg. 22116 None 8/4 Stinger & Teeth A 8+ F7+ 52
5 20 Triphibian Eaters 25 kg. 1019 None 3 Toeth A 5+ F10+ 51

• Triphibian Intermittent 3 kg. 514 Noo. 2 Toeth A10+ F 9+ 52
7 Planetary Special
8 50 Swimming Gralers 50 kg. 15/ 10 J",. , Horns A 8+ F 5+ 52
9 Flying Grazer 1 kg. 41() None 1 Body Pistol A 8+ F 5+ 52

'0 Swimming Pouncer 400 kg. 2018 None I. Teeth A· F' 52
11 Flying Chaser 1 kg. 510 None 1 Thrasher A+ F 9+ 53
12 Swimming Trapper 200 kg. 14 /8 None 11 Thrasher A· F 9+ 5--

SHAllOW OCEAN

Die Animal Type Weight Hits Armor Wounds & Weapons
2 10 Triphibian Intimidator 6 kg. I'. None "I Homs & Teeth A 8+ F 7+ 52
3 Flying Hunter 3 kg. 513 None 2 Thrasher A .+ F 8+ 52
4 10 Swimming Intimidator 50 kg. 1915 None , Teeth A 8+ F7+ 52
5 20 Amphibian Eaters 50 kg. 13/9 Cloth 1 Hooves A 5+ Fl0+ 51

• Amphibian Intermittent 100 kg. 18 /6 None 4 Toeth A'O+ F 9+ 52
7 Planetary Special
8 Swimming Intermittent 100 kg. 11/9 Noo. 4 Toeth A10+ F9+ 52
9 20 Amphibian Grazers 100 kg. 23/4 J",' 8 Toeth A 8+ F 5+ 52

10 Swimming Trapper 100 kg. 18/9 None .17 Claws & Teeth A· F 9+ 5--
11 Amphibian Chaser 12 kg. ./3 None 8 Pike A+ F9+ 52

'2 Triphibian Trapper 12 kg. 719 None 314 Claws & Teeth A· F 9+ 5--
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BEACH/SHORE

0;0 Anim. Type Weight Hits Armor Wounds &. WNPOftI
2 Retltcer 1 kg. 2/() None • T.... A10+ F 8. S2
3 Gatherer 50 kg. 18/6 None 9 As Halberd A9+ F 8. S,

• 30 Reducers 1 kg. I/() None 1 T.... A'O+ F 8' S2

• Hunter 25 kg. 1112 Cloth • As Halberd A •• F 8' S2
8 Amphibian Intermittent 400 kg. 22/12 None 1514 Teeth & Hooves. A10+ F9+ S2
7 Planetary Special
8 Intermittent 3,200 kg. 30'14 Jock 23 Hooves A'O+ F9+ S2
9 Intermittent 400 kg. 25/10 None 12 Teeth A10+ F 9. S2

10 Killer 6kg. 2/7 None 9 As Blade A •• F1t+ SI
11 30 Chasen 1 kg. .'0 None 1 T..th A· F 9' S2
12 20 Amphibian Chasers 1 kg. "0 None 1 Thrasher A. F9+ S3

CLEAR: SEKMETAR. DEADFALL, VILARUBY

0;0 AnirMI Type Weight H" Armor Wound. &. WupOn'
2 20 Carrion Eaten 1 kg ./() None ,,, Teeth & Hooves Al1+ F8+ SI
3 20 Eaten 6 kg. 4110 None • T.... A5+ F'O+ S2

• 30 Flying Reducer 3 kg. 5/1 None '/3 Teeth &. Body A'O+ F 8. S2
Pistol

5 10 Eaten 12 kg. 8/5 None 12 As Halberd A 5. FtO+ SI
8 GrlZer 6 kg. 315 None 1 T.... A 8' F 5+ S2
7 Planetary Special
8 Intermittent 12 kg. 817 Jock .12 Teeth &. Hooves A10+ F9+ S2
9 30 Grazer 6 kg, "3 None 3 Stinger A 8. F 5' S2

'0 en..., o kg. 3/3 None 3 Teeth A· F9+ S2
11 30 Chaser 1 kg. 5/() None 1 Tee" A· F9+ S2
12 Pounoer 6 kg. 2/. None 1 T.... A· Ft S2

CLEAR: TARNKEEP, BASTIS

0;0 Anim.Type WoIght H" Ann", Wounds &. Weapons
2 Hijacker 3 kg. ./8 None 41. Teeth &. Stinger A 7. F 8' S2
3 Hunter 6 kg. 515 None 3 T.... A· F 8' S2

• 20 Carrion Eaters 1 kg. ./() None 1 T.... Al1+ F8+ SI
5 10 Hunter 3 kg. 1/3 M"" • Stinger A •• F 8. S2

• 50 Grazen 3 kg. "3 Jock 1 Hooves A 8. F5+ S2
7 Planetary Special
8 Flying Grazer 200 kg. 17113 None 5 Horns A 8. F 5. S2
9 Intermittent 200 kg. 23/10 None 8 Horns AtO+ F9+ S2

10 Killer 3 kg. "I None 8 As Blade A •• Fl1+ SI
11 10 Flying Killer 12 kg. 10'4 None 1 Thrasher A •• Fl1+ S2
'2 Pouncer 12 kg. 5'. None "1 HOO'tIlIS &. Teeth A· Ft S2

CLEAR: ATOLEY

0;0 Anim" Type W.....t H" Ann", Wounds &. Wupons
2 to Intimid.ton 1 kg. ,/() None • T.... Al1+ F8+ SI
3 Eater 3 kg. ./3 None 5 T.... A5+ Fll+ SI

• to Carrion Eaters 12 kg. 8/• Non. 5/3 Teeth &. Hooves Al1+ F 8' S'
5 Hunter 1 kg. 5/() Me'" • As Broadsword A· F 8' S2
8 Grazer Okg. 315 None , T.... A 8. F5+ S2
7 Planetary Special
8 50 Grazers 6 kg. "3 None 1 Teeth A 8' F 5' S2

• 40 Grazers 6kg. ./5 Cloth 1 T.... A 8. F 5' S2
to 40 Siren 1 kg. ,/() None 5 As Broadsword A·
11 Pouncer 3 kg. .'. None 7 As Halberd A. Ft S2
t2 en..., 12 kg. 8/8 None 5 Thrasher A· F9+ S2



PLANETARY SPECIAL ANIMAL ENCOUNTERS
This occurrence in the table means that the party has encountered a trophy-sized specimen of whatever animal the region

is noted for. The following selection of animals are provided for hunting encounters. The crew of the Simba Safari is familiar
with them, having previously taken at least one example of each. Other suitable creatures may be added by the Judge to adjust
the tenor of his or her c¥flpaign.

OCEAN!SEA

Tarquin's Sea Dragon

10 Swimming Killer 18,000 kg. 53'30 None 27 Teeth A 6+ Fl1+ 52

Similar to an 1cthyosaurus in shape, with the spindlBhaped body, four large flippers, and a long neck, the Sea Dragon has a
huge turtle-like beak. This creature is not often found in the shallows, prefering to hunt the open cx:ean. A powerful swimmer,
the Sea Dragon packs were deadly to small boats until a special "sonic screamer" device was developed. The beasts are sensi
tive to certain high frequency vibrations and will avoid them. During the mating season, the males develop iridescent patterns
on the beaks. These brightly-colored trophies are frequently sought by off-world hunters.

Jetshark

3D Swimming Chaser 100 kg. 21110 None 8 Teeth A+ F 9+ 53

These extremely swift carnivores utilize a form of jet propulsion. They are capable of leaping several meters out of the water
in pursuit of prey. The teeth have serrated edges and are very sharp. The odor of blood excites them into a feeding frenzy. The
spines which stiffen the dorsal and ventral fins are sought for jewelry because of the opal·like glow.

Tilmar', Kraken

Swimming Killer 24,000 kg. 70'33 Non. 24121 Claws & Teeth A 6+ F 11+ 52

A very large squid-like creature, this solitary predator has 4 long tentacles (20 meters) and 4 short tentacles 110 meters), each
lined with sucker disks and tipped with tearing claws. The other major weapon is a large shearing beak. The Kraken swims by
water iet propulsion and maneuvers very well for a creature of its size. It roams a large territory and defends it fiercely. Har·
pooning the Kraken from a small hover skimmer is tried only by the most skillful of hunters.

JET SHARK
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Filter 12,000+ kg. 3 each None 4 Stinger A" F" s-

The Floater is a community of non-mobile animals which possess limited photosynthetic ability. Ead'l of the components is a
lumpy nodule which is supported in the water by a gas-filled float bladder. Thin filaments attach the nodules to all adjacent
nodules, and a 3 meter to 5 meter long tentacle trails downward. The tentacle has stingers along its.length which react upon
touch and inject a nerve poison into whatever living animal they touch. The tentacle wraps around the prey and draws it upto
the center nodule to be digested. The first tentacle may be avoided by a character rolling Dexterity or less Ofl 20 (swimming
ability may be used as a OM by the Judge). If the first tentacle is not avoided, a second tentacle will attach the next tum, and
10 tentades will attach each tum. A character may break free by rolling his Strength or under on • tot. of 10 for every
tentacle which has attached. Each attached tentacle will cause 1 hit point of damage per tum from poison.

Each nodule has a chance (throw 2 on 20) of having an organic jewel worth 10 x 10 Credits.

DESERT

Sand Hogs

20 Eaters 50 kg. 20'11 Mesh Hooves & Teeth A 5+ FIOt 51

These hexapedal desert scavengers are termed Sand Hogs because of their pig-like appearance. The blunt snout, stocky build,
and rough, pebbled hide are set otf by an incongruous rabbit-like powder-puff of a tail. The sharp hooves and formidable tusks
discourage predators and are used to dig shallow burrows. Their dispositions are ugly, and they fiercely defend their territOl'V
against all comers. They have even been known to destroy untenanted hunting camps. Their senses are very keen, and these
intelligent beasts quickly become wary of humans.

Slinker

Intermittent 25 kg. None 5 Teeth AIOt F9+ 52

Also known as a Sand Snake, this relative of the Treeworrn is an inhabitant of desel1 areas. Its long, slender shape permits it
to move easily in the sand. The long, tan fur hides the six, stumpy, clawed legs which allow the Slinker to dig burrows in the
hardest earth. The fur is unusual in that it does not cause an alergenic reaction in humans which are normally allergic to furs.
Thus, it is a valuable commodity worth 10 x 100 Credits on the open market.

Spiner

Trapper 200 kg. 25/15 None 7 Teeth A· F" 5-

A greyish lump, looking much like a half·buried boulder, this carnivore spits a stream of adhesive fibers at any animal which
comes within the 50meter circle of its tentacles. The tentacles are buried just under the surfaett of the sand. When a creature Is
trapped by the web. in three turns the tentacles wilt drag it to the ~ntral body where it enten the digestive cavity. The
character will be trapped in the web if he or she fails to throw Dexterity or less on 20. If the throw fails, 10 tentacles will
attach. Characters may break free by throwing Strength or less on 10 for every attached tentacle. By throwing Dexterity or
less on 20. up to two companions may add their Strength to that of the trapped character. Certain organs of the Spitter are
of value in the preparation of healing drugs (10 x 5 Credits/Creature).

Sand Spiden

10 Hunters 3 kg. N"". 3 Stinger A 6+ F8+ 52

Ten·legged crypto-arthropods, vaguely resembling spiden with a scorpion's sting, these pack-type omnivores grow up to 1
meter across. Most of the dimension includes the long, furry legs. but they C811 pose a threat to a lone traveler. The sting is
poisonous, and a character who is stung must roll Enduran~ or under to avoid 1 hit point of damage to Endurance each of
the next 10 tums.

----



Pouncer 1.600 kg. 40'15

Scorpoid

Joc' 22120 Claws & Stinger A- F' 52

This formidable carnivore. though rare. makes areas of the desert extremely hazardous. It is warm·blooded but has a hard·
shelled carapace and five pairs of limbs. The fi~t pair of legs has a monstrous pair of pinching claws, and the creature also
sports a stinger at the tail. It prefen to lie in ambush, lightlv covered in sand, with just the evestalks protruding. The stinger
will do 10 of poison damage to the Endurance of the stricken character for 10 + 2 turns. It is suspected that these creatures
are constructed biological weapons, but no firm evidence has vet been offered to prove this theory-.

Chaser BOO kg.
•

38'17 Mesh 19/21 Claws & Teeth A+ F!I+ 52

This large, activepseudo·reptile runs quite well on its 6 legs, punuing prevo The claws permit it to dimb well and to dig nesting
burrows. The Sand Dragon spends most of the vear as a solitary animal but gathe~ into packs in the breeding season 130 in a
breeding packl. The males engage in mock combat for the females during this time. In addition, the frills, ruffs, and spines of
the male become brilliantlv caJored during the breeding season. The Sand Dragon frequents desert and rough terrain. Its fear
some appearance and tough. scaly hide make it a beautiful and difficult prize for a hunter.

ROUGH

Cjnger

Pouncer 200 kg. 24116 None 1019 Claws & Teeth A- F' 52

This large, dun·colored, feline·like carnivore is found in rough and mountain terrain. Its six legs are equipped with sucker pads
in addition to retractable claws. A solitary roamer with a fairly large territory, this cat can go anywhere. The sucker pads
permit the Clinger to climb a glass-smooth, sheer cliff. It has been known to hang upside down under a natural bridge to make
an anack. Wounded C1ingen have also been known to track a hunter over 100 kilomete~ to make a revenge attack. A Clinger
trophy is a status symbol among big game hunte~.

Fiftypedn

20 Eaten 1 kg. 1'0 Cloth 2 Stinger A 5+ F10+ 51

Fiftypedes are multi.legged demi·arthropods with hard shells which inhabit communal burrows in rocky areas. Their shiny
carapiitCes are hard and resist blows well. They are very sensitive to electricity. Usually no more than minor nuisances, at odd
times of the year. several nests get together and invade an area en masse. Some people are allergic to the venom and take extra
damage from the bite. If a 2 is rolled on 20. the binen individual takes triple damage to Endurance.

Hexabear

Hunter 800 kg. 40'12 None 20122 Claws & Teeth A 6+ F 8+ 52

Of hexapedal body form, this warm-blooded, furred, semi:rnammal is a favorite hunter'S trophy. It is large, of ferocious ap
pearance, has a thick,colorful fur coat, and thermo..fuminescent claws and teeth. Jewelry made from Hexabe.,. teeth and claws
glows a deep, lustrous blue when kept in contact with human skin. Hexabean den or lair alone but form feeding packs at sites
of plentiful food. The lifespan of an Hexabear is about 30 standard yean, with maturity at two yean of age. Female breeding
cycles occur every 3 years. Of fairly amiable disposition, the Hexabear cubs are trainable if captured young. They have fairly
keen senses of smell and hearing, but the eyesight is not too good. Hexabears make excellent guard beasts, and young specimens
command a fair price due to their inability to breed very often in captivity.

The Hexabear is most often encountered in roultl, well·watered and wooded country. It lain in rocky dens whenever
possible and has been observed to build its own den with loose rocks. Newly mature Hexabean frequently have a year or two
of wWldertust and may then be encountered far from their normal terrain.
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10 Chaser 100 kg. 16'9

Blue loper

Non. 6 Teeth A+ F 9+ 52

This hexapedal semi-mammal is found in smalt, family packs which range widely over a large territory. It derives its name from
the bluish tint of its fur. which is of extremely fine quality. and from its curious. loping gait. Found primarily in clear or rough
terrain, the small, family packs pick a target prey and run it down in relays. The individual lope~ have a great endurance and
run at a steady pace for hou~ on end. The lifespan of the Blue Loper is about 20 standard yea~, and maturity occu~ at 2
yea~. The female breeding cycle is 2 years. Pai~ mate for life and tend to roam the same general area. Packs are loosely or·
ganized and tend to break-up and reform often. Lope~ make intelligent, affectionate pets but ~oon go insane if confined.

Sand Dragon
(See DESERT)

FOREST

BeetJetree

100 Eaters Y.l kg.
•

"0 None Stinger A 5+ FlO+ 51

This is a symbiotic assembly of a plant and a colony of pseudo-arthropods. The tree has hollow nodules at the base of the
trunk in which the animals nest. They attack all small pests in the vicinity of the tree, drag carrion to the base of the tree, and
secrete a noxious substance which repels larger animals. Individual Beetles frequently change trees, taking fertilizing pollen
along when they go.

The Beetles are brilliantly metallic colored and can be chemically treated to be odorless. Treated colonies are sold,
along with a special dwarf species of the tree, as a living decoration.

Treewonn

Intermittent 25 kg. None 4 Teeth A10+ F 9+ 52

This long. slender animal looks, at first, like a furry snake until one sees the six, stumpy, clawed legs. It climbs with amazing
speed for its size. The eggs laid by the female every year are valuable for concentrations of a natural antibiotic drug. Each fresh
egg is worth 20 x 100 Credits. The Treeworm is only found high in.forest canopies.

Scream Squirrel

3D Grazer 3 kg. None Teeth A 8+ F 5+ 52

This tree-dwelling hexapod has a special means of defense. When given a second or so to prepare, these animals emit an
extremely loud screech which ranges up into the hypersonic. One creature alone produces a very painful screech, and several
working in cooperation have been known to render predators unconscious. The areas where these creatures graze can be
detected at a distance because of the herd behavior of constantly emitting loud, contented "bleeps" and chirps at a high fre
quency. Unprotected humans encountering a herd must throw Strength or less on 3D to avoid falling unconscious for 20
minutes and suHeringaone-hourtemporary reduction of 10 Endurance points. The fur of a Scream Squirrel is very plush, and
the plume-like tail is often worn as a hat decoration.

Ruffed Saber Cat

en"" 400 kg. 30'15 None 12'14 Claws & Teeth A+ F 9+ 52

22

Wann blooded, the hexapedal, cat·likecreature has a coat of greenish·brown, camouflage·patterned fur. It derives its name from
the thick ruff of fur around its neck and the pair of 12 em fangs in its jaws. It tends to roam a fairly large territory in small,
family groups composed of a pair of adults and several juveniles. Its normal hunting technique is to have one or more of the
juveniles spook the prey past an area where the adults are waiting in ambush. Saber Cats are quarrelsome and very territorial.
They seem to regard human hunters as competitors and have been known to deliberately stalk and attack intruding humans.
Saber Cats have proven to be untr~inable and will not breed in captivity. They are found only in forested terrain.



CLEAR

Auburn Trident

50 Grazer 400 kg. 24/12 None 14 Homs A B+ F 5+ 52

These large, herd beasts are hexapedal semi-mammals which frequent the dryer plains areas on the fringes of deserts. Their
name derives from the rich aubum fur coat, streaked with cream and russet and the crown of ~, long, backward-pointing
homs which the male bears. Living some 20 standard years, the male starts growing its non-shedding homs at 3 years of age,
which is also the age at ~ich the female begins to bear her yearly calf. Births ere invariably of one calf which is able to travel
with the herd within hours. Herds tend to remain under 100 beasts, at most, due to the harsh environment. The territory
covered by the herd is large, and these skittish beasts travel often. Attempts at domestication have proven unsucce$$ful.

Blue Loper
(See ROUGH)

FLYING

Hind..,

10 Flying Filter 50 kg. None 3 Stinger A' F B+ 5--

A very large, 8 meter diameter, but very flimsy flying floater, the Hinden feeds on aerial plankton which it captures with large,
feathery net fronds. By agitating its fronds and increasing or decreasing its gas volume, this creature can, somewhat, control its
drift though it is incapable of powered flight. The Hinden supports itself by secreting hydrogen into its flight bladder or
balloon. Of only one sex, the Hinden reproduces by budding. Many smaller creatures sometimes hitch rides on Hindens. The
Hinden is valued for its feeding fronds which are a light, iridescent blue in color. Once washed free of their adhesive, they are
used as decoration.

Cloucbpider

Trapper 1 kg. 210 None 3 Stinger F9+ 51

This venomous crypto-arthropod suspends itself in the air with a silken thread and then creates a "bola" with another length
of silk tipped with an adhesive blob. Favorite suspension pointrare tree limbs or Hindens. The Cloudspider flings the bola at
the target and reels the prey in. It seldom attacks ~ prey heavier than 3 kg. The venom of the Skyspider is an extremely potent
paralytic and is quite valuable. Each spider can produce 5 grams per day, worth 10 x 100 Credits.

Skysnake

10 Chaser 6 kg. 314 None 3 Teeth A+ F9+ 52

The Skysnake is a long, slender animal, similar to a lizard. All three pairs of legs have adapted to support wing surfaces. The
front pair still have gripping claws at the tips for landing and perching, the center pair serve as lifting surfaces, and the rear pair
serve primarily as propulsion. These brilliantfy-eolored creatures are highly active predators on smaller flying creatures. Some
have been partially domesticated and serve as very effective vermin eradicators. Skysnake eggs are also brilliantly colored and
are items of minor value (10 x 5 Credits each). Fresh eggs are worth (10 x 20 Credits each) to pet shops.

Cootyl

Killer 100 kg. 16'9 None 9/6 Teeth & Claws A 6+ F11+ 52

A very large version of the Skysnake, this predator has a most fearsome appearance which matches its disposition. Armed with
fangs and claws, both male and female have brightly-colored frills around the head and scales which glimmer like jewels. Their
senses are very keen, and they like to attack from ambush. They have been known to double back on pursuen and anack. It
has become an "in thing" among big game hunters to take out a Coatyl with a Crossbow or a Bow and Arrow.

GENERAL

FIYrllt

20 Carrion Eaten 1 kg. 1'0 None Teeth A11+ F B+ 51

These scavengers are minor nuisances around campsites and machinery. Of little threat to humans, the Flyrats chew on almost
anything. getting into food supplies, electronics equipment, and clothing. Their appearance is quite similar to that of a six-
legged bat. They are more gliders and soarers than steady ftiers and tend to nest in high trees or in rocky cliffs. 23



ALIEN INSTALLATION
The Alien Installation is an advenbJre which may be placed at the option of the Judge. It is recommended that it be

-- located in a roug, area of diffiOJIt access from the ground. Planets recommended are Vilarubv. Alalev. and Tamkeep.
Tne item of interest is an ut'IUso.l structure. It appears to be a building of smooth. cUNing frH-forms that is some 60

meters across and about 16 meters at its tallest. The construction material seems to be a dark-cdored stone. The ground plan
is vaguely pear-shaped with a hole in the center of the wide portion and a tower projection in the smaller portion. The top of
the tower is a transparent, glass.Jike dome. and oval patches of more translucent glass material form occasional windows. An
entrance appears in the center of one of the sides.

1 A projection from the walls arches up and is closed by a black, rubbery disk which has a dimple in the center. Set into
the left-hand border of this disk is a pair of symbols in white. The upper symbol is an open circle 6 centimeters in
diameter, while the lower symbol is a solid disk 3 centimeters in diameter. (Judgn Note: Touching the circle will cause
the black rubber disk to open like an iris diaphragm. Touching the dot will cause the black rubber donut to close the
center hole into a small dimple.)

2 An oval cross·section passageway leading past a pair of closed doors (3, 4), this space extends 15 meters to where it
splits into three passages 15, 6, 7). Glowing spots about 8 cm in diameter in the center of the roof arch are spaced
about 2 meters apart.

3 Opening the door with the controls leads one into a chamber which is oval in plan and cross-section. The greatest
ceiling height is 4 meters and the room is approximately 7.5 meters across. The left-hand section of the wall has an
oval, translucent window section about 1.5 meters across. There are two items from the Random Artifacts Table on
page 29 in the chamber. Six glowing ceiling spots, each 8 centimeters in diameter, are spaced equally around the cir·
cumference of a 2-rneter radius circle in the center of the ceiling.

4 Opening the door with the controls leads one into a chamber which is oval in plan and cross·section. The gre.test
ceiling height is 4 meters, and the room is roug,ly 7.5 meters across. The right·hand section of the wall has an oval,
translucent window section about 2 meters across. There are two items from the Random Artifacts Table on page

29 in the chamber. Six glowing ceiling spots, ed 8 centimeters in diameter, are spaced equally around the circum
ference of a 2-meter radius circle in the center of the ceiling.

5 A slightly smaller, oval cross-section, this passage slants to the left at about 45 degrees and begins to climb in an upward
spiral of about 30 degrees_ The sorlaet! of the passage has I roug" poroos texture, and the floor and sides of the
passage have small undulations molded in it which are about 2 centimeters hi!tl and about 20 centimeters apart. This
passage leads upwards to the dome chamber (2:'/). ll, I

6 Of about the same oval cross section, this passage slants to the right at about a 30 degree angle. The passage remains
level and ends after 4.5 meters in a closed door (14).

7 The passage (2) continues straight ahead and then curves more and more sharply to the left, remaining level. After 15
meters, it opens out into a large chamber (8).

8 A large chamber, roughly oval in plan, this room's diameter is about 12 meters. It domes upward in the center to about
9 meters where a circular, transparent glass skylight of 2.2 meters in diameter is located. The floor dishes gently down
ward to a center pool of water, 2.5 meters in diameter and .5 meters deep. Five of the circular, black, rubber·like
doors are spaced evenly around the circumference (9, 10, 11, 12, 13). A row of 10 of the 8-centimeter glowing spots,
spaced evenly around the waUs, is about halfway up to the top.

9 This chamber is the standard oval configuration of 4 meters high and 7.5 meters in diameter. It has no window sec
tions and is lighted only by the six ceiling lights. Four Random Artifacts from the table on page29are in the room.

10 This chamber is the standard oval configuration of 4 meters high and 7 meters in diameter. It has a window section
opposite the door and has six ceiling lights. 10 Random Artifacts from the table on page 29 are in the room.

11 This chamber is the standard oval configuration of 4 meters high and 6 meters in diameter. It has a window section
opposite the door and has six ceiling lights. The walls of the room are not dark stone but are painted a light, pinkish
beige. A tangled length of a synthetic fiber rope similar to nylon is strewn about the floor. It is .5 centimeters in dia·
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12 A standard oval chamber of 3.5 meters height and 6 meters diameter, the walls of the chamber are painted a dull brown.
A window is opposite the door, and six ceiling li!tlts are present. 25 small, black plastic rods of 1.5 centimeters in dia·
meter and 13.2 centimeters in length are strewn randomly about the chamber.

13 A standard oval chamber 4 meters high and 7.5 meters diameter, the walls of the chamber are painted a shiny, dark
green. A window is opposite the door, and six ceiling lights are present. The paint has an iron component. 73 small,
light blue disks, .1 centimeters thick and 2.1 centimeters in diameter, cling weakly to the wall by magnetism.

14 The door sphincter opens into an irregular, circular, open courty..d that is 24 meters by 18 meters. In the courtyard
itself is a large pool of sand and a somewhat smaller pool of water. The sand is a clean, fine-grained, white quartt and
is about 30 centimeters deep in an area of 7.5 meters by 9 meters. The pool of water is sli!tltly brackish and is .5
meters deep, 12 meters long, and4.5 meters wide. A total of five sphincter doors are distributed rou!tlly evenly around
the courtyard walls: A (61; 8 115, 16, 17); C 118, 19,20); 0121,22, 231;and E 124,25,261. The floor of the court
yard is a roughened, light tan ceramic material.

15 Opening the sphincter door (BI from the courtyard gives access to an oval room with an additional oval alcove to the
right (161 and a closed sphincter door to the left (17). The chamber is 4.5 meters hi!tl and 6 meters across with the
walls painted a bright blue. One item from the Random Artifaeu Table on page 29 is here. Six ceiling lights are present.

16 An oval alcove off chamber 15, this area is 3 meters hi!tl and 6 meters across with bright blue walls. A window is on
the left of the alcove, and six ceiling lights are present. 10 items from the Random Artifacts Table on page 29 may
be present at the Judge's option.

17 Opening the sphincter door leads into an oval chamber 3 meters high and 4 meters across. The interiCH" of the chamber
is flat black in color. No windows are present. but there are six ceiling lights. The floor has a soft, spongy texture and
will give to a depth of about 4 centimeters. No other items are in this chamber.

18 Opening the sphincter door IC) from the courtyard gives access to an oval room with an additional oval alcove to the
left (19). The chamber is 3 meters high and 5 meters across with the walls plinted a bri!tlt orange. No windows, but
six ceiling lights are present. 10 items from tfie Random Artif-=ts Table on plQ829 may be present at Judge's option.

19 An oval alcove off Chamber 18, this area is 3.5 meters high and 6 meters across with pale orange walls. There is a closed
sphincter door (20) on the left and a window on the right. The chamber has the usual six lights in the ceiling. A small,
white bowl of glaz~ ceramic is lying in the center of the room. The bowl is 12.4 centimeters in diameter, 3.2 centi·
meters deep, and empty.

20 Opening the sphincter door givesaeeess from Chamber 19 to an oval chamber 3 meters high and 4.5 meters across. The
walls are painted a deep, non·reflective violet color. There are six ceiling lights and no windows. The floor has a soft,
spongy texture and will give to a depth of 4 centimeters. A small ring of dull copper metal. 3 centimeters in diameter,
is lying on the floor.

21 Opening the sphincter door (01 gives access from the courtyard to an oval chamber with further oval alcoves on the
left (22) and on the right (23). The room is 4.5 meters high and 5 meters across with walls painted matte white.
Sprinkled across the floor and ceiling is a random pattern of black dots. There are are 1.8 centimeter and 1.1 centi·
meter diameter dots, and they are hundreds in number with a density of one dot every 50 square centimeters. There
are six ceiling lights and no windows. No other items are in this chamber.

22 An oval alcove off chamber 21, this room is 4 meters high and 4 meters across. It also has the white wall !black dots
pattern of Chamber 21 and has a window on the right side. The standard six ceiling liJtlts are present. 10 items from
the Random Artifacts Table on page 29 may also be present at the Judge's option.

23 An oval alcove off chamber 21, this room is 4 meters high and 4.5 meters across. It, too, has the white waillblack dot
pattern. It has six standard ceiling lights and no windows. There are no other items in the alcove.

24 Opening the sphincter door (EI gives access from the courtyard to an oval chamber with two further alcoves to the left
(251 and right (261. The chamber is 5 meters hi!tl and 6 meters across. The walls of the chamber are painted a deep
red. There are no windows, but the room has the standard six ceiling li!tlts. Jammed into the wall opposite the door at
a height of about 1.9 meters is a ring of metal. Closer examination reveals a 6-<:entimeter diameter screw eye made of
steel alloy. One item from the Random Artifaeu Table on page 29 may be present at the Judge's option_

25



UPPER LEVEL ALIEN INSTALATION
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25 An oval alcove off Chamber 24, this room is 4 meters hig, and 5 meters across. It has a window on the side opposite
the entrance, and the walls are painted a pale pink color. The ceiling has the standard six li!tlt spots. No other items are
present in the alcove.

26 An oval alcove off Chamber 24, this room is 6 meters high and 7.5 meters across. The walls are painted a deep purplish
color with no windows. The ceiling has the standard six light spots. No other items are present.

27 Entered by means of a hole in the floor which leads to tunnel 5, this chamber is circular with a diameter of 18 meters.
In the center of tl::le slightly dished floor is a 2.2 meter diameter circle of thick. transparent glass, giving a somewhat
distorted view into the chamber below (8). The room's floor and side walls, up to a height of .5 meters, are covered by
a pale beige, rough-surfaced ceramic. From .5 meters Up. the material is transparent glass. forming a clear, hemis
pherical dome 6 meters high. At one point on the floor is a 1 meter rough circle of black ash about 1 centimeter thick.
Directly above the ash, the dome is discolored as if by heat. 10 items from the Random Artifacts Table on page29may
be present at the Judge's option.

As described above, no use, purpose, or occupants are given to the installation. The Judge may make use of one or
more of the following sections to enhance this scenario.

A The Body. A trail of discoloration on the floor is noticed. It leads up to the closed sphincter door of a chamber. If
fresh, it is recognized as an organic fluid by anyone with a roll of 9 or more on 20 (OM of Medical Skill applicable). If
not fresh, the roll is 12 or more. If the body is fresh, upon opening the sphincter door. the party will see a body
sprawled on its back with limbs outflung. There is a wound in one side of the body and a further large puddle of circu
latory fluid on the f100r_ Any of the characters who are not Barbarians will recognize the body as that of a minor,
alien, space-faring race with which they are familiar. The race is a crypto--arthropod in body form, and. since humans
are incapable of pronouncing the species' own name, it is locally termed Kancers. The Kancers occupy several system"
a dozen or so parwcs to Trailing and are merchants of minor note. They have no reputation for military adventures.
An item from the Random Artifacts Table on page 29 may also be present at the Judge's option.

If the body is not fresh (Judge's option or occurs on 5 or more on 20), opening the sphincter will release a cloud
of noxious gases. Any character not in protective gear must immediately roll Endurance minus 4 on 20 to avoid a
severe attack of vomiting and temporary (10 turns) loss of 2 Strength points. Protective gear will be necessary to a~

preach the body. The race of the body will be identified on a roll of Intelligence or tess on 20 (OM of Medical Skill
applicable). An item from the Random Artifact Table on page 29 may also be present at the Judge's option.

Suggested locations for the body are chambers 9, 17._or 20.

B The Smuggler's cache. located in Chamber 27 is a remote activated Landing Beacon. The beacon is a stubby cone
1.43 meters high and .74 meters in diameter. It is made of dull grey metal and has a shiny silver antenna 1.4 centi
meters in diameter projecting 2.1 meters from the top.

In chambers 24, 25, and 26 are stacked piles of packages. Each package is 11.4 x 9.2 x 29.3 centimeters, and
there are 125 packages in each chamber. These packages are composed of compressed plant material tightly covered
by a semi-transparent, blue plastic wrap. The material in the package, if opened, is not dangerous, exuding .only an acrid
an;1 'I. Throw 10 or more on 20 for any character to recognize the material as being a plant from which narcotics are
extracted (OM of Medical Skill or Streetwise applies). If recognized as narcotics, the players will also know that each
package has a value of 1,000 Cr if sold on the street.

C The Creatures' lair. At the Judge's option, certain creatures may be lairing in the courtyard which can pose either a
serious threat or a minor inconvenience to the party.

The serious threat is posed by a trio of:
Sand Devils Flying Killer 50 kg 20'10 None Bf] Claws & Teeth A6+ F11+ S2
These three miniature flying dragons are hiding, lightly dusted over with sand, in the sand pool in the courtyard. They
will attack with surprise and, since they are females guarding a nesting spot, they will not flee. Their fangs are poi
sonous, and a successful bite will cause 10 of hit point damage to a character for the next 20 turns. The crewmemben
of the Simba Safari and the hunting party have been wamed about this type of creature and will instantly recognize
them as extremely dangerous.

The inconvenience is posed by a large nest of Sting Wings. The nest is a large construction of dried mud attached
to the wall of the courtyard about 2 meters high. It hooses several hundred:
Sting Wings Flying Hunter % kg 110 None 1 Stinger A6+ F8+ S2
They will ignore the party as long as the party remains at least 3 meten from the nest. "they are also inclined to make
harrassing runs before actually attacking_ Sting Wings will flee from a strong flame.

27



D The Pickup Party. A ship has landed nearby to make a pickup on the narcotics material in Section B. At the Judge's
option, the pickup group is a legitimate pharmaceuticals firm or a crew of smugglers. Medic Thoma Sandmar will
recognize one of the phannaceuticals group as an old classmate of his. Passenger Stin Rellun will recognize one of the
smuggler crew from his previous business dealings. The pickup group will land in a standard Type S Scout ship armed
with a Sandcaster and two Beam Lasers (Tech·14). High Guard II statistics are:

S· 12222R 1 • 030000 . 3000 . 0
Book 2 Design Crew'" 1 TL = 14

Passengers = 7 Fuel'" 40 Cargo'" 3 EP = 2 Agility = 2 Hardpoint = 1 Air/Raft = 1
Pickup crew statistics are:
Crew Leader: 678675 Age 38 5 terms

Pilot - 2, Rifle - 2, Navigation - 2, Medic - 1, Air/Raft· 1, Gunnery· 1

Crewman: 4357DC
Mechanical· 1, Vacc ·1, Pistol· 1, Pilot - 1, Medic-1

Age 26 2 terms

Crewman:
Jo T· 1, Medic· 1, Rifle -,

5A8485 Age 30 3 terms

Crewman: 766789
Navigation - 1. Gunnery· 1. Streetwise . " Admin· 1

Additional Play Hinu

Age 34 4 terms

28

A suggested scenario would be to have the smuggler crew knock down a hunting party in the airraft. The hunting party
would then have options of trying an overland trek on foot to get back to the Simba safari or, somehow, obtaining transport
from the smugglers. The latter coorse of action might involve an assault on the alien installation or the smuggling Scout Ship.

If located on a populated planet, the local law enforcement officials might deputize the Simba Safari crew and iu
passengers to help them arrest the smugglers. The smugglers might escape into the bush. and the players could be called upon
to track and capture them.

Stin Rellun might be persuaded by his old smuggling acquaintance to help hijack the Simba Safari and hold its passen·
gers for ransom. A variation on this scenario would be for Renela Hillistadt to persuade Stin Rellun to stage the kidnapping to
test Rasmara Hald Insteld's courage and intelligence.

SAND SPIDER



Die
2
3
4
5
6
7
8
9

10
11
12

Sin
10 Millimeters
40 Millimeters
20 Centimeters
40 Centimeters
60 Centimeters
80 Centimeters
120 Centime!!'rs
10 x 10 Centimeters
20 x 10 Centimeters
40 x 10 Centimeters
10 Meters

ARTIFACT

Sh.pe
Ribbon
Irregular
Circular
Cuboidal
Spherical
Rectan!PJlar
Cylindrical
Irregular
Tubular
Tetrahedral
Flat

Material
Liquid
Multiple
Transparent
Fabric
Metallic
Several
Plastic
Ceramic
Translucent
Organic
Unknown

Color
Green
Multiple
Yellow
Orange
Silver
Several
Black
Blue
R.d
White
Gold

Other
Malleable
Odor
Rough
Slick
Flexible
Smooth
Rigid
Sticky
Striated
Filaments
Magnetic

Result of SevertI indicates roll two times on this table.
Result of Multiple indicates roll three times on this table.

The above table gives physical characteristics and the general appearance: that information which may be obtained by
picking up and looking. If characters choose to investigate further, the Judge may provide further information. Items may
break, disassemble, or give off or absorb liltlt, heat, or other vibrations.

Throw 30 to determine the area the ruins cover, transfering to Sub Table " if
required. A further throw of 20 gives the extent, or height and dePth, of the ruins. A
final throw of 10 gives the overall condition of the ruins. Specific "finds" may be deter·
mined on the next page by throwing 10 on the Initial Roll to find the general type of
item and then making a further throw of 10 to find the specific type. The frequency of
throws for finds is determined by the Judge in accordance with the amount of delay he or
she requires and the degree of deterioration of the ruins.29

RUINS TABLES

Dimensions (3D)
(length x Width)

3 20 x 20 Meters
4 40 x 40 Meters
5 60 x 60 Meters
6 80 x 80 Meters
7 100 x 100 Meters
8 20 x 20 x 10 Meters
9 40 x40 x 10 Meters

10 60 x 60 x 10 Meters
11 80 x 80 x 10 Meters
12 100 x 100 x 10 Meters
13 20 x 20 x 100 Meters
14 40 x 40 It 100 Meters
15 60 It 60 x 100 Meters
16 80 It 80 x 100 Meters
17 100 It 100 It 100 Meters
18 Consult Sub Table 1

Sub T.b1e 1
1 20 x 20 Kilometers
2 40 x 40 Kilometers
3 60 x 60 Kilometers
4 80 It 80 Kilometers
5 100 x 100 KlIometers
6 120 It 120 Kilometers

Extent (20)
(Height x Depth)

2 20 It 20 Centimeters
3 40 It 40 Centimeters
4 80 x 80 Centimeters
5 10 x 10 Meters.
6 20 x 20 Meters
7 40 x 40 Meters
8 60 x 60 Meters
9 80 x 80 Meters

10 20 x 20 x 10 Meters
11 40 x 40 x 10 Meters
12 80 x 80 x 10 Meters

Condition (10)
1 Intact and Buried

.2 Crystallized and Petrified
3 Crumbled and Decayed
4 Corroded and Eroded
5 Charred and 8umed
6 Collapsed and Sand Covered



Initial Roll
1 Road
2 Structure
3 Vehicle
4 Artifact
5 Remains
6 Machine

Vehicle
1 Sea Vehicle
2 Wheeled Vehicle
3 Tracked Vehicle
4 Hover Vehicle
5 Air Vehicle
6 Space Vehicle

Remains
1 Mummified
2 Intact Skeleton
3 Disjointed Skeleton
4 Apparel Scraps
5 Fragments
6 Cast

Ro""
1 Track
2 Trail
3 Railroad
4 Paved Road
5 Hover Road
6 Channel

Structure
1 Stone
2 Earth
3 Metal
4 Organic
5 Ceramic
6 Glass

Machine
1 Electrical
2 Hydraulic
3 Mechanical
4 Pneumatic
5 Acoustical
6 Magnetic

MISCelLANEOUS ITEMS

3D
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CRUCIS MARGIN SECTOR

Background

The Crucis Margin is located slightly rimward from the center of the Trailing Edge of the Imperium. No system in this
sector owes direct allegiance to the Emperor though mutual non-aggression pacts exist. The Crucis Margin is one of the group
of sectors of mixed client states known collectively as the Gateway Quadrant. This area of mixed states separates the Im
perium Irom the domains of the Hive Federation and the Two Thousand Worlds. The sector name is derived from the largest
Independent state in the sector, the Union Crucis.

Imperium Involvement

No worlds in this sector owe allegiance to the Imperium a'thou~ most systems have a maiority population of Humaniti.
Imperial interests are furthered through commercial and political activity. Client States, especially Sphere Fenix, have been
encouraged to act as Imperial Surrogates.

Hiver Involvement

No worlds in this sector are settled by the Hive Federation although their trading vessels are active in the Trailing Rim
quarter. Significant military forces are de-emphasized but commercial and political activity is great.

K'kree Involvement

No worlds in this sector are settled by the Centaurs althou!tl trading vessels are active in the Trailing Core quarter.
Significant military forces are de-emphasized but commercial and political activity is very high.

Mandanin Co-Dominion

Information concerning the precise internal structure of the Co·Dominion is scanty and nebulous at best. It is a cooper·
ative state with complete intergration between the two member species. Imperium historical information appears to have
been accidentally destroyed during the last Civil War. Only fragmentary texts of previous records remain. Previous organiza
tions in this area appear to be clan/commercial structures of no great extent or permanence. Several non·human intelligences
were also present in the region, at least one in the early stages of starflight. Theoretical research on hyperspace was being
conducted but there were no plans to construct jumpdrive prototypes yet. Alien·Human contact was peaceful and construc
tive. Three centuries ago a joint Human·Alien culture started to spread out simultaneously from several nuclei systems.
Growth has been steady since then, emphasizing cooperative ventures between Human and Danin authority structures. Only
a century or so ago a militant revolution completely restructured Mandanin Society and initiated an agressive expansionist
policy. Information of any sort about the internal affairs of the Mandanin Co-Dominion is suppressed. Internal trade is
restricted to authorized companies and external trade is limited to several supervised starports. Recent expansion attempts
inlO the Marian Primate have been decisively defeated. Past incursions into the Krax Confederation indicate new expansion
will be aimed in their direction.

Hv'ika Kamlin

The Hv'ika Kamlin is an independent state composed primarily of the members of an Alien Minor Race and a Minor
Race of Humaniti. They are a Client State of the Hive Federation, greatly influenced by it and militarily allied. While active
in commerce and political affairs, the predominant philosophy is not militarily aggressive.
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Ramayan

Ramayan claims precisely one system in this sector and has not modified its borders in this direction in over five
centuries. Trade is not restricted but most Ramayan citizens are extremely conservative and philosophically inw.:>rd directed.
Political attitudes are Neutralist, though friendly towards the Imperium. A mutual defense treaty with Sphere Fenix has been
in force for the last three centuries.

Sphere Fenix

Sphere Fenix was originally settled by a very diverse group of refugees from the collapsing First Imperium. During the
Long Night, these fugitives flourished into a series of mini--states. About 500 Imperial dating, a series of small but bitter wars
broke out. In 724, the three surviving states declared peace on each other and met to discuss unification. Though the precise
details of governmental structure took over 28 years to develop, Sphere Fenix dates its birth from that meeting. Though
internal unrest has occurred since, the overall prosperity has continued to increase. A mutual defense treaty was signed with
Ramayan in the 8th century Imperial. Technical assistance is received from the Imperium Military Services and Imperial
Security is rumored to have great influence. In spite of having fought no major wars in centures, military prowess is high and
it has become traditional to serve a term or two as a Mercenary in one of the surrounding sectors, especially the Marian
Primate.

Chhung Kuo

Chhung Kuo is a term from an ancient Salam ani language meaning "Middle Kingdom". It too was established close to
the end of the First Imperium by refugees from the turmoil. In order to unite the disparate elements, a deliberate attempt
was made to establish a revival of the "Golden Age of Chinese Culture". Though primarily settled by Humaniti of Solomani
ancestry, a significant minority of the population is composed of resident Alien members of the Minor Races, Philosophy is
directed towards constructive cooperation with a conservative respect for tradition. Both the Humaniti and the Minor Races
maintain universal military training for self defense but seldom serve as or hire Mercenaries. Trade is encouraged and a high
degree of interest is maintained in technical progress. Diplomatic policy is defensive and mutual non'aggression pacts have
been concluded with all neighboring states.

Union Crucis

Union Crucis also began during the end of the First Imperium as a combination of refugees for self defense purposes. In
this area, though, two other factors came into play, the presence of several Minor Races of Aliens on the planets and the
proximity of two separate Major Races of Aliens. Interspecies cooperation and competition has always been present in this
area. Humaniti, as the most numerous portion of the population, formed the care around which groups gradually coalesced
into larger and larger political units. Open warfare was uncommon although small skirmishes were frequent among the differ·
ent Humaniti factions. These four factions are the Suo, Sliv, Cast, and Nar with 27, 19,28, and 15 systems respectively. Many
of the Suo planets have trade relations with the Hv'ika and the Hivers. Most Cast and some Sliv planets trade with the Chhung
Kuo and with the Two Thousand Worlds. Around a century or so ago an expansionist political party gained prominance in
the Nar systems. Unable to expand into the Union, armed incursions were directed into the Mandanin Co-Dominion. At first
successful, Co-Dominion couter efforts became more and more forceful, completely halting Nar expansion. Economic pres
sure upon the Nar by the Suo and Cast to cease expansion was resented by Nar. Sliv extremist groups also viewed this pressure
with extreme disfavor. At the present time internal dissent is at the highest level it has been since the formation of the Union
Crucis. No faction is yet willing to utilize armed force on each other but political and espionage conflicts are increasing. All
political moderates are strongly urging peace and accomodation but the situation is fluid. The Humaniti and all major resident
Alien political factions are exerting as much calming influence as they can but some unknown factor seems to be agitating for
breakup of the Union.

Rm Nai

Rm Nai involvement in this sector comprises five systems at the Spinward Rimedge. Of Solomani extraction, the Rm
Nai are zenophobic and advocates of Human Supremacy. Internal power struggles have, over the last four centuries since
formation of the Rm Nai state prevented expansion. A strong ruler has just recently consolidated her position and now the
Rm Nai are ready to move outward.
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MANDANIN CO-DOMINION
JUDGES INFORMAliON ONLY

The Mandanin Co-Dominion arose as a result of a combination of a mutant strain of Danio and a religious revival. The
initial impetus is now wearing off and internal factions are beginning to crystal[ze.

The Danio are a warm-blooded, four limbed race of vaguely reptilian aspect. Each Danio is tTf-sexual, the various sexual
phases occuring during the different portions of ne's life. The order is Egg (thet). Subadult (ken), Male (nit), Female (ten),
and Senior (eenl. Humans have taken to using the Danio words for the separate phases and the pronoun for any Danio in
general loe),

Developed from a social type of Gatherer, the ability of the post reproductive phase of Seniors (een) to settle conflicts
between different packs without violence speeded up the course of civilization among Danin. Though technical progress was
not as rapid as comparable races, planetary-wide social units were achieved at a relatively early stage. Progress in biological
and social sciences was also somewhat more advanced than standard technical levels would indicate. Initial contact by, the
Sa'Dintinin Company was quite peaceful. The basic philosophy of the major Danin beliefs were very tolerant in relationships
with other sentient species. Mutually beneficial projects were quickly arranged and within decades, small colonies composed
of Danin and Human were flourishing on nearby planets. With their greater skill in life sciences, the Danin found it relatively
easy to establish self-supporting ecosystems with a minimum of time and material. This ability freed a greater proportion of
the Human component to conamtrate on industrial development. Cooperative colonies quickly spre~ over the surrounding
systems into adjacent subsectors.

For most of the history of this association, the attitude of the component members towards outside entities was non
aggressive. Some two centuries ago, a minor religious·political cult on Kalradin (Mandin - 0416) underwent an almost explo·
sive expansion for as yet incompletely understood reasons. The cult had a most efficient and aggressive attitude towards
conversion and expansion.

At about the same time a mutant strain of Danin arose with a lesser fertility rate and a greater physical size, speed, and
strength. With a lesser reproductive drive, the energy of this variant Danin turned outward with a more agressive attitude
towards outside dominance. While this strain normally would not be significant in numbers due to the lower fertility, it was
deliberately bred for. It seems that the neighboring state to Trailing was exerting extreme diplomatic pressure on adjacent
portions of the Human·Danin colonized areas. The Human Danin chose to resist that pressure with military force.

The Danin proved not to be very adept at space maneuver or combat. The new strain proved an adept warrior on land
and so was bred in great numbers. This freed large numbers of Humans for space duty since the Danin now formed the horne
defence forces and the assault landing teams. Soon several sharp clashes proved the efficiency of this arrangement and the
pressure from Trailing areas ceased.

Now there were large numbers of unemployed warriors; the Humans among whom the expansionist sentiment was promi
nent, and the Danin who also had an expansionist element of warriors. These factions forced a political reorganization with a
more rigid central authority based upon the military command structure recently set up. Clashes with the Krax Confederation
and Marian Primate soon occurred. A few local successes were scored but further expansion would take more resources that
the bulk of the essentially non·aggressive Danin and Humans were willing to provide.

During subsequent operations much greater opposition was encountered from both the opponents and the basically
conservative internal structure. The Danin developed a new strain of their species which was closer in biology and attitudes
to the basic stock, but was much more adapted to space conditions. Emphasis on breeding of the warrior strain was switched
to the spacer strain. Over the last half-century or so the relative proportions of warriors have shrunk rapidly in favor of the
spacers. Over the same time period, the Kalradnist cult lost much of its internal cohesion and developed several divergent
factions.

At the present time, the higher levels of the government and military services are filled with adherents of the former
aggressive and expansionist philosophy. The lower and mid levels have a much more cooperative and conciliatory attitude
towards their neighbors.

Imperial policy toward the Mandanin Co-Dominion is to placate the high levels of authority, stall for time, and encourage
advancement of personnel in the mid levels to positions of greater authority.
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Rumon
Roll 3D

3 There have been two assassination attempts this last week on minor Spaceport Officials. Both attempts were very poorly
organized and mounted by obvious amateurs.

4 Consult a random Non-local Rumor Sub-Table.

5 10 + 1 Security Agents were inquiring this morning concerning the whereabouts of one of the party. He/she is sought
for questioning in regards to the background of a notorious local smuggler.

6 Just down the line, two systems over. they lost three Merchant Vessels to Pirates in the last month.

7 TraHic in Artifacts of the Ancients has increased tremendously of late. local Military Security is confi5Cating any such
Artifacts found.

8 A prominent local Politician needs to get oH-planet fast. The local Underworld says he double-crossed them and have
his name on their "hit list".

9 A local Port Official was caught embezzeling funds. He/she escaped from custody and is being sought by both the
Planetary and Starpolt Officials. A reward of 10,000 CR is being offered for the apprehension of the fugitive.

10 The word is out that the local Black Market has got a lot of hot weapons for sale. It is said that even Fusion Guns can
now be obtained real cheap if you know just who to ask (roll 10: 1 ·4, True; 5·6, False).

11 New customs procedures are about to be implemented to make smuggling a lot more difficult. The local Customs
Officer just got chewed out for not catching a series of big drug shipments this last month.

•
12 See local Rumor Sub-Table.

13 Some of the last bunch of Ancient Artifacts don't look like anything ever seen before. A local Archeologist is claiming
that there were at least two different Ancients cultures. He calls them the Forerunners but his colleagues don't think
much of his theories.

14 New Custom Regulations will come into effect next week. Some Politicians think Merchants aren't paying their fair
share of the local Spaceport maintainance expenses.

15 See local Rumor Sub-Table.

16 A crewman off a just landed Merchant Ship says they saw two light Cruisers re5Cuing men off a damaged Battle Cruiser.
They were told to remain clear and they never did find out if it was an accident or battle damage.

17 The Shipping line has gone bankrupt. Some of the local company employees are
trying to get back wages owed them by selling off company property.

18 Mercenaries in transit through this system are disappearing. Two officers and eight noncoms have vanished from local
hostels in the last month.

Rumon on Independent Planets

1 Agents of a nearby major power, , are plotting the overthrow of the local government.

2 local Military Forces are recruiting. They are especially anxious to obtain Naval Gunnery Officers and experienced
Weapons Systems Technicians. 10,000 CR per Skill level are being offered as an enlistment bonus.

3 Computer Technicians are being sought by the Ambassador and Business Agent of a neighboring system government.
A complete renovation of the nationalized industrial system is being planned and outside experts are being sought.

4 Things are getting pretty bad on _..,.-,----,,- , two systems over. Armed revolution is about to
break out and it promises to be a real bloody mess.

5 A valuable Mineral Strike has just been made on one of the moons of an outer planet in the _
system (Roll 10: 1·3, True; 4 ·6, False).

6 An unknown Military Vessel was damaged in engagement with local forces. It managed to evade the defending vessels
22 but was damaged too greatly to be able to Jump. Merchant Ships have been picking up some funny radio signals lately.

,
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Rumors on Mandanin Co-Dominion Planets

The Commander of the local Base is cracking down on fraternization with non-citizens (True).

Younger Co·Dominion OHicers will pay agreat deal for high quality text books on Zene-History and Zene-Politics (True).

Imperium Spies are active on this planet. A player character will be suspected of espionage on a 1 on 1D.

Danin of the Warrior strain are being secretly assassinated by unknown agents (False).

Some special Anagathic Drugs were stolen from a secret government research laboratory. A dose can be obtained on the
Black Market for 50,000 CA (False).

Rumors on Chhung Kuo Planets

Reproductions and records of Ancient Solomani Chinese are very valuable to high level officials (Truel.

6

,

Someone stole a lot of computer records from the local
5- 6, True).

Military Base and is trying to sell them (Roll 10: 1 ·4, False;

2

3

4

5

6

For the past three years a local shipping company has been hiring only men with Imperium Navy experience (Truel.

The maneuvers the local Naval Squadron is now holding are just a cover for a Security Bureau Search Operation (Roll
1D: 1 - 4, True; 5 - 6, False).

A new computer based upon revolutionary design principles is being demonstrated by its inventor. He wants financial
backing and foreign business representatives (Roll 1D: 1 ·4, True; 5 - 6, False),

A local officer is hiring Mercenaries to raid Union Crucis (False).

Hro Trien Fu, a local high official has been accused of corruption and executed (Roll 1D: 1 - 2. False; 3 - 6, Truel.

Rumors on Union Crucis Planets

1 Sphere Fenix has offered to annex any of the Sliv faction worlds if the Union breaks up (False).

2 Mandanin Co-Dominion forces are poised to attack Union Crucis at the very first sign of weakness (True).

3 Rm Nai AmbasSador has asked for an offensive military alliance against the Co·Dominion (False I.

4 The Hv'ika Kamlin would be prepared to offer military defensive services to the Suo faction worlds if the Union Crucis
breaks uP'(False).

5 The Cast and Suo factions have made a secret alliance against the Nar (False, the Cast and Suo have concluded a mutual
non·aggression agreement) .

•
6 An independent world to Rimward wants to join Union Crucis (Roll 1D: 1 - 3, False; 4 - 6, Truel.

Rumors on Sphere Fenix Planets

1 Secret Agents of the Marian Primate have been hiring Mercenary forces to serve as Independent World Strike Teams.
The avowed reason is to divert Co-Dominion defensive forces away from their own borders (Roll 1D: 1 ·5, False;
6, True),

2 A new type of long distance Commerce Raider was lost on its shakedown cruise (Roll 1D: 1 - 4, True; 5 - 6, Falsel.

3 Ramayan is secretly massing its Naval forces for a quick territory grab to Spinward (False I.

4 Secret Imperial equipment was discovered in the wreckage of a crashed ship in a wilderness area of a planet two sys
tems over (Roll 10: 1 - 4, True; 5 - 6, False).

5 Krinyan Industries has perfected a new process for producing synthetic Gems of very high quality (Roll 10: 1 - 4,
False; 5 - 6, Truel.

6 Mercenary Officers with experience commanding Submarines are bei.ng sought by the Commanding Officer of the local
Space Navy Base (Roll 10: 1 - 5, False;6, True).
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Encounters on an Inhabited Planet
Roll 3D

3 An armed Security Guard stops you. After checking your ID you are warned that while travel in this area is not pro
hibited, it is so hazardous that the local government will take no responsibility.

4 10 + 1 Police rush past in pursuit of 2D grubby youths.

5 An outdoor demonstration of political solidarity is turning ugly. Thrown rocks and bricks menace anyone on the
periphery of the crowd. Roll Dexterity or under on 20 \0 avoid taking 1 point Damage.

6 While passing a darkened alley a side-glance discloses a bleeding body. (Roll 10: 1 '" Body is a trap with two more
ruffians than the party waiting in the shadows. Ruffians are armed with Blades and Body Pistols; stats of 777777.
2 . 3 '" Body is dead and has been stripped. 4 - 5 '" Body is unconscious and is a normal citizen victim - 777777.6 '"
Body is unconscious and is a local law officer· 999999,)

7 An alarm is sounding in a nearby building. As the party approaches, 10 emergency vehicles screech to a halt. lOse·
conds after the first team members enter the building a scream is heard and a hoarse shout of "Medic! Medic!" rings out.

8 The party is approached by 10 local peddlers hawking "Ouaint Native Handicrafts". They are insistent but will'leave
if given a firm refusal. Judges Note: These peddlers would he a good source of local rumors and information.

9 See Local Encounter Sub·Table.

10 A single uniformed law enforcement officer approaches the party and boredly requests they accompany him for "an
informative matter". If the group refuses. he shrugs, and make a notation in a record book as he walks away, If the
group agrees, they are taken to a nearby van and shown a quick taped lecture on the scams, swindles, and crimes that• •
are currently popular locally, The officer will hand out brochures which contain a map and a city directory. He will
wish them a pleasant visit and will answer any general questions about the city and planet.

11 The party is approached by a "Services Specialist" who operates as the law officer in Number 10 above. A character
with a Streetwise Skill will note that this person may be bribed to give general information on illegal services and
contacts as well.

12 See local Encounter Sub-Table.

13 The group encounters 1D + 1 Sidewalk Salesmen hawking minor trinkets and souvenirs. They are selling from small
portable booths and will not follow the party. JUdges Note: These Salesmen are a good source of local rumor and in
formation.

14 In the intersection ahead a light Ground Car hits a piece of debris and skids out of control into a signpost. A bystander
glances into the vehicle and yells "Medic!"

15 See Local Encounter Sub·Table.

16 A scruffy-looking individual dashes out of a nearby store with a Blade in one hand and a package in the other. The shop
owner staggers into the street clutching a light wound and yelling "Stop that thief!" The Thief is 657434 and the Shop
Owner is 743877. If the party catches the thief, the owner will be grateful for the return of the moderately valuable
package. He will treat the party to a good meal at a local restaurant and will serve as an accurate source of local infor·
mation.

17 10 Police vehicles roar past sirens wailing and lights flashing. Each party member must roll Dexterity or less on 2D to
avoid being spattered with mud and debris.

18 Two slugs ricochet off a building just missing one of the player characters. A di1ligent search will not reveal a trace of
the sniper. local informants are puzzled and at a loss for the attacker and reasons why.
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Encounten on an Independent Planet

1 50 small drums of lubricating fluid fall off a passing vehicle and several shatter open. Each party member must roll
Dexterity or less on 20 to avoid being spattered with fluid.

2 The party is approached by a Mercenary Officer who wants to buy/sell certain items of Military Equipment. He will
buy at the going price and has a 50% chance of being able to obtain any item or weapon of Tech 12 or lower Infantry
Equipment.

3 The party is approached by a Mercenary Officer who wants to arrange transport for a Unit of 60 men and 60 + 20 tons
of supplies and construction equipment to _

4 The party observes a furtive individual spraypainting a political/religious symbol of protest on the street/a wall and run
off into the shadows. Judges note that this could be a contact with any local underground movement. (Roll 10: 1 ·2·
Disgruntled individual with no further contacts. 3 - 4 = Further contacts possible. 5 - 6: Individual is an agent provoca
teur for the local security forces.)

5 A burst of machinegun fire cuts down a nearby pedestrian. Each party character must roll Dexterity or under to avoid
taking 1 Hit Point of Damage from ricochets.

•

6 An overwhelming group of Security Guards siezes your party by surprise. Upon examining your ID's, the leader indio
cates that you are not on his search list. He warns you about associating with or helping certain dissidents and releases
your party.

Encounten on I Mandanin Co-Dominion Planet

1 Your party encounters 10 + , Een arguing noisily but non-violently in the middle of the street. Traffic is calmly de·
touring around them.

2 Two Humans are arguing about something. At the approach of the party they glance in your direction, break off the
conversation and stride rapidly away. (These two ordinary citizens were recently bilked in a business deal with some
Imperium Free Traders.)

3 A security team of one Human and two Danin Warriors anned with Tranquilizer Guns and Riot Batons politely requests
to see your lO's. They find nothing wrong with your papers and bid you "Pleasant Visit", as they wander off. The
Human is 988759, and Danin are AB9658 and SC8788.

4 Your party is approached by a Danin Officer, 898989, who offers to buy or exchange current textbooks on Military
and Political History. Judges note that a week of study of this material would permit a character to read the material
on page 22 except for the last paragraph.

5 The street is occupied by a religious ceremonial procession of 20 Een and more than 50 Nit, Ten, and Humans. They
are marching quietly and gently chanting. Several bystanders, both Human and Danin, jeer a bit and wander off.

6 A fonnalion of more than 100 Human and Danin Soldiers trot by in formation at full quick-march. They are in com·
plete Tech 12 Light Infantry Combat gear and are reservists on a training exercise.

Encounten on a Chhung Kuo Planet

1

2

3

4

A large flock of ornamental birds thunders up in startled flight from a nearby ornamental garden. Each character in the
party must roll their Dexterity or under on 20 to avoid being spattered with excrement.

Two gentlemen block a narrow passageway as they argue whose ceremonial litter has the right of way.

A small child in avoiding a ca:o;!ening vehicle strikes their head on a building wall. The injuries are not s~rious but the
child is knocked out for 10 minutes. If helped by a player character, the parents, local shopkeepers, WIll be grateful
and would serve as accurate source of local information.

A security officer approaches you and requests you to please clear the street. Shortly thereafter, a religious procession
comes by taking 20 + 4 minutes to pass.

•
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5 A large furry sapient six limbed Alien nearby is hit by debris falling from a building being demolished. 80th front
legs are injured to such an extent that he cannot walk. The sedative administered by a nearby para-medic renders the
being incoherent. You recognize the symbol on the harness the being is wearing as belonging to a shipping company
which has offices at the local starport. A local bystander hearing your comments says that with a Credit for fuel he will
help you load the being on his truck and drive him to the port. Doing so will earn you his company's gratitude and
increase your chances of finding profitable cargoes on this planet.

6 You encounter an outdoor play being performed in the park. Several minutes of watching and a roll of your Intelli
gence minus 4 or less on 20 will give the insight that Chhung Kuo citizens will pay quite high prices for Solomani
Ancient Chinese Artifacts and Literature.

Encounters on a Union Crucis Planet

1 Your party is passing by a political rally that is getting out of hand. You are rounded up by Security Riot Police along
with everyone else in sight. After an 10 check you are released with no charges and an admonition to stay out of
crowds. Total delay time is 10 + 2 hours.

2 You are accosted by a very nervous individual, he is seeking fast passage off-planet for a team of 10 + 3 political
agitators. They will pay up to three times the normal price to leave within the next two days.

•

3 A local police official approaches you wanting to purchase anti-riot gear if you have any. If you have a ship with a
cargo capacity of at least 50 tons he will want to hire you to pick up a shipment in the next system over _
There is 100 tons at the factory and he will pay triple normal transportation costs for immediate shipment.

4 An Alien in the uniform of local security officials politely stops your party and upon certifying that you arc from off·
planet gives you a concise explanation of the local political situation. This very intelligent being will answer all polite
questions for general information until his communications unit beeper sounds and he is called away to iespond to an

•emergency.

5 A small lizard-like being loading packages onto a transport vehicle is pinned down as several heavy packages shift and
fall. If you help it free it will indicate by signs that its injuries are slight and present you with a strange coin-like token.
A passing police officer overhears your puzzlement as to what the token is. She informs you that it is an access card
permitting limited access to the general informational library computer banks at the local commerce library.

6 A pile of debris slides off a passing vehicle as a load securing strap breaks. Each character must roll their Dexterity or
under on 2D to avoid taking 2 Hit Points of Damage from hurtling objects.

Encounters on a Sphere Fenix Planet

1 As you pass a small open park two drunken Military Officers call you over and insist that you referee their duel. If you
refuse a ribald suggestion follows you as you walk away. If you accept you immediately notice that they are using
practice Swords and aren't really mad at each other. After a several minute exchange of attacks and parries as you call
out hits and keep score. the two conclude their argument on Sword technique. They resume their interrupted carrou
sing and invite you to join them. They are buying. The next several hours serve as a pleasant introduction to the higher
class bars in town. The two officers are from a Naval Unit in Port and consider you a friendly acquaintance.

2 A stack of boxes being unloaded from a vehicle topples into your path. Each character must roll their Dexterity or less
on 20 to avoid bruised shins and a slight movement penalty for the next two days.

3 A parade of sports enthusiasts celebrating the victory of their local team over an old rival blocks traffic for 10 + 3 min
utes.

4 You are approached by a distinguished-looking gentleman. He is a political dissident seeking a discreet means of com
municating with fellow dissidents on nearby planets. He will pay 100 CR now and 100 CR for a return receipt. While
the material is sealed, he won't object to your reading it. It is a very scholarly paper upon an event in the past which has
caused violent political differences of opinion. If a character understands the paper (understanding is achieved by 20
hours study and rolling under the combined Intelligence and Education minus 5 on 401. the gentleman will serve as a
reliable source of information and contact with other dissidents.

5 A security officer politely prevents you from travelling into a certain area of town. She explains that military exercises
are in progress in that area and will not be completed until midday tomorrow.

6 A disbanding Mercenary Unit is auctioning off some of its equipment. Some bargains on medical and communications
equipment are available. Character Medic, Electronic, and Admin Skill modifiers apply in spotting useable equipment
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Animal Encounters

Clear Terrain· Wagerwok: Intimidator, Size: 50 kg, Hits: 9/8, Armor: None, Attacks: 95 Teeth -1, Wounds: 7. The Wager
wok is a large furless mammel with fat deposits under its skin for warmth. Its head is flat and shaped like a shovel. It has large
fangs that can do nasty damage. The Wagerwok hunts at night and feeds on whatever it can find. It prefers a fresh kill but is
unlikely to attack a party of men unless they are sleeping. If surprised it will defend itself by vicious snarling and snapping
but generally runs away at the first opportunity. Its skin makes poor leather, and it reeks when cooked, therefore it is con·
sidered a pest of little value.

Prairie Terrain - Geex: Flying Carrion Eater, Size: 3 kg, Hits: 1/6, No Armor, Wounds: 5 as Blade. This, unlike most Carrion
Eaters is considered a vicious bird. When hungry the Geex will mercilessly attack living creatures. It has large talons and
attacks in a lightening dive, with great agility claws its vicitms eyes. A Geex will continue its dive attacks until its victim falls.
Once a victim has fallen the Geex will then wait for it to die. It will flyaway when attacked or surprised, and will only attack
when it is hungry. Geex feathers are worn by Scouts as a sign of courage. They are rare and some Scouts prefer to buy the
feathers rather than face a Geex's talons.

Rough Terrain· Whist: Interm;tent, Size: 3 kg, Hits: 4/2, Armor: Jack, 3 Teeth. The Whist is a shy, fur-bearing animal. It's
omnivorous, resembles a small monkey, and has a valuable waterproof pelt. It is agile, tailless, and considered harmless. It
won't attack unless cornered, and it's meat is also a common game food.

Broken Terrain· Rhetrex: Chaser, Size: 12 kg, Hits: 9/2, Armor: Cloth, 1 Claw. The Rhetrex is a small biped chaser which
resembles a Lynx on two legs. Its upper paws have long razor sharp claws. It kills its prey by running them down and slashing
a vital spot. Rhetrex travel in packs of 5 to 10 with one male per pack. The females do the hunting, and although they are
only 3 feet tall, Rhetrex can kill large animals.

Mountain Terrain - Fez: Grazers, Size: 400 kg, Hits: 28/13, Armor: Cloth -1,5 Horns. Fez are large beasts which travel in
herds of from 50 to 100. In remote areas, herds have been reported as large as 10,000. The Fez has shaggy blue fur with a
shiny red undercoat. Under certain atmospheric conditions, sunlight striking the Fez's coat creates an unusual spectral illusion.
The Fez's fur makes wann clothing, its meat is delicious, and the hide can also be used to make shelters. Fez easily stampede
and bulls are adept at goring with their horns when angered.

Forest Terrain - Pseudolog: Filter, Size: 100 kg, Hits: 819, Armor: Jack, 6 Teeth ·1. The Pseudolog resembles a horizontal
log fallen in the forest. It senses life forms near and then opens its mouth and sucks its prey into a well protected digestive
pit_ Half of the animal is underground so it is hard as well as dangerous to rescue a trapped companion since a Pseudolog's
digestive pit can easily hold two average sized men.

Jungle Terrain· Tigennite: Eater, Size 1 kg, Hits: 4/0, Armor: Jack, 2 Claws. The Tigermite is a 6·legged insect that goes
through a life cycle. It is hannless in the larvae and adult stages, but in the intermitant state it goes on a feeding frenzy, eating
everything it comes in contact with. This frenzy will last for about 6 hours. From 1 to 1000 Tigermitcs can be encountered
during a frenzy.

River Terrain - Master Eel: Hunter, Size: 400 kg, 12 meters long, Hits: 19/5, Armor: Mesh, 9 Teeth. The Master Eel lives on
the bottom of rivers and when a large animal enters the water it strikes like a snake coiling around its victim, and then it drags
it under the water killing it by a combination of squeezing and drowning.

Swamp Terrain· Dart Monster: Trapper, Size: 1600 kg, Hits: 20112, Armor: None ·1, 18 as Pistol. A cellulose mass which
shoots tentacles into its victims. The tentacles have a sharp barbed end which penetrates the victim at high speed. The Dart
Monster then pulls the tentacles back towards its muscular mouth opening and digestive cavity.

Marsh Terrain - Silver Paw: Killer, Size: 200 kg, Hits: 18/11, Armor: Cloth, 18 Claws. A large silver furred mammalian biped.
It is sleek, muscular and will kill for the pleasure of smelling blood. The smell of blood drives it into a killing frenzy. It rarely
retreats and eats its kill only if there is nothing else. Silver Paws are solitary creatures.

Desert Terrain - Mimicker: Siren, Size: 3 kg, Hits: 2/0, Armor: Jack, 5 Claws. The Mimicker is a psionic siren. It uses its
psion;cs to detennine which live forms are present and then mimicks that life fonn sound. Sometimes it uses a distress call,
sometimes a mating call. It also USE'': a psionic screen to hide from its prey.

•
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Vacuum Planet Encounters

Avalanche: The side of the mountain above and to the left/right/front/rear of the party is crumbling and sliding down to
wards the party. Throw Dexterity or Intelligence (whichever is higher) on 20 for each character on foot to take cover. If
the throw is unsuccessful, throw Endurance or less on 20 to avoid 10 + 1 Hit Points in injury. Roll 10, on 1 ·3 the Vace Suit
is also breached. Flying vehicles may avoid avalanches with a throw of 3+ on 20 (Die Modifier: Pilot Skill applicable), Ground
Vehicles may avoid avalanches with a throw of 8+ on 20 (Die Modifier: Vehicular Skill applicable). If unsuccessful in avoi
ding, throw 3D to detenTIine the extent of the avalanche; each pip indicates 10 minutes work by one person to free the
vehicle. If the result is greater than 9, the Judge may apply an appropriate vehicle malfunction (adjust probability for rugged·
ness of vehicle construction). Players maintaining alertness for avalanches decrease speed to 2/3 and gain an additional Die
Modifier of 3 on avalanche avoidance rolls.

Blocked Passage: The route being followed is blocked and is impassable to ground vehicles. Throw 20 to determine the num·
ber of man days of work necessary to clear a passage. Explosives and other equipment will modify the work time at Judge's
discretion. Foot passage may be discovered on a roll of 6+ on 20 per man hour spent searching.

Cave: A dark shadow is noticed which proves to be the opening of a cave. It extends at least 40 meters and has 10 passages.
On a roll of 6+ on 20, there will be a minor Human artifact found; on a roll of 10+, a minor Alien artifact. More detailed
tables on cave fOnTIation are available on pages 40 and 41 of the Judges Guild Ready Ref Book.

•

Craters: An extensive area ahead is covered with meteorite impact craters. The ground travel time is doubled for the next
10 + 3 kilometers.

Crevasse/Ravine: The terrain ahead has crevasses and/or ravines which obstruct passage. Throw 20; on a roll·of a or less,
ground travel time is doubled for the next 20 kilometers. On a roll of 9 or greater, 10 + 1 hours must be spent travelling
along the crevasse to find a passable place for vehicles. Individuals may attempt to leap/scramble across by rolling Dexterity
or less on 20 I Die Modifier of +1 if Strength greater than al. If unsuccessful, take 10 -1 Hit Points of damage and check for
Vacc Suit breach on 1 ·3 of 10.

Deep Snow: Deep snow covers the area ahead and cutting ground travel speed in half for the next 3D + 4 kilometers. Tracked
vehicles are unaffected.

Dust Pool: A low area in the terrain ahead is filled with microfine dust. The maximum depth is 20 -1 meters and the pool
has a diameter of 50 x 10 meters. It will take 40 minutes to find a safe ground passage around (double time in Rough and
triple time in Mountain terrain). Travelling through the dust pool causes a 1/6 chance of a minor vehicle or Vacc Suit mal·
function for every 50 meters of distance travelled.

loose Rubble: Portions of the path ahead are strewn with loose rubble. Ground travel speed except for tracked vehicles is 
cut in half for the next 10 kilometers. On a roll of 11+ on 20 an avalanche will also occur.

Meteor Shower: Micrometeorites pelt the area for 20 seconds. If the shower lasts 7+ seconds there is a 1 in 6 chance that
each character exposed will have a Vacc Suit breach. If the shower lasts 9+ seconds, there is a 1 in 6 chance that each vehicle
exposed will be breached to vacuum. In a breached vehicle, roll Dexterity or under on 20 to repair the breach. If unsuccessful
roll Dexterity or less on 20 (Die Modifier of Vacc Suit Skill) to don Vacc Suit in time to avoid 10 of decompression damage.

Rocky Ground: Rocky areas ahead add one-half to the travel time of characters on foot or in tracked vehicles. Double the
travel time for other ground vehicles. The rocky area extends for 20 x 2 kilometers.

Vapor Vent: A small crack in the ground ahead is seen to spout vapor at irregular intervals. The crack can easily be leaped
over by a character on foot. Ground vehicles can easily avoid the crack. Roll 20 if the characters elect to pass over the crack.
On an a+, the crack will spout vapor as they cross. Vehicles will receive a sharp jolt but no damage. A character on foot
wilt be thrown into the ground. Roll Dexterity or under on 20 to avoid 10 Hit Points in damage. Check for a 2 in 6 chance
of Vace Suit breach also.

18
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Space Encounters

Asteroid: An asteroid of at least 10 + 2 times the size of the players' ship is on a rear/side/front collision course. Roll Ma
neuver capacity or less on 10 to avoid (Die Modifier: Pilot Skill). Failure to avoid means taking 10 Hits, as if from a Missile.
(High Guard: Surface Explosion Damage Table with Die Modifier of +3.) \

Comet: The ship passes near by a comet. Roll Ship's Maneuver capability or leu on 10 IDie Modifier of Pilot Skill) to avoid
hitting a chunk of debris. If llnsuccessful, take one Hit as if from laser Fire. (High Guard: Surface Explosion Damage Table
with a Die Modifier of +4. Critical Hits become No Effect.) Ships scanner range is reduced by half for 20 +4 minutes due to
dust and gases in the vicinity.

Debris: A chunk of debris is detected on the ship's scanner at a distance of 10 x 10,000 miles (double distance for Military
Equipment). After 5 minutes study, roll 10: 1 ·5: Natural debris; 6: Man-made debris.

Dust Cloud: The high density of dust in this region causes Laser Fire to be less powerful than usual. All Beam Weapons Fac·
tors are reduced by one for the next 10 x 10 minutes.

Ion Cloud: The presence of an ion cloud in this area causes Missile Fire to be less effective than usual. Each tum roll 20: on
a result of 5 or less, there is no change; 00 a result of 6, 7, B, or 9, the Attacking Missile Factor is reduced by one; on a result
of 10 or 11, the Attacking Missile Factor is reduced by two; on II 12, the entire Missile salvodetooates prematurely and d~s
no damage.

Meteor Shower: A meteor shower occurs. 106 meteors strike the ship. Roll to hit with Die Modifier of Pilot Skill. (High
Guard: Attacking Beam Factor of 1 with Die Modifier of Pilot Skill. Penetration is against Sand Factor 2. Roll on Surface
Explosion Table with Die Modifier of +1.)

Nebula: The high density of nebular material in this area causes misreadings on the sensors. Any communications are also
interferred with for the next 1D x 20 minutes as detection range is cut in half.

Space Encounters Near a Black Hole

Electro Gravitic Disturbance: An extremely large amount of matter has just been sucked into the Black Hole. As it crosses
the event horizon, a tremendous burst of static is given off and a gravity wave is created. In addition to the effects of the
Electro Magnetic Disturbance, momentary surges in the ship's internal gravity field will cause the gravitY to go up or down by
.1 g. The Jump Drive is effected and characters with Engineering·1 or better will know that the chances of misjump are
increased unless 10 hours are spent in recalibration. The misjump throw will have an additional Die Modifier of +4.

Electro Magnetic Disturbance: A fairly large amount of matter has just been sucked in the Black Hole. As it crosses the event
horizon, a tremendous burst of static is given off. This static lasts 10 + 5 minutes. During this period, the ship's scanning
range is cut to one third normal and 10 spurious blips are picked up. Induction causes temporary current surges in the
control circuits. and breakers trip in at least one ship system. Roll 10: 1: Power Plant; 2: Computer; 3: Maneuver Drive;
4: Jump Drive; 5: Weaponry; 6: Life Support. There is no damage and 10 x 10 seconds later the breaker can be reset to
restore the system function.

•
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B8476A6-C
Gradzisk
C1  S08

D432555-A
Vivero
Uc   37

E657846-A
Tafalla
Uc   07

E546894-9
Majdal
Uc   07

C877562-B
Langsele
Uc   07

E893888-7
Gabesh
Uc   47

D7C7663-A
Ajlun

Uc   47

C547535-C
Vianden
Sx   07

C76A545-C
Quezon
Sx   07

C4695A0-C
Prosser
Sx   07

D528753-8
Nye

Sx   07

D769503-B
Mangots
Sx   17

DAB7544-9
Lydda
Sx   47

C452597-A
Largo
Sx   07

D594614-B
Jaruco
Sx   07

C563586-A
Iri

Sx   37

D5736B9-9
Ghnema
Sx   07

D797543-9
Gali

Sx   37

E5728A9-A
Furnas
Sx   27

E575779-9
Dolak
Sx   47

B232411-E
Buada

Sx  N07

B475436-C
Baiti

Sx  S07

C455569-A
Tstata
Rn   37

D6665A5-C
Himrai
Rn   07

D000566-C
Ya’bud
Na   27

D566569-9
Wager
Na   07

C000547-C
Oita

Na   27

E696889-7
Midlo
Na   07

E543789-9
Meshed
Na   47

E6A78B7-7
Mani

Na   37

C310528-A
Madi

Na   27

D658545-9
Krina

Na   37

D7A6535-B
Khuaf
Na   27

E768787-9
Irun

Na   47

D8C4592-B
Iida

Na   07

D849679-A
Huan

Na   47

B300416-C
Estella
Na   07

D437576-B
Eliot

Na   07

C664522-B
Dozen
Na   07

B6A6408-A
Dax

Na   27

C581565-9
Auch

Na   37

D685745-5
Aiwo

Na   27

C310523-A
Wajir

Md   07

C756541-A
Thikan
Md   37

E4238C9-7
Pelly

Md   07

D462673-A
Pelieo

Md   47

D776643-A
Pavlet

Md   07

C441543-A
Odate

Md   07

D387674-9
Nyeri

Md   37

E764786-9
Nikko

Md   07

C652593-A
Negril

Md   27

C454580-C
Kronshlot
Md   27

C353539-B
Bechar
Md   27

C896569-B
Baragoi
Md   07

C769586-A
Amya

Md   07

D63A655-9
Lno-rin
Hi   07

B568456-B
Tsung

Ck  S57

D585567-A
Pa Kua
Ck   37

B454459-B
Nu-kua
Ck   07

C578525-D
Khun Yao

Ck   07

C310552-B
Huang Ti
Ck   07

B85947B-D
Chu-jung
Ck  S27

E557759-9
Jaen

C4   37

C723536-9
Kouvola
C3   07

C987553-9
Keski

C3   07

E69A876-B
Emis

C3   07

C0005A6-C
Kerzaz
C2   47

C241597-B
Gdansk
C2   07

C4345A4-A
Chenachane

C2   07

C310527-C
Adrar

C2   37

E665789-A
Rawa Maz

C1   27

E300509-9
Sfax

Uc   46

D100437-B
Rute

Uc   36

C755383-A
Ramsele
Uc   26

C240370-9
Qana

Uc   36

D434586-8
Lismore
Uc   06

E8A4595-A
Jarpen
Uc   56

C887455-A
Dorotea
Uc   56

E6A7585-9
Almonte
Uc   26

C400310-D
Vryheid
Sx  S56

C441455-A
Tarat

Sx   26

C533310-9
Sembilen
Sx   06

C320524-8
Quindio
Sx   36

E5415A1-9
Osowiec
Sx   06C499454-A

Nauru
Sx   06

E563698-A
Lycabettus

Sx   06

C696364-9
Lorne
Sx   36

D476538-8
Idehan
Sx   36

C767443-B
Frauten
Sx   06

EA8A594-9
Eich

Sx   16

C231442-8
Deeth
Sx   36

C477326-9
Vamitra
Ry   06

C567472-9
Ulsan

Na   06

E687617-B
Tamale
Na   36

E6A1689-B
Seregno
Na   16

D220473-A
Scorch
Na   36

D65A443-C
Monsoom

Na   06

C766473-9
Loche
Na   26

D344418-B
Kasmi
Na   06

E541508-A
Hzimo
Na   36

C362419-A
Hmrilma
Na   06

E552635-9
Fmsani
Na   36

E66A678-9
Fenho
Na   06

D773434-A
Erywin
Na   26

E4437A8-8
Arrah

Na   06

E656664-7
Aldrikin
Na   06

D544473-9
Abony
Na   06

C200444-A
Zankai
Md   36

D332591-8
Yapei

Md   06

C100475-B
Wenchi
Md   36

C641312-B
Uda

Md   36

C583314-B
Ttrino

Md   06

C95A477-B
Stm-Fi
Md   36

DAB6477-B
Senlac
Md   36

D422533-8
Ochon
Md   36

D245422-B
Nagar

Md   26

C424302-C
Muddo Gashi

Md   46

E260626-A
Mori

Md   06

C566424-A
Kuji

Md   06

D210467-A
Kitale

Md   46

C562333-A
Keta

Md   46

C330426-A
Kataga
Md   36

C75A448-A
Jammu
Md   06

C641438-A
Ise

Md   06

C527503-8
Honjo

Md   06

C659376-A
Bole

Md   26 C220456-B
Akim Oda

Md   46

D868420-9
Yu-Chhiang

Ck   06

E9A8737-6
Hunan
Ck   06

C795464-B
Hu

Ck   06

D110432-C
Bermeo
C4   36

C535444-B
Alcala
C4   06

E999597-B
Wald

C3   46

C9CA341-C
Toijala
C3   06

D443405-A
Scabin
C3   36

C543413-C
Puula

C3   06

D869443-C
Oconee
C3   26

C333334-C
Ivalo

C3   06

C986436-A
Flekke
C3   06

C200464-9
Nowa Sol

C2   06

C233422-9
Sieradz
C1   26

E679408-8
Vejir

Uc   05

E310433-A
Varkaus
Uc   35

C000200-A
Tni Haia
Uc   15

E9B8345-A
Sahagun
Uc   05

EAC8444-A
Rybnik
Uc   05

E5765A5-8
Potes

Uc   05

E200485-B
Mellansel

Uc   35

E69A444-9
Bzura

Uc   05

D000341-C
Ariha

Uc   25

E472464-6
Orwelle
Sx   25D000353-C

Nashchaug
Sx   45

E756425-7
Masyaf
Sx   25 E000453-A

Aldrin
Sx   35

E240432-A
Ahaggar
Sx   45

B200210-C
sora

Rn   45

E78A471-B
Zynki

Na   45

E8C9349-A
Tsing Tao

Na   45

E489343-B
Tarbes
Na   05

E7AA343-A
Talslad
Na   35

E510405-7
Siut

Na   05

D569320-A
Rzhev
Na   55

D446473-8
Riad

Na   05

E223314-9
Rasnoe
Na   25

E6A4587-7
Penas

Na   35

E200441-9
Ocumare
Na   35

E333472-7
Moapa
Na   35

D520313-A
Masinloc
Na   15

E654364-B
Margilan
Na   05

E496346-A
Madra
Na   05

E433302-9
Lugg

Na   45

E000455-9
Krandin
Na   45

E6B5377-9
Kigye
Na   15

E888472-9
Khalke
Na   05

D000323-C
Isparta
Na   35

C200210-A
Foix

Na   45

E533402-9
Erex

Na   35

C534329-7
Elsmere
Na   45

E000360-B
Cheju

Na   25

E94A476-9
Aviles
Na   45

D64A370-C
Atcha

Na   05

EAC4352-9
Acier

Na   05

E360310-A
Zhidah
Md   45

C100206-B
Remino
Md   25

D8B9341-A
Mito

Md   45

E366345-B
Kisil

Md   05

D000360-B
Kamchina
Md   05

B310231-A
Bura

Md   25

C96A201-9
Armero
Md   05

E684414-A
Feng Po
Ck   45

E756446-B
Tsi

Ch   05

E84A439-8
Osuna
C4   05

C480204-9
Gijon

C4   25

C300246-9
Lubon
C1   35

D565310-5
Tadzhik
Uc   04

D592321-8
Msaken
Uc   44

D8C6130-9
Damiya
Uc   04

E458337-7
Bracke
Uc   34

D772201-A
Bergsjo
Uc   34

D8B8243-9
Toboloski

Sx   04

DA87210-9
Parma
Sx   04

E493223-9
Kumhwa
Sx   04

E787373-8
T’Kaim
Na   04

D410352-8
Sedano
Na   34

E999236-C
Polgyo
Na   44

D431111-9
Kilchu
Na   04

EAC9220-A
Degh

Na   44

E355212-B
Adour
Na   04

D7C5205-9
Suwa

Md   04

D875155-9
Soroti

Md   44

E456343-7
Shiga

Md   24

D578308-8
Ngong
Md   04

D786200-A
Mbale

Md   04

D262210-B
Yen Ti
Ck   44

D779273-7
Wu Ti
Ck   04

E130320-6
Shan

Ck   44

D452205-A
Ming

Ch   14

E8B8210-9
Tervola
C4   54

E6A4220-9
Oviedo
C4   04

E100365-8
Edjeleh
C2   34

E573224-8
Tottori
Na   33

E799234-8
Delago
Na   43

E400210-7
Adair

Na   03

E142120-9
Macroform

Md   03

E210211-8
Suwon
C2   33

E535103-6
Konski
Uc   02

E554173-8
Babia
Sx   02

E675206-4
Pamlico
Na   02

E666000--
Taginae
Sx   01

E410000--
Shen

Na   01

E410000--
Hun-kuo
Ck   01

X200000--
Prudnik
Sx   00

X101000--
Palompi
Na   00

Printing Instuctions
The best way to print the Sector map is to print as a poster 4x4this works out nicely and give you a decent poster map.



•

t
N

Uaboe C965669 A 0601
A relatively large sized World, with a planetary 'diameter of 19.000 kilometers and a planetary circumference of 59,660 kilometers. The atmosphere comes close to

the standard rating, with a mariginally higher oxygen content as the major difference. Approximately 50% of the planet surface is comprised of low salt 'ocean', The land
masses are thickly covered with jungle-like growth. Surprisingly. no sentient life forms were discovered by the Survey Vessels, 50 little time was wasted in establishing reo
fineries to extract the vast Petroleum deposits. Large area in each of the five Climate Zones have been set aside as preserves for the indigenous life. Small portions of these
reserves are in use as resorts for travellers with a small amount of hunting permitted to the more influential guests.
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Guerzim 8756759 8 1626
Settled and built-up as' a Base two centuries ago. Guerzirn participated in the Nannan Strife. The planet served as the staging area for the forces which invaded and

occupied Narok. Tamale. and Daboya. Only disorganized remnants survived to be evacuated back to Adrar and Guerzim. Reorganized as the planetary defense forces,
these remnants were further decimated by the Mandanin counterattack. The refueling base on the third moon of the outer gas giant was destroyed as well as the moon it
self split into four smaller fragments. The Naval Base on Guerzim. though well defended, was destroyed a150. After the peace settlement, the devastated base was some
what rebuilt to support the patrol forces maintained in the sector. The troops were mostly demobilized and settle on Guerzim. Socially they retained some of the aspects
of the former military command structure resulting in a classification of feudal technocr~tic government. A small Scout Base is maintained here which also provides reo
fueling for the extensive patrol forces still maintained in this region.

Six planets comprise this system. The innermost orbit is occupied by a 4900 km diameter rock which has a belt of six 100 km rocks in orbit about it arranged in a
rosette. Scientists speculate that this is an Ancient Artifact but little work has been done in this area. Guerzim orbits second out, having a 1400 km diameter airless rock as
a satellite. The third orbit out is a E310000 .- .- with two minor rocks as satellites. This planet served as a defense base during the Narman Strife but when deSlroyed was
not rebuilt. Fourth orbit out is a small gas giant with 8 minor rocks as satellites. Fifth orbit out is a large gas giant which formerly had 10 satellites, minor rocks and ice
balls. The third moon was an ice ball of 600 km diameter which housed a dug-in refueling station. The bombardment which destroyed the base also split the moon into
four large fragments and numerous smaller ones. Its former position is occupied by II radioactive cloud of debris marked as a navigational hazard, The outer sixth orbital
position is held by a 6700 km diamter rock which has a 4 km thick coat of frozen gases thus giving statistics of E401000·· ".
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Rill A879778 c
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An independent planet, Rill is the fourth in a system of eight. Three minor rocks orbit closer to the sun. A" asteroid belt. a gas giant. and two more minor rocks

complete the system. Settled several centuries by refugees from a system taken over by the Am Nai, the populace is not wanting to be absorbed by that state again.
Unfortunately the Mandan!n are not popular either and no concensus has been achieved. Each of the major islands is a political entity unto itself and tends to bicker con·
tinuously with its neighbors. No one 811er actually fights each other but a lot of continuous argument goes on. Sea products provide most of the food. Some mining
goes on and a modest industrial base exists. A small Starship Yard subsists mainly on overhaul and repair contracts for the ships of surrounding independent systems,

A small ~ourist industry is supported by "Big Game Fishermen", Some of the predator species in the Rill oceans are truely formidable, Some are even rumored to
have glands whose secretion can be processed into an anagathic drug,
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Lubon C300246 9 2111

Mining is the primary reason for Lubon's oxistance though it serves secondary functions as a refueling stop on the border circuit. Large deposits of most major raw
materials have been discovered. A consortorium of companies on Katowich is financing developmjmt of this planet. Settlements have been startod at three major deposit
concentrations and the site for an extensive Spaceport surveyed. Roads have been established between the settlements. though it is later planned to build monorail connec·
tions. Manufacturing and population increases are planned to take place over the next century and a half.

The system comprises seven planets. The two inner planets are minor rocks of 2000 km diameter. The third orbital positioo is occupied by lubon and its 500 km
diemeter satellite. Fourth is an Asteroid Belt. Fifth is a small gas gient with four minor rock satellites. Sixth and seventh are large g8S giants with 8 total among them of 17
minor rock moons. .
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Shang Ti C67A839 C 2702
The third planet out in a system of ten, Shang Ti is a rapidly industrializing world. It has an unusually large population for a Waterworld of its type and has spe

cialized in biologically produced industrial raw materials. In cooperation with several K'kree Herd/Corporations, extensive programs of development have been successful
in finding ways of biologically developing complex metslc-organic sythesis intermediates on a cost·competitive basis. A traditionalist family/clan structure has provided a
stable basis for an Oligarchic government. Inter-family feuds have caused considerable turmoil in the past, but strong repressive measures taken after an especially violent
outbreak a century and a quarter ago have proved effective. The ruling council plans to continue its program of introducing more complex industry and technology to
make Shang Ti a major industrial center of the Chhung Kuo.

The inner two planets of the system are minor rocks less than 2000 km in diameter and have no satellites. Shang Ti has one moon, 3400 km in diameter. The fourth
and fifth are airless rocks 4500 and 5100 km in diameter with no satellites. The sixth orbital position is held by an Asteroid Belt. The seventh planet Is a gas giant with six
minor rocks as satellites. The eighth planet is a large gas giant with nine satellites, all but two of which are minor rocks. The two are significant worlds of 3900 and 5100
km diameter. The ninth and tenth planets are rocks of 5Boo and 6200 km diameter with a crust of frozen gases.
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Gijon C4802049 3220
This planet is inhospitable to Human life and has little native life of its own. That life which i~ does have Is all desert specialized. In the dense atmosphere, storms afe

frequent and fierce. A Mining Station exploits a large deposit of rare earth minerals and a few hardy prospectors seek out and work smaller deposits. Water is processed
from hydrous minerals for life support purposes and for fuel manufacture. Deposits afe playing out and some of the population has emigrated.

Twelve planets comprise this system, the innermost five being bare rocks of 2000 km diameter or less. Gijon is fifth and has one 1000 km diameter rock as a satellite.
Sixth. seventh and eighth are larger rocks of about 3000 km diameter with several minor rocks for satellites. Ninth and tenth are gas giants with 21 minor rocks for satel·
lites between them. large numbers of ice asteroids orbit in the trailing trojan position of the ninth planet and tentative'plans have been advanced to bombard Gijon with
them to raise the Hydrographic Percentage. The last two positions are occupied by minor rocks with thin crus« of frozen gases.
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Lonoke C8787A4 C
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One of the extreme Rimward frontier worlds of the Union Crucis, Lonoke is a steadily developing solid member of the Union. The 47 million population, primarily

Humaniti. also includes 5 million Aliens. The planet derives a major portion of its food supply from its oceans. Not a great deal of land is available and much of that is
deliberately left in forest. A major portion of the population is occupied in manufacturing. The primary industries are computer manufacture and construction equip
ment. Much of the construction equipment is used on planet for domestic buil~ing;. Quick and frequent violent storms have caused most people to construct underground
housing. Most of the fishing and transport fleets are comprised of Submarines to avoid weather danger at sea. A single family has provided most of the leadership during
the history of the planet and the Autarch is still selected from among this family. The current Autarch. Krna Hmlan'na, is well respected and she tends to intervene only
when absolutely necessary. The elected members of the Autarch's Council do almost all of the routine governmental business. The military presence on Lonoke is slight,
voluntary enlistment in the Reserve Planetary Guard is popular. Lonoke contributes an unusual percentage of volunteers for enlistment in the Union Space Navy. It is a
member of Suo faction.

The planet is second in the system, the first planet being a minor rock. An Asteroid Belt, a minor rock, two gas giants and two more minor rocks complete the
system. The Union Navy maintains a communications and refueling station on the second moon of the outer gas giant.. ------ ,
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Negri! C652593 A 0120
Somewhat of a backwater planet, the 9840 kilometer diameter world is the third in the system. Two smaller airless rocks occupy the inner orbits and have only

automated communications beacons on them. An outer pair of gas giants complete the system. A small Mining Station is located on one of the moons of the larger gas
giant. The primary products of Negril are the refined heavy metals mined here. large quantities of special biological products are also shipped. Several popular spices are
gathered from the Kr8smaya species of forest shrub. It has not proved practical to cultivate this shrub so the product is obtained by gathering teoms which rove on ATV's
towing a processing trailer. Periodic Air Raft visits are made to collect the refined spices. The salt seas serve as a preserve or reservation for certain religious colonies of
Danin which wander the shores living on large rafts. Other religious colonies live as herding Nomads on the extensive plains raising vast herds of Grazers. The seasonal
ritualized confrontation between the Water Folk and the Herd People provides an occasion for trade and feasting as well as welcome entertainment to the Miners and
Gatherers. Major civil administrators are appointed by the Co-Dominion Senate. Negril elects its Senator every five years and otherwise pays little attention to interstellar
politics. The demand for its major products is stable. Society is quite conservative and tradition conscious. Military for<:es on the planet are few consisting of a courier
or two and a refueling station. All citizens undergo a six month basic military training and then are transferred to the active reserve of the Planetary Defense Forces.
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